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After this I saw in the visions by night a fourth beast,

terrifying and dreadful and exceedingly strong. It had great

iron teeth and was devouwring, breaking m pieces, and

i 1 1 o - | -
stamping wnat was eft with s f-:ff.

—Daniel 7:7

The Second Age of Man is a time profoundly unlike
our own, and the primal forces of magic run much more
strongly in this time than in the diminished modern world.
Just as heroes walk the face of Creation in the sunset of the
Age of Heroes, so todo great beasts. Survivors of Creation’s
first days, immortal living weapons from the Primordial
War, constructs of the First Age, the Wyld-twisted offspring
of the Contagion—all of them and also beasts thathave no
place in the natural order, and who are now long-vanished
from our own history.

These beasts are the subject of Creatures of the Wyld.
From the most ancient survivors of the time before history
to mad horrors newly sprung from the chaos of the Wyld,
this books details some of Creation’s deadliest and most
insidious inhabitants. Some might be allies or familiars,
othersenemies, while many are simply the mindless hazards
of adarkening world, creeping ever closer to the borders of
civilization with each passing year.

OTHER CREATURES

Creation is a vast and hostile place. The beasts in this
book are merely a sampling of many of the Second Age's
more famous hazards. There ishardly a village that does not
have it own famous local terror, at least in legend if not in
fact. Storytellersshould feel free to add their own creations

i

to the panoply of monsters that haunt the Second Age's
countless ruins and wildernesses.

[n addition, this tome covers only those creatures that
are perilous and fell. The Second Age containsa vast number
of creatures that are merely beautiful, unique orenchanting.
Theydonot, asarule, appear within these pages. Such beasts
may be beautiful, but they are not the stuff of epic legends or
terrible battles. Storytellers should feel free to lace their
descriptions with the colorful and exotic tlora and tauna that
fill the Second Age of Man. There is noneed to give statistics
tosmall game and beautiful flowers— your imagination will
make your description of flowering desert coral touch your
players far more deeply than its soak score and the number of
health levels required to shatter a man-sized patch of it.

FAUNA OF THE BLESSED ISLE

Notably absent from this book are the dangerous inhab-
itants of the Blessed Isle. That is because there mostly are
none., Civilization has laid its hand across the Isle for thou-
sands of years with little interruption, and those wilderness
dTEds [}'I.i'l[ r-.-_*m;l'i[&, E][]\-\’E“L'E‘]’ Vast, are ﬁ_}‘.’n"i‘l{_‘i._]_ ll[-]l..l tL"l'l'LiL"-_E ks
private wilc
tions that the Empress did not lease for reasons she generally
did not choose toreveal. The dangerous animals that remain
on the Blessed Isle are stocked in these wild areas to provide
sport for Dragon-Blooded hunters, to deter trespassers or to
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create anartificial preserve for elder Dynasts who wish tohave
“untamed wilderness” around their Manses, depending on the
desires of the individuals who held the lease on the land.

Inaddition, not longafter the Unbroken Rushes Rebel-
lioninRY 465, the Empress undertook a program of stocking
the wilderness areas under her direct control with dangerous
animals, in deliberate conjunction with her policy of keeping
the Realm’s peasantry disarmed. She believed that by seed-
ing these deserted areas with dangerous predators, mainly
wolves, claw striders and tigers, she could engender a fear of
the wilderness, reduce the problems of bandit and squatter
campsand reinforce the population'sdependence on protec-
tion by the Dragon-Blooded and their soldiers. The true
danger was to be well-supplemented by a lurid popular
mythology spread by the All-Seeing Eye's agents, and in all
of these matters, she was quite successful. The result is that
most of the Realm’s peasants have a terror of civil disorder
and acertainty that any disruption in government function
will result in their immediate consumption by wild beasts.

In fact, there are not a terribly large number of wolves,
tigers or claw striders on the Blessed Isle because such beasts
must claim large stretches of territory in order to hunt
without decimating the local prey animal population. Even
the rudimenrary patrols the Great Houses mount have kept
these hazards at bay. Even with the Realm in decline, the
Dragon-Blooded and their hirelings continue their long
tradition of hunting down some man-eater or another with
agreatshow of pageantryafter ithas claimed enough victims
that the peasantry is appropriately terrified.

How To Use Tris BOOk

This book is divided into five chapters, one for each of
the fourdirectionsand a final one that covers the strange and
unique creatures that inhabit the Scavenger Landsregion. In
some cases, especially for unique or highly intelligent crea-
tures, their region is only a guideline, suggestion or place of
origin. Self-aware individuals may choose to cross the face of
Creation to pursue their goals, to aid their allies, to destroy
their enemies or to seek safer environments.

Creatures of the Wyld isuseful not only to Storytellers
seeking new enemies for their players or players looking for
anexoticand improbable familiar. Itisalsoavaluable setting
resource, formany of the creatures have agreatimpact on the
world around them. Even if the Exalts of a particular series
will neverencounter them, these beasts will stilloccupy the
minds and pepper the lingo of those who live near them.
Likewise, most of these creatures are well known to natural-
ist-savants, and a player whose character has a high Lore
could certainly mine thisbook to good effect, especially if the
character is a sorcerer and hunts them for their trinkets of
power ot for use as servants or sorcerously bound slaves.

Chapter One: The North details the inhabitants of the
frozen North, from the ice floes of the Northwest through the
harsh tundra of the Central North and extending to the icy
pine forests of the Far Northeast.

Chapter Two: The East describes the creatures of the
primeval woodlands in Creation’s East, from the endless

- AWORDON POWER LEVEL

The material in this book is intended for use by
Storytellers running Exalted games of any power level
from heroic mortal to experienced Solars. It is also
meant to provide background material for the world.
As a result, some of the beings in this book are of
extremely high power levels. At least one of them, the
Five-Metal Shrike, can casually annihilate cities. Oth-
ers are colorful but not terribly dangerous, certainly
not toan Exalt armed with a powerbow ora daiklave.
Storytellers should carefully consider the statistics of a
creature before introducing it to their games.

At the same time, there will undoubtedly be groups
who find Arad the Hunrter, Mother Bog or the Five-
Metal Shrike very underpowered. These statistics were
set with the assumption that Storytellers and players
developed their charactersforroleplayingand not purely
for combat. Storytellers who have very statistic-cen-
tered games or who run games for highly experienced
Solars with many powerful Combos and custom Charms
may find these numbers to be too low. The alternative
was to assign every creature Traits that assumed a min-
maxed Solar as the opponent. This seemed unfair to
characterswhodidn’tfocus solely on combat, especially
asit’s easier for Storytellers to adjust Traitsupward than
to lower them. If the creatures seem too weak, simply
increase thestatistics using the power level indicated by
the description as a guideline for your numbers.

redwoods of the Northeast to the vast and perilous jungle of
the Southeast. Creatures of the Central East, from the area
around Larjyn and Thorns, are detailed, but creatures from
the Scavenger Landsare detailed separately in Chapter Five.

Chapter Three: The South shows the fauna of the fiery
South, from the grassy savannas of the Southeast across the
burning deserts of the Central South and into the sweltering
jungle of the Southwest.

Chapter Four: The Westdetails the inhabitants of the
Western Ocean, from the strange denizens of the benthic
depths to the weird fauna of its many isolated islands.

Chapter Five: The Scavenger Lands describes the
inhabitants of the Yanaze River Basin, a land of full of First
Age automata and strange patchwork creatures created by the
area’s many Wyld zones, outcaste sorcerersand ruined Manses.

OT1HER BOOKS

Creatures of the Wyld is not the only book to detail the
creatures that inhabit Creation at the dawn of the Age of
Sorrows. Storytellers who wish an encyclopedic knowledge of
the material released to dare should also see Savage Seas, which
details extensively many aquatic creatures of various sorts. Also
useful is Games of Divinity, which details the gods, demons
and elementals who walk Creation in the Second Age of Man.

MMMW_—‘_‘_.
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Arctic Demiraur ® Grear-Terror ® Horned Snow Hunter ® The Hushed Ones ® Ice
Hollow ® Lodestar ® The Mice of the Sun ® Mount Mostath ® Snow Lion ® Undercoat

® Whire Devineko ® Winter Rose

A land of short summers and long, frigid winters, of

frigid unpredictable winds and endless rolling tundra,
the North is a place of grave danger. Creatures of terrible
darkness lurk there, amid the sparsely populated desola-
tion of the snows and the endless winter night. But the
dangers of the North lie not only in dark and unnatural
beasts, but in the wildlife as well. Some of Creation's
deadliest natural prmlulm'h roam the North, and a wise
traveler goes well armed and prepared to defend herself.

ARcTIC DEMITAUR

Description: Terrors of the North, arctic demitaurs
travel in loose packs. They are wild and unpredictable.
Some packs of demitaurs have been known to destroy
entire villages without taking prey. Other packs have
reportedly selectively hunted and slain individual
men, women and children from Northern tribes, like
wolves {'l]]ling the weak from the L‘c.]gur-l of a herd of
5}‘1{_‘::[3. The arctic demitaur has the I":‘ml‘f of a ]:f'!!'.l_ft‘



squat horse, the torso and arms of a massive man, the
head of a bull ox and a mouth filled with massive fangs.
The creatures are covered in thick white fur from head
to hoof. They are omnivorous but show a preference
for meat. Arctic demitaurs are as chaotic as the Wyld
that spawned them. Neither imperial savants nor
native hunters have been able to predict the behavior
of these creatures.

Arctic demiraur are all but mindless. They are
creatures of instinct, not logic. Though they have been
known sometimes to carry crude clubs as weapons, this is
more by accident than by design. They most often
attempt instead to smash their opponents with their
meaty fists or crush them beneath their rugged hooves.
Those same hooves have been known to crush weapons,
though there is no evidence that demitaurs knowingly
aim for weapons in combat. .

Demitaur packs seem to be patriarchal, though
hunters claim that the females of the species are no less
dangerous than the male. While incredibly violent
when encountered in or near human settlement,
these creatures can be found natively in isolated
valleys, dwelling peacefully with their young.
There, they graze and frolic. But even there, when
disturbed by outsiders, they are quickly roused to
murderous frenzy.

The demiraurs are the stuff of nightmares,
threats made by parents to Northern children who
misbehave. Rebellious youths are warned to behave lest
the demitaurs take them away (or in some regions, lest
they become mindless demitaurs themselves).
Attributes: Strength 6, Dexterity 2, Stamina 5, Cha-
risma 2, Manipulation 2, Appearance 1, Perception 2,
Intelligence 1, Wits 3
Virtues: Compassion 1, Conviction 2, Temperance 1,
Valor 5
Abilities: Athletics 4, Awareness 4, Brawl 5, Dodge 3,
Endurance 2, Melee 1, Presence 2 (Intimidation +2), WEAPON-CRUSHING HOOVES
Resistance 2, Survival 5
Supernatural Powers: Weapon-Crushing Hooves
Base Initiative: 6
Attack:

Punch: Speed 6 Accuracy 7 Damage 6B Defense 5
Trample: Speed 3 Accuracy 6 Damage 8B Defense 4
Dodge Pool: 5/3 Soak: 8L/13B (Tough hide, 6L/6B)
Willpower: 5 Heath Levels: -0/-0/-1/-1/-1/-1/-2/-

If a demitaur achieves three or more successes
on a trample attack, then, in addition to damaging
the target, the beast strikes any weapon the target
is holding. The damage inflicted upon the target
after soak is compared to the feats of strength table

on page 252 of the Exalted rulebook. If the dam-
age exceeds the Strength + Athletics level needed

to break the weapon (generally 8), the weapon

gﬂ-ﬂ-lf-‘ﬁllncap shatters. In addition, the wielder's player must
sence: he w

‘ ful reflexive diff; h
Dither Notes: Nonhe make a successful reflexive difficulty 1 Strength +

Melee check, or his character is disarmed even of
the fragments. If the victim is not holding a
weapon, then weapon-crushing hooves has no
effect. This effect does not work on items made of
the Five Magical Materials.




GREAT-T ERROR

Description: The great-terror, also called the North-
ern titan, is one of the largest land carnivores ever
sighted in the Threshold — certainly the largest car-
nivorous mammal. There are several diverse breeds of
great-terrors, and while some are more wolf-like, others
seem similar to hyenas. Regardless of breed, all are twice
as tall as a man and typically mea-
sure over 16 feet long. A
great terror’s skull is #4
twice the size of a sa- ;}(’f |
ber-toothed cat's, and
its jaws are capable
of crushing a f'
grown man's A/
head berween
its  reeth. ’ Y
Great-ter- ’;" e
are §

i

TOTrS
strict car-

i

nivores, 4
unable to

digest any- o
e

thing other %

P i

than meat and ,
bone. Those North-
erners unlucky enough to get
close to titan in good light see
that its fur is matted and sticks up along its back like a
crest. The pelt is typically a dark brown or black and
marked with jagged stripes, although there is a breed
with fur of white and silver in the extreme North. A
great-terror’s paws have rough pads that allow it to scurry
over most of the icy terrain in the North. The creatures
are nocturnal, and in the darkness, a great-terror’s eyes
will catch the bare light of the moon and glow with
hunger. During a hunt, it will growl, bark and whinny as
it runs down prey, and when one finally kills a beast or a
man, its lips pull back into a rictus while wild laughter
emanates from its throat. The cry is so chilling that gifted
mimics among the Northern tribes use a call similar toa
great-terrors’s laugh to ward off predators if trapped.

The great-terrors prey almost exclusively on cattle
and mammoths, although they are not averse to attack-
ing the men of the North, especially those icewalkers
that follow the great prey animals and adore them as
totem beasts. The most powerful females of a titan pack
control the whole group, and the females hunt to-
gether. The males usually travel alone, far on the
outskirts of a pack, and are solitary unless a harsh winter
drives them to cooperate. During those particularly bad
seasons, the great-terrors will happily artack villages
and even smaller cities.

Because of the size and ferocity of a great-terror, few
men can stand against a single male, let alone a pack of
females. Even the innovative hunters of Icehome are
able to pick them off only from gliders, since the
cunning beasts can run as fast as an snowboat unless the
wind is very, very good — and few ice-sailors are willing
to rely on the fickle Northern winds. The animals resist
any kind of training, but 100 years ago, the Fair Folk
raider White Harper used his glamour to gain control
over a pack of great-terrors, a feat that enabled him
to gather slaves and jade in abundance
until the Wyld Hunt slew him several
years later.

There is little call to cap-
ture great-terrors. | heir
oily, matted pelts have a
unique and pungent
scent, so few desire
fur from the coat
of the beasts.

However, man
will always
find a use for
things, and
the savage de-
meanor, sheer
size and dead-
liness of the
titans mean that
many Dynasts enjoy
hunting them whenever the
chance arises. A trophy skull from one of the great
carnivores on the wall of an estate back in the Realm is
a cause for much praise.
Attributes: Strength 12, Dexteriry 5, Stamina 10, Cha-
risma 1, Manipulation 0, Appearance 1, Perception £,
Intelligence 1, Wits 3
Virtues: Compassion 2, Conviction £, Temperance .
Valor 3
Abilities: Arthletics 2, Awareness 3, Brawl 3, Dodge 1,
Presence 4 (Intimidation +3), Stealth 2, Survival 3
Base Initiative: 8
Attack:
Bite: Speed 8 Accuracy 8 Damage 13L Defense 8
Claw: Speed 8 Accuracy 8 Damage 10L Defense 8
Dodge Pool: 6 Soak: 5L/8B (None)
Willpower: 2 Health Levels: -0/-0/-1/-1/-1/-2/-2/
-2/-4/Incap
Essence: 2

Other Notes: None
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N ) , eared skulls. Their fur effortlessly blends into the snow that
Description: Stalking the frozen tundras of the North-

: surrounds them, and they can make short dashes of tremen-
east, the horned snow hunter (often known as the snow

o . ; dousspeed: asa result, theirnormal hunting pattern includes
devil) is afearsome predator that hunts in packsof 10to 15

4 both ambushes and short-run chases, although they are
adults. Snow hunt-

smart enough toalter tactics and adapt to
the local terrain and prey as needed.
Attributes: Strength 6, Dexterity 3,
Stamina 5, Charisma 1, Manipulation 1,
 Appearance 3, Perception 5, In-
telligence 2, Wits 3

- Virtues: Compassion
s 2 Conviction 3, Tem-
perance 1, Valor 4
Abilities: Athletics 5,
Awareness 3 (Hearing +2,
e R Sight +1), Brawl 3 (Bite
& AN S N +1, Gore +1), Dodge 3,

Endurance 4, Presence 1

ers normally avoid
direct contact with
humans, but occa-
sionally, they will
stalk the woods and

mundras outside a

human sertlement,
preying on other — :
creatures drawn by —_—
Iht" ]".Illﬂ'.li':l'['.l ["'rE'.";" .
ence. Snow hunters
will fall upon hu-
man prey as readily

as any other when (Intimidation +2), Resis-

tance 2, Srealth 4
( Ambush +2)
Base Initiative: |

starving, however,
50 they are seen by
most towns and
tribes as something

_ . Attack:
ofamixed blessing; Bite: Speed 7 Accuracy 6
while they often e . Damage 9L Detense 6

feed upon a variety
of different preda-
tors that hunt
mankind, theyalso

s n s Claw:Speed 8 Accuracy
;ﬁfﬁ_ 8 Damage 7L Defense 7

2 o o = Qore:Speed7 Accuracyb
Damage 9L Defense 6

Dodge Pool: 6 Soak: 3L/6B (Tough skin and thick
fur, 1L/3B)

Willpower: 5 Health Levels: -0/-0/-1/-1/-1/-2/-2/-
4/-4/Incap

Essence: 1

kill many of the same creatures that Northern tribes depend
on for food and fur. Luckily, the fur of the horned snow
hunter is soft and warm, its meat is sweet and flavorful, its
sinewsaresturdy and strong, and its bones are easily turned
into tools and weapons, so they aren’t quite as devastating

as they could be. Other Notes: Snow hunters are creatures of the North and

still, while some tribes maintain wary truces with their : . . ok bt
Still, while some tribes maintain wary truces with their fare poorly in warmer climes, taking 1 automatic die of

local packs of snow hunters, many others hunt them mer-
cilessly, if not alwayssuccessfully; it is the rare fight between
snow hunters and man that does not result in serious injuries

bashing damage each day they reside in a non-arctic envi-
ronment. Thisdamage cannot be soaked and will not heal
: until the snow hunter is once again in freezing tempera-
to at least one human. Although few snow huntershave g b oo oo L*,H_.'-;il‘;' tamed (control rating of
everbeen domesticated, they have, on occasion, consented -
toan oddsortof partnership with cerrain mortals and, much
more infrequently, Exalted as well. This partnership is most
commonly made between a human who spends much of her
timealone and a lesser member of a snow hunter pack, and
generally, it brings good fortune to both. The snow hunter
gains a trusted friend in the local human community, and
the mortal gains a powerful defender and hunting partner.

Snow hunters typically stand three to four feet at the
shoulder and may weigh as much as 300 pounds. Their fur
is silky, white and thick, providing excellent protection
against the frigid climate they inhabit. Snow hunters are
purecarnivores. Theirblunt-jawed snout is almost dog-like,
but the sharp teeth that fill it are like those of a cat. A pair

5), but they can become partners to a mortal or Exalt in
some occasions (a horned snow hunter partnerisaFamiliar
eeeee) S, oy hunters cannot speak, but they can be
trained to understand human speech. The only supernatu-
ral ability the horned snow hunters possess is an immunity
to the powers of the White Terror (see the Exalted
Storyteller’s Companion, p. 64), apparently a gift from
some ancient little god. (Snow hunters still take damage
from the Terror’s bite, but do not suffer the agonizing pain
others do). Because of this, White Terrors hare snow
}'[lll'k_tf‘.ﬂj- “iil’l 2| ﬁﬂrﬂﬂ I_-!H?-l?':'i.li Hig :-'Iﬂil ‘L-".’i“ kl'l 11T Ul:h I'.lflr r]'ll. e K’u"l1l}
discomfit or kill them.
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THe HUSHED ONES

Description: They are the distant scream in the
wind, the razor cold that cuts all the way to the marrow
and the white billowing cloud thar obscures all vision
and leaves men lost in the cold. They never close their
eyes in sleep; they stare unblinkingly into the sun and
never go blind.

The hushed ones are predators in the cold. They run
over the softest snow but never leave a mark. They never
make a rsinglﬁ sound until l'hr;‘y are upon their prey.

On the surface, these Wyld-corrupted people look
like ordinary men or women, but there is nothing
ordinary about them. They run naked through the
white landscapes and never, ever utter a word.
&

™

.

They communicate through
a strange group mind that
enables all of them to do
exactly whar is required to
help the group as a whole.

On some rare occa- :

|

sions, they've even been  §
known to wear clothes
and sneak into encamp-
ments to scout the places
out. Even then, they can
be recognized for what
they are by the coldness
of their skin and their icy -\%—
and empty stare, which
chills the soul of all who
look into their un-
blinking eyes.
All of the
]"lll."i-lf'l{'_'i.i Onc
have long
black hair on
their head, but
their skin isoth-
Very
smooth and de-
void of hair,
scars or other
marks. Injured
hushed ones always

heal very quickly, and their wounds

never leave a trace on their skins.

There are pockets of Wyld all over the Northern
lands, and the hushed ones spend most of their free time
in them, until it's necessary to embark on another food-
gathering run to feed their young. They rut among
themselves and produce more of their kind — more
mouths to feed, more hunters on the loose. They rarely
let themselves be seen, and they never, ever engage
anyone in a fair fight. Instead, the hushed ones prefer to

erwise

- E R e 1 Lo B L PR L b Wl S KO,

g R B m N o A ] i E0L A . W Wt

pick suitable spots for ambush. They have even been
known to cause avalanches to bury travelers, then dig
them out at their leisure. Humans always attract them;
they have no need for treasure, but a group of humans
and their beasts of burden offer a stock of food that will
last these carnivores a long time.
The hushed ones always run in packs; if one of them
sneaks into a human encampment, the rest of the pack
is very close by. The hushed ones are
(@R B intelligent and can use weapons if
(i-!& L\ need be, but that intelligence is a
1 . /| cold, inhuman and alien one; one
= RLTiEY can nNo more reason, bargain or
| e ¥ negotiate with them rhan one
could do so with afly. In fights,

the hushed ones rely on
numbers, group tactics
made all the more ef-
ficient by their hive
mind, their inhu-
man strength and
staminaand the sharp,
bony claws that extend
from their fingertips.
The hushed onesdon't
usually kill their victims
right away if they can
avoid it, preferring their
meat to be fresh; in-
the pale
\  creatures drag their

stead,

victims off
their

INnto
nestsfor later
consump-

tion. The
hushed ones
hi-l"nr’{'_" E'.'f.'_"f.'_"l'l

known to
break their
victims’
limbs to pre-
vent escape.
| Rescuing
imprisoned victims from
the hushed ones' nests means going after them
into a pocket of Wyld, which is nosimple feat. Evenif the
would-be rescuers survive without being affected by the
Wyld or torn apart by the hushed ones themselves,
there's no guarantee that the victims are in any condi-
tion to be rescued. There is a good chance that the Wyld
has turned them into something rescuers no longer
particularly want to bring back — supposing that they
haven't already ended up as dinner.




Attributes: Strength 6, Dexterity 4, Stamina 6, Cha-
risma 1, Manipulation 1, Appearance 3, Perception 3,
Intelligence 5, Wits 5

Virtues: Compassion 0, Conviction 5, Temperance 2,
Valor 5

Abilities: Archery 4, Athletics 4, Awareness 3, Brawl 5,
Dodge 5, Endurance 2, Medicine 3, Melee 5, Presence 2,
Resistance 2, Stealth 4, Survival 2

Base Initiative: 9

Attack:

Claw: Speed 9 Accuracy 9 Damage 7L Defense 9 (Can be
used to parry melee weapons)

Kick: Speed 6 Accuracy 8 Damage 7B Defense 8
Slashing Sword: Speed 12 Accuracy 10 Damage 8L
Defense 10

Long Bow: Speed 9 Accuracy 8 Damage 8L (Rate 3,
Range 200)

Dodge Pool: 8 Soak: 3L/9B (Thick skin, 3L/3B.
Hushed ones rarely wear mortal armor but can do so.)
Willpower: 6 Health Levels: -0/-1/-1/-1/-2/-2/-2/
-2/-4/Incap

Essence: |

Other Notes: Due to their hive mind, anything a single
hushed one learns is instantly learned by other members
of the pack. Thus, they are all tremendously homog-
enous in their abilities; whenever one of them improves
his skills with a weapon, so do the others. This means
that a pack that has been around for a while often
becomes very strong in several differentways. The hushed
ones prefer to single out the strongest member of a group
of enemies and kill him first, then mop up the others at
their leisure. The hushed ones have the following Wyld
mutations: Eye Color (icy blue, allows them to see in the
dark), Claws (only on their hands) and Thick Skin.
They also heal a level of lethal damage every 30 minutes
or a level of bashing damage every 15 minutes, but only
if they are in the Bordermarches or deeper in the Wyld.

Il

CoOLDp ALLIES

The hushed ones and ice hollows share cer-
tain traits: They are quick, efficient, deadly and
very, very quiet. It is not very surprising that there
is no hostility between the two. The hushed ones
are of no interest to ice hollows, as their cold
blood cannot lend any warmth to the insects. The
opposite is equally true; the hushed ones crave
fresh flesh to support themselves and their packs,
not slivers of ice. What is surprising, however, is
that there is evidence of cooperation between the
WO species.

Nobody knows for certain whether or not the
two groups of creatures are actually somehow
formally allied. It has been theorized by some that
the hushed ones’ cold, alien intelligence makes
their thoughts very similar to those of the ice
hollows. Perhaps they are able to communicate,
or perhaps they keep the ice insects as pets — their
equivalent of trained hunting dogs.

What is known for certain is this: The two
occasionally work together. The ice hollows! abil-
ity to blend nearly perfectly into the white
landscape and the hushed ones’ terrifying appear-
ance work well together; the latter have been
witnessed on several occasions herding groups of
human directly into an ambush prepared by ice
hollows. The resulring battles were desperate and
bloedy, with only a handful survivors. Those
survivors indicated that the hushed ones were
clearly very much at ease with ice hollows and
vice versa, and while it wasn't clear that either
party followed the other’s orders, there was no
visible conflict of any kind about the division of
the spoils of war.
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Ice HoLLow

Description: These giant insects wander the rivers
and lakes of the frozen North, moving silently across the
ice and snow, like huge frozen water striders, their long
thin legs and swollen bodies as clear and transparent as
crystal. Spawned from the Wyld in some moment of
horror, rhu‘y seek out warm flesh and blood to sate their
hunger, seizing their prey in their giant mandibles and
sucking out blood and bodily fluids through their long
proboscis. Once they have fed, they are far more obvious,
for their bodies and legs are threaded crimson with the
blood of their prey.

It is difficult to spot ice hollows from a distance, as
their frozen nature makes them near-impossible to dis-
tinguish from the surrounding snow and ice, They often
lie down in the snow while waiting for prey; while they
only have an animal intelligence, they are capable of
stalking possible victims or lying in wait at some spot
"u'ulht'l'{'_" “-'Hl'l“"hl{_'l'L]'LIEd HI’liIHHI.:'; {L'Ill' hl.Elﬂi.—I["l:'ij Ale 1([1{]“-'[1 Lo
pass by. They can pursue prey with surprising speed,
almost seeming to glide over the surface of the snow and
ice in long fluid strides. However, the insects dislike
crossing running water if it is
not covered firmly by ice. éé
Several travelers have re- e
ported escaping from 3
these creatures hy'
crossing some
of the wilder
rivers in the

deep North, after having thrown themselves into the
water or jumped onto floating pieces of ice in despera-
tion. This is because the ice hollows cannot judge the
depth of running water; they therefore avoid it, as it is far
too easy for them to drown if they misjudge the speed and
depth of a river.

These creatures reproduce by mating and then
laying pearly eggs the size of a man's head in clutches of
20 to 30, which they bury deep underneath the snow in
isolated places. When the eggs hatch, the baby ice
hollows feed off each other and off any nearby warm-
blooded creatures — usually only three or four survive
to grow to maturity. The ice hollows will not attack
large groups of humans (more than 20 or 30), but they
do not have the intelligence to recognize sorcerers,
Exalted or similarly powerful beings. They do recognize
Fair Folk and avoid them; it is said that some groups of
Fair Folk have captured ice hollows and use them as
steeds in hunts.

Attributes: Strength 4, Dexterity 4, Stamina 4, Cha-
risma O, Manipulation 0, Appearance O, Perception Z,
Intelligence 1, Wits 3

Virtues: Compassion 1, Conviction 2,

Temperance 4, Valor 3
Abilities: Awareness 4, Brawl
5, Dodge 4, Endurance 5, Pres-
ence 2, Resistance 3 (Cold +2),
Stealth 5
Base Initiative: 6

Attack:
Bite: Speed 6 Accuracy 6
Damage 5L Defense 6
Dodge Pool: 6 Scak: 4L/
5B (Crystalline exoskel-
Y eton, 3L/3B)
) Willpower: 3
fﬁ%ﬁiﬂm Health Levels: -0/-
0/-0/-0f-1/-1/-1/-1/
-2(-2/-2-2/-4/Incap
Essence: |

Other Notes: None




LODESTAR

Description: Even the Exalted often have trouble

moving in the frozen North, when the wind picks up and
the temperatures plummet. The cold may not easily kill
them, but it will certainly slow them down. That was
kept in mind when Lodestar was designed a thousand
years ago, before the treachery of the Dragon-Blooded. It
has the singular purpose of assisting the Solar
Exalred in their travels in the North. Currently,
it is buried under ice and snow, where it has lain
since the Solar Exalted were murdered, bur it
will automatically awaken if it feels the pres-
ence of a Solar Exalted close by.
Lodestar resembles a human-scor-
pion hybrid by build, with the upper
body of a normal human being
and the lower body of ascor-
pion. However, despite
its appearance, it
doesn’t awaken
feelings of fear the
way arachnids often
do in people. It is
androgynously beautiful

and quite calm and courteous, even servile. While
its eight legs resemble those of an arachnid, they
are made of what appears to be soft, bone-like material
that merges seamlessly with the soft, human-like flesh
of its torso.

Its long tail has a cluster of sensory organs at the end
that enables it to see extremely far and scout ahead
without actually leaving its masters. It is also the source
of brilliant and comforting sunlight that makes the
coldest and darkest night feel like a warm, sunny day.
This light can also be focused into a searing beam of heat
that can be used to ignite fires, to melt massive amounts
of snow and ice or to torch enemies where they stand.
Both the warmth and the light radiate from its tail.

Lodestar always knows exactly where it is and can-
not get lost. It is somewhat out of date on the Northern
geography, having been inactive for such a long time, but
if shown maps or otherwise educated, it can quickly

reorient itself. It can work as a snowplough, using its
tireless body to clear a path in the snow for those who
follow, thus making travel far easier for normal (or at
least normal-sized) humans. It can carry tremendous
amounts of cargo (up to 1,600 pounds) if need be or bear
up to six people on its back.
Lodestar has a complicated system of automated
leathery straps that independently wrap them-
selves around anything placed on its back,

keeping it held gently but firmly in place.

f N Human beings are given the chance
""% to hold on to the rein-like straps
.= themselves, if they wish, or they

* i ' "
can simply sit and be tied down

well enough to ensure that
they don't fall off. Lodestar
cannot damage anyone
with these straps, bur it
can hold them down
tight enough for people
tosleep onits back while
it travels. [tdoesn'tcare
how cold it gets or how

&;\L\%ﬁ?ﬂ'

far it has to mowve; it'll
go exactly where its
masters want it to go
and do exactly
what its masters
want it to do.
Despite its
rather subser-
vient outlook

on life, Lode-
starisdefinitely
sentient, intel-
ligent  and
alive. Its per-
sonality is that
of a polite upper-class personal servant who knows his
duties and expects (but never asks for) a certain degree of
respect for its services. It understands jokes and laughs
politely ar them, cooks an excellent dinner even if the
supplies are meager and tells impressive and entertaining
stories from the ancient days. If supplies start to run low,
it can gather and hunt food from the wilderness. It quite
likes animals and children and has no problems with
taking care of either, if it is asked to do so. It lives to serve
and is designed to derive pleasure from that, but it is also
a social creature with the capability to dislike its masters.
[t cannot, nor does it even want disobey, but it can
become sad or angry if it is mistreated or its masters turn
out to be 111‘11‘-|C'ﬂ."~ﬂnt pm“.uptu.

Lodestar will defend any Solar Exalted, their com-

panions and beasts of burden from attack, unless the
attacker is another Exale, in which case, it will simply try




to calm the situation down by talking. It will only obey
Solar Exalted, but it will take a respectful and helpful
attitude toward any other type of Exalt. The Abyssal
Exalted are an exception to this rule, as it has never seen
their kind before and doesn’t recognize them to be
Exalted. Thus, it will have no qualms about battling
them if ordered to do so or if attacked by them.
Lodestar is a guardian and a guide, but it's not built
to be a war machine; despite its power, it is likely to fall,
should it ever face powerful enemies without assis-
tance, especially if those enemies are Exalted. In such
an eventuality, Lodestar will attempt to escape, but it
will never do harm to an Exalted being if it can possibly
avoid it.

It should be stressed that, while Lodestar will cer-
tainly do what it is told, even at obvious risk to its own
existence, it won't simply go to its death without polite
protest. For example, if ordered to jump into a volcano,
it might say, “If that is your wish, sir, but might this one
humbly stress this one’s extreme apprehension toward
leaping into this active volcano, as such an act would
certainly terminate this one's already considerable life
span and render this one unable to further serve the
chosen warriors of the Unconquered Sun?”

Although Lodestar is currently dormant under the
ice, it will automatically awaken when Solar Exalted are
nearby and quickly melt its way to the surface. Alterna-
tively, the Storyteller may well decide that another
group of Exalts has already awakened Lodestar and
presumably briefed it on the current state of the world
and that it is currently serving them. It may also have
been leftr wandering the frozen wastes when its previous
masters were killed or ordered it to stay behind, for
whatever reason.

Lodestar can detect the presence of Solar Exalted
within a 10-mile radius of itself, but it cannot pinpoint
their exact location or how many of them there are. It can,
however, easily determine the direction toward which it
should head to meet the Solar(s) it senses. Lodestar is
incapable of detecting any other types of Exalted.

Attributes: Strength 8, Dexterity 4, Stamina 7, Cha-
risma 4, Manipulation 2, Appearance 5, Perception 6,
Intelligence 2, Wits 3

Virtues: Compassion 3, Conviction 5, Temperance 3,
Valor 5

Abilities: Athletics 4, Awareness 5, Brawl 5, Dodge 5,
Endurance 5, Lore 3 (Ancient History +1), Medicine 3,
Melee 5, Presence 2, Resistance 2, Stealth 2, Survival 4
(Subzero Environments +3)

Base Initiative: 7
Attack:

Punch: Speed 7 Accuracy 9 Damage 8B Defense 9%
Kick: Speed 4 Accuracy 8 Damage 10B Defense 8*
Tail: Speed 8 Accuracy 9 Damage 15B Defense 9*

Sun Beam: Speed 10 Accuracy 11** Damage 12L (Rate
1, Range 100)

* Lodestar can punch or kick at an enemy and either
smash an enemy with its tail or use the sun beam without
splitting its dice pool.

** Roll Perception + Awareness for Lodestar’s sun beam
attack.

Dodge Pool: 9 Soak: 10L/17B (Unnaturally dense
skin and flesh, 10L/10B)

Willpower: 7 Health Levels: -0/-0/-0/-0/-0/-1/-1/
U1-1-1-1-2[-2/-4/-4/Incap

Essence: 4

Other Notes: Storytellers should keep in mind that
despite Lodestar's humble and self-sacrificing attitude, it
is a living being with a personality, not just a piece of
luggage on legs or a strange mode of transportation for
the player characters. It should come across as a sentient
being. That said, one should still keep in mind that in the
end, it is an automaton with very specific design param-
eters, and it does enjoy doing the player characters’
boring work for them.




THE MICE OF THE SUN

Description: High in the mountains west of White-
wall sits a long-forgotten temple of the First Age. The
ancient fane stands slowly crumbling to dust at the edge
of a mighty crevasse. Its precinet is silent, disturbed only
by the wind and the snow that occasionally falls here
during Water season. A mighty statue of a man, clad in
priestly robes, stands over the
altar at the temple’s
heart, and the circular
mark carved intothe co- ‘
lossus’ forehead clearly
identifies it as the image of a
powerful Zenith Caste
hierophant. The iconogra-
phy is standard, marking the
temple as a center of the Un-
conquered Sun’s worship,
albeit one abandoned well
before the fall of the Solars.

But even a learned
scholar of First Age temple
decoration would be sur-
prised by what the statue
holds in the palm of its
outstretched right hand.
The stone priest bears no ¢ A
sacred relic or holy o=ty
weapon. Instead, he presents
a gilt mouse for inspection. The statue, mouse and all, is
unprecedented. There is a motto inscribed in the lan-
guage of the Old Realm at the sculprure’s feet, but it too
provides little in the way of illumination. [t simply reads,
“Let him who looks upon me learn to fear the gods.” The
words of the message are easily grasped, but its subject
proves elusive. Who is the stony figure that his offering
up a golden rodent should cause such terror!

The answer is that it is the rodent, and not the man,
who is memorialized. The mountain shrine commemo-
rates one of the strangest victories in the annals of the
First Age. Caught off guard by a Fair Folk assault, the
Exalts of this region fell back in disarray. Defeat seemed
imminent, and a Zenith acolyte turned to prayer as a last
line of defense. The Unconquered Sun recognized the
faith of the acolyte and sent him a vision promising him
new allies. All the young priest had to do was to stand
firm in the face of the Wyld onslaught. When he told the
other Exalts of his vision, they laughed at him in despair
and retreated to their Manses to wait out the storm.

Filled with shame for his people, the Zenith never-
theless kept his promise and rode forth to face the Fair
Folk cataphracts. But he was not entirely alone. Many of
the mortal inhabitants of the region stood with him.
These humble men and women had no arcane redoubt in
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which ro hide — the bartle would be fought on their fields
and in their towns. They heard the words of the young
priest and offered him their assistance, weak as it was.

Bravery such as this did not go unrewarded.

Convinced of their victory on the morrow, the Fair
Folk host indulged itself into a stupor. Drunk, drugged or
unconscious, they took no notice as the mice of the
fields crept into their camp and ate up their quivers and

their bowstrings. Nor did they hear the sound of
countless tiny teeth chewing through the handles of
their shields and the straps of their armor. When
Creation’s army issued the call to
battle at daybreak, the Fair
Folk awoke to find them-
selves defenseless. The
slaughter thar followed
was almost total, and the
region enjoyed peace
fromany Wyld incur-
sions for many
generations to come.
This battle was not the first
occasion on which the Uncon-
quered Sun made use of his
= mice of the sun, nor was it
the last. Over the centuries,
many a brave Solar hero in dire straits has
found his bonds nibbled through, cour-
_ tesy of a small white mouse. They have
helped heroes escape from labyrinths,
delivered messages in the nick of time and so on — a
most innocuous weapon, as well as a constant lesson that
the strong have a great deal to gain from the friendship
of the weak.

The mice of the sun have a more sinister task as well.
There are times when the nations of Creation ignore the
Unconquered Sun’s precepts, turn away from his wor-
ship and engage in unrighteous behavior. At other times,
they commit bestial acts that demand Celestial retribu-
tion. At moments such as these, small white mice creep
into the palaces of apostasy and the dens of criminal
behavior. They are invariably followed by death — a
hideous disease known as the Solar Plague that spares no
one guilty of crimes against the Unconquered Sun or the
Celestial Order. Only those who have remained true to
the path of virtue go unpunished — a clear sign of the
Unconquered Sun'’s pleasure and an indication to the
sick and dying that repentance is still possible.

Entire cities have fallen victim in this manner,
undone by their own blasphemous deeds. The mice of
the sun are like their master, capable of both the greatest
mercy and the severest justice. No one who encounters
them can be entirely sure which side of the god he is on
at that moment. And rhat is exactly what the Uncon-
quered Sun wants.

R S
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The mice of the sun are larger, stronger and quicker ~ Virtues: Compassion 3, Conviction 5%, Temperance 3,
than ordinary mice. They are also far more intelligent.  Valor 5%
Like the Solar Exalted, they bear the mark of the god: a  * Cannot fail Valor or Conviction rolls.
sunburst-shaped patch of golden fur on their backs. Abilities: Athletics 2, Awareness 3, Brawl 1, Dodge 4,
Some legends claim that they can talk, while others, far  Endurance 3, Resistance 3, Stealth 5
more fanciful in character, have them walking about on  Base Initiative: 8
their hind legs like men. Whatever their specific abili-  Attack:
ties, their blessed nature is clear. Any mortal or Exalt  Bite: Speed 8 Accuracy 5 Damage 2L Defense 5
who willingly slays a mouse of the sun risks the Uncon- Dodge Pool: 8 Soak: OL/2B (None)
quered Sun’s wrath. Willpower: 8 Health Levels: -0/-1/-2/-4/Incap
Attributes: Strength 1, Dexterity 4, Stamina 1, Cha- Essence: 2
risma Z, Manipulation 2, Appearance 2, Perception 3, Other Notes: None
Intelligence 3, Wits 4

VECTORS OF VENGEANCE

The disease the mice of the sun carry resembles the plague in terms of its symproms and in-game behavior
— use the bubonic plague values provided on page 321 of Exalted to simulate the basic characteristics of the Solar
Plague. Nevertheless, there are still some crucial differences between the two contagions. First of all, as mentioned
above, innocence in the eyes of the Unconquered Sun is a powerful protection against the Solar Plague. The
righteous are immune to the fatal effects of the disease: At its worst, it will give them a bad cold for a week or so,
and that is only for those who dwell on the borderline of righteousness.

Second, Solar Exalted exposed to the Solar Plagueiin a state of iniquity lack the usual Exalted immunity to
disease. The Unconquered Sun rakes it personally when one of his chosen servants goes astray: Any Solar Exalt
who catches the Solar Plague responds to the disease as if she were a mortal human. The character faces death,
not discomfort. The Contagion Curing Touch Charm will not work on the Solar Plague for a similar reason: The
Unconquered Sun does not allow for his gifts to be used on behalf of those who merir his disfavor. Any character
that catches the Solar Plague will have to face the disease with her own resources or those of mortal physicians
and savants.

Finally, Morbidity rolls only delay the inevitable, for thisis a supernarural plague. [f an individual has caught
the disease as a result of his disobedience to the Unconquered Sun, then he will suffer from the contagion until I
he is dead. A successful Morbidity roll does not cure the victim of Solar Plague, it simply allows the character to
live for a number of days equal to the number of successes on the Morbidity roll. Once that grace period is up, the
character’s player must roll again.

The Solar Plague would be an inescapable plague to slay all who catch ir, bur the Unconquered Sun is not
wholly without mercy: There are two ways for a guilty person to cure herself of the Solar Plague. The first is the |
most drastic: The infected individual must seek out.the Unconquered Sun and prostrate herself before him. If her
repentance is sincere, then the Unconquered Sun will offer her an appropriate penance, effectively geasing the
character with some sort of quest or mission. The geas in question will almost always suit the crime for which the
Solar Plague was levied in the first place. The successful completion of the geas will eradicate the plague from the
offending character’s systerm. Her cure will 'be total.

The other option is easier to endure but more or less temporary in practice. An infected individual may seek
out an advocate to plead his case before the Unconquered Sun. This advocate must be a person or being entirely
innocent of any offense against the Celestial Order — in the First Age, the advacate was usually a Zenith Caste
in good standing. If the advocate agreed to intercede for the plague victim, then the progress of the Solar Plague
is momentarily stopped in its tracks. The disease does not go away: The victim is still infected. But he will not die
so long as he works to amend his life. This is the advocate's task: to help the victim correct the unrighteous behavior
that caused the Solar Plague to target him in the first place. Of course, the victim needs to keep his intercessor
happy: Should the advocate ever revoke her protection, the Solar Plague resumes its course toward death.

It is unknown why the mice of the sun have not been deployed against the Dragon-Blooded. Either the mice
of the sun went into hibernation when their master turned his face away from Creation, or perhaps, they were
corrupted for some darker end, or maybe, it is that someone, somewhere, is serving as an advocate for the entire

Dragon-Blooded people. The level of innocence such an advocacy would require is unprecedented: Who might
this individual be?




MOUNT MOSTATH

Description: On the Northern edges of Creation,
beyond Diamond Hearth and Crystal, the world gives
way to a seemingly endless realm of ice and snow.
Gigantic glaciers creep southward, crossing the land
like a ponderous ark laden with a cargo of exotic winter
wonders. Wandering tribes of icewalkers note the de-
liberate pace of the mountains of ice, each of which can
advance a mile or so in the course of a year. Generations
of tribesmen come to know the glaciers, naming them
and even honoring their gods. Of all the moving
mountains, none
1S SO IMysterious
and well known to
the icewalker sha-
mans as Mount
Mostath.

Barely peek-
ing above a deep
bed of fog, the
enigmatic moun-
tain travels as
much as 100 miles
a year, and unlike
its fellow glaciers,
it travels errarti-
cally. Sometimes,
Mount Mostath'’s
grinding trail even
turns northward
Young
tribesmen have re-
peatedly braved
the thick clouds
surrounding the
mountain, but ev-
ery time, they
have been re-
pulsed by the
unnatural cold
that radiates from
the wandering
peak. Some say the
peak is a sign of ill
fortune, for the
Wyld-twisted bar-
barians of the
North sometimes
course in from beyond its wake like an avalanche
devouring an alpine village.

Few beings other than the Wyld barbarians of the
North know the truth about Mount Mostath. The
mighty mountain is not a mountain after all — it is one
of the greatest of behemoths still walking upon the

again.

earth, a mammoth creature as large as a glacier and
nearly as slow. Why Mostath wanders the Northern
reaches of Creation is unknown to those outside the
spirit courts of air, and most spirits content themselves
only with the knowledge that the great beast sometimes
meets with one of the mighty glaciers of the north and
changes its path forever. Certainly, various songs of the
Wyld barbarians refer to Mostath as the Herder of
Mountains, but it is not hard to imagine other reasons
they might have arrived at the name.

Even should a foolhardy hero pierce the veil of
frozen fog surrounding Mostath and avoid the atten-
tions of the Wyld
northern barbar-
ians who follow
it, she is unlikely
to alter the
course of the be-
hemoth
Northern sha-

learn
rituals
that turn Mount
Mostath against
other wandering
mountains;
whether they use
this power to

manmns
potent

save their own
villages or
threaten the
settlements of
their foes varies.
A glacier's slow
pace can spell
eventual doom
for the rtown
upon which it is
turned, while the
holy hunting
grounds of the
icewalkers lie
from its

safe
crushing path.
Maostath is
I not a beast of war.
He moves so
slowly that only
the stupid or the desperate might stand in his way, while
his nearly unstoppable strength can shove mountains
aside. If some unfortunate creature falls beneath his
lumbering pace, it will surely die. Those who are not so
foolish as to stand beneath his feet can sometimes drive
him to attack, and he does so with a mighty trunk whose




sleek muscles can tear the greatest redwood trees from
the earth and shatter boulders. Normally, the Herder of
Mountains is peaceful and happy to travel undisturbed
by friend or foe. His only concern seems to be the great
mountains of ice and the pathways they follow as they
encroach upon Creation.

Attributes: Strength Immeasurable, Dexterity 1, Stamina
Immeasurable, Charisma 1, Manipulation 1, Appear-
ance 1, Perception 1, Intelligence 1, Wits 1

Virtues: Compassion 1, Conviction 5, Temperance 2,
Valor 2

Abilities: Athletics 4, Awareness 1, Brawl 1, Presence 6
Supernatural Powers: Frozen Fog, Herder of Mountains
Base Initiative: 1

Attack:

Trample: Speed 1 Accuracy 1 Damage Special®* Defense 0
Trunk: Speed 1 Accuracy 1 Damage 50L Defense 0

* Anyone who somehow remains below the deathly slow
descent of Mostath’s gigantic foot is crushed to death.
Should a Storyteller truly desire statistics for this arrack,
simply assign 100 aggravared health levels of damage to
represent the victim being smashed utterly flat.

Dodge Pool: O Soak: 50L/100B (Hide armor, ig-
nores all attacks below 50L)

Willpower: 10 Health Levels: -0x50/-1x100/-
2x100/-4x50/Incap

Essence: 8

Other Notes: In the extremely unlike event that some-
one somehow manages to slay Mostath, she should be
very careful to avoid the behemoth’s falling body. It
would be entirely a matter of primordial irony to be
crushed beneath the great beast after defeating him.
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MosTAH’s FROZEN Fog

Mostath is entirely surrounded by a thick fog
of unnatural cold. Exposure to the fog is deadly,
and every 10 turns, the fog damages anyone not
completely wrapped in warm furs for one health
level of damage. This damage is automatic for most
victims — only those who can soak at least one
level of lethal damage may resist. Of course only
complete immunity can totally eliminate the
threat, as any source of damage always risks at least
one die of damage. Inside the fog, visibility is
reduced to about 20 feet, and even within that
range, all Perception or Awareness based rolls
suffer a +2 penalty todifficulty. The cloud of frozen
fog surrounds Mostath for a mile or two in every
direction and only the pinnacle of his back peeks
above its roiling mists. For more details on the
frozen fog, see Scavenger Sons, page 18. Of course,
Mostath is immune to both the unnatural cold and
the vision impairing nature of the frozen fog.
Mostath is not the only source of frozen fog in the
North, but he is the source of that which accom-
panies the Wyld barbarians on their forays.

HERDER OF MOUNTAINS

Although the behemoth Mostath is not much
craftier than any ordinary animal or foolish man,
he remains constantly aware of the glaciers he
herds across the plains of ice. Every movement of
the frozen mountains resonates within his bones,
and some ancient instinct drives him to under-
stand just where Creation wishes him to direct his
flock. Should some powerful spirit or Exalt man-
age to upset one of his charges, Mostath' will
immediately sense the change and travel as fast as
his ponderous pace can allow — about 100 miles
per year — to ensure the proper execution of the
designs of the Northern spirit courts. The Herder
inherently senses those who disrupt the course of
the Northern ice, and the Wyld barbarians who
follow his path often consider it their sacred duty
to destroy those who anger Mostath. Unfortu-
nately for their victims, the Northern barbarians
do not move so slowly as their hallowed beast.




SnOw LION More often than not, their victims are elk and
reindeer, but many Northern tribes have lost members to
the icy traps of a snow lion. In the wilderness, most tribes
simply avoid the known hunting areas of the crafty

Description: In the Far North, the snow lies on the
ground all year and piles deeper and deeper every
season. A traveler must be careful not to sink into snow
banks out of which he can never emerge or to fall into
icy caverns hidden beneath a smooth whirte surface.
Such hazards are bad enough when they occur natu-
rally, but they are particularly deadly when they are the
sinister traps of a creature the Northerners call a snow

jon, a creature not unlike a giant version hatra . . .
h?nl; 1ETE cturilikea g of the risma 1, Manipulation 1, Appearance 1, Perception 4,
O the East.

Intelligence 1, Wits 3
Burrowing beneath the end- &

| , ; Virtues: Compassion 1, Conviction 3, Temperance 4,
less drifts of the region, %// z = e Valor:2
these lazy beasts sit si- L -"/f e S Abilities: Athletics 3 (Tunnel Movement +3),

lently waiting for a
y waiting f Awareness 3 (Tremors +3),

Brawl 3, Dodge 2, Stealth 3

beasts, but when one tunnels near a village or town,
young warriors ultimately must stop the predator. Scouts
mark the weak ground above a snow lion’s lair, and
heroic citizens shatter the surface and set upon the snow
lion with fire and long spears.

Attributes: Strength 12, Dexterity 3, Stamina 8, Cha-

rremor from above.
As soon as one de- 4 &

| . /7 BT (Ambush From Below +3),
tects potential A Survival 3 (Burrowed
prey, s , Traps +3
o _ raps +3)

1 ‘ \ Base Initiative: 6
snow lion '\

%
collapses

4 ¥
.'H | : | Attal:l{:

' Bite: Speed 5
ll.hz-_* roof qu H < .. | | )’M\. Accuracy |
its I_Hll'. g | ' | i | Damage 14L
pouncing A8 1B =' ! | Defense 7

[

upon the victims Claw: Speed
who fall into the 6 Accuracy 6

sudden  chasm, "%. Damage 13L

Typically, the quarry 1 /r/yr Defense 6
Dodge Pool: 5

is stunned from the fall
or, at the very least, ; Soales 6L/12B
panicked and /W | i'”f (Thick fur, 2L/4B)
dazed. Regardless, ” Willpower: 3
the strong jaws and - Health Levels: -0/-0/-1/-1/-1/-2/-2/-2/-4/Incap
Essence: |

Other Notes: The player of a potential victim may roll
Perception + Survival, difficulty 3, for her character to
detect the thin surface above a snow lion’s lair. Should
the roll fail, the character falls through the surface an
average distance of about 25 feet, which normally causes
five levels of bashing damage. This may be reduced as
normal by a roll of Wits + Athletics (usually difficulty 3
as well) per Exalted, page 253, and of course, soak applies
as normal. Storytellers may also wish to limit combat
maneuvers to the lesser of a character’s combat dice pool
and Dexterity + Athletics in order to represent the
difficulty of fighting while half buried in snow and
broken ice.

powerful burrowing claws of the
snow lion make quick work of most unfortu-
nates who fall into their lairs.

The average snow lion is about 10 feet tall at the
shoulder, with long, strong forepaws and a wide mouth
full of wickedly sharp reeth. Remarkably, snow lion eyes
are said to be the most beautiful pale blue, and their fur
is a brilliant whirte, but it is doubtful that their scream-
ing victims appreciate this. Stretching on its hind legs,
a snow lion can easily reach over 20 feet upward to
capsize the snow and ice canopy above. Snow lions ears
are large and upright like those of a hyena and are
capable of detecting subtle vibrations from prey walk-
ing upon the surface.
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UNDERCOAT creature, leaving the skin intact, until its feelers locare
the eyes. These are plucked out (or in, to be precise) and
devoured, and the undercoat’s own eyes take their place.
Now, the undercoat has a temporary host.

The undercoat can move about in its shell body,
devouring the meat and organs even as it masquer-
| ades as the creature — a mature undercoat can
g consume asmall seal in one week and a bull walrus
in three weeks. While inside
its prey, the undercoat
uses the victim'’s
body to survive,
not only feeding

on its flesh, but also drawing
air through its lungs or gills.
| , A L e AR Tentacles hold the torn belly
(& g ARG 8 | WS\ closed, and the undercoatrubs
o i ol 1 that section of the body
against snow or lichen to
hide any hint of blood. The
undercoat’s many limbs al-
low it to move the body
around, returning to its fam-
ily or pack as if nothing were
wrong. The undercoat can
even mimic the creature's
natural sounds by work-
ing its tongue and mouth
(which are the last parts
eaten). Then, when the
body has been com-
pletely devoured, the
undercoat throws it aside,
grabs its next victim and
begins again. [t may be a
tight fit, but an under-
coat can hide within any
normal-sized man or
woman, and the creatures
are intelligent enough to
maintain such a decep-
tion, at least for a little
while. A successful
Challenging
(difficulty 3)
Perception check is re-
quired to notice anything
wrong with the person, merely Difficult (difficuley 2) if
the person was a close friend or family member. Under-
coats who have encountered humans before are capable
of creating speech, though it sounds slurred as if the
person were drunk. An undercoat with no human expe-
rience will need at least three days of listening to decipher
human language and another three days to successfully

Description: These creatures are among rhe most
terrifying beasts found in the North, both because of the
way they live and hunt and because of the cold intelli-
gence of their plans — no one who's ever encountered
an undercoat can consider them merely
dumb beasts.

Up close, an undercoart looks like
a mass of tentacles, feelers and pin-
cers. The body itself appears roughly
insectoid, made up of jointed seg-
ments covered in rubbery flesh like
that of a squid. But the creature
has so many limbs the body
is rarely wvisible, just a
jumble of twitching
parts and snapping
edges. The creature
moves by tentacle, in an
odd, shambling gait that cov-
ers ground with surprising
speed and crosses ice as
easily as rock. Itseyes are
on long stalks that can
swivel in any direc-
tion, making it
impossible to sneak
up on. |4
That  would |
make the undercoat U
frightening enough. \§
But these creatures are
rarely seen — at least, not
openly. The undercoat
searches for prey, which is
always mammalian and always
at least its own size, if not
larger. Once it locates a likely
victim, it waits, usually
wrapped around the upper
branches of a tree or
clinging to the un-
derside of a rocky &>
ledge, until the
victim is alone. Then,
it attacks. First, its ten-
tacles wrap around the prey, immobilizing it. Then, the
undercoat’s long, needle-like pincers plunge into the
body, ripping the victim open low across the belly or
along the underside. Once the skin tears, the undercoat
literally climbs inside and begins to tear the body apart
from the inside, feeding pieces into its narrow slit mouth.
But the undercoat never damages the skin, after that
initial cut. Instead, it burrows its way up through the
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manipulate the lips and tongue into a semblance of
normal speech.

Perhaps the most terrifying thing about the under-
coat is that it often travels and hunts in small groups. A
bull walrus or seal can hold two to three undercoats and
feed all of them, and thus, a family of undercoats can live
off such creatures, devouring one and then moving en
masse to another. Undercoats can attack aquatic crea-
tures, provided they can get close enough, and a siaka or
whale can house an entire community of undercoats for
weeks or more. When the immense creature’s flesh if
fully consumed, the undercoar colony maneuvers closer
to another creature of similar size and attacks, then
transfers to its new home. Whalers have occasionally
caught whales and drawn them up to the boat, only to
have the body split open and a horde of undercoats pour
out, seeking shelter and sustenance. If a colony of under-
coats were to overcome and “inhabit” an entire ship’s
crew, they could travel anywhere, and infest whole
towns and ports. Anyone entering such a place would be
in danger of becoming a replacement body, to carry the
creatures into another area.

Attributes: Strength 5, Dexterity 4, Stamina 2, Cha-
risma 0, Manipulation 3, Appearance 0, Perceprion 4,
Intelligence 3, Wits 4

Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 4

Abilities: Athletics 2, Awareness 5, Brawl 4 (Clinch +3,
Hold +3), Dodge 5, Performance 4 (Disguise +1) (Mim-
icry +2), Socialize 3, Stealth 4 (Ambush +1), Survival 4
Base Initiative: 8

Attack:

Bite: Speed 4 Accuracy 8 Damage 6L Defense 6

Pincer: Speed 5 Accuracy 7 Damage 3L Defense 6

2l

Tentacle: Speed 7 Accuracy 8 Damage 2L + hold*
Defense 5

* If the undercoat does damage on a tentacle attack, it
gains an automatic hold attack. However, it can still
artack with pincers while holding its prey immobile.
Dodge Pool: 9 Soak: 2L/4B (Rubbery flesh, 21L/4B)
Willpower: 7 Health Levels: -0/-1/-1/-2/-1/-4/
Incap

Essence: |

Other Notes: If an undercoat makes a successful pincer
attack and does damage, it has slashed open its prey’s
flesh. It will then attempt to enter the target, which
typically kills the unfortunate through organ damage.
Treat this as a clinch (11 dice to maintain, does lethal
damage). If the target escapes the clinch, the undercoat
is dislodged. If the undercoat succeeds in inflicting at
least three health levels, then it is inside the victim.
Treart this as a continuing clinch, resisted as normal,
but the victim’s armor no longer applies, only her
natural soak. A target “killed” by the undercoar is made
Its puppet.

[f the victim wins, he or she prevents the undercoar from
climbing inside. If the undercoat wins, it gains a free bite
attack. Note that this attack is within the victim'’s body
and thus ignores all armor (as are any soaks based on the
victim's skin). If the undercoat wins three turns in a row
or bites and does damage three times in a row, it succeeds
in completely entering the victim’s body. At this point,
the creature cannot be physically attacked without at-
tacking the victim first. When the victim dies, the
undercoat has taken control of the body.
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WHITE DEVINEKO

Description: Skin-changing, god-hunting evildo-
ers of the Northern wastes, white devineko are creatures
of nightmare. White devineko are not demons, though
the Yozi would be proud to have them amongst their
legions. They are not spirits,
not Wyld-touched, not !

Exalts. Perhaps that is \
\ r .

what makes them
the most horrify-

ing, they are unlike
anything in Creation,
and yet, they are most
clearly part of it.

Some savantsclaim
that devineko were
the prototypes for
Arad the Hunter,
discarded when
1]"[E' ["'E‘.'i'lf:‘lﬂ'lﬂr]-l
proved superior. Others be-
lieve that these skin-changers are
descended from teodozjia — per-
haps from teodozjia and the
Queen of Fangs or some feral
Lunar. Still other savants pos-
[Htéi["r_’ |l'|.:,'lt K'lr'h][l;‘.' Liﬂ".'lﬂﬂkﬂl are
the reborn souls of the expe-
ditionary force of Terrestrial
Exalted slain by Deret Khan.
It is unknown which, if any, of
these origin tales reflect the
truth of the matter.

What is known is that
white devineko are dedi-
cated evildoers who
strive continuously to
destroy the virtuous. Known
from even before the Contagion as god-slayers, these
monsters tavor the flesh of the virtuous. They can smell
acompassionate heartfrom several hundred yards. White
devineko are skin-changers. They wear the skins of their
victims to get closer to their next victims. Weapons
wielded by mortal men do not harm them. With all these
strengths, it is fortunate for the civilized realms thar they
are dependent on cold to survive.

In game terms, outside any region colored white on
the map in the Exalted core book, devineko suffer one
automatic health level of |m5htng tlanmg& per -i._i'r:l"}"- This
damage cannot be soaked or healed until the devineko
returns to the farthest North, but it heals normally once
the creature is back in its natural hunting grounds.

These supernatural god-hunters hate holy men and
Exalts of all types. They gain supreme joy from snatch-
ing priests away from their prayers and gobbling them
up. Mortals are largely helpless against them and must
rely on Exalted or other Essence-wielders to defend
them. Thus, the white devineko are both the hunters
and the hunted of the Chosen. If a character who is a
priest or holy man wanders the Northern wastes, he is
likely to draw the attention of at least one devineko.
Characters with a high
(Compassion are most likely
to be targeted. The white-
furred skin-changers will not
attack directly, but will, instead,
artempt to use guile and deception
to obtain their prey.

In their natural form, the white
devineko look like massive, white-furred
cat-goblins. When hungry, the skin-chang-
rs appear dirty and near skeletal, with their
own skin hanging wrinkled on protruding
bones. When sated, they are whire as fresh
snow, and their skin is stretched across im-
Jt‘.vu:isil‘ll‘_»-' swollen bellies. (Neither of these

extremes is apparent when they are wearing
the skins of others.) At all times, they
N\ are malignant felinoids wich twisted
S, limbs and bulbous joints. They tend
to dwell among the places of the
dead, cemeteries and the like.

When not in their homes, white
devineko attempt to maintain
the disguise of hu-

W manity at all
costs. They
will wear

their stolen

skins and at-

tempt to lure
new victims away to isolated locations where they can
be killed conveniently. If desperate for sustenance or
sufficiently irritated by the presence of high virtue, the
creatures will seek to attack by surprise, boldly snatch-
ing away and slaying a victim before any potential
defenders can react. If pressed to fight, they will shred
their borrowed skins and attack viciously. Their back-
ward-turned claws leave jagged white scars, which can
be attested to only by those who have hunted a devineko

-I.I..LE ﬁ"i'._‘-\"_'; :,, F-.a'-'l
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Attributes: Strength 4, Dexterity 4, Stamina 4, Cha-
risma 2, Manipulation 4, Appearance 1, Perception 4,

Intelligence 4, Wits 4
.}

Virtues: Compassion 1, Conviction 4, Temperance 2,

Valor 4




Abilities: Athletics 4, Brawl 4, Craft (Skin-Changing) Attack:

4, Dodge 4, Endurance 4, Investigation 4, Larceny 4, Bite: Speed 8 Accuracy 8 Damage 8L Defense 8
Linguistics (Native: Old Realm; Airtongue, High Realm,
Low Realm, Riverspeak) 4, Performance 4, Presence 4, Dodge Pool: 8/4  Soak: 8L/8B (coarse fur, 6L/4B) +

Survival 5 (Hunt +3), Socialize 4, Stealth 4 special

Supernatural Powers: Damage Immunity, Feed on Vir-  Willpower: 8 Heath Levels: -0/-0/-1/-1/-2/-2/-
e, Skin-Changer, Smell Virtue 4/Incap

Base Initiative: 8 Essence: 1

Other Notes: None

Rend: Speed 10 Accuracy 10 Damage 6L Defense 10

4/

DAMAGE IMMUNITY

Attacks made by beings with less than Essence 2 simply have no effect on devineko. Attacks made by beings
of Essence 2 have their damage hal% (rounded up) after soak. This power has no effect on attacks made by
beings with an Essence of three or grea:ter* Damage Immunity only affects direct sources of damage. Indirect
attacks or non-damage attacks aﬁgpt the_,_ devineko normally.

FEED ON VIRTUE

White devineko may heal rapidly b}r devouring beings of great virtue. The devme:ko gets one health level
back for each Virtue the victim possessed at four or above. The devineko gets an additional health level if one

of those Virtues was Compassion. A being devoured in this manner cannot be used for skin-changing, norcan

a creature whose skin the devineko has worn or intends to wear be fed upon for healing.

SKIN-CHANGER

After a white devineko incapacitates an individual, make a difficulty 3 Dexterity + Craft check for it to
remove the skin of its victim. If successful, the devineko can don the skin and appear to be the person in question.
The physical disguise is perfect. No non-magical means of detection can identify the devineko as such. All
magical means suffer a penalty of one die for each success beyond three on the Dexterity + Craft roll to identity
the devineko as a skin-changer. Next, make a difficulty 3 Manipulation + Performance check for the devineko.
Again, if successful, it can masquerade as the victim perfectly, mimicking personality, voice and memories. Non-
magical means cannot pierce the disguise, and magical methods suffer a one-die penalty for each success beyond
the necessary three on the Performance check.

While wearing the skin of another being, the devineko effectively uses the character sheet of the being in
question. The devineko can use its own Mental Attributes but must make a new Performance check if observed
doing so. Use of its Physical Attribures automatically voids the disguise. The ability to smell virtue can always
be used without penalty, and damage done while wearing another person’s skin does not affect the devineko.

This disguise will last until the next full moon, until the devineko first suffers lethal or aggravated damage
or until the devineko chooses to cast off the disguise. Once a skin is cast off, it may not be used again.

- =

i
SMELL VIRTUE

A devineko can attempt to detect beings of virtuous character within a one mile radius. This is a standard
Perception + Awareness check, and success simply indicates the presence of one or more such beings. Each extra
success can provide one of the following bits of information: detect @ he number of such beings, detect the
direction of a particular being of great virtue or detect the distance of a pa:l;l:ﬁ:ular being with high virtue. Add
one automatic success if the rarget being’s Compassion is 3 or higher.
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WINTER ROSE

Description: These crystalline roses charm their
victims into approaching and cutting themselves on
their razor-sharp petals and thorns and then grow and
increase on the blood which is shed. They were created
by an ancient Solar who
desired to give his Lu-
nar beloved roses that
would bloom throughout
the winter, but the flow-
ers were drenched in his
blood when the
Dragon -
Blooded arose
and slew him, and
now, they seek more
blood unceasingly.

A bush of winter
roses seems to be a

normal rosebush that

has been carved out of

clear crystal by a master

sculptor; every derail, J
from petal to thorn to

root, is perfect.
When someone

comes within 50 -
yards of them, the ﬁ
leaves begin to

brush together as

though from a gentle breeze, cre-
ating a soft chiming noise and
sparkling hypnotically. Players of
all those who can both see and hear
the roses must make a Willpower roll with
a difficulty of 1, +1 for each tum of exposure.
Players of those who block their ears with wax or clay
need only roll once, at a difficulty of 1, and players of
those who both avoid looking at the roses and cover their
ears need not roll at all. Victims who fail the roll will find
themselves drawn to the roses and will press themselves
against the crystal thorns, fondling the razor-edged flow-
ers in fascination. Each turn of such action will cause a
level of lethal damage to the victim. For each level of

) and grow. They travel in a ran-
dom direction and

dﬂmﬂgt} that the victim takes, the I‘.u-ltch of roses will grow
a foot in diameter, as the blood runs from the victim's
gashes and feeds it. When the victim dies, his body falls
to dust, leaving only clothes and weapons behind.
Winter roses may be destroyed by smashing the
bush, though if any blood is spilled on the shards and dust
for up to a year after the roses have been destroyed, they

will recoalesce and reform. If the roses are
not fed with blood, the bush will shrink
by a foot in diameter for each month
that it goes hungry, though never

to less than a yard across. The
entire patch of roses can move,
though extremely slowly (only up to

50 yards per day), and it leaves a

large track in the earth behind it.

The roses have no real intelli-

gence and live only todrink blood

/ .

may as easily wander
into barren wilderness as to-
ward a town.
Attributes: Strength 3, Dexterity
1, Stamina 4, Charisma 4, Ma-
nipulation 0, Appearance 5,
Perception 2, Intelligence 1,
Wits 2
Virtues: Construct. Never fails
Valor rolls, never succeeds at any
other rolls.
Abilities: Awareness 1, Endurance 5,
Presence 2, Resistance 3
Base Initiative: 3
Attack:

Edges: Speed 0 Accuracy 5 Damage 1L
Defense O
Dodge Pool: 0
Willpower: 1

Soak: 5L/7B
Health Levels: -0/-0/-0/-1/-1/-1/-2/

-2/-2{-4/ Incap (for the entire bush)

Essence: 2

Other Notes: This creature is not an object for the
purposes of effects that damage objects, nor is it a plant.
It should be treated as a construct or automata for the
purposes of effects that do or do not affect such creatures.
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CHAPTER TWO =

Chakra Orchid ® The Chaun ® Claw Strider ® The Devil Tiger of Larjyn ® Forest
Mimic ® Gravehound ® Heart Wasp ® Helgrifnir, the Fen-Hound ® Ink Monkey ®
Komodo Rat ® No Key, the Mushroom King ® Panic Monkey ® Piney ® The Redwood

Mantis ® Strangler's Serpent ® Tree-Singer

A land of dense forests and fertile fields, the East
teems with life — and with danger. It spans the distance
from the farthest Northeastern pine forests all the way to
the lush and deadly jungles of the Southeast, from the
once-gentle fields of the coast near Thorns to the tree-
cathedral of the farthest East. Life thrives all through the

green lands near the Elemental Pole, and even Exalted
travelers must be wary, lest they play host to it. If the
creatures acrawl through the East's backwoods and Wyld
zones are not 50 dangerous as the beasts that infest the old
heartland of the First Realm, then the often-infectious
nature of these beasts makes up for it.
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CHAKRA ORCHID

Description: A blight from the deepest forests of
the East, chakra orchid clusters are now being found
with increasing frequency in the more civilized regions
of the East. These deceprively beauriful flowers feed on
the living creatures of the forest and form colonies
from which they spread their seeds ever closer to the
seat of Creation,

The chakra orchid is a parasite that requires living
creatures in which to gestate to an adult state. Any
reptile, mammal or human is susceptible to infestation
by the chakra orchids’ insidious seeds. Only birds and
water creatures seem to be immune, and chakra orchids
cannot tolerate either type of animal in their domain.
Neither will a chakra orchid allow other plant life to
exist within its boundaries. Worker blooms are most
often found clearing out undergrowth or slowly digging
up trees near the central bloom.

There are five types of chakra orchid, which some
savants speculate to be five life stages. This is much
disputed, as the numbers of each bloom are not evenly
distributed. Few savants have been able to study the
chakra orchid at all, though, for infection means death.
Each of the five known types are of a different color and
are called blooms and blossoms.

CosaLT BLooM (WORKER)

Blue flowers at the base of the neck of an infected
creature indicate a worker drone, an infested creature
with only rudimentary intelligence able to underrake
simple tasks and not capable of communication. Cobalt
blooms are known for their strength and for how slowly
they move. Other signs of the infestation include en-
larged extremities and a greenish tinge to the sufferer’s
veins. Cobalt blooms only live a month or two before the
victim finally succumbs to the infection, and then, other
blooms gather the corpse and take it to the central stem,
where golden flowers soon sprout from the body. Cobalt
blooms infect humans primarily, though any large ani-
mal can fall victim.

Attributes: Strength 4 (+2), Dexterity 1 (-1), Stamina
3 (+1) , Charisma 1, Manipulation 1, Appearance 1,
Perception 3, Intelligence 1, Wits 1

Virtues: Compassion 1, Conviction 3, Temperance 1,
Valor 1

Abilities: Athletics 3, Awareness 2, Brawl 2, Craft
(Farming) 1, Dodge 2, Endurance 4, Presence 1, Resis-
tance 1, Survival 1

Base Initiative: 2%

* This is variable depending on the original creature’s

Dexrerity.
Attack:

Punch: Speed 3 Accuracy 4 Damage 4B Defense 3

Dodge Pool: 3 Soak: 3L/6B (Skin toughened by
plant material, 2L/3B)

Willpower: 1 Health Levels: -0/-0/-1/-1/-2/-2/-2/
-4/Incap

Essence: |

Other Notes: The Traits listed above reflect how a
normal human (Physical Attributes 2/2/2) is affected by
infestation. Physical Traits are modifications of an origi-
nal creature, and the modification is listed in parentheses
after the Actribute. Infection of other creatures may be
simulated by modifying the Physical Attributes as sug-
gested in the parenthetical comments, above.

Cobalt blooms are usually extras, when they fight at
all. Their favored method of attack is by mobbing
single tarpets.

ALABASTER BLOOM (W ARRIOR)

White flowers are warrior blooms, with enough
cunning to follow orders, attack in groups and use tactics.
Some infected creatures utter discernable bartle cries
and can sound terrifyingly similar to the voices of the
infested. Once a flower has blossomed on the back of the
neck of a victim, however, little can be done to rescue
her or save her from her doom, no matter how lucid she
may seem. Victims of the warrior blooms are agile and
covered in a natural bark-like armor. They often have
elongated claws of wood or extra teeth. Alabaster blooms
can have up to a year lifespan before the body succumbs
to the infestation.

Attributes: Strength 3 (+1), Dexterity 4 (+2), Stamina
5 (+3), Charisma 1, Manipulation 1, Appearance 1,
Perceprion 3, Intelligence 2, Wits 3

Virtues: Compassion 1, Conviction 2, Temperance 1,
Valor 4

Abilities: Awareness 2, Brawl 4, Dodge 4, Endurance 3,
Presence 2, Resistance 3, Stealth 3, Survival 3

Base Initiative: 7%

* This is variable depending on the original creature’s
Dexterity.

Attack:

Bite: Speed 7 Accuracy 8 Damage 6L Defense 4

Claw: Speed 6 Accuracy 8 Damage 5L Defense 6
Dodge Pool: 7 Soak: 5L/11B (Hide toughened by
bark, 3L/6B)
Willpower: 3
-2/-2/-4{Incap
Essence: 1
Other Notes: The Physical Traits above reflect a normal
human infected by the bloom. Infection of other crea-
tures may be simulated by modifying the Physical
Attributes as suggested in the parenthetical comments,
above. If the infected creature’s attacks are greater than
the ones listed, adjust accordingly. Alabaster blooms
only attack in groups of five or more, unless caughrt by
surprise. They are often extras.

Health Levels: -0/-0/-1/-1/-1/-2/-2/
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ARGENT BLOSSOM (EMISSARY)

Silver flowers crown the heads of what are termed
emissary blossoms, and their faces and extremities have
qualities resembling plant stems. Creatures infected by
these orchids are quite intelligent. However, the intelli-
gence comes solely from the plant within the creature,
and the being does not retain any memories of the
victim's prior life. These flowers are usually only found
infecting intelligent prey. Emissary blossoms are rare and
are used to negotiate with human settlements near
orchid habitations. They are honey tongued and offer
many boons to humans who will help or deal with the
chakra orchids, but most of these are lies. Such promises
are only kept until the chakra orchid feels strong enough
to mount an attack against the settlement. The argent
EI'.I'LiH«."iH]"i.Eﬁ- dAle 50 II'['!Z‘i-ik]j{'.lll?i |'I"I.i-"IT r;-;—th-'trrjii .*-'.ITLHH {'.III.T."E- l:'lf
orchid worshipers have developed. Though most societ-
ies are adept at spotting and disposing of cultists, these
groups pose a danger nonetheless. Cultists are rabidly
fanatic about protecting the central stems and give their
lives willingly to infestation. Indeed, they believe this to
be the culmination of their lives.

Areent blossoms do not seem to succumb to the

same life cycle as the other chakra orchid infections,
though they do die from violence or misfortune.
Attributes: Strength 2, Dexterity 2, Stamina 3, Cha-
risma 3, Manipulation 4, Appearance 2, Perception 3,
Intelligence 3, Wits 2

Virtues: Compassion 2, Conviction 3, Temperance 3,
Valor 2

Abilities: Awareness 3, Brawl 1, Bureaucracy 3, Dodge
3, Linguistics (Native: Woodtongue; Low Realm,
Riverspeak) 2, Performance 2, Presence 3, Resistance 1,
Socialize 2

Base Initiative: 5

Attack:

Claw: Speed 5 Accuracy 3 Damage 3L Defense 6
Dodge Pool: 5 Soak: ZL/5B (Skin toughened by
plant matter, 1L/2B)

Willpower: 7 Health Levels: -0/-0/-1/-1/-1/-2{-2f
-2/-4/Incap

Essence: |

Other Notes: Argent blossoms always run away when
confronted with violence and can call as many alabaster
or cobalt blooms as are nearby to their aid. To do so, an
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argent blossom emits a high-pitched wail that will cause
all workers and warriors within half a mile to come to
defend it.

Unlike the cobalt and alabaster blooms, creatures in-
fected with the argent blossom do not have their Physical
Artributes modified. All argent blossoms replace the
creatures’ Attributes with their own.

SCARLET BLOOM (INVADER)

Artacks on neighboring settlements are sometimes
made by bands of warrior flowers, but most often, the
chakra orchid sends creatures infected by red blooms.
These are the most insidious tools of the chakra orchid
because the blossom happens only after death. Until then,
the infested creature retains most of its memories and
intelligence, though it is driven increasingly insane by the
infection. Many villages in the East have fallen to chakra
orchids because one of their members, thought lost in the
forest or eaten by monsters, returns to them, memory
blank of her exploits but insatiably thirsty and devoid of
common sense. Eventually, such victims turn violent,
attacking their friends and families. Finally, the victims
begin to foam at the mouth and gibber. Their bodies bulge
in odd places as they go into seizure and, eventually, die.

When this happens, the body must be burned within
an hour, or red flowers will erupt violently from the
corpse, bud, bloom and go to seed within the span of a
night. Once the seed pods form, they explode, sending
tiny spores into the air. These spores actually seek the
breath of the living and, most often, find sleeping people
and plant themselves within the throat. There, they
burrow into the neck and root themselves in the spine.
Victims of these seeds wake the following morning with
a cough, and as the day proceeds, they develop a fever, a
sore throat and, eventually, severe pain throughout the
body as the seeds root in the spine. Within several hours,
the victims are bedridden and incapacitated, delirious
and in the most agonizing pain. They turn silent a few
hours later, and their fever vanishes. Eventually, they
arise, with tiny buds at the base of the neck. Most
commonly, these are the blue buds of a cobalt bloom
worker. Rarely will the blooms climb up the neck to form
the argent wreath of the emissary.

Attributes: As infected creature

Virtues: As infected creature

Abilities: As infected creature

Base Initiative: As infected creature

Attack: As infected creature

Dodge Pool: As infected creature Soak: As infected
creature

Willpower: As infected creature
infected creature

Essence: |

Other Notes: Scarlet blooms do not augment an in-
fested creature’s Traits at all. The creature has an

Health Levels: As

SEED INFESTATION

This attack used by the scarlet bloom and the
auric blossom is treated as a disease.

Symptoms: Victims of these seeds start with
a cough, and as the day proceeds, they develop a
fever, a sore throat and, eventually, severe pain
throughout the body as the seeds root in the
spine. Within several hours, the victims are bed-
ridden and incapacitated, deliriousand mostoften |
screaming incessantly. They turn silent a few
hours later, and their fever vanishes. Eventually
they arise, with tiny buds at the base of the neck.
Most commonly these are the blue buds of a
cobalt bloom worker. Rarely will the bloom climb
up the neck to form the argent wreath of the
emissary.

Duration: Infestation manifests almost im-
mediately, and it only takes about a day before the
victim succumbs to the chakra orchid. A flower
always blooms within 24 hours unless treared.

Vector: Seeds can be ingested accidentally
or on purpose. The auric blossoms produce a
number of different seeds that can be carried by |
scarlet blooms, the wind or cultists. The seeds
produced by the scarlet bloom are always tiny
and airborne.

Treatment: There is no known mundane
method for curing infestation by the chakra or-
chid, though many have been rtried. Normal
treatments may aid the victim in resisting the
chakra orchid, however, even beyond the 24-
hour point. The difficulties listed below reflect
this. Sorcery and the intervention of a powerful
spirit may cure an afflicted individual. The Charms
Bodily Regeneration Prana and Healing Trance
Meditation will halt the advance of the disease.

The use of Contagion-Curing Touch requires
five successes on an Intelligence + Medicine roll
to eliminate the chakra orchid, though if the
orchid has already flowered, this results in the
swift death of the victim.
Virulence:
Untreated Morbidity:
Treated Morbidity:
Difficulty to Treat:

: I
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im::-tplic;ahh—: urge to get to the nearest settlement, how-
ever, and is often driven by this desire for many miles,
well past her fatigue point. For dramatic purposes, scarlet
blooms should not succumb to fatigue until they are ata
place where they will be discovered.
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Auric BLossoM (CENTRAL STEM)
The last known type of the chakra orchid is the

golden flower of the auric blossom. This is also called the
central stem, though it is a misnomer, as the golden
flowers can be found covering most of the ground around
the initial infestation site. Indeed, the presence of these
flowers makes for an idyllic scene.

The auric blossoms do not infest the living, but feed
on the dead corpses brought to it by cobalt blooms. These
fist-sized flowers line vines that climb up any available
structures. The vines will completely destroy the huts
and houses in a small village, and often, the cobalt
blooms will bring felled trees back to the central stem to
be used as additional support. Cobalt and alabaster
blooms can be found wandering among this latrice as
villagers would their home. The auric blooms have an
unusual shared intelligence that grows as the whole
plant grows and can communicate their wishes tele-
pathically to the other types of blooms and blossoms.
Blooms and blossoms can also share their knowledge
with the central stem when they are within 20 yards of
it. This more than anything else is what makes the
chakra orchid so dangerous.

Auric blossoms may produce seeds at will, generat-
ing the spores necessary to infest a victim with whatever
subservient flower rype that the central stem chooses.
Cultists are given a fruit to eat that will infest them more
easily and less painfully than unwilling hosts, who have
seeds forcibly implanted into their throats.
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Attributes: Strength 3, Dexterity 1 Stamina 1, Cha-
risma 3, Manipulation 2, Appearance 5, Perception 5,
Intelligence 3, Wits 2

Virtues: Compassion 1, Conviction 4, Temperance 3,
Valor 3

Abilities: Awareness 3, Brawl 2 (Wrestling +3), Bureau-
cracy 2, Endurance 3, Lore 3, Resistance 3, Stealth 5
Attack:

Clinch: Speed 7 Accuracy 6 Damage 5B Defense 5
Dodge Pool: 0 Soak: 1L/1B (None)

Willpower: 9 Health Levels: -0/-0/-0/-0/-0/-0/-0f
-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/-0/Incap

Essence: 2

Other Notes: The statistics above are for an average
specimen of auric blossom about the size of a small
village. For larger central stems, double the number of -
0 health levels.

Auric blossoms do not suffer wound penalties.

The central stem may take five actions in a turn but
cannot split its die pool. Auric blossoms will always
summon aid from all blooms nearby. This usually means
20 to 30 cobalt blooms and 15 to 25 alabaster blooms.
The summons is telepathic, but it can be noticed with a
Perception + Awareness roll with five successes.

If an auric blossom reduces a character in a clinch to
Incapacitated, it will use its seed infestation attack on
that characrer.

If an auric blossom is reduced ro Incapacitated, it must
still have its entire root system dug up and destroyed, or
it will grow back in a week. Auric blossoms heal three
health levels per day.




THE CHAUN

Description: It isasad rruth of nature that the smallest
of blossoms often bears the most potent poison, and nowhere
is that more apparent than in the case of the chaun, the
“Devils of the Wood” of the Eastern rainforests. The chaun
appear to be nothing less than wizened, beautiful children,
standing three to four feet high. They are slender and
muscular, their skin usually a dark chestnut in color. They
stiffen their long, smooth hair using the sap of the tolembi
tree, molding it into wild crests and dyeing it myriad colors
and hues. When they speak to one another, the chaun
gesture using their delicate hands, their deep, quickly
murmuring voices almost impossible tounderstand. At
least one fingernail on their off hand is usually
lacquered to incredible hardness and then dipped
in a batch of poison before battle.

Little isknown of their origins, although
some sources claim that they began as the
offspring of a village punished by a vengeful
forest-spirit. The chaun themselves have §%
no tale of their origin — they believe they L
havealwayslived beneath the canopyofthe |
forest, existing in a state of nature.

The chaunrunand IEFI['] thrmugh the
forest with preternatural quickness, some-
timesonall fours. Theyare nomadic, resting
in an area only until the food supply has
dwindled due to their predations. Both men
and women hunt, although the men use
spears and the women small bows. All spear
tips and arrowheads are dipped in one of the
many potent venoms and poisons to be
manufactured from the
bounty of the forest. The
leadersand elders of a tribe
use iron and steel weap-
ons. Sometimes, these
weaponsare exchanged
for toxic poisons and
healing herbs. But more
often, such weapons are
taken from the bodies of hunters and explorers who made
their way too far into the interior.

The chaun are especially proud of their teeth, which
they sharpen with shards of rock and then shellac with the
same chemical they use on their nails, produced from a
mixture of boiled leaves and tolembi sap. When the shellac
hardens, the teeth are nearly unbreakable. According to
experienced guides and traders in the region, the bite of a
chaun isable tosnap bone in two. Typically, a pair of chaun
will immobilize afoe'sarms or legs with their teeth, while the
others fire arrows and throw spears to finish the victim off.

The Devils of the Wood are masters of camouflage and
stealthy movement through the jungle. They love to sneak
upon bands of travelers unawares, using their poisoned nails
and primitive weapons to pick off the members of a groupone
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by one. Although the chaun's poisons kill quickly and
silently, there is a brief moment of searing pain before the
victim expires that leaves arictus of intense agonyacross the
deceased’s face. Once their victims have spotted the chaun,
the Devils of the Wood stop hiding and attack en masse —
their small size is more than compensated for by their
numbers and ferocity, and few beings
can stand up to three dozen chaun
biting, scratching and mauling them
| at once. Once the victims have
fallen, the chaun will usually eat
_ their kills on the spot.
: While the chaun are
usually found only in the
# deepinteriorof the forests of
¥ (he East, the Dynasts of the
Realm pay well for specimens
to use in gladiatorial games, and
the Guild is always interested in
samples of the chaun’s healing
draughts and toxic poisons. Because of
this, many make the dangerous trek
into the forests' interiorat greatrisk to
their own lives.
Attributes: Strength 2, Dexterity 3,
Stamina 3, Charisma 2, Manipu-
4 larion 1, Appearance 3, Perception
Sa7 3, Intelligence 1, Wits 4
¥ Virtues: Compassion 1, Convic-
tion 1, Temperance 1, Valor 3
Abilities: Archery 4, Arhletics 3
(Jump +3), Awareness 2, Brawl 2,
Dodge 4, Medicine 2 ( Deep Forest Herbs
+2), Melee 3, Stealch 3, Survival 3,
Thrown 3
Base Initiative: 7
Attack:
Bite: Speed 8 Accuracy 4 Damage 5L
Punch: Speed 7 Accuracy 5 Damage 5B Defense 5
Poisoned Nail: Speed 7 Accuracy 5 Damage*
Javelin (hand-to-hand): Speed 8 Accuracy 7 Damage 4L
Defense 5
Bow: Speed 7 Accuracy 7 Damage 4L (Rarte 2, Range 100)
Javelin (thrown): Speed 7 Accuracy 7 Damage 5L (Rate 2,
Range 30)
* As poison. See “Other Notes,” below.
Dodge Pool: 7 Soak:0L/3B (None)
Willpower: 2 Health Levels: -0/-1/-1/-1/-2/-4/Incap
Essence: |
Other Notes: Chaun are almost always extras. The chaun
frequently use arrow frog venom (see Exalted, p. 243) or
death sap ontheir weapons. Death sap means certaindeath
for mortals, but for Exalted, it has the following statistics
when applied to weapons:
Death Sap: Difficulty: 4 Success: 5L Failure: 10L Duration/
Penalty: 1 minute/-1




CLAW STRIDER

Description: The claw striders are sometimes called
savanna striders, although they can be found from the
edges of the Scavenger Lands, where they are a constant
worry for the horselords of the Marukani, to the swamps
of the Silent Crescent in the Southwest. These ancient
predators are small relatives of the fearsome tyrant liz-
ards. Standing about six feet rall at the shoulder and
about 20 feet long from snout to rtail-tip, rthese bipedal
horrors are fast moving predators and pack hunters, using
their sharp fore claws and powerful jaws to take down
and kill almost anything that moves; in numbers, they
can even take down a tyrant lizard or other great hunter.

Several barbarian tribes (and a few of the smaller
settlements and cities) in the Southeast have partially
domesticated packs of local claw striders, turning them
into hunting and war mounts. Fierce, independent and
hard to control, these monsters are terrible dangers to
those not strong of will and equally fierce of temperament,

and even
skilled riders have problems con-
trolling a strider that has decided
it would rather ear the entire
veddim, rather than just his share.

For decades, reports have filtered to more civilized
parts of the world, strange tales of claw striders that are
unusually cunning. Stories circulate of small Guild cara-
vans deliberately ambushed, unimportant villages raided
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and other strange events. In some stories, the striders
seem unnaturally focused on a single item or person; after

killing, capturing or taking their target, they leave with
comparatively little collateral damage. Other stories
speak only of disaster and ruination, of entire villages
destroyed by the beasts. It is as yet unknown if they are
the tool of some power or if these are simply wild rumors.
Attributes: Strength 7, Dexterity 4, Stamina 7, Cha-
risma 1, Manipulation 3, Appearance 1, Perception 3,
Intelligence 1, Wits 4

Virtues: Compassion 1, Conviction 4, Temperance 1,
Valor 5

Abilities: Athletics 3 (Sprinting + 1), Awareness 3 (Sharp
Sight +1, Spot Ambush +1, Track +1), Brawl 3 (Bite +1,
Claw +1), Dodge 2, Endurance 1, Presence 2 (Intimida-
tion +2), Resistance 2, Stealth 3 (Ambush +2, Hide in
Plain Sight +1)

Base Initiative: 8

Attack:

Bite: Speed 7 Accuracy 6 Damage 9L Defense 6

Claw: Speed 8 Accuracy 8 Damage 7L Defense 7
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10B (Tough leathery skin, 2L/3B)
Willpower: 7 Health Levels: -0/-
0f-1/-1f-2/-2/-4/-4/Incap

N Essence: |
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unless the beast is made a familiar,
even Charms will only vield a com-
pletely docile claw strider with 5+

successes. A growing number of wild
claw striders, especially in the swampier
regions of the Southeast, are growing
in cunning and intelligence. These

beasts have Perception 4, Intelligence 2 and often have
rudimentary skills such as Craft (Traps) 1 (Crude Traps
+2). Some are even learning to domesticate creatures
themselves. These claw striders are the origins of the
strange tales.




THE DeviL TI1GER OF LARJYN

Description: Tales of man-eating tigers are not
uncommon in the Southeast, but none are as persistent
as that of the Devil Tiger of Larjyn. Typically, a man-
eater stalks the weak, targeting children or the decrepit,
but it would appear that the weakness sought by this
beast lies in the soul. Ancient stories say a representative
of Chaya named Talnir loved his wife Oyena so dearly
that he denied her

nothing. One day, & \' #:?'
while walking through N i

the marketplace of =8
Larjyn, she spied an un- ==
usual tiger cub, whose fur was
red-striped instead of orange and
begeed her devoted husband for
it. Talnir went to the owner of
the ruby-banded cub, determined “E RV,
to make his wife happy. The mer- B ‘\
chant explained that the tiger was a :
pet for his daughter and that he r )
could not part with it. The delegate 1 SN e
offered immense sums but, ulri- [AEEEEEw He

mately, was unable to convince the
tradesman to sell.

The wicked Talnir was incensed
that he could not satisfy his wife's
desires, and in a rage, he attacked
the merchant, slew him and stole
the rare cub. The dying tradesman
cried out in anguish and foretold §§ _
that the delegate of Larjyn would ™ 11:. i
lose his life and his love even as he had | T@#%
taken that of others, while the representa- §
tive crept away leaving the merchant’s tiny V'*.u
daughter sobbing over her father’s body. |

The delegate’s wife Oyena was delighted with the
gift and grew incredibly attached to the creature, keep-
ing it in her bed and taking it everywhere with her.
People whispered that the creature was unnatural and
said it brought nothing but tragedy in its wake, but
Ovyena would hear nothing of it. Eventually, the beast
was to prove her undoing, however. Whether through
the will of the gods or the merchant’s curse, the words of
the tradesman ran true — the young wife's eye wandered,
and she betrayed her husband for a secret lover.

The delegate learned of her trysts, and his heart
turned to poison. Talnir hatched a rerrible plan, con-
vincing his wife that her beloved pet needed to hunt in
order to grow healthy and strong. He took the tiger into
the borders of the Southeastern jungle to teach it to hunt
and instructed his master trainer to teach the young
beast to defend Oyena from harm. As the animal learned
to contest against man, the delegate introduced a stolen

bit of clothing from his wife's lover, placing it among the
mock enemies with whom the creature fought.

When Talnir finally returned the tiger to his wife,
she was delighted to see how sleek and grand it had
grown in a few months. The tiger returned to her side as
though it had never left. The next night, the wife's lover
came to her bed, and the representative’s scheme bore
sanguine fruit. The tiger tore the handsome yourth apart,
and drunken upon the blood of the young man, it
slaughtered Oyena as well. Called home by the
cries of the dying, Talnir found his wife slain
and cried out in dismay. He set his guards
upon the red-striped beast, but the
great cat escaped into the forest.

Years later, when the repre-
sentative had taken another
wife, he was hunting in the
Southeastern jungle
when he came upon the
red-striped beast again.
Talnir and his fellow
huntsmen set upon the
riger, shooting arrows at
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~ it from every side. Unfor-

tunately, their frenzied atrack
led to Talnir being struck by a
stray arrow. [ he delegate re-
8, tired to Larjyn, wounded
| L near todeath, but the clever
&l tiger tracked his scent and
WB7J crept into his mansion in the

middle of the night. The next
day, the people of the town
found Talnir and his entire household mauled to death,
but some whispered that there were signs that the del-
egate sacrificed his own family in an attempt to escape
the beast.

Time has not yet claimed the crimson-coated great
cat, and new stories are told every year or two of the
beast’s predations. The governors of the Republic of
Chaya have offered a large bounty to any hero who can
catch and slay the so-called Devil Tiger of Larjyn, but
more than a century has passed without anyone claiming
it. Curious hunters seeking the elusive Devil Tiger rarely
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manage to find the beast, and those who do rarely return.
Survivors tell tales of treacherous men destroying one
another before the tiger even appeared. Rumors of the
scarlet tiger float through the towns of Chaya, and
villagers say the beast is the justice of the gods visited
upon the wicked.

Over the decades, the Devil Tiger of Larjyn has
grown into a clever hunter, more sentient than the
average man, with a bestial sense of duty. Its sleek and
powerful build hides a crafty mind, while its scarlet-




striped coat exudes a potent intoxicant, which drives
men and beasts mad. Despite the somewhat unpredict-
able effects of its powerful musk, the creature puts it to
terrible use, lurking in the brush while it watches its foes
as their inner demons take control. The beast has come
to believe its own legend, and its atracks never target
those it sees as innocent, yet strive to strike terror into
the hearts of those who hunt it or do evil to their own
kind. The lunatic misdeeds of those in the creature’s
path remind the people of the darkness found within
their own souls, and the Devil Tiger thus feels it contrib-
utes to the moral development of the race of man.
Attributes: Strength 6, Dexterity 3, Stamina 5, Cha-
risma 1, Manipulation 1, Appearance 1, Perception 3,
Intelligence 3, Wits 3

Virtues: Compassion 2, Conviction 5, Temperance Z,
Valor 5

Abilities: Athletics 3, Awareness 4, Brawl 4, Dodge 3,
Investigation 1, Linguistics (Native: Woodtongue;
Riverspeak) 1, Presence 4 (Intimidation +2), Socialize

(Detect Wickedness +2), Stealth 4, Survival 4

Supernatural Powers: Overwhelming Musk of the Scar-
let Tiger

Base Initiative: 6

Attack:

Bite: Speed 6 Accuracy 7 Damage 7L Defense 5
Claw: Speed 6 Accuracy 8 Damage 6L Defense 8
Dodge Pool: 6 Soak: 5L/8B (Tough hide, 3L/3B)
Willpower: 6 Health Levels: -0/-1/-1/-1/-2/-2/-2]
-2{-4/Incap

Essence: 3

Other Notes: The natural coloration of the Devil Tiger
is such that during the month of Resplendent Fire all
difficulties to spot it are increased by 1. As a creature of
virtue, the Devil Tiger can activate its Virtue dice pools
as normal with a Willpower point. It is worth noting that
while it feels itself to be quite able in these matters, the
Devil Tiger does not possess any supernatural ability to
discern innocence from evil, and it can make mistakes,
typically with deadly consequence.

OVERWHELMING MUSK OF THE SCARLET TIGER

The Devil Tiger of Larjyn is somehow connect to the darker side of the madness that consumes Chayans
during the month of Resplendent Fire. The creature exudes a powerful intoxicant causing the darker urges
of its victims to overcome them. The havoc and treachery wrought only reflect the personal evils of those that
hunt or are hunted by the monstrous cat. A subtle yet overwhelming musk surrounds the crimson striped beast
at all times, and its effects are potent at ranges of approximately 30 yards. In a closed environment, this range
may increase as the musk slowly fills the enclosure, while a brisk wind may reduce the musk’s range to 10 yards
or less. It is very difficult to detecr the scent of the scarlet tiger requiring a Perception + Awareness roll with
a difficulty of 3 (5 during the month of Resplendent Fire, when the fire trees fill the air with their pollen). If
a victim should sense the smell of the musk, she may choose to hold her breath as per page 243 of Exalted,
though she will still suffer at least one turn of exposure.

Any creature breathing the musk of the tiger must roll to resist its potent effects every turn of exposure.
Avoiding the effects requires a reflexive Stamina + Resistance roll with a difficulty of 3 when one’s character
comes within approximately 10 yards of the devil tiger, 2 within 20 yards, and 1 within 30 yards. Again, these
distances may vary, as a thick cloud of musk trapped in a forest cave is potent indeed, while scattered wind-
borne wisps are fairly weak. :

Success means that the victim loses only a single temporary Willpower point — note that if Willpower
was spent to gain automatic resistance for the turn, the victim suffers a total loss of two points. Intelligent
creatures reduced to zero Willpower will revert to their basic nature, giving in to deep compulsions, as per page
147 of Exalted. Animals reduced to zero Willpower generally become abnormally passive and placid,
accepting their fate without complaint.

Failure means that the victim loses a temporary Willpower point and immediately suffers a Limit Break
Flaw per the rules on page 131 of Exalted. Should the victim normally not suffer a Limit Break, use her highest
Virtue, and choose one that fits her personality. For creatures without assigned Virtue ratings, use Heart of
Tears if they are essentially herbivorous or normally peaceful or Berserk Anger if they are normally aggressive.




FOREST MiMiC

Description: Enigmatic pranksters and vicious killers,
forest mimics dwell in the primeval forests of the Eastern
lands. Forest mimics are solitary creatures, never encoun-
tered in the presence of others of their kind. They have
incredible natural camouflage and can accurately mimic any
sound they have ever heard. Natives of forests where these
creatures dwell give the mimic's hunting grounds a wide
berth, fearing to even speak lest their own
voices be used against their loved ones.
Forest mimicsare green-furred, cyclopean
simians with the legsof agoarand the
spiral hornsof a ram. They have only
crude intelligence, but they are master
mimics. The forest mimics grow through-  _#
out their lifetimes, as do their massive /
horns. Fortunately, this growth slows as
they grow older. The oldest forest mim-
icsare as large as the trees of the wooded :
areas they dwell in. Forest mimics seem
to have a natural affinity for rodents. /
Theyare often found in the company of
squirrels or bug-winged mice. Older for- f/
est mimics often have several colonies ;-
of rodents living in their fur.

Forest mimics have a finely
developed taste for human flesh.
However, they seem to be very
particular. They seem to prefer
old, rough flesh. They also
seem to honestly care for
small things, children in- 7
cluded. A forest mimic
thatdevoursavillage'sold
women and mightiest hunt-
ers will deliver a lost child safely to the edge of the same
village. In combat, forest mimics are crude warriors, seeking
firstto graband throw their opponents, if their relative sizes
allow. If a forest mimic cannot grab its opponent, it will
instead lash out and attempt to smash her. Once an oppo-
nent has been incapacitated, a forest mimic will then ripand
tearather with its massive teeth. Itoften leaves scraps of flesh
for the vermin that live in its fur, which it cares for just as
carefully as the children it saves.

Humans are most likely to encounter a forest mimic
when they wander toodeeply into virgin forests. The mimic’s
tactic is touse the victims'own voices to confuse and separate
them. If hungry, the giant creature will devour one or more
human victims, ifable. Otherwise, the mimic will artempt to
keep the crearures lost and confused in the forest, so that it
can dine on them later.

Beyond providing meals for themselves and their tiny
tenants, the forest mimics’ motivations are unclear. Some
claim that the mimics are physical manifestations of the

.f A

capricious whims of the forest or otherwise related to forest
walkers, Kings of the Wood and other forest divinities, burno
evidence has been found to support this theory.
Attributes: Strength 5, Dexterity 4, Stamina 5, Charisma 2,
Manipulation 5, Appearance 2, Perception 3, Intelligence 2,
Wits 3
Virtues: Compassion 2, Conviction 3, Temperance 1, Valor2
Abilities: Athletics 2, Awareness 5, Brawl 2, Dodge 1,
Endurance 3, Performance 5, Presence 1, Resistance

3, Stealth 3, Survival 5, Thrown 1

Supernatural Powers: Vocal Mimicry

Base Initiative: 7
Attack:
== Grab: Speed 6 Accuracy 6 Damage 5L

= Defense5
Punch: Speed 7 Accuracy 7 Dam-

% age 6L Defense 6
fl | Dodge Pool: 5/2
| Soak: 2L/5B (None)
Willpower: 6
. Heath Levels: -0/-1/-
1/-2/-2/-2/-2/-4/-4/-4/
-4/Incap
Essence: 2
Other Notes: Theabove
Attributes are for man-size
forest mimics, the small-
estsort encountered. As
% the creatures age, they
continue to grow. Forev-
%® ery man’s height of
growth (approximately
six feet), they gain one
- dot each of Strength and
Staminaand anadditional -Ohealth level. Todate, noone
has recorded an encounter with a forest mimic with more
than 10 dots of Strength.

YocAL MIMICRY

T R i

A forest mimic can reproduce any voice it has
heard before. When it attempts to mimic the voice,
make a Manipulation + Survival roll. The player of
anyone who hears the mimicry can make an opposed
Perception + Awareness roll to determine the differ-
ence between the mimicked voice and a real

vocalization, but thisroll is not reflexive; the characters
must be alert for misleading sounds for their players to
make the roll. The mimic can imirate only one voice
per turn. Forest mimics can speak, but only by repro-
ducing words and voices they have heard before. They
arecleverenough to rearrange wordsandapply alterna-
tive voices to phrases, but they do not have a true
language of their own.
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GRAVEHOUND

Description: Some say they are the get of Helgrifnir,
others say that they began as packs of feral dogs and
jackals scavenging the necropoli of Sijan for meals. The
matter lies in dispute, but regardless of cause, the crea-
tures known as gravehounds live closer to undeath than
just about any other animal species in Creation.

Some of the changes the gravehounds underwent
were purely physical in nature. They are lean and
cadaverous like the corpses they consume. The hounds’
fur is the color of ash, providing them
with excellent camouflage in their
funereal habitat. As a protection
against the approach of hungry
ghosts, they developed height-
ened senses of smell
and hearing.
Gravehounds
notice the
slightest |
rustling of
moldy cer-
ements and
scent the
faintest hint of
decay, both from hun-
dreds of yards away.
They are trackers with
few equals, and they are
also something more
than natural.

The gravehounds’
most basic gift is their
immunity to the diseases
that riddle the putrefying
bodies of the dead. No mundane corpse-rot
— whatever its effect upon mortal humans
— can affect the hounds.

Stranger still is the gravehounds’ abil-
ity to pierce the shroud of death with their

senses. 1o a gravehound, a dematerial- |F

ized ghost is as present as the human t

victim standing next to it. The 14

gravehound can smell the unclean };-’ .
i

spirit, see it and hear it. In fact,
the beast is also capable of touch- /#s
ing and tasting ghosts. A sword

will pass right through a disembodied shade, but a
gravehound’s fangs will close about its throat. Accord-
ing to some necromancers who have observed the packs
on their midnight hunts, the gravehounds have re-
cently begun to develop a taste for ghostly flesh. The
long-term implications of their hunger for the sub-
stance of the dead are still unknown.

The last of the gravehound’s powers is also the
most bizarre. If a gravehound should happen to con-
sume the flesh of a corpse that has been denied borh last
rites and a decent burial, it will also ingest that poor
unfortunate soul’s mind — personality and memory
alike. The hungry gravehound has not actually become
the dead individual, but it is that person in practice. It
will respond to strange humans as long-lost comrades,
seek out old haunts miles beyond its former range as a
gravehound. It will even take on its meal’s unfinished
business, doing its canine best to resolve regrets and

make last wishes

ST come true.
sk All  this
would  be

creepy
enough if the
gravehound

didn't also
manage Lo
acquire the
voice of the
corpse in ques-
The
animal uses irs
newfound voice

tion.

to console and
to cajole oth-
ers, to chastise
foes and to
reassure
loved
: ones. It
may even seek out assis-
tance in its quest to right
old wrongs (after all, paws
only take a creature so far in

| life and death).
| The situation becomes more
complicated if several gravehounds
! eat from the same corpse, which
results in all of them finishing one
another’s sentences and working
L together as a pack to bring
gt wmed about their newly acquired,
< yet, simultaneously, long-
desired goals. The gravehounds must share their meal for
this to occur — it is not enough for several to sneak bites
while one dominant dog gulps down the bulk of the
available flesh. In mechanical terms, the dead being’s
consciousness can be shared across a number of
gravehounds equal to his Willpower. This effect lasts for
several days at least — and sometimes for as long as

several weeks.




Abilities such as these make the gravehounds pow-
erful allies in the struggle of the living against the dead.
Ordinary dogs will go out of their way to avoid entering
a shadowland. If they are forced inside, they will whine
and whimper, giving away their masters’ position. And
there's little reason to bring them into the shadowland in
the first place: The interface between death and life is a
confusing one, something canine noses were not de-
signed to comprehend. Even the best of bloodhounds
may lose a trail in a shadowland.

Such is not the case with gravehounds. Born into an
atmosphere of death and decay, they are instinctively
accustomed to the sensory distortions of the deadlands.
They can bring a nemissary to bay without flinching and
tear their way through ghostly bodyguards a human
would be powerless to stop. Some of Sijan’s morticians
have begun training gravehound packs to serve as
necropolis guard dogs, and the idea is catching on else-
where, especially in the refugee settlements on the
Nexus side of the boundary with Thorns. Mortal parti-
sans fighting the Mask of Winters use gravehounds as
trackers and hunting dogs: The animals can seal a victory
against the Deathlord’s minions just as easily as they can
lead a rired war party back to safety.

One thing all gravehound trainers insist on is that
the dogs be kept away from human carrion. It’s hard
enough for military commanders to control a group of
disparate men: Factor in a willful dog who suddenly
wants to go home to Rubylak to see his wife, and you
have a recipe for disaster. Then there’s the danger of
letting gravehounds sink their fangs into the remains of
the enemy: You're letting a pack of traitors into your
midst and effectively cutting your own throat. Reasons
such as these force trainers to keep gravehounds well fed
prior to missions. The dogs are just too valuable to lose
as deserters and turncoats.
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Attributes: Strength 3, Dexterity 3, Stamina 4, Cha-
risma 2, Manipulation 2, Appearance 1, Perception 4,
Intelligence 2, Wits 2

Virtues: Compassion 2, Conviction 2, Temperance 1,
Valor 4

Abilities: Athletics 2, Awareness 4, Brawl 2, Dodge 1,
Presence 2 (Intimidation +2), Stealth 2, Survival 4
(Tracking +3)

Base Initiative: 5

Attack:

Bite: Speed 6 Accuracy 6 Damage 4L Defense 5

Dodge Pool: 4 Soak: OL/4B (None)

Willpower: 4 Health Levels: -0/-1/-1/-2/-2/-4/
Incap

Essence: 2

Other Notes: The Abilities listed above are common to
all gravehounds and may be augmented by the Abilities
of an unburied corpse the gravehound eats all or part of.
Obviously, those extra Abilities will vary based on pre-
cisely whose corpse was on the menu that day. If there are
multiple gravehounds involved, then the same set of
Abilities will be available to all of the dogs. It goes
without saying that, despite their mystical power set,
gravehounds are still canine quadrupeds. Eating a thief
gives them knowledge of Larceny techniques but not
actual lockpicking ability.

The same goes for a Realm-famous minstrel: The hound
that feeds on him will recognize the airs of the First Age
composer T 'shan but will still be totally unable to play a
sanxian The post-meal mindset of a gravehound is a
hybrid of man and beast: The human modifies the dog,
and vice versa. One additional change that gravehounds
undergo in this situation is the substitution of their dead
meal’s Virtues for their own. A gravehound who eats a
coward becomes a coward, no matter what its natural
Valor score may be.



HEART WASP

Description: Atfirstglance, the hamletwill appear harmless
enough. The villagers are the mulish, sullen peasants the discerning
traveler has come to expect on any journey through the forests of
the East. One of them may put down the axe he's beenusingto chop
wood and head into the village center, toward what appears to be
the house of the local hetman. Therestwillignore you, goingabout
their mundane tasks, humming a low, monotonous tune.

Tired and thirsty, youmay approach the toun well. Youdesire

water, and the local welcoming committee will surely gather there.
When the village elders

vigilant; itis adangerous world. Only those who are alert, brave
and disciplined can hape to survive.

—From “Undeath of a Thousand Stings,” an educa-
tional circular distributed by Seventh Legion military advisors
to Scavenger Lands populations.

The insect swarms known as heart wasps are one of the
great plagues of the Eastern woods. Like the ichneumon
hunters, they are effectively parasites, using humans as egg
cases for their young. Unlike the ichneumon, however, the
rest of the heart wasp swarm — queen, drone, worker and
warrior — also use humans asshelterand food. They doso by

armnve, youwillnote that
they too are humming
like the other villagers
— although their tune s
perhaps slightly differ-
ent! Moreover, theyare
all women. That is
hardly a surprise in the
Scavenger Lands, how-
ever, and 5o, You may
ionove this crucial warn-
ing sign.

The largest of the
women will respond
haltingly to you. Her
voice will be raspry, her
words broken up by
strange coughs and hic-
cups. The humming
will become louder.
Youmay wonder if you've accidentally wandered into a village of
lepers or madmen and look behind you to confirm your escape
route. Youwill know somethingis wrongwhen you see a passel of
beefy youngmen now stand athwart your pathof retreat. Tuming
hack to the headwoman, you will start to protest, fearmgmurder-
ous bandits, but youwill quickly choke off your words: the village
elders will have now all opened their mouths, and insects will be
crawling out, covering their faces. These are hideously colored
bugs — pale creamy wasps banded with scarlet.

Panicking, youwill look for away out, but the creatures will
be all around you. As they close in, the first of the wasps lands on
yourcheek. Itwill start crawling toward yourmouth, buzzingand
humming. Youwill clamp your lips shut, youmay plug your nose,
but the clever wasps will find their way . One willlandin your ear,
then a second, then a thivd— then you will lose count. You will
hear their mandibles clicking in your ear canal. Just before they
hite through your eardrum, you will hear their voices hiss,
“Welcome to the hive.”

Such will be your fate if you do not heed the warning signs.
Avaid strange villages where the inhabitants hum and act con-
fused. Be alert for all-female leadership groups. Be wary of
individuals who refuse to make eye contact or communicate.
Report any heart-wasp sightings to your hetman. Stay always
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colonizing the body,
seizing control of an
individual's Essence
flow and bending it
to theirwill. A single
wasp isn't enough to
dominate an adult
- | human. Unfortu-
nately, the wasps
never infesta person
o singly. They invade
g the body in droves,
forcing theirway into
anyof the Nine Gates
of the Flesh — or
making new orifices
of their own. Mul-
tiple round scars and
sores signal a heart
rasp infestation to
the experienced onlooker, as does a much-feared rippling of
the skin caused by wasps moving about inside the body. Some
infestations are reported to have started via sexual inter-
course, but most are simply overwhelming invasions.

Once the heart wasps take control of ahuman, they send
it about its regular business. The bugs appear to be mildly
empathic: Worker wasps seek out farmers, artisans and
laborers; warrior wasps, the biggest and strongest members of
the community; drones, the shiftlessand good-for-nothing;
and queens seek out the most prominent females. Some
survivors of wasp attacks claim that the swarms infest chil-
drenaswell, asthe queens apparently transfer larvae to child
hosts via hideous parodies of kisses.

The wasps’ pretense at ordinary rural life is a deception
designed to keep visitors at ease long enough ro infest them.
Urban environments tend to be more than their limited
intelligence can handle, and wasp swarms infiltrating large
towns and cities are usually detected and burned out in short
order. However, if the swarm isn’t caught in time, it will
completely infest a village within aday. A given community
can sustain a swarm for many weeks: wasp-infected humans
continue toeat, and the wasps appear to be able toshare in the
energy such meals produce. But a village’s resources will
eventually run out, the surrounding countryside will only




provide so much sustenance, and a young queen will grow to
maturity and desire to establish her own swarm. The wasps will
decamp, leaving their hosts by chewing an exit out through the
chest. Itis this wound over the heart that gives these hideous
beasts their name. Only the queens, both young and old,
maintain their host bodiesuntil the bitter end: They will often
make their way afoot to their new community, leaving the
original village behind, littered with desiccated corpses.
Regularcombart isof little use against heart wasps. They
are too small, too quick and too numerous to defeat with
swords and spears. Eastern villagers have developed a num-
berof defensesagainst heart wasp infestation. Travelers with
visible sores are turned (or sometimes beaten ) away at the
town's edge. Fire can burn a host clean — this is a drastic
measure, used as a last-resort defense. Villagers are more
likely to use smoke: It affects heart wasps much as it does
regular insects, slowing them down or driving them from a
host. These insects also avoid water, and manyan Easterner
has survived a swarm attack by seeking refuge in a pond or
stream. Certain rare herbs are repellent to heart wasps and,
thus, much soughtafter by villages. Essence-usersattacked by
heart wasps have successfully warded off wasp attacks via the
judicious use of area-damage sorcery. There have even been
reports that the Zenith anima flare will burn the wasps out of
ahost, disintegrating themand leaving the hostin relatively
good condition, provided that the infestation is caught early.
Attributes: Strength 3, Dexterity 2, Stamina 3, Charisma 1,
Manipulation 1, Appearance 1, Perception 2, Intelligence 1,
Wits 3
Virtues: Compassion 1, Conviction 2, Temperance 1, Valor 3
Abilities: Athletics 1, Awareness 1, Brawl 2, Dodge 1,
Endurance 1, Melee 2, Presence 1, Resistance 1, Socialize 1,
Stealth 1, Survival 1
Base Initiative: 5
Attack:
Punch: Speed 5 Accuracy 4 Damage 3B Defense 4
Kick: Speed 2 Accuracy 3 Damage 5B Defense 3
Axe: Speed 5 Accuracy 4 Damage 8L Defense 4
Knife: Speed 8 Accuracy 4 Damage 4L Defense 2

Dodge Pool: 3 Soak: OL/2B (None)
Willpower: 6 Health Levels: -0/-0/-0/-1/-1/-1/-2/-2/
-4/Incap

Essence: 1

Other Notes: The statistics provided above are fora warrior-
infested human (i.e., the local blacksmith or town bully).
(Queens, drones and workers will have slightly different
abilities and attack forms, often as per the original human
host. However, no matter which form of heart wasp infestsiit,
every infested human will take alickingand keep on ticking,
hence the high number of health levels.

Wasps who infest Essence-users have limited access ro the
host's mystical powers: Instinctual abilities such as anima
powers and Charms are within their grasp, but their use of
such powersshould reflect the wasps' rather dim conscious-
ness. Sorcery is beyond their ken.
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HEART-WASP INFESTATION

Symptoms: Heart-wasp infestations resemble a
disease in termsof the game mechanics used to resolve
their effects (see pp. 319-321 of the main Exalted
rulebook for general guidelines on handling diseases).
Asdescribed above, an infestation'ssymptoms include
a humming originating deep within the body, an eerie
rippling effect located just beneath the skin, and sores
or pox marks generally located on.or near the cheek
bones (wasp hosts can use clothing to conceal most
other entry wounds).

Duration: The duration of the infestation can last
for several months, depending on how healthy and
large the hostis in the first place. Hosts with the ability
rouse and channel Essence can sustain an infestation
of wasps for much longer than ordinary humans.

Vector: Vectorshave been discussed in the main
entry. Heart-wasp infestation isspread by the attacks of
heart-wasp swarms and the wasps physically entering
the host and assuming control of her body.

Treatment: Treatment is discussed in the main
entry and is difficult, usually involving smoking or
burning the vietim or dosing them with poison, all in
an effort to drive out the wasps. Treatment can only
successfully be administered during the first several
hoursafter infestation.

It should be nored that any healer treating an
infested individual had best take precautions toavoid
havingaswarmattack him. Heartwaspsdriven froma
host bodywill often be desperate andready toseek out
the nearest available shelter. For this reason, Eastern
physicians often dose themselves with wasp-repelling
or—poisoning herbs prior to using these same herbs on
theirpatients. Zenith Caste Solars may use theiranimas
to cleanse one victim per mote spent (they must touch
the victim barehanded). Other Exalted may use magic
to heal the infestation as if it were a normal illness.
Wasp infestations have the following disease statistics:

Virulence: 5*

Untreated Morbidity: 5

Treated Morbidity: 4

Ditficulty of Treatment: 4

* A wasp infestation is under the controlof the*
swarm: A given group of wasps canghooséwhether or
not to infectahost (e.g., adull-witted farmerartacked
bywarrior-hosts will likely be restrained until aworker-
host can be found toinfest him). “Death” from a heart
wasp infestation means that a host is completely under
the swarm's control. Her mind has been subsumed by
the hive consciousness of the swarm, and nothing
shorr of magical intervention (such as the aforemen-
tioned Zenith anima flare) can restore her to herself.
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Hel crRIFNIR, THE FEN-HOUND der. His head is disproportionally large compared to the
F i i

- L _ : rest of his body, and he can fit a person within his
Description: Deep within the swamps of the East

mouth easily. His jaws are lined with three rows of

there lurks a hound lareer than the healthiest bull, which :
§ LM : * ' chipped and broken teeth. He has two baleful green

sreys on the living and the dead alike. Helgrifnir is said _ i : 5
k) ’ eyes that glow unnaturally in dim light and shine at

to have been the favored pet of a long dead Solar Exalted : e ¥
: night. He is covered with peat moss, and the beast has

seneral, but the beast was wounded protecting his master _ _ . :
: a smell that is nearly
&=, \ undistinguishable from the rot
the swamps that surround Sijan and what ‘Al - -

: of the swamp. Only when

he opens his mouth to

and left to die. Helgrifnir crawled away into

would one day become the Black

w“"‘\\t

Chase to nurse his wounds. Now, howl a sound like a
L Ly . [

he claims the lands between
Sijan and Rubylak as his hunt-

hundred graves open-
ing at once, does one

ing grounds and is possibly : 3
g BI¢ ¢ P smell anything dif-

the most fearsome thing to

ferent
be found there. S —
Helorifn, b Helgrifnir's breath
lgritnir may ot .
=5 = i issickly sweet, filled

iave been al . .
have a4 norm with the stench of

hound once, before ; |
gangrene and leprous

toming undes the infection. He movessi-
lently and swiftly
tht'uu;{h the swamps
and forests and is not
hindered at all by deep
mud or undergrowth

‘ R g i vV AR L ) : Helgrifnir is a
g 3 g J L ) g - : . e ;

R ey L | b ‘ cunning and deadly

care of his Solar 'J_i_ i'. . g
masier. Tl-l[.f R > ! o .

: /? - z hunter, though he cannot speak, nor can he reason. He
Charms  the ﬁ’ '7- lives only to hunt, and thousands of years of practice
general usedon 7, o Z have made him the best there is at what he does. Few dare

the dog made : O .

: ] _ _ to travel alone in the swamps, even the highest-ranking
him grow to an unusual size and granted him an endless
life. Helgrifnir became the perfect companion for his

master, bartle hardened in countless fights and skir-

minions of the Deathlords. Helgrifnir may track his prey
for days before launching any type of attack. His favorite
; : : == method is to dig pits within the swamp and to cover them
mishes. After the massacre of the Solars, few were left : : Bog: . =0 g

. ) _ _ with swamp weeds and peat moss. Victims who fall in are
who remembered Helgrifnir and he was left to his fate.
Loneliness and pain twisted Helgrifnir into the monster
he is today, though his true evil came only after the
shadowland opened up near his hunting grounds. There,

Helgrifnir developed a taste for the flesh of the dead,

then covered by the damp weeds and muck and slowly
drown. Helgrifnir will check on them from time to time,
waiting for them to die and decompose. Time has taught
Helerifnir patience more than anything, and to him, the
sweet taste of rotting flesh is worth the wait.

Helgrifnir is more likely to openly attack undead
targets than living ones, solely because the nonliving are

and now, he preys not only on the living, but also on the
undead minions of the Deathlords.
Helerifnir appears as a huge, bristle-haired dog

_ _ already rotting and immediately delectable to him. He
about five yards long and two yards high at the shoul-

rarely attacks groups of more than five living people and

wm‘mwm
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prefers solitary quarry. He will wair until the fen mist is
thickest and dankest, and then, he will pick off the
weakest person in a traveling party while it struggles
through the worst portions of the swamp. Then, he will
crunch down on his prey’s legs carefully, to break them
so that the victim cannot escape, and carry thar person
off to a prepared spot, such as a hole or a fallen tree, and
stick her in it. A victim may live for days like this, with
Helgrifnir checking on her from time to time to see how
she 1s progressing. Helgrifnir may have several such
human victims scattered about the swamp, more or less
near dying, at any given time, as well as deer or other
large prey he might have decided to feast upon.
Attributes: Strength 6, Dexterity 7, Stamina 5, Cha-
risma 1, Manipulation 3, Appearance 1, Perception 4,
Intelligence 1, Wits 5

Virtues: Compassion 1, Conviction 4, Temperance 1,
Valor 3

Abilities: Arthletics 3, Awareness 4, Brawl 5 (Bite +5,
Claw +3), Dodge 5, Endurance 5, Presence 3, Stealth 3,
Survival 5 (Track By Scent +2)

Base Initiative: 12

Attack:

Bite: Speed 14 Accuracy 18 Damage 23L* Defense 9
Claw: Speed 10 Accuracy 12 Damage 15L* Defense 6
Body Slam: Speed 10 Accuracy 10 Damage 15B Defense 4

* These attacks affect dematerialized spirit beings as if
they were materialized.

Dodge Pool: 12 Soak: 15L/17B (Hide, plus thick
fur/swamp weeds/peat moss, 13L/12B)

Willpower: 7 Health Levels: -0/-0/-0/-0/-1/-1/-1/
1/-2/-2/-2/-2/-2/-4/-4/Incap

Essence: 5

Other Notes: Helgrifnir will always flee before reaching
the first -4 health level.

Helgrifnir suffers no penalties from conditions that in-
hibit mobility, such as deep water or mud. He also suffers
no visibility penalties due to non-magical weather, such
as fog. Please refer to pages 236-238 of Exalted for
information on these conditions.

Helgrifnir devours not only the flesh of his victims, but
their souls as well. Spirits and ghosts killed and devoured
by Helgrifnir are dead forever, humans slain by him will
not be reincarnated, and his victims never leave behind
ghosts. The Essence of Exaltation is unaffected by
Helgrifnir's appetites, and the power of Celestial Exalted
slain by the hound will manifest again normally.

40



b

INK MONKEY

Description: These small monkeys are barely a foot
tall. They have long, dark-red, silky fur but no tails. Their
eyes are as black as ebony and glitter maliciously if the
monkey believes it is unobserved by humans. Ink monkeys
are frisky creatures, and they enjoy scampering up high
trees or jumping between thin branches. While they can
live off the fruits of the forest or off of small creatures such
as mice or squirrels or little snakes, the monkeys’ favorite
food is the bones of sorcerers, whether old or fresh. Ink
monkeys dwell in swarms of extended families; from time
o time, a swarm grows too
large to sustain itself on the
local available food and
splits into two or three
groups. Swarms often haunt
the ruins of ancient cities
or the tombs of long-dead
sorcerers, in the hopes of
finding more of the bones
that they so enjoy devour-
ing.

Ink monkeys were first
bred by Borighana, a Twi-
light Exalted who used to
enjoy watching them play
while he meditated. How-
ever, they took to drinking
the ink he used to inscribe
spells and enchantments
with from his inkwell
(crafted from orichalcum,
lostwith hisdeath and never
vet recovered). With the
ink, they also drank magic,
and they gained a malicious
intelligence, a skill for craft-
ing illusions and a taste for
the bones of sorcerers.
When Borighana was ab-
sent from his Manse in the
Fast for several years, the creatures fled into the forests and
began to prey on the local tribes. As they are uninterested in
normal human beings (or, at least, in humans who do not
obviously display signs of supernatural power), many of the
local tribes view the ink monkeys as a form of divine
punishment inflicted on priests or sorcerers who have of-
fended the local gods. Naturally, local sorcerers disagree.

Ink monkeys are not stupid and would not atrack a
person who clearly outmatched them (such as an Exalt in
full anima banner). Their preferred victims are petty magi-
cians, shamans or similarly low-powered wielders of
enchantment. The monkeys like to separate a target from
the rest of his group by creating an illusion of an elephant

oradragon or some similar large and dangerous creature, in
order to scatter the group. If the sorcerer is credulous,
however, the monkeys may attempt to lure him away from
the group by acting like innocent but tame creatures,
winning his confidence by their apparent docility. When
the target is alone, they attack in a screaming, chittering
swarm, clawing at their victim and biting at his eyes, face,
neck and genitals. The ink monkeys are aware that sorcer-
ers usually require time and concentration to cast spells,
and their tactics focus on not giving the sorcerer the leeway
to defend himself or to attack them. Once they have killed
avictim, the monkeys promptly tear the flesh apart in order
to get at the bones, and
then, the creatures flee
into the night, carrying
the bloody bones with
them and leaving behind
a ragged pile of flesh.

It is possible to tame
ink monkeys if they are
separated from their fam-
ily while only a few days
old — and indeed, some
hunrersand sorcerers have
done so. However, they
tend to grow malicious as
they age, however docile
and friendly their nature
was when they were
voung. They dislike the
rain, as it soaks through
their fur easily, and are
prone to pneumonia and
other diseases of the lungs
in cold climates such as
the North. Their brains,
when ground up with cer-
tain herbs, can be used to
create salves which pre-
vent inflammation of

- : woundsand haltinfection.
Attributes: Strength 1, Dexterity 5, Stamina 1, Charisma
3, Manipulation 2, Appearance 4, Perception 5, Intelli-
gence 2, Wits 4
Virtues: Compassion 1, Conviction 3, Temperance 3,
Valor 2
Abilities: Awareness 5, Brawl 1, Dodge 4, Endurance 1,
Larceny 2, Resistance 1, Stealth 4, Survival 2
Base Initiative: 3
Attack:

Bite: Speed 6 Accuracy 4 Damage 1L Defense 4
Dodge Pool: 5 Soak: OL/1B

Willpower: 2 Health Levels: -1/-2/-4/Incap
Essence: |

Other Notes: MNone

e '-.- ————

MM—




y bkt :u‘él-‘g .:"II el ¥ R '-_r.' ﬂT— ig_-" e
* ! g = :: |-'-.,§'_'-..-..'-../t,§
&

G

; : b ok o ._ - w‘:w_ .
. DXALTED ¢ CREATURES OF THE

L g w

R P

KoMopo RAT
Description: Massive scavengers and meat-eaters of
the Eastern forests, komodo rats dwell in the far edges of
the wilds, away from inhabited zones. They prefer areas
with thick undergrowth and clearings where the sun's
light can cut through the vegetation to warm the ground.
They tend to live alone, in pairs or in small family groups.
When first encountered, these creatures are easy to
mistake for crudely carved, mossy statues of some sort of
ancient lizard. Low and flat to the ground and exceeding
10 feet in length, komodo rats are massively built. The
rats have gray-green scaly hides that fearure erratic
patches of fur. They can often be found sunning them-
selves in clearings that cut through the vegetation of
the dense forests where they make their homes. As a
result, many an inexperienced hunter has mistaken
the komodo rats for slow and -
lethargic prey, much to their
later dismay. These meat-
eaters can attack with — "=
incredible speed, and ~ ¢
though they prefer 22
hoofed flesh, from

-

deerorboar, they will

A
happily devour any AN

= i'[_ 1~ '\ x'._ r
human (or Exalt) u“‘:\f

who ventures too
near to them. Their

massive bone-crushing i

jaws and heavy tails are not

struggling. Every turn, the player of a victim trapped in
a komodo rat’s jaws must make a resisted difficulty 2
Strength + Athletics check against the komodo rat’s
opposed Strength + Athletics check (which is not diffi-
culty 2). If pressed, the rat will strike opponents at its rear
with its mighty tail.
Attributes: Strength 6, Dexterity 4, Stamina 6, Cha-
risma 2, Manipulation 3, Appearance |, Perception 3,
Intelligence 1, Wits 3
Virtues: Compassion 1, Conviction 3, Temperance 2,
Valor 2
Abilities: Athletics 4, Awareness 4, Brawl 3, Dodge 3,
Endurance 3, Resistance 3, Stealth 3, Survival 3
Supernatural Powers: Diseased Bite, Im-
munity to Disease
Base Initiative: 7

Attack:
Bite: Speed 7 Accuracy 7 Dam-
age 6L + disease Defense 7
Tail Lash: Speed 7 Accuracy
5 Damage 10B Defense 8
Dodge Pool: 7/3 Soak: 7L/
10B (Tough hide, 4L/4B)
Willpower: 5 Health
Levels: -0/-0/-1/-1/-2/-2/-4/
-4/Incap
Essence: 1

Other Notes: None

“these creatures’ only weapons. Their
jagged teeth are breeding grounds for all manner of
disease. If potential prey survives the inirial attack, they
are almost certain to be infected by one or more virulent
illnesses. Komodo rats are perfectly happy to eat dead,
diseased or rotting flesh and are patient enough to wait
for once-bitten prey to die. Komodo rats have never
learned to hide food they do not finish, unlike other meat
eaters. | heir bodies filled with diseases inflicted by the
great rodents, unfinished prey can often serve as bait for
future meals.

Komodo rats are not lizards, but instead mammals.
They are living artifacts, direct descendants of the gigan-
tic proto-rodents that roamed the land when the world
was young. Immature komodo rats are noncombatants,
but their parents defend their young ferociously. In odd
contrast with this behavior, young komodo rats are
cannibalistic. Despite being born in litters of up to two
dozen, typically only one will survive. The litter preys
upon itself, and the weak or injured are eaten by the
parents, so that only the strongest of the young survive.

In combat, komodo rats strike quickly and attempt
to bite their victims. If possible, a rat will maintain a bite,
keeping the prey in its crushing jaws until it stops
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DiSeASED BITE

On any successful bite attack, whether or not
damage is inflicted, there is a possibility that the
victim is infected with a disease. However, the
diseases the komodo rat carries in its system raises
the difficulty of the roll to resist infection. The
difficulty to resist infection with no damage is 3,
while it is at least difficulty 5 to resist infection if
the rat does damage. These diseases are mortal,
and Exalted resist them just as if they were any
other illness.

IMMUNITY TO DISEASE

Komodo rats have a natural immunity to most
diseases. The difficulty of any virulence, untreated
morbidity and treated morbidity Stamina + Resis-
tance rolls for any disease the rats are exposed o
are reduced by 3. If any difficulty is reduced below
1, success is automaric.




No Key, THE MUSHROOM KING

Description: There once was an Eastern kingdom
founded in a deep valley, named the Valley of the
Golden Needles for the way sun beams speared through
the mountain peaks to fall across the valley within. The
king there was a wealthy and wise man. He was called
No Key be-
Ci_lLlSi‘thl-iEFT
his valley so
PrOSperous
that he did
not need to
lock any part
of his castle.
He

many allies

had

mortal,
Exalted and
even little
god. One
day, while
out hunting,
he chanced
upona battle
between the
river god
Lord of Nine
Falls Lilﬁd tl

e
[T

d e 0 n
Octavian.
King No Key
gathered his
|

iunting
party about
him and
charged tor-
ward to join
the battle

with the de-

mon. An
offhand
blow from

3

the demon
killed most
of his men.
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The rest re-
treated in fear, watching as No Key and Lord of Nine
Falls fought Octavian together.

No mortal may stand against a demon prince in
battle and [m]w to survive, but even a mortal who is true
of heart may strike a blow that shakes the heavens. So did
King No Key raise his sword and thrust at Octavian,
distracting him long enough for Lord of Nine Falls to
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redouble his attack. Mighty spells were cast, and the
Malfean prince was cast back into the living prison from
whence he had escaped.

King No Key and his surviving retinue rode back to
the Valley of Golden Needles When the King arrived, he
discovered that seven days had passed while he fought
beside Lord of Nine Falls. His queen had waited for him
at the castle
gates day
and night,
offering
prayers for
his safe re-
turn. No Key
swept her up
into his arms
and carried
her into the
castle while
he told herof
his barttle
alongside the

god.

Overjoyed,

river
the queen
declared a
festival day
Lo COom-
memorate
No Key's
valor.

At the
festival a year
later, a ];Idy-'
of surpassing
beauty ar-
rived at the
castle in the
Valley of
Golden
Needles. She
strode to the
center of the
courtyard un-
der the bright
NOOoON sun in a
dress of the
deepest blue, and with a hollow staff, she struck the
eround seven times. From that spot, a fountain burst
high into the air. She stood tall by the fountain, never
speaking or moving until King No Key came to greet
her. Then, she explained she was Watercress, the young-
est daughter of Lord of Nine Falls. For the King's aid,
Lord of Nine Falls decreed that No Key would guard his




daughter and protect her fountain. The fountain was to
be a great boon to the world, with incredible healing
properties and the ability to grant long life to mortals
and Terrestrials alike. So long as No Key guarded the
river god’s daughter, she would share her healing powers
with his people.

For 150 years, the King ruled his valley in unparal-
leled harmony. Visitors came from all over the world to
receive the blessings of the river god’s daughter and be
healed. Exalted scholars came to study her techniques in
hopes of adapting their own Charms to her level of
efficacy. The King established a system by which no
person who was willing to wait long enough would be
denied access to at least a little of the water. Of course,
it was not the water but the power of the river god's
daughter that healed people. The water had no power
beyond the palace and could not be taken away.

The King, though blessed with a queen of remark-
able beauty and bravery, was said to have fallen in love
with the river god’s daughter. He spent at least part of
every day with her. He held huge festivities in the palace
so that she might mingle and be seen, so she would feel
as at home in the Valley of Golden Needles as she did in
her father’s court.

To one of these occasions, a sorcerer came. He was
curious to know of the power of the spring but fell madly
in love with the vision of loveliness thar was the river
god'’s daughter. The sorcerer asked Watercress to marry
him, but the hearts of spirits are not as the hearts of men
or Exalted. Her life was bound to the fountain and to the
task set before her by her father, so she refused him.

The sorcerer then asked the King to intercede on his
behalf, offering great wealth and powerful magics in
exchange. When No Key refused, the enraged sorcerer
left the valley.

Years later, a horde of demons attacked the king-
dom. The sorcerous siege lasted seven months, during
which only the strength of the King and the magic of the
fountain sustained the people against the horrors of the
night. Each night, at dusk, the sorcerer would come and
ask for the hand of the river god’s daughter. Each night,
he was refused. Finally, the horde was pushed back to the
nether shadows and defeated.

Years passed, and the sorcerer arrived again and
demanded thar King No Key relent to allow Watercress
to marry him. Again, he refused. The sorcerer laughed
then, a sound that echoed across the valley and masked
the cries of the earth as Octavian stepped once more
from the green light of Malfeas into the Valley of Golden
Needles. He strode through the valley, slaying man and
beast before him. The armies of King No Key were as
sand before a wave to the Living Tower. The people fell
back to the palace and barred the gates against the
demon, holding it with spell and steel until the King and
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the river god’s daughter together forged a weapon ca-
pable of casting Octavian back. During their bartle,
many more people of the valley were slain, including No
Key’s queen. The kingdom was devastated.

Decades passed, while the King rebuilt his kingdom,
greater than before. He no longer hid his adoration for
Watercress, and indeed, she cared for him like she did no
other being. Then, the sorcerer arrived at the palace
once again. In a quiet and almost humble voice, he asked
once more that the river god's daughter marry him. He
was refused once again. Then, the sorcerer uttered the
Curse of Unyielding Mist, claiming that until he was wed
to Watercress, the Valley of Golden Needles would
never see the sun, taste fresh air or feel a warm day again.

The once prosperous kingdom slowly fell into de-
cay from that point on. The entire valley, save for the
central palace, was enshrouded in the mist. No Key’s
people emigrated or died off. The healing waters of the
spring kept the mist at bay within the castle — and do
so even today. Beyond the castle walls, though, the mist
is ever abhorrent, even to those who have received the
fount’s boon.

Eventually, only No Key and Watercress were left.
Maddened by the loss of his kingdom and loneliness, the
Kingranged through the mist with his great axe, Lentinus,
guarding against the eventual return of the sorcerer. He
subsists solely on the ministrations of the river god’s
daughter and the fount. Watercress’ life force is bound to
the fountain, and she has similarly bound No Key to
herself. His eyes have grown milky and vacant. His skin
crawls with hundreds of nameless fungi. He sees any
characters that come there as allies to the sorcerer and
always seeks to slay them. Those who know of him call
him the Mushroom King now, for that is all he rules —
the horrid fungi that live in the mist.

Characters may perform a rite of supplication to the
river god’s daughter in order to gain her favor and
thereby prevent No Key from attacking them. This ritual
is a simple one in which each character who wishes to
partake of the fountain sacrifices something important
to him or her.

The Mushroom King occasionally leaves the mist to
wander the surrounding countryside, observing the people
that live there and whispering to his fungal cloak. He has
become protective of them, though he seems to know
they are not his subjects. He has, in the past, both
accosted and even killed townsfolk and rescued them
from wild beast attacks or helped lost children find their
way home.

Because the Valley of Golden Needles is a First Age
kingdom, many First Age relics remain relatively un-
harmed by the mist’s deleterious effects. This makes
them prime targets for relic hunters and power mongers.
Few have ever survived forays into the mist.



No Key rarely leaves the valley, for too long without
the ministrations of the river god’s daughter can result in
his accelerated aging or death. However, several tales
mention this shambling shell of a ruler following survi-
vors out of the mist to slay them, and a few tell of him
ranging through the nearby plains, silent and mad,
peering into farmstead windows or frightening merchant
travelers.

Attributes: Strength 6, Dexterity 8, Stamina 6, Cha-
risma 1, Manipulation 2, Appearance 1, Perception 5,
Intelligence 2, Wits 3

Virtues: Compassion 2, Conviction 4, Temperance 1,
Valor 3

Abilities: Arthletics 3, Awareness 3, Brawl 3, Dodge 5,
Endurance 2, Linguistics (Native: Old Realm, Forest-
tongue) 2, Lore 3, Melee 5, Presence 5, Resistance 3,
Stealth 5, Survival 3 (Tracking +2)

Base Initiative: 11

Attack:

Punch: Speed 10 Accuracy 11 Damage 6B Defense 8
Axe (Lentinus): Speed 12 Accuracy 16 Damage 14L
Defense 5

Slime Spit: Speed 14 Accuracy 9 Damage 2A Defense 8
Dodge Pool: 13 Soak: 15L/18B (Fungal skin, 12L/
12B)

Willpower: 5 Health Levels: -0/-1/-1/-1/-1/-1/-2/
-2{-2/-2/-2/-2/-2{-4/-4/-4{-4{Incap

Essence: 3

Other Notes: No Key's axe, Lentinus, is not made of a
Magical Material but is as imperishable as they are and
should be treated as if it were one of those materials.
Anyone else trying to use Lentinus suffers a -2 die
penalty from the strangeness of it. The axe has another
ability in addition to its slaying power and its resistance
to damage. If Lentinus strikes a god, elemental or demon,
the axe can cause the spirit to dematerialize instantly.
Make a willpower roll for the target with a difficulty
equal to No Key's Essence Trait plus the number of
damage successes. Success means the being may remain
materialized. Failure means the being is instantly dema-
terialized as a reflexive action and must remain immaterial
at least until the end of the scene. If the rarget is an
elemental, it must pay the full Essence cost to demateri-
alize. However, if it does not have sufficient Essence to
fuel the Dematerialize Charm, then all of its temporary
Essence is expended and it remains materialized. A
botch on the Willpower roll means the spirit must
remain immaterial for the next lunar month (or until it

no longer has sufficient Essence to support its immaterial
state, if an elemental). Lentinus may still strike demate-
rialized beings as if they were normal material beings.
No Key can spit a vitriolic slime mold up to five yards
away that deals aggravated damage and ignores armor.
The King is not hampered at all by the mist’s detrimental
effects. The long centuries spent with the river god's
daughter has changed him, so that he can see and hear
perfectly well within the mists.

W ATERCRESS AND THE FOUNTAIN

The healing properties of the water brought
forth by the powers of Watercress are nothing short
of miraculous. Those who know of the fountain
will often pay any price and undertake any task to
achieve its boon.

To gain Watercress’ favor, a character must
perform a ritual sacrifice. This sacrifice may be of
physical wealth such as gold or treasure or of more
ephemeral wealth such as a fond childhood memory
or even a piece of his body. The ritual must be
performed at sunrise or sunset, facing the fountain
with the sun opposite the character. Whatever is
being sacrificed is tossed into the fountain, either
physically or symbolically — to sacrifice a memory
something significant to that memory would be
sacrificed. If Watercress accepts the sacrifice, she
appears before the character and bestows a kiss
upon his cheek. The character retains a blue mark
shaped like lips on his cheek for a week and may
move freely throughout the castle and) receive
boons from the river god’s daughter. When the

" mark fades, the character must have left the mist,
or No Key will begin to hunt him again.

The fount’s waters can have one of three ef-
fects. A single sip will heal a character’s Essence
Trait in health levels each time one is taken but may
do so no more than once per day. Alternatively, asip
will arrest the effects of a poison or disease or remove
the effects of one year of aging. Three sips over three |

| days will return a character to full health levels or
cure any disease or poisoning, and for a year and a
day, he is immune to all infection and all diseases
weaker than the Great Contagion.




travel in swarms of at least 20 and often more, the
creatures can bite and rip even careless Exalts to death.
Even if they don't happen to go through the travelers
themselves, there’s a good chance that when they dive

back into the forest screaming and
whooping in wild terror, they'll
take whatever they had

PANIC MONKEY

Description: In the Eastern forests, travelers often
encounter small, monkeylike creatures with prehensile
tails and opposable thumbs. They're a bit shy but very
inquisitive, terribly cute and generally friendly
toward humans.

The creatures have a tendency to get
into, well, everything; they've got fast and
nimble fingers that can explore
pockets, bags and other
places full of items one
would rather not have
monkeys get into. Their
opposable thumbs
give them a great
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their hands
on at the time with them —
food, a small weapon, anything.
Trying to hunt down the monkey
that ran off with someone’s favorite dag-
ger or an urgent communiqué to the Deliberative
can be a painful task.
As if this wasn’t enough, it gets worse. The sad
truth is that panic monkeys are spectacularly stupid
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degree of manual dex-

e 5 ke
terity, and they put it to a good e

use. What's more, they're very good at imitating hu-
mans’ actions — the panic monkeys usually don’t
understand the results of what they do, but they can
easily operate simple devices such as clasps, switches and
levers if they see someone else doing it first or if they
have done so before.

However, there is a reason why experienced travel-
ers toss rocks at panic monkeys and bellow at the top of
their lungs the moment they spot one. These creatures
are easily spooked and can go from overpowering cute-
ness to raging, mindless panic filled with sharp teeth and
claws in no time flat. Shouts, loud noises, fast and
threatening movements, sudden flashes of light or any-
thing at all can set them off. Once they get going, they
can’t be calmed down. A single panic monkey isn't much
of a threat even to a mortal traveler, but as they always

and jumpy creatures. They get spooked a few dozen
times a day, more often than not by nothing ar all, and
don’t really associate their frantic escape or the wounds
they suffer during it with the incidents that happened
while they were busy screaming and running. If they've
been treated nicely in the past — fed, petred, played with
or otherwise cared for — they come right back after
they've calmed down, quite ready for more attention
from the friendly humans. Needless to say, they are also
equally ready to start screaming and tearing through
things all over again. Wise travelers take this opportu-
nity to take back what the monkeys took with them
(supposing that it wasn't dropped somewhere in the
woods) as this is a far more efficient way of regaining lost
items than chasing the monkeys.
The easiest way to deal with these beasts is to scare
them away as soon as they are sighted, before they decide




that they enjoy the travelers’ company. Even then, the
creatures may end up charging through the characters,
but at least they won't be back. If this isn't done, it can
be very hard to get rid of them without exterminating the
entire swarm.

Panic monkeys have been kept as pets by some of the
idle rich, who are always on the loockout for the exotic.
In these instances, they are always caged to ensure that
no one — including the panic monkeys themselves —
gets hurt when something spooks the animal. Their
cages must always be equipped with particularly good
locks, as the dexterous creatures are quite capable of
opening the locks of their cages themselves after witness-
ing someone else do it. Indeed, apart from their cuteness,
their ability to mimic humans is the main reason why
they are still sought after as pets, as their antics make
them valued entertainers among certain of the leisured
classes.

Attributes: Strength 1, Dexterity 4, Stamina 2, Cha-
risma 2, Manipulation 1, Appearance 3, Perception 3,
Intelligence 1, Wits 4

Virtues: Compassion 1, Conviction 1, Temperance 1,
Valor 1

Abilities: Athletics 3 (Brachiation +2), Awareness 1,
Brawl 2, Dodge 2, Stealth 3, Survival 1

Base Initiative:

Attack:

Bite: Speed 9 Accuracy 7 Damage 1L

Claw: Speed 9 Accuracy 7 Damage 1L

Dodge Pool: 7 Soak: OL/2B (None)

Willpower: | Health Levels: -0/-1/-2/Incap
Essence: |

Other Notes: While individual panic monkeys are rela-
tively puny opponents and are almost always treated as
extras, a swarm of them can be deadly. Being quick and
ambidextrous creatures, panic monkeys may perform
two actions per turn without splitting their dice pool. As
any successful attack they make still has a chance of
doing at least one level of damage, regardless of the
target’s soak score, they can be effective opponents
simply because of their great numbers.

PANIC MONKEY SWARM EFFECTS

A swarm of panic monkeys is extremely dis-
tracting — even a seasoned warrior may have a
great deal of trouble understanding what's going
on when surrounded by dozens of small creatures
that scream so loud it hurts. For every five panic
monkeys in a swarm; decrease the base initiative of
the characters caught in the swarm by two. Natu-
rally, this doesn’t apply to characters who are, for
example, down the path with a bow, well out of the
panic monkeys' way. Any character at least 20
yards away from the nearest panic monkey is
considered to be unaffected.

Characters who haven't encountered panic
monkeys before are always considered to be am-
bushed ﬂseegalttd, p. 238) when the swarm
bolts, surprised as they are by the panic monkeys’
sudden change of demeanor. Players roll as nor-
mal to see if their characters are able to defend
themselves. J -

Characters who possess Charms such as Sur-
prise Anticipation Method or similar forms of
battle prescience are immune to these effects.
Also, constructs or other inhuman beings are not

likely to panic, though they may still be injured.
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PINEY

Description: Creation has manystrange inhabitants and
many unusual creatures, but perhaps none so strange as the
pineys. These creatures appear human, of average height and
build, burt their skin seems a dull greenish-brown and bristly
like a boar. Upon closer inspection, one discovers the
pineys’ skin is not actually flesh, but long pine needles,
just like those of the pine tree (hence the race's name).
This is not a costume — pineys are, in fact, sentient
plants and grow pine needles as an outershell. They can
use these needlesfor protection and even forarrack,
firing one or more of their needles at aggressors.

The truly strange thing about pineysis that the
needles make up most of their being— at the center, '
they are onlya head and a narrow little body, perhaps
three feet high. The needles are more than mere
appendages, for the pineys donot hold theirintel-
ligence in their brain, but instead, distriburte it
all across their bodies, and each needle
contains a small portion of the being's
consciousness and intellect. Because of
thisfact, every time a piney shoots a needle,
it becomes a little smaller and a little dumber. The
needles grow back with time, butslowly. If attacked,
a piney could lose as much as a foot of height in a
matter of minutes and could go from average human
intelligence to the brainpower of a rat. Therefore,
pineys are very careful with their needlesand don't
use them unless absolutely necessary.

Pineys live insmall communities deep within
the forests, well away from the settlements of man.
Theyliveonsunlightand water, the same as most
otherplants, sothere’sno need to hunt or make
much shelter. Most pineysspend their time
conversing, sleeping, raising families and
carving deadwood into various weapons,
tools and sculptures. Their society is a peaceful one, and
pineys only become violent when theyare attacked or when
something threatens their community. Few predators bother
pineys, for they are made of vegetable matter, not meat. They
tear only parasitic infestation and the depredarions of large
herbivores; even the latter are not much of a problem.

A deneedled piney resembles an elongated spider mon-
key, having a long narrow body with long spindly arms and
legs, but the head ishuman-like and only alittle smaller than
normal. Regrowth of all its needles takes four months. It
beginsasalayer of prickly fuzz over the entire body and head
and then grows into individual needles. Pineys doshed their
needles to grow new ones, a handful at a time, and so, most
of them have patches of dull brown mixed with vivid green
and the more normal greenish-brown.

The statistics below are for a mature piney ar full
strength. Forevery 10needle attacks, reduce all Attribures by
| and subtract two health levels.

S vival 3, Thrown 3
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Attributes: Strength 4, Dexterity 3, Stamina4, Charisma 3.

Manipulation 2, Appearance 2, Perception 3, Intelligence 3,

Wits 2

Virtues: Compassion 4, Conviction 2, Temperance 3, Valor 2

Abilities: Archery 2, Awareness 2, Brawl 4, Craft (Carving)
2, Dodge 3, Linguistics (Native: Piney; Forest-tongue,

Riverspeak) 2, Melee 3, Socialize 2, Stealth 4, Sur-

Base Initiative: 6

Artack:

Punch: Speed 4 Accuracy 4 Damage 3B
Defense 4

Spear: Speed 7 Accuracy 5 Damage 3L

Defense 4

Sword: Speed 4 Accuracy 5 Damage 4L
Defense 5

B Needle: Speed 6 Accuracy 6 Damage 5L
(Rate 3, Range 15)

Bow: Speed 6 Accuracy 5 Damage 5L

(Rate 2, Range 150)

Dodge Pool: 5/2 Soak:

(Needlesand bark, 6L/6B)

Willpower: 6 Health Levels: -0/-1/-1/-2/-2/-

4/Incap

| Essence: .

Other Notes: Most hunters and wilderness trav-

elershave heard of the pineys, and many have met

6L/10B

them. The pineysare friendly unless threatened,
and while they don'tseek out human company,
they won't run from strangers either. Pineysare
happy to give or trade their carvings to anyone
who likes them, and the creatures make excel-
\ lent forest guides and scouts.
Rumorsclaim that the pineys can meld with one
another, becoming larger and smarter than any
normal person. These rumors are true — bonded
pineys (acoupleandany children) can combine
forup to two hours. During that time, the piney’s
size doubles, and the creature’s Strength, Stamina,
Perception, Intelligence and Wits are all equal to
(the highestsuch Attribute of any of the joined individuals +
3). Some say all pineys are part of the same primal forest
creature, a mammoth and powerful tree-man that can draw
itself back together in time of great need, but no one hasever
seen such an event, so it may simply be a myth.
Pineysare particularly vulnerable to fire, as are most plants.
Fire-based attacksdodouble the normal damage, and fire can
spread through an entire piney village in a matter of minures
if the forest hasn't gotten any rain in the last day or two.
Weaponsmade by the pineysare carved from hard woods and
use vinesforany cords or strings. These weapons are asstrong
as metal, and do the same damage, but they don't rust or
tarnish. Fire will destroy them, but they resist cold damage
and are not harmed by immersion in water.




THE REDWOOD MANTIS

Description: Those who travel far to the east of the
Kingdom of Halra talk of trees that move — not merely
branchesswaying, but actual tree trunks thatshift position as
travelers pass by. This isnot a mere story or the product of a

worried imagination.

The Redwood Mantis is a behemorth, a holdover from
the ancient days when the Primordials walked the earth and
created beings of vast size and power. After the Primordials
were slain, the Mantis lingered still, deep within its beloved
forest. It remains there today.

The Redwood Mantis appears as a praying mantis, but
one whose limbs are carved from wood and whose body is
leafed like a tree. The difference between the Redwood
Mantis and other in-
sects is size, for the
Redwood Mantisex-
such

1sts on an
enormous scale that
its legs rival redwood

trees for thickness as

well as appearance.
The beast's name was
based upon that simi-
larity. When itstands
in its forest, the Red-
wood Mantis’ legsare
indistinguishable
from the trees around
it, its body and head
hidden among the
highest foliage. The
Mantis spends most of its time lost in thought and in silent
appreciation of its surroundings. But every so often, usually
when it's hungry, the Mantis stirs. The Mantis only strikes
when agroup passes nearone of its legs. It feels the vibrations
in the forest floor and peers down to locate the creatures in
question. If they are sufficient in size and number, itattacks,
uprooting its leg and sweeping the victims to the ground,
stunning them. Then, its massive head lowersand swallows
the prey whole, lifting back into the sky so quickly an
observer would swear he had imagined the entire event.

Some behemothsare vicious, but the Redwood Mantis
is not among them. It attacks only to eat or to defend its
territory— and the latter only if it perceivessomething asa
threat. Otherwise, it stands still and invisible, thinking its
deep thoughts and half-asleep from the warm sun on its back
and the brush of treetops against its belly.

[f someone were to anger the Mantis, it would uproot
all of its legs to attack, and would knock down trees to pin
the intruders into asmall area, so that it could stomp them
flat and then swallow them. Fire, great expenditures of
Essence and attacking one of its legs are the only things
likely to draw the Mantis’ full attention and ire. Thus far,

M

the Mantis has not communicated with anyone, and it may
be incapable of doing so.

Attributes: Strength 19, Dexterity 3, Stamina 21, Charisma
2, Manipulation 2, Appearance 8, Perception 3, Intelligence
6, Wits 1

Virtues: Compassion 2, Conviction4, Temperance 4, Valor
2

Abilities: Awareness 1, Brawl 4, Dodge 2, Lore 4, Occult 3,
Stealth 2, Survival 4

Base Initiative: 8

Attack:

Bite: Speed 8 Accuracy 10 Damage 29L Defense 7

Leg: Speed 9 Accuracy 10 Damage 17L Defense 8

Dodge Pool: 7 Soak: 10L/12B (Tough hide, 6L/8B)
Willpower: 10

Health Levels (per leg): -0x2/-1x5/-2x6/-4/Incap

Health Levels (body): -0x8/-1x18/-2x18/-4x14/Incap*

* Asabehemoth, itislikely the Redwood Mantis cannot die
without meeting certain specific conditions set by the
Storyteller.

Essence: 8

Other Notes: The skin of the Redwood Mantis can be
treated and cured like leather, to produce armor of unusual
strength (+2 to armor bonus). Doing so requires skinning a
large section of leg, however, and the Redwood Mantis isnot
likely to stand still for such treatment. Once removed, the
skin must be treated as thick leather and, simultaneously, as
bark, and it requires cleaning, soaking and drying before it
can be worked. The Redwood Mantis’ mandibles can be
shaped intospears orswords, which carryan additional +1 to
accuracy and do an additional +2 damage. Acquiring a
mandibleiseven moredifficult, however, and requires luring
the creature into a full attack, so that the head descends for
abiteattack, and then severing one of the mandibles withou
being severed in turn. This is a difficulty 4 arrack that must
doat least 18L damage including extra successes.
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STRANGLER'S SERPENT

Description: The so-called strangler’s serpent is not
a serpent at all, but a lizard, possessed of a muscular,
sinuous body, a long, powerful tail and slender digits on
each of its four feet. Each “finger” measures several
inches in length, and they can wrap around objects as
large as a strong man's throat. A strangler’s serpent is
typically four to six feet in length, with a red pebbly hide
marked with black patterns. In spite of the murderous
deeds that man puts the strangler’s serpent to, it actually
subsists on insects in the wild and finds meat impossible
to digest. Although unintelligent, some quirk of the
strangler’s serpent’s vocal cords allow it to imitate a word
or two of human language in a raspy voice, a skill that
some enterprising trainers have encouraged.

In the wild, the long fingers of the strangler’s serpent
are used to grip the limbs of the thick cypresses of the
Southeastern swamps where they nest. The local tribes
train the serpents to fight one another for sport, as the
barbarians find it entertaining to watch the lizards rise up
on their hind legs and stagger drunkenly
toward one another, wrestling un-
til one of them expires. A
cutthroat running from the
law in the swamps saw
other potential in the
lizards, and after
buying a few from
the locals, he be-
gan to train them
to attack humans.
Once he was suc-
cessful, he began

using them to
waylay travel-
ers in the
region. He saw frequent success
with his cadre of trained killers,
but eventually, his luck ran out
when he tried to steal from bigger targets. An attack with
the strangler’s serpents on a Guild convoy left the would-
be entrepreneur dead and the Guild in possession of a
new species to sell. f

Now, the use of strangler’s serpents as trained
killers has spread, and they've grown so popular that the
population in the wild is beginning to be depleted by
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Guild safaris. Typically, an assassin trains the animal to
attack a target based on its scent, usually through a
purloined piece of clothing. The strangler’s serpent is
then smuggled into a bedroom or bath belonging to the
victim, where it tries to find some nook or hole to rest
in while it waits for its rarget. When the victim enters
the room and is finally at ease, the lizard strikes. The
powerful tail of the creatures wrap around the torso of
the prey, squeezing the air out of the target’s chest,
while the sinuous forefingers reach around the victim’s
neck and grip with extraordinary strength. The dexter-
ity of these beasts is such that they will use the digits on
their hind paws to restrain hands or arms during a
particularly violent struggle. After it is finished killing
its victim, the strangler’s serpent drops to the ground,
where its low profile al-
lows it to waddle toward a
window or doorway and slip
away unnoticed.
Because of their utility and
the prodigious strength found in
their small forms, the strangler’s

serpent
has seen use in
the Lap and in Chiar-
oscuro, in the struggles for
the Scarlet Throne and as
far away as Nexus.
Attributes: Strength 5, Dex-
terity 3, Stamina 3, Charisma 1,
Manipulation 0, Appearance 1,
Perception 2, Intelligence 1, Wits 3
Abilities: Awareness 3, Brawl 3 (Strangle
+3), Dodge 1, Stealth 3, Survival 3 (Track by
Scent +2)
Base Initiative: 6
Attack:
Bite: Speed 6 Accuracy 6 Damage 1L Defense 1
Strangle: Speed 6 Accuracy 9 Damage Clinch Defense 9
Dodge Pool: 4 Soak: 4B/2L (Hide, 1B/1L)
Willpower: 2 Health Levels: -0/-1/-1/-2/-2/-4/-4/
Incap
Essence: |

Other Notes: None




tothe artack — instead, they'll amaze the audience with their
song and then stop, hoping that most will leave but a handful
will linger tocatch the last few notes. If attacked themselves,
tree-singers swing back upamong the branches, hiding as best
they can amidst the leaves and positioning themselves near

gaps so patches of sunlight help ro disguise their

TREE-SINGER

Description: The forests of the East are beautiful and
majestic, and travelers often remark upon the way light filters
softly down through the layers of leaves to create shifting
patterns of brightness and shadow and on how the swaying
of the branches sounds almost like adistant symphony, with
half-heard music that soothes the mind and relaxes the body.
Tree-singers are the embodiment of those elements, the
light and sound of the forest coalesced into a single
creature. This is not to say that tree-singers are spirits
or elementals, but only that they are elementally
influenced creatures who exist primarily to en-
hance the beauty and splendor of the forests.

Tree-singers are similar to monkeys in
build, though theirlimbs are far too long for
their bodies and their arms and legs are
jointless, more like tailswith
hands at the ends. Thick
furcovers their entire body,

own bright fur. Most savants believe these beasts
were created during the First Age to protect
Y gamelandsfrom poachersand topolice parklands
for trespassers but managed tosurvive and breed
in the wild following the Great Contagion.
Attributes: Strength 2, Dexterity 5, Stamina 3,
Charisma4, Manipulation 2, Appearance 2, Per-
ception 3, Intelligence 2, Wits 2
Virtues: Compassion 2, Conviction 3,
Temperance 2, Valor 2
Abilities: Athletics 3, Awareness 3, Brawl
4, Dodge 3, Performance 5 (Singing +1),
Presence 4, Stealth 3, Survival

3
sowhite as to be almost i Base Initiative: 6
silvery, and they shim- Attack:

mer in even the
dimmest light.

These creatures live in small packs, nestled
high among the trees. When people oranimals pass
beneath, the tree-singers swing into action. They
dangle from vines and branches, 40 feet or more
above the ground, and their coats carch the light,
shimmering and adding another layer to the filtered
light of the forest. This dazzling effect can hypnotize
viewers into immobility. And then, the creaturesopen
their small mouths — and sing.

Their songs have no words, only a melody, and
they are less structured songs than rhythms of tone
and pitch, bur the result is breathtaking. All of the tree-
singers’ limbs are clutching vines or branches, and as they
sing, their hands and feet and tails vibrate to the song,
shaking the trees and creating a rustle of accompaniment.
Each song is unique and beautiful, so much so that listeners
are frequently transfixed, unable tomove.

And the tree-singers choose that moment tostrike. They
swing lowerand lower while they sing, until finally their tails
wrap around their victims' throats and squeeze, choking the
still-frozen prey todeath. Then, when every audience member
has either died or escaped, the tree-singers feed. Their small
mouths have razor-sharp teeth that tear into flesh, and after
eating their fill, the creatures toss the bodies against the base
of their trees, to decompose and nourish the plants as well.
The pile of bones at the base of the trees does indicate the
presence of a predator. Unfortunately, mostpeopledon’t see
the bones— orrealize that the singers might be responsible for
them — until it's too late. Animals are more sensitive, of
course, and usually avoid the tree-singers, though sometimes
alone animal will wander too close and be caught.

Tree-singers are not particularly intelligent, but they are
smart enough to know when they are outnumbered. They will
still sing in such situations, but they won't lower themselves

Bite: Speed 5 Accuracy 4 Damage 2L

Tail: Speed 6 Accuracy 3 Damage 1L

Paralytic Song: Wits roll, difficulty 7 or one's character is
paralyzed for three turns.

* Against targets with an Essence higher than 1, failure
causes only a -2 die penalty for three turns.

Dodge Pool: 7 Soak: 3L/7B (Tough fur, 2L/4B)
Willpower: 3 Health Levels: -0/-1/-2/-4/Incap
Essence: /

Other Notes: Tree-singer fur can be treared and fashioned
into coats, hatsand other garments. The thick skin provides
asoak rating of 2L/4B, and the fur itself produces a dazzling
effect, which can blind people in moderate to bright light. It
does cause a -2 to any Stealth rolls, however, as the scintil-
lating fur attracts attention. A jacket made of tree-singer fur
has a Mobility Penalty of -1 and a Fatigue value of 2.

In many parts of the East, the tree-singers are regarded as
narure spirits rather than physical creatures. People claim that
the forest forms a vast cathedral, filled with majesty and
beauty and that the tree-singers are its voice, filling the woods
with their melody and enhancing the peace and serenity of
the entirearea. According to these people, tree-singers are not
dangerous in the least, unless you include the risk of standing
forever, captivated by theirsong. They say the creatures have
no physical formatall, but are composed entirely of light and
sound and survive on sunlight and rain and the strength of the
forest. These worshipers maintain a respectful distance from
the tree-singers, however, and thus are never close enough to
risk themselves. At the same time, they always know the
location of any nearby tree-singer groves and the easiest path
to and from those spots, which makes the worshipers useful
forest guides. They will take offense at anyone whoenters into
a grove itself, however, and may even become violent if their
guardianspiritsare disturbed.

Mm_
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® The Zukuluka

The South holdssome of Creation’s harshest environ-
ments, terrible fire-scorched deserts where the eternal burning
winds carry no cloudsand norelief, only an endless heat that
leaches away a traveler's moisture. Here, also, there are the
swamps of the Silent Crescent, which themselves craw] with
deadly predators, and the lion-trammeled savannas of the
Southeast as well. So dangerous is the environment in the
South that many creatures here are all or partly made of metal
or stone, for flesh cannot easily endure the terrible punish-

ment of the farthest Sourhern reaches.

ABACASTER]

Description: These golden cats are creatures of
living metal, with blood as hot as lava and muscles as firm
as rock. They are sprung from the Wyld and live off of
carrion and rotting corpses; their breath smells like the
grave, and their saliva is corrosive and burning. The
abacasteri seek out graveyards to feed on the bodies
buried there and haunt the L‘L]:;__T,L'H of shadowlands in order

to prey on the dead who frequent those dark dominions.

They are a golden affront against the sun in the heavens,
scavengers of rotting flesh and defilers of graves.

The abacasteri appear much like normal lions from
a distance, although their skins have an unusual sparkle
and sheen to them. Once closer, it can be seen that they
are not merely golden-furred, but made of actual gold,
and that their eyes are topazes. The abacasteri run in
prides, imitating real lions, where a pride contains one
male lion and several lionesses and possibly some cubs.
Abacasteri cubs are born as unformed masses of metallic
flesh, which their mothers must lick into a feline shape.
[f an abacasteri is encountered on its own, then it will
either be a young male thrown out of his pride by the
ruling male and looking for a new pride or a survivor from
a pride that has been otherwise destroyed. Abacasteri are
communal ereatures and dislike living alone.

Abacasteri have an animal intellicence. As flesh
must have been dead and rotting for at least a week to be
of interest to them, very few abacasteri have ever con-
nected the concept of killing other animals with that of

providing food for themselves: They scavenge for their




food, pure and simple. However, the big cats will fight
and kill if necessary to keep themselves safe or in order
to reach a source of food (such as a village graveyard). Lt
is possible to train one as a pet, if it is taken from the pride
while young, but the abacasteri will always have a certain
melancholy, dreaming of others like itself. It will be
faithful, however, and will fight for its master.

If abacasteri find an area where there is plentiful
food, they will remain in thar place till all the potential
carrion is gone, and they will couple more frequently in
an attempt to birth cubs who can enjoy the largesse. The
golden cats can survive for a week on only water, if
necessary, and will lick up dirt if there is no rotting flesh
available. Many abacasteri have attempted to enter
Sijan, but the people of that city mount hunts to discour-
age such incursions and will kill the abacasteri on sight.
They are drawn by large battles, and while they will prey
on the corpses rather than on the living, they will attack
any that try to drive them from their food. In many cases,
they are left to their feeding, for they prevent the rise of
hungry ghosts.

If angered, an abacasteri attacks with its bite and
claws; a pride of the creatures will react intelligently (for
animals) and work together instinctively. The abacasteri’s
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: saliva is acidic,
causing their bites
to inflict aggra-
vated damage, and
their metallic nature
makes rthem unnatu-
rally resistant to blows.
The creatures’ blood is
molten hot and will in-
flict terrible burns (a level of aggravated damage) to
anyone who touches it. Unfortunately for the greedy,
when an abacasteri is killed, its body usually falls into
vellow dust; the only way to gain a lion’s weight in pure
pold is to bleed the animal to death, so that it dies when
the last drop of blood leaves the body. This is difficult to
achieve and is also not widely known.
Attributes: Strength 6, Dexterity 4, Stamina 6, Cha-
risma 3, Manipulation 1, Appearance 2, Perception 3,
Intelligence 1, Wits 3
Virtues: Compassion 1, Conviction 2, Temperance 2,
Valor 3
Abilities: Athletics 3, Awareness 3, Brawl 3, Dodge 3,
Endurance 3, Intimidation 5, Resistance 3, Stealth 3,
Survival 3 (Desert +1)
Base Initiative: 6
Attack:
Bite: Speed 6 Accuracy 6 Damage 5A Defense 6
Claw: Speed 6 Accuracy 7 Damage 8L Defense 7
Dodge Pool: 5 Soak: 7L/10B (Metal body, 4L/4B)
Willpower: 5 Health Levels: -0/-0/-0/-1/-1/-1/-2/
-2/-2/-4/Incap
Essence: 2
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AsH DEVOURER

Description: These great crocodile-like lizards live in
the long gullies of sand that exist in the deep deserts of the
South. Theirambient temperature is extremely high: They
scorch grass if they touch it and are painfully hot against
bare human skin. Their scales are white and gray but
streaked with fiery patterns of red and orange. They have
three eyes, one on each side of their head and one large one
at the center; the two side eyes are colorless as crystal, as
though blind, but the
central eye is bright
vellow. The devourers
are six feet high at the
shoulders, with heads
and bodies to scale,
and their mouths are
full of erystalline teeth.
If they are killed, then
their teeth turn to dust
in their mouths, but if
the teeth can some-
how be harvested
while they are still
alive, they prove to be
star topazes.

Ash devourers
detest the taste of hu-
man flesh, as the blood
in it is far too liquid for
their taste. They gladly
devour gems, crystal and glass, making no distinction on
grounds of quality, and will accept such things as offerings or
tribute. Their usual food, however, is ashes: They smite
wood and vegetation with their tails, causing it to burst into
flame, and, then, gulp it down still burning or charred to
cinders. The creatures usually confine their depredations to
scrubs, cacti and deserted buildings in the deep desert, which
causes hardship to tribes and nomads in the vicinity but is of
no great concern to the city-dwellers. The ash devourers do
not approach too closely to the water at the center of oases,
as they have a natural abhorrence for the element.

For most of the year, ash devourers are moderately
peaceable creatures that prefer to live in small family groups
and discuss the tastes of different types of ash and gossip
about particularly exotic flavors of ash that they have
enjoyed in the past. The ereatures are usually on good terms
with their local spirit court and will often carry out missions
of the seek-and-recover type for it, in return for payment in
gems and crystals. However, at periods of the year when the
Maiden of Journeys is in the ascendant, they are driven to
seek out great quantities of ash to eat. During these periods
(which can be predicted by a good astrologer who knows the
pattern), the ash devourers range far afield from their usual
haunts and will go so far as to kindle the buildings in small

=

villages in order to assuage their hunger for ashes. The
creatures retain enough sense to avoid large towns and
cities, however, and will flee large bodies of armed men.
Ash devourers all speak the low tongue of the Realm,
and some of the older ones who have had commerce for a
long time with spirit courts know Old Realm. The creatures
can live for centuries, though their skins bleach as they grow
older, and the very oldest are pure white, with the flame
colors on their skin faded to mere indications of their former
glory. The ash de-
vourers have their
own legends about
the Solar Exalted,
who they remember
as the Beloved of the
Eternal Sun, and
naturally show the
greatest respect toany
Solar Exalted whom
they meet. This does
notactually extend to
fighting for them or
supporting them in a
confrontation, how-
ever, unless they are
courted with gifts of
ash or gems or cowed
by a show of force.
When they fight, the
ash devourers do so
with blows from their
great tails (which set fire to anything flammable that they
touch), bites and the outright trampling of anyone unfortu-
nate enough to be prone on the ground. If salt water is poured
upon their central eye, it causes them great pain, and they are
ata-2toall dice for the next five turns due to the distraction.
Attributes: Strength 10, Dexterity 4, Stamina 8, Cha-
risma 2, Manipulation 1, Appearance 2, Perception 4,
Intelligence 5, Wits 3
Virtues: Compassion 2, Conviction 3, Temperance 4,
Valor 3
Abilities: Athletics 3, Awareness 3, Brawl 5, Dodge 3,
Endurance 5, Lore 3, Melee 3, Occult 2, Presence 4
(Intimidation +2), Resistance 4, Socialize 4, Stealth 3
Base Initiative: 6
Attack:
Bite: Speed 6 Artack 6 Damage 121 Defense 6
Tail: Speed 5 Artack 6 Damage 7L Defense 6
Trample: Speed 4 Attack 5 Damage 8L Defense 5

Dodge Pool: 4 Soak: 6L/8B (Scaly hide, 5L/5B)
Willpower: 6 Health Levels: -0/-0/-0/-1/-1/-1/-2/-
2/-4/Incap

Essence: 1
Other Notes: Anything flammable that the ash devourers
strike with their tails will catch fire.
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DeserT BAsILISC

Description: Solitary creatures, desert basiliscs roam
the Southern deserts attacking anything that crosses their
path. They have the long body of aserpentand the head, legs,
wings and iridescent purple

of breeding desert basiliscs, if those secretsstill exist, they are
locked deep within some lost treasure trove of knowledge.
Attributes: Strength 3, Dexterity 7, Stamina 4, Charisma
3, Manipulation 2, Appearance 6, Perception 2, Intelli-
gence 4, Wits 2

coloration of apeacock. Ap-
proximately the size of an o
austrech, they are large
enough thatsome rare, brave
fools have attempted to turn
them into riding beasts.
While heroes of the First
Age sometimes kept these
wondersas pets or familiars,
modern attempts have in-
variably resulted in the
would-be rider's charred
corpse rotting in the sand.
Despite their colorful
wings, desert basiliscs are
flightless. Theyare, however,

nearly tireless runners, sec-
ondonly toaustreches. When
hungry (and they are nearly
always hungry), desert
basiliscs will attack any or-
ganic matter voraciously.
They will hunt and kill man
orbeast. Theywillstripafield

Virtues: Compassion 1, Convic-
tion 4, Temperance 1, Valor 2
Abilities: Athletics 4, Awareness
3, Brawl 2, Dodge 1, Linguistics
(Native: Old Realm; Flametongue,
High Realm, Low Realm) 3, Pres-
ence 2 (Intimidation +2), Socialize
2, Stealth 2

Supernatural Powers: Coat of
Flame

Base Initiative: Y

Attack:

Bite: Speed 9 Accuracy 7 Damage
5L + flame* Defense 9

Claw: Speed 9 Accuracy 6 Dam-
age 6L + flame* Defense 8

* 21 damage per turn of contact,
see boxed text.

Dodge Pool: 8/4  Soak: 3L/
4B (Tough hide, 1L/1B)
Willpower: 6 Heath Lev-

els: 0/-1/-1/-2/-2/-4/-4/Incap
Essence: 2
Other Notes: While the gem-

stone eye of a desert basilisc can

ororchard clean, if they can.
They will even fight over half-rotten corpses for sustenance.

Mounted in the center of each desert basilisc’shead isa
large stone that some scholars describe as a sort of natural
Hearthstone, focusing ambient Essence as if the basilisc itself
wasa Manse. A striking blood red against the purple and blue
hues of the basilisc’s hide, this stone is responsible for
sheathing the creature in a thin coat of flame. These flames
do not harm the winged lizard, but do burn anything it
attacks or anything that attacks or even touches it. When
properly extracted, the stone can be placed in a standard
Hearthstone setting to grant the bearer the same flame effect.

Desert basiliscs are motivated by hungerand a hatred of
all other living things. Yet, as much hatred as desert basiliscs
show to other living things, the creatures they show the
greatest hatred is to each other. So great is this enmity, a
basilisc will stop stalking other prey if it detects signs of
another of its kind in its territory. If two or more basiliscs
share an area, theywill hunteach other exclusively until only
one remains alive, Modern scholars have no idea how these
vicious creatures breed, but clearly, they do.

Desert basiliscs can be found nearly anywhere in the
South, stripping and despoiling the land wherever they go.
While the savants of the First Age doubtlessknew the secrets

be placed in a Hearthstone setting to grant the wearer the
Coat of Flame ability, the stone is not a true Hearthstone.
[tisnot tied toa Manse ora Demesne, and thus, it does not
allow the enhanced recovery of Essence. Desert basiliscs
cannot speak, but they understand all the languages their
Linguistics score permits.

CoAT OF FLAME

While this power is active, anyone striking the
basilisc without a weapon or wrestling with it takes 2L
damage every turn. If the creature strikes with an
unarmed attack or wrestles with a character, its oppo-
nent takes a like amount of damage. This power is
always active while the “third eye” of the desert basilisc
is in the forehead of the beast or set in a Hearthstone
serting. The person or creature using this power is
immune to damage from itorfrom other Coats of Flame
generated byabasilisc stone. It does not provide immu-
nity to regular or magical fire of other sorts, including
the animaflare of Fire-aspected Dragon-Blooded. When
used asa Hearthstone, the damage of the Coat of Flame
is halved o 1L, but if the user is a Fire-aspected
Terrestrial Exalted, thisisadded to the damage done by
heranima banner, rather than beingapplied separately.

55




o R B

..r"
1 o
? Mol

B =&

el
e

Exavtep o

fﬁ*‘ﬁ

R —

it :’w"”.

: - -
G ks
o R

o = t
=3 N ey | e e e e
= Pl . \"‘-\_Q 3 :
| : i = e
£ A S e B Lo - wil" “ ) = | 4

Gﬁéﬂu RES @

= A AL .

EicHT-TAILED MOLE HOUND

Description: Feral predators, eight-tailed mole hounds
stalk the sands of the Southern deserts in hunt ing [JHL‘I.-(:H'.
They will run down much larger prey, culling the
weakest members of herds. Even man is not safe
from these hunters that seem have no fear of
even the Essence-wielding Exalted. The stron-
gest member of the pack leads mole hound
groups. Male or female doesn't matter, but
when the leader shows weakness, there is
alwaysat least one more hound ready
toripout its throatand replace it.

Originally bred from domes-
tic wolves, eight-tailed mole
hounds have thick skin plates,
with course fur sprouting from
between the plates. The nomen-
clature “eight-tailed mole hound”
is not purely figurative. Each of their
eight tails is functional, identical and like
those of their original domestic wolf stock. They range in
color from dark browns to deep grays. As they age, their fur
tufts become tinged with white. Mole hounds have vision
roughly equivalent to that of normal humans. They have
transparent inner eyelids that automatically close to protect
their eyes when burrowing.

Eight-tailed mole hounds were originally bred during
the Dragon-Blooded Shogunate to hunt the Dune People.
Under the firm hand of their Exalted masters, these burrow-
ing hunters were without peer. Theirarmored hides protected
them from the attacks of their prey, and their eight tails
allowed them to move through sand and loose soil like man
moves through water. Unfortunately, since the First Age,
these loyal hunters have largely become feral predators.
Whether ornot they can be redomesticated isunknown, but
in this current time, they appear tofear and hate humans and
are motivated by pure instinct.

Charactersare likely to hear mole hounds or see signs of
their passage before they encounter them. Theirhowlsform
complex harmonies. Savants say that the musical tones
where bred into the beasts at the whim of a Dragon-Blooded
warlord who was offended by the original’s off-key howls.

Orther characters may identify them by the tracks that
crisscross the sands of the pack’s hunting grounds. These
raised tracks look like the burrowing of massive worms and
form arcane patterns in the soil. Regardless of the first signs
encountered, once a pack of mole hounds decides on its prey,
the hounds will intelligently stalk their chosen victim until
they bring it down. Large expanses of rock prevent the
hounds from tunneling, but these beasts are equally able
combatants on the surface as they are underground.
Attributes: Strength 6, Dexterity 4, Stamina4, Charisma 2,
Manipulation 3, Appearance 2, Perception Z, Intelligence 1,
Wits 3

Virtues: Compassion 2, Conviction4, Temperance Z, Valor4
Abilities: Athletics 6, Awareness 5, Brawl 2, Dodge 1,
Presence 2 {Intimidation +1), Stealth 2, Survival 3
(Tracking +3)

Supernatural Powers: Pack Hunting, Tunnel

Base Initiative: 7

Attack:

Bite: Speed 7 Accuracy 6 Damage 7L Defense 5

Dodge Pool: 4/2 Soak: 5L/8B (Plated skin, 3L/4B)
Willpower: 6 Heath Levels: 0/-1/-1/-2/-4 [Incap
Essence: |

Other Notes: None

PAack HUNTING

Workingasapack, eight-tailed mole hounds are
more dangerous than when workingalone. By nipping
and harrying at prey, they can discover any weak-

nesses in its defenses. For every two mole hounds
aiding the leader in an attack, the leader’s pre-soak
damage is increased by one. The leader cannot more
than double its base damage (to a maximum base
damage of 14) in this way.

TUNNEL

Eight-tailed mole hounds can move through sand
or loose soil as if they were moving through air. They
can breath freely and without penalty. Any substances
with a lethal soak of one or higher are too dense for mole
hounds to tunnel through.
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Other Notes: None

THE FIVE-METAL SHRIKE

Description: Tribesmen of the great Southern wastes
tell tales of a great metal beast with wings of silver that
flies out of the desert night, its eyes blazing. Each tribe
has a different name for it. Some worship it as a protector
spirit. Many fear it as an all-devouring monster. They
describe the metal beast as a
50-yard long birdlike crea-

ture  made  from
orichalcum and jade,
with five large

starmetal wings
arrayed be-
hind  its
bee.a K ..
Eight
smaller
wings
fit in
between
each large one
and the tail sec-
tion, like
stabilizers. It has a
wide, squat body
and a three-
jawed beak
that juts for-
ward. It can

fly at great
speeds, rotate in midair and hover without ever
flapping its wings. Eyes dot its surface, and rays of
light shoot from them. When the beak itself opens,

light pours forth as bright as the radiance of the sun. It
can focus this energy into a beam as wide as a house, and
what the light touches turns to fire and heat.

The Five-Metal Shrike was to be the first in a line of
weapons to succeed the Thousand Forged Dragons. Cre-
ated by a trio of sorcerers at the behest of a powerful Solar
warlord at the end of the First Age, the Usurpation
interrupted its completion. The ship was nearly finished,
and it is almost fully functional. It is built primarily of jade
and coated with a shell of orichalcum. The five “wings”
are sails of starmetal that carch Essence in the air and use
it to fuel the ship. Soulsteel was used for the ribs, and
moonsilver etches the interior, linking the heart of ship to
every part like nerves to a brain. The ship was to be crewed
by five Exalted, but the heart of the ship was an urn the
size of a small child. This urn is a soul vessel (see Soul Seal
on p. 75 of The Book of Three Circles), a magical
construct that holds the vestigial spirit of one of the three
Exalted who helped to create the ship. The captured soul

is mounted within a central pillar made of jade and laced
with moonsilver that connects it to the rest of the ship.
The creators of the Five-Metal Shrike also constructed an
engine, located in the aft of the ship, to channel the
collected Essence into the weapons, shields and flight
capabilities. Two eye turrets protect the central control
room, and the engine room is guarded by three turrets.
This magical construct controls the ship and is
responsible for its actions. Unfortunately, the ship was

never de-
signed to go
unmanned.
The trapped
soul offers a
backup system for
piloting the ship
during - emergen-
cies only. When
Dragon-Blooded
assassins attacked and
many of the servants of the
Exalted engineers turned on
their masters, the ship was instructed
to hide and protect itself whenever nec-
weeer.  €5sary. The Essence of the Solar who gave
“"* himself to the creation to the ship was not
the complete Essence of that being — by that
point, it had become clear that whole beings trapped in
soul vessels went mad quite frequently, and so, the Solar
within it had sacrificed much of his personality to ensure
he would not use his “body” as a weapon in a mad
rampage. It did not retain his memories or his faculty for
reason. T he soul vessel held only a remnant of his power
and his will and could only keep to a few simple pur-
poses. Along with these instructions, the soul vessel
only knew that it must protect Creation from incursions
by the Fair Folk and the minions of the Yozis. These
causes are what drive it today.

The ship’s actions are unfathomable beyond these
facts. It has apparently lain dormant for most of the
Second Age, until appearing recently. Only the legends
of a few of the desert tribes mention it, and some savants
believe that this indicates it has been active infrequently
throughout the past centuries. Why it attacks caravans
and cities of the South remains a mystery. Perhaps it has
gone mad with the passing of time and taint of the Wyld.
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Perhaps someone now controls it. Perhaps it discovered
something that no one else knows.

Some adventurer-savants speculate that the Five-
Metal Shrike hides within the Wyld of the South, in
the ever-burning elemental fires that no mortal can
brave. Others think that it sleeps within the magma
hearts of volcanoes or buries itself deep under the
sands. Either way, none have managed to find where it
rests or even if it rests at all. The desert wastes are
largely unexplored by even the natives there and can
yield countless hiding places.

Sorcerer-savant Rosh the Triumphant has outlined
a plan, at the behest of the Perfect of Paragon, for
disabling the Five-Metal Shrike. He felt a concentrated
attack to punch a hole through the orichalcum shell and
jade hull would allow himself or another to sneak into
the ship and fight his way to the Essence engine, where
he might disable it and render the ship powerless. His
report stated that, based on the available research, this
plan was a more reliable one than to attack the control
room — and t:iil'l'z—linl‘:.-f easier than a full-scale assault. Of
course, this means fighting past many of the eye turrets.

Other plans include impairing the sails and masts or
invading through holes in the hull to reach the control
center to attempt to wrest control from the soul vessel.
Attributes: Strength 25, Dexterity 2, Stamina 5, Cha-
risma 1, Manipulation 1, Appearance 5, Perception 5,
Intelligence 2, Wits 3
Virtues*: Compassion 2, Conviction 3, Temperance 2,
Valor 4
* Cannot fail Valor tests. Cannot succeed at any other
tests. Immune to effects involving Virtue tests or resisted
with the target's Virtues.

Abilities: Archery 5, Athletics 5, Awareness 3, Brawl 2,
Dodge 5, Presence 5 (Intimidation +8), Stealth 3
Charms: The Aegis of the Unconquered Sun, Flight of
the Shooting Stars, the Godspear of the Five-Metal
Shrike, the Grasp of the Maidens, Invisible Statue Spirit,
Luna's Magnanimity, Sledgehammer Fist Punch, Solar
Spike, Terrifying Apparition of Glory

Base Initiative: 7

Attack:

Beak Slam: Speed 6 Accuracy 9 Damage 251 Defense 5
Wing Slash: Speed 8 Accuracy 12 Damage 15L Defense 7
Eye Turret: Speed 10 Accuracy 8 Damage 16L* (Rate 1,
Range 800,%* Cost 8 motes)

* Minimum of 8L damage to Yozis, demons and the
undead, regardless of soak.

#* Can fire to this maximum range with no penalties or
range bands.
Dodge Pool: 7 Soak: See table

Willpower: 7 Health Levels: See table
Essence: 8 Essence Pool: 800

Other Notes: The Five-Meral Shrike has a normal
movement of 200 yards.

There are 10 total eye turrets on the outside of the Five-
Metal Shrike: five on the port side and five starboard.
Three turrets line each side of the belly and two lie along
the back. This gives the Five-Metal Shrike a complete
firing arc. Any two turrets can be faced at the same target
at the same time. The Five-Metal Shrike may fire all of
its turrets without splitting its dice pool. The turrets use
the Solar Spike Charm (see p.157 of Exalted) and can
strike at any target within line of sight. In addition, rtwo
turrets guard the interior control cockpit located in the

STRUCTURAL STRENGTHS FOR PIECES OF THE FIVE-METAL SHRIKE

Object Soak (L/B) Heath Levels
Orichalcum shell 15/20 100
Jade portholes 10/15 , 50
Starmetal sail (small)  12/18 50
Starmetal sail (large)  12/18 80
Jade hull 8/12 723
Beak 18/25 150
Eve turret 10/15 60
Soulsteel mast/rib 15/20 200
Interior jade wall 8f12 60
Central pillar 12/12 ' 40
Essence engine 8/15 250

Notes

to punch a man sized hole
to destroy

to significantly impair

to significantly impair
beneath sails, ro punch a man sized hole
to punch a man sized hole
to destroy

to significantly impair

to punch a man sized hole
to destroy

to destroy

The Essence engine may not be targeted until the hull is breached. The hull is not an object for the purposes

of Charms that enhance damage against objects.




CHARMS UNIQUE TO THE FIVE-METAL SHRIKE

These Charms are useable only by the Five-Metal Shrike and those who pilot it. They may not be learned or used by
Eclipse Caste Solar Exalted or other characters with the ability to learn Charms.

- THE AEGIS OF THE UNCONQUERED SUN

Cost: 20 motes per turn

This power may dwarf even the Godspear in might. A shimmering net of chromatic light appears around the Five-Metal
Shrike, protecting it from all harm. This effect is similar to the Adamant Skin Technique Charm, but the Five-Metal Shrike
can keep it acrive as long as it has enough Essence to fuel it. However, while the Aegis is in place, the Five-Meral Shrike
can take no other actions other than to move at the greatly reduced rate of 10 yards per turn and to collect Essence. The
Five-Metal Shrike uses the Aegis of the Unconquered Sun to hide deep within fiery fonts in the Southern wilderness while
regaining its Essence.

FLIGHT OF THE SHOOTING STARS

Cost: 20 motes per hour

To be able to span the world in a day, the sorcerers gave the Five-Metal Shrike extraordinary flight speeds. The Five-Metal
Shrike folds its wings fully back, closes its beak and shutters its turrets in one turn, and the next turn, it accelerates to 500 miles
per hour. Like the Aegis and the Godspear, this ability precludes the use of all other abilities except for Luna’s Magnanimity.

THE GODSPEAR OF THE FIVE-METAL SHRIKE

Cost: 100 motes

The starmetal sails on the Five-Metal Shrike collect Essence to power the massive ship’s engines and weapons. Once
per scene, at the Storyteller’s discretion, the Five-Metal Shrike may activate its greatest weapon, a tremendous cannon of
blinding energy. It destroys cities. It can level a mountain. Anyone within the area targeted by the Godspear is destroyed
utterly unless he has a suitable defense.

The Godspear takes three turns to activate. During that time, it may not use any other Charms, and the use of other
Charms precludes the activation of the Godspear. On the first turn, the Five-Metal Shrike deactivates all of its other
Charms. On the second turn, the beak opens, and light begins to gather at its mouth. A wide beam of light blasts forth on
the third turn.

The Godspear targets an initial radius of 25 yards. Anything within that radius is vaporized. On the turn after the
Godspear destroys this initial target area, a shockwave of heat and light bursts forth, dealing 80L damage to everything
within 500 yards of the target.

The Godspear’s annihilating blast can only be defended against by perfect defenses. Heavenly Guardian Defense can parry
the Godspear, but only for the character, and mortal weapons would surely perish from it. Adamant Skin Technique and
Bottomless Depths Defense will absorb all damage as usual. Seven Shadow Evasion cannot protect a character, however, since
the area of effect is so vast. The shockwave can be defended against by any of the defensive techniques listed above, including
Seven Shadow Evasion, or it can be parried conventionally as a 20 success attack. The shockwave cannot be dodged.

No force in Creation can make a counterattack against the Godspear’s wrath, except perhaps one of the Celestial Gods
or the Five Elemental Dragons. The Godspear cannot target characters closer than 10 yards, and while under autonomous
control, the Shrike will not fire the weapon downward.

THE GRASP OF THE MAIDENS

Cost: None

The Five-Metal Shrike spreads its starmetal wings wide, and the Essence that flows through the world is caught in their
great span. Each turn that a mainsail is fully extended, it catches 5 motes of Essence. Each turn a lesser sail is extended, it catches
1 motes. There are five mainsails, arrayed evenly about the body just behind the beak, and eight lesser sails toward the tail, for
a total Essence gain of 41 motes per turn. Each sail, when at rest, covers a section of jade hull that was not covered by orichalcum.

LUNA"S MAGNANIMITY

Cost: 15 motes per health level

When at rest, the Five-Metal Shrike may regenerate its damaged parts at a rate of five health levels per week. The
moonsilver that lines the inside of the Five-Metal Shrike not only connects the soul vessel to the ship, but also channels
the healing blessing of Luna. This requires a tremendous amount of time and Essence, however. During such repairs, thin
tendrils of moonsilver reach across the damaged region and form a web-like skeleton. Then, the Magical Material that
formed the destroyed or damaged piece being regenerated flows like liquid across this webbing, until the structure is fully
repaired. The Five-Metal Shrike can only repair one structure at a time, but it can activate this ability along with any other
ability save the Aegis of the Unconquered Sun or the Godspear.



CONTROLLING THE FIVE-METAL SHRIKE

The Five-Meral Shrike was constructed to be crewed by five Exalred. To this end, the creators made the ship
into a mobile Manse. Each position to be'erewed requires a Hearthstone to activate it, except the captain’s
position. The captain of the Five Metal Shrike attunes himself to the captured soul in the jade pillar at the center
of the control room by concentrating on it for 10 minutes and committing 20 motes of Essence. It all five positions
are crewed by Exalted, then the soul vessel may be removed and carried with the captain. Otherwise, the soul must
remain in place to help the captain control the autonomous functions. For each position left unfilled, the captain
must commit an additional 10 motes of Essence during attunement to control the ship, up to a maximum of 60
motes of Essence.,

Each Hearthstone required for the four auxiliary positions are located in Manses hidden across the four
corners of the world. Anyone attuned to one of these Manses and holding its Hearthstone can sense the presence
of the other three Manses, as well as the location of the Five-Metal Shrike. The captain, once attuned to the ship,
can instantly locate any of the other four Manses or the holders of the Hearthstones.

SHIP MAINTENANCE AND REPAIR

While the Luna’s Magnanimity Charm is potent and keeps the Five-Metal Shrike functioning, it can take
years for the ship to heal from one battle. Characters controlling the ship would need to effect repairs and general
maintenance if they wished to keep the Five-Metal Shrike out of dry dock for that period.

The costs of maintenance and repair are exorbitant, however. The ship is entirely built of the Five Magical
Materials, and it is possible that there is not enough of these in the world to continually repair the ship. The
Essence engine is capable of synthesizing its own repair materials, but the presence of the engineer and the Stone
of Mechanical Gestalt is required. _ |

Each time the Shrike flies, it requireseither a month of regeneration to heal or Resources ® ® ® ® @ 5351 for
general maintenance. In addition, an auxiliary crew of at least 10 technicians, each with a Craft, Lore and Occult
Ability of 3 or higher, is required. Approximately 1,000 puunda of raw materials — gems and Magical Materials
— are needed for eachsound of maintenance. 4.

Repairs of damage incurred during combat are considerably more expensive. [t is a resources ® ® ® @ effort
to repair every health level of damage, plus atoral of 10 man-hours from the technicians. Maintenance and repair

also require that the captain and engineer positions be filled.

PiLor

The pilot sits at the frone-most position within the control center. There is a seat with a waist-high control
panel in front of it that has a place for a Hearthstone. When set, the Stone of Aerial Acuity causes this control
panel o light up and for two rods to emerge. The pilot steers the Five-Metal Shrike by placing his hands on these
rods and concentrating.

The Pilot’s Manse is located to the North, in the mountains east of Diamond Hearth. The Stone of Aerial
Acuity is a level three Hearthstone and allows the pilot of the Five-Metal Shrike to maneuver the ship using his
Dexterity + Sail pool, adding three dice. The bearer of this gem floats with his feet an inch off the ground at all
times, placing no weight on the ground. There is no trigger for this auxiliary ability.

GUNNER

The gunner sits to the left and behind the pilot, facing a wall. There is a place to mount the Argus Gem in
the wall, and two recesses open up in which the character places his hands: When the character is positioned, he
can sense all targets around the ship within 50 yards and aim the external turrets at them. He can also target and
fire the Godspear once every scene. The character uses his Thrown or Archery Ability and adds three dice when
attacking with the weapons of the Five-Metal Shrike. Each of the weapons attacks at the gunner’s full dice pool.

The Gunner's Manse is located in an abandoned mine just south of Gem. It contains a level three hearthstone
called the Argus Gem, a cluster of red orbs that each bear a black circle on them. The bearer of the Argus Gem
has a preternatural awareness of his surroundings. Add two automatic successes to any Perception + Awareness
roll when the gunner is attempting to sense attackers within 20 yards around him.
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INAVIGATOR

The navigator of the Five-Metal Shrike sits beside the pilot, at a similar control panel angled to the right and
back. The navigator places the Cartic Anaglyph into the control panel to gain access to the most complete maps
of Creation in existence. These maps feature every geological and geographical detail imaginable, except for
names. The creators of the Five-Metal Shrike devised a way to trace the flow of Essence through the world and
used it to fill in the map. Every mountain, city, river, village and forest has a unique flow of Essence that allows
it to be identified. The navigator’s player can make an Intelligence + Investigation roll for her character to locate
familiar features or to discern a location. The difficulty of this roll is based on how familiar the navigator is with
the location she is trying to find. Her home, Nexus, the Elemental Poles and the Imperial City would have a
difficulty of 1 to find. Villages that have a notable landmark, small cities or common geographical features would
have a difficulty of 3. Lost ruins mentioned only in song or legend, the hidden fortress of a Lunar Exalt and moving
ships or caravans would have a difficulty of 5. Wyld zones cannot be mapped.

Creation is vast, and making attempts to find locations requires two turns of concentration for every level of
difficulty. A failed roll may be retried in another scene, and botches reveal misleading and possibly catastmphm
information.

The Navigator's Manse is located in an air-filled sea cave 1,000 miles due West of the Blessed Isle. The Carric
Anaglyph, a level three Hearthstone, is set near the center of a floor mosaic depicting an impressionistic map of
Creation, at the exact point that the Manse lies. It is a square, translucent salt crystal with an engraving of a bird
on one side and a snake on the other. Whenheld up to the light, the images transpose to form a battle scene. The
bearer of the Cartic Anaglyph always knows how far she has traveled in a day and in what direction fr:c:m the pﬂlnt
she started. This ability has no trigger. 3

o

ENGINEER wim

: ol

The engineer’s pm;jtu:-n is next to the Easence engine in the rear of the ship. She places the Stone 'Df
Mechanical Gestalt into a socket on the wﬁ;l to activate her position. Onge activated, the engineer is aware of
the condition of the Five-Metal Shrike and its crew. The engineer can monitor through concentration how many
health levels of damage the ship or the crew has taken, how much Essence is available in the engine and wher&
the crew and passengers are located. It takes one turn of concentration to reveal each piece of information.

The Engineer may also direct the automated repair systems of the Five-Metal Shrike. To do this, she

concentrates on the damaged portion of the ship and spends 5 motes of her own Essence. The ship matches this
expenditure of Essence, and for each turn the Essence is spent, two health levels of damage are removed. As long
as the engineer spends Essence in this manner, the targeted portion of the ship will continue to function, even if
it has received enough damage to disable or destroy it.

The engineer may also use the Essence engine to synthesize raw materials for the repair of the Five-Metal
Shrike. To do so, she must feed the engine 10 pounds of raw, precious, non-magigal gems or rare metals to produce
one pound of Magical Material. This requires an Intelligence + Craft roll with a difficulty of 5. It takes one day
per pound of material synthesized, and the Material must be used to repair the ship or it becomes inert and non-
magical after a week. Every pound of Magical Material can repair three health levels of dam% - i

The Engineer’s Manse is located in the unpopulated forests East of Larjyn. The Stone of Mec ¥ cal Gestalt
is a level four Hearthstone that grows as a trefoil leaf from a shrulyin thé'eenter of the Manse and is a thin tortoise
shell laced with a delicate crosshatch pattern of silver. The bearer of the Stone of Mechanical Gestalemay-add
three dice to any Craft or Lore roll ro understand First Age artifacts and one die to all other Craft rolls. This ability
is triggered automatically when any such roll is made.




front of the ship, and three guard the Essence engine in
the aft engine room.

FuUrNACE RHINO

Description: The dry foothills east of Gem are
strewn with volcanic debris and ejecta, molten matter
cast up from the bowels of Creation and left to cool in the
blazing heat of the sun. Among the shards of
obsidian, basalt and pumice, one finds rare

gemstones and ores — wealth enough to R 1 e
- '._- r ?"’il L

attract the attention of Gem's mer-
chant class. Unfortunately for the
prospectors sent to collect the
minerals, the debris fields

also attract a differ-

ent sort of
consumer: the
mighty furnace
rhinos of the
Southern
plains.

A fur-

n ace
rhino is a
huge beast,
some seven
to eight feet
tall at the
shoulder and
13 to 15 feet long.
Dominating its fea-
tures are two massive
horns, jutting side-
by-side from the tip
of the creature's
snout. And vyet,
the size of the fur-
nace rhino's horns

is not their most
impressive feature. Those observers lucky enough not
to be on the receiving end of a furnace rhino charge
claim rthat the horns are made, not of bone, but of
metal!

Moreover, the horns are not just any metal. A
furnace rhino’s horns consist of an alloy of steel and one
of the Five Magical Materials. The specific Material
present in the horns varies from animal to animal, its
type largely dependent on the furnace rhino’s range
and habitat. Since the rhinos prefer volcanic terrain,
red and white jade are the two most common horn
Materials. Orichalcum is a close third: The furnace
rhino is somehow able to internally refine mundane
gold into the Sun's chosen metal. Black and green jade
are extremely rare possibilities, while blue jade is effec-

tively impossible to find in a rhino’s horns (as family
units never wander from the lower slopes of Southern
mountains). Occasionally, a furnace rhino has been
found with moonsilver horns, generally implying that
the beast has spent some time grazing in a patch of
Wyld. Starmetal is scarcer still, and a set of soulsteel
horns would require the domestication ot such a

beast by one of the Deathlords, an event that

s does not yet seem to have come to pass.

No one is quite sure of the reason for the
horns' magical nature, but enough accounts
of furnace rhinos exist for savants to con-
struct a working hypothesis. Prospectors
and local herdsmen report seeing fur-
nace rhinos slowly moving through a

debris field, feeding on the min-
eral remains, grinding the
rocks up with teeth that
appear to be made of
an unknown meral.
Those few humans
who have sur-
vived a close
encounter with
a furnace rhino
also report in-
tense waves of
heat emanating
from the
creature’s hide.

Scholars surmise that the rhino lives on stone
and metal ore, transforming its rocky meals into
intensely strong bones, teeth and nails. The mysteri-
ous horns appear to stem from trace elements of
whatever Magical Material happens to be found within
an individual rhino’s customary range. The furnace
rhino’s stomach, it is believed, functions like a mas-
sive smelter, reducing its dinner to molten ore and
then somehow channeling the relevant minerals to
the appropriate organs.

Needless to say, Gem’s merchants have not failed to
notice the economic opportunities presented by a fur-
nace rhino. Alchemists and sorcerers would pay dearly to
uncover the secrets of the beast’s digestive tract, and the
Dragon-Blooded of the Realm are always looking for new
sources of jade. The furnace rhino’s ability to transmute
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even miniscule amounts of a Magical Material into its
giant horns even suggests the possibility of taming a herd
and setting them to grazing on otherwise worthless jade
mine tailings. Surviving First Age records suggest that
the Anathema once did similarly, hunting those rhinos
bearing orichalcum horns into near-extinction.

Killing a furnace rhino is no easy task, however. The
same process that creates the animal’s horns and teeth
also affects its skin: The hide of a furnace rhino is laced
with metals, easily surpassing the protective capabilities
of its more mundane cousins. Ordinary blades and points
shatter against a rhino’s side. Nor are its small eyes any
easier to damage: Archers report that their arrows have
been known to bounce off one of a thino's gem-like eyes.
Indeed, the best way to kill a furnace rhino is to fight fire
with fire: A weapon made from one of the Five Magical
Materials is the only tool capable of reliably piercing the
beast’s hide and bringing it down.

Provided that the weapon’s wielder is able to with-
stand the attack of an angry furnace rhino, that is.

The species is notoriously bad-tempered, charging
nearby humans at the slightest provocation. Most fur-
nace thino hunts end with massive causalities among the
ranks of the hunting party. Gem's merchants prefer to
hunt the rhinos with large numbers of slaves: The bounty
that comes with the successful capture or kill of a furnace
thino far outweighs the cost of a dozen or so dead slaves.
Outcaste Dragon-Bloods who live in Gem sometimes
hire themselves out as guides and hunters.

And then, there are the Great Hunts, grand-scale
expeditions organized on a yearly basis by Dragon-Blooded
notables from the sarrapial administratrions of the South
and even the Blessed [sle. The Great Hunts are an
occasion for celebration as entire households travel to
Gem and its environs for the hunting season. The rhinos
are stalked in the morning, while the temperature is
relatively cool. In the evenings, when the hunt is over for
the day, the villas of Gem glitter with the light of a
hundred parties. During these festivities, deals are made,
marriages are arranged, and a great many fates are sealed.
In many ways, the annual furnace rhino hunt is part of

the glue that binds the Dragon-Blooded elites of the
South rogether.

Attributes: Strength 10, Dexterity 3, Stamina 8, Cha-
risma 0, Manipulation 0, Appearance Z, Perception Z,
Intelligence 1, Wits 2

Virtues: Compassion 1, Conviction 3, Temperance 1,
Valor 4

Abilities: Athletics 3, Awareness 2, Brawl 3, Dodge 1,
Presence 2, Resistance 3

Base Initiative: 5

Attack:
Gore*: Speed 6 Accuracy 6 Damage 18L Defense 6

Trample: Speed 3 Accuracy 8 Damage 12L Defense 4
* Also gains the appropriate Magical Material bonus.

Dodge Pool: 4 Soak: 12L/20B (Metallic hide, 12L/
12B%)

* lgnores attacks doing less than 6L/12B.

Willpower: 5 Health Levels: -0/-0/-0/-0/-1/-1/-1/
-2/-2/-4/Incap

Essence: 3

Other Notes: Bleeds as an Exalt. Is a heroic character,
and may perform stunts. Its horn and armor are made of
one of the Five Magical Materials for the purposes of
effects that require or exclude that material.

HARVESTING FURNACE RHINOS

Once hunters have managed to track down
and slay a furnace rhino, they have a veritable
cornucopia of mineral resources at their beck and
call. Mystical metal horns, fine steel bones, gem-
stone eyes — the furnace rhino contains them
all. Of course, skinning the beast is itself an
adventure. Its blood is molten and can burn the
skin right off of a careless harvester, and for this
reason, the Dragon-Blooded prefer to have slaves
handle this step of the process. Asbestos gloves
and aprons are required. It’s also important that

l the harvesting be done before the corpse cools: If

the hunters wait too long to separate the various
organs, they will have a large, rhino-sized lump of
inflexible metal at their feet.

Furnace rhino parts most definitely qualify
as exotic materials available for use in the con-
struction of wonders. Players will have far more ‘
original and twisted ideas for ways to take advan-
tage of their freshly killed furnace rhino than we
can provide, and Storytellers should take advan-
tage of their creativity in adjudicating wonder
creation. Nevertheless, afew guidelines are worth I
mentioning. A furnace rhino’s plate-like hide
can be turned in armor for humans and Exalted
alike. A single rhino can provide enough hide for
the equivalent of two suits of superheavy plate
armor or several flame- and heat-resistant shields
(this protection against the elements applies to
rhino-hide suits of armor as well). A rhino’s
horns can be melted down to produce about two
daiklaves' worth of Magical Matenal (the amount
roughly corresponds to four levels of Artifact).
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* CREATURES ¢

HouND OF AUTOCHTHON

Description: Legends of the origins of Autochthon’s
hounds differ. One once popular tale (now almost forgot-
ten) speaks of Autochthon finding the hounds as pups in
the Wyld, taming them and making them his hunting
pack. Believers of this legend say that humans emulared
Autochthon with the pups of wolves and omen dogs,
creating the first domesticated hunters in tribute to the
Maker of Tools, and that every time another beast is
domesticated, it is an act of worship to Autochthon.
Another tale claims that Autochthon emulated his
pupils in this; on seeing a young shepherd and his new
pack of herding dogs (tales differ; some claim it was a
huntsman's pack or a patrol and their war dogs), Autoch-
thon decided that he needed a hunting pack and set to
building himself one. In either case, these great beasts
have been associated with Autochthon from time imme-
morial, and a handful still roam Creation to this day.

The hounds physically resemble great dogs, stand-
ing 10 feet or more at the shoulder. There are five distinct
“breeds,” one for each of the Five Magical Materials, but
contrary to some opinion and mythology, they are not
made of the Five Materials, save for their eyes, which are
spheres of pure Magical Material.

At one time, there were at least five of each breed of
hound, but over the centuries, fewer and fewer have been
seen with each sighting, and most recent reports of them
speak of only nine in the pack, although reports of single
hounds or matched pairs cannot be discounted and
suggest that more of them may still live. Those that
remain have been spotted throughout Creation, hunting
after unknown (or unknowable) prey. They have, on
occasion, been known to help those in need of assistance
against some great foe or threat. Usually, this is some
great Wyld beast or ancient behemoth. However, the
hounds take no mortal nor little god as a master or owner,
and any attempt to keep them prisoner inevitably fails;
they can be killed or released but not bound for any
appreciable period of time.

Attributes: Strength 10, Dexterity 3, Stamina 10, Cha-
risma 2, Manipulation 1, Appearance 3, Perception 4,
Intelligence 2, Wits 4

Virtues: Compassion £, Conviction 3, Temperance Z,
Valor 4

Abilities: Athletics 3 (Running +1), Awareness 4 (Sharp
Sight +1, Spot Ambush +1, Track +1), Brawl 3 (Biting
+1, Claw +1), Dodge 3, Endurance 2, Presence 2 (In-
timidate +1), Resistance 3, Stealth 3 (Ambush +2, Hide
in Plain Sight +1)




Supernatural Powers: Inevitable Escape, Regeneration,
Wyld Resistance

Base Initiative: 7

Attack:

Bite: Speed 7 Accuracy 6 Damage 11L Defense 6
Claw: Speed 8 Accuracy 8 Damage 10L Defense 7
Dodge Pool: 6 Soak: 10L/20B (Supernatural skin,
5L/10B)
Willpower: 7
1/-2/-2[-4/-4[Incap
Essence: 6

Other Notes: The hounds of Autochthon are immune
to poisons, diseases, small fires, inclement weather and
so on. They regenerate 1L per scene (15 to 20 minutes).

Health Levels: -0/-0/-0/-1/-1/-1/-

THEe Five BREEDS

Sun Dog:

With glittering eyes of yellow fire, tan coats, lion-
like manes and a stocky build, the orichalcum hunters
have a howl that can be heard for miles. Sun dogs are
agile and rough, having Dexterity 4 and 15L/25B (Golden
skin, 10L/15B) soak.

Moon Dog:

Fluid and swift, moon dogs are coursing hounds with
dapple-gray coats, long builds and whip-like tails. They
can run at double normal speed for days without tiring
and flow in and out of combat as if in dreams, adding two
dice to their Dodge pool.

Stone Dog:

Smaller than the other breeds, but fast and agile,
the stone dogs have thick variegated coats and eyes that
shift between the different colors of jade. Their shorr,
powerful bodies emphasize quick movement and reac-
tions over power or endurance, making them fierce
battlers. Stone dogs have a base Initiative of 12 (+5 to
the Speed of all atracks).

Starhound:

With their thick, dusky gray coats and subtle builds,
Autochthon’s starmetal hounds are rarely seen. Their
attacks are cunning and accurate, doing +2L damage,
and they add two dice to their Stealth pool, having an
innate ability to be where others aren’t looking.

Nighthound:

Pitch black of coat and eye, these powerful mastiffs
are clearly related to sun dogs. Silent killers, the
nighthounds make no sound at all, even when in pain or
on death’s door. Their bite is chill and grim, draining 3
motes of Essence from their victim every time they make
an attack that deals a level of damage. They have 15L/
25B soak (Soulsteel skin, 10L/15B).
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INEVITABLE ESCAPE

The Hounds of Autochthon are able to escape
from any trap or pen, given time. They can chew
through any binding, break down any gate or dig
out of any pit. If surrounded by a truly inescapable
trap, they simply vanish, with no sign of how they
escaped. Even magical bonds will eventually fall
away if not kept carefully, although this can take
decades or even centuries, rather than days. Rolls
the creature’s Willpower each time period (as
shown below); if it achieves five successes, it man-
ages to free itself.

Period
Day
Week

Nature of the trap

Simple man-made traps or bindings
Extremely sophisticated bindings, or
brute force traps (for example,
trapping a creature in a box canyon,
then collapsing the only entrance)
Traps utilizing powerful mortal
sorceries, or simple Charms or
one-dot artifacts (for example, First
Age slave collars or magically
enhanced ropes)

Bindings made with Terrestrial or
Celestial Circle sorceries, or powerful
artifacts (Artifact ®® or **®)
Bindings forged with the use of
sorceries of the Solar Circle, or the

most powerful of artifacts (*®®® or
sesse )

Month

Year

Decade

A prison made with the assistance of
singularartifacts created solely for the
purpose of binding and entrapping, or
ancient artifacts of amazing power

Century




MUKADE, THE BLACK-]IRON CENTIPEDE

Description: Deep in the jungles of the Southeast lives
the beast known only as Mukade, the Black-Iron Centi-
pede. Although some claimitisacreation of the Yozis, most
scholars who have heard of it believe it is a hideous
expression of the extents to which the Wyld can taint and
warp creatures of Creation.

And warped Mukade certainly is. Stretching nearly
150 feet from the tips of his antennae to the lethal
spines in his tail and weighing several tons,
Mukade is a centipede of truly mammoth
proportions. lts heavy armor plates and
features appear to be carved out of pol-
ished black iron, but Mukade moves
withaspeed andsilence that belies his
massive construction. Most disturb-
ing is the face of the Mukade, which,
while indistinctand distorted, isstill
recognizable as human behind the
pincers and the insect eyes.

Mukade is a clever hunter,
careful toavoid attracting toomuch
attention from the Wyld Hunt or
others who would try tostop
him (and might acrually
have the power to do so).
This has worked, so far. His
hunger grows ever greater,
however, and his control
lapses more frequently asthe years
pass.

Attributes: Strength 14, Dexterity 4, Stamina 20, Cha-
risma 2, Manipulation 4, Appearance 1, Perception 3,
[ntelligence 2, Wits 3

Virtues: Compassion 1, Conviction 4, Temperance 1,
Valor 5

Abilities: Archery 3 (Spit Poison +2), Athletics 5, Aware-
ness 3, Brawl 5 (Bite +2, Claw +1), Dodge 3, Endurance 3,
Linguistics (Native: Old Realm; Flametongue, Guild Cant,
High Realm, Low Realm) 4, Lore 2 (Puzzles +2, Riddles

MUKADE’S VENOM

equal to the amount the roll was failed by.
they are at —6 on all dice pools.

Venom Type Diff. Success
Mukade's Venom 5 3L

Lesser mortalsdie in writhingagony aftera number of turns equal to their Stamina + Resistance; during this time,

Failure
2L rurn

+1), Presence 5 (Intimidation +2 ), Resistance 5, Stealth 2
(Rapid Ambush +1)
Supernatural Powers: Mukade's Venom
Base Initiative: 6
Attack:
Bite: Speed 8 Accuracy 7 Damage 181 Defense 6
Claw: Speed 9 Accuracy 9 Damage 14L Defense 7
Sting: Speed 6 Accuracy 8 Damage 12L*
+ venom Defense 6
Acid Spit: Speed 10 Accuracy 11 Dam-
age 24L**

* Halve the lethal soak of the target’s

armor.

#*Mukade can only spit every third

turn, out to a maximum range of 80

yards.

Dodge Pool: 7 Soak:
(Black iron skin, 10L/10B)
* Tortally ignores attacks doing 10L/20B or less.
Willpower: 10 Health Levels: -0x 6/-1 x 6/-2 x 6/-
4 x 4/Incap
Essence: 6
Other Notes: Mukade can make up ro four claw attacks or
two claw attacks and a tail sting attack and a bite or a spit
attack in a single turn without suffering mul-
tiple-action penalties. He cansacrifice
any one of these actions for a
full dodge but cannotdoso
more than once per turn.
These attacks can be onup
to three different rargets. Mukade regenerates 1L per turn.
Mukade can only remain outside of the Wyld for a week
before he must return to the Bordermarches. Otherwise, he
will begin taking non-soakable lethal damage at the rate of
one health level per day until he has reentered the Wyld.
Regeneration does not heal this damage. While normally
interested only in feeding his horrendous appetite, Mukade
can sometimes be distracted by games of chance, riddles or
flattery; typically, the harder or more original the puzzle, the
more likely Mukade is to spare the life of the one posing .

20L/30B*

g

Mukade's tail stinger is hideously toxic; even the stoutest Exalt has reason to worry, and the mightiest of demons
quail at the thought of hissting. Even Mukade is cautious with his poison; prey fouled with itis instantly made inedible,
and even Mukade is not sure if he is immune to his own venom (although he would never admit this fact). Players
of Exalted, God-Blooded and spirits can make a Stamina + Resistance roll against the poison; the difficuley is 5. If

- successful, the victimstill suffers a -4 dice penalty toall actions that lasts for anumber of hours equal to 12 - the number
of successesrolled. If the roll is failed, the victim suffers three levels of lethal damage each turn for a numberof turns

Duration/Penalty

-4/(12 - successesscored) hours




RAPACE acknowledge them as greater predators) and will flee from
them or fall down trembling in their presence.

Rapaces are capable of interbreeding with humans
and do so when they get the chance, during raids on human
tribes or if they catch a human out alone in their territory.
They seem to see no real difference between humans and
themselves and will even attempt to forcibly “adopt”

human children into their clans — though such
children rarely survive for long, as they are unable
to adapt to rapace ways unless they are raken at
a very young age. A child with rapace blood

will be basically human, but he will always

Description: These creatures have been described as
the land equivalent to sharks; proud, arrogant creatures,
ready to respond at the slightest scent of blood. Rapaces are
hairless giant apes, with pale skin slicked by the green
lichen of their tropical homelands and yellow, slitted
feline eyes. They dwell in the swamps along the South-
western coasts, living in extended clans ruled by the
strongest among them. The rapaces live off the flesh

of their prey, only eating fruits and roots on the
rarest of occasions. In times of true famine, they
even turn upon the weakest members of their
clan and devour them.

[t is uncertain whether the

retain something of his parent’s bloodlust
and ferocity and is likely to be hairless

_ and have oddly colored eyes —
rapaces were originally an

inbred group of humans
who were warped by the
Wyld into something
more ferocious

he will certainly have
pointed teeth and claws.
Such children are usu-

ally exposed at birth

1E by their human
and vicious

or a type of
ape  that
shed its hair
and developed £
a near-human
physique. They go

naked and do notuse
weapons, but they are

mothers. Half-
blood rapace
children
reared in-
side 1
rapace
tribe will
act like
their rapace

capable of working togetherextremely
e OTKINg tog ’ parents and may never develop

well, and their most cunning warriors : : . :
ell, and HAk : a fully human intelligence, barred from any

-an plan simple yet effective strategies when ; :
e S e b pit chance to interact with normal humans. Nobody has ever

attacking villages. This tendency to abstract thought in- : .
ttacking &* s He attempted (or yet been foolish enough to attempt) to raise

cludes the ability to understand rough numbers (basically, rapace child swiy from thie ribe
Attributes: Strength 4, Dexterity 4, Stamina 3, Charisma
1, Manipulation 2, Appearance 1, Perception 4, Intelli-
gence 2, Wits 4
=7 : Virtues: Compassion 1, Conviction 3, Temperance Z,
speed), they are willing to a-‘zlh_m-' truly cunning rapaces t0  y7.1. .
[ﬂ.lmln ntEaa::.k:alnnlhunmn |-|-1hcs¢.bu-r:.hurgmuzcﬁ raidstendto A gy o A hletics R e R
be isolated incidences, though, only occurring when the Endurarge 3. Medicine 1, Bresetice 2; Resistance 3. So-
cialize 1, Stealth 3, Survival 2 (Jungles +1)
or lunar eclipse. Base Initiative: 6

The rapaces live in the branches of trees; they dislike 4.0 1.,
spending time at ground level for the practical reason that Bite: Speed 6 Accuracy 6 Damage 4L Defense 6

the marshes are dangerous and that there are many other Purich: Speéd 7-Accurscy 7 Darntige 5B Defense 7
predators in the area. During winter, they huddle together Dodge Hiphe Soak: 41 /6B

for warmth and have even been known to spare humans in Willpower: 6 Healéh Levals: -0L0L0/ [21/-1/-2]-
order to keep them as breeders, caregivers for children and 9314 heap

sources of heat. Normally, the children of the clan are

“none,” “some” and “lots”) and the concept of “you go
here, they go there, then attack.” While the physically
strongest of the clan will invariably be the leader, whether
male or female (there is no gender difference in strength or

rapaces have a driving need for food or to celebrate asolar

: Essence: 1
-ared for by the -r members and raise wnally in
cared y the older memb ed communally Oibici Nbtes: Note

a rough, vicious lifestyle that kills one out of every three
young rapaces before they are five years old. Rapaces are
not intelligent enough to express any concept of theology,
but they recognize the power of forest spirits (or, art least,

Mm
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SANDSWIMMER

Description: The Southern deserts support a surprising
number of creatures, most of them adapted to life in their
harsh conditions. Sandswimmers are one of the region’s
more unusual denizens and among the best adapred as well.
These creatures are seldom seen, both because they live in
the deep desert and because they move just beneath the
desertsand’ssurface. Generally, the only hint of

their presence isaripple in the sand itself -W
. ¥ = i . e =
and a quick flash of spines jutting up in the ﬁ

s

o

center of the disturbance and then
disappearing again. 3

Sandswimmers look likean '
unnatural cross berween acrab,
ascorpion and a snake. Their
long, sinuous bodies are cov-
ered in a hard, segmented
shell. A row of spines runs
from between the eyes, up
the triangular, snake-like
head to the base of the neck.
Thesandswimmer hassix
limbs, the front two
equipped with crab-like
pincers and the back
ones with wide fins —
the middle legshave asmaller
set of fins, tapering to end in a
sharp point. And the tail narrows toward the end and then
widens again into a scorpion's sting.

Thesandswimmer getsitsname because it moves through
sand as easily asa fish moves through water, glidingalong as
if the sand were liquid. Apparently, the creaturescan breathe
insand as well, for their heads are often beneath the surface,
though they can breathe air and sometimes swim with their
headsaboveground, particularly when in battle.

[n combat, a sandswimmer is deadly. Its front pincers
are fast and sharp, its tail stinger is venomous, and its fanged
bite contains poison as well. These creatures travel in small
packs, four to twelve creatures in all, and generally circle
their prey, attacking from all sides at once. Once subdued,
prey are pulled under the surface and suffocated, then torn
apart by the pack.

Dune People sometimes seek out sandswimmers for
capture and taming. The beasts are as intelligent as horses
and can be extremely loyal if handled properly. They make
excellent desert mounts, as they are fast (movement of 40
yards, 120yardsforsprinting), dangerousand immune to the
desertheat. Also, because they move primarily through the
sand, rather than on the surface, sandswimmers can feel
vibrations, allowing them todetect the approach of men or
beasts from up to a mile away. This ability requires an
opposed roll, the sandswimmer’s Perception + Awareness +
specialty (13 dice) versus the character’s Dexterity + Sur-

-

"i

vival or Stealth. If more than one character is present, each
playerrolls, and the lowest score isused
sandswimmer to locate the entire group, so the characters of
those whose rolls were higher might personally escape
notice. Note that this form of detection only works on
characters who touch the ground. Within 50 yards, the
sandswimmer gains a +4 to these rolls. Characters who
cannot be tracked without magic are immune to the
sandswimmer’s vibration sense.
Attributes: Strength 6, Dexterity 4, Stamina 5, Charisma
0, Manlpulatmnﬂ Appearance 0, Perception 5, Intelli-
A7 gence 1, Wits 3
Virtues: Compassion 2, Con-
s viction 3, Temperance 2,
Valor 4
Abilities: Athletics 3,
Awareness 4 (Vibra-
tions +4), Brawl 3,
Dodge 4, Endurance 2,
Stealth 4, Survival 4
Base Initiative: 6
Attack:
Bite: Speed 6 Accu-
racy 6 Damage 6L +
.\ poison* Defense8
4 | Pincer: Speed 6
1 { Accuracy8 Dam-
age L Defense 8
Sting: Speed 10 Accuracy 6 Damage 3L +
poison®* Defense 4
*Difficulty 2, Success 2L, Failure 4L, Duration/Penalty 4
hours/-3
**Difficulty 1, Success 1L, Failure 3L, Duration/Penalty 3
hours/-2

Dodge Pool: 5 Soak: 5L/7B (Shell, 5L/5B)
Willpower: 5 Health Levels: -0/-0/-1/-1/-2/-2/-4/
Incap

Essence: 1

Other Notes: Sandswimmer shells make excellent desert
armor, lightweight butdurable and the same coloras the sand
(Soak:5L/6B, Mobility Penalty: -1, Fatigue: 1). The poison
in the creatures’ fangs and stingers can be stored and used on
weapons (use the values listed above ), and the stinger itself
makes an excellent natural knife (+1 to damage). Some
desert craftsmen can fashion the entire stinger into adagger,
with the poison sacstill in the handle (knife damage + 1L +
poison), and these weapons are favored by Southern assas-
sins, though the poison lasts only for three strikes.
Sandswimmerscannotactually breathe insand, but theycan
hold their breath for five hours at a time. They also cannot
see in sand, but their eyes are almost useless even above
ground — they rely on their exceptional hearing to locate
prey, both through sound and vibration.
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SAYLA, THE YELLOW WYRM Sayla has lived at the Southern edge of Creation
i since the First Age. Men have long called her the

Yellow Wyrm, while the spirit courts honor her with
her proper name. The serpentine behemoth guards one
of the greatest caches of yasal in Creation, buried and
scattered beneath the sands
of a vast crater. A handful of
minor spirits aid Sayla, at
the behest of the spirit

Description: Far to the south, the open desert
grows unbearably hot, and only the most skilled or
crazed gem-seekers hunt for the rare jewels that lie
beneath the sands. One of the most treasured stones
sold in the markets of Gem and Paragon is the unusual
vasal crystal, whose yellow facets have the power to

entrap spirits and harness their power. Even the “A‘

most veteran of jewel hunt-

| . W courts, determined to help her
ers must search vast areas . :
s mus chva as 4‘ ‘% keep the yellow stones from fall-

o recover only a tin . .
reco ly y 9 ing into the hands of mortals.

':Zﬂlllhﬂ ﬂ'fthfi? iﬂ‘ffled' 4 ’ Other spirits serve her less
ibly  valuable ‘n —— illingly, forced into
ol wnd thie A & ‘ / _ willingly, forcedin

wise keep their
favored A

very jewels
they protect.
Further-
more, the

slavery by the
search areas

secret from

everyone. rerrible
Never- W yrm
theless, the cC Oom -
excesses mands a
of those “ veritable
w h © legion of
find sud- ragged
__ aggec
d & n{ ghosts whose
wealth bones rest be-
can be neath the
great sands or
indeed,

+ whose re-
( f{:, Y mains lie
TS within her
lair. Sayla’s
P\ lair is a po-
¥ Jrous low
@/ lying mass of
stone at the
center of the
crater riddled
with rtunnels
/J and chambers
carved by her own claws or at her behest by centuries of
spiritual servants.

Sayla is easily 40 feet long, with sand-colored scales
as tough as a chain shirt, manipulative, four-taloned feet
and a deadly array of vellow fangs. Her claws and teeth
are translucent and pale amber in hue like the precious
gems over which she watches, and those who find
themselves too close to these deadly weapons may catch
a glimpse of the souls trapped within. Sayla has little
regard for mortals, considering them nothing but greed-
filled jewel thieves. Nevertheless, the dusty-scaled
behemoth will speak to victims, usually paralyzed in fear

and rumors say that certain
dreamstones circulating

about the city of Gem
contain visions of a great g
dustbowl far to the south

f s L = Fi = - = =Y & iI‘ . »
uhere?aaall crystals lie scattered )  / TP
on the windblown hardpan. SNy f >

N ﬁ}
Supposedly, those who have A -‘p

, i _ ; T AL V:
died of thirst, accidentand foul  f6 = .
play haunt the desolate sands, ‘f \y u|
and the jewels customarily re-
turn to Gem already filled with gaunt specters.
Often, these hungry ghosts babble incessantly of the
“Yellow Wyrm."

A clever treasure seeker who captured the right
dreamstones and pierced the secrets of a wealthy gem
hunter or who questioned a ghost with a less-than-
broken mind might piece together the location of this
immense desert crater on the Southern edge of Cre-
ation. With great travail, she might even survive the
perilous journey to this dusty valley of death, but surely
then she would perish under the atrentions of the
Yellow Wyrm.

M—Wm
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beneath her cavernous yellow eyes, if only to trick them
into betraying any compatriots she may have missed. If
possible, the Yellow Wyrm will keep a lone victim or
two in agony for days in an effort to turn a new hungry
chost to her service.

In combat, Sayla is merciless, attempting to ensure
that not a single foe escapes her clutches. Though she
is a clumsy flyer, it is easy for her to ride upon the hot
desert winds while she waits for a running man or horse
to fall prey to exhaustion or dehydration. By day, the
relentless desert heat pounds her foes, and by night, the
dead stalk them. On the ground, Sayla quickly disables
most foes with her superior strength and natural weap-
onry. In her lair, she will happily allow intruders to
stumble into the myriad traps littering the maze of
tunnels where she rests. The Yellow Wyrm possesses
little magic of her own, but she can call upon a deadly
array of borrowed spirit Charms. In short, those gem
hunters escaping with prized yasal crystals are those
who are lucky enough to avoid her notice, whether by
fortune or through stealth.

Attributes: Strength 14, Dexterity 2, Stamina 12, Cha-
risma 3, Manipulation 3, Appearance 1, Perception 2,
[ntelligence 3, Wits 4

Virtues*: Compassion 1, Conviction 3, Temperance 3,
Valor 4

* Sayla cannot fail Valor rolls.

Abilities: Awareness 3, Brawl 3, Bureaucracy 2 (Nego-
tiate with Spirits +3), Craft (Stone-Carving) 1,
Endurance 1, Linguistics (Native: Old Realm;
Flametongue, High Realm) 2, Lore 2 (Lesser Spirits +3),
Occult 3 (Ghosts +1, Lesser Spirits +1), Presence 3,
Stealth 1, Survival 2 (Deserts +3)

Supernatural Powers: Fangs of Yasal, Principal of Mo-
tion, Unending Thirst

Base Initiative: 6

Attack:

Bite: Speed 6 Accuracy 6 Damage 24L Defense 5
Claw: Speed 7 Accuracy 7 Damage 20L Defense 5
Dodge Pool: 0 Soak: 24L/30B (Hide, 18L/18B)*
* lgnores attacks doing less than 18L.

Willpower: 9 Health Levels: -0x8/-1x13/-2x13/-

4/Incap

Essence: 9 Essence Pool: 129

Other Notes: Should a Circle of Exalted defeat Sayla,
she will bargain for her life. In such a circumstance, she
is very likely to truthfully warn them thar should they
slay her many members of the spirit courts will be quite
angry with them. Similarly, Storyrellers are encour-
aged to tailor the spirits at her disposal to ensure that
even an Exalted troupe experiences epic danger. See
Scavenger Sons, page 47 for details on yasal crystals
and dreamstones.

FANGS OF YASAL

Cost: 1 Willpower

The claws and teeth of the Yellow Wyrm are |
like living pieces of the yasal crystal, and should one
strike a spirit or ghost, Sayla can imprison it reflex-
ively by spending a single temporary Willpower
point. Each of her claws can hold a spirit of up to
Essence 3, while each tooth may contain a spirit of |
maximum Essence 2 to 5, depending upon the size of
the tooth. Sayla may communicate with imprisoned
spirits and commonly bargains with them for use of
their power. She can use any captive spirits’ or |

ghosts’ Charms or powers with their permission, and
all of them have entered into agreements of some
sort or another. As such, at any time, Sayla has
access to a wide array of Charms — currently, her
favorite imprisoned source of Charms is a mighty
zephyr who foolishly assaulted her in a fit of anger. |
Sayla must pay the Essence cost for these Charms,

but this is hardly a problem for her. .

UNENDING THIRST
Cost: None \

Those unfortunates who die slowly at the tal-
ons of the Yellow Wyrm are cursed with a fate even
worse than death. If Sayla can prolong the agony
and thirst of one of her victims for three days, then
the poor soul is reduced to the status of a hungry
ghost. Provided an Intelligence + Occult roll suc- I
ceeds and she retains access to its remains, the ghost
is under her command as well. Even those who
escape her control are often merely imprisoned
within her fangs or claws.

e i e .
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SLEEPER IN THE SAND

Description: The sleepers are large, humanoid crea-
tures that resemble gorillas in build but tower up to nine
yards in height. These beasts aren't particularly intelli-
gent and resemble reptiles in that they are cold-blooded
and lay eges. The sleepers are haitless, and their skin is
hardened and rocklike, with chameleon-like qualities.
Their natural color is light brown, but it changes with
the surroundings. While quite pliant when warm, their
skin hardens into an inflexible shell when it cools down.

Indeed, heat is what keeps the sleepers going. They
can function for limited amounts of time even if it gets
cold, so long as their bodies retain heat, but if they're
kept away from a source
of heat, they become
slower and slower and,
finally, stop moving alto-
gether. Ewven their
thought processes slow
down when it gets cold,
and though they display
surprising intelligence
during the hot seasons,
they're rather dull and
stupid creatures when the
temperature plummets.

This is why they bur-
row under the sand when
the night comes and lie
there dormant, until the
sun heats the sand up
again and they stir in
theirsleep. Unwary trav-
elers sometimes make
the mistake of lighting a
fire on the desert sands,
only to discover one of
these creatures groggily
rising from the ground
in a burst of sand.

The sleepers are im-
mune to extreme heat
— Fiery Arrow Attack,
for example, is quite use-
less against them. They
have sturdy natural ar-
mor, but this and their
immense strength mean
they aren't particularly
fast. The sleepers aren’t
Very aggressive creatures;
they prefer to avoid hu-
man company.

While the sleepers are solitary beasts, they do have
a mating season during Descending Fire. At that time,
they gather together, and travelers would do well to
avoid their known rookeries, as the increased heat makes
the sleepers smarter and faster, and the presence of newly
laid eggs makes them eager to pick fights with anyone
who shows up. Sleepers bury their eggs safely into the
sands and let the sun take care of the rest.

The sleepers’ tough skins can be used to create very
flexible armor thart is quite rare but in great demand, as
it offers protection and camouflage in the same pack-
age. It's especially prized up north, where the cold
weather causes the creatures’ light skin to become
tough and durable. Obviously, the Sleepers themselves




aren't overjoyed with the idea of being hunted and thus
prefer to stay away from humans who would like to turn
them into quality combat clothing.

Hunting the sleepers in the sand is dangerous sport
for mortals, as the crearures are tough and can take a
terrible beating before actually dying. Thus, the pre-
ferred method is to try and find them when they're
asleep and helpless in the sands. Cracking the hard-
ened skin requires a fair bit of work, but at least its
perfectly safe.

The sleepers don't leave the Southern deserts, as
they cannot survive colder Northern climes. That, com-
bined with the lack of soft sand into which thev can
burrow, makes them sitting ducks.

Attributes: Strength 7, Dexterity 3, Stamina 5, Cha-
risma 1, Manipulation 1, Appearance 2, Perception 2,
Intelligence 1, Wits 2

Virtues: Compassion 2, Conviction 3, Temperance 2,

Valor 3

Abilities: Athletics 1, Awareness 2, Brawl 3, Dodge 2,
Endurance 4, Resistance 4, Stealth 2, Survival 3 (Deserts
+2)

Base Initiative: 5

Attack:

Punch: Speed 5 Accuracy 6 Damage 9B Defense 6*

* Sand sleepers can parry melee atracks unarmed due to
their tough hides.

Dodge Pool: 5 Soak: 5L/9B (Tough hide, 5L/4B)

Willpower: 4 Health Levels: -0/-0/-0/-0/-1/-1/-1/
-1/-1/-1/-2/-2/-2/-4/Incap

Essence: |1

7e

Other Notes: Storytellers should feel free to modify the
sleepers’ statistics, depending on the month. During
Resplendent Fire, add two dots to both the sleepers’
Dexterity and Intelligence, whereas, during Ascending
Water, subtract one dot from the creature’s Dexterity.
Applying these modifications and others that might be
brought on by, for example, characters modifying the
local temperature with sorcery, are left to the Storyteller's
discretion. While the sleepers aren’t Wyld creatures,
they still have an ability identical to the Chameleon
affliction. This ability gives them +3 bonus dice to all
Stealth rolls when they're trying to avoid visual detec-
tion. Sleepers in torpor gain 2L/2B to their soak ratings.

SLEEPER ARMOR
Armor made from a sleeper’s hide offers 51.4’4B
- soak withno movement penalty in warm cllmatqs and
~ 8L/7B soak with a Movement Penalty of only -1 in
~ cold climates. This is because the wearer’s body heat
keeps the material slightly flexible where it's pressed
against the user, making movement easier. Regardless
of the temperature, such an armor has aFatigue Value
of 1. In addition to this, the color-shifting properties
of the skin give the wearer three bonusdice to Stealth
rolls when avoiding visual detection. Sleeper armors
_are very rare and are a Rasﬁﬁli:h&' 80 enl {Nq;g;' G
thatwhen rem:we«ffmm thesleeper itself, theﬁ;g‘nu.
longer offers protection against Fiery Arrow Attackor
r:u:h&r heat-based attacks). Two suits of armor can be

ifactured frc-m a smgle adultsleeper. i

.




THE ZUKULUKA thrown in here and there. What's more, they retain the
memories and the culture of the zukuluka they have

Description: The zukuluka were once an ordi- e : el
eaten. The end result is a race of violent, quite insane

nary Southern tribe. Like most barbarians, they lived
off the land and concentrated mostly on farming and
hunting, with the occasional ritualized conflict with
their neighbors.

Unfortunately, something happened to the tribe’s
livestock. Some savants theorize that the livestock may

mutants with schizoid tendencies, avoided and feared
by all who live in the area. For a few generations, the
new zukuluka have farmed their lands, putting their
massive strength to good use, but they no longer hunt
animals — they prefer to raid neighboring villages to fill

| 3 their larders. At this point, “neighboring”
have wandered into a small pocket of Wyld left over _ : CHEEO :
; } . means a relatively long trip, asno one is
from the Contagion and been transformed. Others e, B : ; |
A\ B tooeagertolive close to these terrible
among the educated have suggested that the Zukuluka %

are the result of an evil trick of the Fair Folk, and a %
particularly popular explanation is that some of the X gk
Zukuluka discovered something from a Wyld area
perhaps food or murated livestock — and foolishly
brought it back into their village. Regardless of
the origin, the rest is history. Whatever
the truth, none survive to tell the tale.
Whatever the source of the mu-
ration, the end result was that
the Wyld took hold of the
village and subtly warped
everything in it. The hu-
mans were left mostly
alone, but the farm
life was twisted
monstrously. The
oxen, the chick-

ens and the goats

were all warped in

creatures.
It is possible for one to have
conversations with the zukuluka,

but who would want to! They have
been known to talk in several

voices and with several person-
alities, with a forceful, evil
and overbearing overmind di-
recting the conversation.
Negotiating with them isn't
wholly impossible, as they do
understand tactical advantages
and long-term planning; indeed,
many of them are very intelli-
gent indeed, having absorbed the
minds of several individuals. The
individual humans absorbed into
these creatures retain their per-
sonalities and may even have

some influence on the
small ways, but the

pigs were most se-
verely twisted.

Desperate,
foolish or perhaps
enthralled, the
zukuluka ate the
beasts.

A pig will eat
practically anything
you give it — even its
own species, given the
chance and nothing else to
eat. This trait was passed on
to the zukuluka. In them, it
became a hideous intelligence
that allowed the zukuluka to
absorb the very souls of the
things they ate.

Now, the zukuluka look
like huge humanoid pigs with
the horns of a goat and the
build of an ox — with the
occasional chicken beak or wing

warped beings, but
they're quite subservi-
ent to the will of the
creature’s
y overmind.
¥ What's more, the
J thing the zukuluka
understand best is
their own hunger, and
they are very much
aware of how terribly good
it feels to eat people.
Attributes: Strength 5, Dexterity
3, Stamina 4, Charisma 3, Manipula-
tion 4, Appearance 1, Perception 3,
Intelligence 5, Wits 4
502 Virtues: Compassion 1, Convic-
tion 3, Temperance 1, Valor 4
Abilities: Archery 3, Athletics 3, Aware-
ness 3, Brawl 4, Dodge 3, Endurance Z,
Medicine 1, Melee 3 (Spear +1), Presence
1, Resistance 2, Stealth 1, Survival 4
Supernatural Powers: Swallow Body and Soul
Base Initiative: 7

MW—_‘___”

73




Arttack:

Claws: Speed 7 Accuracy 7 Damage 6L Defense 7
Kick: Speed 4 Accuracy 6 Damage 7B Defense 6
Spear: Speed 10 Accuracy 8 Damage 8L Defense 7
Long Bow: Speed 7 Accuracy 6 Damage 7L (Rate 3,
Range 200)
Dodge Pool: 6/5
mobility penalty)
Willpower: 5 Health Levels: -0/-0/-0/-1/-1/-1/-1/
-2/-2/-2/-2/-4/-4/Incap

Essence: 1

Other Notes: The above statistics are meant to repre-
sent an average member of the zukuluka tribe. As their
actual Attributes, Abilities, health levels and prefer-
ences toward weapons (and, indeed, animal traits such
as horns or claws) vary wildly depending on who or
what they've happened to eat, Storytellers should modify
and individualize them as he sees fit. Some zukuluka are
weaker but faster, others are more intelligent. It all
depends on what they have been eating — one that
made its way through a herd of cattle would be particu-
larly strong, whereas one who turned the village council
into a buffet would be quite intelligent. All zukuluka
suffer from the Shattered Mind and Multiple Personali-
ries derangements and the Swallow Body and Soul
mutation unique to them, as well as any other Wyld
mutations the Storyteller deems appropriate. Regard-
less of their Traits, the zukuluka are truly sick and
twisted beings, governed by their neverending hunger
for meat and memories.

Soak: 4L/6B (Breastplate, 4L/2B, -1
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SwALLOW BObpy AND SOUL I

This abomination-level Wyld trait causes its
vlcmm& to immediately absorb certain traits of
anythi hey eat. When eating small animals, the
es aren’t very noticeable unless many such

s are consumed, but when dealing with, for

we:ﬁé::npi&, ear:tle, swine, horses or humans beings,

the end results are quite spectracular. Wlthln a few
hours of consuming an animal (cooked or un-
cooked, it makes no difference), certain relevant
traits start to emerge — horns grow, muscles swell,
other personalities begin to emerge, and so on.
The murant doesn’t even need to eat the entire
animal, just a significant portion of the beast. If
the meal happens to be a human being, only the
first zukuluka to partake of the meal receives that
person’s memories and personality, but the physi-
cal traits can be shared by all.

Note that the results of this aren't necessarily
beneficial, as the resulting hybrid may not be
viable. A mutant who ate a fish might end up with
gills on dry land. Other mutations make the
zukuluka tribesman extremely clumsy or noisy.
Those tribesmen who are unable to survive often
end up as lunch themselves, which only adds to
the zukuluka’s famed insanity.

Should a player's character somehow end up
eating of the zukuluka — a somewhar unlikely and
disgusting possibility, to be sure — he would gain
the same mutation and, presumably, the endless
problems, as the abomination brings with it an
endless hunger (and an inhuman appetite) for
living things. Immediately becoming a vegetarian
would be the best way to deal with the problem
while looking for a cure, as Swallow Body and Soul
only absorbs animals, not plant life.




i i ik Ly
o g' ' = _:. 1 ?%:'
T ,;. B, ST
i L St
S e o .
g R 3
= AR ¥ L .
o ol _r’:f___,
i R E

Air Kraken ® The Brass Leviathan ® Earth-Shartering Worm ® Fire Ant ® Great Sea
Elk ® Kaigani Berg Rider ® Mokrelus, the Many-Handed ® Nymph'’s Blood ® Oliphem,
Wartcher of the Sea ® Pelagial ® Rock-Roller ® Singer of the Deep ® Spring-Belly ®

The Thousand Hungry Wings

A land of chaotic tides and savage storms, the West is
home tomany hostile creatures; not just aquatic beasts, but the
many strange and dangerous inhabitants of the world’s most
isolated and exotic environments. Generationsspent exposed
to the Sea and to Essence, isolated from the rest of Creation,
have rendered many of the Western islands unique and deadly
environments, full of fauna not seen elsewhere in Creation.

AIR KRAKEN

Description: A rare inhabitant of some of the stranger
islands of the West, the air kraken is a solitary hunter that
isapparently more closely related to a spore or fungus than
the tentacled aquatic horror it is named after. These vile
creaturesfloat seeminglyaimlessly in the forests and jungles
of the Western islands, searching out prey. Although nor-
mally content to attack smaller animals, largerair krakens,
or []1( IS 'L]L.‘?'-PL"THTE‘ i:‘]”l.] I'Illi'l.;—__’]":,-' L'l"l'l:'l.lf_-.’,l-], 1'13:11'rrL". h‘-.'!i.fl'k ]{!m‘-‘-{t‘] Lo
artack humans for food. Additionally, the creatures are
occasionally known to gomad and attack anything they see;
more than one sailor has reported seeing adozen or more air
krakens allattempting to beat some helpless tree or boulder
into submission.

wmﬁmm

A central oblong body supportsamultitude of tentacles
(up to 20, in some larger specimens) that can reach up to
three yards in length. Some of these tentacles end in pale,
lidless eyes, others in envenomed suckers, and some in tiny
fanged mouths. Above this fringe of tentacles is a series of
equally spaced orifices; these are not mouths, as some think,
instead acting as crude jets that allow the air kraken to
maneuver. The creature’s primary mouth ison its underside,
behind a tough set of lips. The creature’s structure has no
bonesand a very spongy composition that makes it difficulty
todamage; sword blows just batter the airkraken about in the
air. Fire isextremely effective against air krakens, however,
sometimes explosively so.

Air krakens use their tentacles in combat but have a
more insidious weapon at theirdisposal. When frightened or
angry, they can release poisonous spores into the atmo-
sphere surrounding them, affecting all breathing creatures
11t=;arl'.nf' (tlHL]:l]l"g" a 20-foot ei|_“-iu_'1':_‘ around the creatures,
although this varies based on the size of the air kraken, the
prevailing winds, an how angered or scared the kraken is).
These spores are normally used only against large or “scary”
opponents, but air krakensare not noted for their brilliance

':;'L.'E e e LR
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Base Initiative: 5
Supernatural Powers: Spore Cloud

and have been observed drop-
ping spore cloudson any number

of inoffensive rargets, .| Attack:

Air krakens are not really T c Bite: Speed 4 Accuracy 6 Damage
trainable, but their halluci- A i P 9L Defense 6
natory spores have made ( < Tendril Grab: Speed 5 Accuracy 7

them popularinsome
mMore exortic
(or desper-
ate) drug
dens in the Wy

j Damage 5B* Defense 7
/ § Tendril Lash: Speed 6 Accuracy 7

Damage 3L* Defense 7
* Plus spore cloud “venom” poison.

Dodge Pool: 7 Soak: 3L/6B (Spongy,

West,and in slippery structure,
the jaded j'r'::? e 3L/3B)

pleasure L ( w Willpower: 6
palaces 3. b3t Health Levels:
of the 0f-1/-1/-1/-2/-2]

East and

South (espe-
cially the orgy \3
Ium‘:i House Cynis -
and the city of Great
Forks). Air krakens in these
houses are assigned spirits,
elementalsorother handlers that
don't breathe and are carefully
monitored because of their habit of wan-
dering offand attacking nearly anything when

-2/-4/-4/Incap

Essence: |

Other Notes: Air krakens suf-
fer double damage from
fire-based arracks, and ifa
fire attack brings one to
¢ Incapacitated or below, it
explodes, dealing 6L damage
to everything in a two-yard range (this damage
—_4 can be soaked, and armor protects against it nor-

= mally). Airkrakens are toostupid

leftunsupervised. s to be trained in the conventional
Attributes: Strength 3, Dexterity 4, Stamina 3, Charisma |, sense and are not domesricable,
Manipulation Z, Appearance 1, Perception4, Intelligence 1,  but they can, with extreme methods, be rendered manage-
Wits 2 able. They are Control Rating 4 and can only follow very

Virtues: Compassion 1, Conviction 3, Temperance 2, Valor3  simple commands with constant supervision. The venomon
Abilities: Athletics 3 (Brachiate +1, Fly +2), Awareness 3,  anairkraken’s poisoned tendrils is identical to its spore toxin
Brawl 3 (Bite +1, Grab +1), Dodge 3, Endurance 1, Resistance  (see boxed text) and takes effect if the tentacles strike.

2, Stealth 2 (Ambush +2, They Never Look Up In Time +1)

SPORE CLOUD I

When enraged or terrified, theairkraken can release a cloud of toxic spores that envelops its attackers or prey.
These sporesare slightly heavier than air and slowly float to the ground, but they remain active for some time (one
scene) and are very light and easily kicked back up into the atmosphere. There are three types of spores normally
associated with thisability (Storytellers should feel free to create other types): masking, hallucinatory and venom.
Masking spores attack their victim's vision; if the vietim’s player failshis Stamina + Resistance check, the character
isrendered near-blind, suffering the penalty listed toall physical Ability checks untilhe recovershissight, Thisatrack I
has no effect on the blind oron those not dependent on sight to maneuver ordirect artacks. Hallucinatory spores fill
the victim'shead with miragesand phantasms; the bashing damage caused by thisspore is transitory and is recovered
quickly once the spore’s effects have passed (once the penalty duration is passed, any bashing damage suffered is
recovered at the rare of one level per 10 minutes). The venom spores are a standard toxin.

Allof these spores’ effects are reinforced with continued contact (roll each turn the victim is in the spore cloud), |

but most people quickly build up a temporary resistance to theireffects. Characters cannot be affected by a given type
of spore more than once per day.

Venom Type Diff.  Success  Failure Duration/Penalty

Masking 2 none 2B 15 minutes (vision-based)/-6
Hallucinatory 3 4B 6B (8 —[Stamina + Resistance|) hours/-2
Venom 3 4L 3B 2 hours/-3




THEe BrASS LEVIATHAN

Description: Upon witnessing the destruction of a
convoy of four of his family's ships in an attack by the
Brass Leviathan, Admiral Peleps Han was quoted by a
scribe as lamenting that, “Such is the evil of the Anath-
ema, that it haunts the Realm even now.” In the West,
nothing is more emblematic to the Realm of the dark
legacy of the
First Age than
the Brass Le-
viathan, an
ancient con-
struct that has
harried the
Scarlet Empire
at sea for cen-
turies.

Those
who survive its
artacks agree
that the Brass
Leviathan was
forged and not
bom. The Le-
viathan is
shaped like a
vast, stylized
metal fish,
with two great
mirrors where
a fish's eyes
would be and

eight metal
fins placed
along its
length  for

steering. This
mammoth en-
gine of
destruction isa
full 40 feet in
length, with
brass and
orichalcum ar-
mored plating
layered be-
neath many centuries’ accumulation of barnacles and
coral. Running inside the length of the creature is a
massive drive screw that propels it through the water
faster than any mundane vessel, and this, combined with
the steering fins, allows the leviathan to twist and turn
through the water with surprising agility. On the front of
the leviathan is a great, studded orichalcum prow, ca-
pable of smashing through even the imperishable hulls of

S
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First Age warcraft. Along the sides of its hull are a half
dozen ancient Essence cannons capable of blasting a
hole through the flimsy vessels of the Second Age. There
is room for a single person inside of a small compartment
near the bow, designed to hold a Twilight sorcerer, if one
saw fit to accompany the machine on its missions.
Unlike warstriders and other machine-relics, the
Brass Leviathan needs no pilot and will accept none
unless it is a
Solar of the
Twilight Caste
who knows the
command
words to open
the single por-
tal
compartment
at the bow. Sa-
who
have studied
the lore of its
creation and

into the

vants

the reasons for
its endless fury
say that when
the construc-
tion of the
massive
vessel’s frame
was complete,
a mighty spirit
was bound into
the heart of it.
The god was
forced to swear
great oaths
that it would
guard the Old
Realm cease-
lessly and
forever. A ca-
bal of the
greatest [ wi-
light smiths
a n d
SUMMONErS
oversaw the
entire construction process. Such was the might and
knowledge of these sorcerers that the spirit’s binding to
the fabric of the vessel was done in such a way that the
two were inextricable — the god within the Leviathan
can only be freed with the destruction of the Brass
Leviathan itself. At the time of the Leviathan's creation,
a few island nations in the West had risen up against the
rule of the Exalted, and so, the construct was to be both




soldier and deterrent. The very thought of the brass and
orichalcum monstrosity was meant to strike terror in the
hearts of the enemies of the Deliberative.

When the Leviathan finished the complete destruc-
tion the rebel’s navy after months of warfare, it returned
to the docking facilities near the heart of the Old Realm.
For decades, it rested, called forth from its berth only
when its Twilight masters decided that the strength of
the Realm had to be demonstrated for recalcitrant sub-
jects. One time, however, the Leviathan returned to its
facilities to find that the Dragon-Blooded had risen up
and slain its creators. Maddened at this betrayal and
furious at itself for allowing the Dragon-Blood free use of
the seas to hunt the remaining Solars while the Levia-
than had been dealing with its mission, the construct
vowed revenge.

Since that day all those years ago, the Leviathan has
prowled the seas, harassing the shipping of the Realm
and assaulting its navy. The spirit that directs the
construct is not particularly intelligent, but its cunning
is the stuff of legend, and so, it has survived a thousand
traps set by the Terrestrial Exalted and their navies.
When the Scarlet Empress first rook the throne, the
Realm directed a massive campaign in the West against
the Brass Leviathan. Thé Dynasts commanded bound
demons and elementals to seek out the construct’s
hidden Manse, but it was to no avail. The Brass Levia-
than was clever enough to lie low for years until the
Realm gave up the hunt, at which point the mechanical
monstrosity’s attacks began again in earnest. A vicious
cycle was begun, in which constant raids brought forth
reprisals, followed by years of silence unril the raids
began anew. After centuries of this, the Realm has
learned to track the disappearances of ships in the West
and to steer shipping around where it believes the
Leviathan is hunting.

According to legend, there is a mighty Hearthstone
set into the heart of the Brass Leviathan. The powerful
Essence channeled through this gem keeps the Levia-
than running smoothly and supplements the power of
the terrible spirit bound into the vessel’s frame. It is no
secret that the gem's origins lie in the Manse where the
spirit and its metal form goes to rest, but the actual
location of this undersea retreat has never been discov-
ered. The Realm has offered a massive reward of jade

talents for the location of this Manse, and House Peleps
in particular would do anything to destroy or gain con-
trol over the Brass Leviathan.

Attributes: Strength 30, Dexterity 8, Stamina 25, Cha-
risma 2, Manipulation 1, Appearance 4, Perception 3,
Intelligence 3, Wits 3

Virtues: Compassion 2, Conviction 4, Temperance 2,
Valor 4

Abilities: Archery 3, Athletics 3 (Swim +3), Awareness
4, Braw| 2 (Ram +3), Endurance 4, Lore 4, Presence 5
(Intimidation +2), Resistance 5

Base Initiative: 8

Attack:

Ram: Speed 5 Accuracy 12 Damage 20L Defense 10
Essence Cannons (6): Speed 8 Accuracy 2 Damage 60L
(Rate 1, Range 1,200%)

* The Leviathan possesses three Essence cannons on the
port and starboard sides of its hull. It can fire all six
simultaneously if need be, but can only target objects on
roughly the same plane as the Leviathan — when sur-
faced, for instance, it can only fire at surface ships, not
airborne targets, and when submerged, it can only fire at
submerged rtargets.

Dodge Pool: 5 Soak: 50L*

* Ignores attacks of below 20L raw damage
Willpower: 6 Health Levels: 50/100*

* The first number is the amount of damage needed to
breach the Brass Leviathan's ancient hull, the second
the amount of damage needed to destroy the Leviathan
completely.

Essence: 7

Other Notes: The Brass Leviathan can communicate
when surfaced in a raspy, echoing voice, if it chooses to.
Due to the procedure that bound the spirit to the Brass
Leviathan, it has no access to Charms and is not recog-
nized as a spirit by any of the local courts. Spirits and
elementals alike steer clear of the bizarre construct.
The Brass Leviathan is not treated as an object for the
purposes of effects that damage or destroy objects. Also,
though it is not mindless, it is treated as a construct or
automaton for the purposes of effects that have no power
over such creatures,




FARTH-SHATTERING WORM destroy, due to its rocklike nature. Worms are unintelli-
sent, but will react ro attacks by burrowing in the
opposite direction from the attacker. The worms’ love
for mercury can be used to lure them into traps. An earth-
shattering worm leaves distinctive tunnels behind it in
the rock that it has burrowed through. These creatures
do not spawn young; new earth-shattering worm eggs are
formed deep in the earth, amid veins of sapphires and
rubies, and hatch when they have grown large enough.
One in every thousand earth-shattering worms has
unusually high mental capabilities (Intelligence 4, Wits
4). Such worms are able to lead dozens or even hundreds
of their more stupid kindred in great swarms that can
topple castles or collapse mines. These highly intelli-
gent worms seek the worship and reverence
that humans give to the greater earth-
s spirits. However, since they have no
. real way of communicating this,
i/ \ they tend to choose a town and

D

Description: Despite its troubling name, this crea-
ture is comparatively small and seems harmless enc ugh;
it looks like a normal earthworm but is a yard or so long
and apparently made of solid ruby or sapphire. This
creature was spawned from gemstones deep in the ground,
who saw the beauty of the elementals of earth and
wished to imitate their power and might. While these
worms are hard to find, they are even harder to keep
once found; their particular power is that they can
burrow through any earth or stone. They have been
known to cause local earthquakes and have collapsed
buildings by undermining them.

Earth-shattering worms dislike remaining

in a single place; they prefer to keep on

they cannot penetrate the Five Magical
Materials, they can dig through almost all
other substances. They enjoy the taste of
mercury, and it seems to intoxicate them;
they can drink up to a pint at a time and

moving, boring through solid rock. While

start undermining buildings —
especially temples — until
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. : . Tl the humans living there start

will then wriggle lazily around in circles ® FEmEs
, ‘ h offering sacrifices to what-
for several hours, unable to consciously { JE.., -

. _ ; ; : 0 ever power is causing
direct their actions. The only thing that N -
can contain them (beside the Magical Ma- 0O , o 1< . Rt s ke

rials) is a barrier of ruby or sapphire, and o ’ :
terials) isa b uby pphire, a i Strength 1, Dex

even then, a worm will be constantly prob-
ing at the joints and edges, trying to find a
way to escape.

The worms need no food or rest and do
not suffer from aging. Certain
worms are kept by the Moun-
rain Folk of the Realm and
are used to assist in difficult
excavations, with mer-
cury lures being

terity 4, Stamina
4 Charisma0, Ma-
nipulation 0,
Appearance 0,
Perception 3, Intel-
ligence 1, Wits 2
Virtues: Compassion
1, Conviction 2, Tem-
perance 2, Valor 2

Abilities: Awareness

employed to persuade 4, Dodge 3, Endurance
the worms to dig in 5, Resistance 3,

particular areas or di- Stealth 3

rections. They are kept in family heirloom cages of ruby Boxe Trnibictives 5

and sapphire and are exhibited on important occasions. 4 . 1. None

Elementals of the earth despise or pity the worms, which Dodge Pool: 5 Soak: 8L/14B (Carborundum struc-
they consider to be pathetic imitations of themselves, ' “¢] 110p)

and will either destroy or release them if they see them Wili power: 5 Health Levels: -0/-0/-0/-0/-1/-1/-1/

kept as prisoners. -1/-2/-2/-2/-2/-4/Incap
A worm has no way to attack humans — and no Fesenced

particular motive for doing so — but is difficult to 5 Notes: None
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FIRE ANT
Description: These hardy creatures certainly suit
their name. Fire ants do look like ants, though they are
much larger, roughly four inches long, and possess skin
that glows the color of a banked fire. Their hind legs are
longer, more like crickets, and the front legs have
sharp barbs on \
them, similar Y
to the wicked ;

[
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these

creatures are
quite rare.
These
creatures live in
the magma of
volcanoes

and have

lava in /
their

veins — their

bodiesburnashor .
as any fire and
be dam-
aged by heat or
flame. Fire ants build their nests deep
inside a volcano, down in the caldera
where the magma pools — the fire
ants seek lava a short distance from
the main pool where the molten
rock is tacky enough to retain its
shape while maintaining a comfortable level
of heat. And if they stayed in those warrens,
the fire ants would merely be a curiosity, in-
stead of an actual danger.

Unfortunately, they leave the nest often
and always for the same reason — to gather food.
Fire ants are wholly omnivorous, but their favorite food
is meat. [n order to feed, the ants put together hunting
parties of 10 to 30. The majority of the hive makes a vast
ant-line from the heart of the caldera to the lip of the
crater, ferrying fresh molten rock to the lip. The magma
is tossed over the edge, creating a stream of lava that the
hunting party climbs into and floats downhill inside
until the lava begins to cool, at which point they climb
on top and ride the rest of the way. Once the lava flow
peters out, the fire ants clamber back onto dry land and
begin their search. They hunt mainly by smell, and
upon finding a likely target, the entire party will swarm
over it. Because the fire ants are creatures of fire, their

cCannot
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bodies are burming hot to the touch, and they cook the
victim as they cover it. Then, the ants tear the body
apart. When nothing remains, the ants will locate
another rarget and repeat the process. Once the hunt-
ing party is full, they carry any leftovers back up the
volcano to the nest, to feed their queen and the young.

As with normal ants, fire ants are a good deal stronger
than their size suggests and can carry close to 10 times

their own body weight.
Fire ants seem to have a hive mind, like
most ants, and hunter parties are always
N’F’" well coordinared — individuals move
' { to aid one another against more

i

dangerous prey, and the entire party
will retreat together if a rarget
proves too strong for it.
Fire ants live in large colo-
nies, with hundreds to a warren.
N There are four types of fire ant:
hunter, builder, guardian and
queen. The hunters form parties
to find and bring back food, as described
above. The builders have longer but duller
mandibles and carve new passages and tun-
nels from the lava. The guardians are larger
and slower and protect the nest,
the queen and the larvae.
Then, there is the queen
fireant—onlyone
exists per nest,
and she is the
only female.
The ants
do have two
weaknesses.
First, cold
makes them
sluggish and
clumsy. This
isn’'t much
help in the
Southeastern islands, of course, where the days are
long and hot, but the ants generally retreat at sunset,
either returning home or finding a warm spot to hide
until dawn. Their second weakness, however, is far
more common — water. Fire ants steam when hit with
water and can actually coock themselves as a result.
They also lose their footing on wet surfaces and be-
come disoriented. This is why most volcanic islands
have communities along the beach, where the fire ants
won't go, and traveling tribesmen always carry a gourd
or shell of water to cover their retreat should they
encounter fire ants.
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The statistics below are for an average hunting party
of 20 fire ants. For a larger group, add four additional -0
health levels, and increase the Brawl rating by two.
Attributes: Strength 4, Dexterity 4, Stamina 4, Cha-
risma O, Manipulation 0, Appearance 1, Perception 3,
Intelligence 2, Wits 2
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 4
Abilities: Awareness 2, Brawl 4, Dodge 5, Endurance 4,
Resistance 5, Socialize 3, Survival 4
Base Initiative: 6
Attack:
Bite: Speed 6 Accuracy 5 Damage 3L Defense 5
Claw: Speed 5 Accuracy 4 Damage 2L Defense 3
Touch: Speed 6 Accuracy 6 Damage 2L Defense 4
Dodge Pool: 6 Soak: 3L/4B (Made of fire, 1L/0B)
Willpower: 3 Health Levels: -0/-1/-1/-2/-2/-4/
Incap
Essence: |
Other Notes: Fire ant shells could be made into clothing
or footwear resistant to flames — the shells are too thin
to make into decent armor.
Because fire ants contain actual lava in their blood, any
weapons that pierce their skins run the risk of melting.
This will not affect an weapons made of the Five Magical
Materials or metal weapons of exceptional workman-
ship, but roll a die each time a normal weapon strikes an
ant. If the roll results in a success, subtract 1 from one of
the weapon's values (attacker's choice). Wooden weap-
ons of any quality will burst into flame upon contact with
a fire ant, losing 1 point per strike, and characters
attacking unarmed will take 2L fire damage per strike.

8l

Fire ANT QUEEN

Description: Each fire ant warren has a single queen.
These regal insects are roughly one foot in size, with
elongated back sections like those of a wasp, complete
with stinger. The queen's chamber is always at the
bottom of the nest, where the magma is near-liquid and
the temperatures are at their highest. The queen stays in
this chamber at all times, only leaving it if the entire
warren is in danger. She produces all the fire ant young,
mating with each adult fire ant in turn. The queen also
organizes the warren and issues orders to the males. Every
male fire ant will die to protect the queen, but she 1s far
from defenseless herself.

Attributes: Strength 4, Dexterity 4, Stamina 4, Cha-
risma 4, Manipulation 2, Appearance 3, Perception 3,
Intelligence 2, Wits 2

Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 4

Abilities: Awareness 4, Brawl 4, Dodge 5, Endurance 4,
Resistance 5, Socialize 3, Survival 4

Base Initiative: 6

Attack:

Bite: Speed 9 Accuracy 8 Damage 5L Defense 6

Claw: Speed 5 Accuracy 4 Damage 2L Defense 4
Stinger: Speed 12 Accuracy 12 Damage 6L Defense 10
Touch: Speed 6 Accuracy 6 Damage 4L Defense 5
Dodge Pool: 5 Soak: 4L/8B (Made of white-hot
fire, 2L/4B)
Willpower: 3
-2/-2/-2[-4fIncap
Essence: 2

Other Notes: None

Health Levels: -0/-0/-0/-0/-1/-1/-1/




GREAT SEA ELK

Description: Great sea elk can be found nearly any-
where in the Western Ocean where the waters are deep
enough to support their bulk. Large enough to avoid being
prey to all but the most desperate and dangerous of aquatic
predators (and sometimes man), sea elk that survive the
rutting seasons would seem to have long lives assured. Still,
the seafloor isdotted with the skeletons of great bulls, carried
there by mating combat, their horns still locked together
after centuries.

Not really elk, these great beasts are whales. They are
among the largest creatures in the sea, with antlers that stretch
aswide as the length of a big ship. Mature sea elk have bodies
that reach more than 100 feet in length. Scholars estimate
that they are nearly as big around as they are long. The skin
of the great sea mammals is a mottled light gray and whire.
Theyhave proportionately
small fore limbs, but their
hoovesarestill bigger than
most creatures’ skulls.
There is a small dorsal fin
set far back on their body.
Greatsea elk produce loud,
low-frequency moans that
can be heard for hundreds
of miles both above and
below the deep ocean wa-
ters. Great sea elk propel
themselvesbeneath thesea
using their incredibly pow-
erful tails. They also use
those massive appendages
to thrust themselvesabove
the surface of the waves.
Theyappearto breatheair,
though they may hold their
breath for hours at a time.

Sailorssay that there
is nothing more magnifi-
cent on the sea than the
sight of two male sea elk
fightingfor breeding rights
during the creatures’ mat-
ing season. A favorite rale
in sea-town taverns is the
description of two of these
ereat beasts leaping out of
the ocean with such force that theirentire bodiesrise above
the waves momentarily and crash their massive racks to-
gether, before they splash down again into their watery
homes. These tales are always told with an air of caution, as
itisalsosaid there is nothing more dangerous to observe on
the sea. The backwash of these mating rituals can crack ships
and send even a strong sailor hurtling from the deck of his

craft and into the waves. Other tales tell of a sea-elk grave-
yard somewhere in the Western Ocean. More than one
merchant house of the Realm has invested in expeditions to
locate this reputedly inexhaustible source of great sea elk
ivory. A few have returned, empty-handed, but most of these
exhibitions have disappeared without a trace.

Greatseaelk typically could care lessabout mortal ships.
Such craftare toosmall to be bothered with. Unfortunately,
this is not always the case, and they will destroy a ship that
irritates them. Since certain artists of the Realm have taken
to carving massive sculptures from the antlers of sea elk, such
occurrences have become more frequent of late. In addition,
when the moon is full, sea elk become aggressive. Scholars
have yet to discover why this might be, but it also seems to
be anew phenomenon.

In the last decade, nofewer than three young seaelk have
been seen in the waters
around the Blessed Isle.
Some scholars warn of
what might be driving
the massive beasts east-
ward. Ulrimately, it is
unclear whar motivates
the migration and new
behavior of these mag-
nificent creatures.
Attributes: Strength 18,
Dexterity4,Stamina 21,
Charisma 2, Manipula-
tion 1, Appearance 3,
Perception 2, Intelli-
gence 1, Wits 3
Virtues: Compassion 2,
Conviction 2, Temper-
ance 2, Valor 4
Abilities: Athletics 4
(Swim +2), Awareness
3, Brawl 3, Dodge 3, En-
durance 4, Presence 5
(Intimidation +3), Re-
sistance 3, Socialize 3,
Stealth 2
Base Initiative: 7
Attack:

Crash: Speed 7 Accu-
racy & Damage 26B
Defense 7

Gore: Speed 7 Accuracy 7 Damage 211 Defense 8

Dodge Pool: 4/2  Soak:11L/21B

Willpower: 6 Heath Levels: -0/-0/-0/-0/-0/-0/-1/-1/-
1/-1/-2/-2/-2/-2/-2/-4/-4/Incap
Essence: |

Other Notes: Great seaelk have aswimming rate of 60 miles
per hour.
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KAaicaN] BErG RIDER

Description: Every child in the West knows the

story of the pirate warlord Kaigan and his fleet of

cutthroats: how they terrorized the sea-lanes of the
Wavecrest .ﬁ.ra'}ai[w];agu for decades, how rh:_";.‘ met the
imperial navy under the command of Peleps Ursa only
to be crushed and, finally, how they vanished into the
ice floes of the North, a broken and battered foe, lost to
the mists of time and the crushing embrace of the frozen
seas. Nothing human could survive such conditions,
and Kaigan's armada soon became the stuff of legend
and folk rale.

[t now seems that the legend has returned to sail
once more under the light of the sun. With the
withdrawal to the Inland Sea of those few imperial
squadrons still on duty in the West, shipping in the
Wavecrest Archipelago has once again come under
- not from the Lintha pirates of the South-
west, bur from the 1|.m-m[i|:ip:1[cd MNorth. Each vear,
with the onset of winter, massive icebergs drift south

artack

with the current and impinge upon the local sea lanes.
Only, now, those icebergs carry a bloodthirsty crew, a
horde of Wyld barbarians who call themselves the
Kaigani and claim descent from the pirates of old.

They target the settlements and ports of the West,
sailing their iceberg “flagships” close to shore and then
launching raids via small ice floes they calve off from
the main berg and appear to pilot by magic.

The berg riders openly bear the mark of the Wyld:
Each Kaigani warrior, male or female, is as translucent
as the frozen vessel that carries him across the water’s
surface. Azure blood flows sluggishly beneath skin like
glass, and the dim blue outlines of the internal organs
are visible to all who see one. The slow beating of the
Kaigani heart is a particularly disturbing sight. All of
this is visible for the Kaigani fight in the nude, clad only
in a thin mist of chill and cloud and seemingly immune
to the cold that accompanies them. Their weapons
are made of ice, hardened

fell axes and spears mostly
by black sorcery and stained with gore. And their eyes,
pale like the rest of them, show no signs of mercy.
Survivors of Kaigani raids report that the barbar-
ians attack without warning, landing and battling in
almost total silence. They do appear to possess their
own language, a corrupted version of Seatongue. But
no one has had the time or opportunity to study their
speech and learn more of their customs. Indeed, the
best way to survive a Kaigani raid has generally been to




run or sail as swiftly as possible in the opposite direc-
rion. The Kaigani occasionally ride giant polar bears
into battle, and these beasts are known for their speed
at short distance but have little endurance.

Savants can only guess at the history of the Kaigani
between the time of their eponymous ancestor’s disap-
pearance centuries ago and their return to plague the
West within months of the imperial withdrawal. The
most popular theory is that Kaigan and his remaining
pirates passed into the Middlemarches or deeper of a
Wyld region, underwent a horrifying transformation
and emerged only recently. Such a sojourn would
account for their frichtening physical alteration. How-
ever, their command of magic is unprecedented in a
Wryld barbarian tribe, and Imperial intelligence sus-
pects that someone — or something — is aiding the
Kaigani. Preparations are underway in Wavecrest for a
summertime expedition north, both to strike back at
the Kaigani (if only for morale’s sake) and to acquire
more information about conditions in the frozen North-
west. Perhaps the berg riders will prove to be less deadly
without the winds of winter to back them up, or
perhaps the natural cold of the Northern seas will be
enough to strengthen them.

Attributes: Strength 3, Dexterity 2, Stamina 3, Cha-
risma 2, Manipulation 2, Appearance 2, Perception 3,
Intelligence 2, Wits 3

Virtues: Compassion 1, Conviction 3, Temperance 3,
Valor 5

Abilities: Athletics 2, Awareness 2, Brawl 2, Dodge 2,
Endurance 2 (Cold +3), Medicine 1, Melee 2 (Great
Axe +1), Performance 1, Presence 1 (Creep Ourt +1),

Resistance 2, Socialize 1, Stealth 2 (Icepack +2), Sur-
vival 2 (Icepack +1)

Base Initiative: 5

Attack:

Punch: Speed 5 Accuracy 4 Damage 3B Defense 4
Kick: Speed 2 Accuracy 3 Damage 5B Defense 3
Great Axe: Speed 5 Accuracy 5 Damage 10L Defense 5
Knife: Speed 8 Accuracy 4 Damage 4L Defense 2
Short Spear: Speed 6 Accuracy 5 Damage 6L Defense 4
Dodge Pool: 4 Soak: 3L/6B (Skin hardened by ice
magic, 2L/3B)
Willpower: 6
Incap
Essence: | (2 for shamans)

Other Notes: The weird mist that surrounds each Kaigani
raider is similar to frozen fog and lowers the temperature
of the air around them, causing their opponents’ joints to
stiffen. In game terms, anyone fighting a Kaigani berg
rider in hand-to-hand combat suffers a -2 dice pool
penalty to his actions in battle. Moreover, the mist is
supernatural: Ordinary protections against cold (such as
warm furs) fail to stop it. Only a character with innate or
magical resistance to cold can ignore the dice pool
penalty. Berg riders’ polar bear mounts will often fight
alongside them. Use the bear statistics on p. 316 of the
Exalted rulebook in such circumstances.

Kaigani sorcery is a form of mortal magic. Through
Intelligence + Occult rolls and ritual under favorable
circumstances, the Kaigani can generate fog, propel an
iceberg through the water or cloak the tribe and iceberg
from the eyes of sentries. Kaigani cryomancers can
strengthen their rituals by group participation but usu-
ally only do so for invisibility and weather magic; one
sorcerer can calve and pilot an iceberg.

Health Levels: -0/-0/-1/-1/-2/-2/-4/




MOKRELUS, THE MANY-HANDED

In the time before history, when the Primordials en-
slaved the gods and toyed with reality, Mokrelus was the
favored creation of one of these forgotten beings. Mokrelus
is a behemoth who has lived thousands of lives in hundreds
of specially created bodies. One mind, one soul, one purpose
have guided all of these bodies. And Mokrelus has the ability
to shape bodies to his specific purposes.

Mokrelus is a giant being of near-perfect human quali-
ties. His skin issmooth and bronzed, his huge face broad and
marked by anoble chin.

influence could easily have shifted the tide of battle in either
direction. Though the rebellion was what he desired, he
refused to become directly involved. He preferred to waitand
see which side won out in the end, having ties to both. If the
gods succeeded, then he would take his place among themin
the Celestial Hierarchy, but if they failed, he would retain his
position as shepherd of the mortals.

After the first few battles, it became obvious that the
gods were going to win. The Primordials left were forced to
retreat and rebuild their power for a counterstrike. Exalted

His smile warms the
coldest heart. Hisvoice
resonates melodically.
Hiseyesare fatherlyand
wise, Hisfingersare long
and strong, and his
hands wide and friendly.
He was a paragon for
the mortals he helped
rule in all ways except
two. Mokrelusis 20feet
tall and has four arms
that each branch into
two forearms and
hands. Theseallow him
to mold his creations
swiftly and perfectly.

Mokreluswasborn
to be the guiding force
formortals in the world.
The bodies he created went into the world and
lived among the mortals, watching them, leading
them and enforcing law upon them. Mokrelus was able to
police Creation through the powers the Primordials granted
him. “Many-handed” described more than his physical shape,
as his splinter bodies were extensions of himself. He could
reach across the world atamoment's notice toact swiftly and
surely, executing justice or bringing peace. Mokrelus was
taught to believe in orderand lawabove all else and to impart
those beliefs on the chaotic world. He was created perhaps
too well, and hisdesire for order caused him to rebel against
his masters.

Mokrelus saw the Primordials as too chaotic a force to
sovern Creation but viewed the enslaved gods asa promise
of amore orderly world. He whispered in the ears of the gods
and then in the earsof men, urging them torevolt against the
Primordials. When they finally did, Mokrelus rejoiced.

When the Exalted soldiers of the gods struck against the
Primordials, Mokrelus failed to lift a hand to aid either his
mastersor the rebellion. Instead, he took his bodiesand filled
in the most menial and insignificant roles he could find to
play in the fight against the gods. Many times, he purposely
failed to act in any capacity or to aid either side when his
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soldiers spread across Creation, rooting out pockets of resis-
tance and claiming the world for the gods. It was during one
of these swift battles that Mokrelus’ treachery was made
known to his Primordial masters. His creator, whose name is
now lost, was ambushed by a Circle of Solar Exalted. She
called out to Mokrelus to aid her, but he only watched as she
was slain. The behemoth'’s creator cursed Mokrelus as she
died, shattering his life force and leaving its splinters buried
within Mokrelus’ remaining bodies.

Broken and dying, Mokrelus’ core fled to the farthest
reaches of Creation to nurse his wounds. He found a small,
uninhabited island far to the West and dug himself a cave
within a dormant volcano there. Mokrelus was unable to
bear the chaos at the fringes of Creation in his weakened
state, so he used the last of his power to entomb himself ina
pillar of rough jade, warding it against the effects of the Wyld
and againstdetection by hisenemies. In this way, he hoped
toeventually regenerate and emerge awhole and formidable
force to claim his place among the Chosen of the gods.

Mokrelus was unable to recover his splintered soul from
the bodies that he so carefully created. All of these bodies
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were virtually immortal constructs designed for specific
purposes that wandered rthe world during the First Age with
nomemories of their greater purpose or power. They passed
as mortals where they walked, bearing no mark of Essence.
Bodies created to be spies found homes and settled in as if
they were sleeper agents. Bodies created as warriors joined
mortal legions or police forces. Those created toshare carnal
pleasures became whores and lovers. None retained the least
recollection of their duty before the Primordial War.

Whenasplinter of Mokrelusreachesan age to where its
mortal life should end, it leaves its life and finds a new one.
[ts memory fogs about where it has been, and it forms a new
memoryand anew life around that new memory. In thisway,
the splinter bodies lived through the halcyon days of the
Exalted’srule.

Though immune toaging and disease, even the mighti-
est of immortal bodies will succumb to the ravages of fate and
poor luck. When a splinter died through misfortune, its
Essence returned to the husk that was Mokrelus' center,
slumbering within its cocoon of jade. It took until nearly the
end of the First Age, the sunset of the Solar reign before
Mokrelusstirred in hisretreat. He awoke weak and angry, a
fragile fraction of the being he once was. Worse, his protec-
tive jade armor meant to keep him safe from the ravages of
the chaotic elements now served as his prison. The curse of
his master still was in effect, and he could not contact his
servant bodies.

He cried out to the gods foraid, but he received noreply.
Whether they heard him and ignored his pleas or could not
hear him cry out within his self-forged prison, he could not
say. He could only rage against his fate, slamming his eight
fists against the interior of the jade sarcophagus, and plot his
revenge against the gods that turned away from him, longing
to usurp them as they usurped their masters.

The Great Contagion was what finally freed Mokrelus.
As thar hideous death swept through Creation, the splinter
bodies fell as surely as the mortals around them. Though his
pawns were immune to mortal disease, this otherworldly
plague was something Mokrelus had never encountered and
forwhich he could not prepare hisservant bodies. Aseach of
those splinters died, their Essence returned to Mokrelus,
bringing him their fragments of memories and power. Even-
tually, he was able to shatter his jade sarcophagus, but he
found himself deep within the Wyld of the West. The
volcano he had chosen as his hiding place was barely
recognizable. Mokrelus was only able to survive the shock of
awakening into madness by lacing what remained of his
sarcophagus into his skin. Shards of jade now run along his
skin like bulging veins, and at his joints, knobs of colored
crystal fuse with bone. Mokrelus' legs are still bound within
the remains of the pillar that had been his prison, and he is
unable to walk normally.

Once he freed himself and made sure he would survive
the Wyld's ravages, Mokrelus sought to move himself back

into Creation. He summoned demons to his aid, had them
tow his volcanic island back into the edges of Creation and
set them to guard the seas around him while he began
enacting his revenge against the gods. Once he was sure of his
safety, he began to create new bodiesand send themout into
the world to gain power and discover what the world was like.
In addition to these tasks, he showed them how to find his
lost splinters and command them to be slain, so that their
Essence might find its way back to him and he could grow.

Since Mokrelus was asleep and imprisoned during the
First Age, there is no record of him in the histories of the
Dragon-Blooded, Mokrelus seeks weaknesses within the
Realm that he might exploitand positions intowhich he can
place hissplinters to the most effect. The Realm is Mokrelus'
greatest enemy in this world, and he needs to conquer it
betfore looking beyond, but he is wary of the Terrestrials.
Mokrelus usually commands hissplinters that they stay away
from encounters with the champions of the Realm, unless
confrontation is inevitable. Then, the splinter will use its
alliesand followers in aswift and ruthless attack against the
Dragon-Blooded, hoping that the victory will strengthen the
splinter’s power with hisallies.

Mokrelus himself is easily a match for any single
Dragon-Blooded whomightdiscoverhis hidden island, and
50, he rarely sees them as a threat. In direct encounters,
Mokrelus prefers to defeat but not kill Dragon-Blooded, to
bind them in chain of soulsteel and keep them alive to
torture for information.

The Lunar Exalred pose somewhat more of a threat to
Mokrelus. Whereas rhe Lunars choose appear as gods to
tribes of barbarians, Mokrelus prefers to directly influence
them. He creates asplinter to be the advisor to a figurehead
leader, one who has power enough to lead. The Lunars’
approach is an ideological one, seeking to spread the beliefs
of the Silver Pact, while Mokrelus takes a much more
orderly view. He plans for an ordered kingdom to rise from
his raiders and soldiers. Mokrelus is not above making
alliances with bands of Lunar-led barbarians when it suits
him, and itoften doessuithim tohave another enemyat the
throats of the Threshold kingdoms Mokrelus seeks to
conquer. Inevitably, though, Mokrelus’ ordered ways and
power grabbing will come to odds with the plans of nearby
Lunars, and at that point, it will become apparent if
Mokrelus’ plans are sufficient to blunt the anger of Levia-
than and the Lunars of the West.

Mokrelus considers the Sidereal Exalted to be the
greatest threat to him. Though the number of Sidereals that
have lived since the beginning of the First Age is waning,
theirknowledge of the past iskept as intact as the change of
Ages has allowed. They have the best chance of recalling
Mokrelus’ name and station, from when he served the
Primordials. Also, Sidereal manipulation of powerstructure
and destiny, such as theirsecret control of the Scarlet Empire
and the Immaculate Order, parallel Mokrelus’ own methods.
Sidereals who deal with Mokrelus and his clan would be
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quick toascertain hisrole in the rise of power of a local prince
or barbarian chieftain. Mokrelus thus avoids encounters
with Sidereals whenever possible or plans to destroy them
quickly when they discover his machinations, lest they
wreck his plans.

Mokrelus knows little of the Solars, other than his
memories of them as generals and planners in the wars of
the First Age. He knows the Solars have enough raw
power to disrupt his plans, and to his memory, their god
favors and protects them as few others do. Several of
Mokrelus’ plans have already been inadvertently wrecked
by the Chosen of the Unconquered Sun, and he has had
toalter his machinations significantly in the wake of the
continuing Solar resurrection.

Mokrelus plans to have his splinters seek the aid of
Solars who linger within his sphere of influence. He will seek
to ally with them, to aid them with information to help in
their quests and to give them magic and small artifacts in
order towin their trust. He will hire them todo hiswork, pay
them generously and work to bind them to him as thoroughly
as possible with webs of intrigue, bribes or threats. The irony
ofusing the Solar Exalred against the rulers of Creation never
escapes Mokrelus, and he can think of no greater revenge on
the gods than turning their own Chosen back on them.
Attributes: Strengrh 10, Dexterity 7, Stamina 8, Charisma
3, Manipulation 7, Appearance 3, Perception 6, Intelligence
9, Wits 8
Virtues: Compassion 3, Conviction 5, Temperance 3,
Valor 5
Abilities: Archery 2, Athletics 4, Awareness 5, Brawl 5
(Grapple +3), Bureaucracy 5, Craft (Sculpt) 5 (Flesh +3),
Dodge 5, Endurance 5, Investigation 3, Larceny 3, Linguis-
tics (all languages) 5, Lore 5 (Prehistory +3), Martial Arts 5,
Medicine 3, Melee 3, Occult 5, Performance 3, Presence 5
(Intimidate +3), Resistance 4, Ride 3, Sail 3, Socialize 3,
Stealth 2, Survival 5, Thrown 5 (Rock +2)

Base Initiative: 15

Attack:

Bash: Speed 12 Accuracy 13 Damage 13B Defense 7
Grapple: Speed 10 Accuracy 18 Damage 12B Defense 8
Hurled Rock: Speed 14 Accuracy 16 Damage 121 (Rate 2,
Range 500)
Dodge Pool: 12
10B)
*Mokreleus ignores attacks doing less than 14L/10B to him.
Willpower: 10 Health Levels: -0/-0/-0/-0/-1/-1/-1/-1/
A[-1/-2/-2/-2/-2]-2/-2/-2[-4/-4/-4/-4/Incap

Essence: 6 Essence Pool: 220

Other Notes: Mokrelus is immune to all diseases and
pOoiSONS.

Mokrelus knows all Abilitiesso that he may impart them to
hissplinters. Splintersmay have abilities higher than Mokrelus
because they have learned them in their lifetimes.

Soak*: 18L/18B (Jade-laced skin, 14L/

87

Because of his extra arms and hands, Mokrelus may make
four actions each turn without splitting his dice pool. If he
splits his dice pool, each pool splits normally. He isable to
maintain holds or clinches on two opponents at once (two
total) without reducing these actions, and he can use one
Sorcery Charm aturn at the cost of his dice action. Mokrelus
knows all Terrestrial and Celestial Circle spells from the
Exalted main rulebook and The Book of Three Circles.
Mokrelus’ base movement issix yards per turn because his
legs are still bound in his jade sarcophagus. He usually
chooses to use spells that grant movement, such as
Stormwind Rider.

SPLINTERS OF MOKRELUS

Mokrelus now hasseveral of his mortal bodies outin the
world working toward his various goals. Each of these bodies
passes for a mortal of surprising skill and wisdom and may
even be occasionally mistaken for an Exalt, though anyone
witha Lore rating will be able to recognize tharitisnotsuch
a being. Players may make a Wits + Lore roll with adifficulty
of 5 for their characters torecognize that asplinterisneither
Exalted nor mortal, but most will conclude it was God-
Blooded. To recognize a splinter as a piece of Mokrelus
increases that difficuley to 10.

When a splinter is slain, all of Mokrelus' Attributes
increase by one, and his Essence Pool increases by 40. He
may then create a new splinter and send it into the world
by committing 40 Essence and lowering his Attributes by
one each. This is done in a powerful ritual that takes one
whole week.

Creation:

Splinters are created using the same general rules as
for creating a Solar Exalted. Select a character concept,
then give the splinter a Nature. Prioritize the Attribute
groups, then distribute six dots to the primary group, five
dots to the secondary group and four dots to the tertiary
group. Select five Favored Abilities, then distribute 30
dotsamong the Abilities.

Splinters get five dots of Backgrounds, to be chosen from
the following list: Allies, Artifact, Backing, Contacts, Fol-
lowers and Influence. A splinter automatically receives
Terrestrial Circle and Celestial Circle Sorcery, regardless of
whether or not it meets the requirements for the Charms,
then it may choose any five spells from Exalted or The Book
of Three Circles. Give the splinter five dots of Virtues. Next,
give the splinter an Essence score of 4, and calculate its
Willpower, Essence Pool, movementand health levels (-0f
-1/-1/-2/-2/-4/Incap).

Finally, asplinter gets 25 bonus points to spend, accord-
ing to the chart on page 105 of Exalted. As with Solar
Exalted, asplinter may nothave an Ability, Background or
Virtue above a score of 3 without spending bonus points. A
splinter may not have an Essence Trait above 4 or an
Acttribute score above 5. Splinters do not choose castes and,




therefore, do not get Caste Abilities or anima powers.
Splinters may get more Sorcery Charms orextra health levels
from the Charm list only. They may buy their Artributes,
Abilities, Backgrounds, Essence and Willpower normally.

Splintersare immune to non-magical disease and infec-
tion. They bleed as normal humans but heal as quickly as
Exalted. Splinters are heroic characters, able to perform
stunts and counting 10s as two successes.

When a splinter casts a spell, its anima flares brightly.
Unlike Exalted, the banner of a splinter takes no solid form
and flickers red, green and blue. This flare usually lasts for
about an hour, though rituals that costa greatdeal of Essence
will cause the banner to flare for days or weeks —as long as
the ritual takes.

Special Powers:

Allsplintershave the ability to commune with Mokrelus,
though only splinters who know their own nature can do so.
This is a ritual thart takes a full evening, from the setting of
the sun until midnight. The ritual may take many forms,
including deep meditation, the smoking of potent herbsora
vigorousdance around a bonfire. All rituals have the length
of time and the need forabsolute concentration in common.
Most splinters can avoid minor distractions, but should
someone make a concerted effort to disturb the splinter or
some major distraction take its atrention away from the
ritual, the communion is broken.

Information is shared between Mokrelus and his
splinters during the communion. The splinter may ask
three questions during that time and gain knowledge lost
romortals through the ages. In return, Mokrelus may give
its spl inters orders, advise on courses of actions and, most
importantly, glean knowledge from the splinter. The
exchange during a communion is far from equal, as only
three questions may be asked and Mokrelus may answer
them in any fashion he chooses, while Mokrelus learns
from itssplinter all of the pawn's experiences since the last
communion. Finally, Mokrelus may inflict punishment
upon the splinter, by wracking him with a fraction of the
torment Mokrelusfeels everyday. This torment leaves the
splinter ata—2 die penalty on all actions for one whole day,
but it shows no lingering effects, nordoes it inflict health
levels of damage.

A splinter may commune with Mokrelus once aweek
and is usually commanded to allow no more than a month
to go between communions, lest Mokrelus be wroth with
his minion.

Hamase Rucana, SPLINTER OF MOKRELUS

Hamash isa wizened old crow of a man who advises the
chiefofarribe of desert nomads. He has three eunuch slaves
that follow him almost everywhere: one to guard him, one to
clothe and feed him and one to fetch him things. Under his
guidance, the tribe has stepped up raids on caravans of the
Gemlords. Hamash is also working to unify several smaller
tribes under his chief’'s banner and may, in a few years,
become a serious threat to the governments of the South.
Nature: Conniver
Attributes: Strength 2, Dexterity 3, Stamina 2, Charisma 3,
Manipulation 4, Appearance 3, Perception 2, Intelligence 3,
Wits 4
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 2
Abilities: Awareness 3, Brawl 2, Bureaucracy 1, Dodge 4,
Endurance 3, Linguistics 3, Love 3, Medicine 2, Occult 5 (ritual
+2), Presence 3, Stealth 3, Thrown 3*

*Italic Abilities are favored.

Backgrounds: Allies 2, Influence 2, Followers 2

Charms: Terrestrial Circle Sorcery (Demon of the First
Circle, Flight of Separation, Song of Vertigo), Celestial
Circle Sorcery (Insidious Tendrils of Hate, The Princes of
the Fallen Tower)

Base Initiative: 6

Attack:

Punch: Speed 8 Accuracy 5 Damage 2B Defense 6

Poison pot: Speed 10 Accuracy 6 Damage 2B* (Rate I,
Range5)

Dodge Pool: 7 Soak: 3B/4L (Hide cloak, 1B/3L, -1
mobility penalty)

Willpower: 8 Health Levels: -0, -0,-1,-1,-2,-2, -4,
Incap

Essence: 4 Essence Pool: 65

Other Notes:

When forced into combat, Hamash prefers to hurl small
clay potsfilled with poison or acid. These only do an initial
damage of 2B. However, if the attack succeeds, they burst
open tosmother the victim in their lethal toxins. He prefers
to use poison snake venom (see p. 243 of Exalted ) when he
can. The acid deals an additional three health levels of
lethal damage to exposed flesh or one health level of lethal
damage to armored flesh, and it inflicts severe damage on
armor not made of one of the Five Magical Materials. Both
types are specifically made to seep through the chinks and
cracks inarmor.

Hamash always prefers to use hissocial skills or sorcery rather
than his martial skills.
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NyMpH’s BLoOD

Description: In the jungles of Creation, many deadly

and beautiful creatures exist, but not all of them are
animals. Rare plants are gifted with motive power by the
f:"[']tfrgil‘f:‘i 'l']:ll- [I'll" .I'l.'!‘:".."‘-.'IL]j HHL] sOme turn to I'.I]'f:'.‘d'rl'fi':'r'f IMedanrs
of gaining sustenance. One such terror is the unusual
flower known as nymph's blood, which scholars suggest
must be descended from a variety of exoric vine whose
blossoms intoxicate and capture insects.

The common people of the Southwestern jungles
tell a different tale. Once, a mighty chieftain, wise in
the ways of the beasts, grew lonely and sought a wife. He
traveled the length and breadth of his island again and
again but could find no woman who caught his fancy.
Finally, one silver-mooned
night, he came upon a
beautiful nymph walking
along the shore of a tiny
lake and was smitten with
desire. Concerned that
the maiden would be

S
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frightened should he come upon her at night, he
watched without showing himself. As the clouds con-
sumed the moon, he lost sight of her but resolved to
look for her again.

Night and day, he searched for the maid, until,
finally, he came upon her again. This time, he revealed
himself and declared his desire for the lovely nymph.
Laughing, the timeless damsel ran from him, but he grew
angry and gave chase. The chieftain called to the spirits
of the beasts for strength and caught up to his fair quarry.
Again, she laughed at him, and he was wroth and forced
himself upon her. The powerful nymph fought against
him and wounded him terribly, but ultimately, she could
not resist. Broken and dying, she cursed him for his lust,
and even as he was wracked with forbidden pleasure, the
blood-soaked vines strangled the life out of him.
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Since that day, the beautiful five-petal flowers of
nymph's blood, pearly white with vibrant streaks of red,
have heralded both unconrtrollable lust and great danger.
A man or woman can easily abandon himself or herself
to unbridled eroticism, even if he or she is alone, with
nothing resembling conscious thought or morality re-
straining him or her. Meanwhile, the hungry vines of the
nymph's blood plant will slowly crush the passion-struck
mortal to death whiles its thirsty roots drink up the blood
and then bury the bones to fertilize the earth.

Opportunistic traders are willing to pay handsomely
for the flowers of nymph’s blood, however, as they can
fetch exorbitant prices from the right customer. Lonely
matrons of wealth, heartbroken young nobles and de-
generate lechers whose tastes are otherwise insatiable
sometimes hear of the perfume the flower exudes and
wish to put it to use. The vine is illegal to cultivate in the
Realm, though few save savants and jurists have actually
ever heard of it. Its perfume is similarly prohibited.

In the jungle, the plant is dangerous because it can
relocate, and thus, it is difficult to anticipate until the
first whiffs of its perfume warn one that it is too late.
Typically, the plant’s scent renders its victims helpless,
writhing in their own carnal pursuits, while its vines
slowly kill them. Should a victim fight back, she will
generally have to destroy each of five vines a single vine
at a rime until she can reach the center bulb from which
the tlowers spring.

Attributes: Strength 4, Dexterity 1, Stamina 2, Cha-
risma 1, Manipulation 1, Appearance 4, Perception 1,
Intelligence 1, Wits 1

Virtues: Compassion 1, Conviction 1, Temperance 1,
Valor 1

Abilities: Awareness 1, Brawl 2 (Grapple +2), Stealth 1
Supernatural Powers: Perfume of the Nymph's Blood
Base Initiative: Z

Attack:

Vine Grab (up to 5 attacks): Speed 2 Accuracy 5 Damage
Clinch Defense 5
Dodge Pool: 1
Willpower: 1
-4/Incap
Essence: 1
Other Notes: Normally, attacks against one of the vines
can only cause a single health level of damage as the vine
is severed. Only area effects or attacks against the flow-
ering center bulb may cause full damage. Severing a vine
ends that particular vine's clinch arrack.

Soak: 1L/2B
Health Levels: -0/-0/-0/-0/-0/-1/-2/
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PERFUME OF THE NYMPH’S BLOOD

Each turn that a creature breathes the perfume
of the nymph's blood flowers, it’s player must make
a Stamina + Resistance roll, difficulty 2. Success
indicates thar the victim resists the musk, failure
means the player must make a Temperance check,
difficuley 2, to avoid her character falling prey to
the lust that fills her.

Should a victim fail to resist the perfume,
uncontrollable passion overtakes the mind and
must be satisfied immediately by engaging in erotic
stimulation. This urge lasts at least one minute,
during which time the victim may do nothing else
and has a -6 penalty even should he somehow
engage in defense. At the end of a minute, the

~ victimwill be required to resist again if the nymph’s
" blood perfume is still present. Should a victim

resist the perfume’s effect, attempts to do so again
during that scene are at -1 difficulty. This does not
stack; resisting multiple times still grants only a -1
difficulty to continued resistance.

The plant exudes the perfume over a radius of
10 yards constantly. However, it is possible a vic-
tim may simply be exposed to someone using a
measure of the perfume. Assume that a normal
application lasts for about an hour before it dis-

perses enough that it no longer affects victims.

During that time, everyone within 10 feet, includ-
ing the person wearing the perfume, must resist.
Nefarious users who wish to maintain self-control
often employ some sort of nose plug soaked in a
bitter substance, but this is uncomfortable, and the
user could risk suffocation at the hands of an
overzealous lover.




from escaping in a sailboat. Desus returned to his
homeland a great hero, whereas Oliphem was left alone
and bitter. Today, things haven't changed much for
Oliphem — it is still alone and bitter. [t has failed in its
duty. There are few ships left for it to guide, and it is
powerless to aid those that remain, for it cannot
even find them. It's not completely blinded; it
can still see where it is going and spot nearby
ships, but compared to its former might, it is
certainly crippled. It used to be able to see
everything on the waters, to signal faraway
ships and to destroy its enemies with a terrible,
burning gaze of cold, blue-tinted light that
streamed forth from the lens... but that
was a long time ago.
Now, there burns within

A Oliphem a terrible knowledge of

OLIPHEM, WATCHER OF THE SEA

Description: Long before the world became whar it
is now, Oliphem already watched over the waters. It had
a purpose — that of guiding friendly ships to safety. It was
the master of the seas. To its everlasting shame, this
was not to last; the mighty watcher was laid low
by Solar deception.

Now, thousands of years later, Oliphem
spends it days asleep, buried in the bottom of
the ocean. When night falls, it tiredly shakes
the mud from its bulk, raises itself up
to the surface and walks across all
of the Western waters. Oliphem
appears to be a huge humanoid

creature over 150 yards rall,
built of stone and iron, stand-
ing lightly on the surface of
the water (it only sinks
when it wants to rest on
the bottom). In place of a
face, there is a great lens.
In times past, the lens
was used to signal ships
far, far away and to help
steer them away from
danger, but it hasn’t seen
use in a long time now;
there is a crack on the
lens. Legends say that a
mighty Solar hero named
Desus gained Oliphem’s
trust with offerings of fine
foods, exquisite gifts and flatrer-
ing speeches, then took the
watcher by surprise and laid it
low with a single blow from his
mighty fist, causing his enemies’ ¥
ships to lose their way. In doing
s0, he also destroyed Oliphem’s
ability to observe everything
that took place on the seas,

what it is today — a broken and
miserable failure. It is but a
shadow of its former self. It har-

M\ bors deep resentment for the
Solar Exalted for doing this

to it, and it often thinks

of revenge. Still, it
knows such thoughts
are meaningless;
it's not a par-
ticularly
violent be-
ing and
goes out of
Its way to
avoid com-
pany, LS

shame burns deep within

it, and it craves solitude.

It would die, if only it
knew how, but it knows that
it cannot happen — it is ef-
fectively immortal. It's afraid
of ending up even more
crippled than it already is,
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very easy to spot, and Oliphem’s limited eyesight makes
it difficult for it to notice ships that approach it.
Although it is unable to tell Solar Exalted from other
passengers without fierce concentration, Solars who
have their anima banners flaring obviously stand out.

At times, it has been known to help desperate
seamen in storms or other problematic situations —
throughout history, there are legends of a strange giant
that walked on water and rescued ships from certain
destruction. Oliphem itself doesn’t really care very
much abour the lives of the sailors; it helps them out of
an ancient and heavy sense of duty to those who are
now gone.

Oliphem would like nothing more than for some-
one to fix the lens and restore it to its former glory, but
it knows that those who could do it have perished along
time ago. What Oliphem isn’t aware of is that a skilled
Solar from the Twilight Caste could certainly fix the
lens. This would involve a lot of work and a difficult
hunt for truly rare construction materials, but it could
be done.

Of course, the actual construction would only be a
part of the problem; equally difficult would be the task
of talking the Watcher into letting a Solar fix the lens;
it has a long memory, and it is bitter beyond belief. Still,
this act would have significant consequences, as doing
so would cause Oliphem to reevaluate its position
toward the Solars in general. The specifics of all this are
left up to the Storyteller, but regardless of how Oliphem
reacts, a fixed lens would restore it back to its former
self, at least in power and abilities, if not in personality.

Despite this great influx of power, Oliphem will
not necessarily become a hostile creature; it still has a
duty, but the ships it once guided no longer exist, so it
will still lead an aimless existence. Still, it will view
itself as far less of a failure and is more likely to help
ships in distress, regardless of their allegiance. It will
still steer clear of battles and other events that would
require it to take sides in a conflict it cares nothing
about, save perhaps events that involve those who
have fixed its lens.

Should a player’s character (or some other Solar
Exalt who meets it) turn out to be a reincarnation of
Desus, the Wartcher would immediately recognize his
old foe as soon as it inspected the character more
closely and fly into a terrible, uncontrollable rage. It
would do anything at all to destroy the one who turned
it into what it is now.
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Attributes: Strength 20, Dexterity 5, Stamina 15,
Charisma 5, Manipulation 4, Appearance 2, Percep-
tion 2, Intelligence 7, Wits 5

Virtues: Compassion 2, Conviction 5, Temperance 2,
Valor 5

Abilities: Awareness 2, Brawl 5, Dodge 4, Endurance
5, Lore 5 (Ancient History +3), Occult 2, Presence 5,
Resistance 5, Survival 1*

* Being an ancient creature of great power, Oliphem
may well have other Abilities as well if the Storyteller
so desires.

Base Initiative: 9

Attack:

Punch: Speed 9 Accuracy 9 Damage 151 Defense 9%
Kick: Speed 6 Accuracy 8 Damage 18L Defense 8*
Piercing Gaze: Speed 25 Accuracy 20 Damage 25A
(Rate 3, Range 10 miles)**

* Oliphem can attempt to parry any attacks as it
pleases, even unarmed; its arms and legs are tough
enough to deflect most atracks.

** Arrack does not work, see “Other Notes” below.
Dodge Pool: 8 Soak: 20L/30B (Constructed of
stone and iron, 20L/15B. Can only be hurt with sorcery
and attacks enhanced with Essence. Oliphem ignores
attacks below 20L/15B.)

Willpower: 10 Health Levels: [rrelevant. Oliphem
cannot die by any means characters have at their
disposal, but it knows pain and will sink to safety if it
suffers enough. This is largely dependent on how the
Storyteller wants to portray Oliphem. A good rule of
thumb is that at least 30 health levels worth of damage
is required to make Oliphem want to leave the battle,
and even then, it is likely to keep fighting if it thinks it
might win very soon. 100 would be enough to cripple it,
but no matter how injured, it would eventually heal.
Only the gods themselves can actually kill Oliphem.
Essence: 9

Other Notes: The Piercing Gaze attack is only avail-
able if someone fixes Oliphem’s lens, in which case, it
becomes terribly powerful. In addition to the attack
itself, Oliphem’s Perception and Awareness are both
raised to 7, and it regains the ability to automatically
observe everything that happens on the surface of the
Western Ocean. Oliphem is capable of walking on
land as well as on water, but it has never been known
to do that.




PELAGIAL

Description: In the limitless depths of the Western
Ocean, countless civilizations have risen, only to be
swallowed whole by the sea. Beneath the surface of the
waves, the ruins of cities and temples sit silently while
the steady rhythm of the current rocks them in their
slumber. The pelagials rule in many of the places that
have been lost to the waves — an ancient race of men
and women who were swept from the surface of Creation
before the coming of the Exalted but lurk now, ages
later, beneath the tides.

The pelagials were a race of
sailors, say savants, and they
tished and traded all
across Creation.
The ancestors of
the pelagials could
be found bartering with
those who lived on the
coasts of every nation,
and such was their skill
with sail and tiller that
others said they bore
the blessings
of the gods,
to be so sure
at the helm of
a ship. Those
were ancient
times, and the
element of wa-
ter was a chaotic
thing that was of-
ten inimical to
human existence.
The pelagials
managed to
avoid the
wrath of the
sea by sacri-
ficing to the
elemental pow-
ersof waterand the
spirits of the ocean.

With the blessings

of these powers,

the pelagials
founded an island

home that’s capital

was a marvel of expen-
sive stone, rare metals and
coral of every shade.
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But the pelagial’s land could not last, and after
centuries, the warers of the ocean began to swallow up
their island kingdom of marble and gold. A sea god
called Sheen’lish took pity on the people, and as the
waves swept the nation from memory, he rook the
cream of its youth and transformed them into some-
thing more suitable to oceanic existence. Willingly,
they gave up their humanity and became creatures of
the sea — pelagials.

They were still humanoid, after a fashion, although

larger than they had been before. Their upper torsos
appeared to still be those of a man or woman,
albeit dressed in a layer of blubber to protect
them from the cold of the sea. Their hair

grew long and thick, like kelp, and their
eyes became huge and black, the better
to see beneath the wine-dark ocean.
Their lower halves were transformed
into those of a manatee or a bull seal
— huge ponderous affairs on land,
burt able to propel the newly reborn
race quickly through the depths.
Their skin faded to a pale white, for
they became strangers to the sun.
And so, another civilization
was built beneath the sea, and the
pelagials sacrificed again to their
ancient water gods and propiti-
ated the same elementals that
they had before the fall. Their
kingdoms were crafted from
obsidian and coral, and they
built their cities on top of
undersea Demesnes
and constructed
Manses there. As
the First Age
reached its peak,
the Exalted
opened trade with
the pelagials. Pelagial
warriors fought Ter-
restrial Exalted in
crowded arenas to
demonstrate which
race possessed supe-
riorfighting prowess,
and they guided
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the architects of the Exalted in the ways of building
beneath the sea. There were other races existing deep
beneath the waters that the pelagials knew of, and
under the aegis of the Old Realm, trade opened with
them as well.

But the Old Realm fell to the Usurpation, and by
the end of the Shogunare, none were left who remem-
bered the pelagials except for a few Water-aspected
Dragon-Bloods and Lunar Exalted. When the Fair Folk
thundered out from the edge of the world and swept
across Creation, the pelagials had already slipped into
a decline — their numbers were decreasing, and their
ancient cities had begun to crumble around them.
They had begun to mistake hubris for wisdom and
tradition for justification. Yet, despite their slide into
degeneracy, they were spared the full indignity of
slavery underneath the Fair Folk's heel by rheir mastery
of the ancient artifacts in their care. This protection
from danger came with a heavy price, for the savants
among the pelagials perished in order to power the
ancient devices that bought them peace.

Years passed, and the pelagials grew even more lazy
and indolent. They isolated themselves from one an-
other, and because of their failing numbers, they found
it easy to hide in their massive, deserted cities. The
more degenerate among them developed a taste for
human flesh, art first picking off those who fell over-
board, but later luring ships to crash on rocky shoals
through the use of burning seaweed. Others, aware of
their size advantage in relation to the humans, would
leap upon the deck of a ship in a storm, grabbing unwary
sailors and dragging them beneath the sea to expire and
be devoured.

The more cunning among their number coveted
devices of human manufacture, impossible for the now-

degenerate pelagials to craft. These erstwhile traders
began to explore the deserted outposts of their ancient
empire in order to find artifacts and, afterward, made
bargains with sea captains — human slaves and iron
tools for artifacts and Hearthstones snatched from long
abandoned watery Manses. Guild freighters now un-
load cargoes of slaves into the sea in exchange for
ancient devices and long-forgotten texts written upon
imperishable materials.

Attributes: Strength 6, Dexterity 2, Stamina 5, Cha-
risma 3, Manipulation 3, Appearance 1, Perception 4,
Intelligence 2, Wits 3

Virtues: Compassion 1, Conviction 2, Temperance 1,
Valor 2

Abilities: Athletics 2 (Swim +3), Awareness 3, Brawl 4,
Craft (Masonry) 2 (Coral +2), Dodge 3, Investigation 2
(Search +2), Linguistics (Native: Pelagial; Seatongue)
1, Lore 1, Melee 2, Socialize 4, Stealth 3, Thrown 2,
Backgrounds: Artifact 5, Manse 3, Resources 4

Base Initiative: 5

Attack:

Bite: Speed 6 Accuracy 6 Damage 4L Defense 6

Claw: Speed 5 Accuracy 6 Damage 6B Defense 6
Coral Spear: Speed 6 Accuracy 6 Damage 10L Defense 4
Dodge Pool: 5 Soak: OL/17B (Hide, OL/12B)
Willpower: 4 Health Levels: -0/-0/-0/-1/-1/-1/-1/
-2/-2/-4/Incap

Essence: 1

Other Notes: The high Artifact Background the pelagials
possess doesn’t indicate artifacts that they are able to
access, but instead how many dots in Artifact that they
are able to trade. They are unable to put the vast majority
of the artifacts in their care to any use, although a rare
atavist amongst them with sufficient Lore may operate
the items.
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RoOcCk-ROLLER

Description: These unlikely looking creatures are
certainly of Wyld origin, for the Elemental Dragons
never made anything half so strange. When sitting still,
rock-rollers resemble nothing so much as a small totem
pole, standing between three and five feet tall and carved
from a rough gray rock. Then, they stand up, long spidery
legﬁ unfnlr]ing on both sides, and tower a gnm‘] three feet
taller. Next, the single thick tentacle uncoils from the
top of its head and reaches for prey, its bulbous tip
splitting to reveal a wide circular mouth with a double
row of small sharp teeth.

These creatures live on rocky and mountainous
islands, along the slopes of their hills and volcanoes.
Maost are solitary, though every so often a family will be
sighted, the babies clinging to their parents’ bodies with
all six legs. People keep their distance, however, for rock-
rollers are known predators.

The rock-roller doesn't bother with subtlety or
stealth. It locates prey, animals its own size or smaller,
and approaches rapidly. The tentacle lashes out and bites
down, holding tight anywhere it can, and pulls the
victim closer. Then, the rock-roller
springs. Its legs wrap tightly
around the victim, and its
weight hits the victim from
the front, knocking it
over with the rock-roller
on top. The rock-
roller, true to its

name, shifts its weight to the side and forces the two
bodies to roll down the hill, grinding its prey to mush
between the hard ground and its own body. It then sucks
down the remains through its tentacular mouth, rights
itself and moves on, either back to its nest or in search of
more food.

The most interesting thing about the rock-roller is
not its form of attack, but its appearance. The creature's
body does resemble a totem pole, and each one bears a
slightly different shape, to the point that viewers can
actually identify specific rock-rollers. Legends say that
the tirst rock-roller was an actual totem pole, carved on
a faraway island to win favor from the gods. But the pole
was poorly carved, and the symbols not flattering, and
the gods became angry — as revenge, they animated the
pole and gave it life, merging it with a spider and a squid
and the rocks themselves, and set it loose to wreak havoc
on the people nearby.

Island dwellers claim that the creatures’ bodies are
actually representations of various animals and spirits
and that each rock-roller carries a divine message await-
ing interpretation. One Western wise man stated that
each rock-roller was intended for a single person and that

it bore that person'’s face on its body, carved amid
the other images. He also stated that rock-rollers
only killed humans who disobeyed rthe divine
commandments by trying to read a rock-roller
not meant for them. Whether true or not, in
many island communities the rite of manhood
includes sending a young man to locate his rock-
roller and learn its message.




Rock-rollers have no place in the natural order, for
they have no natural predators — nothing large enough
to overpower one lives on the islands, and most creatures
can't penetrate their rocky hides. The rock-roller’s only
real enemy is the fire ant, and hunting parties of the small
fiery creatures sometimes swarm a rock-roller, which
then topples on them, fire versus rock.

Attributes: Strength 4, Dexterity 3, Stamina 4, Cha-
risma 0, Manipulation 0, Appearance 0, Perception 3,
Intelligence 1, Wits 3

Virtues: Compassion 2, Conviction 3, Temperance £,
Valor 4

Abilities: Arthletics 3 (Tumbling+4), Awareness 2, Brawl
4 (Hold +4), Endurance 2, Survival 2

Base Initiative: 6

Attack:

Tentacle: Speed 5 Accuracy 7 Damage 2L + rock-roller
hold* Defense 8
*See boxed text.
Dodge Pool: 4
5L/5B)
Willpower: 3
[Incap

Essence: |

Other Notes: None

Soak: 5L/9B (Rock-roller rock,

Health Levels: -0/-1/-1/-2/-2/-4/
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Rock-RoLLer HoLp

If a tentacle attack does damage, the rock-roller
gains an automatic hold attack. Breaking the hold is
an opposed roll, the rock-roller’s Strength + Brawl +
specialty (12 dice) versus its target’s Strength +
Brawl or Martial Arts. Neither the character nor the
tentacle can attack while the character is in the
rock-roller hold, but the rock-roller may perform a
rock-roller roll attack on the target every turn until
it succeeds or until the vicrim escapes the hold.

Rock-RolLer RoLL

This attack can only be made if the rock-roller
already has a victim in a rock-roller hold. If that
happens, make an opposed roll, the rock-roller’s
Dexterity + Athletics + specialty versus the held
character’s Stamina + Athletics. If the attack suc-
ceeds, both characters topple to the ground. The
held individual is still held and now takes 6B/turn
until the hold is broken, the rock-roller is dead or
unconscious or another character’s stunt stops the
stony totem pole from rolling back and forth.
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SINGER OF THE DEEP

Description: All seamen fear the terrible, ear-piercing
song of these flying creatures, which look like humanoid fish
somewhat reminiscent of traditional mermaids. Howewver, they
are scalyall over, and their backs sport “wings” that are actually
large fins that spread out when the singers take to the air. Their
“song” is actually caused by the air whistling through these fins,
and it causes paralyzing sensations of fear and uncertainty in
those who hearit. The singers of the deep usually hunt in packs.

Attributes: Strength 4, Dexterity 4, Stamina 2, Charisma
|, Manipulation 1, Appearance 1, Perception 3, Intelligence
3, Wits 2

Virtues: Compassion 1, Conviction |, Temperance 1, Valor |
Abilities: Athletics 4 (Fly +2, Swim +1), Awareness 2,
Brawl 5, Dodge 5, Endurance 5, Medicine 3, Stealth 3
Supernatural powers: Fearsome Song

Base Initiative: 6

Attack:

Tail: Speed 4 Accuracy 8 Damage 11B Defense 9

Despite theirap- 1 Talons: Speed 7
a & ., . ﬂ .
pearance 1 ﬁnd Accuracy 9* Dam-
reputation, the sing- 4 age SL

ers aren’t really
creatures of the air,
even though they are
capable of launching
themselves up from
thedepths withaflick
of their powerful,
finned tails. Theycan
reachaltitudesas high
as 100 yards on the
initial ascent and
cover great distances
by glidingand surfing
the winds. However,
they cannot safely
land on anything but
water and are quite
helpless if they ever
end up on dry land or
thedeckofa Ship.“ﬂhlt‘ﬁ more, the singers {.'.:1n{]nl:.-' stay out
of water for upto five minutes: after that, Tllt:}' have toreturn
to water or simply die of asphyxiation.

More often than not, the singers of the deep use two
basic tactics in battle after exploding out of the water and
gaining a bit of altitude. Either they slap people with their
tails while swooping past them (a single blow is easily
powerful enough tostun orevenkill a grown man) orgraba
mariner or two and drag them back down into the depths
with them, where air-breathing foes are easily dealt with.

Thoughagile while in the air, the singers are less of a threat
when grounded. A landed singer is still capable of defending
itself with its tail and its talons, so approaching one should be
done with extreme caution. Still, as it cannot attack anyone
whoisn’t foolish enough to approach itand will die soon unless
it manages to flip itself back into water, the safest solution is
often to just leave it alone or to launch spears and arrows at it
topass the time. When theyno longerhave the energy tofight,
grounded singers simply glare at their enemies with cold,
hateful and alien fish-eyes while desperately gulping the air.

The singers’ numbers were formerly kept in check by
Water-aspected Dragon-Blooded who had little trouble go-
ing after the creatures under the surface, but since the
Empress’ disappearance, patrolshaven’tbeen nearly asregu-
lar, and thus, the numbers of singers have increased
considerably during the past years.

* If the singer ex-
ecutes a successful
hold maneuver,
the targetispulled
intothe waterwith
it. Singers cannot
parry any kind of
blows with their
talons.

Dodge Pool: 9
Soak: 2L14B
(Scalyskin, 2L/2B)
Willpower: 3
Health Levels: -0/
-0/-0{-1/-1/-2/-2/-
4/Incap

Essence: |

Other Notes: A
successful atrack against a flying singer of the deep will cause
the singer to cease its song and, unless the Storyteller
manages to get at least three successes on a Dexterity +
Athletics roll, the attack will also drop the singer from the
sky. Even if it manages to stay aloft, a singer with wounded
fins can no longer emit the song and suffersa Z dice penalty
toall rolls concerning aerial maneuvers.

FEARSOME SONG

This power allows the singer of the deep to emit
asound that drivesfearinto the hearts ofall who hear
it. Players of those who hear the howl must make a
Willpower check every turn aslong as their characters
can hear the song. A successful roll indicates thatthe
character resists the song's effects, a failure means that
the charactergetsa -2 die penalty toall actions, and a
botch causes the character to cower in fear until his
player succeeds ina Willpower check.

Creatures that have been affected by the Wyld are
immune to the ill effects of this power. Instead, they get
a +2 bonus to their initiative, and their permanent
Willpower and Valorare temporarily increased byone
so longas they hear it— the terrible sound makes them
feel strong and brave. Note that this bonus does not
stack; whether there is one singing creature oradozen
of them present, the bonus remains the same.




SPRING-BELLY

Description: Clawshells prowl the beaches and wa-
ters, but for all their size and strength, the aquatic
creatures are easy to spot and avoid. Not so their smaller
cousins, the spring-bellies. These shellfish grow up to
four feet across and have four sets of legs, with pincers on
the front and back pair. Their mouth, however, is enor-
mous and hinged and is located on the creature's
underside, directly under its belly.

Spring-bellies are trappers, not hunters. They bury
rhemselves in the sand, head down, so thart their claws
and mouth face up toward the surface. Usually

infant spring-bellies, which are bigger than snippers
and have more meat to them. Unfortunately, spring-
bellies often prove smarter than anticipated, and many
of them have raken to leaving one parent behind in the
sand below the babies, to guard them. Anything that
tries to catch the smaller spring-bellies may find itself
being used as a meal instead.

Attributes: Strength 4, Dexterity 2, Stamina 4, Cha-
risma 0, Manipulation 0, Appearance 0, Perception 3,
Intelligence 1, Wits 3

Virtues: Compassion 2, Conviction 3, Temperance 2,

Valor 4

they'll only dig down about a foot, and
once comfortably ensconced, they
use their claws to pull the sand
back down on top of them, hid-
ing their presence. The front
and rear legs poke up
through the sur-
face, looking like
small bits of
shell washed
up along the
beach. Then,
the spring-
bellies wairt,
motionless, to conserve their energy.

When someone walks along the beach, the
vibrations will wake a spring-belly, and it tenses in
preparation. As the footsteps get closer, it becomes fully
awake. Then, when the feet are between its four pin-
cers, it strikes, stabbing upward and roward the center
with all four legs and hauling its body up afterward. The
mouth opens to bite, even as the pincers stab and hold.
A spring-belly can swallow a bird whole, engulfing it
before the bird can ﬂ}' out of r{:‘ﬂth, but the crustacean
will also go for larger targets, and if it can’t eat the prey
all at once, it will chew off a decent hunk. Then, its
cover blown, the spring-belly flips over and scuttles
away on its middle sets of legs, pincers snapping to
discourage pursuit.

Spring-bellies are generally solitary creatures, but
they only consider those few feet right around their
hiding places as territory, so it is possible to find several
spring-bellies on a single stretch of beach. Most of the
creatures have a handful of favorite spots and rotate
between them to avoid scaring away prey.

When spring-bellies have young, the parents leave
the babies anchored to rocks in shallow water while
they bring back meat. Island dwellers often hunt the

o Abilities: Athletics 3, Aware-
v ness 4, Brawl 3, Endurance 2,
""v" Stealth 4 (Ambush +2),
Survival 2
Base Initia-
tive: O
Attack:
Bite: Speed 3 Ac-
curacy 5 Damage 4L +
poison® Defense 7
Pincer: Speed 6 Accu-
racy 71 Damage 4L
Defense 8
* Spring-belly poison
(Diff. 1, Success OL, Failure 1L,
Duration/Penalty 1 hour/-2)
Dodge Pool: 2 Soak: 3L/8B (Shell, 3L/6B)
Willpower: 4 Health Levels: -0/-1/-1/-2/-2/-4/-4/
Incap
Essence: |
Other Notes: In addirion to their pincers and their
bite, spring-bellies secrete a mild poison from their
mouths. This is not enough to kill a person, even a
child, but it will slow reflexes and leave the person off-
balance and clumsy, easy prey for the voracious
spring-belly. Spring-bellies aren’t really manhunters,
though — it's just that they’ll eat any creature that steps
over their mouth. Humans are actually problematic as
prey, too big to eat quickly and too likely to survive a
first attack. Island dwellers sometimes hunt spring-
bellies instead of the other way around, poking spears
into the sand to stab the creatures right through the
belly and then pulling them from the sand and roasting
them immediately over a fire. It does take two or three
strong men to hoist a spring-belly from its hiding place,
but the creatures provide enough meat to feed five or six
people for single meal.
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THe THOUSAND HUNGRY WINGS (GRELIDAKA)

Description: In the skies of the West, there are few
greater terrors then the cloud of black, screeching, ever-
hungry maws that belong to the Wyld-mutated flocks of birds
known as the grelidaka. Theyappear in the gray skies before
a storm and descend to devour all creatures below them.
Flocks of grelidaka are comprised of several hundred birds of
varying size. Some are as small as sparrows, while the largest
have wingspans thatrival albatrosses. Most are about thessize
of a goose, with a wingspan of roughly two yards. They are
colored gray to black, like the clouds of the storms that hide
theirapproach. Each bird has a long, sharp serrated beak and
eves that shine red with hunger. These birds are forever
maddened by the touch of the Wyld and seek only to devour.

The thousand hungry wings are nomadic, moving from
one island to the next after stripping their previous residence
clean. They nest on cliff sides and coral atolls when not flying
or feasting and keep in tight formation even while resting.
The thousand hungry wings always seem to work as a single
entity. They feed together, fly together, sleep together. Only
during their brief, frenzied mating season may they be ob-
served o act as individuals. However, these actions dwarf
even the most depraved bacchanalia of House Cynis. A
mating flock actssimilarly toa hunting flock, except that they
appear in a clear sky, and their mating happens during the
devouringof their prey. Another taint of the Wyld, grelidaka
donotlayeggs or give birth tolive young. Instead, during their
mating and feeding, the largest of the flock will suddenly split
into two, smaller birds. In this way, the flock grows by uptoa
third of its original size — and equally in ferocity. The few
savants who have tried to study the thousand hungry wings
have been unable to discover on what type of cycle the birds
breed, but it may be years between mating periods for aflock.
What is known is that grelidaka who are separated from their
flock, either by wounds or by capture, quickly die. Theyseem
to only be able to live in groups of at least 100. No two flocks
have ever been seen near one another.

Grelidaka aren't picky about who orwhat they eat. Any
warm flesh will do. Flocks will fall upon the unwary crew of
aship or descend into a village, attack other birds or sweep
through an island jungle for boar and other beasts. The
sudden atrack of a cloud of Hungry Wings can decimarte
whole villages. Survivors speak in horrified whispers of the
red eyes and of the horrible screeching thatdrowned out the
screams of the victims.

Swift ships can outrun the grelidaka, though few land
creatures can make it away fromaflock when it comes out of
the sky. Villagerssurvive only with plenty of warning, so that
they can shutter themselves in their homes, as if battening
against a hurricane. Some survivors find respite deep within
caves or by hidingunder water, but an attack can last longer
than a mortal can hold her breath. Town defenders and
militiasare often trained toassist the rapid evacuation in case
of grelidaka attack. They are told that under no circum-
stances should they fight, for it is known that for every one
bird you slay, three will take its place. Some smaller, more
remote island dwellers leave sacrifices for the grelidaka, in

hopes that the death of a few will allow the remaining to
escape tosafety.

Attributes: Strength 6, Dexterity 11, Stamina 4, Charisma
1, Manipulation 1, Appearance 1, Perception 2, Intelligence
1, Wits 2

Virtues: Compassion 1, Conviction 1, Temperance 1, Valor 5*
* Cannot fail Valor checks.

Abilities: Awareness 3, Brawl 4, Dodge 8, Presence 3 (In-
timidation +3)

Base Initiative: 13

Attack:

Dive Attack: Speed 15 Accuracy 13 Damage 14L Defense 6
Enshroud: Speed 10 Accuracy 9* Damage 8L Defense 9

* Cannot be dodged, only blocked.

Dodge Pool: 19 Soak: 2L/4B (None)
Willpower: 2 Health Levels: -0x10/-1 x10/-2x10/-
4 x5/Incap

Essence: 2

Other Notes: Thestatisticsabove reflectan average grelidaka
flock. Theyare one entity foralmostall purposes. Toincrease
the flock size, increase the Physical Attributes by twoeach,
and recalculate attack and defense pools accordingly. Also,
add four to each of the -0,-1 and -2 health levels.

Attacks with ranged weapons into a flock of the thousand
hungry wingssuffera -3 die environmental penalty from the
swirling, chaotic actions of the birds. Thisdoes notapply to
attacking the flock itself, only to targets within or beyond
the grelidaka.

Grelidakasuffera-2 die penalty to Perception checks when in
a feeding frenzy. A grelidaka flock can make an enshroud
attack against everyone inside it’s 100-yard radius every turn
but can only make one dive attack orotherdice action per turn.
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Arad, the Hunter ® Brass Legionnaire ® Chillikin ® Five Days Darkness ® Flesh Per ®

Giant Rat and Emperor Rat ® Grate Monkey ® The

Harvester of Poisons ® [lluthrita

® Karmeus ® Mother Bog ® Proto Puma Prime ® Snakebud Tree ® Thousand-Foreged

Dragon ® The Tree of the Inchoate

Much that remains of the First Age lies in the Scav-
enger Lands. It's people sustain, repair and recycle the
detritus of the Golden Age to a degree that would astound
the inhabitants of the Realm. It is said by many that this
reflects the inherent spirit of the land, and the creatures
that inhabit it suggest that this may be the case. Many are
automata, others are patchwork beings. Regardless of why,
|]1|:'." H"L:H x-‘t*ngt‘.r I_:'l!'lil.."i Tt‘gi“[] l"'l.]HHT:'HH{‘I."i I'-"L'.‘TEIH i-'I]"li[ W '.'“L]i".l'!‘;-

uniquely its own.

ARAD, THE HUNTER

Description: Savants wise in the stories that surround
the behemoth called Arad know that he is the first and
greatest of all hunters. Arad, whose bow was crafted from
the bones and sinew of a dead god and whose spear of iron
and jade slew Anathema by the score. On the streets of
MNexus, the rale-singers will, for a coin, sing of how Arad
drove whole species to extinction during the First Age
.['.It‘.";.'irllif‘i-t'! Ehtf":,-' wWere lJ['!l'I._J(,’.](‘,,' E]'ll]l.lf_:lf] o i']r{TIViL]t‘ ]'I.i”'i 'h".-’!,!h
sport. In Chiaroscuro, storytellers will recount the way
Aradstalked the Five Elemental Dragons until they granted

him immunity from fire, wood and metal. The story is told
differently among the followers of the Immaculate Phi-
losophy, and in their version, the Five Elemental Dragons
slew the hunrter for his audaciry.

Few even among the savants imagine that Arad walks
the earth still or that he even now heads toward the heart
of Creation. But that is the truth of the matter — Arad has
heard of the return of his ancient enemies, the Solar
Exalted, and rejoices at the new challenges that the
Deathlords and their Abyssal minions present. He has
waited a hundred mortal lifetimes to wreak revenge on
those who once humbled him. "['hc}' owe him a debt, and
the time has come to collect.

None can say for sure whether Arad was once a mortal
man transformed by the abominable craft of the Primordials
or whether he was created by them from whole cloth. To
see the behemoth is to catch a glimpse of a form only
loosely based on the human shape. The hunter stands a
dozen feet tall and is half that wide in the chest. Yet, the
proportions of Arad’s body are terribly wrong — the torso
15 out of scale with the lower body, the arms are freakishly
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large from misplaced muscle, and the face is distorted and
wreathed with patient fury. His features are those of a
Southerner from the deep desert, his skin black and cross-
hatched with pale scar tissue, the broad landscape of his
face pierced with ornaments of jade and bone. His hair is
always filthy and marrted, for he sleeps on the hard ground
or in the strongest branches of the great trees. His voice, on
the rare occasions when he chooses to speak, is like the
growl of a lion.

Arad was created by the Primordials to
be the greatest predator to walk the earth, / -
and many argue that they were only too j
successful. He is patient, relentless and ™
unshakeable. His only joy in life is
the hunt, but the drive is cor-
rupted in a way he cannot I 4 "
fathom. Arad has no need J# 48
of the mear provided by /A
the flesh of his victims or § :
the shelter from the ele- &
ments that the skin of an |
animal brings — Arad ||
hunts only for sport.
He is not cruel, —Z [&
though, and he (% # 8"
has been moved 4 *
to spare those
who were no
challenge if they
directed him to prey
more suiting hisskills.

Arad roamed the %
First Age in a state of _*
nature, stalking game
and hunting prey as he
pleased. A goddess of the wood
once tried to love the hunter, but he slew her and
crafted a bow from her remains, for he found that he could
only desire her as a trophy. He bent the first elementals to
his will by hunting them to exhaustion. As they begged for
their lives, Arad forced pacts from them that guaranteed
that his spearhead would never dull and that fire and steel
would not harm him. Such was his strength that Arad
never knew the touch of fear until his creators were slain
and the mighty Exalted armies turned their gaze toward
him. Singly or in Circles, Arad could slay any Exalt, but as
an army, they defeated him — the Solar generals led ranks
of Dragon-Bloods toward every refuge the behemoth sought
sanctuary in, guided by the unerring senses of the Lunars
and the astrology of the Sidereals. Beaten and fearing for
his life for the first time, Arad fled to the edges of Creation
to lick his wounds. The behemoth was immortal, though,
and so, he plotted revenge — time was on his side, and a
good hunter is nothing if not patient.
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Centuries passed, and the golden empire of the Solar
Exalred reached undreamt-of heights before it was brought
crashing down in the Dragon-Blooded Usurpation. Some
of those Solar Exalted who fled from the Terrestrial search
teams ran right into Arad’s clutches, and thus, he gained
his first taste of revenge. He warred with the Lunarsas they
began to flock to his territory, and Arad rejoiced in the

sport. A Lunar hero named Sorrowful Light trapped

the behemoth beneath a mountain of
stone, and when he finally freed him-
self from the subterranean prison years
- later, Arad found the walls of
Creation fallingas the Fair
S Folk moved inward toward

the heart of the Realm. In
the tumult, Arad’s spear
rose and fell over and over
again, and he ate the hearts
of man and beast alike. But the
hunterwasdriven back again,

_ this time by the

G # same  weapons

7§ )7 thatbroke thead-
7 vance of the Fair
Folk. Wounded, he
retreated, wandering the
edges of Creation, hunt-
ing in Wyld lands, and even
once chancing to find a path
to Malfeas, where he
barely escaped the chok-
ing embraces of
Cecelyne and Adorjan.

Word has reached
Arad of recent goings-on in the
Mhreshold, and he has been made
aware of the reappearance of those who were once auda-
cious enough to hunt him. Now, the Solar Exalted are
alone, beset on all sides by their former foot soldiers. And
the hunter has discovered even more rumors that are to his
liking, for the Fair Folk lurk on the edges of Creation,
hungering to destroy the Threshold in the chaos of the
Scarlet Empress’ absence. And there are new threats that
Arad has not tried his skill against — the Deathlords who
plot the fall of civilization from within their shadowlands.
Arad dreams of the day when he can hunt them all, and the
world will become one endless field full of prey.

And so, Arad has begun the long walk back to
Creation.

Attributes: Strength 12, Dexterity 10, Stamina 13, Cha-
risma 5, Manipulation 2, Appearance 1, Perception 7,
[ntelligence 4, Wits 6

Virtues: Compassion 1, Conviction 3, Temperance 3,
Valor 5
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Abilities: Archery 7 (Pula’s Heart +3), Athletics 5, Aware-
ness 7, Brawl 5, Craft (Hunting Gear and Traps) 1 (Snares
+2), Dodge 4, Endurance 5 Linguistics (Native: Old Realm,
Arad speaks a variety of tribal tongues from the East and
the South, some of them extinct) 4, Lore 2, Medicine 2,
Melee 7 (Usilk +3), Presence 6, Resistance 6, Stealth 7,
Survival 3 (Tracking +5), Thrown 4

Supernatural Powers: Animal Life Eating Technique,

Predaror’s Mien, Rhythm of the Hunt, Unerring Sense of

the Hunter

Base Initiative: 16

Attack:

Spear (Usilk): Speed 19 Accuracy 20 Damage 20L* De-
fense +5

Bow (Pula's Heart): Speed 16 Accuracy 13 Damage 18L
(Rate 2, Range**)

* Arad can affect dematerialized spirits as well as material
beings with Usilk, as part of the ancient enchantments laid
upon it by the first elementals.

** Pula’s Heart is enchanted so that it has an effectively
unlimited range, firing at least as far as Arad’s eyes can see.
Arad uses broadhead arrows with Pula’s Heart.

Dodge Pool: 14 Soak: 24L/31B* (Lion Hide, 18L/18R)
* Arad receives an additional +10L/+10B soak h: NUs
against weapons or attack utilizing wood, metal or fire.
elemental attacks linked to water or air bypass this extra
soak. Arad ignores attacks doing less than 6L or 13B.
Willpower: 9 Health Levels: -0x10/-1x10/-2x10/-
4x5/Incap

Essence: 6 Essence Pool: 96

Other Notes: Arad’s bow, named Pula's Heart, is crafred

from the body of a dead god and is resistant to the touch of

mere mortals. Anyone other than a behemoth or powerful
magical being (Essence of 6 or greater) is unable to pull
back the string.

Usilk, Arad’s spear, is crafted from plain iron ormamented
with jade. Solong as it is on Arad's person, he gains an extra
+10L/+10B soak versus attacks utilizing mertals, wood or
fire. Usilk has been enchanred so that Arad can summon it
to his grasp as long as it is within a mile of him, and he is
aware of its location so long as its within 100 miles of him.
Despite Arad’s power, he avoids combat on any terms but
his own. He enjoys splitting a group up and then attacking
its members singly or in pairs, and he isalso adeptat driving
them to make mistakes in exhaustion. While Arad takes
trophies from all kills he deems “worthy,” he is not obses-
sive about it and is more than willing to find the corpse and
take trophies when he isn’t directly threatened.

Arad heals one bashing health level every turn and one
lethal level every minute, and he regenerates 1 mote of
Essence every 10 minutes when not in combar.

ANIMAL LIFE EATING TECHNIQUE

Cost: None

Arad possessesan ancientability granted to him by
the Primordials themselves. By devouring the vital
organs of a creature that he has slain, Arad can gain
access to anumber of the target’s Charms equal to the
prey's permanent Essence. Arad’s power extends to
elemental powers as well as Exalted and spirit Charms.
Arad can use each of these Charms once, and the cost
of the Charm ispaid for out of Arad’s Essence Pool. Arad
does not need to meet the minimum r::qmrr:mr:nt% of
thECi‘Larm and he can possess multiple “copies” of the
same Charm in his repertoire at any one time. Arad
usually has access to Principle of Motion, Stoke the
Flame, Camouflage and Hoodwink.

<

PREDATOR’S MIEN

Cost: None

Such is the nature of Arad thathis countless years
of hunting and killing have given him the aspectof a
predator, and so, all who encounter him — beast,
human, faerie, demon or Exalt, must look deep within
themselves forstrength or run shrieking in terror.

Players of any characters who encounter Arad
must make a successful Valorroll at difficulty 2 orhave
their characters run in fear from him. The only excep-
tion to this are unintelligent automata and mindless
undead, such aszombies—all other creatures instinc-
tively recognize Arad as a killer beyond any of their
understanding.

RHYTHM OF THE HUNT

Cost: 10 motes

Inthe heat of combat, Arad can make himselfone
with the ebb and flow of the battle. By spending 10
motes of Essence, Arad can add his Essence in dice to
everydodgeaction ina turn. Thispowerisreflexive, not
supplementary. Arad may either add the dice toa dodge
actionor gain afree dodge action with a dice pool equal
to his Essence. This power lasts fora scene.
UNERRING SENSES OF THE HUNTER

o T

Cost: 10 motes

Arad is renowned for his ability to track targets
ACTOSS any terrain, even environments normally un-
suited for such attempts, such as the Wyld. Arad may
spend 10 Essence and be able to find the trail of his
rarget, no matter how well disguised or how difficult
the terrain, so long as it is less than a month old, and
he will not lose the trail once he has found it. Against
those using Charms that cover their tracks, such as
Traceless Passage, the two parties resolve the issue as

if neither was using magic. |
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BrAsS LEGIONNAIRE

Description: Designed two centuries prior to the
Usurpation by a Twilight Caste artificer, the Legion of
Brass was constructed as an army utterly loyal to a despotic
Southern ruler. Stronger than mortal soldiers, tireless and
ever-faithful to their appointed commander, the con-
structs of the Legion of Brass acted as police, wardens and
foot soldiers in the
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powerful weapon against the Fair Folk. Most were de-
stroyed during the conflict, and the remaining units often
found themselves without leadership. Lacking a clear
commander, some sought superiors with the appropriate
command phrases and codes, others continued at their last
task until relieved or ordered to take up another mission,
and the remaining units shut themselves down to conserve

wear and tear, awaiting rescue and reassignment.

lands under her do-

; “hl

minion, securing them
from possible attack
from without, and be-
craval from within. All
told, perhaps five le-
gions of these
mechanical soldiers
were created during
the next two centuries,
and they served faith-
fully and brutally until
the Usurpation.
Unfortunately,
the Southern warlord
placed too much

el

faith in her mechani-
cal servitors and in
the Dragon-Blooded
officers that com-
manded them. She
escaped the initial
but
killed in her sleep by
her bodyguard of clock-

llll‘thl]ﬂh.. Wads

work soldiers, tricked

by their commanders into believing that the woman
sleeping in the Twilight's bed was an impostor. Thereat-
ter, most of the Legion of Brass was disassembled, as too
many Twilight Caste constructs were revealing them-
selves to be carefully hidden booby traps. A number were
spared destruction by ambitious Dragon-Blooded who
believed the soldiers’ utility ourweighed the dangers —
the exact number of Brass Legionnaires that survived is
unknown but is thought to be, at most, a few dragons
worth. The secrets of building the Legionnaires died with
their creator, so no new Legionnaires have been made in
over 1,000 years.

The Legionaries of Brass disappeared from view for
centuries, hidden by Dragon-Blooded masters unwilling to
destroy the mechanical soldiers but reluctant to reveal
them. Small units were sometimes traded for great favors
or sent on vital missions, but the majority of them stayed
in the South. The remaining Legionaries were deployed
during the Contagion; resistant to the effects of the Wyld
and immune to the Contagion, the Brass Legion was a

MWMW
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[n the present day,
small units of Brass Le-
gionnaires (rarely more
than a fang's worth)
can be found in some
major cities, usually
under the command of
| ln.hCH]E ﬁFHgHT‘I-

Fl}l'i."':.'.:'ij'i_"':j sOTCerer or
I satrap. Both Lookshy
and the Realm are
known to field larger
units of these mechani-
cal soldiers, although
the exact number is un-
known (but generally
believed to be less than
a wing each). A hand-
ful of scale-sized and
smaller units operate as

de facto mercenaries,
trading theirservices
as needed for repairs,
equipment and in-
formation thar
might lead them to
a commander with the proper command codes.

The Legion of Brass was designed to be able to
operate independent of direct c smmand for short periods
of time, and units are capable of adapting standard tactics
and field maneuvers to changing situations; they can
learn, after a fashion, and will rarely be caught by the
same trick twice. Unfortunately, their memory is finire,
and so, while competent tacticians and strategists, they
are not legends of maneuver and conflict; in some cases,
they literally have forgotten more about tactics than the
field commanders who lead them, but this does not mean
the Legionnaires remember more. They have a preset list
of commands and priorities, and they will follow along
that set of orders until the objective is fulfilled or clearly
becomes non-viable, at which point they will return to
their rallying point for further orders if they are permit ted
toretreat. Alrering the orders of a unit of the Brass Legion
without the correct command codes is nearly impossible,
requiring a Intelligence + Lore roll against a difficulty of
5 (or more, if the character lacks rank or stature in the
eyes of the Legion).
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Conversely, anyone with the correct command codes
anyone can order a unit to do anything. These command
codes were designed to be difficult to inadvertently stumble
over. The code keys are different for each talon of the
Legion and are in Old Realm.

The Brass Legions were built in several series or
generations, and while functionally very similar, their
appearance was markedly different. The first Legionnaires
are akin to the finest statuary; each stands six feet rall and
is indistinguishable from a mortal First Age hoplite, save
only for the polished brass construction and glittering
hematite eyes. Both male and female examples of the first
series were constructed. Capable of using mortal weapons
and armor, these anatomically perfect soldiers were soon
supplanted by less realistic versions; by the 12th genera-
tion, they bore no resemblance to a human except for basic
form. Humanoid and standing about seven feet tall, the
last generation's body form forsakes any pretense of hu-
manity and is a minimalist mechanism for bearing arms.
Whether the slow descent from works of art to purely
utilitarian devices reflects their creator’s slow descent into
madness, a growing lack of interest in their design or a
desire to make function preeminent over form is unknown.
Attributes: Strength 4, Dexterity 3, Stamina 7, Charisma
2, Manipulation 2, Appearance 2, Perception 4, Intelli-
gence 2, Wits 3
Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 4*

* Cannot fail Valor rolls.

Abilities: Archery 3, Athletics 2, Awareness 3, Brawl 3,
Dodge 3, Endurance 5, Linguistics (Native: Old Realm;
three others that depend on where the automaton is
stationed) 3, Lore 2 (First Age +1, Strategy +1, Tactics
+1), Medicine 1 (Repairs +2), Melee 3 (Sword +1, Spear
+1), Presence 2 (Intimidate +2), Resistance 5, Ride 2, Sail
2, Stealth 2 (Ambush +1, Camouflage +1, Hide in Shad-
ows +1), Survival 1, Thrown 3 (Javelin +1)
Supernatural Powers: Wyld Resistance

Base Initiative: 6

Attack:

Punch: Speed 6 Accuracy 6 Damage 4L Defense 6

Kick: Speed 6 Accuracy 6 Damage 4L Defense 6
Fighting Spear: Speed 7 Accuracy 8 Damage 7L Defense 7
Javelin (hand to hand): Speed 7 Accuracy 7 Damage 6L
Defense 6

Short Sword: Speed 6 Accuracy 8 Damage 6L Defense 8
Javelin (thrown): Speed 7 Accuracy 8 Damage 6L (Rate 2,
Range 30 )

Self Bow: Speed 6 Accuracy 6 Damage 3L (Rate 2,
Range 150)

Dodge Pool: 6  Soak: 10L/12B (Brass construction and
armor, 7L/5B. Some designs are capable of wearing human
armor or have additional armor specially constructed for
them. Legionaries of Brass can suffer mobility penalties but
do not become fatigued).

Willpower: 7
-2/-2/-2/-4/-4/-4/-4/Incap
Essence: 2

Other Notes: Legionaries of Brass are almost never extras.
The Legionnaires do not sleep. They are immune to
poisons, toxins, suffocation and disease. They are not an
object for the purposes of object damage and are consid-
ered an automata for the purposes of effects that do or do
not apply to such creatures. Legionaries are designed to
self-service while in the field. Every two weeks of cam-
paigning, they require a furlough of one day to repair and
maintain themselves. If not allowed to clean themselves
up, they suffer a =1 to all dice pools per week they go
without refitting.

Refitting requires occult materials and metal goods
worth together Resources ® ® per trooper, and while they
can do it themselves, their master must provide them with
supplies. Repairing one requires Occult ® ®, Lore * ® and
Craft ® ® ® with acraft focuson artifice and metalworking.
This requires one day and goods worth Resources ® ® per
health level repaired. Most Legion of Brass units have
stockpiled spares and have art least one Legionnaire self-
taught at the arts of repair.

Each Legionary will normally speak two to three
languages in addition to an archaic form of Old Realm and
will often have three to five additional dots in Abiliries,
reflecting specialized training or experience. These dots
can even be in Abilities the stock model Legionaries do
not possess, as these constructs can learn, after a fashion.
Although imperishable, Brass Legionnaires are not pos-
sessed of perfect long-term memory, and their memories of
the First Age, especially events not directly related to their
service career, are often hazy and incomplete at best. A
variety of specialist designs are known to have existed, but
relatively few, if any, have survived to the present day.
Storytellers may wish to allow players to acquire the
command codes for a group of Brass Legionnaires or even
to start play with them; this would normally require the
Artifact Background at five dots.

WyLD RESISTANCE |

Tl‘EQ Legionaries are naturally resistant to the
Wiyld's E'.ffﬂﬂts and have been further enchanted to.
reduce their vuluerablht-f to its effects even more.
They are immune to all forms of glamour. They

' receive extra dice equal to half their Willpower (3)
onalldice pools m}atﬁaﬂ”tb resisting the effects of the.
W}Fld These dice are u:-nl*;-r added on rolls against the
effects of the Wyld 1$elf (such resisting Wyld mura-
tion, Wvld StOTmS, etc. ) as opposed to envlr::-nmental
effects caused by the Wyld or the eﬁ‘f&::fs of Wyld-

creature a:;tack o i

Health Levels: -0/-0/-1/-1/-1/
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CHILLIKIN

Description: A chillikin is a small being, looking
something like a toddler-sized gibbon with a blue opal set
in the middle of its forehead. The creatures come in several
colors, all uniformly bright and loud in hue. While theyare
capable of frenetic motion, they are also able to flop down
in a dark corner of a room for days at a time, never moving
or betraying any sign of their animate nature. They speak
in a slow high-pitched manner and tend to-
ward child-like vocabularies, and they are
most frequently known touse Old Realm
as their language of choice.

That curious juxtaposition of
learned tongue and infantile bab- |
bling stems from the chillikins’ /
First Age origins: Decanted by a 7
long-forgotten sorceror, the 4
chillikins were designed to be %
the ultimate snugglyand ador- 4
able pet of the Old Realm. /;
To that end, they were
given soft fur, squeezable
limbs, large black eyesand
a sweet disposition. They
received the ability to com-
municate with the children of
their owners as well as enough
intelligence to watch out for the
children’s safety and to call for
assistance in case of an emergency.

However, their creator didn't
stop there. Knowing that the chil-
dren of Solars were a lonely
bunch due to their parents’ lofty
position, the sorceror gave the
chillikins the mystical ability
to manifest the daydreams of their young charges as tan-
gible, “living” illusions. Imaginary friends became visible
playmates, endowed with speech and substance. The
chillikins generated these living dreams through the gem-
stones set in their foreheads. Similar in form and function
to the dreamstones of the South, these gems absorbed the
dreams and nightmares of children as they slept at night,
clutching their chillikin to them. Each chillikin was de-
signed to “consume” the nightmares and store the good
dreams for replication during playtime.

The chillikin did their job well for centuries — until
the Usurpation. The massacre included the children of the
Solars: While Solar Exaltation is not hereditary, the
Dragon-Blooded didn’t want a core around which political
resistance could coalesce. Any possibility of revenge was to
be squelched. And so, armed warriors burst into nurseries,
transforming playrooms into abarttoirs. The chillikins were

L
e

tossed aside as worthless trash, the screams of their butch-
ered playmates echoing in their fuzzy ears.

That night of terror warped the chillikins for all time.
Slaughtered while asleep (whether by jade daiklave or
sorcery), the children of the Solars transmitted their dying
agonies to the dreamgems of their chillikins. The creatures
attempted to eat these hideous, nightmarish experiences
as their creator had taught them, but the pain was too real,

too powerful. It was poison to the chillikins, driving
them insane and contaminating their gems. No
longer could a chillikin summon forth pleas-
ant, amiable dream creatures. Instead, the

dreamgem’s function was reversed:
Through it, the twisted chillikins swal-
lowed good dreams whole and spat forth
nightmares into an ill-prepared world.

Ignored in the aftermath of the
Dragon-Blooded coup, the bulk of the
Old Realm’s chillikins fled the pal-
aces of the Solars, seeking refuge
wherever they could find it. In

the years since then, many of
the chillikins have either been
destroyed or fallen dormant due

to a lack of sufficient dream energy.
Unfortunately for the children of the
Age of Sorrows, that means that the
most cunning, most insane
chillikins are the ones still func-
tioning today. These plush
abominations lurk in the
shadows, creeping into un-
guarded homes when they
require sustenance and feed-
ing on the dreams of the
children they find there.

Others, bolder than most, openly maintain their origi-
nal existence as magical playthings, albeit in Threshold
communities far from the influence of the Realm. Nexus has
proven particularly hospitable to their kind.

The chillikins hate and loathe the Dragon-Blooded
above all other peoples. They routinely set their nightmare
creations loose on any Terrestrial who comes within their
field of vision. Some chillikins prefer obvious, bloodthirsty
assaults; others opt for cunning campaigns of terror. Dragon-
Blooded children are their favorite targets, and the chillikin
is a familiar bogeyman to most Terrestrial youngsters. Pity
the outcaste family so ignorant of its Dragon-Blooded heri-
tage as not recognize a chillikin when it encounters one!

The recent return of the Solars to Creation caught the
chillikins off-guard. Solars “smell” right to a chillikin, and
their presence has stirred long-repressed memories and
emotions. Several chillikins have sought out the newly
reborn Exalted, unleashing their stored-up nightmares
against the Wyld Hunt and sheltering their former masters

Mﬂw
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inside their well-hidden lairs. The chillikins are loose
cannons in the fight against the Realm, however. Their
dreamgems are so poisoned, their minds so consumed with
centuries of hatred, that they are difficult to control and
paranoid beyond belief. A Solar who wishes to use them
runs a terrible risk.

The peculiarities of the chillikin lifecycle bring the
little monsters into frequent contact with the Fair Folk.
The soul-twisted Shepherds of Dreams and the Wyld
Eaters of Dreams share a common source of sustenance,
and their interactions often take the form of turf wars,
chillikin nightmaressquaring off against hobgoblin hordes.
However, unlike Fair Folk, chillikins are constructs, arti-
ficial lifeforms that utilize psychic energy for motive and
mental power. If they fail to batten themselves on dreams,
they donotdie: Theysimply rundown like a spring-driven
toy. Proximity to a dreaming child is enough to start them
up again. In addition, the chillikins were designed with
the welfare of dreamers in mind. Their dream-siphoning
power has no adverse effects upon the psyches of the

NIGHTMARES OF THE FALLEN TOYS
Cost: None

children who serve as their source (aside from those that
stem from waking up to face your worst nightmares made
flesh and blood).

Attributes: Strength 1, Dexterity 5, Stamina 2, Charisma
5, Manipulation 3, Appearance 3, Perception 3, Intelli-
gence 2, Wits 3

Virtues: Compassion £, Conviction 4, Temperance 2,
Valor 2

Abilities: Arhletics 4, Awareness 3, Dodge 4, Linguistics
(Native: Old Realm; Riverspeak) 1, Medicine 1, Perfor-
mance 3, Presence 1, Socialize 2, Stealth 4, Thrown 2
Supernatural Powers: Nightmares of the Fallen Toys
Base Initiative: 8

Attack:

Thrown Rock: Speed 7 Accuracy 7 Damage 4B (Rate 1,
Range 3)
Daodge Pool: 9
Willpower: 7
Essence: 4

Other Notes: None

Soak: OL/4B (Childproof fur, OL/2B)
Health Levels: -0/-1/-1/-2/-2/-4/Incap

As its statistics show, an individual chillikin is no martch for an Exalted of any type in combat. It tends to rely on

trickeryand deceitagainst itsenemies. But there does come a time when battle isimminent, and even the dimmest chillikin
is capable of mustering a powerful defensive (oreven offensive) force via its ability tosummon forth creatures of nightmare.
Each chillikin dreamgem can store up tofive nightmare patternsata time. A chillikin can cause any or all of these creatures
to manifestat asingle time. [tcan also replace an old nightmare with a new terror, provided thar it has access toa dreaming
child. The absorption process generally harvests one nightmare per night, the absolute maximum replacement rate for
nightmares destroyed via accident, combat or magic (the “death” of a manifest nightmare erases its pattern from the
chillikin dreamgem). A dreamgem pried from the forehead of a dead chillikin can record no new nightmares, but it can
continue to play them back: Like dreamstones (see Scavenger Sons, p. 47), chillikin dreamgems can be “read” by a
dreaming or meditating mind (assuming that said mind wishes to encounter the horrors contained therein).

Chillikin nightmares are fully substantial beings. They can interact with the material world around them, and they
possessa low eunning not to be underestimated. Such creatures are as varied inform and capability as are the minds of the
dreamers thatspawn them. Storyrellers should take the time to shape these beasts tofit the particular circumstances of their
individual series: The tangible nightmares reflect the traumas and anxieties of the child whose mind gave birth to them.

However, in the interestof assisting Storytellers, asample nightmare follows. [t isa fairly common one, at least in the
areas of the Threshold under the influence of the Immaculate Order. Simply put, itisachild-eye’s version of the Wretched
(Night Caste Solars). In nightmare form, the Wretched assume thepale, albino-like complexions of Immaculate legend,
orichalcum daggers replaced with lurid yellow claws and sharp metallic teeth. As every good child knows, foul demons such
as these lurk in closets and under beds, waiting for a succulent young limb to come within their grasp. |

Base Initiative: 10

Attack:

Bite: Speed 9 Accuracy 8 Damage 5L

Claw: Speed 10 Accuracy 10 Damage 9L Defense 9
Dodge Pool: 8 Soak: 4L/8B (Tough hide, 2L/4B)
Willpower: 5 Health Levels: -0/-0/-0/-1/-1/-1/-
2/[-2[-2[Incap

Other Notes: Othercommon nightmares include all of
the remaining castes of the Solar Anathema, the
maneating Lunars and the brainsucking Fair Folk.

NIGHTMARE OF THE WRETCHED

Attributes: Strength 4, Dexterity 5, Stamina 4, Charisma
2, Manipulation 4, Appearance 1, Perception 4, Intelli-
gence 3, Wits 5

Virtues: Compassion 1, Conviction 5, Temperance 1,
Valor 3

Abilities: Athletics 3, Awareness4 (Smell of Uncovered
Feet +2), Brawl 4 (Clinch +3), Dodge 3, Presence 3
(Terrorize Children +2), Stealth 5 (Lurk +3)
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Five DAYS DARKNESS Since then, Five Days Darkness has enacted many

o _ _ ‘ complicated plots designed to place the rulers of the
Description: When the Unconquered Sun first

} } 11 | el | | months in his debt or to force them to seek aid from him.
yurned in all hi ieght ; sple r, he cas » first . ;
fmr:h m} I }115 m];f;r ]“.-“ ‘11 %”; “E ik l‘_] [ 1; S He knows many of the secrets of the dark places beneath
o i rI :. ..- L T & -\.. T 5 55 ™ _|’ l'rll-1'|. o =
shadow. That shadow tled from his light, creeping co the earth and can offer great store of gems and power

into the dark places of the earth, and sought refuge.

: . : to those who will obey him. He also knows much
After the Yozis were cast down into Hell, Five Days

of human hearts and souls and will often serve as

Darkness suckled at |]’it; teat of [l:H.: Ebon | ‘er;.__{ml. an advisor in otder to cause LtiFTI]pIiﬁﬂ and chaos.
;t_md all 1'::.111tzt“|‘11‘.~r:1m;u: of light fled from him. He His favored tactic, however, is to find heroes who
fed on the flesh of newborn stars, and support the spirits of the calendar, or who
owe them significant debts, and to ruin
them or prevent them from
fulfilling their obliga-

abandoned all dreams of Creation.
He drew in upon himself and sought
for direction.

He came forth from his

tions. He is a

seclusion: irst sought his : -
seclusion and firstsou ont his practitioner of the

creator, but he was driven I'[T':IT'!L"lCLll?lE{: At
away by the Unconquered cial s arte in
Sun's majesty and power, e
unable to endure the great-

- : 4 and delights in
ness of his light. Still

s-layilng
Immaculates
with their

nameless. he crawled to
the feet of Luna and,
then, the Five Maidens, TR,

bur in each case, he niques.

could not t‘t‘li.ill{i’;‘ the Five Davs
ywure |1e ) 1T .
pure light of their Darkness ap-
presence. Fi- pears as a shadow

nally, he ( darker than the liv-

soughthavenin ing void. Sometimes,

the bosom of Gaia he takes the form of an

: esolvel y see . : : _
ind resolved to seek animal, sometimes that ot anamor-

“thhlpl-n " }‘In.,'- 4 mllu |1]"|-'.':-Ll.‘-‘u ]“‘ILIL& 1f"llll IT1OST ﬂ[h‘[‘l, I:'I.L‘" l'dki:.‘-i

im as a eiver of peace d ; : z
honor himas a giver of peace the form of a human being, whose fea-

: e. He s for al-
and wﬁ!g’t He H““HEH for al tures bear an uncanny resemblance to

es among the powers of the - _ \ __ i
lies among the powers of the the Unconquered Sun as pictured in

rear, going to eac nth’s .
year, going to each month’s srelenrremples

s e s . | L.
DALTOR SPINts 10 (R and ot If in human form, his voice is
( low and persuasive and an echo of

the last person to have spoken to

fering them rich rewards and
gifts in exchange for alliance
and fealty. However, each

_ ; a0 him. He has many powers and is rumored to be
in turn rejected him. “How

close to the Ebon Dragon. However, Five Days
Darkness dislikes the Abyssals, as they are (to
him) a perversion of the Unconquered Sun’s

can we trust you, they
asked, “given that
you have fled the
Unconguered
Sun and

light; he may form temporary alliances to use
them as tools, but he does not trust them and

has no affection or sympathy for them.
‘]“. ]n < ;]_l Five Days Darkness was engendered by
e e the Unconquered Sun, and thus he has authority and

ST an we place our ' ne who flee : ' '
presence! How can we place our faith in one ) > power only during the day and never during the night.

e : 'er - suritv ™ Bi 1 resentful, Five :
the heart of power and purity!” Bitter and rese P He will speak courteously to Solar Exalted who are aware

Davs Darkness took his name and rose up amid the first 1 : ; :
Days ess took his name and rose up amic of his nature, feeling a certain sympathy with them as

“alibration, : ore that each of them w regret . - 1 1 .
Calibr 10101, and he swore that each « em would <241 fellow-creations of the L,‘Hc;u.tump.lc:t‘::d Sun but will hﬂp-

i1 P »fusals and w Cin rime, seek him out and : . . ;

+o hi 5 be : oOVE r . From that 2 : . : :
beg him to be ruler and governor over them. Frc when the Sun dips below the horizon, he simply vanishes

day, he has been bound by his oath.
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— none know where to — and at dawn, he appears again
in the same place from which he disappeared. This
unfortunate hindrance to his powers is one of the main
reasons he has not become more powerful or accumu-
lated more influence.

Five Days Darkness is vindictive but not petty;
however, should he have good reason to be angered (if,
for example, an Exalt has foiled a major plot), then he
will seek revenge until the next Calibration. During
each Calibration, he pursues his own private ritual,
possessing a boy of five years old who must have both
parents living. He dwells with the boy's family for five
days, acting in every respect like his host, though the
learned can recognize him by the fact that the child
sleeps between dusk and dawn every night like the dead,
that any still water which he touches becomes as black as
ink and that, if addressed by name as Five Days Darkness,
he must respond. On the last day of Calibration, just
before sunset, he slays the child’s entire family with
hands and teeth before vanishing at sunset, leaving
behind his unconscious host.

If Five Days Darkness is ever destroyed, he reforms
during the next Calibration in a hidden place deep in the
earth, taking the full five days to assume his form and
nature. He will remember the circumstances of his death
and may well seek revenge.

Attributes: Strength 9, Dexterity 8, Stamina 14, Cha-
risma 5, Manipulation 5, Appearance 5, Perception 5,
Intelligence 7, Wits 5

P e

Virtues: Compassion 2, Conviction 5, Temperance 4,
Valor 3

Abilities: Archery 4, Athletics 4, Awareness 5, Brawl 5,
Craft (Poetry) 5, Dodge 5, Endurance 5, Linguistics
(Native: Old Realm; Flametongue, Guild Cant, High
Realm, Low Realm, Riverspeak, Seatongue) 5, Lore 5,
Martial Arts 5, Occult 7, Presence 5, Resistance 5,
Socialize 5, Stealth 5

Backgrounds: Allies 5, Followers 5, Influence 5, Manse
5, Resources 5

Charms: All spirit Charms. Five Days Darkness is also a
master of all five Dragon Paths and pays no elemental
surcharge.

Cost to Materialize: 80

Base Initiative: 9

Attack:

Bite: Speed 6 Accuracy 12 Damage 121 Defense 8
Punch: Speed 9 Accuracy 11 Damage 10L Defense 11
Dodge Pool: 5 Soak: 15L/30B (Shadow armor, 8L/
16B)

Willpower: 9 Health Levels: -0/-0/-0/-0/-1/-1/-1/
-1/-2/-2/-2/-2/-4/Incap

Essence: 7 Essence Pool: 120

Other Notes: Five Days Darkness is skilled with all
known weapons but rarely deigns to use them when
disposing of enemies.

108




Fresn PeT

Description: These misshapen monstrosities are the
creation of the most twisted of the Fair Folk. A faerie
artisan will take some sticks or stones and mud from the
world to the madness beyond and craft them into a
humanoid skeleton. The artisan sets opals in its eye sockets
and seashells in its ears and then fashions a bit of gossamer
into the form of a yard-long tongue for the
mannekin. The faerie curls this tongue up =¥
into the mouth and closes it, then kisses ,ﬁ“
the skeleton on the mouth to breath life £
into it. The creature has an
insatiable thirst for flesh, W
though notasahungertofeed, V'

but to clothe itself in and grow. X

Flesh pets are unnaturally|
silent, able to surprise even the
most supernaturally aware crea-
tures. Initially, when theirbodies
have notyet gainedanyskin, |y
they blend in perfectly with - '
their surroundings. Thus, .
they lie in wait until a hapless animal or 4_;5..
(if they are perhaps fortunate) human comes
near. Then, a flesh pet lashes out with its claws and
strips off as much skin as possible from the creature in its
initial attack. Against mortals, this damage is aggravated
and will never heal properly. The tissue of the Exalted,
spirits and the Fair Folk is unusable by the Patchwork
People for their skins, but the pets may still attack them to
wound for normal lethal damage.

If one can kill its prey quickly, the flesh pet will use its
claws to flense the creature clean of skin. Otherwise, it will
steal a strip or two of flesh and flee. Flesh pets take these
long strips and lick both sides of them, then wind them
about their skeleton in a process similar to mummification.
The flesh, treated by the magic of a flesh pet’s tongue,
sticks in place and becomes part of its body. As they gather
more flesh, the flesh pets build themselves a patchwork
skin out of the hides of their victims. Flesh pets’ skins are
often marked by tufts of fur side by side with scales or short
feathers. Flesh pets try to emulate the human form, hence
the nickname “Patchwork People.” They never feel com-
plete and will add more strips of flesh over old flesh, and the
creatures always seek out human skin over animal hide.

Flesh pets are most common in the Scavenger Lands,
but they have also wandered out of the frozen North with
fur-covered hides, and some have been found in other
parts of the East clothed in bird feathers and in the South
with leathery hides and lizard scales. The creatures do not
feel temperature extremes, and frostbite seems of little
concern to them. They do suffer damage from cold and
heat, though never environmental penalties. Sorcerers

loathe to employ stomach bottle bugs sometimes collect
flesh pets to use as chirugeons. An enslaved flesh pet can
use its tongue to stop bleeding and to paste dead skin onto
living subjects. Captured ones are sometimes used by
patrician officers in the legions, who cannot afford the
expense of retaining a Exalted sorcerer to bind a sesselja.
Flesh pets have no natural speech. They communi-
cate through gestures and hisses. They can understand the
basics of human speech, in any language, possibly by
reading the body language of the speaker. An enslaved
Patchwork Person must be fed strips of flesh to augment
itself, or it becomes surly and reticent, though
' it will never rebel once captured.
Flesh pets are gifted with un-
] natural strength and agility, though
| until they graft enough flesh on
(¥ themselves to support their skel-
Mt erons, they are quite fragile. They
| never bleed and do not suffer from
# 3 diseases. Their tongues are agile
wm and prehensile and can lift small
\, objects. Flesh pets do not under-
, , stand the use of weaponry and
/| attempts to teach them fighting
Y techniques have always failed.
rF}ESh pets only die when they
have been completely dismem-
bered and their tongues destroyed. So long as the tongue
remains, a flesh pet will repair itself in time.
Attributes: Strength 4, Dexterity 6, Stamina 2-6*, Cha-
risma 2, Manipulation 1, Appearance 1, Perception 4,
Intelligence 2, Wits 5
Virtues: Compassion 1, Conviction 1, Temperance 1,
Valor 2
Abilities: Awareness 3, Brawl 4, Dodge 5, Endurance 1,
Medicine 3 (Surgery +2), Resistance 1-5%, Stealth 5,
Survival 3
Base Initiative: 11
Attack:
Claw: Speed 10 Accuracy 10 Damage 5L* Defense 8
* Damage is aggravated against mortal men and beasts.
Dodge Pool: 11 Soak: 1L/2B, up to 3L/6B* (None)
Willpower: 5 Health Levels: -0/-0/-1/-1/-1/-1/-1/-
1/-1/-1/-4/Incap
Essence: 2
Other Notes: Attributes and Abilities marked with an *
are variable according to how much skin a flesh pet has
collected. A flesh pet must collect skin equal to three
human’s worth to increase its Stamina and Resistance by
one each. The creature’s soak total should be adjusted
accordingly. Health levels are static and do not grow with
the creature. Damage from the claw attack is lethal for
Exalted, spirits and Fair Folk and aggravated for mortals.
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GIANT RAT AND EMPEROR RAT

The Scavenger Lands teem with mutated creatures,
twisted by the Wyld and by ancient magics into unnatu-
ral shapes and behavior. Giant rats are a ubiguitous
example of such animals, and there are an endless variety
of them. In Sijan, for instance, cadaverous and death-
tainted vermin the size of a greyhound lurk in sunken
mausoleums and skitter through antique tombs. The
gutters and sewers of Nexus's Nighthammer district are
reported to contain massive rodents as large as boar, who
have grown huge and terrible dining on the flesh of
abandoned children and the chemical effluvia that drips
into the sewers. Even Lookshy utilizes special military
patrols to eliminate the rats that have been transformed
into vicious and cunning carnivores by the ancient First
Apge relics that the city stores in warehouses and vaults.
Assignment to this “Rat Patrol” is meted out as a punish-
ment to those Dragon-Bloods of the Seventh Legion
who are deemed to need a lirtle humility,

GIANT RAT

Description: Ancient magic, pollution and Wyld
energies are all likely to create a giant rat, and some of
them are not just larger than their tiny ancestors — they
are also more intelligent. In the village of Teim, famous
for a pair of 2,000-year-old Solar tombs that have re-
mained impervious to intrusion, the rats have become
terrible and wise in the atmosphere of ancient, dormant
sorcery. Some farmers speak of waking in the middle of
the night to see the bulk of a giant rat as it stood over
their beds, licking its muzzle hungrily, and a few of the
locals have raken note of the strange, indecipherable
letters that can be found scratched on the lower walls of
remote buildings. The villagers of Teim now arm them-
selves, waiting for the night when their rats are no longer
content to live in the shadow of human society.
Attributes: Strength 4 Dexterity 3, Stamina 4, Cha-
risma 1, Manipulation 0, Appearance 1, Perception 2,
Intelligence 1, Wits 3
Virtues: Compassion 1, Conviction 1, Temperance 1,
Valor 3
Abilities: Athletics 2, Awareness 2 (Spot Traps +2),
Brawl 2, Dodge 2, Intimidate 3, Stealth 2, Survival 2
Base Initiative: 6
Attack:

Bite: Speed 6 Accuracy 5 Damage 3L Defense 5

Claw: Speed 5 Accuracy 5 Damage 2L Defense 5
Dodge Pool: 4 Soak: 3L/5B (Mangy hide: 1L/1B)
Willpower: 2 Health Levels: -0/-1/-1/-2/-2/-4/
[ncap

Essence: |

Other Notes: It i1s not unknown for giant rats to occa-
sionally transmit diseases, including the bubonic plague
(see Exalted, p. 321). In Wyld areas or near untapped

Manses and ancient artifacts, giant rats may develop
mutations. To simulate such giant rats, give them one or
more Wyld mutations (see Exalted, p. 280-281 or Ex-
alted: The Lunars, p. 208-222).

EMPEROR RAT

Description: Far more fearsome than a giant rat,
however, is the legendary emperor rat. The urchins of
Dungtown in Nexus call them rat hydras, and tell of
how once every generation or so, a nest of baby rats
will accidentally tangle their tails together. Bound to
their brethren, the rats begin to scratch and claw at
one another, and their wounds fuse together. The
other rats in the nest inexplicably make sure that the
knotted monstrosity is kept fed, perhaps out of some
insane animal charity or out of foreknowledge of what
it will become.

As the rrapped rats grow to adulthood, one of them
inevirably becomes dominant and begins to take a larger
share of the food brought to the fused creatures. The
other rats find their bodies merging and being partially
swallowed by the dominant rat’s, and soon, a newly
whole emperor rat is ready to drag its huge bulk forth,
armed with a half dozen or more screaming and hungry
mouths, bodies and claws. The other rats in the nest are
helpless before such an abomination, and it continues to
grow as it takes the king's share of any food.

Emperor rats are known to appear in the giant rat
populations of Nexus and Sijan, and they were not
unknown in Thorns before the coming of the Mask of
Winters. A decade ago, a pair of rat hydras led a massive
swarm of giant rats out of the ancient sewers of Nexus in
the middle of a plague season, and only the intervention
of two companies of mercenaries made it possible to
drive them back, and then, only after two day's worth of
bloody alley fighting. Only one of the emperor rats was
slain in the battle, and urban legend has it that the other
rat hydra squats in the mythical center of the sewers that
is said to lie in the underground heart of old Hollow,
waiting for the day when she and her army of vermin can
stream forth into the streets again and claim a bloody
revenge in honor of her slain mate.

Let it never be said that the emperor rats are wholly
unprofitable ro city-dwellers. Soothsayers make a hefty
profit warding off the entrances to gutters and drains in
areas where an emperor rat is thought to lurk, and the
Guild has begun trying to create and sell the many-
headed vermin to those who want a novel guardian or
entertaining pit fight. Attempts to create them through
surgical means have failed, but outcaste sorcerers have
used magic to transform a nest of giant rats into an
emperor rat for a hefty fee. On occasion, there have been
a few mercenary bands who have offered to capture a wild
emperor rat by delving into the sewers of Nexus or the
necropoli of Sijan, but such hunting parties rarely return,
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and those that do come back do so empty-handed.
Despite the risks, there are always those willing to try and
capture a wild rat hydra. This is because tame, sorcerously
bred emperor rats are smaller and less vicious than their
naturally occurring counterparts, although exceptions
have been known to occur. One slave-trader in Nexus
was infamous for the size of his tamed, sorcerously cre-
ated specimen, which had grown to the size of a bull due

to what the rtrader
called a “special diet.” Few
of the normally fearless gos-
sips of the city dared to discuss
the slave-trader’s shortage of
“stock” that season.

Attributes: Strength 5, Dexterity 3, Stamina 5, Cha-
risma 1, Manipulation 0, Appearance 1, Perception 4,
Intelligence 1, Wits 3

Virtues: Compassion 2, Conviction 1, Temperance 2,
Valor 4

Abilities: Athletics 2, Awareness 4 (Spot Traps +2),
Brawl 3, Dodge 1, Presence 4 (Intimidate +2), Survival
3

Backgrounds: None.

Base Initiative: 6

Attack:

Bite (Dominant Head): Speed 6 Accuracy 5 Damage 5L
Defense 5

Bite (Extra Head): Speed 6 Accuracy 5 Damage 3L
Defense 5

Claw: Speed 5 Accuracy 5 Damage 2L Defense 5
Dodge Pool: 4 Soak: 4L/6B (Mangy hide, 1L/1B)
Willpower: 2 Health Levels: -0/-0/-0/-0/-0/-0/-4/
-4/-4/-4[Incap

Essence: 2

Other Notes: The emperor rat is a many-headed, ver-
minous hydra, and as such, it is able to fend off many

attackers at once. Emperor rats can attack up to six times

in each action without having to split their dice pools,
and these attacks can be split between opponents or used
on asingle enemy. If the emperor rat decides to take a full
dodge, it merely loses one of its attacks. Only the domi-
nant rat can dodge, but any of them may parry with their
attacks.

The incredible joined nervous system of the emperor rat
allows it to take an enormous amount of damage without
losing any of its ferocity — assume that it loses one of its
free multiple attack actions for every -4 health level it
loses, to simulate the emperor rats’ joined rats dying as it
rakes becomes more severely wounded.
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drawing resembles a person. Bur this new creation came
to life and moved and acted, and now, the construct was
no longer alone. And it began to collect more materials
and to plan its next child, which would be even better
than the first.

The original construct still exists, for Daveg

GRATE MONKEY

Description: During the First Age, a Solar named
Daveg Chlurion desired helpers to aid him in his work.
One of his passions was sculpture, and he crafted a
creature of metal and stone, shaped like a monkey but
gifted with intelligence and a degree of creativity, Then,

. : de Chlurion built it well, and in the intervening
he sent this creature out to find materials for '

centuries, it has vastly improved its skills. Now,
it is the proud patriarch of
an entire clan of mechani-

him — interesting bits of metal or stone or
even wood, all of different shapes and
rextures — that he could incorporate
into his artwork. Then, the Usurpa-
tion occurred, and Daveg died like
most of his kind. But his servant
survived. Left to its own de-
vices, it continued to locarte
loose bits of metal and rock

and to stockpile them. But
its master never returned
to examine these finds,
and the construct be-

cal monkeys, of all
shapes and sizes. Each
one is built from
found materials,
and most incorpo-
rate parts from
old devices
found amid the

many ruins of
the Scavenger
Lands — they

are made of
wheels

came lonely — until it
saw another monkey, *
a real one, and followed
it home.

The monkeysdidn’t fif3
know what to make of \(Q‘
this newcomer who re- ™
sembled them but whose
skin shone and whose eyes
glowed and who never ate or
drank or slept. For its part,
the construct was fascinated
by the creatures, as they
were so like it in form but
soft and warm and ac-

tive. [t stayed with
them for several
weeks, moving with

the pack, until, one
day, it watched a
female give birth.
And then, i
knew what it had
to do.

The construct
returned to its piles
of rock and metal and
began to  build.
Chlurion had prepared the
creature to be his assistant in several other of
his arts as well, and it bore a portion of his ralent, though
certainly not all of it. Indeed, the servant’s creation
resembled a monkey in the same way that a child’s

@ and cogs and levers

and clasps, wires and

. coils and other bits without names.
‘.’ People in the area around the
) 9 original construct’s lair have seen the

monkeys, usually from a distance and usually
in pairs or in threes, swinging or loping or even flying
(for some have wings, after a fashion). They have

dubbed the creatures “grate monkeys,” since the first
one sighted had a grating in its chest and some sort of

glowing engine behind that, powering the automaton.
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The grate monkeys are not dangerous unless crossed.
They collect metal and stone, particularly worked met-
als and gemstones and carry them back to their father,
who uses these materials to build more of the monkeys
and to improve on existing ones. Because of this, trea-
sure-hunters sometimes seek out the monkeys and try to
follow them back to their lair. But the constructs are
faster and more agile than men and lose pursuit easily,
disappearing among the ruins.

Unfortunately, the grate monkeys have picked their
initial home bare and have begun to explore more
distant locations for new materials. Human scavengers
make easy targets, and the grate monkeys have become
excellent thieves, sneaking into tents and camps at
night and stealing small objects. Like magpies, grate
monkeys are drawn to shiny things, especially metal
ones, and will carry off anything they can. Most grate
monkeys have compartments for storing small items.

Up close, grate monkeys do look like real monkeys,
only made of metal, glass and stone. Several different
species are represented, and all of them have skin of
metal, usually etched to resemble fur. But Daveg's con-
struct likes to tinker and improve, and so, most of his
children have parts no normal monkey possesses —
cable-like tentacles sprouting from the shoulders, blades
curving back over the hands and arms, eyes thar tele-
scope and swivel, wings that flap and so on. Battle was
never part of the original's purpose, and so, none of the
constructs are built exclusively for combat. However,
the constructs are equipped to defend themselves, and
their metal skins can resist most normal weapons.

Though the grate monkeys hide from people, some
claim they can understand human speech and might
even be able to talk. Certainly, the original construct
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can understand spoken words, and it may have raught its
children as well. It might be possible to trade with the
grate monkeys, offering them trinkets in exchange for
information about the ruins and what they contain.
Attributes: Strength 2, Dexterity 4, Stamina 3, Cha-
risma 2, Manipulation 1, Appearance 3, Perception 4,
Intelligence 2, Wits 3

Virtues: Compassion 3, Conviction 3, Temperance 2,
Valor 1

Abilities: Athletics 4, Awareness 3, Brawl 2, Dodge 5,
[nvestigation 2, Larceny 4, Lore 1, Stealth 3, Survival 4
Base Initiative: 0

Attack:

Bite: Speed 4 Accuracy 8 Damage 2L

Claw: Speed 5 Accuracy 6 Damage 3L

Tail: Speed 5 Accuracy 4 Damage 2B

Dodge Pool: 6 Soak: 3L/7B (Meral skin, 3L/4B)
Willpower: 7 Health Levels: -0/-1/-1/-2/-4/Incap
Essence: |

Other Notes: Grate monkeys can be used as extras,
particularly in larger groups. The statistics provided are
more recent constructs and thus have less skill and
weaponry than their older and more embellished peers.
The original construct himself resembles a golden statue
of a strikingly handsome monkey. Just as he is always
improving his children, he has made some alterations to
himself as well, modifying his own form to honor his
creator — by making himself appear more human. The
construct’s face is now fully human, and his posture is
erect like that of a man. He has also crafted a “skin-suit”
and sometimes walks among humans in disguise, search-
ing for new marterials and ideas and ensuring that his
children are still well-hidden.




THE HARVESTER OF POISONS

Description: This terrifying creature was created by
Exquisite Blue Jasmine, a Night Caste Exalted of the First
Age, to collectand refine poisons for her to use on her targets.
[t is the size and shape of a bull, with the head of a serpent,
and is covered in six-inch-long quills. Its skin is dappled
green and black, but the quills that cover it glow like fine
beryls, and its eyes are an ominous yellow. When the
Harvester of Poisons becomes angry, its hooves grow hot
L*nr.'mgh to burn the earth on which it treads. It can devour
poisonous creatures and plants, suck the venom from them
and duplicate the toxins within its
own body; it is also capable of
mingling poisons to form
new and deadly blends.

The Harvester of
Poisons is a mel-
ancholy
creature
t h a tf
Prow 1 bt
Creation
in search of new
poisons tosample and
analyze. Atfirst, while
its mistress lived, it did
soeagerly, glad toreceive her praise each time it brought her
a new kind of venom that she could use in her assassina-
rions. However, as time went by, it became harder for the
Harvester to find new kinds of poison; Exquisite Blue
Jasmine berated itforits tardiness, and it grew to loathe her,
though it was bound to her by oaths of loyalty. When she
wasslain by an army of Terrestrial Exalted at the end of the
First Age, the Harvester rejoiced toknow that it wasfree. To
this day, its greatest fear is to find that she will somehow
manage to return from death and come to claim its alle-
giance once again.

This creature roams all four quarters of the world,
seeking to fulfil its innate purpose by discovering new poison-
ous creatures and sampling their venom. It often roams the
Wyld, as that is a source of new and unnatural animals and
plants, confident that the chaos of the place will not affectits
Solar-created nature. The Harvester hasno need for food or
sleep, as its mistress created it not to require such luxuries.
When it chooses to test in order to ponder a conundrum or
consider a course of action, it “bleeds off” excess venom
through its needles, leaving little puddles of disparate types
of poison in a circle around where it has lain. Over the
centuries, the Harvester has grown a trifle bored and enjoys
having itsknowledge tested; more than once, it has provided
some particularly rare venom to a sorcerer or warrior who
sought it out, or it has told them where to look for certain
plantsor creatures. However, itrequires payment in the form
of talismans against poison, which it demands to see de-
stroyed before its eyes. The more powerful the poison sought,
the more powerful the item that must be destroyed.

el
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If addressed courteously, the Harvester of Poisons will
bow its head and reply in a low-toned hiss, speaking in Old
Realm. [t knows the powers of the Exalted from its mistress
and may well give the newly Exalted more deference than
they deserve, fearing the powers that the First Age Solars
commanded. The Harvester is aware that the Sidereals
turned the Terrestrial Exalted against the Solars and can
recount the story, if politelyasked ro doso. Itavoids centers
of population; although it could easily deal with a mob of
villagers, it has found that this wastes valuable time that
could better be spent locating rare lizards. The Harvester is
a good conversationalist and enjoys discussing methods of
assassination (which Exquisite Blue Jasmine frequentlyspoke
about) or types of poison. Should it be angered or attacked,
itwill retaliate by spitting poison at opponents, shooting
its poisoned quills at them

and trampling them
\N underfoot with its
blazing hooves. If

it knows that

_ enemies

/ are par-

ticularly

vulnerable to a

certain type of poison,

it will use that venom
against them.

Attributes: Strength 7, Dexterity 5, Stamina 8, Cha-
risma 1, Manipulation 3, Appearance 1, Perception 4,
Intelligence 5, Wits 5
Virtues: Compassion 2, Conviction 5, Temperance 3, Valor 3
Abilities: Awareness 5, Brawl 4, Dodge 3, Endurance 5,
Linguistics (Native: Old Realm; High Realm, Low Realm,
Seatongue) 3, Lore 5, Melee 4, Occult 3, Presence 3 (Intimi-
dation +2), Resistance 3, Socialize 2, Stealth 5
Backgrounds: Resources 3
Base Initiative: 7
Attack:

Bite: Speed 6 Accuracy 6 Damage 5L Defense 4

Quill: Speed 7 Accuracy 5 Damage 5L + venom* Defense 5
Trample: Speed 4 Accuracy 5 Damage 61 Defense 5

Spit: Speed 7 Accuracy 5 Damage 3A** (Rate 1, Range 5)
* Arrow frog venom, see “Other Notes,” below.

** Only aggravated against organic targets. See “Other
MNotes,” below.

Dodge Pool: 5 Soak: 6L/9B (Tough hide, 4L/4B)
Willpower: 6 Health Levels: -0/-0/-0/-0/-1/-1/-1/-1/
-2[-2/-2/-2/-4/Incap

Essence: 3

Other Notes: Immune to all poisons. Its spit causes aggra-
vated damage to living creatures and organic targets such as
wooden structuresand the walking dead, as it habitually uses
a corrosive venom for this attack. In quill attacks, it uses a
variant of arrow frog venom (see Exalted, p. 243). The
Harvester’s Resources are old First Age caches and the
remains of stores in ancient Manses it knows.
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grasps of captors with surprising ease. An illuthrita’s

JLLUTHRITA

. et body is boneless and rubbery. The creatures can squeeze
Description: Possibly related to the chillikins, the

_ | _ . T into the tiniest holes and around cracks and hide them-

illuthritae are the forgotten children of a powerful First TS .
selves there for days or weeks.

When the Great Contagion ended, Creation was

left weakened and unable to defend itself. The Fair Folk

threw open the gates of Creation and stormed forth in

Age sorceress. They were once created to form islands of
sanity in the maddening chaos beyond the boundaries of
Creation. They built temples and retreats for the most
powerful Exalted right on the borders of the Fair Folk's

such force as to nearly buckle a weakened reality with

realms. Many sorcerers and priests found . . :
? * " : their dreaming ways. Those illuthritae who had

sanctuary from the rigors of life . - 3
» o g lh'f g of life survived the end of the First Age were
in the First Age using a few
illuthritae to shape the
Wyld and hold its ef-

fects at bay. The /

illuthritae can- f‘f

. . swept before them as young crabs

before a tsunami.

Without the vigorous be-
lief with which the
1‘111*.-11[;1['3u|‘| of the world
had supported reality,
the Wyld easily spread,

oy

not work 07
alone,
though.
E v en
W h 2 Il

as a forest claims a
fallow field. Even

when the Scarlet

t b LL 1 i Empress cast the
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their creator, illuthritae are no longer able to make such
pacts and live like thieves and refugees, taking what they

I
Vasion.
The
luthritae have learned stealth and guile in the years
following the fall of the First Age. The things of the
Wyld swiftly devour these small creatures, and Fair Folk
delight in torturing the childlike Wyldsmiths. Illuthritae
spook easily and run at the merest hint of danger to
themselves. This does not make them any less dangerous

can to fulfill the only purpose they have ever known —
to bring order to chaos. They have become a threat as

Muthritae look like half-formed children, only two
feet tall, with golden-green skin that glows softly in
darkness. They have only rudimentary features, the hint
of a nose and mouth, dimples where eyes would be and
mitten-like hands with only thumbs and no fingers.
They are lithe and spry and are able to wriggle out of the

illuthritae make up for in mystical power.

The illuthritae are able ro read the minds of those
close to them so as to be able to make their desires come
to life in the Wyld. They have developed akeen empathy
toward the dreamlike subconscious desires of mortals
and Exalted alike and have perfected methods by which



they might lure the unwary or the soul-weary into staying
within the Wyld. A victim, once ensnared, then begins
to gift his Essence to the illuthrita that has seduced him.

The illuthritae use a power similar to the Charm
Wyld-Shaping Technique (pp. 186-187 of Exalted) that
requires more Essence to be spent for larger effects. To
completely negate the effects of the Wyld over a great
area requires far more essence than an illuthrita possesses
itself. Mortals are easy enough for the illuthritae to
ensnare, but they cannot share enough Essence to satisfy
an illuthrita's sense of duty. Every illuthrita hopes to be
able to lure an Exalt into staying in the Wyld with it, and
that makes the creatures exceptionally dangerous to the
Chosen. The illuthritae have no sense of right and
wrong, no conscience, no way to judge what they are
doing. They will do whatever it takes to partner with an
Exalt and shape the Wyld.

[lluthritae build oases of Creation within the
Middlemarches of the Wyld. These oases can be almost
as disorienting as the Wyld surrounding them to travel-
ers who have spent hours or days battling against
hallucinatory unreality. The laws of Creation, once
completely forgotren, are altered or replaced within the
illuthritae’s domains. Once these rules are set, however,
they don’t change unless an illuthrita gets a new partner.
They are always based on the most recent victim of the
resident illuthrita’s influence. An illuthrita will rarely
allow more than one person to survive within its oasis
and will have convinced its charge that he is better off as
a hermit, protected within the dream realm created for
him. The illuthrita will produce whatever the victim
requires — food, libation, lovers — though people cre-
ated assuch are not real and are returned to the primordial
Wyld that spawned them once their purpose is served.
After a few days, a victim will have forgotten why he
came to the Wyld. After weeks, he will forget where he
came from. After months, he will forget his old life
completely. After years, he may not even remember his
OWn name.

An illuthrita will see to its partner’s health as long
as it feels it needs to. When an illuthrita senses a more
powerful being nearby, it will go to extreme lengths to
gain that being’s attention. It may create monsters to
chase the being or wonders to tempt her, dipping into the

116

dreams and nightmares of the being in question to build
the perfect trap. An illuthrita will lure her into its oasis,
where its partner can greet her and show her the perfec-
tion of life there. If the new victim is still recalcitrant ro
its tricks, the illuthrita may even sacrifice its current
partner to aid it in seducing the intended. This only
applies to beings whom the illuthrita feels can aid it in its
purpose. Lesser beings are chased away by frightful crea-
tures, charmed away by haunting visions or blocked by
labyrinths and walls.

Attributes: Strength 1, Dexterity 5, Stamina 1, Cha-
risma 3, Manipulation 5, Appearance 2, Perception 3,
Intelligence 3, Wits 5

Virtues: Compassion 2, Conviction 4, Temperance 1,
Valor 1

Abilities: Awareness 4, Brawl 1, Craft (Wyld) 5, Dodge
5 (Dive for Cover +2), Medicine 3, Lore 2 (First Age
Architecture +1), Occult 5, Stealth 5, Survival 2
Supernatural Powers: Sight of the Waking Dream,
Word of Miraculous Order, Word of Unmaking

Base Initiative: 10

Attack:

Bite: Speed 10 Accuracy 6 Damage 1L Defense 6
Wryld Ripple: Speed 10 Accuracy 10 Damage 5L* De-
fense 8 (Rate 3, Range 5, Cost 2 motes)

* Armor does not apply, natural soak only. Attacker
cannot be detected from the attack.

Dodge Pool: 10 Soak: Z2L/4B (Leathery hide, 21./3B)
Willpower: 8 Health Levels: -0/-0/-1/-1/-2/-2/-2/-
4141

Essence: 4 Base Essence Pool: 15%

Other Notes: * The Essence pool of an illuthrita is
variable depending on its partner. The Essence pool is
recharged once a day, by draining the Personal and Periph-
eral Essence from the being with which the illuthrita is
partnered. The Essence sharing usually takes the form of a
ritual, meditation or other devotional activity that the
partner participates in zealously. The partnered being is
usually unaware what he is doing is giving his Essence to
the illuthrita. He is granted a kind of ecstasy during such
activities by the illuthrita, as it shares its joy with its
partner. The illuthrita will take all but 5 motes of the
partner’s uncommitted Essence during this exchange.




SIGHT OF THE WAKING DREAM

Cost: 3 motes

An illuthrita may read the surface thoughts and desires of its target through the use of this power. This is how
the illuthritae learn what they can manifest to seduce and lure beings into partnership with them. Repeated use
of this ability will reveal deeper secrets and desires, until an illuthrita knows everything that its target knows —
and many things the being may not realize it knows. Players may make a Perception + Occult roll, difficulty 5,
to notice the power being used on their characters. Should the roll succeed, a target’s player may then make a Wits
+ Resistance roll, with the difficulty equal to the Willpower score of the illuthrita using this power, for the
character to resist the power’s effect. The victim may not resist this power any more that day if the roll fails. The
illuthrita is then free to use this effect as often as it wishes until the sun sets and rises again.

The first use of this powerallows the illuthrita to see the surface thoughts or desires of the target. The illuthrita
sees whatever the victim may be thinking or daydreaming at the time and can then use that to manifest something
within the Wyld. On subsequent scenes, the illuthritae can dig deeper into the memories and dreams of the victim.
After the first day, the illuthritamay see what has befallen the victim over the past week, either waking or sleeping.
[f an illuthrita can use this effect for a week, then it may see the victim's lifelong wishes and desires. A month of
use provides the illuthritae with the life history of the victim. A season of use reveals the victims most hidden
desires, even the subconscious ones.

This power does not work on characters with an Essence higher than 5 unless they consent to it.

WORD OF MIRACULOUS ORDER

Cost: Varies

The illuthritae have theirown language, which contains the names of all things under Heaven. By combining
these names with the raw stuff of the Wyld and Essence from their partners, the illuthritae may bring anything
imaginable to life. The size of the creation is dependant on the amount of Essence spent. Unlike Wyld-Shaping
Technique, there is no roll involved to create something — it is always taken from the imagination of the being
that is the illuthrita’s partner and needs no grounding in reality to exist. A small item, such as a knife or a piece
of fruit, would only cost a mote to create. Larger items, such as furniture, or complicated items, such as small
creatures, cost 5 motes. A building would cost 10 motes, or 15 if it were a palace or temple. People cost 15 motes
as well. Whole landscapes would cost 20 to 30. Forty motes, the maximum an illuthritae can spend at any one
rime, will create and populate a complete, if small and isolated, world.

Objects created by this power exist only so long as both the illuthrita lives and has a partner. Should the
partner die, then there is no one to see and believe in the creations, so the dreams will evaporate back into the
Wyld in a matter of days. Should the illuthrita die, then the objects created slowly dissolve away as theyare unused
or forgotten by its partnered being.

WORD OF UNMAKING

Cost: 5 motes

An illuthrita may utter the name of something it has created in reverse and return it to the madness from
which it was formed. This releases the Essence used to create it and adds half that value to the Essence pool of
the illuthrita using this power. Objects so unmade dissolve into light mist or simply vanish.
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KARMEUS

Description: Karmeus have a wingspan of up to three
yards, eyes that flare with emerald fire and a giggling, insane
human face visible inside their huge beaks, spewing obsceni-
ties from this twisted mouth.

The karmeus are a regrettably familiar sight in Nexus.

These creatures occasionally come out of Firewander and

cause quite a commotion in the
city when theydecide todescend
upon the city streets. The guards
in the towers of Sentinel’s Hill
alwayskeeptheireye outforflocks
of karmeus and often manage to
drive them back from the city
proper with missile fire. When
the creatures come out at night,
however, spotting these black-
feathered birds is very difficult.
After they enter the city proper,
the karmeus wait on the roofs of
the highest buildings for the sun
to rise and for people to fill the
streets, like hungry customers
waiting for a restaurant to open.

The Council works hard to
get rid of the birds, but there is
still the occasional ugly incident.
Once they get into the city,
they're extremely hard to find,
and their hitand run tactics mean
that by the time the guards get to
the scene, the karmeus are usu-
allyalready gone.

Karmeus make their nests on the roofs of the highest
buildings they can find, and it's not uncommon for them to
take up residence on the rooftopsand in the raftersof the high
buildings of Nexus thatstill survive from the First Age. While
asleep, they make a sound nor unlike someone chewing on
gravel — a soft sound with jagged edges; it is said that one
cannot be sure if it’s more reminiscent of gravel crunching or
reeth cracking, and it sends shiversdown the spines of grown
men. Attacking the birds in their nests is a dangerous business,
as reaching them, let alone fighting them can be extremely
difficult, if not impossible. More often than not, hunters are
forced to simply wait for the karmeus to make a “food run” and
then hope to catch the birds before they fly away.

Karmeus are somewhat intelligent, but not particularly
smart. Theyunderstand that ranged weapons are bad for them
and can handle other basic tactical reasoning, but they can't
be reasoned with, and they certainly aren't clever enough to
understand complicated maneuversor their consequences.

On the ground, karmeus can be nasty enemies; their
powerful wings can easily swat aman down and their beaks
are lightning fast. When in air, they're even worse; they

dodge many attacks with ease, and their clawed feet can tear
deep gashes into an enemy’s flesh. They are also strong
enough to actually grab hold of an enemy and either drag
him offfordinner, smash him against a wall orsimply lethim
fall from high enough to reduce a man into a messy splotch
on the pavement.

Karmeus are omnivores and often harass fruit-stall
owners, bakers and other mer-
chants, but the birds greatly
prefer meat, which they enjoy
nicelyrotten. Indeed, theyhave
been known ro kill their vic-
tims and then hang them off of
a high, unreachable spot for a
few days in the sight of the
entire city, before starting the
feast. Children inparticularare
theirfavorite targets, as they're
nice and soft and don’t put up
much of a fight. Qutside of
MNexus, stories of the karmeus
are used to frighten children.
Inside Nexus, children know
these creatures are the least of
their worries.

Attributes: Strength 3, Dex-
terity 5, Stamina 2, Charismal,
Manipulation 1, Appearance 1,
Perception 4, Intelligence 1,
Wits 2

Virtues: Compassion 1, Con-
viction |, Temperance 1, Valor 1
Abilities: Athletics 4, Aware-
ness 1, Brawl 4, Dodge 5, Stealth 2, Survival 2 (Urban +1)
Base Initiative: 7

Attack:

Beak: Speed 14 Accuracy 9 Damage 5L*

Buffet: Speed 9 Accuracy 9 Damage 10B*

Claw: Speed 8 Accuracy 8 Damage 6L*

* The karmeus only use the wing and beak attacks when on
the ground and the claw attacks when they're in the air. [fone
executesasuccessful hold maneuver with itsclaws, the target
is pulled up into the air, where it can be let go at the karmeus’
leisure. A karmeus can never parry a blow.

Dodge Pool: 10 Soak: 2L/4B (Thick feathercoat, 2L/2B)
Willpower: 2 Health Levels: -0/-0/-0/-0/-1/-1/-2/-2/
-4/Incap

Essence: |

Other Notes: Whendealing with the karmeus, keep in mind
they have literally pea-sized brains. Also, keep in mind that
acharactergrabbed by akarmeuscan always attempt to hang
on to the bird to avoid falling. Even if that fails, the good
thingabout Nexus is that there are a plethora of clotheslines,
balconies, banners and other potential handholds thar are
just dying to be used in a good stunt.
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MOTHER BOG

Mother Bog does not recall when she became
aware. She recalls being embarrassed by the primordial
foxes as they escaped her attempt to make a meal of
them. Lest she be embarrassed again, Mother Bog
learned the ways of foxes and all animals so that she
might dine at her leisure.

Mother Bog does not recall when she discovered her
¢ift of magic. She recalls being humiliated by mere men
as they robbed her of her treasures. Lest she be humili-
ated again, Mother Bog sought to master the
ways of magic so that man would bring her
treasure, not steal it from her.

Mother Bog does recall the Exalt
who sought to slay her. She recalls
the pain of his weapon and the
agony has flared periodi-
callysince. Lest she suffer
that pain again,
Mother Bog learned
the making of
champions so
that she need ~
never face a 4 0 W§E
foe directly 4
again.

Mother
Bog is a :
leftover @,
from the ~
time be-
fore, a primordial force that
refuses to be forgotten. A resident of the
eastern Scavenger Lands, Mother
Bog is a reminder that even the
earth itself is alive. This force is a living swamp, capable
of reasoning, of movement — and of demanding tribute.
Mother Bog commands all that grows or lives within her
bounds. Plant and insect and soil make up her flesh and
blood and bones. Mother Bog has fashioned children of
plant and flesh and mud to do her bidding. Relentless,
the living swamp creeps slowly, roaming the land, mis-
tress of all she envelops.

When at rest, Mother Bog is indistinguishable
from a normal marsh. Characters are likely to hear
rumors of Mother Bog long before they encounter her
or one of her children. Villages are warned not to speak
of the tribute they have paid to the living swamp, but
stories do spread. Mother Bog has forged a grudging
truce with the leaders of Lookshy. Over the centuries,
both behemoth and man have suffered greatly from
conflicts between them. Thus, a precarious peace now
exists between them. Mother Bog restricts her move-
ments away from Lookshy's lands. And while the
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heroes of Lookshy track her movements, they have
chosen not to expend resources against the swamp
behemoth. Similarly, the Lunars native to lands sur-
rounding Mother Bog’s territory are very much aware of
her movements, and she of their presence. Though
conflicts flare between the two forces from time to
time, the unspoken agreement is that each is better off
for the other'’s presence. Mother Bog finds it conve-
nient that stray Dragon-Bloods must pass through a
Lunar gauntlet before stumbling across her. Likewise,
the Lunars are happy to allow the swamp mother’s
children to aid them in barttle against
encroaching civilization.
Mother Bog cannot be com-
pletely destroyed, not until
the land itself passes away.
& © Though in ages past, the
#® swamp would manifest a
W% true avatar that could
be struck down,
she learned
LA _ _ from past
D B N setback.
SRR N 6w
Mother
Bog has
hidden
h er
heart in
four parts
distributed
to the four corners
of the world. The four
parts of the heart must
be retrieved and recom-
bined before they can be harmed. Each segment is
part of a Manse that must be ruined if the segment is to
be obtained. Once combined, the heart must be de-
stroyed to have any effect on Mother Bog. The heart
cannot be damaged with bashing weapons and has a
lethal soak of 20. One hundred health levels must be
inflicted to destroy the heart. When the 100th health
level is inflicted, two things happen. First, Mother Bog
is shattered, her Essence dissipating destructively, turn-
ing the land for 100 miles around her into a desert. It
will take a millennium for her to reform, and another
millennium before she reaches the level of power de-
picted for her here. In addition, the heart itself explodes
in a 100-yard-radius destructive blast. Everyone and
everything caught in this explosion suffers 100 levels of
bashing damage. Mother Bog is constantly and fully
aware of the location and condition of all four heart
segments. Naturally, Mother Bog will direct an army of
her children against anyone attempting to destroy her,
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and she will also assume that any disruption of the
Manses that conceal her heart is such an artempt.

Mother Bog is a Celestial Circle sorcerer. She has
access ro nearly all Terrestrial and Celestial spells. Prop-
erly respectful beings might petition Mother Bog to be
taught spells. Mother Bog is a fickle instructor and
demands a high price, but she has been known to share
magical knowledge with those that meet her fee. Just as
often, she robs the would-be student or, even more
simply, eats him.

Mother Bog demands regular tribute from human
settlements rhat she encounters as she roams through
the Scavenger Lands. Villages that do not pay proper
tribute find their fields absorbed into her area. Tribute
takes the form of sacrifices cast into the bog, never to be
seen again. Occasionally, however, Mother Bog chooses
to transform certain of the sacrifices made to her into her
minions. These minions come in three varieties:
shamblers, daughters and creepers. All have the corpses

of human sacrifices at their core, but each represents a

different aspect of the swamp.

The vegetation-based shamblers are Mother Bog's
shock troops. They are the most frequently encountered
of the swamp behemoth's children. The flesh-based
daughters are the envoys of the living marsh. Few mor-
tals know that these agile and beautiful dancers are
merely reanimated corpses. The most rarely encoun-
tered of Mother Bog’s children are her creepers. Crafted
from the skeletons of children and small animals, the
mud-based creepers channel Mother Bog's Essence the
most directly, able to actually cast any Terrestrial Circle
spell that the living swamp grants them.

All of Mother Bog's children have a personal Es-
sence pool and can draw on Mother Bog's own Essence
in place of possessing a Peripheral Essence pool. As
Mother Bog’s Essence is drawn upon, a shadow of her
avatar forms above the bartlefield, a murky humanoid
form growing larger and more distinct as the battle rages
on. Assume that Mother Bog has a pool of 1,000 tempo-
rary Essence to draw upon. She recovers Essence art a rate
of 80 motes an hour. (Her heart is in and is attuned to
four level five Manses).

Shamblers are the living swamp’s warriors. At least
two will accompany a daughter, though perhaps at a
distance, when she approaches a village for sacrifices.
Mother Bog will also bring forth shamblers from her
depths in response to an encounter with Exalted. Re-
gardless of the type of Exalted, Mother Bog will send out
at least one shambler for each Exalt encountered.

Though she would nor deign to share this knowl-
edge with any creature not her equal (and she considers
few, if any, creatures now living her equal), Mother Bog
is driven equally by a hunger for survival and a hunger
for vengeance. She eats to grow and grows to live. If she
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can take over the all of the land, absorbing all of it into
her mass, she will. On the other hand, she remembers
the Solar Exalted who struck her down in the First Age.
She understands that the Exalted are not immortal, but
Mother Bog believes whole-heartedly that the offend-
ing Exalted will be reborn. She lives for that day, the day
when she can return the favor and strike down this
being. She seeks to master Solar sorcery so that she can
master a spell to permanently trap or destroy the soul of
this Exalr. Ultimately, she would like to make the soul
her plaything, but sending it to oblivion in return for
her suffering would be sufficient vengeance.

Mother Bog does not have statistics as such, how-
ever, if it is necessary for rolls to be made on her behalf,
her Attributes and Abilities are all rared ar a minimum
6 each, meaning she has a dice pool of at least 12 for most
rolls. Essence, Occult and Willpower are rated at 8.

SHAMBLER

Description: Shamblers are typically constructed
from the freshest and largest of her victims. They are
composed of at least as much vegetable matter as flesh
and appear to be very large humanoid masses of vines.
Attributes: Strength 6, Dexterity 2, Stamina 6, Cha-
risma 1, Manipulation 4, Appearance 1, Perception 4,
Intelligence 1, Wits 3
Virtues: Not applicable. Never fails Valor rolls, never
succeeds at other rolls.

Abilities: Athletics 3, Brawl 5, Endurance 5, Resistance
4, Stealth 2, Survival 5

Supernatural Powers: Bark Fist, Creeper Vine Reach,
Deep Root Immovability, Walk Through Plants

Base Initiative: 4

Attack:

Punch: Speed 4 Accuracy 6 Damage 6B Defense 1
Dodge Poal: 2 Soak: 3L/6B (None)

Willpower: 2 Heath Levels: -0/-0/-0/-1/-1/-2/Incap

Essence: | Essence Pool: 10

Other Notes: Once ashambler’s Personal Essence pool has
been exhausted, it must draw on Mother Bog's Essence.
Mother Bog will typically commit (X + 1) x 40 motes of
Essence to a particular battle, where X is the number of
daughtersand creepersinvolved in the battle. All “children”
in the battle share this pool of Essence.




Barxk FisT

Cost: 5 motes

Shamblers can spend 5 motes of Essence tohone
their combat prowess. For the rest of the scene, extra
successeson brawl attacks are doubled for the purpose
of determining damage.

CrEEPER VINE REACH

Cost: 5 motes

By using this power, the shambler can cause its
neckor limbs toextend, sending them creeping, vine-
like, over walls and around corners. The shambler
spends 5 motesof Essence and, for the rest of the scene,
can extend its neck or limbs up to six yards, allowing
the shambler tosee over or around obstacles or tomake
hand-to-hand attacksata range of up tosix yards. The
limbs can be attacked anywhere along their length.

Deep ROOT IMMOVABILITY

Cost: None

Whenever a shambler chooses, it may spend 5
motes to become as immovable asatree. Theshambler
cannot be picked up, thrown down or knocked back.
[t must remain motionless while this ability is in
effect; ifit moves, the effect ends. It will automatically
end at the end of the ﬁnfﬁf the shambler does not
- movebeforethen.

WALK THR&JGH P'l_,st @

Cost: 15 motes

By invoking this power, the ultimate manifesta-
tion of the shambler's vegetable nature, the creature
can merge with living plants and move through them
freely. It takes an investment of 15 mortes of Essence
and a full turn of concentration for a shambler to
activate this power. Then, for the next hour, the
creature may merge with or emerge from any living
plant. Each transition takes an additional full turn ot
concentration. The instant ashambler entersa plant,
the vegetation balloons up to take on roughly the
same size and shape as the shambler. The shambler

can then move at walking speed through any con-.

nected living plant matter. Once glergﬁmvfﬁ plant
life, the shambler can change its pfggmrir:mﬁ at will,
but returns to normal proportions upon emerging. A
shambler can use this power to follow vines and moss
into a building or to cross a grassy field undetected.
This power only works with living plant matter. For

example, cut logs will not act as a conduit for a
shambler using Walk Through Plants.

12]

DAUGHTER

Description: The diplomatic daughters are made
entirely from flesh. They are well-preserved corpses,
kept whole by the unique properties of the Essence-
infused peat that makes up Mother Bog's mass. When
reanimated by the living swamp, they gain surprising
flexibility and the ability to mask their true nature in a
guise of living beauty.

Most villages that encounter the daughters know
them as talented, and sometimes deadly, dancers. When a
war band of Mother Bog’s children is encountered, there
will be approximately one daughter for every two shamblers.
Daughters are always made from female sacrifices.
Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
risma 6, Manipulation 5, Appearance 1, Perception 3,
Intelligence 2, Wits 3
Virtues: Compassion 1, Conviction 4, Temperance 2,
Valor 3
Abilities: Brawl 1, Dodge 4, Endurance 5, Linguistics
(Native: Old Realm; Riverspeak, Local Tribal Tongue)2,
Performance 5 (Dance +1), Resistance 3, Socialize 5,
Survival 3
Supernatural Powers: Dance of Death, Dance of Influ-
ence, Dance of Motion, Illusion of Life
Base Initiative: 5
Attack:

Slap: Speed 5 Accuracy 3 Damage 2B Defense 2
Dodge Pool: 6 Soak: 1L/2B (None)

Willpower: 3 Heath Levels: -0/-0/-0/-1/-1/-2]
Incap

Essence: 2 Essence Pool: 20

Other Notes: Once a daughter's Personal Essence pool
has been exhausted, it must draw on Mother Bog's
Essence. Mother Bog will typically commit no more
than (X + 1) x 40 motes of Essence to a particular battle,
where X is the number of daughters and creepers in-
volved in the battle. All “children” in the battle share
this pool of Essence.

DANCE OF DEATH

Cost: 15 motes
Through an intense dance and the expenditure of

15 motesof Essence, the daughter entersa battle trance.
While in thisstate, she is capable of impressive combat
feats. When she attempts to enter this state, make a
Dexterity + Performance check. The number of suc-
cessesreducesall woun altiessuffered by the creature,
to a minimum of -0. In addition, her Brawl Ability is
increased by a number of dice equal to the number of
SUCCEesses mHeHnally, all Brawl damage inflicted by
the daughter while she is in this state is lethal. The
effects of this power last until the end of the scene oruntil
the daughter leaves combat or is incapacitated.




DANCE OF INFLUENCE

Cost: 10 motes

The daughter knows how to use her ability to
dance to enhance her influence over others. By
spending 10 motes of Essence, she gainsabonus toall
social interactions until the end of the scene. Upon
spending the Essence, make a Dexterity + Perfor-
mance check. Each successaddsto all social rolls for
the rest of the scene. The bonus gained through this
power cannot exceed the daughter’s current effective
Appearance.

DANCE OF MOTION

Cost: 5 motes

Throughthe use of this power, the daughter uses
Essence toenhance herspeed. The creaturespends 5
motes of Essence and doubles the roll (the result of
the 10-sided die roll is doubled and added to her base)
for determining her initiative. If she chooses, after
initiative is rolled, but be