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&A. 

&eating a ' h r  characta- for a Savage cout ~UWUM in th is  cam&.. Armen M d e d  unbwnam. All of 
campaign involva come special conli+ratioru. theee ~ - ~ b ~  de&-, nemhumuu, and 
For one thing, berideo the itandard AD&D' unhumuu - fall under the gena$ heading bumvw&. 

game races, there are oeverd new races that play- The Savage Coast is a racially mixed area; members of 
ers can choora from. Then are  BO aaqmber of , :  moa raou are frirly conuwn, orat  iewt known, and have 

new !&a to adapt character q l s w .  And, of ,, , their own udizationa and -&menta. AB a conoequence, 
coune, there we the mreifol kgaciei panted most .people do ngt find it c n p r d l y  notable to nee a lupin 

by& &d Cww,.ThL Cbpter dctpila the walk down the atmet, though a cayma or gurraah might 
PC racer a d a b l q  for wtivea of the Sav- ,. rabe a few qnbrqwa Msmbsw of other races are conoid- 

-gs Cnut (and provides nom regard-., , eredjrut otha,people, BO they w& do not draw any ape- 
, ing characten Lorn nearby Ian&). cL1 attention, +tive or nyydve. 

Tbir ir not to say that the Savage.CO+it io entirely free 
from mjudiqe. Indeed, many d t h e  mab wars are related 

, , to rwid pmjudiee a n d r d i  1upin i .d  r h t a  have bor- 
, d r  conilictb ~ h t a  genaady W i e  .h.zplu, and prranh 
hate them. However, a lupin would not find it unusual to 

, . mest c r h t a . w  the 4 and tbc two might cooperate on 
, o n e t b i  ,or anotheri &w a p&ticuI.T member of a race i 

treated d + w y  on the iedhridurl. 
Follouspe are briefdeexipthi 0 f . h  character races 

available in a RED STEEL'? camp.iel*rChes available 
to each race are c o ~ r e d  udder "a+ a Character 
C b a "  later in this chapter. 

under "Choosing ' 
aChwaater 

@Lm*dhp 
Fuat, H)IM definitionr are in order. , 

The traditional definition of b d  
in gobline urd thir &veii kobold., 

hobpbline epolln, urd ogres. 
Butthe,$enn hapdmbcen &to 

define my intelligent Mi with one 
k d ,  two .rmc, and at le& h%o 1- 

thin in the p r e f d  definition. 
In thin accumny, however, 

gn&, ogres and their &e mL- 
tivel, .n r s f e d  to 88w. 

Elves, half-elm, hakhga, dwuveo, 
and gnomes M refemd to cdec- 
t;Velyas&nibm. Other 

1, 

kobdd., &liw orq, hobgobh, ' Kita M covered brieb 

more com- 

i I character races-luph, 
$ pndtortlerr-areknoWna.ttar- 



h 
Like dwarvea, elven have no culture of th$r owd on the 

Most of the atandud character race8 are av 

ilc one from Bel- 

imum Number of 
ape11 progrenaion. 

even if the CompLtc 
the sOv.ge Coprt cannot 





New a !8 

There are four new player chpr.car races in this clrmp.ign set- 

t;.B: lupins, r h t a ,  d e s ,  and aranea If the DM approves, it 
may also be possible to play lome lort of goblinoid. 

The new races are covered in detail at the end of this 
chapter. Kit. pcceptpbls for each r a n  am given in Chaptar 2 
of this book. 

Aranea 
Aranea are arachnid mages thought by most to be extinct. 
Those who still exist are usually found in Herath, as 
explained in Chapter 6 of the LMa, btbe S Q W ~  &wt book. 

Goblinoid. 
There are no kobolds native to the Savage Coast, but if the 
DM allows, p b h ,  ora, hobgoblinr, gnolls, and ogrrs can be 
p k p d  as PC., using the rules in the Can& &wk qfHunww&. 
However, memben of those races should use the kits T o m -  
mended for them in Chapter 2 of this book, and the cultures 
d d b e d  in Chapter 6 of the Ln& .ft& Sa- Coadt book. 

hPLu  
Lupin. are furred humanoidn with doglike heads. 
Descended from a nomadic culture, they now make up tha 
vmt majority of the population of Renardy. There are also 
rome lupine in Herath and the Savage Baronies, but elre- 
where they are rare. 

Lupin. have a culture similar to that of the Savage Bar- 
oniea. and there are a wide range of chasacter claaser and 
kita available to them. 

R.LL.tp 
&taw feline humanoids. Bellayne is populated m t l y  
by rakaata, split between the settled town dwellers and the 
nomads who carry on the rakasta’s ancient traditions. 
Rakasta culture is unique, somewhat myntical, and concerned 
primarily with battle and honor. Some members of the race 
dwell in Herath, but the creature. are rare in other statu. 

Tonls. 
Tortlei are bipedal turt l ir ,  about the same height an 
humans. They have inhabited the lands of the Savage Cwt 
for thouaanda of yem. But tordes have no red government, 
living in d l  family dwellings, often within the borden of 
nome other race’s state. The creatures are generally peace- 
ful. scholarly fsrmen, but will defend their hornel. 

CrmkilrJIg a CLmact,r 
Creating a character for the S a q e  Coast is bsnicolly like 
making a character for any setting-as outlined in the 
PLayeri Hadbook-but with more options for character race. 
In addition, the use of kits is strongly encouraged to help 
define the character’s cultural background, and almost 

m 1 e  E w ABILITY RaqvI- 
S t r k C O P l n t \ N i . C b . .  

Aranea 3/18 8/18 3/16 12/10 3/18 3/18 
Lupin 8/18 3/18 8/18 3/18 3/18 3/18 

Torde 6/18 3/18 6/18 3/18 3/18 3/18 

Tabla 131 R A c I A L A w L n Y ~  
Aranea -2 Str, +2 a x ,  -2 Con, +2 Int 
Lupin + I  Str, +1 Con, -1 Int, -1 Wis 
Fhkasta +2 Dex, -2 wis 
Tortle -2 Dex, +1 Con, +1 Wis 

every character gains a magical Legacy due to the Red 
Cune. Kita an covered briefly later in thin chapter a+ w 
fully detailed in Chapter 2. See Chapter 3 for ruler a b u t  
the Red Curae and Legacies. 

Though detailn may vaxy according to the wirhcp of the 
DM, when creating a character. ability ncorea nhould be 
determined fimt, then character race, c h .  and kit. Next, 
the character’r Legacy rhould be determined, followed by 
other detailn such as hit pointn and Armor C h i ,  weapon 
and nonwcapon pro&iencier, equipment, .nd backpud. 

Charactemaboted for other cuapriga.*tLycaadabe 

with the rula ofthe alternate ~ening. When tbc charmten 
rrrivc on the Savage tout, they will iufkfmmthe e f h a  d 

Rakasta 9/18 8/18 3/18 3/18 3/18 3/18 

tmMpolted to thesavage cosrt. simpb.crclxe the dunarr 

thCRedCune*~nutrsrddgn:8d3UbpdEorddS. 

Generakipe && &om8 

Nonhuman player charactern must meet certain minimum 
and maximum requirements for their ability ocorw. Far new 
PC racei described in thin campaign iettiw, racial mini- 
mums and maximums an li~d in Table 1.1: Ki Ability 
Requiaememts. Next. characten of them racen receive 
mandatory ability adjuitmenti, LI identified in Table 13: 
Racial Abilig Mjuatmenta. Note that these adjwtmeatr 
may rake a .core to 19, or lower it to 2, u SXpLMed a pap 
20 of the Play& Hadbook. 

C l m o s i q  a CQlaracte~ Claw 

All standud character &MI fmn the PLycrS Hadbo~k are 
available in a Savage Cout campaign. There ue no ckangu 
to baric character clwea, other than some limitr found in 
kits in Chapter 2 of this book. No new character h a  are 
given here, although Chapter 7 holdn a few guidelinw For 
creating or adapting speciplty prieat.. 

Members of race8 prewnted here cannot advance in 
every class. and they have limited advancement in moat 
chases. Class and level l i i h  are detailed in Table 1.3. Note 
that individuah of some races are very limited in the choim 
of kita available to them. 



12 16 13 13 9 
16 2 13 13 U 
9 12 - 9 9 

. u  
11 

- 
* i  

r' ; 

Lupin 13 
Rnkuto 16 
Tortle 11 - 

- 
- 

*A number indicate8 the maximum level attainable by a given race in a given c h i ;  "U" indicatei unliited dvancement; and 
no number or letter means a character of that race cannot advance in that class. 
**Thin entry coveri aU wizard hi; mme races are relaicted from certain wizard clasncn. For a lint of wiznrd clastei avail. 
able to each race, see Table 1.4. Level limiti on the inme for dl wizards of the inme race, r e g d e w  of ipecific clue. 

Tabh 1.61 TH~~VING SKRL RACIAL h J U S T h Z A W  
€i& open P I  h ni&h D8ta.a aimb Read 

Raw P h  Lock. RmmmTrapi Silently S M  Noha W d i  LulgUqm 
Aranea - - - +lo% +6% - +6%' +lo% 
Lupin - - +6% - - +20%** -6% 
RakMca - - - +6% +6% +6% +6% 
Tortle - - -6% -6% - -2Mt 

*An aranea in dcmiapider form has a ~ 2 0 %  bonui; one in arachnid form haa a 60% bonui. 
**Thin ia the lupin's bonui at 1st level; the bonus increases by 2% per level thereafter. 
tA tortle cannot lift his or her body weight with arms done. 

Rncei d d u l  in the Phytri Hanaboo& and the DUVGEON 
MASTER. GI& have the uiual c h i  and level reitrictioni, 
with a few exceptions detailed under "Standard Character 
h e n , "  above. The optional rule for exceeding level limiu 
(ai  explained in Chapter 2 of the DUNGEONMASTER 
Cui&) can be uied if deiired, but lupini and rakaita can 
never h e  to p a t c r  than 13th level 

Member8 of the new racei are nsmcted to certain wizard 
clruiea. The wizard entry on Table 1.3 is general; d e d i  on 
wizard h i e s  available to each race are found in Table 1.4. 
Elementdiiu and wild rnpgei are deicribed in the Tonu of 
Magic, all other8 in the Phycri Handbook and Tbe Complete 
W d j  Handbook. 
AU new character race8 deicribed in thii book have iome 

memberi who are ropei .  However, iome are more iuited M 

the pmfeiiion than aheri. Table 1.6 given  the thieving ikill 
adjwrmenu for the racer deicribed here. These adjuatmenti 
are dm applied to ranger and bard akilli of the name nunee. 

druid.. 

m e  1.41 WIwao RACIAL R~QmraMEms 

Aranea Any. 
Lupin Mage, diviner, abjurer, invoker, necromancer. 
Rakasta %e. conjurer, enchanter, illusionist, transmuter. 
Tortle M a p ,  abjurer, conjurer, diviner, water dementdint. 

Tdh 1.61 MVLTI-CLASS -OM 

Ac.IM. Tor& 
Ma&Fighter Fightei/Cleric 
%/Cleric 
MpgeiPnionicist 
Magemhief 

The pdoniciat can be uied in a RED STEEL c a m p i p  if 
the DM to dcnirer. However, a peioniciit cannot take the 
Inheritor kit and grin more than one Legacy. A character 
with a pnionic wild talent doci not gain an initid Lypcy (in 
eisence, the wild talent is the Legacy), but can take the 
Inheritor kit and later gain Legaciee. 

Humani, rakaata, lupinr, and iome aranea CUI be dual- 
c lue  chuacten; dud clui optiona follow itandud pide- 
lines. All dowed multi-clue combrntiona fix new mea are 
liated in Table 1.6. Race8 able to have multi-clau magee can 
ala0 have multi-clan combinations with all other wizard 
clunea available to that race. For exnmde, an ucmea could 
be a fightedlranimuter. 44 

6 .  

CLmsheg a almacker Kit 
Character kitr, mole-playiq tooh d d e d  in Chapter 2, help 
defmc characterr. Kib on based on the culturea in the area, 
and reflect certain itandardi and beliefs found there. Note 
that, ultimately, the culture a character ia raieed in in more 
impartant than the character's race. Thus, if an infant tortle 
were for tome reason adopted by lupin pepunta, the tortle 
might become a Local Hem fighter. Such initanca are rue, 
however, and iomc kit8 are very reitrictive about their 
memberships. For example, the Skald iB very important to 
the culture of Eusdria, and it ir unlikely that an EutdriPn 
Skald would teach the rkill to an oubider, whether the out- 
sider was a lupin, a tortle, or a human from the Saw Bar- 
onies. Limita are more fylly defined in Chapter 2 and in the 
hi% qftbe Savage &wt book. 



Since nome charactem are so reitricted in their kit choice, 
multi-class characters in a RED STEEL campaign are 
dowed to chooae a ungle kit. Theie selections are detailed 
in Chapter 2 of thin book, and in the cultural chapterr. 

W m i d n g  Legacies 
Almont every character native to the cursed land. ntarts 
with one Legacy, a magicd, spell-lie power. Thole charac- 
ters who choose the Inheritor kit (see Chapter 2) start the 
game with two Legaciei, and they gain more as they 
advance in level. Initial LegPcien are determined by a char- 
acter's homeland, p1 explained in Chapter 3 of thin book. 
Charactera not native to the Savage Coait will gain a 
Legacy after spending neverd + in a curaed nrea. Again, 
the p m e u  is detailed in Chapter 3. 

Aranea do not receive an initid Legacy, but 

characten are exceptionel, having learned the Common Ian- 
gurrge from a paning trader or m e  other wch trawler, and 
it allows player character8 tu communicate euily with one 
another, and with moat other peopk they encounter. while 
playing a character who docn not know Common can be 
intereet;rs for a while, it noon geta old if other p h p r  chuac- 
ten conltultly have to translate hr the individud. 

Thia should not prevent the DM hom occuiondly hav- 
ing the plqyer charactm meet a group of NPCl who do not 
npeak Common. If they do, there may be only one or two 
PCS able to communicate red$ or talking might requiro 
magid or other special means. 

ThC Common tongue is u d  by a +ty of the peopb in 
rhc citpstaten, the S w a p  Baronice, Robrenn, Eundiia, 
Ruyrct), and Herath; it in known by tradm ad tradere in 
southern Hule and the northern d e m e n t i  of Yadom, an 



well M unong t d e a  and in Mayne. The other peoplea of 
the Savage 6 u t  and a u r r o u n h  areas .el& speah Com- 
mon. Even in the MU where the Common tongue i widcly 
una& the wmmon folk oEten ape& an& Lngru(*. 

The I d  h- hutpages ofthe Savage Cout include the 
following: Slyich (which ia &oat the u m e  u the Tral- 
adaran tonpe -ken &where in the world), w d  by the 
peaman@ of the city-ntata V&, p k e n  by commonem of 

the language of dwwea,  ia known and ipoken by a few 
dw- in the mountain8 of Erudria. Hin, Sl.0 c&d L.lor, 
the knyse ofthe -, L d but forgotten a the Srv- 
age Cout. Ehkh i. spoken by a fm 0 t h  elves, 4 y  in 
Robrenn. and in common among Torre6n's upper cluaes. 

The ahpzakn have their own language, called Shad;  it i 
nearly identical to the Malpheggi language used by the 
more civilized l i d  folk in the reat of the world. Bodo the 
p r u h  and the cqymp~ epmk their own d&a nf SbPwI. 
One proficiency .lot apent on Shazak would enrbloa char- 
acter to speakone dialout ha+ and undemand the hria 
of dl three ddecta, while two dots would dow complete 

Vilaverde and Texeira.: Espr, uaed by moat 
people in the othw Savage b n i u :  b, u d  
by &oat everyone in Robrenn: and Euadrian 
(similar to the Antalian language used in other 
pub of the world). spoken by dl 
neighboring lands of Hule and Yavdlom hav 
their own Ianpmgea, Hulirn and Yavi. 

The lupiaa of Renardy have two native 
Lnguseea. RerurdoL (similar to the Glm- 

mon, Enpa, and Vetdan) ia 
spoken by all but;#hc 
clasaes in Renudy. Th 

fluency in dl three. 
+ There are SLO three rdated~bIinoi&Imgmpw Y& 

gablinoid race. of the Ymak 
eppes; Yaiug. Token bythe 

orca of the Dark J u n g k ;  and 

live along tbc Coat  i d P .  
Each of the.c.baa a 60% t common& wiah each of 

& tongue S y k .  ud rrloted w Cam- YUq U l d  by th6 (leMinoid. Who 

&tother two, Again, if the 1 D M h . a c h . n c t . r c a n  
learn dl three langupges by 
spending just two profi- 
ciency slots.' 

d the Sawse Coaak are 
ILkutayne,.uaed.in Bel- 

. .4yns Her&& the tongue 
,,:of H e r d ;  T d e ,  tho bntk 
iu#uqe;..and Riail, J i b ,  
a d  Nirnmurian,,uaed o& 

.the Om'l Hud Peniraula. 
, ' ,Ai for~dritten,lslrgugaa, 
I the Thyrtian (Common) 

rr;pt i the.nN%t~papulrolr 
the Savrge 6 u t .  It i s a d  

for Common, E.pai~Ve&, 

Eudtim, and moat idem&- 
I-. Idu1i.n and'Yawi have 
tkci,owa sariph, M b s H m t h i  

,"  local^ 

Tbed6Lng\ugck&h 
glyph. I d  &,the shed Ln. 

gumrh~NinnaurLn*Lrl.o 
e has a ay1hb-y used by a h d a ,  -me 

'i cyl- RakPrtayne written Ianguee u oompomcd of 
about 3,OOWeogr~ it m uud in Wayne, and by the nn 
literate inhibifant of the Ypzak Steppea who u l a i t  to wria 
Yszpks. 

Lupin. Jibar, Ypzug, and b a r e  only apoken w; 
thqy have no witten form. Speak- of. Yiulrs. M ~ Y  h r ~  
the inclination to d t e ;  whaa they do, they UIC the R.lur- 
tayne acript. 

don, and Common, ao aomeone who ape& 0ns.p meri, of 
those thm lanpagea &n understand about a qua& OF*, 
iomeone says in Rendoiq. 

Demihuman Ianyyee are aeldom used along &e'&. 
Because the demihumd races are 80 fully i n t e g r d  into 
other cultures of the tagion, theii racial tongues are .d con- 
aidered native lurguages. Canaequently, demihumuu $lust 
spend a proficiency slot to learn their racial tongue. k a r ,  
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more on an order with barding for horsea. If a ck;Iirctc;'. 
armor prwidcl pmtcction leu than or equal to the character; 
r~ tura l  Armor C h s ,  the individual m e h i  a bonau of I 
point of Annor C l u a .  Thus, ouppoae attordc, wit$& AC 
3, whhes to wear leather armor. The standard Armor C t u a  
for leather armor ia AC 8, worie than what the character 
d u o m e &  have. lowearinglcather armorgivem the tar- 
de AC 2: On the other hand, if the character weam armor 
that provides baar protection than normal, the armori rat- 
ing i i  used. For exunple, a to& wearing full plate armor 
(specially made -of course) has m AC 1 (or bet#-, if the 

In w-, it i diIficult to find -or to Fb ne&- 
nun cbu.cten: th t  problem is not so pronounced on the 
Savage cout. While it im difficult to find cb;l mail made for 
a d u d  (bsuuie luther m o r  weigh leu, i leu upen-  
8ilfuudpnwidmthe umepmtectum . t o t h e s ~ ) < i t M n o t  
difficult to find &in mail made for a rakasta, or +te mail 
nude fpr a lupda W, Eh.naatr mi& have u n d  +, 
at leut  whenawqyfmsn theirbomclpndr. ormi& have ape- 
cial requirement8 because of their Le&ea. In addition, 
umoru.lmathyamdetooodcr.nywry.Mortummra 
are able and willing to nuLC m& h p c d  armwm hel- 
mets, and often have lome needed piwee around, allowing 
~ t o q ~ u u p n b b  anappmprktc auitofaru4oc. 

Like molt other PC ram, lupini and r h t a  have a hK 
Annor C l ~ r  10. h o e  &mor c l u a  for tortlw is 3, u&.p 
they are pulled entirely into their ah&. in  which.^ they 
have an AC 1. Annea are AC 7 inwachnid form; &embe 

chnct.rhunru,bcmuKs~Datuigr.nd/or~).  

rhey have the Armor Clasa of the race they, are 
r ' ~ . h t a . . , , , ; , , :  
ZL.. j .  .. y ill 

* Ah araneamay need to be "wnt to live with 
m e r  a faster niaturation rate than t 
latat. 

** Though tortlea are capable of living 
few of them .ctuplly , .  do. ' 

stuthy* *" 
R.E. B.le . v a  
Annea* 16 4d4 
LypiIl 16 ld6 " 

16 ld4 
e 20 2 d 4  
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The use of kite is highly recommended for the Sav- 
age Coast setting. A kit is a role-playing tool, a set 

of cultural no& and minor abilities and reatric- 
tionu uaed to further define a character. It is used 

in addition to a normal character class, and should 
be chosen after c h s  and race. 

Kite are often restricted according to culture 
and race. Some kite are so important to a pa&- 

& combinetion of race and clans that 
they are alwaya used with it, even ifa 

character is actually rnulti-ched. 
Dual-class chPractcrs alaochooae akit 

when be& a career, and often 
keep it even after switching c h e s  (nee 
“Switching Kite” later in thin chapter). 

Because the RED STEEL cam- 
p e n  can be attached to a larger 

world, the DM might also make kits 
and classes from that world available 

to Savage Coast cultures. When 
doing so, the DM should either 

make sure the kits and classes fit 
the cultures, or adapt the local cul- 
ture to reflect the kit and class. In 
some cases, players might wish to 

import characters from other areas 
of the world: such characters 
should use the restrictions of 

area without a kit, the player can choose to take a Savage 
h t  kit, subject to any restrictions listed, ofcoauae. 

This chapter contains deucriptionn of the Savage Coast kite. 
Whilt many of the kits presented here an new, others are 
adapted from other sourceu, or repeated here in brief for the 
sake of convenience. 

The kit descriptiona are divided by class. First listed are 
k h  a&& to rn&& c k  (Inheritor, Local Hem, Noble, 
and Swashbuckler). Following this arc the warrior kit4 

(Beast Rider, Defender, Gaucho, Honorbound, and Myr- 
midon), then w i r a d k i t d  (Militant, Mystic, and Wokan), 
with p r k t  A& next (Fighting Monk, Shaman, Wer Priest, 
and Webmaster), followed by tbkfkitd (Bandit and Scout), 
and &ally bum? k t b  (Herald, Skald, and Trader). 

The psionicist &, while allowable, is not an intewal part 
of the e=tting, no there are no pionicist kita Ita. But the fol- 
lowing kita have nom for ~lle with psionic charactrrs: h d  
Hero and Noble, for multiple cIac.aw.; Militant, Myltic, .ml 
Wokan for wizards; and Fighting Monk for priem. 
There sn no ranpr or paladin 
kite presented here, and 
only one druid kit 
(the W e b m -  
ter), thowh 
several of 



with tho52 b. 
Following the kit listingo are notes recommeading p6rtic- 

SX kits for .paific cultures and races, drtpilr 6n abandan- 
ing and changing kit$, and commenh cbncerning une of the 
setting without kits. 

The optional proficiency aystem, premted in Chapter 6 of 
the Player2 Hadbook, is (~trongly recommended €or the Sav- 
age Coast. Like kita, the proficiency Wtem help  define a 
chbacter'u cultural background; many kits also offer bonua 
proficiencien. DMs who do not une the proficiency system 
can uae the information in the kita as a guideline for deter- 
m i n i  .ccondsry skills. 

The Inheritor is a particularly important and potentially 
quite powerful kit that makes use of the Legacier of the Red 
Curre. The kit in available to most races and CIMUKI. and is 
unique to the cuned lands of the Savage Coast. In many 
wap, the Inheritor kit is pivotal to the campaign, because it 
illwtrates how some people have reacted to the Red Cune, 
and seek to do romething about it. Even ifyour campaign 
doer not use kiti, the Inheritor ideals should newt M the 
basis for a region-wide MC~W. 

Erch kit begins with a short overvirw, explaining how the 
kit reflecta in cultural baclrground and how it in used in the 
campaign. Other sections are B. follows. 

Chacmr C h i  Many kits are open to more than one 
clur; the classes permbible are listed here. 
h and Nltionrltkr Not all kite are available to all 

races, while some are required for certain combinationa of 
race and dpu, and 0th- are penniuible only for particular 
natiwlitiea. In ganeral, kite are more a function of culture 
than race, ao racial restrictions often can be ignored for 
charactarc of a proucribed race who have been raised in the 
kit's culture. But n m e  kit. are ao restrictive that their 
secreta are taught oniy to actual nativen, never to these 
adopted into the culture. This entry lists dl such availabili- 
tien and restrictions. 

Rquinmontnr Any other requiremento for membenhip 
in the kit are listed here, including rocial clasn, gender, 
alignment, and ability scorea. Ability n c w  requiremanh, if 
any, are in addition to tho= for the character's chosen c l ~ ~ .  

h1e1  This section d e d b e s  how a chpracter of the given 
kit tendo to act in a camp+, indudins hbw chu.ctnr of 
different races vary in their treatment of the kit. I t  also 
details any npecial appearance or mannerism npecific to 
memben of the kit. 
CL.. Modificrtionsi Kih often af€ect the abilities inher- 

ent to a char, h c h  M available dhoo1s.d magic or &wing 
abilities. Any ruch chbngea, baburra,  or reatridion8 are 
I i  in hi. e&y. I .  

Wbepon Profidwciwi Some kit* *quire pMicdar 
weapbn proficienc&s. Whh r&hed to'& L we+n pro- 
ficiency, the character mwt dil ,npnd the &uptiate num- 
ber of proficiency slotr, unieir the kit s&fic.lly Itatel 
o t h e h .  Thb section dao liru waipon prefenncd, Forthe 
chwacter, aa we11 a8 weaponeinitirlty forbidden tu r h ~ k i t  
(those unavailable to a Int-level chapactat of t&r rype). 
Some h may receive bonub proficiency dot* foAveq6noi 
th+u aredetailed here rho. I ,  

Nonnsrpon M c i . s c & n  This sectiarr4kts skills that 
develop the role of the kit. Included (B. above) are bonus, 
required, recommended, and forbidden proficienci-. 

-I Some sipen oflcharactets .n inelhad'tb u n  
certain typh of equipment. ?hi. section c h n  prekrencn 
and reltrictiona regarding artnor and ai.ceflunatta Cqrcip. 
merit. Soma kw gain certain quipnmrwi&&t ctwt. 

SpaW B&dita Moat kih have some b & t  dwt in net 
available to o:her charaitem. This can be anything #+om 
speci.l ri&a in certain places, to an ununual #bile,  to a 
beneficial reaction from othsn. 

spai.l- Jmt M ma$ Uta have wma sp&I 
benefit, nYOIt a160 have oome .p&d dimdvantqe. Thne 
include such things p. a~ a&voru% &on Erom NPC. or 
particalar matoms er habits m e m b  of & kit mu* folk.  

more money than nmmd for members &die same chiMcarr 
class, while others might be mtrieted h nMHin# with 
m y m ~ a t d l .  

Wealth Opt iemr  Some kih pwvide thslrmepbem 

There are &e kits a d a b l e  t o e  d e  r u y  of e t u r  even 
croising over groups of character dasus. Follou6hg is an 
overview of these kitw 

Inberitord have ret themsdves the  tank of fishtise 
against the Red Ourn. T6 do so, they le- howto bo& 
trol the Legack it provides, gdhing more than the ai- 
gle Legacy that 6thera acquire. Inheritors can be 
fighterr, my., chrica, thieve&, or bad#. The InhUitod 
kit is unique to the Savage Cowt settibg. Sekause of its 
npecial nature and importurea t~ the netting, tke l i k d -  
tor's deacriptkn in rather extenbive, and longer thaw 
that of any other kit. 
h a 1  H e m  are membra of the tower Am and u a d y  
lire in rural - they am h e w  sf ths'local populace. 
Local He- can belonp to any char&ter clus, but are 
rarely psionicmt., +BI w i d ,  wikl w s ,  or 
cialty priertn. (This kit taken *he p l w o f t h e  Pearant, 
Adventurer, True &rd, Paladin. and Vil+ M i d  
from other wurcc..)It L tka$d&& For we if PU 0 t h  
are inappmprktt for a e h h e r - i t  allow themont 
flexibility. 



N& are membra of the upper c h w  and ruli hi- 
lien, in t h m  nations and ntaten thbt have ruch thing.. 
Noble. can belong to any character C I M ~  except bud., 
thievea, necro-ern, and wild q e q .  (Th; kit takes 
the of the Noble Warrior, Nobleman F'rient, Patri- 
cian, ud Noble Pdonicint ppbllhed in other lourcen.) 
spier are those charactem who infiltrate enemy p u p a  to 
dincover their aecreta. In this retting, the spy kit ir not 
limited to thievw wimub of d typu, "CiIt., b u d a ,  
fiehtem, and ranger# can d~ take the Spy kit. 
SwbbuckLw are dynamic and witty, oken known for 
their daring eocapadea. In thin aetthg, the Swuhbuckler 
kit can be rwd with warrior, r o p e ,  or w i w d  c h r .  

Inheritor 
An Inheritor ia a character trained to hamens and control 
the beneficial effectn of the Red Curie, gaining multiple 
Legacier, while ul;ns c i ~ r b r y l  to rtave of€ the detrimend 
effecta of the Red CUM. h a c  of thio, Inheritors Kek to 
control the rupply of cinnabryl, so they will alwaya have 
enoqh for their needs. T h i  d~ Id them to monitor the 
usera of Lcgacien and the trade of red steeecl m a k h  Inheri- 
tors aomething like aelf-appointed "cune police" (a nick- 
name they have acquired in MM rrs;On~), 

Inheriton can be of q dipnent ,  but they dl have two 
major concernn in common: 1) controlling the trade of 
cinnabryl and red steel, to emure their availability, and 2) 
m ~ i t o r i n g  the uae of Lcgaciea. to prevent abuae of thone 
powerr (and the backlaah that abuse could incite). All 
belong to one of three exclunive, wcretive societies which 
have aprung from three earlier organizationn that have 
uiated on the Savage cout for decadea. Hiatoricdly, these 
p u p a  have aligned dong lies of Law veriui Chaos. Offi- 
cially, lean attention in paid to quentions of good vernun 
evil-wpeci.lly in the Neutral and Chaotic ump-though 
that s-le taker p b  at the penond level. 

Lawful Inberltow belong to the Order of the Ruby, the 
organisation once known u the Brotherhood of Order or 
the Lawful Brotherhood. Individudn arc known u Inheri- 
t o r ~  of the Ruby, or Ruby Inheritorb &ut of thew Inheri- 
torn reek to one day revene the Red Curae. They believe 
that gaining multiple Logaciea will help them more fully 
underatand the Red Curne, and that fighting the curae is 
pouible only by uning Legacier againat it. The symbol of a 
Ruby Inheritor ia a ruby carved with a rune indicating the 
characteri n t a t w  in the organization. The ruby CM be worn 
in jewelry, or nimply &ed. 

C h t k  I&ritow belong to the Order of the Flame, once 
called the Fhnda of Freedom, the cb.ot;c AuLMe, or, in mnne 
p L c e 4 t b a ~ s L t c F b o o d  I ~ ~ a r e ~ u ~  
Inheritors, or Inheritor. ofthe F h e .  These poplo become 
Inharitopr brruuc it M amad to power they can we fortheir 
own d. Tk symbdofa FLmc Meritor Ma s w d e c o -  
r a t e d b o x t h t h d d . ~ ~ t , ~ u d t i n d c r .  

NeutrnIInkri&ow belong to the Order of Crimaon, once 

known u the Neutral Alliance. Individudn rn known M 

Crimson Inheritors. Most belive the Red Curne i. a test 
from the I m m d ,  both atcrt ofhi& .nB tmt ofpeople's 
we of peat power. Good Crinuoa Inheriton believe Ley- 
ciea ahould be uwd to help othera, while thole of true neu- 
tral alignment believe they must be vied to aupport the 
balance of nature, and thow rare crirmon Inheritom of evil 
bent think the Legaciea are cumen that nhould be uned to 
tmt &hem A Crimson Inhentori symbol ia- a t  o l d  
cloth, such u b handkerchief, @ urh, or even a cape. 

The ordern are opponed in many  way^, thaugh diviionn 
are not ablolute; Crimaon Inhaiton in npecific often dly 
with the 0 t h  orden, pod ones u n d y  with the Ordw OE 
the Ruby, evil ones generally with the Order ofthe &ne. 

Each order determines a leader, who aolvendisputer 
within the order and guide8 it toward it8 go&. The Ruby 
Order elect. their leader, while the Flame Order leader in 
determined by combat. The leader of the crimlon Order i 
the h i h u t  level cleric ofthe d e r .   the^ three I& have 
a monthly Condtw in the c a p i d  of Bellayne, eaoh often 
bringing wutmta or aid-. At the b+u+ of u c h  year, 
the leaden gather in a G d  conclaur, along with any other 
Inheritor. who want to ba there. The Crimun Order'n 
leader preaidei over Conclaves and Grand Conclwer, 
which mediate inter-order dinputor, exchange id- and 
information, and dLcuu common problem. 
For initance, nuppoae an evil Inheritor thief acquires 

cinnabryl by ntealing amuleh frum the peuanta of a town. A 
good Inheritor fighter from the village taken offenne. The 
characten could fieht (after challenges have bccn isrued), 
.ad might b+ their co& befm ohera. If thoy b e b  to 
the w e  order, that orderi k.der mediates the +ts ud 
makes a decinion. If they are of different ordm, the Cas- 
clave mediaten the diapute; if the C0nCl.w in far awqy (in 
time or diatance), a M k  C w h u r ,  con- d a w  m- 
involved member (wudly a cleric) of ewh order, CM be 
called to mediate inform+. The mediatork) d pmh- 
bly decide e s t  the thief, who nhould have uked pen& 
aion from the khter  bcEon rtuliDg cinmbrylin hluar. 

The secretn of gaining multiple Legaciea are jealously 
guarded by the ordera. They teulh the procedure only to 
membera, beginning with their initirtion into an order. 
Inluntor~ must protect the I- of the ordm; thw who 
do not are wnudered reneg&* aad arc p u n t h d  by th& 
order. Though Inheritor. with differing philolopbier urd 
d i i n t a  lometimu have dkputcl, their behavior t o w d  
one another t guided by a ret of ~latim e n M  by the 
orders. Prolpective Inheritor. are trained for a fdl year 
before being initiated (and ruahi 1st level), to ensure that 
they will adhere to the Code of the Orden; few aecntl ue 
revealed to eeophym beEorr that initiation. 

The ordera d~ have .uociate membera, people who are 
not Inheritors, but who aid Inheriton in their endeavon. 
Ilaociate  membern dao have certain privilop ud mpon- 
sibilitiea. They can be uponlored by any Inheritot, but f ~ n  
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be inihted only by a bard or cleric of the order: umciate 
membcrship i u n o W  until recorded by a cleric. A mem- 
ber or auociate member of an order dwap WOUI or curies 
th orderi iymbol, thowh eqy munber on a rcfnt mipion 
ce-dw not dLplsJr the rymbol openly. 

Beiidcl the aymbol of an order, an Inheritor often ha8 a 
p e n d  iymbol, or skil, u well; thin in uied to mark the 
Inhentori works and posnemioni, and is often worn on a 
ahield. on armor or a cape, or M apeadant. No two personal 
nymboln are d i e ,  and the miiuie of a &il in considered a 
great &nt to the owner, and a crime a&mt dl the orden; 
both owner and order neek to punbh offendem. 

Inheriton M not common on h e  Savage Cout (yet), but 
the+ have manberr in svuynrtiw, andmaintain ho& 
in- &ea, $omepmnmenta are M e  to the Inheritom 
who w ~ u e n t l y  operate c d y  in thoK placen. 

Chumter Chair Single-clans fighten, magen. cleria, 
thieves, and bards can be Inhsritorn. Othori are excluded 
from rcylar memberkip, besPuie their ipecial interasti 
interfere with tha +tion and concentration necennary to 
control multiple L9e.r;Cn. However, *pyone can h an u10- 
&e member of,an order. It ia porrible, though very rare, 
for an Inheritor to become a dual-claw character (but a 
d u a l - c h  chrrrctcr c m o t  become an Isbaitor). 

&QM .Id Nuiolulltiu: The Inheritor kit is available in 
any land that nu&rs under the Red Cur=. Thin excludes 
the ci+y-atata Hule, tbe Yauk Stem, and the Duk Jpn- 
gle. %it of Nimmur, J i W ,  and the Imd. of the W d u r  
are free of the cunei of there,only J i b u d  ham any native 
Inheriton, and h e  are raw. Inheriton are $lo rare in the 
ltrrd kin natjoni of Gy, S a u k ,  and Ator. 
The orden lometimu &e members from autr,ide arwa, 

but they punt be trained for ayear bcfom joiming. Thun, 
Inheritor can come from Hule (or elnewhere) if the indid- 
u d h u  lived and trained in a c d u u f o r  aywu or more. 
Some races (aranea, ee’aar,,endulu, and W ~ W U )  do not 
ntart with Legwiea. B0com;Pe Inheritor is the only ww 
tM they can gain aqy ofthe powen. 

h q h e n t w  An Inheritor can have any nocid C I U ,  
gender, or alignment. The kit can be tnken only by ht-level 
charactera. Charpten who want to become dud-dum can 
become Inheritom only when &y begin advwcemant in 
&eir initial CLU. 

Each of Bn Inhefitori ability ncoren must be at leu t  9. 
The order w;ll not accept uyr member who u weaker in aqy 
area, becauie of the toll exacted by *he Legaciei. A high 
W&m and Intelligence are preferable. 

Role: In maqy ways, an Inheritor u an individual with 
powern beyond tbwe of mortaln, almoat a nuper-being. 
Inheritom can be brou or vill.Lu, depending on their per- 
~nrli t iu and how 0th- perqeive thw. 

All Inheritors abhor the tho~ght  of being locked up or 
deprived of cinnabryl in iome other way, becruse of the 
horrible efFectr that can occur. Thia leadi many to believe 
that Inheriton conider themnelvei above the l r m  of l d  

steel fmm itr wl~uop yitbout their Iuuawl+. Tha* 
of crafting cinnabryl talimmann rlsofdi tom order“. 
thieven. Though thieven tend to be qui@..&cJPmpctcnt, 
avoidi i  notice, Inheritor b a d  welcorw plrirlif att~~+. 
They UH their abilitk8,to entert&n.othan, w s 5  Sail+ 
information of interest for their orderr., Bwds are 
renponaible for circulating infmmuGon wch 4 c9ecLv. 
m y  to members ofthe vuiw,ord .n .  A. wc&ith.urdy 
9 bud who ini- d t e  manban, tb mpor~ &e i& 
tiatian to onnaf the orderb ckr;cm. F&, in n(r/oPl.sy&h- 
out Inheritors bues, thievei and bardadistrihc.poeisan 
and t.lirnua. to membm oftbe ,+. 

Inheritor nugci study the bg& tb#uclw, Ad:- 
recognize manifestationi at early sta&:Thhoy& the 
potion bue for crimwnunnfa d . t o  &I Lyu 
ciea. Some magei con+ thewelves superior tp o k  
1nhuitors.becaune of thrir s H t . r  knowledge, but wny 
feel a nenie of imwtqnce becruw tb.y:cnnnot prevent or 
nesate the e& oftha Red Cum 

They keep hrck ofmeqrbsn, urocttD lasmbvr, and their 
.a& are &e bl-4 I-acOrdLopr. .&the&. 

b&E& U W d  M th l l U t l h d W d a b ! a ~  .sMlhb 

OrdCN, Ckrica d e , U p $ h e  bumuw.CY of w h  d r ,  ucb 
K+ in a semi.o&id capaci* Thdy tend to bq arlm and 

d~euence~potic*l*,andtharuler.odltiickwoftbe 



I ,  

(u well u ghnblowing, herbalitm, I d  h u e ,  ancient hk- 
tory, and ancient h g u & n .  The armorer proficiency u roc- 
ommended for fightern. 

Equipmenti Inheritor. ptefer to buy 'equipment of red 
nteel ouch u armor and othef mapona. Theta are 

iidered atatui ijrmboln among Inheritorr. Of 
courne, it io eanier for Inheritor# to obtain 

cinnrbryl and related tubitancei, u the foUow- 
@ iection expldni. 

Spe&~Bam5taiibmeniimed,achInhosG 
tor klonp to a aociqv tlpcK group o&r 1up 
port in myywcyn. A mcmkrdan  order cm 
rrcognize other Inheritom by their ardor iym- 
boln (if not by other mcana). Inheriton can 

expect other Inheriton to treat them by the 
Code of the Ordcn, and in c u e  of dhputc., can 

..pcctmedi.tiand~condnm. 
The orden ala0 KM u the m e  of cinnab~~l, red .tal, 

crimum euence, and nmokcpowder, thou& the httw 1 tnod 
only for trade. In many I&, thew r u b c e a  are ~aihble  
only -h, and to, Itlheritom. (Em uwciate members o€ 
an order find it difficulr to ObLrin cinnabqyl thlimuni Md the 
bane potion for crimion enience.) Though Inheritor mrgea 
make nmokepoardtr and the base for crimron hence ,  and 
Inheritor fighterr cr& red iteel weapom, th& item. are 
o h  avpilpble from Inheritor thkvu and bat&. 

Crimnon einence ~d cinnabryl talinmann are integral to 

unemotional, it+q out of dieputen among othen. They are 
the preferred mediatom of minor, local contlictc. 

CL.0 Mod&donti Thin kit caunen no modificationn to 
the khter  d u n .  Thlever receive no bonusen or padtien, but 
tend to concentrate on the ntealth ikilli of den t  movement 
and hiding in ahadown. Lockpicking and trap finding and 
removing are ala0 popular nkills. Bards have the standard 
nkilln for their c h i .  Inheritor m a p i  often prefer alteration 
and divination magic, though they are not limited in npell 
choice. Likcwi.e, clerics can c h m e  npclln from any aphere. 
Cleria cam be devoted to a ipecific Immortal or to a puticu- 
lor ali iment.  Thole of particular culturen tend to itick with 
the I m m o d ,  dipnentn, and apelln of that culture. 

Wupon ProMmcimi There are no special weapon pro- 
ficiency addition8 or rentrictionn for Inheriton. However, an 
Inheritor muit purchus a red steel weapon at lit level, and 
fighter8 uiually npecialize at lit  level, tending toward 

Nonweapon Proficiencier: Each claan of Inheritor 
receive8 bonui proficiencien. Fightern receive rednmithing, 
mqen alchemy, thieven metalworking and dirguine, b d a  
legacy lore m d  inf-tion gathering, and clerici curw lore 
and re.ding/w~iting. Inheritor fighten are mquirrd to take 
weapon~mithing at lit level. Recommended praficienciea 
include the bonui proficiencien for other Inheritor clunen, 

nwordl. I l lbChM tuw ham w~h&prQf ;e iLney .  

the moot important epccial benefit of the Inheritor, the abil- 
ity to acquire multiple Legocien. Before initiation into an 
order, a proipective Inheritor in taught how to control the 
magid power of the Red Cum. At the initiation, the indi- 
vidual imbib- a vial of crimton ciience. Like anyone who 
drinkn nuch a potion, the character gaini a Legacy-but 
while anyone elic would receive it only temporarily, the 
Inheritor gainn it permanen+. 

The trainii in control of magic continuen u the Inheritor 
advancen in level, and wery  tkird level afterwards (at 3rd, 
6th, 9th. etc.), the character m 4  connume another vial of 
crimion ennence and grhr another permanent Legacy. If the 
Inheritor trir to gain mother power before trainii in Eom- 

plete, the potion panu the Legacy only thporarib. (u for 
crimron stience connumed by non-Inheriturn). When the 
Inheritor has reached an experience level sufficient to gain 
another power penhanently, the character mutt purchue the 
vial of c h o n  einence, which ia u n d y  comumed during a 
ceremony performed by the Inheritoh order. 

Crimnon eiience in made u i k  cinnrbd dinmani. The 
potion b e  ia made by an Inheritor map,  u t k  the dchemy 
proficiency. A npecially crafted vid containillg the potion 
b u s  in then plrced into a n p e c t l  cornparanent in a cinnabiyl 
talinman (thin compartment i i  the only real difference 
between a cinnabryl talinman and a cinnabryl aaulet), 
which the Inheritor then w ~ h .  The power emanating from 
the cinnabxyk, and fmm the Inheritor (due to the Leg.cim), 
imbuci the potion bane with magic, eventually turning it 



into crimion eiaence. The churgc from potion b e  to crim- 
ton ewnce taken about two month. d u h g  which time the 
Inheritor munt wear the diimm: if it is removed for more 
than a few minute. (one turn), the magic diniptei, and the 
potion b u e  muit begin the proceii again. (Thin dvei  jurt 
enough time to exchange a potion vir1 from a holder of 
depleted cinnabryl to a freih one.) 

It in poaiible for a penon other than an Inheritor to create 
crimwn eiience uing a taliaman, but it taken a i r  monthi. It 
is alio p i i b l e  for individual Inheriton to create more crim- 
eon sreence than they personally need. Them potions can 
then be iold to othen who denire them. 

Not#: Though Inheritor8 who quit the orden are consid- 
ered renegaden (ice “Special Hindrancen”), a proepective 
member can quit before initiation without recrimination. 
Since a proipective member hmi how to control a iecond 
Legacy, it in poniible for that penon to later obtain a iecond 
Legacy permanently with crimion eiaencei provided that 
the character manwen to obtain the potion and remember 
hie or her training. Thui, a character with another kit can 
tometimes have two Legacies. 

Specid Hindrancemi One minor dinadvantage of the 
Inheritor kit in ita reatidon to the c l u ~ e  above, excluding 
all ~pecirluh. (If adding new claniei to the campaign, GMa 
thould not allow them to be Inheriton.) 

Another hindrance in the kit itself, and the orden to which 
the Inheriton belong. Though the o r d m  help in marq waya, 
they can alio cauae problemn. For example, Inheriton are 
ditliked in iome placei, becauie they are viewed M ndf- 
appointed police who eelfiihly h o d  cinnabryl and mlated 
materialn. Since all Inheritore wear recognizable nymbole 
(except when on covert mionions), they uupuY EUI be recog. 
nired eanily. In placei where Inheriton are perceived a i  
oppreiiors or criminal8 (an detailed in Chapter 7), they 
receive a +2 penalty to reaction rollt. 

In addition, to remain in good itanding with the orden, 
an Inheritor must follow their regulations and obey the deci- 
iionr of the Conchve8. T h i n  might range from a directive for 
an Inheritor to move into a ipecial m a ,  to a command to 
hunt down a renegade or other enemy of the orden, to a 
charge to dietribute mate&& in a &en region. 
Th C& of th O&m: All Inheritorn muit dno follow the 

Code of the Orden. The code cxiiti primarily to protect 
Inheritori from other Inheritore, with most deciiioni 
mgsrdmg other people left up to individd. With the q 
diviaive philonophien among Inheriton, argumenti are 
inevitable, no a unified code of behavior in important. The 
code ia primarily a net of courteniel; it appliei only to full 
memben in good itanding, and hna only four purr. 

1. The Sanctity of Home: An Inheritor cannot violate 
the home of another Inheritor. Thui, Inheritori and 
their paei i ioni  are lrEe within their own home. Any- 
one who violaten thin rule become8 the enemy of that 
Inheritori entire order. 

2. The Officid Challenge: An Inheritor cannot attack 
another Inheritor without fvlt iiwing o formal chd- 
lenge. If an Inheritor on an adventure diecoverr 
another Inheritor and A h -  to attack, he or ihe muit 
firit ipend a round iinuing a challenge. A challenge 
typically h t i  for only the given encounter, but the 

d 
penon uiuing it CM ipecib an amount of time (U in 
“you M my enemy until the end of the year? or even 
make it permanent. This rule in intended to keep 
Inheriton from u n b u i h i  other Inheriton-unleaa a 
permanent chdengr h u  been inued. Note that the 
targct cannot reject the challenge. 

3. The Rendering of Aid: An Inheritor muit +e aid 
to other Inheritori of the anme order. Thin in UIU& a 
temporary alliance for a oppccific encanter, but can 
d i o  extend to giving ahelter to an Inheritor and that 
penon’i traveling companioni. The giver can decide 
exactly how much aid to provide, but cannot turn 
down a requeet completcfy. Generally, the perion 
requesting aid mrkea the need ipecific. The two par- 
tie8 then negotiate on the exact help to be rendered. 
Once 

4. The Sncredneii of Conclave: An Inheritor involved in 
a conclave of any type cannot be attacked by anorher 
Inheritor. Thin in for practical reuonn, to prwent du- 
ruption at the Grand Conclave, and d ~ )  extenda m pm- 
hct those on the way to a conclave. Inheritors have been 
known to une thin rule to protect themielvea ftom 
attack, & a leader for ndpment  at a monthly Con- 
clave, volunteering for a Minor Conclave, or nimply 
traveliq to onnd Conclave. ?he claim mdnt be -- 
able; an Inheritor 10 mil- from the capital of Bellqyne 
cannot expect protection by claimii to be traveuOg to 
Grand Conclave a month before it stwtd. 

apement  i i  made, it cannot be broken. 

An Inheritor who defiei the code can be declared a rene. 
gade, M can one who telli the necreta of the orden, or who 
condstently disobey8 directiven. Charge6 can be brought 
againat an Inheritor o* by another Inheritor. At the next 
conclave of order leaders (never a Minor Conclave), the 
rccuied i i  formally churgcd and given the opportunity for 
self-defenie. If the conclave decide8 againit the individual, 
puniahmena rmp from an order to correct the problem, to 
a fine, to a sentence of death. The cleric8 of the order8 
record thin deckion, and word of it in dpread by the orders’ 
budr. Appul. are dowed ody ifthe defendant can present 
new evidence to an order leader. An Inheritor who rrfuaer 
to accept puniihment io declared a renegade and in the 
enemy of d other Inheriton, the nubject of a hunt by mem- 
bere of d orderi. Renegades lolc d protection of the code. 
Unlean a conclave of order leaden ipecifidly decreer oth- 
erwiie, a renegade i i  wanted dead or alive. 

hiociate memben OF an order mutt $80 keep its secreta 



and fallow the code, though they do not themdvcn enjoy it. 
protection. Sponaori of uiociate members can be held 
accountable for their actioni. An uvocipte member can be 
charged with an offense and judpd at a Minor Conclave. 
AppuL can be made through the apomr, and are decided 
by a conclave of order leaders. 

Otbcr flkamcw: &aider the political hindrance. of the 
kit, there are dangen uiociatcd with acquiring Legaciea an 
well. 

One in the issue of training. If the DM usea the optional 
training rulen, training for power gain and control muit  
come from a higher level Inheritor, though clasi-related 
training can be conducted normally. But even if the optional 
training rules are not used, qn Inheritor must som$low be 
taught to control the mcgic of the Legaciea. If a trainer i i  
not avoilslble at the time Inheritor in ready to gain a t&d 
level md acquire a new legacy, the,character muat learn 
without aid how to muter the power. In game term,  the 
character iufferr an immediate penalty of -10% to experi- 
ence. Upon r q e  the experience neceirary to attain the 
new level, the character now acquire. the Legacy through 
his or her own itudy. (Note that if a trainer becomen avail- 
able during the interim, the chnracter in reitored to the min- 
imum expdrknce nrceddaryfor tbe new level and acquires the 
Legacy with the trainer’s aid.) 

A character who permanentb gaina a Legacy also lones 
one point from one ability score, u explained in Chapter 3. 
Since Inheritori gain multiple Legaciea, they lose reveral 
pointa from pbility B C O ~ ~  over the course of a long career. 
The aide effecti of gaining a Legacy, such u red skin, Jao 
become more pronounced in an Inheritor. 
Also, an the poii+wor of multiple kgac iu ,  an Inheritor 

muit  be extremely careful to alwnyr we4r cinnahryl. As 
explained in C h a w  3, a character with a k m  who lone0 
contact with cinnabryi for too long ruffera from the malign 
effecta of the Red h e .  Among thoie are p b i c d  transfor- 
mation and g M h r  attribute IOM. If any of a charactmi ability 
ncom is reduced to 0 or below, the chnnaer imm+teb dies. 
Fw, imokepowder inter- i t r q e l y  with Inheriton, 

because their bodiei carry multiple Legacies. Whenever 4 

d e p o w d e r  uplojon m u n  within two feet of an Inheritor 
(even the iirhq of a mokepowder Hnrpon), a week’s worth of 
the chuacteri cinnabryl (one ounce) i inatan& depleted. If 
the ChUDcter hu leu than aweek‘nworth ofcinnabryl left, the 
amount reminiq i hta& depleted, and any time left over 
Lnppliedtothe d i p  ef€ecta ofthe Rcd Cune. See Chapter 
3 for the p i n e  e&@ of cinnab.yl &priv&on. 

Wealth Optionis An Inheritor itarta with the name 
amount of money PI a standard member of the nppropriate 
character clans. 

Locrl Huo 
Local Heroen are champion8 of the masaei, perhapa the 
most common type of wandering adventurer. Never forget- 
t@ their rooti, they are advocate8 of commonen and equal- 

ity. Mnny Locrl J+mm eapououur the “rob the rich and give 
to the poor” philolopby. 

h h t  Loqd Heme. ue from runl area, but they cnn a l ~  
come from inn& urbnn wmmunitiei. 

Hero kit, though apecialilt wizardi, wild mlgei, apecinlty 
priem, and paionicista are r w .  

Rata and N . t i d t i ~ i  Local Heroei are found in the 
city-atate., +e Savage Barqniu (though r d y  in Gqo5a), 
Rennrdy, Bcllayne, and Herath. The kit i meldon, u q d  by 
people of Robrenn or Euedria, becarus the h q l  Hero 
often fights cgainnt oppreuion. or itruggb to improw liv- 
ing condition. of peaan& and there no p u u n t  SLU, and 
little oppreuion, in either Robnn or &din,  T& ohur 
w the L a d  Hero kit. Othcp-psrCr cbnracter r.cv CUI lllc 
the kit if raked in a lnnd that hu i o 4  cl.uca, rpd if the 
individual i accqpted the Iccolr. 

~ L o c s l ~ ~ d m c a t d w r J R ~ l ~  
iocid qlaueq, rarely the middle claw, and nevm tbe u g p  
CLUa. They tend to be ofgood dignmqt, a n d m  u w + ~  
chaotic, thhough the kit haa no ps.r;culu r&runen*. 

%lei The Local Hero i i  nonndy vewconlcipui of the 
role he or she play6 u the hero of a praiCuLr commun*. 
W Hemen never formt where they cuw fmm, nad tb.y 
try to make things better b r  their familisi nnd cormpuaiti#. 
They fight for common folk and pTotect the helplsu, and 
o b n  b v e  lide &ence and rqpeot for the wealthy on the 
nobility. Thin lomr&nei bhga them into crmflict wi6 other 
ekmenta of awiev, and the bCJ Hem t loaprtrmu . cutin 
the rob of rebel leader (u in Nvvlez and AtmurQ). 
No matter how famoua or impoptant Local Heroes 

become, they remain nipple peraow in manqcr nnd appep 
ance. If forced to drew in elqant clothly, or till 4 politid 
office, a Local Hero io often uncomfortabJc, mu+, Ww. 
ing there in someone more dewrving. 

Some LqcplHeron go PI far PI t.lr;lewmi of-, but 
most jwt don’t c u e  much about p n d  gnh, pro* to 

ch4ractuCLruAoychu.etaJnu untakethe LacJ 

Ih.rr d t h .  They tend to be ~ p m  -dhow-- h 
in& or d i n &  adwntqc ofloccl commonpr, orphckqtbem 
in undue +r-and they to penuntje comprnipni to 
follow their lard. If a treanure is d n w  a d  uxn. 
mad@, f)w W H e m  often up- to lplit the t m q m  with 
t$c community, or at lqmt return d i n g  .@en k i t .  

ID an id van^ group, the W Hero’i rl;h np wd 
tahdp the v p ,  and are nwer turned I+# comndoL 
CL.. ModSqtbnmi L e d  Hero have no whod 

iwtri+na, but prr&r ibpion, abjuration, urd i n d m  
cation. Nccmwnqy and divination y e  rela&+ unpopular. 
Prieita CUI be devotpd to aqy Immortd, but ieldom revere 
ImmorrrL of philoqhiea (like p o d  or evil), or t h a ~  d p m -  
perity @ p f e & g  Immort.la of honeit trade). A Hero 

streiiee the porn srechanid o n u  ,(lockpicking, flnd;ae and 
removing trnpi) an the moit uiefd. W Hero piioniciata 
oftm p&r Paychometaholiwn and Pay&!&&. 

t h i e f w + h u n n N l ; n ~ t o f e k ; u * b u ~ ~ w  



The Local Hero rnngerb chosen enemy ii  the biggeot 
threat to the commun& Such a character addom h u  an 
unusual pimvy terrain, inotud taking a terrain conducive 
to habitdon. Lwrl Hem druida are involved with sgricul- 
ture or other I d  fwd production, buraging locab from 
huming the environment. Local Hem paladin0 arc uiuLUy 
independent. or owe nllegiance to a mentor or I d  church. 
They seldom become attached to a large org-tion. 
w-- ' NI A beginning Lwrl Hero chnrac- 

ter (of aqy character dur) m u t  c h w  from the followiag 
weaponi initially: ihort bow, dagger, knife, hand u e ,  
throwing axe, quarterat& h, b o k ,  club, dart, faotmani 
flail, ihort iword, long iword, +e, machete, and oickle. 
However, Local Heroei can take a proficiency in only one 
weapon not nornully dowed to theii c h i ,  and druida and 
other priem u d y  itick with the w ~ p o n i  n+ avail- 
able to them, even at lit  level. At higher levels, Local 
Hetoea mrut take other wuponi n o d y  av.;lrble accord- 
ing to character o l w ,  but seldom take proficiency in exotic 
weaporu, Swuhbuckler or Noble weapons, or & e m n o .  
N-- * eai A rural Local Hero's bonun 

p&i& M apiculture or W i ,  and weather seme or 
a n i d  lore. An urhan character receiveo agriculture (for 
gardening) or fiohing, and a one-dot craft ploficiency from 
the "General" group, ouch M carpen-, leathemorking, or 
potteay. Recommended pmficiencieo include dl thaw in the 
'General" categoay, phta weapanunithing (crude). 

Eqdpment~ Local H e m i  prefer &tuple equipment, and 
not a lot of it (except thieves, who nometimer have a pen- 
chant for gdptl).  They have the itandard armor reitric- 
tiom oftheir particular CLU. When beginning p k ,  a Local 
Hero can have no more than 6 in coins left unspent. See 
rL0 "Sped Hindrancei." 

Spcirl B.nsBt.1 Locpl Hemes are known in their home 
community, and can expect sbelter and help from tha people 
there. The citizcni will hide a Lwf Hem, provide food or 
equipment, or even offer helpern. The Loccl Hem receiveo a 
-2 reaction roll bonur from commoner8 of other areal, 
except in xenophobic placei. 

These benefitl M reocinded if the Local Hem ia known 
to have harmed load fdka in aome way. The Lad Hero 
muit work to restore the wmmunityi confidence to regain 
the bemfit. 

SpeCM Hkdrmcer: A Locd Heroi community often 
come8 to the character for help, whenever the village ia 
threatened by marauding monotern, bandito, or tyrante. 
Loul Heroes who turn aw.y iuch a request for help suf€er 
a +2 reaction p e d t y  i n a t u d  of the normal bonun until back 
in their p a d  graces. 

With the exception of weapons, magical item (including 
cinnrbryl t.liunuu), money ( i c l u d i ~  g e m  kept for trade), 
d i to rm neceuuytothe function ofthe c h  (ouch u thiev- 
hg t d i  or a budi mruical inntnment) no Local Hem can 
rotain ownenhip of an item worth more than 16gp. With the 
name d u b ,  the character can never own mora thn 76 ~p 

worth of equipment. Othec item are given to charitin or the 
chuacteri home community; common, imexpeniive itemr 
( d e r  10 gp vrhw) a n  be g i m  to otharphysr drsncten. 

Charactera who do start collectin8 vriwnbkea, w e a h g  
expeneive jewely, or othslwi.e ttying to rriK their emion, 
CM .till be coluidared Lwf Herom i f t h y  act thc puc, but 
they lose the kiti  r e d o n  bonus, bscauu others p c & e  
iuchachurraCruno1ongerbciq"onedihcm." 
Wealth Optionit The Local Hero receivmthe otandwd 
atacting fund& , 

Noble 
A N o b l e c h a r ~ r b e l o n g . t o t h e ~ e s t ~ ~ o f t h e  
Lad. A. childmn, Nobla receive tutoring and train+ th.c 
give them nkillsandopporhdtim bcyondtbac ofmore com- 
~onfo lk .Theyue .Lrodto the t trer~ in l j6r .Noblce  
d a  have a rocipl prejudics: They believe in the aupcriaity OP 
the upper dwu, and in the& Ght to &. They prefer the 
company of other noblem .nd are &en d&l of psvna 
However, Noblea feel a sense of duty to tb.;+ Lad and 
family. giving them somethmg of P ienw of honor. They 
become adventurere b e u u ~  d to hnd or fun+, or to 
find a n r u c i ~  +from th*.d.ilyobliga&nm. 

Not all percorns of the upper clnrnes need &e thie kit, 
however. It exemplifiei M attitude that, while common, L 
not held by dl memben of the nob&ty. 
cbvrtsr CLUi A Noble u n  bc awarrior, prht, hrd, 

p r i o n i c u t , o r w i . . r d o E . n y ~ ~ t n e c ~ o r ~  
map. Noble r u y v l  are uncomman, and Noble drukL and 
bud. are found only in Robrenn. 

Racam and Natioditioai A Noble can come from the 
c+rt.ten, the Swage & o n i t s  (except f a  Almutda, and 
they are uncommon in Cimrrrbn and T d n ,  ram in Gu- 
gofin), Robrenn, Eudrh, Rcnudy, eollayne. and Herath. A 
non-native c& never d e  the Noble kit; torrlen, and gobli- 
Midl are never Noblsr, wen if .dopted 

R6quimment.i The Noble murt he born to the ariatoe- 
racy, or adopted into it, Nobles M seldom evil, and they 
have no ge& or rbility score requirrmenh. 

on duty tothcir funilyandtothsir 
homcl.nd, hading morttoaatchivdnndy. S0cietyup.ct.a 
Noble to be courageour, protective of the defrmenrdeao, and 
gallant. Some Nobles are Iw dependable than 0th- how. 
ever. Noblci of Behyne, Robrenn, hdrin, Tanbn,  Ow. 
poh. and SMgdm tend to be the mort mpoluible. 
Nobles arc often arrogant, even mobbiah, though thv try 
to act well m a n n e d  and courteoun, wen to those they do 
hot respect. They arb uaudy well educated. They dreu m 
f i e  clothing and u ~ u d y  loathe any activity that cauaec 
them to get dirty or dunumr tkem (auch M k d n g  bodies). 
Some Noble& enpecially thore from Robrenn and Eur- 

dria, are not arrogant or o p p o d  to working with h e  of 
lower station, though key are itill c h n  that they were 
born to d e .  

Claw Modificationir Noble wizards prefer powerful 

Roht Noblu M 



schools, such M invocrtidevocation, alteration, and conju- 
ration/summoning; they dislike necromancy. A Noble 
ranger’n chosen enemy is the creature that moat threaten8 
hh or her holdingn; foUowen muit be acceptable among the 
nobility, Noble paladins almost always nerve the local gov- 
ernment, sometimes a funily mentor. Noble bards have no 
c h  modiicationr. Psionicirt Nobles prefer the dincipliis 
of Telepathy and Clairrentience, for their usefulness in 
keeping watch on their holdmp. 

Weapon Profciancieni A Noble of any character c h i  is 
required to take proficiency in the sabre (except druids, who 
can take rcimitar instead). Punching specialization is com- 
mon in most area,  martial art8 in Bellayne. Warrion and 
priest. often become proficient in horneman’s flail and h a e -  
manb mace. Lances are popular among Nobk warrion. 

Nonweapon F’rofi&&i Nobles receive etiquette and 
heraldry an bonuses. Land-baaed riding is required. Reconi- 
mended proficiencier include dancing, gaming, hunting, 
local hutory, m m i d  inntrument, and readinghvriting. 

Equipmenti With starting money, a Noble munt buy a 
sabre (ncimitar for druids) d a mount with full equipment 
(saddle and so forth). Characters who wear armor munt 
buy it, and will never accept anything woere than scale 
(except psionicists, who m u t  ga a ret of studded leather). 
In all casea, the Noble muat pay extra for all equipment; see 
“Special Hindrances.” 

Specid Ben&tmi Nobkr receive more starting monsy than 
other characters; ~ e e  “Wealth Optione.” They receive a -3 
reaction bonus from other memben of the nobiliq in their 
homeland, a -2 bonus from nobles of other lands and the 
common folk of their homeland. (Though commonem may 
d&e the nobility, they are likely to treat them with mspect). 

Nobles can demand shelter from the people of their 
homeland, and can expect shelter from the nobility of any 
land of the Savage h t .  Other nobles will offer shelter to a 
Noble Pc’s companions as well, up to a number equal to 
twice the Pc’r level. 

In theii homeland, Nobles can administer juatice. 
Special Hindrancans To maintain their ntatun, Noble 

characten must buy aboveaverage goods and nervices, pay. 
ing 10% to 100% more than normal, a determined by the 
DM. This in part tip, but ala0 indicates that the Noble is 
actually receiviag higher quality materials and nervicee. A 
Noble who buyl aubatandard goodn (averege or leeaer qual- 
ity) starts looking shabby, and loses the kiti reaction bonui. 
A Noble h u  oblitions and duties. If these are not fulfilled, 
other nobler might consider the character a parasite, and the 
reaction bonus from them is lost. Nobles who gain a bad 
reputation, whether derervedly or not, suffer a c6 reaction 
roll penalty from all who know of the reputation. 

O n e  of the Noble’s obligation is to extend nhelter to other 
members ofthe nobility. Thii can be rather co&. 

Wealth Optionni In addition to the ntandard funds 
granted according to character class, a Noble receiver 200 
gp in starting funds. 

Swuhbuckler 
Thin chuncter ir r0gui.h and acrobatic, a daring individual 
who wields rapier and rapier wit with equal rkiH. Thongh 
powibly caprble of wearing armor and w b l d ~ h e a v y  
weapons, a Swashbuckler is more ccmforable wh.n light& 
armed and armored. The S d b u c k k r  L the sophirricrtsd, 
but meldom serious, hem or villain who d e h  %abut Mci- 
etal standa&. 
churra Cluas Any warrior, w i d ,  or c o p e  CUI be a 

Swuhbuckler, thoogh Swuhbuckkr paladinn aad necro- 
mancern are quite rare, and SwaBhbuckler rangera are 
uncommon. 
h d NItiopulltisu Swcmhbuckleh are  NIT^ m the 

city-ntaten. In the Savage Baronien, Swabhbucklern are 
rather common in A l m d  and Cargofin, but uncommon 
in Torre6n, Nwaez. and Cimuron, and rare in GundaIante. 
Characten from Bellayne, a d  Hsrath can dro &e the k&, 
and Sw&uckkrs ue commm in Renardy. ft io rare, but 
pouible, for tortlea to be Swaahbuaklen. 

hquhmontms Swdbuckler chanctem can be of either 
gen&r, any d i m a n t ,  and any waia.bdyaad, but hey 
are neldom lawful and often have ariutowatic or wealthy 
backgroundm. They munt have a 13 .sr better in %rea&, 
Dexterity, InteUigence, and Charimna. 

Roles Though nome have deep motivations rhat’are s& 
dom nhamd with othen, mat Swahbucklem ue thrill seek- 
ers, adventurers becauee of a whim. Eometimu characten 
moonlight M Swuhbuckkra,leadin# an enthdyd%€mnt 
career by day. Swaahbuckkn are u s y J s  chivdrolu. or at 
leut pretend to be, though this is kss because they believe 
in chivalry than because they like the artem. 

A Swuhbuckler often pinu a nputrtion and notoriety, 
not always good. Cunning and daahiry, tHe + t o m e  of 
charm and grace. theme chupctera are often fdimd on the 
wrong side of the law, becruse of their corn- d w t  
for authority. They lometimes ally with bandits or pinten, 

With charm and wit, L Swashbuckler often gravitates 
toward the position of group leader, or at  least group 
spokerpenon. However, t h n e  charactern tend to ddike  
nuch responsibilities, and are mom comfortable with wild 
theatrica and acrobatic. than eitherpolitics or mal tight& 
They are moat comfortable in cities, where they can &ne 
amid qualor. 
CLU M o d i f h t i ~ r  A Swuhbuckler thief usually bd- 

ancon all skills, but tend. 6ommphanize picking pockets 
(more for mleight of had).  S W u t  moving silently and h;$- 
ing in shadows ten& to nu& becauae the characten like 
being noticed. Among Swashbuckler wizerdr, the d o o l n  of 
alteration, enchantmathharm, and illusion are popular. 
R.ngen umdy choose a npeC;a enemy that btingr notori- 
ety, a recognized but not terribly d q e r o u r  foe. Thieves, 
paladins, and other characten are almost d w a p  indepen- 
dents. seldom working with guild. or other orpniutionn. 
Most cluses have an expanded range of weapon and non- 

typicdy leading such banda. 



weapon proficiencies available. 
Weapon Rofieiencies: Tht weapons of the Swashbuck- 

ler are the rapier, sabre, main-gauche, and stiletto. At 1st 
level, a Swashbuckler receives a bonus weapon proficiency 
slot, which must be used for one of theae weapons; the most 
common choice is the rapier. Swashbuckler of any clasa 
fight with a warrior’s THACO with the chosen weapon. 
Until a Swashbuckler is proficient in all four of these weap- 
ons, at least half the character’s proficiency slots must be 
used on them. Swashbucklers can become proficient in the 
use of wheellock pistols, and many prefer them. Swash- 
buckler warriors and rogues of all types can take wheellock 
apecializatim (moat prefer the belt pistol, but a few use the 
horse pistol instead). The character is also fond of special 
maneuvers, such as fighting two-handed, or disarming 
opponents. 

Nonwuapon Proficiencien: The Swashbuckler’s bonus 
proficiencies are etiquette and tumbling. Recommended 
pmficiencies include alertness, artistic ability, blind-fight- 
ing, dancing, disguise, fast-talking, gaming, jumping, navi- 
gation, seamanship, tightrope walking, and gunsmithing. All 
other rogue group proficiencies are appropriate as well, and 
rogue pmficiencies do not cost extra slots, no matter what 
the character’s class. 

Equipment: At 1st level, these characters must buy their 
weapon of choice. All other gold can be spent as the individ- 
ual sees fit, though Swashbucklers tend to buy stylish cloth- 
ing and exotic equipment. Swashbucklers must adhere to 
the armor restrictions of their class. 

Spccirl Benefit.: A Swashbuckler has two special bene- 
fits. besides those mentioned under proficiencies. When 
wearing light armor (leather or padded) or none, the char- 
acter receives a -2 bonus to Armor Clasa. As a dashing fig- 
ure, the Swashbuckler also receives a -2 bonus on reaction 
rolls from NPCa of the opposite sex. 

Special Hindranaeni Just as the Swashbuckler seeks 
adventure, adventure comes looking for the Swashbuckler. 
A reputation often precedes the character, kading Duelists 
and other Swashbucklers to challenge the character‘s 
prowess. 

Strange luck affects these characters. For example, if a 
member of the local nobility falls ill, a Swashbuckler might 
happen to look like her and be asked to imitate her ... in the 
midst of an assarsination plot. A helpless person running 
away from something might stumble into a Swashbucklerb 
arms and ask for help. A Swashbuckler who leaps off a hill 
to avoid capture might find himself in an ogre camp and 
have to talk his way out. 

Life conspires to make things a little more difficult for 
Swashbucklers, and the DM should throw a little more 
good-natured bad fortune their way than at other charac- 

Wealth Optionor The Swashbuckler receives the stan- 
ters. 

dard funds according to character class. 

Because of the nature of the Savage Coast, there arc mum 
kits available to warriors than to any other clans. Short 
overviews of the kits follow. 

B e d  RacM are warriors bonded to a certain type of ani- 
mal, which they use as a mount. They ue exotic people, 
and often seem more animal than humanoid in behwior. 
Dcfendcrd are warriors devoted to a specific religion, 
something like paladins. But Defenders can be of any 
alignment. Only fighters can becbme Defendek. 
G n w h  M horse-riding cattle herders of the grasslandd. 
These warriors tend to be crude and unruly. They are 
comfortable in the outdoors, and they enjoy the excite- 
ment of adventuring. 
Honorbound follow a strict code of honor and behavior. 
They are something like the Samurai of Oriental satings, 
something like the Mamluks of Arabian ,ettinga, some- 
thing like the honorabte knights of Westeh European 
cultures. Honorbound warriors usudly belong to special 
companies of like-minded individuals. 
MyrmiSond have b e d  trained as soldiers, and usually 
adventure as mercenaries. 



-Rider 
The Beast Rider in an elite warrior in hm or her culture, one 

tu- to leun mora a h t  the world. The characters often 
have trouble fin- lodging for tbc; mounts, though nettle- 

Re+ pr h t a  or ekes from & b e .  If goblioids are 
allowed p. PC r.fer;Yaxi andl’axak gobfinoidn can be 
Beaat Ridcn. 

are seldom from the lowest 
cl neutrd alignmento, but are 
not re&ricted,acwrdiq to mid clw, dipmcnt, or gender. 
A Benst Ridar mwt haver cb.riM..of 13 or %her. 
Rolei Wile  el& w u M n  in their own locisry. &ut Riders 
are often v i e d  as intimidating in other cultures, or as 
potentid e n e h  in the land of other typm of Beut Rider. 
A Beast Rider should be plu”.d as ae outoider when away 
from home: nL.m and elf Burt Ridm UT conaidered out- 
niden even in the larger Kalamarh oftheir own homeland. 

Beolt Riden like dl of urimrl, and are pro- 
tective of thore m b d  to their mount. The characters do 
not understand how amnecuw can miatmat a mount, and are 
unfriendly toward there who do. If the rent of the party 
accepts a Beut Rider, and minimizen hprm to normal ani- 
mals and eipecially mounts, the character conniders the 
othen family. 

Cham W C r t i o n r i  A rangeri species enemy is never 
the w e  u his or her mount. If a neighboring Beut Rider 
culture is an enemy, rangern might choone that culture’n 
mount if it is different from their own. Moat B e a t  Rider 
rangen choocle plains or ateppes an a primary terrain. 

A Burt Rider paladin dou not call a war horae. Inatead, 
the paladin's mount bp. an added 2 Hit Dice and a -2 bonus 
to ita Armor Clam Beast Rider paladiia unudy  owe alle- 
giMw to their specific clan or village. 

Weapon P r 0 6 u i d i  A rakanta Beast Rider must take 
clam M a weapon proficiency, and often LUC war-clawa (ace 
Chapter8 4 and 6). Beut Ridera have no weapon rcatric- 
tionr (though if goblinoids are allowed, they should be 
rentricted to the weaponn of their culture). They prefer 
weapons asaociated with mounted combat: short bow or 
short fompoaite bow, horieman’s flail, horseman’s mace, 
honemani pick, lance, npear, and uber. 

Nonweapon PrOfifienciesi Bonua proficienciea include 
4 train+ and (each for the apecier of the Berut 
Rideri mount). Recommended proficiwcien are animal 
handling, direction senae, fire-building, veterinary herling. 
animal lore, hunting, set unarei, survival, tracking, and 
weaponimithing (crude). 

Equipmenti A Beaut Rider can wear o e  leather, atud- 
ded leather, padded, or hide armor (plur helmet and 
shield if preferred). Hide or leather armor made from the 
hide of a mount who served f$thfuUy and continues to do 
80 is preferred by many (but a mount ir never ahin to 
make armor). 

Specid Banefitor The h a s t  Rider has an amaziw rap- 
port with one type of animd-that wed aa a m u s t -  
receiving a -6 bonus to reaction rob whenaver d& + 
thene animalr. If a roll is 9 or leu, &ut Rider. can per- 
made attacking cDLn.L of that type to leave tham and their 
&ea done. 

Lupin Beaut Riders uae dire wolves aa mounta, while 
rakarta and elvea une feliquinea (me the appen& to this 
book). Trained feliquiner have the rpeed and carryily 
capacity of medium warhoraes, but CM go full a p e d  OL& if 
carrying 220 pounds or I a n .  Beat Riden almoot alwap 
weigh leu than 200 pounds. 

A &ut Rider character is bonded with CUI an+ of the 
appropriate type in arpecielccrrmony, and b e g i ~ ~  &with 
that creature PI a mount and purolul &end. ThC a n i 4  i 
devoted to the Burt Rider, and will rLL or even ucrifice iw 
l ie  for the character. If the a i d s  alignment i diff-t 
from that of the rider. it nlowly changes to match (about one 
alignment step per level gained by the r&r). 

Beast Ridern have a telepathic rapport with their 
mount, and when in phyiical or visual contact, can tell 
what the animal is feeling and thinking, communicating 
without appearing to do so. Even when B u r t  Rider and 
mount are not in right of each other, each knows the 
otheri emotional atatc, physical condition, direction, and 
approximate dirtance. 

S p U i d H i d M C U l  4a an outlide~ thc Bcost Rider ruf- 
f u r  a t3 d o n  roll penalty fmm pwpk of other c u l t u ~ ~ ,  
including Beast Rider culturea who uac other moan@. 
Beat Ridcn are expected to act the umc w a y d t h e i i  
mounts as the mounts do toward them, be+ willing to ri.lr 
or ucrifice their lie for their mimal, for inrt.nw. Beast 
Ridem who do not act appropriateb M conridnad to have 
abandoned the kit. 

A Beast Rider can have only one mount at a the, Ifthe 
mount dk, the Burt Rider Mllred;tcly takes 2d6 point4 of 
damage from grief. In addition, the chuwter must d e  a 
auccerrful uving throw agailut sp& or a d e r  as if & c d  
by ajkbsrUnina spell for 2d6 houn (or until cured with a &d 
or widb rpell). Upon recovering, the chuaoter mwt find 
another mount (or abandon the kit); thii ir a quest worthy 
of an entire adventure. 

LiLnvise, a mount whose rider dies will often find a new 
one. A Beast Rider pclodin who lous a mount cannot fmd 
another of the aame exceptional quality p. tbe original, and 
munt nettle for a n o d  specimen. though that creature can 
be the beat pouible for a normd specimen. 

Wedth Optionii The character ha8 normal starting 
fundi. 



JMwdar 
The Defender in a palrlialike @harater, the guard- of a 
faith, rrl;eion, or church. A Defender can be of any .lienmsnt; 
buttboundbythat.lignmsntandtheprwept.ofthed&n 
the charaater supporn. &ai+, nucb a character haa all the 

hindr- ofopaladin, t h q h  not u mpny bndh. 
Dcfandan are found thro+ut drc Saw cbut, where 

they are n.pected .ad metimen f e d ,  but dwap sup- 
@ bythaewho haw tbr u m e  phibnepby. oood m Lw- 
ful de€endera can nerve PI h e m i n  a campaign, wide evil or 
ckoticdefeudencanbeuaedaafortlununate~. 

c h a a a r  Chui Only single& fightam can take the 
Defender kit. If the Immortal nupported by a Defender is 
the patron of a certain character clam, the DM n+ &low 
multi-&c Defenden, aaeumingthat one of the clamen in 
Gghter and that the multi.clPn combination M open to the 
charactes's race. Similarly, a dual.cIana ohuactcr could 
become a Defender; for inatance, a thief could change 
charen to become a fwhter, and if devoted to m immortal 
patron of thieven, could take the Defender kit. 
h md N&~ulkh  Defenden can be of MY race or 

natiodity, though the kit is illegal in Nuvaea. They are 
quite important in Robrenn, though overdl thy atill make 
up only a d l  percentage dthe population. See Chapter3 
of the &nib oftbe Snwgc Cawt book for infohation on the 
Defender in Rnbmn. 

Reqnirementai A&fender munt have miniumm abiiity 
ncoren of Strength 12 and Wiadom 18. All cocid clanaen, 
gender#. and alignmenti *re open to the ki& But once a 

Defenderh dipment i. chosen, it cuuwt be changed with- 
out the loss of the kit. 

R o l m i  A Defenderh role in a campa+ depends largely on 
the individual's alignment and ahoice BE Immortal. A char- 
acter devoted to the druidic wayir  a Bort of "druidic 
knight," a Defender of nature, whie chaotic aril Defendcn 
wha wonhip an Immood of Entropy might be considered 
"anti-paladinn." A Defender i~pporri the religioue hiecar- 
chy of a specific~Immortal, and hu the s m  al i iments ,  
the orderi prieate (if they can choose from M V ~  d i n -  
menta, so can the Defender). 

Certain d u b  are ~mdmon tod  lkkndam They mun ufc. 
guard their religioun order, defending priesto, wonhip aim, 
and d itamr. They mwt protect thsf.ithful and obey the 
pies& and nuy, be & upcn t0punic.b k who bmak th 
faith (aswmingthr d e r  bdievea in such punirhmmt). 
Same people treat Defchdcn PI a type of mrrior priest, 

the f%hting force of the faith, but &o a oubrdtmte when 
priests are unavailable. Defender character8 preach the 
tenets of tku  faith when dm oppormnity p w a t .  blf. 

clusmdi6&wd * Defenderr can cmt apdL at h i g h  
levels, a d  in =me -thy am like .pecLldr priesacIElpa- 
cialty priests am ured in the campaign, D e f e n d e n d  uae 
only n p b  h m  the T h e m  available tq a .p..ial@ prien of 
their religion. Even if other aps0idt;tn prieats are not u d .  
druidic Defendera are limited to the n p h m  open to drpid.. 
Similarly, Defenders from culture8 with l i i t e d  choices of 

poiarkitslhouldtNrrmictsdt0thesph~apcntotborLit.. 
I f o d l f f ~ ~ b e d d a ~ a r e n 0 t d m t b u f . m -  

the+.phac.dbat,dividab~.Idparcrioa. 
p.i9,aDsfendrrnatlimitedbyfaithorNttunbuucfar~ 

Wupsn F'roiMenciui If the I n m o d  womb- 
the Defender h u  a favored w e a p ,  the Dcfdormmst  
became proficient in its UK. IE the s p d t y  pies* of the 
Immonal are rertricted from aertain weaponi, so u e  
Dekndsrn d that faith. A Defander's other weapon p d -  
ciencies at 1st level are limited to the w a a p o ~  rvailabk in 
the CharaCier'8 culture. 

Nmmmnpon PmBci.ecbrr Defender charactem n 4 v e  
M"O bonus prohency doh in reliion, &ing tkan g e n d  
i do rmt ion  about faitha of their homeland and nearby 
ueu, phIs p+ knowledge of dlsk own faith. D d e h  
are alro required to take tlrv ceremony profiiarcy (rea 
Chapter 4) for th Immortal ofdmir kith. 

Reoonrmended proficiencicr indude .U prie@ p d l c i i -  
cien, the ceremony profioiency for enemy ImarorUlri uxl 
any appropriate to the faith (8uch as agriculture and 
weathu mnw for druidic Defeadon). 

The Defender not bve t o ~ ~ + n c y d o b  
for pried ,group p..t;.;.&. U the bfi.nda'8 I d  i. 
rpatronof&c,thechu&arE.nt.Lewiurdproficwll- 
cim without extra cost, while the Defeader of a puron of 
thieve. can d e  m y e  proiicienai~ without catm con. 
En.ipl...tt DaEenden murt fdow rest&tionaef thci 

faith race, and homeland, but a not othwwim liitod. 
S&id Eenafitar Defender chuactwn are recapixd 

in their dwen ..liS;.ua hiemthy, so they anjcy the 

offe shelter, and to render aid when called upon. When 
encopering 0 t h  follmvm of the mame m l ? ? ,  Defend- 
em d m a  3 bonus to ractionrolb. 

f"' rt of tho order. A Defender OLII expect tba f&&d to 
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A defender can detect beiign of an J i m e n t ,  &c td  by 
the chuactw at lit level. Defender. may chooae to detect 
law, ch.or, good, evil, or true neutral. Molt often, they elect 
to detect the alignment of enemier, but some choore the 
d ipment  of friendr instead. A druidic Defender &ayi 
c h e a  the ability to detect the true neutral dpnwnt. 
, A Defender alno gainr the ability to c u t  prieat ap& at 

higher levelr, u rhown on Table 2.1. See "C1.u Modifica- 
tion." for ips11 rphere reatrictiona, Defenders with h k h  
Wdom mrer do not gain extra apella. 

S p d d  Hindruicaii Junt an nome people iupport and 
even admire the Ddender, others revile the charmter. 
Defendem murt prominently wear the iymbol of their faith 
at dl time#, unlen the faith rpecificdy dawn othenvirs. 
T h ,  the Defender CM be euily recognized by memier, 
and receive8 a 4 reaction roll p e d t y  &om tho- not well 
&pored tow& the cbuacteri rewon. Defenden are pm- 
hibited from amociating with enemiea of their faith, and 
v r d y  hin henchmen of the ume faith. 

There UT other w a y  in which Defendera are obl i ted  to 
their religioun order. They munt obey the command. of 
p h t n  more hwhly placed in the organization (of hQher 
hl, if the DM hu not defined the hisnrcb). comnmd. 
range fmm pard duty, to merwnpr rcrvice, to recovery of 
wred  iteme. The Defender muit dm rpread the faith, and 
mininter to the faiW when a pries ir unavailable. 

In addition, Defendera must tithe to their di+in inlti- 
tution. giving 10% of their income, whether coins, jewelr, 
&cd item, wage#, ma&, or taxen. 

They mwt dao follow the tenet. of the faith. F h r e  to do 
IO PM ruult in faced abandonment of the Defender kit and 
d Mtn that p with it, and may even reiult in a bunt by 
other faithful to puniah the offender far blaiphemy or 
heresy. Defendera CUI also be declared blaaphemerr for 
dereliction of duv. 

Wealth Optionir Defendera have rtandard rtarting 
funds. 

Gaucho 

The Gaucho ii  a warrior of the pampu, the grualand. of 
the Savage Cwt i  eutern regionn. Gaucho8 herd cattle and 
other beasti, living off the land for week. at a time, then 
entering a town for a little rowdy relaxation. They are very 
comfortable on horaeback, and spend moat of their time 
mounted. 

Clurwtar CI.ur Any warrior can be a Gaucho, though 
rangem & the mort connnon. and Gaucho paladinn on ram. 

Rum and N.doluliti.mt Only humani and demihvmuu 
(elves, &uvea, and Uflings) of the Savage Baronies can 
be Gauchos. The kit i n  common in Cimarron and 
Guaddante, lenn LO in Torreh, Narvaer, Almurbn, and 
& e n .  Gaucho8 are quite rare in Garpfia, and are found 
ody an viiiton in Vdaverde and Texekan. 

Requimmontri Gaucho characten usually come h m  the 
lower clunen, though nometimes from the middle clannen. A 

very few come from the upper c l ~ ~ i ,  lee- the "romm- 
tic" life of the plainr. But, G a u d o l  are alwayi c o n r ~ % d  
lowm0l.u. 

Moat G a d a u a  male, but they can be of either gender. 
They have no alignment rebtriction8, but tend toward 
chaotic alignment.. A Gaucho muit have a colwt i rub  of 
at h t  13. A b h  SaMyh aad DexIdyare d & d h  

Role1 Gaucboa are unruly frontier ridom, who live m a t  
of their life on hombfl, herding c d e .  When not haltg. 
a Gattcho might live M a bandit, or enter a rmdl town to 
aample the local €ood, drink, and women. C.~&OD could 
even join a milituy forre aa outriderr or light c a d y .  But 
few really have the twnpcrament for ruch activitiar: they 
would likdypin ot$ in a- fortheir own indepdmca, 
or to u t n  wme money and. cknce to ketthc 1- 
An edventumome loc, with a love for excitement, rmqy 

Gaucho. beoome proferrional dventurerr becaurc the 
thd-raskiq liestyle appdr  to them. in  an adventuriw 
goup, a Gwcho e h t  .et M a naut. G a u c h  l i e  quick 
adventure8 without conitquence, and urually c u e  Htde 
about gmnd poIiti4 movcrment* or hemilimy dratqim. 

Gauchor M generally crude and a little rude, but often 
have a &W lac& hidden undsrthat V h  d o r .  
They are proud, iw- rowdies with litde urc for the 
nicetier of civilidon. hbt h e  a d h  manner, and are 
happy to nolve problem with their fiiti, or witb their wheel- 
lock pistoh. Some u e  m e 4  and rly, othen hoaert and 
kind; the exwt pnrmulis.h left to the player. 

ChuModiBo.donu G m a c h o r . n ( * f i m u t h i ( n u -  
IM& M & primyr terrain. Gaucho p.l.dLw are alwap 
independent, or have a mentor: they are never ruocuted 
with a government or a church. The bonded mount for a 
Gaucho p.hdin h h a y a  a how. 

Wmpon Profichacieer The Gaucho ir required to 
become proficient with dagger, bolu, and th. wheellock 
horw pirtol. Other weaponi allowed at lat level inchdo 
club, dart, hwd or tkw+axe, bonunrni &I, -*or 
pick, j~&. k h t  hone lance, morning atu, rourge, d 
(uber only), and whip A Gaucho never h a  p&ent 
with any type of polearm, and rarely buns how to uw a 
weapon inappropriate for mounted combat, but can take 
otherweaponi rfar lat level. 

Nomupoa- * I A Oauchoi boaru p m h .  
ciea M direction YW and lud.bud e (m "Special 
Benefit.?. The duncanaremquiredtode e pmfi- 
ciarcy (except for rangers, who &ea& pt it for fne). I&- 
ommended prdicienciei include &.l h d l i n g ,  a n i d  

ine, weather nenn, gaming, hunting, a m ,  nwivrl, urd 
w q u w d u q  (crude). At lltlevsl, a Gaucho cannot take 
d q - d f e w t a k a ~  ' *  at l r t h l .  

Eq+nmt~ At h t  level, G U I C ~  m M  purchue either a 
riding hone or a licyht war horae; they receivea a iaddle, 
uddb blanket, bit and bridle, hmeshoen and shoeing, and 
addle  bag8 without expenditure. They prefer light war 

t r w ,  b h k d t h h g ,  f i rr -bui ,  l d m k -  

. .  



honec abow d d e n ,  and never own anything u &#e a8 
a heavy war home. A Gaucho muat rlro p& bolu and 
a dagger at l a  level. As soon M pouihle, the ch.nctcr muat 
purchue a wheellock horme piltol u well. Gauchoa travel 
light, so they keep other equipment to a minimutn. They 
Gaucho never wear armor more b u l b  than a d d e d  kather. 

Sp.d.l R e a m h i  b i d e 8  the benefih l i d  above, Gnu- 
chon receive a -3 bonus on reaction rolls when they 
encounter other Gauchon. The Gaucho ala0 recognizes the 
quality of horm (a detailed on pap  37 of the MG). 

Finally, Gauchol are expert8 on hareback and receive a 
+4 bonua to their proficiency more for land-bued riding. 
Note that a natural roll of 20 ia rtill a failure, even if the 
characteri proficiency score happenr to be above 20. 

Special Hindrances: Because the Gaucho tends to be 
rough amund the edges, the duncav & a +3 pndtyto 
reaction rolls when encountering anyone from the Savwe 
Baronim, other than a Gaucho. For the moet part, p p k  hum 
other M ~ ~ O M  do not know of the Gnuchoi’ poor aeputation. 

In addition, Gauchos apend money almoit u quickly M 

they get it. At leut  half of what the Gaucho earns must be 
spent on “frivoloua” thinp such M fme food or drink, a few 
day8 of expeniive lodging, gambling, and M forth. 

Wealth Optioaii The Gaucho atarts the gune with 
1Od10+100 ~ p ,  but muet ipend moat of it on initial equip. 
ment. 

Honorbound 
The Honorbound ia a warrior who followa a atrict code of 
honor, known aa the Warrior’s Honor. Honorbound war- 
riori generally belong to apecial Companiea that have 
ancient traditions (an Honorbound without a Company is 
conaidered a “Company of One?. Some group8 of Honor- 
bound owe allegiance to a particular government, while 
other8 work u elite mercenariea; aome are profeuionai 
duelists, and others are wanderera who fight h r  what they 
believe is right, or simply for the nke of khting. 
The trrdition of Honorbound warrior8 began eenturiea 

ago, and atarted among the elven and r h t a  culturu of the 
Savage Cout. The elves who bacame the ee’ur  developed 
one b~ch of the tradition, while the r h t a  and elves who 
aettled in Bellayne cvried on a aecond branch. The W u -  
rior’a Honor ia ancient M well, and changed little over the 
decadea, 80 that when ee’aar recently returned to the Savage 
h t ,  the ee’aar and BeUaynese traditions were atill almost 
identical. The ee’aar had apread the traditiona to the enduki, 
while ahazaks, tortlea, and a few goblinoids had acquired it 
from the rakaita. The dvei took the tradition to Eudria, 
and gurruh later acquired it from the a h d a .  

Honorbound warrior. are cuily recognid  and highly 
reBpected by the &a of the Saw Cout. 

Chuaccer C h a r  Fighten, rangera. and paladins can 
take the Honorbound kit. A Compaqy of Honorbound o h  
conmstr of only one srpe of warrior (dl rangen, d pd.dins. 
or a11 fighters). But some allow dual-class or multi-clsns 

charactera, though only with combinatioaa of w&r and 
wizard or pricat, never any that include rowe c l a a ~ ~ a .  
(Priest8 yn unnetimea avoided to keep a Compuur free of 

overtones, while -ea are denied beanie of&& 
rcrl er parceiMd iack of honor). 
h d N a i o d i t h  Cornpanin of Honorbound M 

relatively common in, Wayne, and there is a Cmnpany in 
Um-Shedu (composed ofee’ur and snduka), rad one in 
S h a d  (of Ih.uki, of course). Honorbound Companies in 
W y n e  accept r h ,  elvea, and tordes, M well u a L 
humana, dwwea. halfling., Some Companier of Bellape 
accept membem of & a am& race. 

Individual Honorbound are found in Renardy and the 
Savage Buoniu. Not pUoCipted with q y  Componiea, t h w  
Honorbound are mostly proferaiod duelists. In the Savage 
Baronies, humma, elves, d w m a ,  and halIlinp &an b e e m e  
Honorbound; in Renardy, moat Honorbound are lupine, 
though a few are human or demihumm. There am no Cam- 
panics in Renardy or the Savage Baronies. 

In Euadria and Ator, each nation h u  a ringle informal 
Company. All membra have the name emblem, and con- 
rider t h e m d m  memben of the m e  p u p ,  but there i no 
Company hierarchy, and enemiea and weapon8 arc choaen 
by the individual. 

Grande 
CanPIcal near the Savage Baronies should also have a Com- 

If goblioida are allowed u PC., the pol ls of 



pany of Honorbound, much like thm found m Eu& and 

a n y . I b r u a c n t ~ u l b r i e ~ <  
TO bacol~e an -orbound, must I& mini- 

of at lcut  rs i I q h ~ . ' i n s '  u-::; ,. 

wuriors are oftqn toujhit byrrrnies. 
h u m  thaJt M +able M le& and d&h &Honor- 
bodad can * t q  with .h&y M long M that or6antation 
doer not mquiro the g+orhound tcLbreak any portion of 
the Wurior'a Holla: H w r b o d  &e sometimes granted 
land to govern, .ad they d e  aff4otive managers. The 
char.ctera ut +!so s o m e t i m n . q ~ g b t  by.adventuring 
groupi , .$ ,~uq hey ~ l r e  fiie,.Il+Jionorbound join 
such gnnipke &'more aftbe wbrld,:for a apecific quest, or 
to tprud teaching8 of the Wrniori Honor. 

In q y  group, an Honorbound ia tolerant of othera. The 
cheracter d w i  not expact 0th- to adhere to the Warriori 
Honor, and u d d o m  iurpriled (thowh OCf..iOlUUY diup- 
pointed) when they do not. An Honorbound d i m  that 
other8 muit come to the Warrior'i Honor themaelm, and 
d-8 not force it on anyone. An u companions do not 
try to make the Honorbound forget the Warrior's Hoaor, 

The Wuriori Honor i i  rplit into two =ti of governing 
reguhtionsi Precept8 and Protocols. Precepts are simple 
rules, generally p h r a d  M thing. to do or to avoid, or .(I 
beliefa. Protocols are procedures to he followed in certain 
UtUrtiarU. Note that dl Honorbound,, of my alignment, fol- 
low the Pmcepta and Protocols ,of the Warriori Hwor. 

The basic Pmepto are M follow: 
Honor in mom important than lie. 
.Few is acceptable; c~wardice u not. 
Live to fwht, and fyht to live. 
Respectyourenew. 
Do not attack the defenseleis, the anok, or the innopent. 
Do not threaten the defenieleu, the we&,orthe inno- 
.cent to exert control over an enemy (do not take 
hoat.ges). 
Do not involve yourielf in the diehonorable actions of 
others. 

the Juncter can .t.y with the p u p .  . ,  

fricmd or ally in coluideredlrepucd. Forhpdecombak, (L 

deckation of war u nenury;  once thi hu been done, the 
&ea of the e n e w  are considered pnpued, and surpriee 
ottndu we dowable. An Honorhoundcannever p.kicip.te 
man amb& encbpt againat sgemia in adecbredwg. 



that an honored enemy, usually a leader of an opposing 
force, is aaorded certain privileges. It in conaidered honor- 
able to touch hn honored enemy, without harming him or 
her, during melee. An honored enemy should be felled only 
in singk combat. If captured, an honored enemy in treated 
M a guest. If called for, a captured honored enemy can be 
executed, but only in a formal ceremony. Honored enemies 
can’be returned to their people in return for materid or 
other Mncesnionr. 

or wear the nymbol on armor. Goblinoida ~ , d m i l a r  meth- 
ods to the lizard kin. A Rrkort. Honorbodrk..r. a circu- 
lar, red-painted, cepmic pendant QP r t b o n i  or chain 
around the neck. Tor&. usuplly th e onto the 

amund it, 
ok .ormewhai liLe painte Whatever 

e red airole mwbdwaya be a h ,  and muat 
, never &pty -4. 

, ,  .. 
t of their nhelh, and add- 

.comP.av rlw has an ciaMea 
The Protocol of Negotiation declares that negotiationa 

rue . a c d  They u e  a UUM for a truce, and a truce nhould 
not be broken. To inaure this, oppoaing forces exchange 
hoaugca during negotiationa. There host.gea are warriors 
who understand that their liven are held as proof of their 
forcei honor. If the truce is broken by one aide, the livcl of 
the hoacagu from that aide are forfeit. 

The Protocol of Betrayera refers to those who break the 
o a t h s  of the Honorbound. An Honorbound who abandons 
the Pmepts or the Protocola ia declared a Betrayer, and i, 
subject to a hunt and eventual death, which can be adminir 
tered by any Honorbound. Betrayera beamirch the honor of 
d Honorbound. and deanring is pa ib le  only if an Honor- 
bound kills the Betrayer. HOWME to retin honor, individual 
Honorbound muat ascertain the proof of betrayal for them- 

L i h e & d d t h e i s d  An indkdd pulr$;l - 
with C0mp.q~ #t h v e  a pawd 
aigila of the Inherhas &e emehaa $the 
considered pnvaupmpwty, rspahmbd m p  by 
othera ia a g r u t  dfenn. h c h  Cotrp.ql of HwQrboyd 
alm haa a decked many. The C&panii m d  indi;ldP.l 
H o n o r b o d  m h u e d  mom thoroughly in the sectiolu 

. OD the d a u  hJNTI in the rpdr 4tkSPmp CWC book. 

@ cluws, exsxp h t  pol* u d  r a q m  +$o t a b  the 
lit M nguired in a &le asrpoa. In Jdirion, 
Qw -‘a oncemy might b p r e - c k n  (me ‘Spe- 
d+l Bedits?. 

wup, Honorbound rmprt p i d i r e  in 
the u.t of---, rt 1m1 lev& *ma the nor- 

. .  
&-lllaeucno- * &at- 

selves. Even if orders have come down from the leader of an .~ 
Honorbound‘s Company, individual Honorbound munt h 
determine the truth when the suspected Betrayer is caught. 
If the capturer cannot determine the truth, the suspected 
Betrayer munt be brought before a group of at l e u t  mix 
Honorbound, where the truth of the matter io decided, and 
a sentence cnrried out. 

Individual Companies of Honorbound sometimes have 
additional regulations, but there are not considered on the 
same level with Preceptn and Protocol.. Company regula- 
tions rue nometimen specifications of the Precepts and Pro- 
tocols; they .LM include special weaponn, duties, allegiances, 
and symboln. Each Company has at leaat a s p e d  weapon 
and a symbol. 

Every Honorbound (whether a member of a Company or 
not) wears a white sash around the waist; this nymbolizes 
the p k t ~  of honor For which the character naivee. In addi- 
tion, the Honorbound murt wear a red circle emblem, sym- 
bolizing the blood shed by warriors. The emblem cannot be 
made of cloth (to avoid confusiDn with Crimson Inheritors). 
An Honorbound’s race usually dcterminen the form and 

placement of the red cirde. Elven, dwarvea, humans, and 
halflings wear red circle markings on rheir face or hands 
(ouch M on the forehead), on a cheek (never both), or on 
the back of a hand. Becrrurc of the Red &me, a chvPccerh 
n k i n  might M y  be red; in thii cane, the Honorbound sur- 
rounds the red circle with a white border. Ee’.ar and 
enduka unually paint a red circle on one or both wings. 
Shazaks and gurraih usudly wear the red circle an body 
punt; some paint a circle on a hand or on the face, while 
othen might create a aeries of red circles dl dong one arm, 

ixation for more than cm 
d. Rakutr Ohenurr war clam, while iome prefef the 
W H o n o r b o d  who belong to a Company muu UK 

The Hon8rbound of Renardy and the Snrrge Barunies, 
most of whom are profendonat d u e l i ,  are dowed to rpd.l- 
ize in the use of the wheellock belt piatol, instead of a mdce 
weapon. These are the only Honorbound who can do so. 

Nmrnupon Profiaiondrar Honorbound receive banua 
proficiencien in dueling, etiquette, and heraldry (focusing 
mainly on the Heraldry of the Honorbound). Recom- 
mended proficiencies include a c i t n t  history (specifically 
milituy). militmy tactics, gunsmithing (for d u c k ) ,  animal 
handling, animal training, dancing, redingAvriting, Mind- 
fighting, endurance, direction sense, and fua-building. 

Equipmentt Beginning Honorbound muu purchase their 
weapon of apecidization. Charlctcra can weir any annor 
available to their race, but nddom wear anything heavier 
than chain mail, because they prefer to retain mob&ty. They 
have no other equipment reltrictim, other than thoK man- 
dated by an individud’n culture. Most acquire any equip- 
ment they need to survive an wanderen, but do not c q  
enough to nlow themnelvm down. 

Specid Be~16tu The Honorbound wuria hu a few ~pc- 
cial benefits ffom the ancient traditions of the Warrior’s 
Honor. Firrt, there is the Warrior’s Honor itself, which 
demands that other Honorbovnd put the dur.drr in a cer- 
tain way. In addition. the Warriori Honor (and the bpecid 
p b o h  ofthe Honorbound) insure thrt the ch.racter is m- 
b e d  by others an an honorable warrior. U& reqnked 

t h e w c a p o n ~ t h a t C o ~ y .  



sen foe before all others. Other Honorbound CUI make a 
conscious choice about whether or not to Gght,the chosen 
foe, and CUI determine what their own reactions are. 

Specid Hindrancear Juat an the Gomponier and the 
Warrior’s Honor s(m help the Honorbound, no can they 
hinder the character. An Honorbound who belonp to a 
Company muat follow the regulaiions of that C o m m  and 
muat follow the orderr of +e CsmPMy~ leadera. As Hon- 
orbound who belongs to a national Company muat defend 
that nation and obey edicts of ita leadera (defending the 

nation taken precedence). The Honorbound m p t  rl.0 
follow the Precepta and Protocola of the Wemior’s 
Honor, or be d e c W  a Betqyer, subject to c q u m  

and erecution by other Honorbound. 
In addition, ahoat everyone on the Savage cout 

recognizee an Honorbound PI a wurior, whi& CM 
caue a few probiema. Honorbound of other Can- 

paniei, or wanion of other kita, might m a t  to tut  
I their combat proweas against a recogniz.4 profq- 

sionnl warrior. Ifukcd, the Honorbound i plrobound 

There we allo nope unuvory individuala who try to 
I catch Honorbound on point. of honor. For inamce, a 
’ p e r m  might be able to extract a promile of protection, 
or an invitation fram an Jionorbound host, thereby 
gaining protection from enemies bent on murder. The F Honorbound must keep the promhe, or Protocol of Hwt 

and Guest, even when he or ahc  agree8 with the gusati 

t, 

to mediate duds between d e r  char-. 

-@4 Pv enemies* Wealth Optionmi The Honorbound receivu atandard 

L Lnmediatclycu 
an e n q ,  Hon- 
orbound receive a 
-3 bonus to reaction 
roll.. Even those recognized an 
an enemy receive a -1 bonus to reaction rolls, 
b e c P u ~  of the respect that others fed for the Honorbound. 

Honorbound characters also benefit from the Company 
to which they belone, The C o m p y  provides a support net- 
work and inatant allies if an Honorbound gets into trouble. 
An Honorbound who is a Company of One enjoys indepen- 
dence instead. An Honorbound of a national Compqy, like 
those in Eusdria and Ator, gains the network of allies, but 
doea not have to follow Company orders (though they must 
st i l l  defend their country in times of trouble). 
In addition, Honorbound gain a +4 bonus an attack rolls 

agoinat a declared type of enemy. Honorbound who belong 
to a Company have this enemy type chosen for them: the 
Comppny of One, and a member of a national Company, is 
free to choose. The enemy van be a species ( I ie  the ranger’s 
chosen foe), the people of a certain enemy nation, the mem- 
ben of an enemy Company, or a particular type of creature 
(like undead or giants). The declared enemy can never be 
changed by the Honorbound. unless an entire Company 
decides to change. A Company of One can never change his 
or her declared enemy. 

If the Honorbound in a ranger, this chosen enemy 
replaces the ranger’s ipecies enemy: the bonuses are not 
cumulstive, and a ranger character still incurs the reaction 
penalty for the species enemy, and prefers to fight the cho- 

starting funds. 

lcryrmidoll 
The Myrmidon is a soldier: The character can be M officer 
in an army. a career, nergeant. or a mercenmy. In timea of 
wer, Myrmidonr are heroer; in times of peace, they are 
viewed cu parasites who provide no uqeful aervice. On +p 
Savage Coast, a Myrmidon is often a front-line qplorcr PI 

well. The character bripgs d w i p h  and an undsratpndmg 
of milituy tactice to an adventuring party. 

When a %midon is created, the player and DM muat 
decide if the character ic a mercenary or pp3 of a apnding 
army. If the latter, the character has dutieato hL OT her unit, 
Mcrcenuy M y r m i d o ~  have much more frocdom in pxpt. 
ing commiariona. The character’s rank in a given unit, 
whether an army or a merqsnuy p u p ,  i up to t b  DM. 
chrncter cl.ui Fishtea, md ranpro are often m- 

dona. Myrmidon paladin? are allowed but uncommon, 
becauae their greater +votion to a CUI= may not fit well 
with the actione,of an m y  or mercenary p u p .  

h a n d  I U d n u k k i  -om .~r found m the city- 
stake, the Savage BpmDiu (npeciplly T d n  and Nuv.rz), 
Eusdria, Renudy, Bellape (though uncommon there), and 
Herath. Mcmben of any PC rpce c.ll be Mynnidorm, thovgh 
haltlings are rarely &n =no+ in such a profdon. 



Roquirementu A Myrmidon can have bny wcL1 c h s ,  
gender, or alignment, but many are lower clasn, male, and 
lawful. A Myrmidon must have scoren of at least 12 in 
Strength and Constitution. 
Rolu The Myrmidon in a Btrategiat who prefen to think 

for a bit and plen before launching an attack. Thw is a dinci- 
plined character who in contemptuous of individualistn, or 
those who do not take orders well. Of courne, such an atti- 
tude can lead to friction in an adventuring party. Myrmi- 
dons are often gru€€ in manner and rough in appearance. 

Mynnidonn welcome war, and nome travel great diatancen 
to s i p  on with an army involved in a conflict. In peacetime, 
nome turn to banditry or adventure for excitement urd the 
means to live. 

A Myrmidon paladin in often the leader of a unit (or even 
a whole army), while a myrmidon ranger often serve6 am a 
scout, and in in demand for exploratory venturen. 

Clua Modificationit Myrmidon paladins usually owe 
degiance to a government, though 8ome have mentors or 
are independent. Ranprn can take any species enemy, but 
many choone one that cauies particular problems for the 
army they belong to, 

The Myrmidon ham no resaictionn 
or preferences for ~eaporu, though a particular military unit 
might have proficiency rquwment.. Maqy b+midons have 
proficiency in one or more ' ~ l x a  of poleurn. 

Nonweapon Profichnciew A Myrmidon's bonun proti- 
ciencier are military tactics and tire-building. Recam- 
mended proficienciei include ancient hintory (specifically 
military), animal handling, cooking, heraldry, riding (usu- 
ally land-based), aeamannhip, swimming, weather rense. 
reading/writing, armorer, blind-fighting, bowyerlfletcher, 
endurance, navigation, net snarei, iurvival, tracking, and 
weaponnmithing. 

Equipmanti A Myrmidon can buy whatever quipment 
is desired, but some militpry units might require that some- 
thing specific be owned. 

S p e d  Eenefitsi The -idon geta a free weapon rpe- 
c ia l idon when created, chosen from one of the following: 
battle axe, any bow, heavy or light crosnbow, wheellock 
horse piatol. any lance, any p o l e m ,  apear, or any sword. 
The specialization reflects the typc of unit for which the 
-idon haa trained. 

Myrmidons ala0 (usually) have an employer, with specific 
benefits determined by the DM. If part of a standing army, 
a character might get free room and board, and could be 
immune to civilian prcnecution. 

Special Hindnsg.i The Myrmidon'n employer can alno 
be a hindrance, by making demand upon the character. 
The Myrmidon must follow the orders of nuperior officen 
or rink c o u r t - d .  

A Mynnidon nL0 gains a reputation. Such chpracten are 
remembered for their milimy demeanor and disciplined man- 
ner, and can be easily recognized and dercribed, poniibly 
mpk;np it cay for an enemy to identify and follow them. Not 

. .  
wd.DopI- 

all merceasriu or moLlierr are memrnhle a Myrmidon. 
Wealth Optioru: The Myrmidon receive. the atandnrd 

starting funds. 

Wi-d KIks 
Wizards are often myrterioui fwm on the Savqe Chat, 
though their help in welcomed in any war effort. Eceh of tho 
wizard kit. can be uaed for psioniciatr a8 well. A short 
deacription of each Savage C w t  wizard kit fdlm. 

&&ant wizards are skilled in the military wti and arc 
found am spellcastern for annies. Illusionists, enchanten. 
and wild mages cannot uie the kit. 
Myth ue wiaardr devoted to learning and aelf-enliiht- 
enment. Necromancers, evokera, and conjuaerr cannot 
be Myatica, and a Nyotic wild m y  is rare. 

Milil 
The mwant  coma Emm a culture the. urn wiurda ertcn. 
aively in its military. Generally, the culture is either a war- 
mongering nociety, or one constantly besieged hy othen. 
With the frequency of wars on the Savqe coplt, e m  CUI- 
turn with an army alu, haa Militant wizards, 

A Militant considers a trained body as important as a 
trained mind, and keepn combat nkills as r h u p  an lrugicd 
dents. 

Character Chai  Mages and all specialist wizards mxoept 
illusionirta and enchanten can &e this kit, though divinen 
rarely do. Pdoniciata CUI alm be Militante.. 

h a  and N u i d h i  The Militant kit i i  f o d  in the 
city-rtaten, the Savage Baronies (though rare in Nuvrez), 
Robrenn, Eusdria, Renardy, and Herath. It is an uncommon 
kit in Bellayne. Tortlea are never Militanti, whde only rare 
Militants teach their dt.ib to gobliiida, fearing t h m  r U  
might be turned lack on them. 

Requirementii A Militant can come from any 8oaial 
clans, and is not reatricted to a particulan gender or align- 
ment. However, most Militant wizard8 are Inwfd, and they 
are considered middle or upper c h i  when aerving with an 
q. A Militant wizard must have a Strengrh of at lcut 13. 
R&I A Militant wizard in a respected-aometlnei honored 
or feared-member oE society. The charactev can be a 
blwdthirs@ battler who e n j v  violence, or a heroic noldier 
who take8 liven only when neceasPry. 

The character might become an adventurer to earn extra 
money (perhaps to build an army), to PUN= pewnal gods, 
or to study the tighting techniquea of other cultwen. Thollgh 
Militants are often pact of an artqy, they can &o belong to a 
mercenary group, or t.kc jobs on a freelance h.i. 

However, thene characters have a militmy background. 
They make p o d  leaden, but &o understand how to follow 
the orders of a respected commander. Militant. prefer 
action to inaction. combat to negotiation, and are usudy 
nurpicioru of schdarr, philolophero, and bureaucrats. 

Chm Modifidonor An explained under weapon profi- 



ciencier, a Militant has an extended range of available 
weapons. A Militant w i d  can allo learn the twoweapon 
fighting style; nee Chapter 4 for details. 

Militants prefer magical schools that give a good selection 
of offensive and defensive spells. such as abjuration, alter- 
ation, conjurationtsummoning, invocation/evocation, and 
necromancy. Miliant elementalist. are often pyromancers 
(b elementalists), though some specialize in the elemental 
tchools of water and earth. Characters of thiu kit cannot 
specialize in illusion or enchantmentlchann, and moat con- 
sider those schwlr relatively useless in combat. Few Mili- 
tants tpecialize in greater dirination, though they recognize 
the school's importance in m o n n h c e .  

Militant rpeci&ts have greater restrictions on the spells 
available to them. SpecioLista and their forbidden schools 
are listed below: 

Ab/;.. illusion, alteration, greater divination. 
Cuyw alteration, greater divination, i n v o c a t i o d d o n .  
Encbantcr: invocationlevocation, necromancy, greater 

&bur: conjuratwdsummoning, abjuration. 
Inwkrr: illusion, enchantmentlchwm, c o n j u r M s m o n i n g .  
Nmumnerr: enchmtmentlchum. illusion, alteration. 
ThanmutcF: necromancy, abjuration, conjuratiod8ummoning. 
Aeromanccr (air ekmcntalwt): elemental earth, elemental 

GdpmMcer (&b eLmn&t): elemental air, elemental fire. 
Hyamnanur (w&r&&t): ekemental &e, elemental 0;. 
&romancer (fim cktnentalwt): elemental water, elemental 

divination. 

water. 

earth. 

In addition, Militant wizards are treated as if their Intelli- 
gence were 2 points lower than it actudly is, in regard to 

spell level attainable, chance to learn spells, maximum num- 
ber of spells per level, and spell immunity, PI detailed on 
T a b  4: Inbelligenw, in Chapter 1 of the PHB. 

A Militant psionicist's p+nary discipline must be either 
Psychokinesia (for long-range attack) or Paychometabolism 
(for those preferring hand-to-hand combat). Psychoporta- 
tion is good for quick travel (and escape) of smdi unitr, 
Clairsentience for monnaisurnce, and Telepathy for spying 
out enemy plans. Because of the time Militant psionicista 
spend on martial pursuita, they gain one less PSP per level 
than normal (including at 1st level); after the PSPs are 
determined for the new level, subtract 1 PSP. 

Weapon Pmficienciesr The Militant wizard (but not 
psioniciat) meivei one bonua Weapon protiiiency dot. Mil- 
itantu must choose their weapon proticienciea from the fol- 
lowing: battle axe, any bow, any crossbow, dpgger, javelin, 
quarterstaff, &in#. spear, any word, and war hnnuner. 

Characters who abandon the Militant kit alm sive up the 
weapons forbidden to wizardu (or psionicists) of their cul- 
ture. Three experience levels after giving up the weapons, 
they lose the proficiencies entirely. 

Pro6cienciew A Miliit 'rboacu proficien- 
cier are mdwance and militauy tactics. The following uc 
recommended: ancient hii.rory (spcifiully erilibry), paiaul 
handling, direction sense. riding ( M - b a d ) ,  mrimaiq, 
weather me, redinghvrkg, bli-fighdry, .ah h- 
p a p s .  set snares, and trwking. The milit.at can trlt, wm- 
nor , p u p  proficiendea without axtn CO.~.  

Equipmen$: The Militant h u  no 8pecial rwnictions or 
benetit8 in regard to equipment. 

Spacial b f i b m  Besida the benefits lilted above, the 
Militant character gains ur -a 1 bit point per leva. Thin 
rslkct. the pemoni milimy training. 

Modifications," the Militant hu no special hindr~ces. 

ing fund.. 

sped E u m b w a l  Other than t h a c l i i  u& "clru 

Wed& Optionbr The churcter rafeitm sr.ndud .M- 

+ 
The Myetic is a chuactor who values phdomphy, ut, ad 
scholarship, and uses them for d f 4 i g h t e n m e n t .  The 
character mngio,(or mental porvcn) .ad uhmtmkgu 
roads to knowledge. &nerdy peaceful and contamp&ive, 
the m i c  is uncommon on the S a w C O r r t ,  &can be 
found in many different I d a .  

Chnctor CLU, M a p s ,  abjure-, divinm, en-, 
illusionists, tranimuters, urd (rarely) wild mapm CUI be 
Mystic#, an can psioniclt.. 

R r r d  Natkmdlti8m1 A h  Mydcs M found in the 

Herath, and among tortles. &Minoids can new become 
Mynticu. 

Raq&ewatsr The Mystic can come from any mcid 
c h r .  can be of either gender, and cur have any +matt. 
However, evil Myrtici are rare, and mort &&ca tend 
toward law and neutrality. A mwt haw e Wbdmn of 
13 or more. 
Mer Mystics are thoughtful and intmrpectiVe, .ad snpY 

nothing more than .p.ndiag long houm coeCemp&iallthe 
mylteriea of the univarv h d  attempting to baolne nwxe in 
touA with thar inner oshru. Thc My.& u not n- a 
student of religion or philaophy, but i n d  seeks aware- 
nesi that can be found & inMwIy. 

of rna&(ap.ionia) u tbb 
key to sP;;d awwIIou. *ti- b a k  &at 4 casting 
of a ~ p e U  a use of apeionic power, ewh.csu;Ur;On &anew 
technique, brhp tkcm clav to ultinubc awaremu. 

Many people consider a Myntic to be a lluy eccentric 
with no uwfulpurpeu. Mors enlighhwd nrlrum (amp- 
c ; l b  the ~ ' r in r ,  MOW whom the kit is plentiful) - 
the *tic u a Keker of auk. 

The Mystic avoids combat, but will protect oomr.de.. 
H-r, on& m the mod sxtnme circunut~cea will 
tics a life, killing only to p r o t e a h i r  own li, or that 
of a companion. 

soVa#e  Baronies of ou#oh mdsumg6m, in rkbync urd 

A *tic han chosen the 



c1.uiuoautm ' II No nchooia w barred ftom the Mys- 
tic wiurd, but the chchaer a- npelln designed to ca- 
damage, nuch M those from the necromancy, iavocrtion/evo- 
cation, ud conjuratiodamhnmm 'ng nchools. 
A Myltic pionidst prefsn the Tekpathy discipline above 

all othm, t h t q h  Clairsbnricnce is favored M well. Metap- 
sionics are learned an loon M is pactid, while Psych&he- 

Wmpon Profkfcbndasr The character has the normal 
range of weapon dhoices allowed to the class and culture. 
The Mystic seldom curie6 m m  than one weapon. if that. 
and prckrs blunt weapons. 

Nomrpon Protkimdar The Mystic receives a bonun 
prdiciency in astrology and spellcraft. Recommen 
cienciea indude egiculture, artistic ability, carpeht 
quette, languages (ancient and modem), pottery, 
rtoncmuonry, weaving, ancient or local history, herbalism, 
+on, and rudingJw&ing. 

Eqdpmentr The Mystic never buys more than one, or 
ponnibly two, weapons. Other than this, the character h u  
no special quipment restrictions. 

'Specid Banefami Once per week, Mystics can trane 
form their connciousnesn into a dpiritform, leaving their 
physical body behind. The spitit form lookn like a mist in 
the n h a p e  of the Myltic. Through it, the character can see 
and hear, but cannot attack. rpeak, c a d  spetis, or use 
pnionic powers. The form can, however, fly at a movement 
rate of 24 (maneuverability class B) and can palm through 
the tinieat crack. Although the spirit form is idlnerable  
to all attack types, &pf m& causes it to inrtnnfly return 
to the body. 

Unlm dirpekd, a spirit form can remain away ffom its 
body for up to 24 honrr, during which time the body 
remainn comatole, and in aubject to all regular attacks, nuf- 
feMg dunsge deornuUy. While out of thd w, it can lhove 
u G M allowed by itn movement rate, but -not PAM from 
the u m e  plane of exirtence. Once the spitit form return6 
(which it does instantly and automatically i t  the end of 24 
houn if it hu not @one so sooner), the Mystic reviver and 
cannot UK the fom for anbther week. 

To use the abThy, the Mptic must dimpiy concentrate for 
1 round. 

Specid Hindrancemi A Mystic must meditate for two 
conaecutive houra i t  the same time each day. When the 
character is created, the player decides upon the exbt  h e  
period to be used each day; after that, the time cannot be 
changed. If a Mystic neglect6 to (& cannot) mediiute, or is 
interrupted more than once during meditation (for a total of 
more than one minute), on the following day the c h h t e r  
can cut only the number of mpells altowe& to a wizard of 
one level lower than the Myltic'n own. For psionicintn; the 
penalty in that they repin PSPr equal to the number they 
had one level earlier. 

Wealth Optionmi The mystic cares little for material 
wealth, and receives only (ld4+1)x5 Bp in ststring funds. 

', 
s t  t &e L*t diuciptine learned. 

otector of nature, a 
pemon at peace with animala and among p h t a .  Thew indi- 
viduds hever willin&ly h& natmi, aAd are a n e e d ' b y  
t h o r  who do. They rtrive to& otlirn how to libe in'* 
+ij, with nature, which might cause friction ill 'mome 
&enbring put;.#. k w o k i i i  unroyV advdnturei to view 
natutal wonden;'though som& leire th& tiones to fiehi 
+init thoae who #;odd huin natuf.l Watk, hunt ail- 
d m r o  hainctim,'or &e-,ofFehd t R & h  dflutuk. 

,1Aese characten r e m q i c ,  pionici, and &ti&'& 

C'& M pUt. Of lU#3J?6'S &lld IfhCd. '$O'thCy& kkw 
of those dth such abaiea. H d r ; ~  fty 
that the abilitir are not usedin u n n a h d w r j h  dmd far 
unn&al purpbia;. 

W k a n l  hatb dl'fohs of unded, and *riH i m c k  them 
before Othet~opPOmntl. They!ight'il&mil uhukifthrut- 
e n d ,  aiid &a& hunting Ear f a d  (bht not t0I'bpoI-t). " 

CbnDIOdfftiutbnn A. iaintiahed; a Wvkin WiahVi! 
restricted in spell neIbefioriL and can choose only th$k 
i+lt 'in the " r h d "  OFiutud. Thio hcl& ah Ipiillrdfthe 
d1aient.l schoolkof &; e&, b, and dater (M dairihd in 
the Tomc ofMiqic;,if rhat IOtlrCe is unhvaitkblc, spells that 
ume those elemehtn are allowed). Note &it laany of these 
spells must be used with caution, so an to,not permanendy 
harm the environment. Other npeHs aogilablo (rtlated to 

.I 

I 



Wokan are animal lore. herbaliim, and iurvivd- Recom- 
mended profidenciei include .gricuJtum, animal handlii. 
animal training, direction iensc, fire-building, fiihing, 
leathemorkin& pottery, weather ienrc. healing (regular C 

F 

.4 

P'- 

'z-2 
~ and veterinuy); act pnarei,  hunting, d-tr&ng 

Hermit Wokrni can tpLe . .  ,othorwoL.niw 
forbidden that prokiency at 1st level. 

Equipment: Wokan piionicisti CUI u i e  only leather, 
padded, or hide armor, and wooden &Ida. Wokmi do not 

, we complex rwlr or made of worked marl. 
, Sp*fW Berufitir Beiides their bonui proficieaciea, 7, Wokani have the benefit of be& &le to craft enchanted 

i tem at a relatively low level A WokOD of 6th )eve1 
or higher g&i a ipdd e&an &em ab*, much 
like the 6th-level wizard rpell, but with a few 
odjuitrnentr. 

Wokani believe that all natural objecti have 
inherent magicel power. C h q u e n & ,  d enchanted 
i tem d e  by them mu& be created +g natural 
materiala; they enchant the item by drawing the 
innate magic from it. Thui, an item ihould have 

;,);, 

a limb from a tree that hu been itruck by Iihtning 
u the perfect romponent for a WMad.$?bt*, whilc 
a band of fur might be wed to make arbyofnwmmal 
eontml (for that type of mammal only). The item to be 
enchanted &odd be worked M linl. M possible; the 
more natural it. condition, the better. 

The character enchants the item M CXpLined in the 
enrbant~ ihm 4 deluipfion, but must work in a nnt- 

animals, plants. weather, light, darkness. and so forth) 
include the lat-level spells cbangede& ftidfam.&q bbt, m a -  
hg, and dp&r climb; the 2nd-level apells alterdeg conthud 
ligbt, aarknu 15' ra&i, gli&dwt, and dummon dwarm; the 
3rd-level ipella .$?btning bolt and pmtectwn fmm twrmaltpii- 
d&; the 4th-level spells ba&&& te&, w n w t p b ,  plant 
growtb, polymrpb otbq and polymorph de& the 5th-level rpeb 
a n d g m w t b  and bo@mo~~tw  the 6th-level spells c b a h  kbt- 
ning and conjm anima&; the 7th-level spells cbarm phntd, 
mwr&gmv&, and d&w d; the 8th-level speb mw cbarm 
and pofymorpb any dj't; and the 9th-level spell d h p  cbange. 
The Ambk  Aauentuw and Oriental Aawntuw boob contain 
other elemental spells that can be adapted to this setting. 
A Wokan paionidat must have Paychometabolii an a pri- 

mary discipline. Often taken next are Telepathy and Psy- 
choportation. Many p.ycbokinetic and Mctpprionic talents are 
felt to be unnatural sa p a t  care must betakenin theiruae. 
Weapon Profmienciei: Hermit Wokani are limited to 

standard m a p  weapons, an hated in the PHB. Tribal Wokani 
are limited to weapons of their cultures. Wokani can use 
weapons made from atone. bone, or wood, but no other 
materials. 

Nonweapon Proficienciea: Bonus proficiencies for the 

urd environment, never a laboratny. and no other sp& 
need be cwt into the item In addition, pwrnru~cy need not be 
u d .  C b g e d  item receive 4 ld10+4 charges, but can be 
recharged with another ceremov. (The DM can similarly 
rutrict the function of other item an neenu appropristc.) 

Note that a paioniciat can rLo make i-, but the pmceu 
creates paionicdly empowered itema, and is bued on the 
Metapsionic science, empower. The paionicut must apend 
the time rsquired, but need not apend PSPs. An item can be 
given only one piionic power in thi nunner. 
S1#Etl- : Wokani are unuaual outride of their 

homeland, receiving +2 penalty to reaction rolls in foreign 
mgiona. 

The Wokan doer not use material spell components, and 
doer not learn spell8 in the normal manner. Though this 
might Murid like a benefit, it can CBUK some problem. 

Fint, the character must haw a fetieh. Th; is a a d  nat- 
ural item, such M an amulet compoaed of bit. of bone, fur, 
wood, and feathers, or a amall leather bag containing the 
rame, plus perhapa dirt. A pine cone wrapped with fur 
could be appropriate. an could a birdi claw with feathers 
attached by leather strip;. The item must be somewhat 
unusual. and the Wokan must have it to cast a p e b .  It is the 
only material component the Wqkan ever needs for spell 
casting, and it in needed for c w y  spell. If the fetish is lwt or 



deatmyd a new one muit be created, a procew that taker a 
few horn each day for a week. During that week, the char- 
acter can cant no spellr. 

Second, the character muit learn and memorize spebdif- 
ferently from other wizarde. Spells mwt be learacd from 
another Wokan, and are nevqr written down. Instead, the 
character leanu a specid dance and chant fmm the Wokan 
mentor. To memorize the spell, the Wokan must perform the 
dance and voice the chant. Thui, whik other wizerd. would 
opend their morning. reading from apellbooka, the Wokan 
m u t  go off to dance and chant for weral minutea. Mem- 
riEation times, rest required, and all learning reitriftions 
b e d  on I n t e U i e  apply norm&. 

A Wokan psi0niCi.t muat dw, haw a fetish in order to use 
pi& powen. T h w  characten wain PSPi at the n o d  
rate during moat actiden, but regain none while deeping. 
To get the recovery rqte for sleeping (12 PSPs per hour), 
the chwactcr must either UPC the rejuvenation nonweapon 
proficiency or spend the time chanting and dancing. 

Wultb O p t i o ~ ~  Wokani receive no starting fundr. 

Priests of the Savage coolt are often involved in the art of 
war, minirtering to the needs of soldiers and warrioro. 
Overviews of the priert kite follow. 

FigbtingMonb belong to orders devoted to opiritual 
enlightenment through physical dmipline. They learn 
lpecLl unarmed fight;ae styles. 
Wur Priodtd are the clerics of I m m o d i  devoted to war 
and strife. They are mercenariei found with moat of the 
anniea of the Savage Coolt. 
Wcbm.wtm are dru;d. dedicated to protecting arachnid 
life. No type of priert other than a druid can take t h i  kit. 

Fi$htingMod 
The Fighting Monk aeeka ipiritud enlightenment through 
phyaicd discipline. Tbjs include4 I.uning a a p i d  fighting 
style. but consisto mainly of long houri of labor, exercile, 
meditation in uncomfortable p i t i o m ,  and practice. These 
charactor. lean the art of combat, but ordturily uw it only 
for ielf-defense. They learn religion priinarily for nelf- 
enlightenment, rather than to preash to othen. Orderi of 
Fighting Monka am found only in Bellyme. 

Chumtar CLu: Onlyclerico w take thin kit. 
Ruoes and Natioditiesi People living in Bellayne can 

become Fihting Monks.  No race u refuaed admittance into 
order, but the majority are rakaata, elven, and tortlcs. 
Requirements: Characters can come from any social 

dais,  but give up iuch things when they take the kit, A 
Fighting Monk cannot be chaotic, and is rareb evil. All 
memben of a prrticukardcr have the name dignmant, and 
there is one order for each dlowable diinment goth 
den are permitted-all ordm have hthw a d  Siiten- 
but they live in separate monaateries, often miles apart. 

Fightkg Monks munt have a Dexterity of at leut 12 
Role: Thew chrractok are philwophiadud rcholu 

devoted to df-colightwmcnt. While wconwd 
pnubb. thc i r  philomphy to others, Fightha Monks 
teach it. to thw who u k  to learn. They,kow moa.tbic 
religious ceremoniei, and can conduct thorn if nadad. 
Some Fi+ Mods n m r  b v e  their e, m e r  

~ . ~ u r w a n d ~ w h o . # . l . ~ l 8 d g a m  
crrrbcloE,theisrd.Thcy~ntuhtothh.mgyr- 
tsriestopsuontheirknowkdgetoothsrrdtbrirods. 

A Pihting Monk's order providea.stab&ty a d  acta 
place of formal learniug, The rplit becaurc.o€senders, 
abiolute, and FiRhting Monkr &e VOW of cdibroy 
Fcmaloi we not dowed i m d e  IWIU~W~W, mas &, 

femde m o n u w i u ,  except in emergmcieh a d  then for 
lit& time .s. F i b l e ,  wi&out..ocew to more than Q 

two rooms. Male and female brmchercommunic.t 
sending mensengerc, who lwve M d s  
other monastery withwt ping in Becou 
Monka are often uncomfortable around ~membars .Q 

oppolite w. 
.chuModieutlo aa: Them chuacten 'ere not 

or modified in any way, except that they u e  ab 
with two w e a p o ~  (we Chapter 4). 

bonus weapon proficiency rbts, wbich must be I 
unarmed C0mb.t rtyles. One munt be rusd to 
tidutl (toraata), and the o b r  dot must &.u 
ire in martial artus p u n o h ,  or we~tbg. L%. 
for detaib on unarmed. combat ity1cl.b T h e  e 

Wupmp.Ro5ahcieu The Fiihting,Modk.mcmvm 

choohe.0nl.y Udgwnmg ' wuponl  ( iucbgwnpimr Oluc 
are both bladgwniw m d  piercing). Not aU~eyoopFafi. 
ciency dots mfl.t be .pent dt kst level!. they can be d and 
usedatanylsvel , ' 8 :  - profidauc*n .The F 
tUlebl;le; md d a n b g  M bonw P d C b  
is.required to taka h t i c  ab* 
gion, herbalism, and hdmg,ur,recommh 
Monka CM purchslo pruficienciei Srom aqy and .U 
a d d o  notw mxtrr a h  -.do 

Equipamt i  Thew characterr tdce 4 HOW of pow 
They cannot wear m o r ,  and. can own or+ what h y  

c a w *  
Sp.Ei.1 &n.fitu Other than thaw detailed undet pmfi- 

cienciu, the c h e e r  hu no ~pecialibesafiir. 
Special IIisdtuKvs: Fighting h l u  M. subject to t 

commandi of their . o r W r  &en, and muat faithti& per- 
form whatever service u required of b. Alm, they mwt, 
8 p d  at leut  two houri e r h  day in meditation and mame 

W d t h  Option= The Fighting Nonk mceives tbas te  
dard starting money, bua unnot  retain mom than 1 gpiin 
coinr rftsr +ng equipment (ace "Eg~pment," above).. 
Money unspent beyond 1 gp must be 6ven to thehecbuac- 

lort ofphpicd exercile. , 



war R i a  
Thew charactem are cleric6 of battle. on the Savage coP.t, 
they are relatively common among nationn that maintain 
armed fomeir War Prieata are devoted to war, and often to 
Immortals who encourage it. They carry the faith to 801- 

diem, fighting belide them. 
These clerics have better than average combat skills, 

including a militnay background, and they adminiiter to the 
body u well u the BOUL To them, war ia a way to honor aelf, 
nation, and the Immortale. 

War Priest. w ~ipected by thore who value war, feared 
by thow who latk more peaceful dutiona to problem. 

Ch.ncra CLUt Only clerics can be War Priests. 
%CN d Nationdidmi War Prientn are common in the 

city-states, the Savyre Baroniea, Robrenn, and Eusdria. 
Though prieitn are rare in Herath, aome of them are War 
Prieata, u are aome clericn among Y u i  and Yazak gobli- 
noida. Torrlea are never War Priest.. 

LbquLan.mmt The War Prieit can come from any aocial 
background and the kit in open to both gender. and any 
d i m e n t .  War Prieats who nerve with ntanding armies tend 
toward law, while freelancera are often chaotic. A War 
Prieit must have a Strength of at leut 12. 

&lei To War Prieatn, the act of wnr (and by extenaion, 
combat of any kind) in a holy endeavor. Anyone uninvolved 
with war in virtually inaignificant to the charactern, and 
even the nation they nerve in  secondary in importance to 
battle itself. A War Prieat ministern to wuriom fir&, noldien 
of other -a econd, other combatant. third, noncombat- 
anti only when trying to convert them, and cowardn and 
deserters not at all. The character in demanding of compan- 
ions, often p u d n g  them into battle, froquendy rhowing din- 
mpect for thow who avoid combat. But while War Prient. 
enjoy battle, they dno recognize the value of a gwd plan. 

A War Print can be devoted to any Immortal, or group of 
I m m o d ,  except  tho^ n p a c i f i e  opposed to war or com- 
bat. The characten support the I m m o d i  through war, in 
an almost constant crusade for their particular faith. War 
Prient. are lesa concerned with preaching to the converted 
than with bringing enlightenment to the unbeliever. They 
can be very determined (necking combat to force the faith 
on others), or more relaxed (waiting for othern to ask for 
aid, then preaching to companionn during a battle). 
The War Priest determiner when the time is right to fiiht 

in support of a paiticulu Immortal (though for Immortaln 
of war, this can be almost any time). They prepare troops 
with inspirational nermoni, fwht alongside them, and nup- 
port the idea that dying in the wrvice of an Immortal bring8 
favor. War Prieit. can become adventurers at the bequest of 
their Immortala, and often join a group on a quest to recover 
sacred itemn. to acout enemy forces, to punish or preach to 
unbeliwern, or simply to gain fun& to support the church. 
In the c y e n  of the church, the War Prient i i  especially nuited 
to adventuring chow. 

Alignment L very important to a War Priesti  ON. A law- 

ful c h a r d r  fights to reitore order; a chaotic one p w o  
entropy and dinmay. S i b ,  a good WU Rint Wt. For a 
worthy -, while en evilone enjoys hutiugthe aneqf. 
CLU ModHhtimt The War Prieit h u  major accen to 

the opherea of all, combat, h e d i g ,  and protection, minor 
accesi to divination, pudi.n, necromantic, and iun. If the 
ZVIM ojdfagk is u d ,  War Prieab ala0 have major to 
the spheres of travelern and war. 

Even though there characten promote war, they do not 
neceuuily have to support an Immortal who dcer Instead, 
the War Priest nupporta any &own 1mmort.l ty r;Bhting in 
that Immortal'n name. The character can be a cleric of any 
ImmortnJ except those opecifi& oppod to war. In &- 
tion to their other sphene, WdRieat charactern can chavs 
minor acceaa to one of the following spheres, and should 
chooae the one moot appropriate for their alignment or 
hmorral: elemental air, elemental e&, elemend Fue, ale* 
mental water, animal, plant, sun, thought, time, weathet: 
law, or c h m .  

Weapon Roficimnciwt If a War Prieat'a Rnm0rtrl.b a 
favored weapon, the cleric must take proficiency for that 
weapon an a "weapon of choice." All other weapon choicu 
are restricted to blunt, bludgeoning weaponn. If the deity 
han no preferred weapon, the cleric is limited to the o h -  
dard nelection of blunt, bludgeoning ' w e n p a ,  and cafi 
nelect one aa a weapon of choice. With the weapon of 
choice, the character lights with a warrior'n THACO; 

Nonweqon RoBdench The character meivn bonus 
proficiencies in re l ion  and military tactics. Recometended 
proficiencies include ancient hi- (apecificdy military 
hirtory), endurance, intimidation, land-bued ridiq (except 
for lizard kin), airborne riding (for nhazdu e), UmOTrr, 

blind-lighting, weaponnmithily, eyimering, he- (regu- 
Iar and veterinary), and ipellcraft. Goblinoid War Print. 
receive military hutory ody for their own tribe, unlesi edu- 
cated in another land. A War Prieit can take proficiencien 
&om the warrior p u p  without extra cwt. 

Equipm.ntt Ww Prieat. have no puticular reatrictiona or 
allowanmn for m o r  or equipment, except that goblin& 
War Priestn are limited to equipment avrjl.ble to their tribe. 

Spacial h & t  Other than abilitien de& under the 
proficiency hermjinge, the War %est hna no special benefits. 

Specid Hindranceit ,Benidei the limited nelelection of 
spelln. the War Priest h u  no n p e c i d  hindrances. 

Wealth Optionst The War Prient han etandard atarting 
funds. 

Webmutu 
The Webmantcr druid in dedicated to the protection and fon- 
tering d i n d o i d  and arachnid life, wherever it is foand. A 
Webmuter alwayn comen from Herath. That n.ationi fomtn 
have numeroun inKctn and spiders, both normal and giant. 
chvrrer CLNi Only a druid can be a Webmaster. 

I Ruw and Nation&&: A Webmuter in alway a native 
of Herath. 



Rcquirsmonta: Webmutern can be of either gender. Like 
other druids, they have a true neutral alignment, and they 
muat meet the ability score requirementn of the druid claan. 
A Webmuter uaually comen from the upper nocial CIMWJ 
and io well respected in Hcrath. 

Roler Webmuters tend to be enigmatic and mysterious. 
Many attempt to inntill insectoid virtuea in their followern- 
nuch PI patience, hard work, and clone cooperation. Web- 
mantern often take on the patient, deadly personan of 
pndator arachnids or insects, such as spidern or drpgonflien, 
ruthlcnnly hunting down (or lying in wait to trapythc ene- 
mies of the druidic order. A Webmaater's @we is us*aUy in 
a web-laden section of the foreeta of Hernth. For informa. 
tion on the Webmaater'n role in Herathian culture, refer to 
Chapter 6 of the Lzd dtbe S a w  h t  b o k .  

A Webmaster might go adventuring to preach the doc- 
trine of protection of innect. and arachnidn to othcm, to gain 
a wider world view, or to track down an enemy. In a group, 
Webmutern are hnrd worken, and very supportive. They 
are generally fine (and patient) strategista, and enjoy 
ambwhes and weil-placed trapn. 

CLU Modi6dom1 The Webmter  of Herath is a for- 
est druid, an dencribed in the PHB. With the exceptions 
noted here and under "Special Benefits" and "Special Hin- 
drances," the Webmaster haa the same abilities aa a stan- 
dard druid. 

Upon reaching 7th level, the druid gains the ability to 
shapechange into n giant spider once per day. This shape 
takea the place of one of the forms normal to druids (bird, 
mammal, or reptile; player's choice). The character can still 
usume only t h m  forma per day. 

Weqon F'roficionciew Webmaatern have the atandard 
druidic weapon restrictions, except thnt they are also 
allowed proficiency in h o ,  bolan, and acythe. They prefer 
IMOO, acimitar, and qunrtentrff. 

Nonweapon Proficienciear A Webmaster character 
receives a bonua proficiency in rope use, and is required to 
take the net mares pdciency. Recommended pdicicnciier 
include agriculture, animal training, healing (especially vet- 
erinary), herbaliam, animal lore, endurance, survival 
(font.), tracking, and wcaponsmithing (crude). 

Equipmsntr The Webmartar han the n o d  druidic limita 
on armor and equipment. The druidi initial dlotment of 
money must be spent when the character is created, or it in 
lost. 

Spacial Bendbr The Webmuter receives a +4 bonun to 
wving throw againat poinonous stings or bites of n o d  or 
giant insect8 or arachnids. The character can aho pass 
humlesnly through web. of all aorta, includiry thone created 
by the web apell. 

In addition, when the Webmuter cutn a d u m  &e&, 
giant &at, creeping horn, or imectplagu apell, the effecta 
occur an if the Webmuter were three levels h&er than hi0 
or her actual level. 

Finally, the Webmanter gain3 a -4 bonus to proficiency 

W d t h  0ptiim.c Webmaaten receive ntandard I&.$ 
fund.. 

. .  , ,  " , ,  , Tbfwr . ,. , , 1,). . ! ,  .. , , 

An with thieves of other Lndn, th- of the & v w  Cout M 

rogues, people who usually live of€ the work df othan, by 
Ctcpting or conniving their way thmugh lib. However. nuny 
thieve. of the Savage Canat M involved with organhatiom 
other than guilda, auch u m i e l ,  government., m d  hi&. 
Following are overviews of the mmt common thief kitl of 
the region. 

Banaitd are unually thugs who group together to rob 

Scoutd are trailblnzera and army membtn who uae their 
P a & .  

skilln to C X D ~ O ~  and o h w e .  

The bandit is a robber who accoItn panicrsby on lodub 
mads. Bandita genet'dly group togwhet fdr effectiveness, 
netting up a camp in the wilderness, away from law 
enforcera. They are not uncommon on the Snvagc Cosrt. 
Some rn rnfugees of w m ,  &ern ntmply opportrmistr will- 
irig to prey on .the 4. 

Ckamctm C h i  Only thieven can take the Bandit kit. 
h c e i  md Nctionditiemr Banditr are found in every 

region of the Savagt Canat. 
Rcquirementm The bandit can come from any noeial 

clasn, but since the prohasion in more brutal urdlens 
thrilling than othcr thieving profeaaions, upper du bnnditn 
are rare (usually only thole who have been diaenfran- 
c h i d ) .  Bandit. can be of any alignment, but Invfut*nd evil 
uc common. Mort Badit .  are d e ,  but there is no gender 
restriction. A Bandit must have a minimum acorn of 10 in 
both Strength and Constitution. 

Role1 Bandits 1st often viciwa ehurcters, desperate, 
cuaning, and cruel. They ate pmne to fyht or even betray 
each other, but two things keep them k n d  in bwp.: the 
utter neceasity of cooperation in order toahrvive'the perils 
of the wilderness, and the men& of whoever h u  h e  
leader among them by force urd cunning. 

Bandits do not joih guildn, and urnally operate by num- 
bers and force of arm,  rather than by aubtlcty. They a n  
rough folk, often the subject of bounties, and with a history 
of breaking other lnws than junt thme againnt thievery, 

check8 for agriculture;,animal training, and animal lore, 
when that knowledge ia hpplied to insects or ulchnidr. Th 
churcter can iko apply .niwl tnining to +wnpidern. 

S p e d  Hindrmcemr The'Webmuter's mLWIf&&bb~ 
d p d  witb anha&, m d  dumnton animab d p e h  dlow d m u  
nication with or nummoning of only n d , o r  giant inssd 
or spiders. The'character receiveitr a +3 penalty on-pfofi 
ciency checkn when using animal lore, a n i d  brimkg, .Si 
cukure, and other animal proficiencier on creamten othe 
thrn i n m u  and arachaidd. 



Some bandim join adventuring pupa  because they want 
to move @way from the lawbre&ing activitiei of their Eel- 
lowr, and b e w u  M adventuring party offers the name 
“ d e t y  in numben” u a c o q u y r  of bm&. In an &en- 
turiry group, they tend to be the once who push for direct 
+ i d  confrontation. 

&dit characters often try to eetablish who is ntrongeat 
and weakmt in 4 group. A character might do this by order- 
ing or bvllying others to dincover if they obey, and mkht 
start a fwht to diacover who is “toughest.” Hpwever, Ban- 
dim who have established their p b  in a.gmup can be the 
picture of cooperation, and readily go along with group 
decidons (thought they might revert to form if another 
p u p  member shown weaknean). 

C h s  Modificationmi Banditn uaually ntress rogue skills 
most useful for, rcouting, wch M &bkq walls (truwclirnb- 
ing, in the Bandit’s case), moving ailently, and hiding in 
ahadowr. The normal rogue &ii for finding and reqoving 
trapn applies to UIOIY. and pita in the Bandit’. cue, and can 
be uied for ambuah. Theie charactera avoid rogue akillr 
uneful primarily in urban settinga. They receive the follow- 
ing bonuses and penalties to thieving abilities: pick pocket+, 
-6%; find and remove t raps,  +lo%; move ailently, +6% for 
wildernan settinga only; hide in shadows, +6%; climb w d i ,  
-6% and read I.peururcs, -6%. 
Weapon Proficienciew The Bandit receivei a free 

weapon proficiency in knife. They prefer heavy bludgeon- 
ing weapons. and one of the Bandit’s initial weapon profi- 
ciency doti must be chwen from the following: fld, mace, 
morning  tu, and war hammer. The other initial dot, md dl 
other slot., can be npcnt on the weaponr no+ allowed 
to thiaru. 

Noawu~plr profici.nciur Bandit. receive a bonw pmfi- 
ciency in survival (for an appropriate terrain). The followv 
ing proficienciei are recommended: alertness, animal 
handling, animal noise, animal trai*, Sre-building, intim- 
idation, looting, riding, rope use, aet mami, ~wimming, and 
wupolurpithing (crude). 

Equipqent: A Bandit ihould be well equipped for wilder- 
ncii sqrvival. vital i tem include prov*ionr, backpack and 
pouches, flint and ateel, tinder, a blanket, and a knife. Other 
u d d  itam include thingr for scouting and ai51Jing. Ban- 
dits rarely buy (or qtcal) aq~thing of a frivolous nature. 
They do not like to c q  much, only items with a definite 
purpoae. 

Specid Bewfau Bscwre of their talent at rmburhcs, in 
a wilderness rettkg Bandit. inflict a -1 penalty to oppo- 
nent.’ surprise roUa. 

Specid Hbdrancea~ Theae character. arc viewed-not 
inaccurately--on outcanti, ruffianr, and crude robbera. 
They receive a +2 penalty to reaction rolls from nonbandits. 

Wealth Option.: A Bandit receivei standard atw+g 
fund.. 

scout 
The Scout in an independent rogue who opera*. p-JY 
in a wiMernera setting. One might nay that Ssouware to 
regular thieves M ranger. are to fightera-but scoutl mu- 
ally avoid the ntrict ethics of the rawer c h ,  They work u 
gujde., spiea, md doteura.  If un&& a Scout might 
turn M poachbg or hunting Minu& for bOu4tk. h u t .  we 
often e m p b d  by armiei of the Savaga t h a t ,  but ccm plro 
work for privam ecrtcrprise or for themmlvea, with work for 
hire. 

Chuw+a CLVI Only thieven can &e the Scout b. 
b o a  and Natioo.1itio.i Scout. are found in every 

d m  and land of &e Savaga Cout. A thief of ryy rncn can 
take the Scout kit, It is u r d  extensively b j ~  the tribes of tb. 
Savqe t h a t .  Lupina are acknowledgsd u the k Scouw 
in the uu. 

Ibgrkuuntli The Scout can atart with any id claw, 
thp+ mrmbcn d the upper c b e a  r d y  bcco~w Scouts. 
Either gender io allowed. A Scout crr) be of any d i n t ,  
but evil Scout. arc 1-1 wmmon than thore o€ srutral or 
good alignment. The Scout has no ability more regpire- 
menta. 
Rolu On the whole, the scout is a pcd dad mom reUatde 

than thieves in general-bpt m e  haw a, cunhlreu &eak 
that d e n  them dongerour and unpredictable. Scoute are 
typically rugged individudiats, practical and serieur; 
manner maken them endearing to daring adventurera. 
Becauie their,profession demand. silence, Scout4 tend to 
talk very liole; they uem to uae their stealth ~killr dmont 
qnconacioudy. 

A Scout might join an adverrturi~;group with.,afew 
f r i e d  from a rrrilituy orguktioa. join.&mnturcn 
f h t  becauw t h e p r e  hired, then some decide to join the 
group fd’time, to w k  excitement with kindnd lode. 

Most Scouts who turn adventurer,bave.put in some.tlne 
with the military, qr with a warrior W,ia the mwe moyle 
loa*tiea Thm who have a put 4 of b d i n g  dw law 
uHuIly give up iuch activitica when phsv begin adventuring, 
Scoutr ,we respectdby thore who value *heir rervicer. 
Shoe they hsve L well-demmsd reputotiob for indepen- 
dence, they are usually well tseated,,with good pay. IEr 
Scout feels an rdvonturing party dma .nQt have e n w h  
reapect for the &cei rendend, the character willlikely 
leave the g ~ ~ t l p .  

Scout characten prefer clothing that blends with the wr. 
roundme. They care littla about appwancp, but ment 
bathe regularly so they do not build wenti lor doga.and 
other tracken to follow. 
C b  MdsWaom * I Scouts p k e r  itsdth sk& ruch ss 

moving iilently and hiding in lhadowa (gaining a +IO% 
bonus te c r h  in wildemeurminga). M wall M obaenvation 
ddh like detecting noire. Skill at climbing wdla is also quite 
useful to a h u t .  

Thenc characters seldom picka pocketa, ao they have no 
need for the ikill. They u i d l y  uonaider opening locked 



doors a job for someone &e, but might add a few points to 
the lockpicking ski11 when joining an adventuring group. 
(Goblinoid scout. cannot add points to their lackpicking 
&ill until reaching 2nd level.) 

In an urban aetting, the Scout auffera a -6% penalty to all 
thieving ILiLL. 

Weapon Proficiencieu Scouts from civilized areas can 
use the weapons n o d y  permitted to thieves. Goblimoids 
are restricted to the weapons of their rerpective cultures at 
1st level, but can use weapons available to standard thieves 
after that. 

Nonweapon Rofidendclr The Scout’s bonus profiqirn- 
cies are alertness, direction sense, and tracking. Recom- 
mended skills are animal handling, animal training, animal 
lore, animal noise, boating, fire-buildw, fuhi,  herbalism, 
huntiq, mountaineering (where appropriate), observation, 
riding, rope une, set snares, survival, swimming, weather 
sense, and weaponsmithing (crude). 

Equipment; No self-respecting Scout goeo anywhere 
without a good assortment of wildernem survival gear, such 
as adequate clothing, rations, fire-starting materials, and 
such. The Scout duo likes toola apd gadgeta that aid in hid- 
ing, rcouting, climbing, and so forth. Other than necessities, 
the Scout carries little, preferring to travel l iht .  

Special Benefita Besides the bonuses listed elaewhere, 
the $pout has an increased chance to surprise opponento, 
who sufFer a -1 penalty on aurprise rolls when enwunteting 
the character. 

Special Hindrancear Other than the penalty for use of 
thieving skills in urban settingr (listed under “ C h  Modifi- 
cations’’), the Scout has no special hindrances. 

Wealth Optiolu: The Scout receives standard starting 
funds. 

While the PHB presents the bard as optional character 
class, the bard is not optional in a Savage CoP.tmampqign. 
Here, bard. anujor part of several cul lurea ofthe ~11. In 

Behyne, where they nerve as hmtoriana and infornration bm- 
kerb and among the revage tribea, where they are rupected 
tradm. FoUovhg pe ovwviewS of bard kit. of the region. 

HeraDd are like medieval versions of reporters. They 
gather news and uncover atgriea, and relate talea of cur- 
rent eventa to the -8, as well aa to interested govern- 
ments. 
Skatda are the historiatu of Eurdria. A Skdd is also an 
important part of a Eusdrian m i l i  force, aa an inspire 
tional voice. 
T i r d  travel among revage tribes with p o d s  for barter. 
They often know religious ceremonies as well. Moot 
come from the tribes themielvea, but some few are from 
other rpcea. All are respectad among the tribes, because 
of the service they perform. 

piic&, they M quite important in Robrenn. Eudria, and 

HWdd 
The Heralds of Bellayne are well k n o w  thrqugbout the 
Savage Chant as bringers of new. and brokerr of i n b .  
tion. &st Heralds belong to guild1 (all hudquwtcred in 
Bellayne), while a few are “frechcers” who work for hue 
and oftsn have commerce with several of the guild6 

Freelance Heralds nometimen wark for.noble., even 
other, ~ t i o n s ,  or for nope o m i 4 o n  (auch as an order 
Inheritors or a particular temple). These chuacters&~r 
information for a specific purpore, ruch as to warn a e v -  
ernmegt of attack, determine how r e d e u  the M in 
a certain area, or report on how a war i gping. Freelance 
Herald. often receive training from a guild but then Eril to 
be initiated into it (by their own chpise cu t l ~  su;ld’~).~A fey 
freelancers were once full guild memlpra t+ut left (again, by 
the guilds choice or their own). 

Note that some campaigns treat freelance HerJda as 
spier. That is not the case in the Savage Coast aetting. 
Though Heralda might hide their true, aftiliation, or ev 

operate “undercover” for a time, it is common for them to 
become well known pnd therefore ineffective as apirs. 
In the Savage Coast land., there we reveral Herald 

guild., of vuyine power. M e m h  take an oath.to the guild 
and must follow its regulations. Most pow4rful ofthe piIda 
are the Herald. of the Sun (alsocdkd the Illuminators), 
who pride themselves on brin8;le secreta to light; the Her. 



al& of the Times, who gather and tell tales of current event. 
of all typea; and the Royd Herddo. who aoncentrate on cov- 
erage of politics md war. 

churctsr CLwr Only bards -'be IferaIda. 
h e n  md Natk+i&o: Heraldn,&ile t h e  might be 

m Be&ne. ohry r h t a  
are Ihniecd to.* +I. 

found anywhere 
and elves can be 
Heraldsneverir;k!nx$cYtbr~iualnforthepm6uion. 

ome,from my cocial clplls 

likeable and out- 

heir own edifica- 

end with nearly any 

price, pvhaps ac&ing favors by letting involved partiea know 
that the information has leaked. Heralds of the Times feel a 

duty to gather news for the common people, considering 
themlelw deknden of the public's right to be informed. A 
kdance Herad e h t  take 6n maryr diffrrent wtivit+es. 
The character's guild &lition also afl'ectr the Herald's 

appearanrr. A member of a Herald's guild dwayn hu a tvr;t 
of identification (which indicates that the char&er has 
acquired the bkih necessq'to beeome a Herald), and car- 
r ie l  a symbol or wtars a uniferm of the guild. Because of 
these things, r'Herald can expect to be treated well bjr 
peaple who want to hear the news (whiah is almoat e v q .  
one). Freelance Herald. alno carry 'a writ of identification, 
but do not went the symbolof a guild. However, many free- 
lance Heralds effect a specific look and set of mmnerinr,  
becoming famas  or inf.tnour'among the common people; 
Molt prefer bright colon and ufpenrive fashions, but a few 
favor a "rumpled" look. 

Herd& (enpecidly freelance* and Heralds of the %ea) 
are very liktly to be6ome adventurera, because such'a 
lifestyle given themthe'6pportunity to travel and help hme 
the ikiIls needed in their profesaion. In addition, ralen of 
adventurers make good stories for themaaaea. 
For m o n  infomution on the Hcralds' guil&, =e th.+iec- 

tion on Bellayne and itr Heralds in Chapter 2 ohhe M,f 
tkSasawjn &w&ook. 

Clua M&tiomc Heralds do not gmn the standnd 
bard abilities of influencing iudience reactions, rallying 

allies, countering magtecll wng +Recta, and learning "a little 
bib o ! f ~ e r y t h i *  ( l e g d  lore). I n a d ,  thq hrve the rbili- 
tih $a& u n d e  "Special B s ~ f h , "  bel&. 
The Herald receive6 the followin6 akiU Id)umaentl: pMk 

pack&, -6%: detect hoke, +lo%; climb d l s ,  40%; r&d 
languages. +5%. Heralds tend to concentrate on lite- 

For spells, Heralds concentratm on the school of illurion, 
and can lurn th& ipeM. from other Hard&. ktlun ME 
the Herdd'r initid spell selection muit come from thii 
achool. For purpores of learning illuiionn, H e r a h  hceivr a 
+2 bonus to their Ialelligeiln m. 
A Herald does not build a mtro&dd md attract Mow- 

en M detailed in the FHB. Howevec at 9th level &ch.hc- 
ter can ntart a new piid or new branch ofan exidng guild 
(with that guild'r approval), attracting 1Od6 €ier.ldr .ad 
prosp(ctive Herd& of 0-level to 3rd level (ld4-1) u bl- 
lowers. 
wv- . .  Herald#, like a t n n M  bard$ can 

become proficient in any ~eapoa. Mont use *Naponl pre. 
femd by dl r.kUt0, ruch M war daw* 

Nmwcapoa proAcisaEiu~ The Herald r e d i n  bonun 
pmficienciei in etiquette and heddrj., r&d (like .H hrdi) 
local hiatory and rdidghvriting. 'Fhe Herald dw han the 
information-gatherin8 pdkiency (nee fhpte W), d p b -  
mented by the specid abilities i imd under 'Special bene. 
&ti,' below. Recommended proficiaacicn knchrde 
fort-talking, languages (ancient and modern), and musicrl 
inntnunenh. Hkrald. must i p n d  at leut hdfottbCitaon- 
weapon proficiency alotr to leunhngu*gn. Moat d r d  
hornr for their m u i i d  instrummtl, h n e  thene u e  rribd 
to announce their p e n c e  ifi m y  ~ I L E C L .  M m y b e  
proficient in art and craft skills. 

Equipmenti Herald8 have no special restriction. or 
dowancea in annor and equipment. They are n e t d ~ ~ ~  with- 
out writing material#, so beginning characters muit buy a 
writing ntennil. ink, and pcpk (or p&t). 

S p e S ~ B e c a u l e  they M w i t c d u  bp.kycn 
df news, guild H d d s  UT pnently renpecte8 and 
Mfc pusage, even in aread itiffeting fma war. Herd& id 
powerful y i l d i  are the mort d l y  (by cdari 
bnd dymbols). and it ia aometima dimnbulr for Bklma 
Herald. to canvinre othen of theit profdon. 

In addition, the Herald receivei f& UpLCl l ' abh  that 
rtplmx the a t d . r d  c l u i  rbiliries. lherc  reflea the Her- 
ald'a ability to &cover information andlearn &ut local 
event.. The new abilities are local lore, iden* rumom, per- 
nuade cmad, and bp.dcommunk.tion. 
Lwnl&: The focal lore abilitj, dl- a Hmfd tb qui+ 

learn about a new area, such or who the important people 
are, whait mont hiklhp are u d k ,  the q d t y  of varioun 
establinhmenta, stly major rumors, and so forth. Gaining 
ruch information taken one'day OF mooping per 1.000 
people in the area under mutiny. H& never need d e  
a proficiency check to learn major rumolr; people just ~ m -  

d h  OthCt skills. 



rally wane to p u r  on i&ererting news to them, becaulc of 
their penondity and reputation. A Herald l e u n i  more 
rumom than other characters in the mme bt im,  php 
twice u many u n o d .  This .bility &odd be adjudicated 
by the DM according to the nquircmenta of the adventure, 
but a Herald nhould be able to pick up about one rumor per 
three levels of experience, even in nituationn in which 

M e r  the initial period of information colleaing, to deter- 
mine if a Hemld known information the player deniren, the 
DM secretly maken a proficiency (Intelligence) check for 
the character, If the checbin nuccesdd, the Herald remem- 
ben nomething of imprtance (ouch u the name of the c a p  
tPin of the p a d ,  or the location of a good inn); if the roll is 
two pointr or more below the character’i Intelligence, the 
Herald remembon urmething more detailed (ouch u what 
the guud captain loolu like, or the approximate cost of the 
inn$ narvicer). Thin can be expanded for any information 
desired: If tbe Herald w ~ t l  to remember the name of the 
local baron’r hone, there might be no penalty, while the 
name of a typical citizen might require the Intelligence 
check to succeed by 10 or more. Whenever the roll im a 20, 
the DM nhould secretly give the character Llne information. 

The Herald can also dincovcr npecific dctailn more 
quicG, by uring the information gathering proficiency u 
dariled in Chapter 4. Howewr, while the Heralds r e d o n  
bonvl due to Chuinmr adjurt. the pruficiency check u nor- 
mal, the character in connidered to have an extended home 
territory. For purpcmn of the proficiency check, the Her- 
dd’n home territory include1 Bellqym, Rcnardy, Eudria, 
Rabrenn, the Savage Buonien, the fm citier of the S w a p  
Chat,  and the h o m h d a  of the tonles and the Yazi gobli- 
noidn. Areas considered outdde thio home territory are 
HeFath, rb+ lands of the lizard kin, the whole of the Orc’n 
Head peninmula, the Yazak Steppen, Huh, the city-states, 
and aqy lsndm not dacribed in thir boxed net. 

Mraldi need offer no bribe. or other incentivei when 
uiing thin ability (and suffer no penaltien for failing to do 
so), except when outoide the extended home territory. In 
addition, in any area where another Herald of the name 
guild operatee, Hsrddn receive a +2 bonun to I n t a l i n c e  
for purponen of the check (freelance Heraldn never receive 
t h i n  bonus). 

Z2entifi Runcord: The Herald’i local lore ability in dno 
amplified by the aharacterb ability to identify rumon. A 
Herald can determine the vdidity of a rumor by d i n g  a 

successful Wisdom check (the DM rolls and relap what 
“gut inntinct” tells the character). 

Pe~~uaaC Cmd: With the penuade crowd ability, a Herald 
can affect the mood of a crowd by telling the true (or 
nlightb altered) I d  rumon and wwa. The character muit 
speak the language of the cmwd to une thin ability. If the 
crewd’n initial mood im unknown, the DM can use the 
Encounter Reaction table (Table 69) in Chapter 11 of the 
DMG. After ldlO minutes, those listening to the Heralds 

NmON UT Icure. 

wrdn are allowed a loving throw a#ainnt p u d y d o n ,  with 
a -1 penalty per three levels of the character. Thm who fail 
haw their reactionn adjuuted one level in hror of the Her- 
ald’* .pi+; thoG’who ruccugdhave an eqqd chance of 
remainii *,the ymo +&iodw& 01 adjuct;ir one hvel 

iometimes givcm the charac 

aecreta to keep, tuffcring at leut a t3 reaction penalty fmm 
them. Some powerful folk8 who wirh to,maintun HO~OII 
mighi have a Herald d d  from t h e h l d ,  or even nand 
uiassini after the character. .In such a cue, +he Herd&* 
guild will not look favorably on W o n m  who uuultr one 
of their own-provided the &id fin& out. 

In addition, for a Herdd to remain a member of a guild, 
thc charrcter’munt follow the guild’. d e n  and rephtionn. 

guild, whenever itn leaden r q u a t  ruch dutisn. 
Wewine, a freelancer muit remain on pod term with all 

the guildn or cannot expot them to lend’help of any kind. 
So thcie chuactcrn munt adhere nomewhat -the ~ i l d r ’  
re&tionn and r e q u ~ r  

Wed& opriolw The He& receiven nund.rd d n g  
fund.. 

S a d  
The Skakl i. a hLtoripn. for a cultun ~4th r.rtruw onl tra- 
dition. In the RED STEEL m&+, thi includen only the 

Sk&a .I.o amnnpqy war p r t k  frumtkair b, in+- 
& their compatriots and memorirhy ea& kkab of the bade. 
The characten create p m r  and ballads from bartlen and 
queita, and am valued and nipected memblr  of their a h .  

The guild H e r d  munt a b  aomebmw performtuk.fordIe 

country of &drir. , ,  

c!hachr.cLr, only buds can be SkrMn. 
R.f#.ndNUiOMMk slulda come only from Eundrt. 



c 
only humanr, elvca, and dwarvei can become Skaldo. Elvec 
and dwarves cannot advance past 12th level. Non-nativea 
am never taught to be Skdda. 

Requimmontsi S W c  can be of either gender, and have 
the same ability score and +ent rcatrictions M a atan- 
dard bud. Theytend to have a good Stre+ and Corutihr- 
tion, 10 that they can be effective warriors. The characten 
uiudly come from the freehew claai in Euidrii, but can 
come f m  the noble clam htead. 

R o k  Moat S u d s  ntay with their clam, supporting them 
in war and recording their hirtoriea. But aome join adven- 
tu+ paden in order to participate in great quem, which 
they then turn into epic poem or ballada. The characters 
are eui ly  taken by the idea of dangeroun, etoiting, and 
important quests. Whether with an army or a small group, 
the Skald expects, and usually receivea, respect and cow- 
teay. Those who treat the Skdd well know their deeds will 
be honored in the Skdds next recital, and it ia well known 
that those who malip  a Skdd are likeb to hear their name 
slandered in innumerable ballad. acroas the land. 

Skalda go to great length. to be worthy of the respect 
given to them. They work almost constmdy on new poems 
and baHadr that record the deed8 of their fellowi and 
patran.; it ia an unwiee Skald who irritate. all thole who 
help protect and iupport him or her. To retain respect, 
Skalds must be brave and support their companions. Like- 

wise, they llpo expecred to m m k  w; thii often in&- 
en- than toward a more dry and iubtle wit, rather than 
rha be+ or a- humor preferred by lome orher hrd.. 
A Skddi ~~mpniolu u r d y  fmd the character to be sup 
portive and kind. 
SU& &oat dwap dmm in the -of their rdon. A 

blue cloak u the +ol of oSkdd of Eudr;. 
C h i  Modificcrionsi The Skald hu the .t.ndud bard 

ability to iQuence audienoe ~ I U .  The ChPIftcr’n &I- 
ity to learn a little bit of eveqvthiq (legend lore) doel not 
apply to all mugid items, but to th- related to COIR- 

bat or warh Sk.kli haw a more cpecs.licd abiligr to ndly 
friend. m d  &ea, de& under “ S p e 4  Ewie&” below, 
but do not gain the .undrd &&ty to nllybUioa, Tkycam 
not c o u a t m r ~ c d  songetkato, hut &anothcr&lityin 
ita place, u UpLhKd under “Spn&d Bcdta.” 
The Sluld rsceiven a +6% bonru to the “detect n&“ +I- 

ity. Unlike thaw of other rwtntU, E& SLuld. bpve M 
penaltytotheirae t o 4  luypugs* beaaude Eudrirt 
a literate culture. The sluld often d e s  w&bn m u d  of 
poems uld h l L d s ,  dwwh they M dwap taught to 
pun on the pmper p s  and intldons. 

Tbc W e  cukwe does not .tmr a*, andaome 
J%ucd&u view myicwirh swpicion. A Skald dom notbe& 
learning apellr lllltil3I.d level, 40 the npeu pgIwdon ohut 
given in the PHB is off by one lcve1 for the $bald. For 
i n a t m ~ e ,  a 7th-lavel sud CUI memok0nb)u mugr.pslh 
u a 6rh-lcvst atandard bard (three Ist-levelepdb, two 2nd- 
lave1 ipdla). In addieion, the Skdd cannot leva +la of 
greater power thnn hth l e d  80 ;Sam the 6th-laML + 
given on that ahart. In addition to thew d c r i a u  S M &  
prefer apeUn UreM in combat and cannot lam +&om the 
Ichoolr of &tmcntlchum or illruiarlpbmtum. 
Weapon Proficioncies: Like other bards, sk.ldi Cah 

become pmf&ent with any wwpon, but must h d inl- 
tial slot. to weaponn common in Eundri.: bow* mombovn, 
apears, awords (bastard, long, broad, and two-handd), 
dinp, and war hammen. 

Nomnapon Mhimaiesr The S U d  receivea boaua 
pmficiedcies in -nt hktoty, poetry, and s i n k  and- 

mended proficfenciea inalude armorer, blaokanithig, 
blind-fighting, bowyerlfletcher, etiquette, hunting, leather- 
working. mluicd inammcnt, and weapon am it hi^. 

Eqriprmentl % I d s  prefer equipment approprh te war- 
riors, but have nu rpcJ.l reatrictiotll or d-m (indud- 
ing armor). 

Special Benmfitw The S u d s  ability to rally &ende and 
alliea comei from the character’s wucbunt. For the war 
chant to ha- &cot. the Skald musb begin chanting at lsut  
dame rounds before combat b+w otherwilc, .Ilisr am too 
caught up in the venta smpad them to bmetit k t h e  abil- 
ity, The warcb.nt hu an e&c&e ruye ofen f ~ p c r l e w e l  
of the Skaid. Ita &ecb end u loon M the S k l d  receives a 
wound, or after a number of round8 equal to the Skd& 

like Shrda-in Id &tory .ad ‘ ‘ . Rccom- 

40 ‘ @ha 



kvel (whichever O C C U ~  hit). 
Skddi  can chooae from six effects for the war chant, 

chooung d&rent .acts each battle, if denired. A lnt-level 
Skdd can ch- o.Iy one effect, but can add another effect 
with each three experience levela (two effectn at 3rd level. 
three effect. at 6tb lewl, eta.). The S U d  cannot chwne the 
name effect twice for the u m e  battle, and can never ch-e 
more than nix  effecta. 

The effects apply to the Skdd and d allien within range 
of the war chant. The m i x  av.ilrble ab&tier are M fohvs: 

Ibnur bdp& equal to the Skaldn level. 
A mor& 6 0 n u  of 1 for each nix leveln of the Skald 

A +I &mud toallattd &. 
A +I &mw to IruaunOgC m b .  
A +I bow to ddavhg tbrorcu. 
A -I k t o h r  C h .  

Skaldn .I.o receive combat bonulaa. Whenever 

(mnnded up). 

or 
chantin8 during combat (including the war chant), the 
Skald receivea a +1 bonun to attack rob. (Thu ability i not 
cumulative with a bonua to attack rolln due to the war 
chant.) Even if not in time to perform an effective war 
chant, Skaldr almoat alwaya ring or chant during combat, 
sometimen junt a noft chant under the breath, 10 they nearly 
alwaya receive thin bonua. 

In addition, Skaldi gain a +l damage bonur when uning a 
spear, battle axe, or a word ( b t u d ,  long, broad, or two- 
handed). 

Special Hindrmoem Skald characters have no hin- 
drancei other than thore already detailed in other aectiona 
of thu kit dwcription. 

W d t h  Optiolur The S U d  receivea itandud starting 
hndn. 

Trader 
Trader. are wandering atorytellera and merchantn among 
the lenn civilized culturea of the Savage Cout. Molt are 
native to one of thore cultures, but some few are from PC 
races. Representing one of the few linka among different 
primitive tribei, they are welcomed by all u bringer8 of 
news, trade goodr, and ancient lore. Traders are well 
reipected by tribal culturea, and are generally safe even 
when v i n i h  t r i h  hortile to their own. 

Trader charactera gather lore of all kindn, elpecidly reli- 
5ow. If a tribe vioited by a Tmder haa a tank for a Shaman 
or other priest, and none are available, the Trader can usu- 
ally adviae the locrla or even act in place of a Shaman for a 
ahofi time. 

Chra&w CLUi Only be+& can be Traden. 
h U l d N U i O d i t h  Tortlw can take the M e r  kit. 

It i i  remotely poriible for a member of mother race to 
become a Trader if adopted by tortlea, but tbe character auf- 
fers the tortles’ level limit (for the hrd c l ~ i ) .  If goblinoid 
PC. are dowed, Trader6 can be found in the Ynzak Steppea 
and among Yazi goblinoidn. 

I Tradem can be of either gender and have 
the m e  &ity score requisplncnts an r d a d  Mi. The 
tribes fmm which Traden come have no true r0d.l h m ,  
but Traders M connidered to be am of upper mid& h, 
p n e r d y  leu renpected tam tribai le-, and h t  qual  
with warriori (though warrion generally view them an 
belonging to a lower echelon). 

‘haden are laldomrhmtic and never evil, which h v e n  
lawful neutral, neutral good, true neutral, and the rare 
chaotic neutral M pornible d i n t s .  

&lor TheTrader’a pr imuy~o lo  ii-net Iueprilingly- 
ttade. The characten tranapom goode be- tribor, bar- 
tering for good dedi when- they can find &, * 
a circuit of w i o u a  t r i h  about once each year. &11 Il.ulnr 
deal almost an much in atorlea u in trade good@. At each 
atop, they pans along tales of excitement and ad-re, M 

well M teaching the mythology and fo&m of& &ea. If 
necennary, the lkader can a100 apply the mythology and 
folklore by advining L local Shaman of forptten &en, or 
even d n g  u k nubntitute Bhaman fur small cwtamonb- 
but ody if a true Shaman i unavahble. 

Trade- never i d ,  becaula dut would break the band ef 
truit that pmtecta them when traveling among foreign 
tribes. They are pfforded courwl ‘es by the triben they vi& 
including lodging and food. A lkader might D D O ~ ~  a little 
around the t&e, to learn about what they are d- &nd 
what they plan. However, the tribe being viiitedexpecti 
thin, m d  is careful to hide itn more important iecreti. A 
Trader in careful about apreading goiaip about a tribe, 
b e ~ r ~ ~  the ehuacter WMU to be wclcomed there a p h .  

Some Traden want to expand their horitol*, finding bet- 
ter goodi for barter, or better ntorien, or sometimaa even 
retrieving an item imporrant to the tribe. They are the m e a  
who become adventurern. In an adventuring group, a 
‘hader often acta an c ~pokeaperaon, and i u+ deferml 
to for barpining, even in the more urban WOM of tho Srv- 
pge Cout. Adventuring Trade8 ala0 ex- their compan- 
ions to renpect them, but never fail to do thingi that & 
them valuable to the g~oup, ntch u w t i n g  spcllr for the 
party, scouting, or fighting. The chmoters uc enpging 
m d  perarmable, irapectful of the beliefr of ohm, Lnd yery 
tolerant of people who are different. They CUI nometimen 
provide ihelter for companionn when viliting tribe. ( w e  
”Special Benefits” below). 

CL.8 Modifiorrionii The Trader has the standud bard 
ability of infiueneing audience redona .  The lbader’r abil- 
ity to learn a little bit of everythiag ( h p n d  lare) applin 
only to tribal itemi, until the character hu bwn e x p o d  to 
the more u.banled culturea. Spending aye= or more m the 
more “civilized d u r n  (not junt adventurLy with peopte 
from them) in necessary for a ‘kder to be able to apply the 
legend lore aWty to itemn of t h m  culturea. 

Tradere have neither the ability to rally friendn and dliea 
with innpiring song, nor to counter mpgicd ion8 effectn. 
Instead, they have abilitien detailed under “Special Eenek.” 

Bas- 



The chacactern do not learn wiwdr' spells. I m d ,  they 
build a apellbook of clerical Ipelb. The charactera do not 
pray for these spalb, but imtead memorize them u if they 
were wi.ud @a. Whenever a apell description calla for a 
h+ rylnboL the Trader mrut irutud p e r k  a nhort chant 
(thin doe6 not change the apall'a cutin8 time). A Trader ir 
limited in ape11 aelection. with major acceas to the sphercl of 
diviuation and protection, minor awean to the spheres of all, 
U;n& combat, rad plant. 

Traden never build a stronghold or attract followen. 
Wupon Pmfichaim: At lat level, Wra are remtricted 

to those wenpone avukble to their tribe. Beginn+ tortle 
Traders must c h w c  from short bow, atoff, long nword, and 
bite. At Ltsr leveh, Tradera can become pdicient in werp- 
om unavailable to their tribe, but dmwt never learn how to 

The Trader chuacter receivw 
uae fiwrm. 

direction aenae, atorytalling, rad religion 01 bonw pdcien-  
cieb and, like other bud.. local hitory and re.ding/writine. 
Recommended proficienciu include animal handling. ani- 
d training, fire-buildy, bhq, rope ure, wuther wnw, 
an% lore, hunting, net -, h d i q  (re& and vetcri- 
nary). herbdim, local hiatory (for areas other than their 
homer), land-bued riding (among goblinoida), survivd, 
and we&* (orude). 

Equipmenti Tradera receive no aurting money. Instead, 
they atart with OM of each of the weapon8 with which they 
are proficient. A Trader CUI ala0 have up to 20 item. of 
other equipment common to the character's tribe. T h i  lilt 
munt be approved by the DM, but might include tope, food, 
clothing, weapon shcathea, items important for the chacac- 
ter'a nonweapon proficieaciea, and ao forth. The character 
also bcgina the game with 10d6 gp worth of trade goodn 
appropriate to the tribal cultures (featheeed cloaka, neck. 
laces and other jewelry, or even weapona, an approved by 
the DM). The Trader uses armor according to the restric- 
tioni of the duracteri culture (nee the tode  description in 
the appendix to th; book). 

Special Benefits: Among tribal peoplei (lizard kin, 
phanatonm, wallara. aome tortlea, md goblinoidr), the 
Trader receives a -3 bonus to reaction rollm. If member8 of 
the tribe8 ret+ the character u a Trader, &e c h a r m  
can receive e reaction of "hoatile" or "threatening" only if 
the Rader han person+ cauned problems for the tribe in 
quertion. 

Trden are mlcomed by other tribes, and w pt a aibe 
to extend this welcome to companion8 by claiming them 
andatant# (bearera, guuda, etc.). A Trader can claim up to 
one Mautant per level of experience, but muat have enovh 
bade goodo to make an entourage plaudble, or the tribe will 
not offer the welcome for very long. 

Buides their nafety among tribd pcopl+., lkden have one 
other ability, that of detecting npirits w undead. A Trader 
autonmticaJly get* a mving throw q a h t  rpell. for detection 
of a ap;it or u n d d  when nuch a bek approachem within 10 
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feet, and for every round the being remainr that clwe. The 
Trader doa not automaticnlly know where the crrutwc is, 
just that it in CIW. Locating it.atill requiremther c l w .  A 

ible spirits or aoncorporul unded, .auch an &w. Spiritl ~ 

and undead ue.alm&. never immediately hostile t o 4  
Tradera, but defend themelve. if attacked. Otkr dun dm 
beneficial reaction8 from ouch beinge, T r h  have no 
attackordefenaeabilitk.gioltthem, . . 

Beucka being able to k e e t  auch be+, Trader8 have a 
npecial ability to speak with than, u per thwpdwivb aud 
apell. To learn mom ancient Ime and mythology, t h w  use 
thin ability to tdk  to unded  (or normal &ad:cm&uren). 
They can ala0 une the ability to tdk.to.apiri~,oEvrrious 
aortd. Thii ability ia particularly uwful if the 'hi& nwde to 
communicate with an ancient apSt to b u n  risurls appro- 
priate to a specific tribe, allowing the Trader tu YIW better 
an a kccper of religious lore. 

sped.1Hindrmcemt Bed= thole mentioned vlier, the 
liDdet bu no a p e i d  hindrances. 

W d t h  0ptiop.i Aa erplained.under ''Equipment," the 
Tradcr'gaina no t tut ing funds. Trader'i rely moa&.on 
butn; but are quick to g r ~ p  the uau of money when they 
come into contact with it. 

M e r  C m J . 0  U s e  tbid&tyto detect the prrrcna ofin+ 

they can use, and wme kit. 
lac culnwr. Following in a 

merent races and culturea, to nave p b r a  time in loan% 
Lit. appmprirk for their charactem. Under each he&@, 
kite are lilted in the following order: thoae for mukiplo 
cluaen, warrior kin, wizard kits, priest ki tn ,  thief kitn, then 
bard kitn. 

Any noten about restrictions and frequenoiea am included 
parenthetically in the hting. If there ia no nu& note, usume 

but all of thew nations h 
p k r  cbac ter  race. , 

City-Statut (inbabda nwtly by bumam, w i d  dome &&- 
maw) Locd Hem, Noble, Swuhbuckler (rare> Defender, 
-don; Militant; War %eat (common); ' b d i t ,  b u t .  

Swap Buonies (md free cities of the hy.0 C0ut)l 
(kkbdd numtly b bwnan* wdb l ~ m d  a C k )  InBritor, 
Lmxl Hero (rare in Gar@a), Noble (uccpt.forAhnarr6n; 
uncommon in.Cimuron and Torrebn. rare in Gargoda), 
Swuihbuoklcr (common in hlmur6n and Gargoaa, rwe in 
Guaddante, and unsmnrnon in Tarre6n. Narvaez, and 
Cimmn);  Refcnder (lam of Narvan d e c b  thin kit illc- 
gal), Gaucho (humans and demihumanr &--common in 



Cimarron and Guaddwte, rare in Gargofia, not native to 
Vilaverde and Texeiras), Honorbound (humam, elvu. 
dw- and h.lbp only), Mymidon,(e+pec+ in Tor- 
rs6n and Narvaez); Militant (rare in Narvrez), Myotic 
(o* in Gargofir and sPrag6n, and rare there); War Pneot 

Rohrnna (inbabitea w t l y h  bumam, witb many rlw a d  
mm otkr&mibumanr) Inheritor (uncommon), Local Hero 
(uncommon), Noble, Defender (relatively common); MilG 
tant, Wqr Priest (commoa): Bandit, Scout. 

by 6tima.w witb many elw, ba& 
elw, r u l a & u ~ ~ ~ ,  a n a r m  ba&g.+) Inheritor, Local Hero 
(uncommon), Noble, Defender, Honorbound, Myrmidon; 
militant; War Prieit (common); Bandit, Scaut; Skald 
(burnun, dwarver, and elvea only). 

R o n u Q ~  (inbabitdmodtly by l+) inheritor, Local 
Hem, Noble, Swashbuckler (common); Beast Rider (lupin 
o e ) ,  DoEcnder, Honorbound (mat ly  lupino, rare hu-, 
dvu ,  dwwa, and W i a ) ,  w i n ;  Militant; Bmndit, 
Scout (relatively common). 

b a r  mu) Inhuitop, Loca Ham, Nobk, SwuhbucLlU: Beant 
Rider (&a and a few elvcr only), Defender, Honorbound 
(rakanta. elE and tosderrlptivcly common; rare human, dwad 
4 hdfhg), Myrmidon (uncommon); Milirpnt (unwmmon), 
W c  (m); Fit+ i%nk (mwtly nkuto, elm,  tortles); 
8.adit, Scout; H d d  (nkprtr and e l m  only). 

Herathi Inheritor (uncommon), Local Hero, Noble, 
Swashbuckler; Defender, Myrmidon; Militqnt, Myntic 
(rwe); War Priest; Bandit, Scout. 

(common); Bandit. Scout. 

Erud.iu (Ut&? 

R&per(hbabit4mcutlyby&~witbmMy&anato~ 

Kttr for %A* < 

Gobboids, aad WoideNati- , 
I n f o d o n  given with each heading below f d s  into three 
buic categories: 1) kit. allowed to those individwla raird 
in their home culture; 2) kit. token d y  rarely, and only by 
individuals raiwd in a culture other than their native one; 
and 3) kit8 never taken by memben of that race. Tortlea are 
an exception, being almost alwr~ru r a i d  in o t b r  cultures. 
Noten are included for DMs who wi.h to d o w  goblinoid 
PCn or those from Hub. Goblinoidn nometimes r4.e outr 
aiden ia their culture-thae are us& priaoncri or .loves 
taken from other culturea. 

Todoe. Alhwa: Inheritor, Local Hero (very cqmmon), 
Swuhbuckler (rare); Defender, Honorbound Myrmidon, 
*tic ( r e 4  Fvhting Monk; Bandit, Scout; Tndcr. 

N e w :  Noble; Beut Rider, Gaucho: Militant; Shaman, 
War Prieat; Herald, Skrld. 

y+st.pp.* * . Na&k: 6 h t  Rider, Dafeqder, 
Honorbound (rare): Shaman (pbliioid. &), War PrLltr 
Bandit, Scout; Trader. 

Non-na&ivc: Inheritor, Locd Hero, Swanhbuckler;,Myrmi- 
don; Militant; Fqhting Mwk. 

N e w  Noble; Gaucho; Myntic: Herald, Skald. 

tant (non-nativeah F ~ J ~ i b @ b n k .  
New: Noble; Gaucho; My&: Herald, S u d .  
H u b  Characters from Huh are dlNap buman, 4 can 

b a n  the following kit. from thu book: Defender; Mystic; 
War Prieit; W i t ,  Scout. 

BJainb O&er Uks 
It iu poanible for a DM to create additiod kit. for \ug with 
tho RED STEF& campaign, A widc hnga sfpcruihilitiu i 
aovsred ha thia chapter, but &ere are othcrr Thew i. aL0 
nothing prevent a DM from numing a l$ED BTEEL cam- 
paign with &oracten imported from other&oni .  Such 
chamctenneednotworxyaboutcwfbrnieetooat*oki~ 
The DM caq pbo w kite from other ~ ~ u r c e a ,  u l ia td  

hlw. Sourcw not b e d  contain no kitr &a& for a Sav- 
age Gout campaign. Fcx example, w w a  wch u the am- 
pletcBook of Elver and the Compbte Blwk ofDwurue4 are 
inappropriate, becaw dornihuman culturu along the cout 
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are different than general. Moat.Savage k t  demihumani 
have lost the cultural identity that makes any of those kits 
appropriate. Most other sourcw that have kits are too 
closely tied tothe cvhuren of sources to be of much 

:. Note that &nf.kiCr f& d w o u r c e a  lispd have already 
btqb daptedfor tb. setting rad  appear &I this chapter 
(thw indude hitl W e  the P- a d  Noble, and' several 

-. 

Likewise, the Savage could be used. but the Shaman pre- 
sented here is preferable. The Prophet could be u d  for 
Hule, and Scholars might be found in Bellayne, Renardy, 
and the Savege Bnmnia (clpcciplly in Gagofla). 

The CompIete W i i &  Hadbook. Adaptation8 of the 
Militant, Mystic, Patrician, and Peasant appear in this 
chapter. The Amazon and Anagnkok M not suitable for this 
setting. Academicians could be found in Gargofla, BeIhyne, 
R e n d y ,  and esp.f;uy Her&. The Wu Jen could be used 
as a hermit winard in Belhyne, while the Witch could be 
uaed in all areas of the Savage k t .  Also, the Savage could 
be used among the goblinoids. Savage wizards can read and 
write, as per the Trader bard kit. In addition, the Academi- 
cian, Wu Jen, and Savage could also be adapted for use 
with psionicistn.' 

The ~ m p k h  Bara'd Hadbook, Note that the kits from 
this source are not so much kita bs they are repkacement 
bud CIMKS, became almost d of them take away the bard's 
standard abilities and replace them with aomething new. 
This chapter include8 adaptations of the "rue Bard, Blade 
(as Swashbuckler), Herald, and & I d .  The forlowing addi- 
tional kita are ueble'with the a*: Charlatarti Gdlpnt ,(in 
Renardy and the Savage Baronies), Gypsy (in Beltayne), 
Jester, Jongleur, Loremaster, Meiaterninger (enpecidly in 
Robrenn), Riddlemaater, and Thespian (rarely). Of the 

demihuman kita, only the elven Minutid might be found, 
among the nobiiity,of Robrenu. 

"he Complri. Book qfHmmzno&. Adaptitions of the 
Shaman and the War Prieat appear in thin chapter. Them 
are also several kite avdabk hekin that are simikr to done 
in CBoH. The Mine Rowdy, Pit Fdter ,  Saurid Paladin, 
a d  T u w l  Rat M not suitable for the setting. ALIt&m kita 
from'C&iH -exckpt the Witch Doaos-can be u d  m the 
Savage Coart, for goblinoids and the other rive@ t r ib .  

The ComprCte Ranprb  Hadboo&. ,The fdlowing kits 
from the CRH be u d  with this ietting-Eleaath&dr ( i  

Robrenn), Guudicn, Ju&r,,Pathfinder (cipcirlly lupina 
and r h t a ) ,  s+r Rangtr (unrrmunon), Skker# and Smker. 
The ExpIorer, F.lconw, Fowit Runner, and ,%%den could 
be uned in Renardy, the city-nates region, utd ths&vage 
Baronies. The Mounchin Mm m d  Giaht Killdr codM be 
found in Eusdria! The Ferdan ir a rare kit, but could be 
found in a b e  of the'leu Mi MU of the Saw& Ccaat. 
The Greenwood is dso 4. &&found only in RobremiAf 
anywhere. 

The COIN&& Pa&%> Hddbook. Paladina in gendral 
M rare in the Savage Caut dly. BdtaiyPill0a;ll kit can 
be used in the uca, except for the Skytider (no appropdte 
culture) and the Wynnshyer (not enodgh dragons). pitbe 
the Local Hen, or the Noblc'can be conridered an a&+ 
tion of the %e Paladin kit from CPaH. The Votary, Div- 
inate, Expatriate, and Inquisitor are relatively c ~ m m ~ l l  in 
Nuvaez, but only the Divinate is farad in d e r  .riu; "he 
Envoy and Emant would berommon +ins of thrrrgion, 
while the Chevalier, Equerry, Ohdathunkr, Medicipn:Wi 
tarist, and Squire are alno possible. 
The CornplCtc D r a d  Hadbook. Druid8 are rare in thL 

setting, except in Robrenn, where they dominate the coun- 
try. The CDH offers druidic branches, a i  well as kits; 
branch is detenniied by tht druid8 home envimnmeat. The 
forest bmnch is $he &&pat, end in erpeeiallfr stro~kg in 
Robrenn. and to a Ideaer extent, Herath. Druid8 of Jhnl  
belong to the jungle branch, even though their region i i  r& 
tropical ruin forest. There are few,druidr of the swamp 
branch, and mountain or plains dmids are rare. Gmiy and 
deaert drui&.re all but unknwri here, and there are no 
&tic druids. I 

In terms of kits, only the Hivemuter and Mlly~drui& 
have been adapted in this chapter, as the Webnruter uid 
Local Hero, reipectively. The Advisor is commanin 
Robrenn. The Outlaw in found in Nuvaen. There might be 
a few h t  Druids m the &, and thwTotemic druid rould 
Fmda pkcd in Burt Ridor cttltum (Rewdy, BeUty"e, and 
among pblinoids). The Natural Philosopher urd the Pnci- 

Shapeshifter, and Wanderer can also bb uned, and would 
likely come from Robrenn. 

For the most part, the kite in thin 
source are unsuitable for the Swage Coart cpmpoign. How- 
ever, the Aakar, Desert Rider, Fsrir, Holy Slayer; Rawun, 

fist are ratheruniuitd to the,re&ti. Bmdncnd * . ;&*, 

A ~ b h  

l 



For example, Cierics who abandon the Sh- kit eucn- 
tially renounce their home culture in favor of (L more ’’e;&- 
lized” one. Similarly, warriors who leave the Noblekit 
might be renounciag a birthigbt. In ~ 6 h  q b c h  w h d  8 

character io close$ tied tb a kiu, and the kit to thr culture, 
the DM is perfectly juatified in giving the character a 
penalty auch aa the lour of two experience levels. In other 
caseo, kita *remt  pup^ l i e  Inlreritora rad the Honor, 
hd, who punish h e  who abedon dreir d o .  

Far the mort put, kving a kit at p* a new kith not 
necewuy or -bk. The kit giwa the character an ihitld 
mind-rt and a way of doing th i . ;  it does ISM prevent the 
character from changing profeabionr, and it rddom pre- 
cludes the character from c h &  kbh, acquiring akillo 
with mwcapona,  or learnh sometking common to 

another fultute OF kit. Leaving kit. should be d i a c o m d ,  
and switching kirc dhodd be dlowed only in the ram? of 
C l r u m r t . n c e s .  
Keep m mind, however, that it i i  poomble to join a kit 

late, if, for inatance, a charnear io bmugh to the sllvqc 
Cout from iomd other area. E+ch caw mnat be handled 
indiviaudty by the DM, according to the rituation. For 
i n m c e ,  a charater cannot become an lnheritor afar tat 
l e d ,  but ewld become an uioehte member of h e  ohhe 
ordbrr. A charrorer whewanted to become a Gaubho 
could live with the range riderr for a time, leaming the 
appropriate akilli and gaining acceptance from them. 
Someone who wanted to beccrme a Shaman would have a 
dificult time, but might be accepted by a tribe after a long 
~ r i e n  of ceremoniei and inktiation &hto. The DM might 

1 2 -  d e  the charactqx. give up certain o k i h  aplk, or hnbih 

, , . .  , &mii&,r multi-clam character can 

any kit., priferriirg tkad each plmyer c 

.iid b u l d  require the character to much of th 

ulti-clua ok so cerit 

come informah.  , & g d n $ t h r l l h  
Mili- DM coutd aIb%v b l a p r  rhr r r  



The moat Lnpsrtant addition to the mien for thh 
retting are t h m  concerning the Red Curie that 
overlie the rsgion. Becauae of that, much Q€ the 
material in thin chapter ia information that only 
the DM Bhould know. Re1eae.e of it to players 
l h d d  be canfully controlled. 

Though the Red Cune is potentially devu- 
tating, there are ways to channel itl nue;cl 

energies, and to aomc i ~ ~ l i v i d d ~  the 
cune in more of a blslning. That ia 

bocauw the Swap C0p.r i i  wgid 
in wayn other than juat ita cum.  It is 

sub- 
atonce& vermeil and cinnab~~l ,  and 
the h e r  can be uldd for protection 

kom the Red Cum. 
%chapter de* t h e w  aure 
d ita +, the msgid rub.tenclu 
of the e o n ,  the acquisition of h a -  

cis, and the Lepcier thendw. 

proper rtep. are not taken to protectag&rt fhe c-, the 
d€ected q d i v i d d  w d y  autkm some chpnee in p4.;..1 
.ppaar~cc. or lome other detximentd &a, u wdl u an 
attribute IOU. Then  cue various side effects o€& Red 
Cum. For mat people, the acquisition of a LespeJr meanan 
loaa of herlth. or of mental or phyeical prowera u well u 
some unpl-t peY.ical manifeatation. 
For example, lomeone who receives a Legacy of great 

strength might gain it only in one arm, w d  that um might 
grow to huge proportiogr, while the re# of the body 
remains relatively normal. At the same time, the penon 
would lose Intelligence, forgetting thow thisgr once 
learned. a d  pouibly even hing the ability to leun. 

However, the magical nub- cinnabsyl protects from 
the wont effects of the cuw,  w h i  allewjw indivi&& to 
enjoy the benofita. Cianabryl, and other m a + l  rub- 
stances, w 4 to manipulate the c u m i  nngic to brpeti- 
cial p w p o ~ a  even dowing m e  people to gain mwe tbm 
one Legacy. 

. 

OLo home to two unique 

& 

The fundamental eRectl of the Red 
Curse are twofold. First, every 
pereon who spends time in the 
c u r d  M. b e ~ n s  to mrnifent an 
extaaordinary, magical power, 

known M a Legacy. Second, if 

.. 



the curse can be l i d .  (Thin can lead to an interenting CPIII- 
paign with a very definite god, if the player charactera 
ieuch for a mcana of ending the Red Curae.) But many 
people enjoy the bcnefita of the curse, from the peraond 
Legaciei it given them, to the way it harm3 their enemiei, 
and the chnoa it im- on the region,doWinga dever per- 
aon to & to great political power. 

Following are a few commonly held theoriea concerning 
the origin8 of the curae. Each of them circulatca the region 
periodically u Iegond, and ..gel itudy them all. 

%e Dqonnfall 
&cording to t h i  legend, many yearn ago, dragoni roamed 
the lands, and were often aeen in the iky, The dragonr met 
in p a t  conclavei, where they decided how they nhould be 
governed, and how they ahould relate to others, whether 
drpgona or other racea. 

Then, the dragons began to war among themrelvei, for 
reuona lort in the mbtl of t h e .  It i i  wid that the leader of 
all the drsgona WM saddened by these conflicta, for he had 
believed that the noble dragons were above the petty con- 
flictl of other racei. 

Eventually, the dragonr' leader w u  able to fmd out who 
a w e d  the conflict, but to do i o  coat him pa t ly ,  for he had 
to battle other dragoni. Grievourly wounded, the dragon 
leader left the acme of the battle, and flew to fmd the inati- 
gator, leaving a great trail of hia blood. 

The great dragon finally found hia hated enemy, a pow- 
erful human. They fought for many daya. In the end, the 
dragon won, but only at the coat of hie own mortal l ie .  AI 
he lay breathing ht Iut, he laid an eternal curie on all the 
landi where his blood had fallen. So great w u  hi8 curie 
that, in effect, he gained immortality. The red vermeil that 
blows on the winds in the living remnant of hin blood, an 
eternal reminder of hi8 pain. Becauie of it, the curie in 
eternal. 

The wording of the curie w u  such that all who lived in 
the area would iuffer, becoming twisted relic. of their for- 
mer nelvea. Yet, the curse would d i o  draw the greedy and 
the power-hungry to the area, leading them away from the 
reat of the world, to a aecluded place to eventually dentmy 
themaelvea. 

Another tale cloima that the wallaraa, known to many 40 

chameleon men, once had a great and powerful civiliEation. 
Dewended from drpgoni, the wallaru were altered to have 
imaller forma, so they might interact more freely with the 
human and near-human racea, and apread the wiadom of 
dragoni to them. They brought many great things to the 
world. 

Then came the aranea. 
They were evil ipider b e i i a  who, in their mgance ,  con- 

mur 
IUU k p n a  auws that m y  oentuaiq ago, bebp that were 
half man and half acorpion roamed the land that would 
become the Spvsgc Coat .  They became frienda with the 
ancient people of Nimmur,, the anceatora of the enduki, 
whom moat call minotaura. At fmt, &e mnwuoorpi- 
oni were friendly, even helpful-but they hid a deep and 
abiding love for chaoi. Eventually, they turned againat the 
good people of Nimmur, and against the Immortal patmn of 
both racea, Luion, ruler of the Sun. 

Ixion WPI angered, and he took hia bleiaing from the 
manicorpiom, d i n g  them vulnerable to tbe l i t  and heat 
of the eun. Wherever they atood, xnanwppiona burnt to 
pilea of red aah, which we now know u vermeil, The power 
of Ixion WM p a t ,  and it .pnL into the land. N w  all people 
who live here gain power from the land. 

But the red u h  from the nxmacorpioni fliei through the 
air, and it polona all who live new it, giving them bizarre 
PMictionr, u&aa they dig to find the receptpclu oflxiw'i 
power, the magical metal cinnabryl, which still protecta 
people from the traitorous manrcorpiona. 



Eroh of the l ~ u d n  above contains at leut pur of the truth, 
p t  none'tall the complete Tht Red Curre ia actudy 
composed of .err4 cursea and blcuingi. It i i  a m u l t  of 
lapcnl a~nflicta that mbk plrace &ut 1,MH)yeu~ ago, dut. 
in(( a h e  of m+d tmublea. 
Roughly yeui before that time, the Nithima were at the 

W h t  of their power. They built an empire centered on a 
mat river, comtructing immenae PJnnmidi thrm$houn the 
surrounding dererts, lmda that would eventually become 
home to the Emiraten of Maruam. But the phuaoha of 
Nithia also ient out exploratory expedition. to other 
regiona, discovering the Savage au t  about 1,700 yeui 
ago, and itarting a coloqy then. At abdut the ume time, the 
I f i d  Thwtoa  decided to &rtmy Nithian culture. It 
took d n m t  twweenhlriiei to complete, during which t ide 
Tbanatoa led the Nithiam to irritate almoat dl thd other 
1rmaOrt.L. Butin dk end, the N i t b  weredeottoyed. On 
the Savage h a t ,  their diaappeu'ance took $ace alMoBt 
o h h t .  
Th other I d a  alm c o n w e d  m incredibly power- 
M aa&antmedt known u Tbe SpeU~Obliyion. Thib magic 
&ected nrrry liviry, m o d  b e i i  in the world, robbing d 
of any memMyof the N i t h i i  a d  d w  oftheir 
monument# arid artifacta. Bot on the Savage Conat, the 
deatraction w u  not ahablute; L few PJnUnidi were I&, u 
WM L legacy of w t  and philoaophy. The people of the Sap 
age Coant have no true memory of the ori#ina d thoae 
thiag~, however. The mrnicorpiona of Nimmur believe. for 
example that they simply migrated wewt, rather than baing 
driven by the Nithimi. And molt people believe ancient 
Nithian dach to be remnant6 of w&an outpo6h. 

While the Nithima on the Savage h u t  were in power, 
they were great worken of magic, involved in a conepiracy 
to wrebt power from their pharaoh. Their wizsrda had even 
created a powerful nugic which was the root of the Lep- 
cier, intended to give apell-like powerb to many oftheir 
troopi. The Swage Cout N i t h i i n  dm net 1-e @a cre- 
ating a mqicsl mctrl that could be mined and ah+ into 
magicd weapona. Thin wan the origin of einnabryl. Bat 
doom fell u p  d N i t h a  befw the reb& could put into 
e@& theii plan to .tt.fk. 

Meanwhile, the manacorpi6na - having been driven 
wHt by the Nithiana - h d  been accepted by the endub of 
Nimnrur. At about the inme time M the Nithian deatruc- 
tion, the manacorpiorii turned on the enduka and drove 
them out. In fact, the enduka only i u r v i d  thi. treachery 
k u i e  theywere aided by their frienda the ee 'au ,  from 
acroia the sea. 

The I m m o d  Ixion punished the manccorpioni with a 
two-fold came. Fm, the nrPnrcorpiolu of NLnmur (on the 
&ern+ of& Orc'a Head peninnula) beuM vulnera+ 
Me to Ldon'B power, that of the nun. M.ny were incinerated, 
and the reit were driven underground. The &ond part of 

U n k  curse f d  doq the mt opthe & e ~  w, t o d  
t h t h  nunidorpione rtill at ruioua pima d o q  it. 
T h i i c t m e d ~ ~ t h o a e ~ ~ h f p w e r ~ d d b e  
doomed by it, hLvLy theiibodiw -,.and dlek wnpl 
mdp~mlrbilitieadcpltasd. 

AI might ba rxpcctud, Ixibn'i curse acted itpon 
who gained power, even tbore whts were undl t in& 
granted it -in the form of L6gacln - by &e Wthian 
enchantment. Thui, thd bgacied are the re.ult&one 
enchantment, md the d.&meht& d wid dent bm 
the renult of mother. 
During the time of the Nithiian and NipuauriUr codlict~, 

there wan also a war between the mager of Hmth urd the 
wall4ru. Mort people believe who know anything ofthe 
u u n a  Mew fhat tht race bqan tci d e c h  about S,,OQo 
yem w, 4eing supplanted byhuman .nd. ehaaMiludi. 
But thia i i  nettbe cam. An explained in Oliapter 6 o F t h  
W oftbe Saw C w t  book, the a r w a  bcgn (b 

othet Pormn, and the " h u m s  rml blves"who r u p p h t e d  
them were ac tudy  armen them.elver. %e "b8thb;nr" 
mannged to k e q  their =ret d , m d  itill do 10 +qy. 

However, the walIuu -a wry wile peopk, able to 
diicern what w u  real and what w u  not. "hey ademood 
the lcvct of the Hesathi#.  But thqW hotking 6th the 
kndedge, bec~wtheywmapcsfel\ll people, c&m 
powear knowlbdp without uaing it, deapite'tiie fwt that 
H e n t W i  had o c c u i ~  used kPlLru u stock for mng- 
i d  experiments. 

"e the Herathima, however; the airllrru' kn&W&e of 

H e r a t h i  lired w d u u  in &u experiment, idb 
in8 tbeii euence into lizud h n  tb creste the iaorr .dvmcrd 
.pcC;..& who eventu+be&me the duulu. 'Ihc w.ILk 
nation prateated, and the Horathiana fa red  th& the wal- 
l u n a  would ipread their aecret. So the magas of Heath  
releued a m8gicd p l w e  upon the w d h i  ~ t h ,  f.uaidg 
that people to forget all they knew about Herath and its 
inhabitanto. UnEortrinately, the plyue worked mo well. 
Within two cent&&, it had 4 80 much of the w d u d  
knowledge that the race reverted to a Stoae @%vel af 
CLchnoiOgy and Wing. Thin drew the attmtwn ' dftbdwdvlll. 
l u u ' ~ t r o r i ,  &e ~mmorta~ Cslled the Great One. 

The Great One itopped the devolution of thewdlaru, 
leaving them frozen at their current level of development. 
He then laid an enchantment on the uu, CM+ hia blood 
over the region roughly 1,600yeUB ago, at about the u m e  
time u the Nimmuriawnd Nithin codlicti. That blood 
became venke& and, it clouded d re* of ma& in thd 
area, greatly hide+ the wi of h t h ,  keeping them 
fro& win(( dMnationa on theit enemiea, even'demying 
their abilii to detect ma+. The Great Onek enhntmdnt 
dbb c8tdped dn other magid forces-the N& 
and Ixion'a cune-linking d three together, while altdng 
them diihtly. 

Enraged, the Herathianr gathered their powera and 

their'wmt WAI intotenbk. &+dxht+ 1,myUn ago, 
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fought back. Wary from h i  effbrta td help the mlluru and 
hinder the,uanea, the Gmnt,One could not prevent their 
interference. The magee of Hernth were able to contine &e 
cunei (all linked now) to amall UTM at the euat?l'edgc of 
the COLII, in the lands that would eventually became the 

Nithians, who are remembered,by no mortal!. Thus, a d -  
ing out their mota would be c x b w w  dScult. It d d  
pmbably i n ~ ~ l v e  uktrg M h o d 8  m d  the Im116?t& ab 
un- to talk h t  t h C  NittiLni, ot even admit thct they 
once d, acept under the M of Circumrtmces. 

time to time a few &map crc 

the mont recent wave of coIo& 
to the area. Even the 

Fm&, only a year .B 
failed, for about &week. 
capital, Belphemon, WM 

the spider people's mag 

e would be, ncedleii to bay, 

decade. 

epic qucn, thii tuk would 
neverance. 

make it possible to remove jlut i 
part df the R d C u n e ,  the Lag.- 
ciei or cinnabryl'seem to be the 
place to &tart, dnce they were cw- 
a a d  by mortal nugic. But them -, 

the most beneficial parts ofthe, '  
overall "package," qnd there 
would certainly be objection . 
from the many people who . 
stand to lone from their removal. 
In addition, both started with the 
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to the skin, cinnabryl protects the wearer from the detri- 
mental effect8 of the Red Curse. Fortunate (or wealthy) 
p p l e  wear jewelry of cinnabryl to protect themselves from 
the curse. The metal radiates magic, and also gives off a 
alight reddish glow; its radiance in necessary to make crim- 
non esaence. A protective item made of cinnabryl ia typically 
d e d  an amulet, while those designed for creation of crim- 
.on auence in called a taliaman. 

Mer being worn by a living being for a while, however, 
Annabryli magic becomei depleted; it no longer protects 
from the CUM. Strangeb, the d s  weight decreases as its 
magic depletes, so .omeOne able to teit the material's weight 
and duplacement (a j e d w  or dcheqilt, for example) can 
determine how long a umpbof the materid will last before 
becoming fully deplrtsd. Since it8 uaefulneu har a time 

limit, cinnabryl muit be replenished periodically. Conse- 
quently, it is in greqt demand and hunted d m w  wnrtantly. 
Depleted cinnabryl is d k d  red iteel ( w e  the subsequent 

Cinnabryl .ho h u  effecb humful to thoK ndt auffering 
from vermeil's cune. Thu keep most people from taki i  
cinnabryl away from the h v y a  Cout.  When cinnabryl 
becomes depleted, them potentidly humful effcctl d~rp- 
pear aa well. See "Effec@ of tlH Red Curse" later in this 
chapter for fulldet.ih &d@ction ofckuybry, and 
the subt~ce ' i  various e-. 

Cinnabryl u found in d e p i t a  in mmy p h e a  dong the 
Savage C w b  and o h  in thrt mgion. Tka dqcuit. conah 
of clusters of rounded nuggets of pure cinnabryl. These 
nuggets are generally found in reddish clay, and small 
deposits of ateel seed (see subsequent en-) are often found 
with them. 

Unknown to all but the moat learned of wizardn and 
up, c i n m b ~ ~ l  is ~lf-p~rpct~ating while in de@ta of red 
clay. That i., the metal produces more nugget. of itself while 
in that material. (The N i t h w i  deaigned cinnabryl to be a 
self-replenishing supply of magicd metal.) Thin replenish- 
ment is a slow proceca, and it is possible to over-mine 
depiiti.  which meam the metal might aorneday diaappear 
fmm the Savage h t .  

may). 

Redsteel 
When the magid pmtsaive effect. of cinnrbryl have been 
completely depleted, the remaining rubstance is red steel. 
This is a lightweight, dull red metal (it does not glow like 
cinnabryl and vermeil). Red steel ia hud  without being brit- 
tle. hold. M +e very well, and weighs only half M much aa 
iteel. Thru, it u in great demand €or the md+ ol weapons. 
&caw red ateel in inherently weapon8 made fmm 
it M itrike c r e a t w  n o n d y  hit only by enchanted we- 
ens, u well M thw normally itruck only bytilver or cold 
iron weapons. Red steel dio holdi enchmementi well, so 
dong the Savage Coait it is the preferred baie metal for 
magical armor, weapons, and other devicea. The metal'a 

,,., e... I . . , .  .u j\ . -1, . ," I / - . ,  

popularity is spreyl 
ateel remains on thc' 
Inheriton. 

Legacy is used. See the note8 later in this ch 
tion on the Legacies. Items made of red ste 
cusud in Chapter 6, and a full description of 
appear8 there. 

Armor of red steel can also adjuat its shagrwhen a 

Thii substance is a potion that grant. Le#a&sr.to tkg! 
imbiber. In most cases, t b  power g.ih im.,rudoa end t a ~ .  
pow, but rome peoplc learn how to control muhipla Lot; 
cies,'ud can rue c$maon e&n& mpoucu extra Lalroiqr 
psrmmently. 

Woon e- u a liquid d i u m  created from v . 4  
and +r mbatancee. Once the liquid haa been 
carAed ,cl,oie to the body and bathed in the 
c indqvi  foi a time. people create cinnabd ,& 
with v i a l  holden fotfuryin# their potion viali. whsn 
,,ready to be ured, crimson eiaence glows red, and rwtn 
within iparkh with m6ucted I;Sk. 

h t i m  afcriqon CYIIIKX req* twoJnonthr ffw .n 
Inh&) Oi ah orondm (br +one,&), F+l dew& w'bp  
found in h,&lcriptlon ofthe Inbbriea in Qyltn: 2. 
d d b  rn the s t k t  ofthe pDtion mhd,in chrptor 

. , .A ,Y ,,.. .. 

steelseed 
Steel Ked L a silvery-red, y a n u l u  iubitanue found with 
deposits of uinnabryl. Alehemiat* and iages have deter- 
mined that h i  seed is cinnabryl that haa been depkted of 
its magic before having been mind. These same wise folk 
hwe not determined how the substance becomct depleted, 
however, becauae it seema tu be different fmm the organic 
depletion that chPnges cinnabryl to red steel. 

In any caae, steel seed i a somewhat hard, slightly brittle 
substance that radiates magic, in a manner similar to ver- 
meil. But steel Kad does not glow. It is s o m e t h i i  like cry.- 
tallieed red ateel, but cannot be forged into weapona ot 
items as that metal can. Steel seed in impo-t c o m p  
nent in imokepowder, and may possibly be uuful in other 
magical preparations. The material i i  found in amall 
ammnta wherever cinnabryl d e w i t .  are found. The only 
known luge when of iteel need we Ermnd in the & ~ a y l  
minea near Smokeatone City, in Cimwron County, of the 
Savage BMnies. 

.,. I .  ,. 

, ::" 

In the RED STEEL umprien aettirq, nmokdpmds can bc 
created by combining vermeil in a .pacific proportion with 
80ael seed. In all other respecu, smokepowder w n f m  to 
the description in the DUVGEONAUSTgR Gu& It M be 
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made only by someone with the appropriate skill and mate- 
r i d s  cas detailed in the nonweapon proficiencicr in Chapter 
4). Smokepowder is relatively common in Cimarron 
County, uncommon in the other Savage Baronies and in 
Renardy, and rare elsewhere. 

Note that detonation of smokepowder can affect the 
depletion rate of cinnabryl. See the section on cinnabryl 
depletion later in thin chapter. 

5 
Au mentioned, th, Red Curse is actual1 iponed of three 
different enchantmenti. The people of the Savrge Gut 
group all effect8 together, and believe the afflistiam to be a 
uingle cume (80 never refer to the "Red Curies" for 
instance). However, there are certain tenns uned for Wer- 
ent effects of the Red Cune.  This section of the rulea 
dacribeu each component of the effect8 of the Red Cune, UI 

well u the time factors involved, and the detail8 of protect- 
ing onenelf from the cunei  detrimentl. 

Generally speaking, the Red Curie affects only intelligent 
beings. However, animals and monstern have been known to 
acquire Legacies. Some of these ruffex the detrimentl of the 
Red Curse as well. Almost all animal. of the curled lands 
arc .Ifected by at leaat the Bide effcctn of the Red Cum. See 
Chapter 7 for notes on moneten with L.qacies. 

_ _  
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The Red Curse hna precinely one bcndicipl effect: the Id& 
ciea. Since t h t  in dwayr aecornpmnied by wme malign 
effect, the peopk of the scvyle &ant h . v ~  rehr tvaquiri- 
tion of a Legacy PI a b ln r inga  bene&, buc Always ab p.rr 
of the cane. The name "togrcy" hearken. tathe &libtion, 
for an arcane power gdnsd ia considered a legacy uf the 
Ikd Cum. 

TheSLegacy io the tirat effect of thearm to manifest. A 
Legacy is a magical, spell-like power; ita uaeria ensentially 
automatic for the user, but iu limited. Legacies are usually 
dmctly beneficial to the user, but can sometimcr be w d  to 
aid another. Further dmcustion of Legacies, and dufnptiolu 
d t h e  Legacies thanlslva, appem i.ter in the chapen 

After a person acquires a Legacy, he or she begins to lwe 
point. from a particular ability wore, iuch u CoMtitutiOn 
or Intelligence. The pre+ number of pointa lost ir vari- 
able; the DM should roll 2d4 b determine how m y  are 
last (note that wearing cinnabryl prevent# moat of ttrir 
loss). The abili6y ncore affected in dependent on the exact 
Legacy acquired, and im u~ually more or le- the oppoeie 
of the m a n e  power gained. For example, a character who 



gains a Legacy of Strength loses points from the Intelli- 
gence score. 

In addition to the ability loss, the character receive8 
another detrimental effect, related to the Legacy acquired. 
In moat cases, this is a physical deformation. For example, 
characters with a Legacy ofArmor might grow ugly and 
uncomfxtable i d e s  Over their skin. 

An individual who a d e n  ability IOU and physical change 
in referred to as an Aftlicted. 

- 
, ,  . Tible 3.11 INITUL LE4MClk3 BY -ION 

la Roll w o n  1 Region 2 R e g i a 3  ' RegioUrl' 

2 Amber Paralpin Anti-Poiaon Anti-MiMile Animate 

4 Burn Breathe Water Craft Item c1rkvoyonce 

7 Detonate %&W Displace 

1 Aid Animal Form All-Around Vision Acid Touch 

3 Annor Bite Ball of Fire Blend 

. .  6 charm chii  cure C l h b  
' CreateLiquid Crimron Fire Disintepte Dcxierity 

D L y i M  
6 

8 Fight Disrupt Find Duplicate 
9 Grow Entangle Float Fed n%;c 
10 Light Farnight Fog Midoile 

Gaseous Form P o h n  12 Proficiency Meld 

Reflect 
13 
14 Sen- Red Shield 
16 sit Repel Metal Phue "Regenerate 
16 speed Shape Stone scp.ntbh Silence 
17 Swim Sleep Shock Spell Shield 

Unlock 
W d e n  

18 
19 Weapm Hand Strengrh Shrink 
20 W i d  Temperature 'Fnnilrte . .: , ' W e h & g  , , .  

Miwile ' '_ 

)Projectile Plant Form Hypnorir " Red Steel' 

, ,  
Fog 

Leap 

11 Luck F b  

' .  war cry Spiken Shoot , ,  

! 

, , I #  . I  

quicker, but never acquire a c o m p b  &iak Cur. Thue, it 
minht take two to five Yearn for a 1 ~ ~ i i r i i ' ~ ~ t  to turn red. 

People living in the cymea lands gradually acquire a red tint 
to their skin and hair. For humans and humanoids, t b  red- 
dening begins wdl before adulthood in the Savage Baronies, 
approximately at adulthood in other lands. The reptilian 
races, tortlei and l i d  kin, &it manifest mineso around the 
+ea of their d e s ,  or in web-like linn through their ski or 
&Us. Furred mcca like raksrta and lupin8 gain a red tint to 
the ends of their hair strands. The winpd men-ee'aar and 
enduks-redden fimt at the tip oftheir feathera. 

In all canes, the coloring spread8, and will eventually 
cause the characteri whole body to appear red, if the char- 
acter lives long enough. M e r  the initial reddening described 
above, hair umually colors next, with that on the head 
acquiring a deep red tint after some time. The exact rate 
varies. though the rate of ipread is rather slow for ee'nar, 
endul ,  gurrsrh, and caymu; it mi8ht.de inrr.lyearr for 
a c h a c b  of one of them races to acquire red skin, d e s ,  
or fur, and they might never get red hair. People of Hsrath, 
Renardy, Bellayne, and shrzak, and tortlea, redden slightly 

but the color would <e limite&o ;he. tipi of individual 
strands. Similarly, I tortleb shell might change in the m e  
period, but leave large p a t c h  of B e n  m.brownarheII. In 
Euadrianr, the akin tone change0 little, and texkhtowald 
pink rather than deep red, but a E u a W d  hdr mmca fiery 
crimson ratl;er quickly, ts iudy Over the c0ur.e of'a few 
month.. W&M MVtr show any'& of doein5 atall. 

The people ofthe Savage Baroniea ItM cole+ ea+, and 
t h e p m m & t i n w d e r r n p ~ .  Evenmdlj4hq.eqhira 
deep, re& tone m their skin, while their hair o h  .ppur 
to be the dark, bl.ckinh-red col& of dried Mood. 

The acquisition of Legaciea accelerates this reddhning 
process. A person colors relrtivdy quickly ( & e n  m and 
origin) when a Legacy becomes enabled, ohrn ~ ~ n g  u a 
clue that the peraon has gained the power. In additidn, an 
individual who has a c q u i d  a Legacy receives an .dditiOnrl 
aide effect: They begin radiating a slight magical aura. A 
maecal aura is d s o  acquired by a perionwho gkih the 
drnimental Sffccts of the c u m  but d d s  not gain. Lngacy 
(am with ee'ur, endukr, aranea. andwallaru). Thebuic 
effect of thin m a g i d  aura L that it befbddlelmort dcteaidn 
speh (M detailed in Chapter 6). The moh'lcgrcies a cluti 
actn (that is, an Inhetirar) gains, the p a w  the atirk. 

Characterb not native to the cuned lando,be@i the red- 
dening process when they acquire a Legacy, which gives 
them a clud u to what is happening to them. N o n - d w a  
never color completely, 'even if they manage' to become 
Inheriton with d e v e d  L.&cies. 

The exact amount of c01oring a charkcter'endurn is left 
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to the DM and the player. This should be something of a 
role-phying choice, influenced by the character’s origin and 
how the p k r  wan@ the character to I d .  

I 
5 

Manifedatbn of Effectr 
The following text describer the Red Curre’s effects on a 
person not protected by cinnabryL 
For natives, the reddening of skin e d  hair h srpically the 

first thing to v i f e s t ,  starting well before the character 
reaches adulthood, particularly in the Savs(le Baronies. For 
all character., the bane starting age (given in Chapter 2 of 
the PHB or in Chcpt.r 1 of this book) can be considered the 
approximate .ge of adulthood (most races mature slightly 
sooner than that). 

Moat people gain a Legacy when they reach maturity; some 
develop earlier, while a few gain the power later. Despite what 
any sage w church might claim about fate, a pnron’s Legacy 
is ersentially random, though related people tend to have 
related Le& and some Legacia are more common in cer- 
tain regions. In some very rmdl villages, vLtrully d people 
have the saane Legacy. If the DM known a chPncar’u parent- 
age, and the Le@es of the character’o relatives and neigh- 
born, these nhould influence the choice of the character’s initial 
Legacy, Otherwi.e, the player thould roll ld20 and conr& 
Table 3.1 and the map of Legacy regione. The map showi 
numbered &OM; the table identifier Leg& by thow .PRIG 

nurnbeqs. Note that wme are- bet~ng to regions some dis- 
tance apart. In $he + numbered for the region in which 
the charsaer reaiden, 6nd the Lesacy on the name line ar the 
number mdled ov ld20. 

*le who travel into a c l p ~ d  area pftn reaching &ty 
also gain a Le,gacy, unleu they belong toa race t h t d w n o t  
acquire initid L q a c k  (aranea for Pa, e e 5 ,  end&, and 
w&aa for NPC.). Non-natives arc completely uMffected 
for a numbcr of dap e q d  to their Constitution KWW qne day 
later, the Legacy manifem. As with native charactcra, the 
PLyCr ofrmn-nativq should roll l&O and c o 4 t  Table 3.1 
tadetenniaewhichLeepcy.*pcquLed. 

The fir& indicationn of the manifestation of a Legacy (io 
both native8 andnon-nativea) are increwd reddening of 
the perwn’a skk or hair, plus a tjngling in the extawmitien 
and L cubdqed K ~ M  d euphoris Md power. T h i  ”Time of 
Grace” b t s  for about a week (ld4t5 day.), during which 
time the parnan can activate the Legacy once per day. 
Natives are well Muainted with the symptom, wd know 
that Legacies are activated by force of will. They immedi- 
ately seek to obtain finnabryl (ea the following adorn). A 
non-native will not automatically vadoritand what in Iq- 
pening, and m;eht need to conedt a I d .  Still, the Legacy 
might be activated in timen of atreis, if &e DM deems it 
appropriate. For example, a non-native chwacter whose 
Legacy hu manifested might unconwiou&i activate it when 
threatened by a monster. This would certainly be a dus that 
wmcthiig har happened to the cbnracter. 

After the Timq of G r w ,  the Lagacy become8 fatly 
enabled, and the user can activate it the standard three 
timer per day. Thin c o i n a c e  with the bagi.l)ing of the 
“Tie  of Lons,” which laa* for 2d4 day.. Each &, the per- 
eon loses one point from the ability listed for the Legacy 
acquired. If any ability score other than Ch&ma dmps to a 
~coue of 0 or below u a moult, the charactee dies. A Cha- 
rirma of 0 or lesa rimply means that deformation h u  ren- 
dvcd the character extraraeliy ugly. 

A After the  Time Qf LOCB, there begins the “Time of 
Change.” It is during thia period that the phyaical detri- 
menta of the c u m  manifcat. In most cues, the body of the 
offected individual beginn to change in ionn way. An with 
the ability loss, this physical change depend8 on the exact 
Iagacy gained, and b d e w  with the dewription of the 
Legacy. The Time of Change lasts about a week (ld6+4 
dap), during which time the body of the affected penon 
t r d o r m i  slowly. If the #emon har a Leg* that does not 
cauae a physical transforqetion. the other detriment(s) 
begin to slowly occur over the period of time d u d .  

Those races who do not gain an initial bgacy still go 
though the proceaa OE reddening, and a11 the reit of the 
p m c ~ s  (Time of Grace. ‘Kme of Lou, and The of Change). 
An indicated, they do not actually gain a Legacy. However, 
the DM does determine which &g.cy the p c ~ m  wauld 
have gained; thin dictates the ability affected d*.*e 
Tme of Loss, and the physical transformotioa &at tJres 
place during the Tie of h. 

T h e e  individu~lla who have @wed h i l i %  IOM and 
physicd transformation are referred to u tba “ A M i , ”  
Afnicted are considered k m u t a h ;  tl k d  
and dcptroyed by iome peopte, though thqir ,. - . + h t  
hy to obtain cinnabryl to reverle the dsccts. 

. 

lbte&on: chulaw 
When apereoni Le&w3’ k d e a ~ ,  the indkiddbu B 

few dap to obtain a oinnabryl *let to hdd of€ the d& 
mental &&. The ~det .hdd  ramrio b Contactsrith &e 
penon, which means either touc.$iae tbe &in or wparated 
fmm it by no men tbpn a t h i n k  of dot&. 

People who do not obtain c ind ry l  de- rlwly, ar 
dariledinthcpnviowtqt, I f ~ ~ w ~ ~  
during the Timeof Grw. they lose d y  me point h t h e  
designated abiliw scow &orten+ t4c Tiq of Lorr to slla. 
day, but this ability IOM in p e w ~ c n t  An individual war- 
ing cinnabryl from tbc beginning does not go through the 
T i e  of chapgc. 

CinMblylcan .Ls c o u n t o n c t ~  effscolduthave 
.Lecldyocourrad,pwidqdnotwmdtimebpqndpil(luda 
peMnWmPriegcinMbryl*tao~dy.dth9TLmd 
ofLou,thebu,ofwwrsn~taiaw.Tbsemcarof 
louimrened, . n d t h e ~ r s s s i n . . b i l i t y i c n r ~ t h  
uail d y  1 point bebwthe o&iuatrora. 

Regardleu of when a character be* w e d  cinrubryl 



1 point is alwayn permanently lort from the ability score. 
The IOM ofthat point i not reversed by cinnabryL 

If an individual b e g i ~  wearing c i n d r y l  during the T i e  
of Change, t h e p r o p u  of the transformation halts immcdi- 
ately. Regudlus o& how long the churaer  hpr been chang. 
ing, the time required to reverie tha change ir lac4 daym. 
The tramformtion i dow and rather painful. 

If the character a top  wearing cinnnbryl for a time, the 
detrimental effectr of the curie can occur again. A new TLmc 
of &.a begins, bhg& one+, after which &e ' M e  of 
Low and the Time of h g e  begin, owwring d i i n u h h .  

At such a h e ,  the &cctnd pMon lobes the full 8 pointa from 
the designated ability more, a proceei that requires eight 
daya. The truufonnation r e q u h  the m e  amount oftime, 
and is quite painful. Aa with the atandud Time of Loss, a 
chuncter can die (or become exceptiolully ugly) becauac of 
ability score lola.  During this combined Time of Laos and 
Change, the pmceri can be itopped if the character begin8 
weuingciunabryL As with the other timu when cirwbryl i 
worn, the proceis o€lw and change atop immedi.tely. How- 
ever, after th is  discontinuation follown a period of i tah) the 

Wheneverc~uwomnexttothellrLditallysdicril~ 
&a become depleted. One ounce ofthe d riu d+te 
in a week ( m n  +). So i fen u n r d o t ~  eight o u m  
in worn. hr hutmae, ita pcwm dniru in aightundu It i the  
amount worn t h t  i. importmt, d h e r  than the number ef 
items worn/ A character wcarinu two s -  

brooelaa of cinnabryt each weighin8 
eight ou110c1, im protected for 36 
weeke. Both item. are 

character remain8 at the ability score an 
adjurted, and in the state of transformation 
reached, for a period of 2d4 daya. After thin, 
reversal be+. The ability more return at 
a rate of 1 point per day, again until the 
character's ability ia 1 point below the 
original acore. The reversal of the trana- 
fomrption takes loqpsr, 2d4+6 +. 

-WA- 
If the proceiaca-of loes andchange 

fn ever completed, the person is con- 
&red fully AkXicted, and special mea- 
sureo must be &en for rentoration. 
See the following section on "Recw- 
ery from Amiction." 

Everyone with any intelligence 
considern it important to wear 
cinnabryl from the moment the effects of \ 
the Red Curse are firit detected. Natu- 
d y ,  thk. maker cimubryl a valued commod- 
ity. Note that most p e d e  wear an amulet of 
cinnabryl, simply a neck pendant (or other 
piece of jewelry) duigned to place cinnabryl 
near the akin. Inheritors wear cinnabryl ulis- 
m a ,  amulets designed to hold a vial for pro- \ 
duaion of crimson euence. 

Someone who has been 
affected by the Red Curse, 
acquiring a Legacy and suffer- 
ing the low of an ability point, 
but uainu cinnabrvl to hold off 

Q 

. 
" 

further change, L.,conridered '3 
"Tainted" or "Balanced." The for- .I 
mer term is used mostly by the com- 
mon folk, the latter by Inheritors. c. 



ifa person removes the bracelets after wtpring them together 
for eight weekn, each would be pcd h r  four we& done. If 
thir neem complicated mrthematically, w d ,  it doer to the 
people ofthe sllnge &ut u mll. Since the depletion rate of 
cinnabryl i r o d  to the popk, &mytend to wear one item 
at a time, ururlly an eight ounce item that hu been teated ud 
u y.nnteed br ekht weka, or a one-poud item gumranteed 
for 16 weekn. 

Note that the weighti mentioned here are for cinnabryl 
that has not been depleted. Aa mentioned previousb, the 
nubstance’a weight decMues u ita power diminkhcr. The 
octud weight of cinnabryh compared with i u  w, indi- 
cates how long the cinnabryl item 4 b. Thin testing of a 

cinnabryl item can be performed by jewelers, dchemiiti, 
amitha, and =me merchantn and traders. A plqyer character 
can lurn to tent cinnabryl without the expenditure of a pro- 
ficiency slot, but acales and a marked container for water 
are required, ps ia knowledge of the simple equation for the 
tent. Only a tryly nuty pereon would midead another M to 
the time a cinnabryl amulet can be expected to last. b t  
iuch a thing hu been known to w u n  

Note that detonation of smokepowder can increase the 
depletion rate of cinnabryl. Fortunate!y for m n t  people, thia 
affcctr only cinnabryl worn by Inheritors, due to the odd 
interaction between the m.rrical iubitances and the Inhari- 

for cinnabryl to be used to reverse the condition. The 
AMicted muat be&n wearing cinnahryl Lnmcdi.tady .Etu 
the MMYICUMC ia cut. 

During the l h t  week b&r,  + h.pprm (except 
that the cinruhyl deplstu at tbe normal rate). W at the 
endofthrtweek, the~ncovm1pointb . t fronnan 
ability wore. The chncta continuei to reouver loat pinta, 
at a rate of 1 point every third day after $he fint point is 
rmcovemd. 

Once tk ability aconi have retmned to n o d  (that u, 
one point below what they were when the chanater wan 
originally created), the Afflicted muat receive another 
lymove cutwe rpell. Thin causes the character’s phymicrl 
traniformrtion (or other detrimemtal effect) to  begin 
reveriiy ibelf. The chua&er mull make a system ihock 
mll. If this roll ii faled, the character C M  never recover 
uyr h h e r ,  and m w  pnannently i&r the &otl of the 
physical change. But if the roll ia aucceuful, the individ- 
ual’. traniformation reveries in a proceii teking 2d4 
weekn. The I W ~  proceii ir very painful, and actu.Lly 
cauw dam- to the character, at e rrt. of 184 hit point. 
per day. Thui, the recovering c h u w t e r  will probably 
require a fqw heding apelli during thin period. Natural 
h u l i  occuri at the n o d  rate, and the healin(l profi- 
c i p q  help u ia rtandud. 

I 

tors’ bodien, which have been imbued with _, , .  I 

multiple Legacies. A nmokepowder exploaio ., ’ , , ,  , . , , , : . ’ ,  ’ .  ; ;,  I*, ’> 

feet of an Inheritor causes the instant depl . , * . ‘ I  *:.. .*;> ‘~,.l . 
worth of cinnabryl. The amount of imoke 
explodes does not matter, aa long as it U et l su t  &ugh to 
propel a bullet from a wheellock pintor(*bwt one OUIICO). 

If the character is not curying at le& ~-we&a.worth of 
cinnabryl the Lplount carried is’insM%depleted, and 
any time left over ir applied to the  Time of’+ and 
Chaage (U detdled preriOudy under ‘Manifeatation of ’ , ,: 
Effects”) a i  , i f+ chtacter had ‘ rkpped  wearing 
cinn.brgl ThtU, n~Inhari t6r  caugb-by a rmokepowde 
e&i&bile M.Ei9 leal than an om00 of c i w b  
will exjkknw +hrp? irvard d+ wort?Ofthe 
Ldts and -#tin a h  aeconds.&c.uae d 
the pronounced dlbctrbf cinnrbryl deprivati 
try not to all& thenuelves to b. caught w- IOU than 

acussed, cinnabryl CUI protect people from the wont 
efF& of the Red Cum, andcanrven- rome 0Ethe.a 
effecti. However, there ia no complete cure for the Red 
Ggw, only prevention and cmtinuing tmatment. It ir pa- 

‘I’bIp to come closer to a cure if the character leaves $he 
, d L n d r .  

character to leave the Savage Cout 
the Red Curre. ofice laam 

Lndi, nothing u n u i d  hqaperu for a n u a b a  of 
to the ch.nCtcr’8 CanbtuQn. But & the end of 

thia’poriod, the chwcter  suffers the loss of any and all 
~ :.lyaciea. When thin occuri, tbe Lcspoy (a Legacy) =ti- 
vates automaticalbr, Each w e  of a Ly.cy h iwnuximum 
effect and duration. After one Euiiu, the next b+u, until 
the character h u  uaed each of hie or her Lyci &,maxi- 
mum number of timea allowed. in thL U o n ,  the Legacies 
“bum out” of the chuncteri m. 

both ’ , h f W r l l t h c ~ e s h a v e r u n t h ~ t , t h e c h . r ~  
mnnt make a iuccuiful n p t m  ihock mll. If thin d n #up 
fouFL,nathing elrc happenn; but if it f&i tho character 
&d,b&hit point and immediately f& unconecious 
f& Id4 h i m .  No heding m&c lean powerful than a )nrI 
spell can help the character during si time. 

An Aftlicted who leaves the curled lands reguna lost 

Some people + m e  htuy A i c d ,  either from never weu- 
ing cinnabryh or &om cowing to wear thrt metal. 
To become fulk &icted, an individual mubt c 
the lois and the chawe. Aft 
detrimental effecdl of the Red 
Though the iwnow c m  
Red Curae (sea Chapter 6), it 
recover. The Afflicted mubt 
spell, but the spell doea not 



ability pointi at the rate of 1 point per day (though the 
hritid point lwt is atill not regained). If the character hu 
undergone phyaicd transformation, thie condition i8 not 
revcreed. However, when the character ia outaide the 
curled area, a mmow CUMC apeU c u t  by a 9th-level prieat or 
a l0th-level wizard EM reitore the individud'a body to ita 
naturd etate. If the detriment w u  aomethiig other than a 
phyaical tranaformation, the effect ceaiei  when the 
Legacy i8 Iaat. The red tint the character acquired while in 
the land. of the Savage Cout grrdudly decline8 over the 
courae of the next year, leaving the charactcr'a hair and 
akin their original colom 

Any character who wear8 cinnabryl after leaving the 
cursed landi suffen the Ioai of 1 point of Conatitution per 
day. Thu condition ia often referred to u the "red blight." 
It continuea until dl Conrtitution hubeen lost (at which 
point the character diel), until the cinnabryl deplete8 
completely, or until the individual #topa wearing the 
cinnabryl 

If character8 iuch a8 thia ever go back to the Savage 
Cant, they are conddcred non-native ~ I W M  entering the 
region for the k t  time, in regard to the time until the Red 
CUM takes emct .g.in.lbgaciea paseased before are not 
automatidy regained. If a character remaina in the land8 
low enough to grin a L.qw, there u a 60% chance that it 
will be the name Legacy u WM inithJly poawued, and a 
60% chance that it will be a o m c t h i i  else entiqely. In +tr 
caoe, the manifeatation of aymptomr follo*ivr thp urual 
courae, includLy the permanent lwr of another point hpra 
an ability score. 

AI mentioned; the lolc beneficial effect of the Red Cuke 
i8 to grant a magical power, a Legacy, to nearly every 
intelligent living being that e n t m  the curled area. These 
poweri w much like wizard or prieit apclir, urd draw on 
the lame energiea M a wizard's m d c .  The only PC race 
whoac member8 do not gain Legaciea automatically are 
aranea. Yad goblinoida are dao u r u d  to auffer dl the 
effect0 of the Red Curse. Some tribe. conoiit only of 
Afflicted. while other8 are able to obtain cinnabryl to 
protect themselvei. 

Inher- 
itor, pursuing a life path that will grant them more Leg.cies. 
For a full dewription of the Inheriton, yc C4mpter 2. Some 
clarifications mpdng rules UT provided there. 

M e m h  of amy PC race can c h w  to become 

For moot people, gaining aingle Legacy and acquiring 
cinnabryl for pmtection u the end of the pmceu. Inheritors, 
however, ntudy the Legaciea, and learn to channel more 
+d m e w ,  g r ; l i  multiple Lqaciea. 

An Inheritorb i n i d  r;cepcY gained in the aame manner 

PI that acquired by anyone eke. AI with rnwt abilitiu. the 
extra Legaciei ate gained accofding to chuactdr level. 
Inheritors acquire a second Ly.oy when they arc initiated 
at lit Id. They we crimson m n c e  to gain an addit id  
Legacy every third level thereafter. Junt AI a w i d  muat 
achieve 3rd level in order to caat 2nd-level apepella, 00 muot 
the Inheritor reach 3rd level before pining another Lem 
it in a matter of learning to control the energies. AI explained 
in Chapter 6, crimaon easence normally grant8 o Lsgacy 
only temporarily, but the Inheritor leama to focua the nugie 
of the potion. 

Whenever the Inheritor drink. crimlon euence to &n a 
new Legacy (that h, f o r d  Lepcien ayondthe initial me), 
t h t  L q w y  k fully enabkd h-. At the mame b e ,  
the Inheritor loaco the 1 point from the deiipated ability 
score. Thu au- &at tke chu.cat u w 6 g  cinnabqyl 
when crisuon wenw ucoruuraed. If thin u not& cape,& 
c h r d  go through the remainder of the k b  Lam 
EU well u the Tim* ofCbuylo, EU normal. At dm umc time, 
howeverthe InheritorwillaufFerfromtheeffecsdcinnrbryl 
deprivation becauac of previody &awl Iagacia. 
For Inheritora, wearing cinnabqyl in a mwt, b e c a u ~  the 

detrimetal effecti of the curie are cumulrtive for each 
hgacy. Note that when an Inheritor luffera cinnrbryl 

If the cbaracter h u  Legacier that cauae a IOU of different 
abilities, 1 point ia loit from each ability each day. If the 
Inhbitarb b*o Legaciei that cause a Ioai from the y m e  
ab* woke tbe charactor lola 2 pin* per h. LiLewi~, 
ah- c b p  wcur concumntiy. 

%weW during a recwery period, each p4ysicd trani- 
tormation f6 conaidered separately; thua, one muet be 
ravInd before another can itut. S i l y ,  thr chpnotsr 
m e r 8  only 1 ability point per day (or three days), not 1 
point per ability per day. Therefore, a charactor who haa 
loat 4 point8 from Intelliience, and 7 from anbtlhrtion, 
recovers either Intelliinw or Constitution each day until 
d pointa M regained atthe end of 11 &ye. 
Beouuo of their extreme nndtidw to ciarubryl deprive- 

tion, Inheritom are p.btjEul& clrrful to maintain their ~ u p  
plies ofthe m d .  They have even cbvdoped lpdrl caictiea, 

When aubqnent  Lqaciei are gained, the Inheritor h u  
oome freedom of choice u to which are acquired. Each 
Legacy ia related to certain othera; for inatance, the &m 
Legacy io related to CbU Legacy. The Inheritor can chooae 
to roll a k p c y  randomly, according to the region inhab- 
ited at the time, or can chooae a related Legacy. For exam- 
ple. iomeone with the &m Legacy could mil randomly, or 
could chooae to gun  the Cbdd Legacy. The chuucter can 
chooae a bgwy related to uyr of those already polaeued. 
Related Legacic8 w listtd in Table 3.2. 

At the DMC option, the chencter could dm chooae to 
increue a Leeacy already po8seHed. Thhwould do one 
of the following: 1) increaae the duration of each of the 

aepriv&m, the lou of abii 100m occw ~&wou+. 

the Inh* order&, to control the Bow dciavbryl 

The Q e mJ Qhe Legac 



Inheritor’s uies of the Legacy; 2) increase the damage 
inflicted by each uie; or 3) double the number of timer the 
character can use the Legacy each day. But remember 
that chooiing the mane Legacy twice is allowed only if the 
D M a p e i .  

For the mwt put, the UK of a k g w  in automatic; the char- 
acter d n  it to happen, and it does. The character never haa 
to make an abiity check to use the kgacy, nor is any expen- 
diture of pointa required. There are limitn, however. A Legacy 
can be used only three times each day, and the exact eKecta. 
such an duration or damage, are often b w d  on the charac- 
tcri level. Note that the d e r  of a kgw can end its effech 
behe the duration mxpircs, if d e d .  The character can acti- 
vate up to one Legu~y per round. In regard to initiative, d 
Le+ea are tmated u if they were rpeUs with a canting time 
of 1. Their w can be dlrupted, an per spell disruption, only 
if. character in hit in d y  the ume initiative seegmcnt he 
or the attunptl to activate a Iagacy. 

Most h a c i e i  cause no cbpnne in the 

descriptions below note occuions when Legaciei are treated 
diKerendy from epells. If there in no ouch note, it i i  safe to 
mume that the Leg* acta like similar q l l s .  

These powers could throw OH the balance of a oampaign, 
etpecidy if charactera with Legacict are exported to cam- 
paips outlide the region. Stepi have been taken to keep the 
Legacies within the RED STEEL campdp, u noted previ- 
ously under “Leaving the Area.” 

But even in the campaign that takei place solely on the 
Savage hut, there can be problems. Fortunately, the area 
han many balancing factors (firearms, Bout Ridem special 
racial abilities, and to forth), but the kgaciei  could itili 
prove dirruptive. The DM munt keep in mind the p e r  of 
kgacier and compensate for them when neccmuy. 

This in not to say, of courw, that the DM should make 
the Legacien uieless in adventures. If a certain character 
hai the kgacy Sqbt, which allow. detection of inviiible 
heingt, the DM might be tempted not to use invisible 

DeoDlc or item.. But thie - - - .  
user’i body, but a few require temporary 
changes. F o ~  example, to UK Am6v P m C  
~ Y v i d ,  the character need iimply concentrate. 
But uiing Entang& requires that the user’s 
hair or fingers gmw and move to entangle 
an enelqy. 

TheALflictods&rthephyaicale&cta 
of their Legacies all the time. However, 

would be overcompeluation. 
Naturally, pL;yera want to uw 

any iueretting powers and abil- 
itiei their characters pouess, and 

they will feel cheated in niiuationi 
that make thoie abilitier uielers. 

lnstead of e l i b t i n g  inviiible focr 
in order to balance the power OE the 

thin dws not enable them to use 
the ability all the time. For 
example, an Afflicted might 

Sigbt Legacy, then, the DM 
:i nhould uie them wisely. Pro- 

viding an opponent that only 
one person can actually see. for ..’. 

grow winp an a result of acquiriag ’ .*s* . , ,?,,,.,I, ” T L I W I I . .  
’ .  , .. the Hy Legacy. Most of the time, the wings 

would juat pt in the wqy and be a hindrance. Three iimes per 
day, however, the character could activate the Leg.cy and UK 
the wings to Ffy. Likewiw, a character with EntungL might 
alwap have tentacle-like fingers, hut would be able to use 
them to hta& only 

Molt  Legacies do  not allow their victim. a saving 
throw, because an attack roll or nome other check io 
required on the part of the user. If there in a laving throw 
against the effectr of a Legacy, it is mentioned in the 
power’s deicription. 

Qlcl each day. 

For the molt part, Legacies arc treated exactly like rpells. 
The h t  magi and 3bpd magk ipelln react with Legacies an 
if they were q d a  (refer to Chapter 6 for details). The mmyc 

e m  spell han no special effect on individual Legacies. Since 
Legacien are like spelli, their effect. and reitrictions are 
quite similar. For htance. elves are 90% immune to the 
spell, no they are 90% immune to the Shep Legacy. The 

.;:- 
instance, might put the char- 

acter with S&bt in a leadernhip ponition, b c t i n g  other4 
to attack, or might make other characters asnume that 
anyone who sees “invisible heingo” must be iniane. Moo, 
keep in mind that most of the charactcr’i opponents 
would not know the character’s h g w ,  so would have no 
reason to avoid using invisibility. Once they do find out, 
they will likely tprect the character wbo can we them. It in 
perfectly reasonable to allow moniters to use Legaciea u 
well, pmvidiag the ofcauonal fue-breathing centipede or 
flying owlbear for variety. 

Characters with Legacies are common in the curled 
lands. They draw very little attention in the Savage Bar- 
onien, slightly more in other arean, The Afflicted are also rel- 
atively common, eipecially among the poor of the land. 
There arc villages and enclaven of Afflicted in Renardy and 
the Savage Baronies, though they seldom gather togcrher in 
other nationr. M0.t of the Tainted (m Baulced) are adven- 
turers, nobility, or wealthy, Thin innpiren many people to 
become adventurer8 and seek wealth, so the Red Curie in  
largely ruponsible for the Savage &anti high incidence of 



w m . ,  
Acid Touch (4/CW 

Aid (l/Int) 
All-Around Vi. (3/t 
Amber Pard. ( 1 h )  

Aniid Form (2/Cha) 
Animate (4Wi) 

R e h t . d w w  
Gas B r e d .  Poiwn, 

We- Hand 
Anti-Poieon, Fight, Regenerate 
Clairvoyance, Reflect, Silence 
'-imate, Armor, Chill 

".ow, Plant Form, Webcasting 
Amber Pard. Separation, 

Stone Shape 
Fly, Projectile, Shobt 
Aid, Cure, Poinon 
Amber Pard. Spell Shield, 

Weap.Hand 
Burn, Create Liquid, 

Spell Shield 
Poieon, Weapon Hand, 

W e b t i n g  
Dirguinc, Phase, Si1 
Create Liquid, Sigh 
@dl of Fire, Chill, 8 
Hypnonie, Luck, Tr 

Amber Pardynin, Burn, 

All-Around Vinion, Dinguine, 

Entangle, Find, L a p  
Dinintegrate, Proficiency, 

Bd of Fire. Breathe Water, 

Light, Miuie, Red Shield 
Anti-Poimn, Dinintegrate, 

Temperature 

Find 

Red Steel 

Wind 

Reaenerate 

Hypnonin (3R)ex) 

Light (1iDex) 

Luck (l/Any) 
Meld (2/Cha) 

Minnile (4/Con) 
Phantasm (4ICan) 
Phue ( 3 h t  

Plant Form (2/Dex) 

Poison (4/Cha) 

Proficiency (l/Any) 
Projectile (1Wi)  
Red Shield (2/Con) 
Red Steel (4/Dex) 

Reflect (4flnt) 

Regenerate (4/Cha) 

Repel M a d  (2Alit) 
Sennea (l/Stt) 

Separation (3/&) 

L+ap (3flnt) 

Shape Stone (2Wie) 
Shock (3/Str) 

Dig&, Displace, Spiken Shoot (3Wi)  
Disguise, Strength, Unlock Shrink (31Cha) 
Detonate, Shape Stone, Swim Sight (l/Con) 
Blend, Clairvoyance, Dexterity Silence (4/Int) 
Craft Item, Cure, PhPre Sleep (2/Cha) 
Detonate, Duplicate, Separation Speed (l/Wis) 
Regenerate, War Cry, Weaken Spell Shield (4Btr) 
Dieplace, Phantasm, Plant Form Spikes (2/Cha) 
Clknb, Spikes, Weaken Strength (2/Int) 
fly, Luck, S i t  Swim (lnnt) 
Find, P h ,  Red Steel 
Aid. Shoot, War Cry 
Cloirvoysnce, Climb, Unlock (4Wi) 

Tempenture (2/Dex) 
b s l a t e  (3/Str) 

Feel Magic 
F06, W e h t i n g ,  Wind war cry (lmia) 
Anti-Misnile, Farnight, Misde W d e n  (4/Caa) 
float, Gueoun Form, 

Acid Touch, Gueoun Form, 

Fog, Gna Breath, Wind 

Werpon Hand (lflnt) 

Webcasting (4Btr) 

Wind (l/Con) 

Temperature 

Sleep 



adventuring parties. 
Individuals with Legacies are treated like normal people, 

because in the curred land#, they atv the nonmal people. 
AMicted are generally shunned, though people with light 
afflictions (minimal attribute loss and minor physical 
changes) mpiy be hated well. 

Outside the c u r d  lands, the Tainted and the Afflicted 
are viewed with iome caution, because they are rather obvi- 
ously people with power and odd traits. Still, the lands 
neighboring the Savage Chant are getting rather used to 

travelen from the cursed arean and are learning how to han- 
dle them. Most still find the AMicted to be rather hideous, 
and tend to ahun or kiU them. 

Note that people with spiderliie deformations are often 
met with fear or pity, They are felt to be especially cursed, 
becauie they remind people of the aranea, who are sort of 
universal ‘ % o v e n ”  dong the Savage Chant. 

n .  

Legacy II” crin Dm8 
Following are a list of the 80 Legacies and the details on 
each of them. The DM ahould feel free to add other Lega- 
cies of similar power to these. However, before creating new 
Legacies, give some thought to what the new powers do. 
Each Legacy gives its user some kind of an advantage. The 
DM should strive to avoid new Legacies that closely dupli- 
cate existing ones. 

Each description contains several components. First, the 
ability score rffected with acquisition of the Legacy ia noted 
(this is also abbreviated in the reference list, Table 3.2). 
Note that even if the character uses cinnabryl, 1 point ia lost 
permanently. If the character does not use cinnabryl, or 
runs out, as many M 8 poinh can be lost (though all but 1 
point can be regained later). If the ability score is listed an 
“Player’s Choice,” the player can choose a single ability to 
be aected by acquisition of the Legacy; thia choice cannot 
be changed later. 

Following the affected ability score is a description of the 
effects of the Legacy, including duration or damage, and 
area of effect and range. Most of these are based on the 
character’s level. Hit Dice can be used in place of level, and 
a being ia always considered to be at least 1st-levJ, even if it 
bas only 1 hit point or 1/2 Hit Die. Remember that each 
Legacy can be wed three times each day. In Legacy descrip- 
tions, “canter” is used to describe nomeone who has and uses 
a Legacy. 

Finally, the Legacy’s detriment i5 listed. In most casei, 
this is a physical transformation that occurs in a person who 
does not use cinaabryl Some Legacies have mow than one 
poasible detrimental effect, and there are alight variations 
even in those with only a single effect. The DM is encour- 
aged to be creative with these changes, an long an they make 
some amount of senae with the Legacy given. Keep in mind 
that a detriment does not grant uie of the Legacy all the 
time. For instance, a person with the Btvatb Wutrr Legacy, 

who grows gills an a result, can uw h e m  to b d e  ,w@r 
only three times per day. The rest of the time, the phpical 
change in sin& M odd deformation ( u d  akin +s 
soft and plible excspr when activated, spike8 ere d e a b l e ,  
tentaclee have no -h, etc.). 

Other than causing an individual to appear ttnnge, the 
change should not cause too much of a hindrude, uniess 
otherwise specified. For example, the Ply Leg* can cause 
ita user to grow winp. Though these are somewhat clunuy 
and get in the way, they ahould not have any real ga’pe 
effect. There in one exception to this guidelie: Since most 
of the change8 are rather hideous, the DW u frqc to M ~ O  a 
Charisma penalty for someone who han chonged. 

Acid T d  
A b & & w : k  
&cr+tion: The charsctet produce. acid from the hand. 

or mouth (cant& choice, but once choaen, the aeurae dab 
acid cannot be changed). The acid doe8 no harm to the 
caster, but CPU.CI d.ma#e tu an opponent if-thb h d r  
mrkea a iucceirful attack tall. The mtuck mast taku p k e  
within a number of rbundr d@d to the c u ~ i  &el, &the 
acid becomes inactive. 

The amount of dunsge ia ld4 plus 1 hit point 
the caster. The rcid affect. plants and animal enh only, 
whether that material i. living or dccd. It dops not & q t  
metal or stone. Thus, an ptt rk thnt don not caw bmyo to 
an opponent might d v d @ e c t  that oppopen6h- 

Lktminent: The c h a c a c ~  -tan+ chspwrich, 
slightly acidic liquid, h i t  the handa, or dmoln it from the 
mouth. The necmtion alod~dissolveahy plmt dr m i d  
material that it con- (aach M a cotton tabard or leather 
glove.). It dlo cauam an inBmmotion where it the 
Cp.terl flesh. ‘ U n h  the UK &aten the Lepcy, thd .dd 4s 
too weak for use an an a&. 

Aid 

r level Of 

Ab& Soon: Intelligence 
hx+tioa: The w t e r  cen beatow a b u n  of a nu+& of 

hit pinta equal to hh or her level. The bonur cqb$yn 
to the mter, or lo another +acter, and m w t v b  &qp by 
touch. It enablen the mcipiin~ to have more hi +,#en 
hi or her n0W.l fuUtetJ. ’&e bonru hit POLf. M b.c$m 
if the recipient d r e s  dmmge, and cannot beh& wj& 
curative mrCr;c. ~ h t  up to a number of lwnbrplulto 
the canter’s lehl, 

D c t r k n &  The chumtar nprouta n u l l ,  ra&d htmpb, 
about an inch in U e t e r ,  unudly on the face and hand&. 
The m o d  hit point# &e chdacter can bent-, the bore 
bumps W W .  

Au-Arwndwon 

/ ,  8 

Ab% b: Strengrh 
Awc+tioiz With qctiv.tion, the character rprouta an extra 

eye at each temple, and two in the back of the had. Them 

60 - 



lart a number of round8 equal a t h e  characterb level. T h e  
eyes do not have sharp V;rin, but W-I detect movement and 
diatance. Thur, they c a n ~ o (  be used to reuch or examine 
something, but could he wed to detect an opponent. Ru- 
A m d  Vidion Mpn a charroter noticri bacbtabr. and diows 
the individual to apply any Dexterity hnun to mar Armor 
Class, mnuming conditions allow movement. 

The eyes’ vision can be blocked in normal ways. If a char- 
acter normally haa infravision, so do the extra eye.. Other 
right-related rpellr and Legacies can operate through the 

iktrinunt: The character rprouts extra eyes, two at the 
ternplea, two in the back of the head, or all four. On occa- 
sion, eyes appear in other plsccr, such as the chest, ams, 
a d  hands, All the- eycn are urnleu, transmitting no sights 
to the caster. They tend tomove about on their own, BI if 
glancing around. 

additional eyes. 

h b u P u & &  
A m y  h: Dexterity 
Dueription: The character can paralyze one individual for 

a number of roundrequd to twice the cmteri  level. The 
recipient miut be within 10 yards of the caster. The target 
in allowed tmmake a iaving throw againat paralysis to 
avoid the effectr, but the awing throw is penalized by -1 
oer each three levels of the a t e r  (- 1 for lst-3rd level, -2 

Animal Fonn 
&d&sMn: charisma 
Dcdcriptwn: The cuter can P.UIIAC the fwm of one living 

animal of approximotely the name mass M him- or herrelf. 
Thicform a n  be that ofa n o d  animal, a smaller form of 
a huge animal, or a larer forp of P tiny animal. The ani- 
mal can have any charbctrrirtjcs the caster wisher. For 
example, a canter rn#t choose the form of a wolf with a 
ragged left ear, EO he et rhc can he identified by compan- 
ions. Alternately, the caiter could choose the form of a 
200-pound mouse with handr for Ipellcauting, or the form 
of a monster, if denired. 

Whatever form the caater chooner when the Legpcy is 
first gained, that in  the only shape available from then on. 
The caster gains the creature’s mode of locomotion and 
breathing, but not any other abiiitiea (attack, magic, spe- 
cial movement, etc.). No system hock roll ia required, and 
the caster retains his or her personality and mentality, as 
well PI any other abilitiei that can be used in the other 
form. When the Legacy ir activated, the cuter’s equipment 
melds into the new shape. As long as  the shape has a 
mouth, the canter can talk cvhile in animal form. Other 
Legacien can be used while the cuter u 

, 
~ 

I 

for 4th-6th, etc.)., If tho aaving throw fail., the opponent ic 
encued withia a hard, red, amberlike shell about a quarter ‘5 

of an inch thiok. The oppone 
aa well. 

The victim in held complete 

’ 

spell dissolve8 it-and pr 
The Dwintegrate Lagacy 
#hell. Amber P& can 
tect someone from physical attack, or to keep the 
recipient from blecding or breathing poiso- 

enoared in a paper-thin, 
glistening, red shell. Th 
does not hinder move 
a t e r i  eysr, c a u h  

The canter’s voice is 
cient air pamen t h  
bseathe. The,caste 

I o f ’ b w t e r .  Attempting to 

..id damage for it. type, with no bonuses for Strength or 

c 

.” I 



magic. Other objects cause ld6 damage. Animated item1 
have AC 6, and they can take damage equd to twice the 
outer'a kvel before being rendered immobile. 

IIrtrimcnt: The character suffer1 little phyrkd change, 



Armor 
Ab& Score: Charinma 
Dtdcription: When this Legacy ia activated, the caaterb akin 

changes, changing to a deep red, and sometime8 acquiring a 

light covering of acales or aome other form of m o r .  This 
covuing does not inhibit the character in any way, or get in 
the way of any clothing or armor worn. The caster gaina a 
bonua to hie or her Armor C l ~ a ,  equal to -1 per thnc lev- 
els, to a maximum -6 bonus to AC, and never exceeding AC 
-10 with other bonuses included. The AWWP Legacyb eflect 
is cumulative with normal and magical armor, including 
bracer8, cloaks, and rings. It lasts for a number of rounds 
qual to the wter’n level. 

D c t k n t :  An Amicted character gains a thickened body 
covering of some kind. The covering appears to be acales, 
platea, banda, bark, atone, or almost anything elae. It pro- 
d e s  no pmtection unleis the Legacy is activated, and altera 
the character enough eo that clothing and armor,muat be 
specially d e .  

B.LI of Fire 
Ability Smn: Strength 
k + t b m  The character can throw 8 amdl flaming ball at 

a aingle opponent. It forma in the cruterb hand and to 
one foot in diameter when thrown. The caster must make a 
successful attack roll to hit an opponent, and the ball haa the 
range of a thrown dagger. Even if the Buff o f F k  does not hit 
an opponent directly, it might set fm to the target’s clothing 
or hair. Its magid flame will set &e to any hnmable mate- 
rids with which it comes into contact. Damage caused by 
the ball is Id4 per three levels (ld4 at lstdrd level, 2d4 at  
4th-6th l e d ,  etc.) to a maximum of 6d4. 

Dctrhnt:  The skin of the character is red and hot to the 
touch. He or she aweats constantly d must drink twice an 
much water M a n d  member of the same race. In addi- 
tion, the charncter’s clothing smolders, and paper occasion- 
ally bunts into flame when the character hold8 it. The iriaer 
ofthe characterb eyes usually turn red. 

Bite 
Ab& Scam: Ifitelliince 
&c+tbn: When this Legacy is 

activated, the character grows fangs and can bite for Id8 hit 
points of damage. An attack roll must be made to determine 

LJethnt: The charraer’a teeth grow Idrge, and the mouth 
becomes mirshapm. Some characters gmw long fmga or even 
tush. The charpaer’s bite c a u ~ a  standard damage for a nor- 
mal member ofthe name nce, unlas the Legacy is activated. 

Blend 

Iuccess. 

Ab& Score: Constitution 
Drdcriptbn: The caster’s surface coloring (and that of 

any posaetsiona worn or held) changes to more closely 
match the surroundings. This makes the character 20% 

I undetectable by sight, plus an additional 6% per level of 
the caster, to a maximum of 96%. If the canter u 8 thief, 
thia percentage EM be d d e d  to the chuacter’a chance to 
hide in shadows, but the combinbd total can never &e a 
better than 99% chance to hide in shadowl. 

The blending lasts for a number of rounds equal to the 
corter’l level. If the character -a while w i q  the Legacy, 
the blending continues, but the chhacter nceives a -10% 
penalty to the ciurnce to rrmain’hidden while no+. 

D c t r h n k  Some AfAicted with this Legacy &utOmrtidly 
change to colon that contrast with their aurtbundings, mak- 
ing them stand out. The fleah of other AMicted growr - 
parent, so that bonen and soinatnsa intend organa become 
plainly visible. If a cheraftcri h n r  a n  dl t k t  do not turn 
tranrparent, they often turn aome aha& of red. This tmna- 
parency in no way makes the character more difflcvlt to ace, 
unless the Legacy in  activated. 

Breathe Water 
Ab& Smm: Constitution 
Dcdcr+twtz: For a number of rounds equal to twice the 

caster’s level, the caster can breathe water M if it*ere air. 
The Legacy does not enable the character to swim, nor doea 
it enhance vision in q y  way. 

Detriment: The character often grown gill*, uau& on the 
neck, sometimes on the upper torso, or even in a cni t  on the 
top of the head. For nome AMicted, the change i the growth 
of breathtrg tube, either from the n m  or the top ofthe head, 
witha fringe 0fgilln.Mund it. The gills m e  no purpose- 
and are not even attached to the.bhara.ctmr“n nph.rtory - 
am-dens  the’hgwy is activated. 

Bm . .  
hy&Scon: Strength 
Dcacriptbn: The canter can release a fhme to burn an 

enemy. The camter muat make a nucceisful attack roll to 
cause damage directly to an enemy, but even a mise might 
set tire to clothing or ortier Ilammable matcriah A I ~ - l e v c I  
character haa no range for the power, and must touch the 
target to be burned. The cruterb range increuea by ond foot 
per level &er the first (one foot at 2nd level, two bet at 3rd 
level, etc.), to a maximum range of 10 feet. The h e  am 
fire to any flammabk materiala it toucher. 

The flame can isrue from the characterb mouth or from a 
hand. Point of origin is chosen when the Legacy in . c q u i d  
and can never be changed. The amount of d a m e  is ld4 
plus 1 hit point per level of the caster, 

Dctrimmt: The skin of the character i i  redand hot to the 
touch. H e  or she sweata constantly and muit drink twice p. 

much water M a normal member of the same race. In ad&- 
tiowthe character tileasea anid1 flames from his or her 
handn or mouth at random mtervdr. These tlames set fire to 
anything flammable that they touch. Usually, the iriser of 
such characters’ 5 . 8  are nd. 



Cbcrm 
Abilily Swn: Consiitution 
Lk,+c+h: The cuter can one opponent who hw a 

number of Hit Dice lower th.n his or her own level. The 
target muit be visible to the cuter, and receives a saving 
throw q&st w b  to avoid the effect of the Legacy. Iftbi 
i a v i q  throw fails, the object of the Cbwm believei the 
caster to be atrusted friendand d y  to be heeded and pro. 
tected. Aqy adjwiinent due to W d o m  applies 0 the u- 
tbrow. If the t a r e  d v e s  +e kom the cuter’s group 
in the unw round thrt C h  is uied, an odditionrl+l per 
hit point of dwmp received in & a d  to the victln’i saving 
tluww. The C6Mn e& L.tl far a numbv of munda eqd 
to twice the cuter’s level. &ri i  thii time, the target will 

tawd tbc cub. 
offactive on moniteri as well aa 

people. However, the ca te r  gain8 no special communic.r 
dona aBiliw, 

~ ~ t :  An Afflicted with thin Legacy grim colutan~. 
The individual’s mouth in changed to bare the charoctcr’a 
teeh  in a wide. iommhat maniacal grin. Thin &cte the 
character’s speech, making it difficult to u i e  the lips to 
make soundi. Thin makes the “f“ and “VI’ M U ~ S  puticr- 
larly dificult to ape&, and the iounds of “p” and “b“ uc 
almoqt impouible. 

chill 
Abililyscon: Corutitution 
awiprt.k.The cu~er can perate  cold to .ffsr an e-. 

To euue damage, he m she nuut nukoaurceuful attack roll, 
A lit-level character h u  no range for the powrr, and must 
touch the target to be fleeted. For each level after the fmt, 
the cuter’n ranp incrrwi by one foot (one foot at 2nd Id, 
two feet at 3rd level, etc.), to a maximum ~ g e  of l o b .  

The cold can issue from the chuactcr’o mouth or from a 
hand Point of o+ in chown when the Legacy is acquired 
and can never be changed. The amount of h a p  ia ld4 
plus 1 hit point per level of the w. 

&.!&wnt: The skin of the AEBictbd in cold to the touch. He 
or she feda cold and ihivers almost all the time. Smn.11 
patchen of b t  form in &e character’s bair (or h) and op  
exposed akin. The iriws of the character’i eyes turn white, 
and the c.kin. fur, or otherbodycoverhqprlu. 

C h p l C C  

Dedc+tbn: Thin Legacy allows the cuter  to w e  from a 
diffqrent locdon. The lwt ion muit be within a number 
of feet qqd 0 twice the cuter’i level, and the e f k t  lute 
for a number of roundi equcl to the caiter’i level. The 
character can +e from wy point within the liven range. 
but gain8 no other special vision powerr throwh the uw 
of this Legacy. 

A chrncter of 6th level or greater can .Lo hear from the 
chonen location. 

Ab&b:Dureriiy 

IktrimMt: The Afflicted‘i eyes change; they might grvw to 
very large proportiona, or the charrctu n+ght eye- 

40. iUtern&.k m she might grow an@mw h $ l e  
center of the fooshu& Wile tbL qic in compb& 6 
it so metha  movclaf ioownaccordu i f l o o k i a ( l d  
occ&ndy, the charrctcr mi V i s ~ v f  rd mptr occur- 
rilyl p y w k  fmm 1OOyuds to i d 4 u a w a y .  ”hew 
visi~ucverybriefandaim~nevergrmtanyadmn~. 
Inrtead, they tend to be diwrienthg. 

Climb 
&&Scam Wudom 
Dcdcr&th: This Legacy gives the cuter I 96% *,to 

climb for a number of r o d  equal w the cutor’s l e d  
&trbnen&: In some cues, the Affli~tcd~ hand. and fwt  

become deb, so th# d e b  and qpdl i i q s  dck to them. 
The dckinw is not e& to &I the cbuactcr i n & h  
or mything elre, except when +e Legaqy u activatd. In 
some AfIlictcd, the umi or fagem change into tan- 
tacler. These can be uied like the character’s normal 
extmmitiei, but when the L e p y  ia activated, thq f*n b. 
flung to 4tt.ch to a high point on a 4 or other-e, 
dawjag&echvucrer toclimbit. SQq3Rljmg..~cbr+ctm’a 
limb become spindly, like thcuc of arpider, 4 an i+4. 
uJ’4 fingen each acp+ .n utra joint. M, be&&& 
mayiprout&omthechmctcr ‘s~.  

craft Item 
Ab**Codtuution 

;tem,*.mnYeap *orothglkilLThtfbui 
pctcr must have the nawsqy (or gain itbomrboP&i 
&twyhpcy).Thcnaadednmteri.lucdavrrcn*rsd.and 
must be within 10 feet of the character when h e  Lag.cyl 
aat ivad.  If the m0tUi.l. are ie the p & o n  of .aptbpr 
being, that individual can mrlre a s a v b g ~ ~ s p Q l l s  
t o l n w e n t h b h l l s e d  

Awripria:U&IgthLkS4CY.tkchrrt.rUncr;d,rmJ1 

The item’s conitruction require? Id4 rounb, dwhg 
which time the materials form themielvei into the final 
product. For example, if there in a sapling and aome itrjq 
nearby, and the chwacter has the bowyer/&t&r .Liu the 
cutercanure theLegacyto~a~ .Sha iLrbr ,~ tb*re  
is iteel (or iron orc) nearby, and the character hu 
smithii, the character can d e  a sword. 

Note that only a aingle item can be made. The w t o r  
could create a group of arrows with c sin& uae of the 
kgacy.  Utwoor laon .Liul M nccsrvry to cro~tnrotthe 
d & d  item the character must know than &The caster 

can make only ImrH itenu, 10 c d d n o t u m  the -to 
build a houae, even if he or &e had the appropriate &ill and 
the correct materiala were 4v.iLble. S i b ,  the chrncter 
could make a b r u r ~ h t c ,  or a chain d shirt, with one w e  
ofthapkill, but n ~ a  full ruirofumor. 

&&wnt: The character’c ha& twitch necvoully. PI if 
alwayi constructing iomething. When the Legacy is not 



activated, all the character’n nonweapon proficiency scores 
M penalized by -2. At random intervala, i tem handled or 
worn by the character fdl apart: bowstrinp break, *words 
fed apart, bOfjLpe+cka open, pottery crack*, etc. 

Create Liquid 
Ab& Scan. Siren& 
Dueription: The ca t e r  can weate water, wine, or milk 

with this Legacy. The type of liquid is determined each 
time the Legacy i activated, and the material appears any- 
where deaired, within 10 feet of the cuter, but not withh 
the body of a living being. If no container is prepared for 
the liquid, it falls. The liquid is normal in all wayu, and is 
the rame temperature u the aurmundings. Ita taate ia aver- 
age, neither very good nor very bad. 

Detriment: Liquida (sweat, mur milk, and bad wine) ooze 
constantly from the porsa of the character, who also drools 
alm-t conatantb. 

Crimson Fire 
Ab& S m :  Strengrh 
Dueription: The caater can cauie a dancing red light to 

outline creaturea or objects. Target. need npt be wen by the 
caster, but must be within 10 yarda. The number of itcmn 
&ected in one per three levels of the cuter (one at 1st-3rd 
level, two at 4th-6th, etc.) usuming itsmi or people m of 
approximately human size. only half PI mmy large crea- 
turea or item8 CM be outlined, while o+ a portion ofbwpr 
targets can be outlined, until the cuter reachei &her lev- 
ela. The DM ihould eitimate the sine of the target(#) in 
comparison to a standard human b e i ,  and adjust accord- 
ingly. Duration for the outline ir a number of round. equal 
to twice the cu ter i  level. 

Outlined objects are visible at 80 yard. in the dark, 40 
yerda if the viewer is new a bright light source. Outlined 
cnotucea we easier to &e, no oppnenta gain a +2 bonus 
to attack r o b  in darkneii (including moonlit nkhts), and a 
+1 bonua in twilight or better. 

The CrLMon Fire can render otherwise invisible creatures 
.*irible, but cannot outline noncorporeal, ethereal, or 

weous creatures. The light produced M fairly dim, and han 
o effect on the vidon of u n d d  or dark-dwelling creatures, 
r on infravision. 
&hinut: The character ia constantly outlied in a glow, 
u dewribed. In addition, the chpracter’s eyes glow red. This 
impaira the cwteri distance viiion. ,giving the character a -2 
penalty to attack rolls with missile weapons. When the 
Legacy is activated, the glow ia traniferred to the targets, 
and the cuter temporarily lores it. 

CUn 
Ab& seonr Dexterity 
Dcdcription: The caster can heal damage equal to 1 hit 

point, plus 1 hit point per his or her level (2 hp at 1st level, 3 
hp at Znd, etc.), to a maximum of 16 hit points. Heding 

1 

munt be applied all at once, but can be applied to one or two 
recipient., plurethe aster. if derired. Recipients muit be 
touched by the cp.ter. The hit points arc adit among them 
u the cuter &sirea. 

Detriment: In maqy cases, the Aff l i t eda  handa boome 
covered with a gauey web, much like a burdage. On occp. 
aion, nuch u when the chrracter toucher Wything, ~ 1 . 1 1  
piecen of webbing fall from the ha&. Thir web&og neither 
hdpu nor hinders the character, though it redusas touch 
nenritivity in the fingers. 
In other cues, the Afflicted constantly sweat8 and d r d  

a milky liquid. It is a mild anenthetic, which cauiw the 
Afflicted to feel numb end tingly. The liquid h u  DO healing 
effect, nor will it dimpal pain. 

Detonate 
Ab& sfon: Widom 
&cr$ioa The cuter CPP cauw an object to arplOd..,Th. 

object must weigh between one and fiw pod., and m w t  
be within 10 yards of the W ~ F .  Only a complete object can 
be Pffected, not part of a larger object. The item ia br&u 
into tiny pieces, and theue fragments came Id8 dppuBc ta 
aqyone within 10 feet of the uplolion. Thin Legacy m o t  
affect magical, living, or animated itpms. If the objcst ia 
being held by someone, that individual can make &saving 
throw e t  spells to avoid dertruction. 

D e t r h a t :  At random interval+ small items (ea detded 
above) within five feet of the Afflicted erploda. T h i b  
includea c l o t h e  and mundane item, M well u any ob+ 
handled by rbc chawtw, but addom wmapna. The exph 
aionr w loud, but cauw no dssar(ie to people nearby. 

Dexterity 
Abw Scum: Wirdom 
heription: The cu te r i  Dexterity becomer 18 for a num- 

ber of roundn equal to hi8 or her level. If tho chuwter’u 
Dexterity is already 18 or more, the caster rw ives  a +2 
bonus to Dexterity (to a maximum Dexterity of 26) for the 
duration of the Legncy’i advation. 

Detriment: The M i c t e d  typic& grow ~ W Q  w r a  u m a ,  
or two or more extrat fingers. n* or her finger’@ .r& gab 
an extra joint, and the fingen grow to twice their normal 
length, Or, instead, thc character e h t  grow an extra p*r 
of 1 ~ .  Except when the Lypcy is activated, extm wan are 
l u e l e u  and limply. On the other hand if the Mlicted 
grows extra kga, they cue accersary for locomotionrand 
inhibit the character’s movement if danugd. 

W&w 
Ab& Sew: Intelligence 
&+ion: The ca*ter can mxcavate earth, w d ,  or mud. 

The amount excavated is 126 cubic feet (a five-foot cube), 
and the excavation requires one round. The cuter munt be 
within 10 feet of the material to be moved. The material is 
thrown from the hole and scattered more or leea evenly. Any 



creature within a foot of the pit must make a succesuful 
Dcavity check or fd inro the hole. Note that holea in mud 
or other loow materid d quickly ~ l l a p m  

D e t k n t :  The character’s hands u s d y  acquire a s h o d -  
like ahape, which prevent8 fine manipulation of objects. In 
other -8, the Mliaed acquire8 h g e ,  thick clam, or even 
tu&. Unlur the Legacy in activated, these new growths can- 
not be used for anything other than whrt the cuter’s n o d  
teeth or handa could do. 

Dingnine 
Ab& &e: Windom 
Dedcription: The carter can alter his or her form and 

appearance. Height can be altered by up to one foot, 
weight by u much u 50 pounds. The form acquired must 
be aimilar to the carter’i own (bipedal if the caster is 
bipedal, for example). Clothing and poseesuions do not 
change. A rpedfic perion cannot be imitated, but another 
upecien can be. Only the caster’s form changes; he or she 
acquiren no apecial abilities of any kind, nor are any native 
abilitieu loat. The DwguW I u t a  for three rounds per level of 
the canter. 

The physical deformations caused by a Legacy can be 
tempurarily eliminated (or imitated) by the une of the DY- 

Detriment: The body of the AMicted changea constantly: 
fur, hair, or scaki grow and diuppear, a tail might p n v  or 
dnappear. The character’s height c h q e r  by u much u an 
inch per minute, weight by au much as five pounds in a 
minute, and the d u n c t e r i  facial features change at i m p  
Iar intervals. The characteri features and form stabilize 
only when the Legacy io activated. Note that these changes 
cause problems with the fit of moat c l o t h q  and annor. 

Dinintegrate 

s h  hTacy. 

Ab@ Scare: Constitution 
Dwcription: The canter can cauue up to one cubic foot OF 

nonliving solid material to crumble into duct. The material 
to be affected must be touched, which might require an 
attack roll. The exact material affected ia determined by 
the cater, but muut all be connected (so a piece of a Walt 
could be affected, or sevcral feet of a rope). Normal mate- 
rials do not get a raving throw, but magical items and 
materialu do. (See tht section on saving throws for quip- 
ment in Chapter 6 of the DMG. The raving throw is made 
against crushing blow for magical items, with any weapon 
bonuses providing equivalent bonuses to the ~ v i n g  throw. 
For purposes of this Legacy, magical cloth has a aaving 
throw of 5.) 

-nt: Item the Afnicted toucha dowly crumbk ta dwt. 
In addition, the charactmi hair and skin con.trntlv __-.&a 

and fl.kes. 

Di.pl.fe 
Ab& Smn: I n t d i n c e  
LkdCr+tk After thin L e p y  U n c t i V d ,  it rrnuinn in effect 

for up to a number of mundr equal to twice the character’s 
level. During thi time, if the cuter is hit by a physical object, 
he or she teleports a short distance (up to 10 feet), but the 
Lqacy  p.oy;du no more than OM ouch dinplacement per a d -  
vation. The dinplacement inu~~ianeo& movn the character 
away from the attack that cawed it, eliminPting any and d 
damage from that&. The place where the choncterrup 
 pear^ in randoan, but inphy.icPllyu d e  u the fluteri immedi- 
ately previous location. (If the character displaces from a 

s t a d q  pmition on lolid pound, he or &e rrclppr*n -ding 
on d i d  gmund.) The chuoftn: never luppvl inaide a lolid 
object, or in the direct path of an anady moving weapon. 

Dctrknt:  The character’s handu or head nometime. d i -  
place to a poaition one or two feet from where they were 
previously. They do not duconnect from the body; instead, 
the neck or arm grows instantly to the new lengrh and shape 
required. This happens at unpredictable intervals, and 2d4 
turns are required for the extremity to gradually retrirn to 
ita original pi t ion ,  an the neck or head returns to its origi- 
nal size and ahape. 

Dirrupt 
.&it& Soon: Dexterity 
CCdcriprWr: Wah a red light that leap fmm hand or eye, the 

CpltsruuICwLedamagetoanydngleundeadbeLlgwithin 10 
yudr An mll must be made to strike the undead crea- 
ture with the beam, which is trud l i e  a &ik weppon in 
regard to Dexterity bonuw to attack mlln. Damage caused by 
the bum is ld4 per three level8 of the cuter (ld4 at lr t-3d 
levels, 2d4 at 4th-6th, etc.). 

Detriment: Non-living organie material (such aa cloth, 
leather, or a quartentarn occasionally crumbieu to dust 
when the character touches it. In addition, the character’s 
hands or eyes often glow with a red I i t ,  and the AMicted 
acquires a deathlike pallor. 

Duplicate 
Abi&yscOn:%tn@h 
Dcdcription: When this Legacy is activated, an illurory 

duplicate of the cuter  appeari anywhere within lOy.rd., u 
desired by the canter. The imqe can k actively controlled 
by the caster, or “programmd to p e b  a specific d e s  
of actionn. The Dup&ate need not start or stay in the same 
r o d  as the canter, but to avoid having the Duplicate walk 
through items or people, the cauter may need to be able to 
see it (or have a good memory of the loc.tion). 

Detrimnt: All or part of the Amictedi body is duplicated 
at all times. The character might appear to have an extra 
arm, head. or nose. Sometimes. an entire body duplicate 
appeprs and followa the Awicted, OT ueem to perfom acts 
that might be cmbarruuiq for the character. All such mani- 
featations are illusory. 



Feel Magic 
Ab& Smm: Intelligence 
h+t&wc WhanJlk Legacy io aciivatd the canter's arms. 
b, or hair grow into tentacles. The p- method is cho- 
.en by the caster when the Legacy manifests, and can never be 
cbpaged. Growth is five frrt per three levels ofthe cuter (five 
feet at lstdrd level, 10 feet at 4th.6th, etc.), to a maximum 
l e n d  of 26 feet. The tentacles become mobile, and are con- 
d e d  by the cuter for a number of rounds equal to twice his 
or her level. Duriq thL time, they can be used to retrieve or 
wield itrms from a distance, or to entangle a single oppo- 
nmt. 

cuter's tentacles acquire AC 0. Targets held by 
the tentacles can break free with a successful 
roll to bend bars, or if a friend inflicts 10 or 
more hit points of damage to the tentacles in a 
single strike with an edged weapon. None of , , aameoneagngpin, 
the damage inflicted to tentacle. during the 
kgacy'a activation applies to the casteri hit 
point total. 

Detrknt :  The AMictedb hair is long and unruly. 
and often moves of itn own accord, sometimes touching 
another penon or picking up s d  item. If the hair is cut, 
it grows back to its original length (M determined by the 
character's level) at a rate of one foot per round. 

into long tentacles. Except when the Legacy is acti- 
vated, the tentacles are no stronger than normal. 
Though they can be used to retrieve itew from a dis- 
tance, they cannot he uied to entangle. 4 B"J( dun- 
age inflicted upon tinun i. s u b t r d  fglm the Am;ctd.i 
hit point total. 

F d t  ownaccord. \ 

Ab@ %re Strength 
Diwr@&: The caster can detect, and to an extent identify. 

magical emanations in anythii he or she touch-. The daec- 
tion ability laate for a number of rounds equal tb the casta's 
level. Note that this Legacy is not .dvcr.ely &ectad by ver- 
meil and the Rsd &ne, like other forms of divinrtory +c 
are (u exphined in C h p t ~  6). 

By touching an object while the Legacy n activated, the 
caster can determine if that object is magical. If it io handled 

for a full round, the chamctcr h u  a 6% churce pa cuter 
level, to a maximum of 75%, of identi+& same 'prop- 
erty of the object (a spell with which it io enchanted, tht 

attack bonus it has, the approximate number of chuges 
left, etc.). Only one such fact can be determined per 

round, at molt; handling the object for longer 
might r e d  another fact, or it might reveal the 

If a living being is touched while the Legacy 
is activated, the caster can tell if that individual is 

enchanted in some way (charmed, for instance), and 
whether or not the target posuesies a Legacy. By 
examining a single person for at l e w  a full round, 
the canter can determine a fact about the being, 

such as how many Legacies that individual haa, 
whether the being i n  affected by a charm, or how 

advanced an Affliction the being h u .  The oanter has a 
chance of 6% per level, to a maximum of 7696; to dctpr- 
mine nuch information. 

Detrhnt:  Most Afflicted with this Legacy grow long, 
feathery antennae from their forehead.. Some develop a 
& of h e  cilia on their hands. The ABcted can Fed 
.Hiis;f only by using the antennae or cilia Oh-, the 
growths are uaelcc~, though they.mmctimed mwdtheir  

For the duration of the Legacy'a activation, the 

., 

. 

Alternately, the character's fingerr or arms grow 

. .  

, ,  .: 

, .  

F i t  
i&swk: sac* 
De.wription: The char&ter can repdksrly- 

, even reading if so deaire&for a dis+mco;bf up to 100 
yards per level of the caster,$o II k i m b  diatance',of 
one mile). thouah not throuah obstacles. If the caster : 

Ab& Score: InteUigence 
Dedc+tiim By using thin Legacy, the cas& CUL q u i r e  the 

THACO of a warrior of the same level, for a number of - ~ 

prefers, the Legacy can i n m w  be urod to -ine 
thing in minute detail, ena3king the ch 
tiny neams, minute mark& even the imp 
writing. Improved vision l u t e  for a n 
equal to twice the canter'r level. 

Detrhnt :  The AMictedb eyes change. 
to very large proportions, or the charact 
atdks. In addition the c h a r m r  hu houblc wing normally. 
Items within one inch of the c ~ r c t e r i o y u  can be seen as 
clearly as normal, as can items at a dirtance of 20yards or 
more. Anything else appears blurry. Unless the character 
has the blind-fighting nonweapon proficiency, he or she 
receives a penalty of -2 to all melee attack rolls. 

the carter's levd. A c@er who is &e+ a 
s a c2 bonus to a d  rolls for a number of 
twice hia or h a  level. This bonw or d j d  
only to melee combat 

The Afflicted with this Legacy is very temperr- 
angers easily. In addition, whenever &e charac- 

apon, hi8 or her hand acquirea the form of 
that weapn within 2d4 rounds. The form h a  for 2d4 houra 
before instantly reverring to itl nier;l.l form. An altemd hand 
is normally no difFercnt from a normal hand in tam1 ofdam- 
age it inflicts in an attack. But if the character activrtea the 
Fqbt Legacy while the hand is in altered form, it becomes a 
weapon capable of inflicting Id8 hit pointl of damage per hit, 
for the duration of the activation. 



Find 
Ability Score: Dexterity 
Ducriptwn: This spell helps the caster locate a known or 

familiar object. If a sword is desired, for example, the 
Legacy guides the cauter to the nearest one (possibly held 
by a companion). If a ipecific item io desired, it must have 
been seen by or carefully described to the carter. 
For a number of rounds equal to twice the caster’s level, 

the Legacy indicates the direction to the 
objsct, but does not tell the character how 
to get to it, nor how far away it in, though 
the character is able to tell when the 
obiect is within one foot. 

Fly 
Ability Scorn: Wisdom 
&cr+tbn: For a number of round8 equal to twice h u  or 

her level, the cauter can fly at a movement rate of 12 and a 
maneuverabitity class of C. For a futer nho can already &, 
normal flight speed is increased by 6, and maneuverabii 

c h i  by two plana, to a &mum of A, 
but duration in only a number of 

rounds equal to the caster’s 
I 

I 

I Mmy, but not .U. ohu- 
acters trantform when 

h t r h n t :  The Afflicted often grows 
an extra eye in the center of his or her 
forehead, sometimes on an eyestalk. 
This eye in completely useless, but 
sometimes moves of its own accord, an 
if looking around. Some Afflicted 
instead grow long, feathery antennae, 
which also seem to move on their 
own. An Afflicted with this Legacy 
sometimes acquires a forked tongue, in 
addition to the eyestalk or 
antennae. The tongue flicks in 
and out of the character’s mouth 
rather often, affecting speech. 

In addition, the character con- 
stantly misplaces small, relatively 
unimportant items. 

Float 
Ab@ SCOW: Dexterity 
&criptwn: With the use of this Legacy, the 

caster can slow the rate of a fall to a mere two 
feet per second (120 feet per round). This 
allows the character to fall as much as 
100 feet per three caster levels (100 
feet at 1st-3rd level, 200 feet at 4th- 
6th. etc.), to a maximum of 600 fe 
without taking damage from the fall. 

Tht character can instead use the 
Legacy to float upward, levitating 
slowly at a rate of 10 feet per round for 
a number of m u d s  equal to his or her 
level. A single activation of the Legacy 
workr to slow a fall, or to levitate 
upward, but not both. 

Detriment: The character’s body 
weight is reduced by half, while mass \ 

feathers from various places on the body. 

\ ‘. 
\ 

remains.the same. The Afflicted sprouta \ , - > r ,  

3% - -  
_ /  - - - /. 

- 
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Most grow two or four win#n (batlike, bldlike, dragonlike, 
insectlike, etc.). while some charactern’ armn transform into 
wings, and other cbPnctern’ bodice Qatten. The exact treru- 
formation, if any, in chosen by the caater when the Legacy is 
acquired. and can never be changed. Transformation takes 
place instantaneoudy. The cbac te r i  clothing or armor does 
not automatically change to accommodate (unless made of 
red steel -see Chapter 6) .  Expanding wings can break 
thm+ gmor or clothing, clamaging it (requiring a round to 
do so), YI wt people who t r a m f m  in thi. way wear specid 
arm= mad Jothing with holen for the wings. 

Dd&rent: The Afflicted has permanent wings of aome 
type, bt they are unelem except when the Legacy is acti- 
vated. Some Afflicted have flattened bodies instead of 
wings, 10 they are only about two inches thick from front to 
back. 

Po0 

a cubs 
that i 10 feet on each aide. This fog can trk .oy ihpp. rhc 
caster&&, .nd it remainn ntationuy. uta* in eximhce 
for a nulnber of rounds equal to the wter’s 
enoughto obecure vision, limiting visibil 
and inprrViiion) to a range of two feet within the fog, and 
blocking viaion thmugh the fog cntire!y. 

A nmmg wind diepereel the effect in a mund, &is 
a moderate atrd reduces the Legacy’s duration by w%. If 
this Lclpcy ia uned underwater, it cloudr the water in the 
same area. Currents can dispcrme the eRect before the dura- 
tion of the p e U  expires. 

Dctrknt :  The AMicteds flesh becomes puffy and feels 
soft to the touch. This dFects mont of the c h m t e r b  body, 
so the face becomcn mirahapqn, and the character looks as 
if he or she had gained quite a lot of weight. In addition, the 
character breathes out winps of fog and “swrt.” them from 
the pores. 

GuBruth 

Ab& &om Constitution 
The cuter can create enough fog to 

Ab& &re: Charinma 
Dcdcription: By activating this legacy, the caater can 

expel poironous, gareour breath from hi8 or her lungs. 
But the gaa murt be releued within a number,of rounds 
equal to the cuter’r level, or itr k i n g  e&& wear off. 
The gas is greeninh-yellow and nmells vile. It can be 
breathed to &ea a sin& oppnent within five feet of the 
canter, and zequires an attack toll (including Dexterity 
adjuitmenti, if any) to hit. The target taken Id4 damage 
per three level8 of the cuter (ld4 at 1st-3rd level, Id4 at 
4th-6thn etc.). It i not ncceiiuy for &e victim to inhale 
the gas w d € e r  from i q  effect., becenne it. poison Beepn 
through the nkin. Magid efFm 6 
can help the target, uuaally by 
half damage when there normally would be no naving 
throw allowed. 

Detrknt:  The chbacter haa a foul body odor and breath. 
In addition, the Afflicted’s flesh becomes puffy and dincol- 
ored in some places, and the character breathes out wkpn of 
yellowiph fog and “nweats” them from the poren, 

Gueow Form 
Ab&jSwm: Constitution 
Dedcriptbio.: The character’s body, and any posseerions 

worn or d e d :  become gaseous when this Lcgaay is d. 
vated. The effects last for a number of rounds equal to the 
caster’s 1 4 .  While in this form the character has a. fl+g 
movemeut rate of 3, and a,,pianeuverability clans of B. 
Winds-hth magicaland nqhl-can drive the character 

, &.can be used to increase the 
enter any space that 

be affected by mont 
or electrici@, which 

de spell and the Nkde 
haracter using the 

‘r Be& becomes put& and feels soft 
molt of the charncrerb.bo&, EO the 

Ewe b e c o h  & e t h p ~ ,  ,d the character appears to have 

s this Legacy, the nize 
one other creature 

choose a different (leaner) 
the Legacy ia activated. 

1 can changein theanme pm- 
An unwilling &picnt ofthe 

row against upella to avoid the 
a number of rounds equal to 

the target do not change in 
d, so they are ripped apart. 
the target, but d e a r  armor is 

, it ;sLktn  a number of hit points equal 
ithout Dexterity adjwt- 

m&ve in the new form, but does 
renghscore, or any bene- 
characteri; linear dimen- 

sionn &tdoubledt%%h the Legacy, the character’s movement 
rate Sl.0 doubles. 

Multiple applications of this Legacy cannot be used for 



cumulative effect, but can extend the duration of the 

Lbt rhnt :  &me portion of the Amicted’n body become0 
permanently enLgcd (not the whole body). Typical affech 
include one or mom limbs becoming twice their n o d  size. 
The character might initead change in one dimension, 
becoming twice aa wide, thick, or tall a 
normal, with all features appearing 
atretched in that dimenaion. On some 
ocher Afflicted, the facial featuren 
gmw, l o t h e  chrnctcr hu 
big ears, eye#, lips, and 
now. When the character 

h e .  

u ics  the Legacy to affect 
him- or henelf, the char- 
u t e r i  oridnd dimension8 
(before acquiring the 
L.e#acy) are uled to deter- 
mine the nize of the new 
brm. - 

Dedoription: When thia 
Legacy is activated, the 
caiter’i eyes glow with 8 

red fire. The character can 
affect any iingle target 
within 10 yardi, asturning 
the target ha8 an Intelli- 
gence of a t  least 6 and 
underbtandn the langu.ge 
spoken by the canter. In 
addition, the victim can 
make a aaving throw td 
avoid the effects of the 
spell. If the saving throw 
fails, and all the other con- 
dition. arc correct, the tar- 
get individual immediately 
falls into a t m c e .  

The victim can be kept i r  
the trance, unmoving anc 
unreiponsive, for a numbei 
of round8 equai to thd 
caater’i level. Alternately, 
the canter can chooie to  
make a brief and reaionb 
able-nounding request of 
the individual (ai per the 
3rd-level wizard spell, dug- 

Abddysmrr: Dexterity 

‘ 

i 
I 
i 

i ’, 

U gwtion). In this c&se, the 
trance Iastn only for the 
.ingle round in which the reauent i i  

of action for up to an hour, unless krmething happen. to 
make the iug&ntion seem unreaonable. For emmple, an 
attack from the cant- or the cslter’r cempanioni d e r  a 
nuggewtion to protect them nee* unreasonable, or the vic- 
t imi  ftienda might argue the hypno t id  chuactsr out of 
performing a q g e s t e d  action. 

made. The victim follow8 the suggested course ~~~~~~ 

Iv 



fit- The chuacteri eyes glow a fiery red, and liihta 
seem to whirl within them. People converaing with the 
Afflicted become dhac ted  and lose track of the convema- 
tion quite eatily. 

h a p  
Ab& S M ~ :  InteUience 
h n $ t i o n :  With this Legacy, the w t e r  can leap great dis- 

tances from a standing atart. The dintance potmble is for- 
w a d  or atraight upward 20 feet, plus one foot per level of 
the cuter, to a &mum of 36 feet. The character can ala0 
leap backward 10 feet. Horizontal leapr forward or back- 
ward have otlly a t l i h t  arc-about two feet per 10 feet trav- 
eled. Thia Legacy don  not enaure a nafe landing. 

Detriment: A character’r leg musclen may grow to huge 
proportione. Some Amickd suffer a greater chmge, their 
lege chenging to look like a grushopper’n lege. 

L W t  
AwysC0m:Dextarity 
Dw&twn: Thi. Legacy createa a reddhh light that illumi- 

nate~ the i u m ~  in a d i w  of 20 feet. The L&b& spring. 
from one of the character's h d a ,  or from the forehead, the 
point of emanation chmen by the m t e r  when the Legacy ir 
acquired (and unchangeable thereafter). The effect l u t a  a 
number of mundn equal to twice the casterb level. Whiie it io 
jue bright enough to &ow d& in the ~ a .  it id not enough 
to caw hann, or wen temporary b l i i m .  

D e t r h n b  The character is constantly outlined in a red- 
dish glow, and his or her eyer glow red. ConKquently, the 
casts’s dmce  vision is i m p i d ,  s;.ing the c h m t e r  a -2 
penalty to attack rolls with miarile weapons. When the 
Legacy is activated, the glow diosipates, and the L@bt 
springt forth u deecribd. 

Luck 
Ab& Score: Player’. Choice 
&c@tbn: When activated, this Legacy enablea the cuter 

to re-roll a failed raving throw or ability check. 
Dctmincnt: The character is somewhat clumy, and tend. to 

drop thingn and rtumble a lot (though the effect is not pm- 
nounced enough to Dffect the characterb mmbat abilities). 
In addition, the AMicted suffera the detriment for a ran- 
domly determined Legacy. When the tuck  Legacy is 
acquired, another L - e g q  rhould be rolled for p. well, and 
its detrimental effect applied (though the character does not 
gain ita power). 

Meld 
Ab& h m :  Charisma 
Ducription: Thin Legacy allowa the caster to meld his or 

her body and poiaesaions into stone, dirt, or wood. The 
futer becomes part of the iurfncc of the material for up to 
two rounds per level of experience. Up to 100 pounds of 
possensionn can meld with the caster. The material into 

which the character melds (typically a w d ,  floor, tree, or 
even a table or door) muat be at leut u lugc u the cuter, 
in all three dimendona. Any done to the Burface of 
the item is puled  on to the cater. Melding into material 
requires a round, though +hg is instantmeoua. 

D e t r k n t ;  The character’r body tendm to merge with uyr 
earth or wood being touched, if the character rest8 too 
long in a tingle rpot. For exampie, the character’s ann 
might sink into a table, feet into a path, and 80 forth. In 
addition, the Afflicted’@ body acquire8 the look of the 
material being touched, to a character leaning opdmt a 
stone wall would tind his or her &ah (and fur or sc.lee, iF 
applicable) taking on a atony appearance, or a c h u w e r  
touching a tree would begin to gain a barklike covering. 
This laits until the Afflicted touches another item into 
which he or she could meld. 

ML.ile 
Ab&& SMn: Constitution 
hct+t&* The fUtcr can rekw miasilea of magical encgy 

from the fingcmp. Each A&& CPW Id6 dmmge, and the 
cuter can rekw one Midc por every three leveh of eXpri- 
ence (one at lt~3rd level, two at 4th-6th, etc.), to a maximum 
of five misries per activation of the Legacy. For each MhUi 
fired, an attack roll must be made (Dexterity adjustment# 
apply). The miSrileo can be fired all at the name &IC, bt one 
per round until uned up. Siiilurly, they all can be nhot  at ths 
same target, or at different targeta, without penalty. Even 
inanimate object. can be the tAr&ei of the Mh& b g q .  

Detriment; Each of the Afflicted’s fingers lengthen8 and 
acquires a tubeeke ahape. The miasileo are generated in and 
fired from thecae tuben .  I 



PhPntum 
Ab& Score: Constitution 
Ducriptwn: When thin Legacy is activated. a horritjhg, 

illuaory visage take. the place of the canter’s normal fer- 
turer. Anyone viewing the visage muat make a sucwsrful 
raving throw against spells or flee in terror at maximum 
npeed for a number of roundn equal to the canter’i level. 
Undead are never dec ted  by this upell, nor are creatures 
with an Intelligence below 2. The viaage remains for a 
number of roundi equal to the cu ter i  level. 

Dctrirmnt: The AfnictedC viuage becomes very ugly, but 
rather than generating horror in those who view it, it cauaen 
diwunt and revulsion. Others might seek to avoid interac- 
tion with the Micted, though they will not flee in terror. 

Phase 
Ab* Score: Intelligence 
Dmr@twn: The character can adjust the componition of 

his or her body, no it becomes possible to paan through 
solid matter, and for solid matter to paan through the 
canter. Any equipment worn is affected, but any single 
item carried in the hand remainr nolid, if the canter so 
denirei when the Legacy i i  activated. Also, the character 
can walk along the ground without sinking into it, even 
while panning through a wall. Otherwine, d l  items pass 
through the character, who likewise passer through all 
solid material. Though the character in immune to solid 
weapons, he or she can ntill be affected by magical fire, 
cold, and electricity, an well as the magic mw.4 spell and 
the Mkik Legacy. 

~ T h e ~ ~ 0 e a h b e c c q n u m f t a n d & , d b t o r t -  

ter if he or nhe npendn more than a moment in the mame place, 
and any dothing of a weave coarier than uilk tend8 to merge 
with his or her bo& Extbtiontakuabout around, and can be 
rather pnidid, PI if the charactmwcrr pulling a bandage horn a 
k h w o u  

in& form Md katures. The Chemaertenduto .inkintordidnut- 

Plant Form 
Ab* Score: Dexterity 
Ducriptwn: The canter can unume the form of an inani- 

mate plant of approximately the m e  mane. The form can 
be that of any typc afpknt, and can have any characterintics 
the character wishes. For example, a cut6r might chooae 
the form of a giant flower, or nlender tree with only a few 
leaven. The canter b only one available form, choaen when 
the Legacy ia acquired, and never changed. 
No system rhock roll in required, and the canter retainn 

his or her plmnality and mentd i~ .  The canter reta ins nor- 
mal human aenwn (si&t, hen+, smell, and much). While 
in P h t  Form, the c-r cannot move, talk, or CpIt ipeUs but 
could une psionice and fagdei ,  and can spy upon myth$ 
in the area. When the Legacy i i  activated, the cuter’s quip- 
ment melds into the new form. The change lanti three 
rounds per level of the cuter. 

Dctrirmnt: The Aftlicted uiually nprouts leaven, flowern, 
or other plant parts frcm his or her body. Some gain a 
graiiliie covering. The character needs regular nunliht, 
or feels nauseous. 

Poiuon 
Ability Score: CharLma 
Dedcription: The character can produce poiron from 

fangs, sharp claws, or a ntinger of some mort, which 
appear when the Legacy i i  activated. (The method of 
delivery causes no damage other than that produced by 
the poiaon.) A iucceiiful attack roll i i  neceiiary to 
deliver the poiron. When the Legacy is activated, the poi- 
aon must be uned within a number of roundi equd to the 
canter’n level, or it loiea ita potency and becomei inactive. 

The poiwn’s offecta vary with the cuter’i level. A caiter 
of lnt-3rd level ow generate pouon that cauiei the victim to 
f d  d e e p  in ld4 roundn, and to remain that way for a num- 
ber of roundi equal to the cuter’i level. A canter of 4th-6th 
level can produce either the sleep poiaon or another form 
that c a w i  par&& &at itarta within one round of delivery 
and l u t i  a number of roundr equal to the cutar’i level. A 
CpIter of 7th-9th level cnn produce deep or pua(y& pouon, 
or a pobon that cauies damage of a number of hit poiate 
equal to twice the cu te r i  levd applied knmediaw when 
the target ia hit. A cuter  of l0th-12th level can produce 
sleep, paralynis, or damaging poiaon, or a combination of 
damage and pardyii, again trl;le effact inntantaneoudy. A 
cuter of 13th or greater level ou1 generate any of the other 
p o i s ~ a ,  or one that MU- instant d u t h  

threw to 
lenien the duration of deep or par+ir, to halve damage, 
or to avoid death. 

&Gncnk The AfEcted grom hnp, daw, ora&& tail, 
but theie are uuelenn except when the Legacy in activated. In 
addition, the character’s fleah (or fur or icalei) acqwrai ugly 
splotchei of bright colon. 

F’roficiency 

The victim of a poiaon pacrck CM make a 

Ab* Sam: Player’. Choice 
Ducr@tion: For a number of roundn equal to twice his or 

her level, the caiter acquires the ability to uie any one 
weapon or nonweapon proficiency (or a bonui of +2 to an 
existing nonweapon proficiency iwre, or a bonur of r2 on 
attack rolla when uiing a pvticular weapon). The profi- 
ciency gained i i  decided by the canter each time the L e w y  
in activated, and cannot be changed during activation. Any 
knowledp gained from une of the Legacy in forgotten by the 
cuter when the duration expiren, though qything written 
down could be prenerved. Other character’m have the nor- 
mal chancea to rtmember hcb noted. 

Detriment: The character wquirei iome type of minor 
phynical deformity, wch an large ewi, warti, a nanty over- 
bite, etc. All the AMicteds nonweapon proficiency acoren 
are pendied by -2. 



Projectile lnt-3rd level, +2 at 4th-6th, eta), to a maximum bonus of +6 
Detrincnt: The character acquiron a nilvery-red color Over 

the whole body, and hi8 or her e p a  g l w  red. Smokqowder 
explosions affect the Afflicted an if the character were an 
Inheritqr. 

AS& Scm: Wiidom 
k + t h :  The cuter can produce phyoical miaailes from 

his or her body, and shoot them at an opponent, The charac- 
teri  body changer when the Lqacy is activated, nprouting 
quill;, or developing a horn or blowhole through which 
rocklike projectilea are propelled, or a snout through prkich , . l?&t 
they are upit, or thick dawn that are fud from the fuyere. 
The form of the projectilea u chown by the cuter when the 
Legacy ia acquired and can never be changed. TzL(~number ' ., 
of projectilea produced in equal to twice the cukr'&leveI, 
and each ia fired separateb, with itn own UrScL mll. 4 can 'a 

be fired in the name round, or at a rate of one pr bund 
until all are used. Multiple targets are poiaible, without 
penalty, The projectiles are not considered magid. . ' *v 

Dctrirmnt: The character 8prouta quill. over much of the 
body, or a blowhok or horn formu, or the Amicdn fingers 
lengthen and become tubelike. In some canea, the:charac, 
terb mouth and nbae lengthen into a tubelike nnod w e n '  
the Legacy i i  activated, projectilea are fired ftomwhatwer 
growth f o m ,  butit in otherwise uaelein. 

Red Shield 

' ' , 

A6ilily Scum: Conatitdon 
DMcription: The character generaten a #lowing, tranapar- 

ent red nhield from one hand. Ita radiun in one foot per 
three levels of the cuter (one foot at ht-3rd level, two feet 

acter can choose to produce a nhield smaller than the 
largest pouible, but the shield in alwayn circular. 

The shield weighs nothing, but ia aolid, and u attaphsd to 
the carter'a hand (eitherone, determined each time thw 
k g a c y  in activated). A shield with a one- or two-foot radiui M: 

providan an AC bonun of -1. h g e r  shieldn can be ured M 

cover by the Euter and any din, with the exact mount of 
cover depending on the aituation. 

Dctrimcnt: Shieldlike, round growth., about the size of 
bucklera, appear on the backs of the eharacter'n, hands.' ' 

There cannot be used for defenne, because hitting them '' 

causes damage to the character. However, wheaihe Legacy 
is activated, one of the nhield growthn (cnter's choice) 
expand. to the nire called for by the Legacy urd hardens. 
Some AMicted gain a thickened body covering of lome 
kind, nuch M d e n ,  platen, or bark. While thii provide8 no 
protection, it alter8 the character enough 80 that clothing 
and armor do not fit unlese upecial~ made. 

Red Steel 

inp other AMid &&wted 'M i f t b y  have $he Armor 
, . ,  at 4th-6th, etc.), to a maximum five-foot radiun. The char- 

, I  

9.' 

, '  

..&I& &extra w e ,  ear, of bar, whicll iwdurlly flake 

, ,  A&& h: Dexterity , .  
Dwi+tbn: With thu Lagacy, the chrncter can 

enchant a melee and & i  weapon, giv iq  it the p p r t i m  of ., 
red sted for a number of rounda qual to the cutst'# M. I$". 
used on an item made of red ateel (or an item d e .  .tdkwl 
byth$kgacy),theLcgrcygivsatheiacma+l bonuutosttock 
and damage rolln, per wery three levele of the cuter (+1 at 

I 



r 
RSpe1m.l vatel this Legacy. The Legacy remainn active for a number 

of round8 equal to the cuter i  level. During thin rime, any 
metal swung or hurled at :he char- veer. away at the 

lut  moment. Metd worn bv the oburcer 

AbdityseOrr: Intelligence 
Dtdc+&m Metal weapon8 cannot hit the cuter who acti- 

f 



hual  imagen to the cuter* A detached hand can move on its 
own and even retrieve mall items. The detached parts are 
controlled by the caater. The aeparation is bloodlean and 
painless, and it h t s  for a number ofrounda equal to twice 
the character’. level. At the end of that time, the part reap- 
pears where it belongs. Detached parts can be damaged 
n o d y ,  and are connidmd to have the w e  Annor Clans 
an the canter (though the part can tind cover more eplily). 

D c t r h t :  At unpredictable inenrals, the character’a handn 
fall doreye4 pop out. h w i t h  the n d  uae d t h e  Legacy, 
thk separation L painlas and bloodlean, but the detached part 
c u ~ l  all function until reattached. Reattachment munt occur 
within a turn of when the part falls away, or the body part can- 
not be reattached, and the character suffen damage (ld4 for 
the losn of an eye, Id8 for the loss of a hand). Sleeping chpraf- 
tern wake when one of their body parts detaches. 

sb.p.- 
a && ha: Wicdom 
a~cdcriptwn: With activation of this Legacy, the caster 

becomes able to mold atonen with hare handn. The hands 
become enchanted for a number of rounds equal to twice 
the caster’a level. To the canter, stone feels like soft clay; it 
can be molded and nhifted. or even tom apart. To mold a 
cubic foot of ntone requires one to four roundn, the exact 
time required depending upon the amount of precision 
desired. The caster can change general shape, tear out 
pieces, or create a hole in about one round, but shaping 
atone more artistically, such as to create a small, rough 
statue. requirea clmer to four roundn. Soft& stone is euier 
to mold than very hard atone, so this affeata the time 
required as well. Note that gems can be affected by this 
Legacy, but r e s ; n  about one round per cubic k h  of mate- 
rial to be manipulated. The D M  can choose the exact 
amount of time required, or aimply roll ld4. Of courne, this 
Pl.0 determine8 the amount of stone that can be deeted. 

When the Legacy’a duration expires, the stone remainn in itn 
new ahape. The character can shape tools or weaponr uaing 
thii Le-, or make a hole in a w& or create a rough shape 
that can later be carved or o t h e h  refined into a work of art. 

Detrhnt: The AEflicted g h  a stonelike exterior covering, 
urrully of a rrd oranpred, or reddiah-gray color. If the char- 
acter normally haa fur, thic now sprouta from neeming cracks 
in the covering; the atony covering replaces scales or  kin. 
Most of the character’a hair f d s  out. Thin covering provides 
no specid protection to the individual. In addition, it can be 
molded rather For example, the character’. featuren can 
be changed, and the indentatton from a weapon atrikc remains 
in &e until the flelh i remolded. 

sh 
Ab&ySmn: Strength 
Dwcription: The canter can rclaane an electrical charge 

from a hand, choosing one or the other each time the 
Legacy in  activated. A 1st-level character has no range for 

the power, and must touch the target to effect the dis- 
charge. Range increases by one foot per level after the furt 
(one foot at 2nd level, two feet at 3rd level, etc.), to p mpn- 
imum range of 10 feet. Hitting at a range requiraa an 
attack roll for succem (Dexterity ndjuotment. appb). If 
the target is wearing metal armon, that armor’a protective 
value is not included in the target’a AC, though magical 
bonunes still apply. Armor that is not primarily of metal, 
such LU studded leather, leather, or padded armor, appken 
to the target’. AC LU normal. 

After the Legacy in activated, the charge muIt be r e l d  
within a number of rounds equal to the cuter’n level, or it 
simply fad- away. The amount of damage a charge c a u m  
u ld4 plus 1 hit point per l e d  of the d e r .  

Note that the charge can be iasucd through a metal 
object held in the caater’n hand, if so desired. If thin io 
done, throhject must touch the intended t.rgct. It will not 
extend the range of a bolt of electricity. 

Detrknt: The character is constantly d a t e d  with static 
electriciv. Whenever the Mic ted  touches mother praon 
or object, he or she receive1 a mild ahock. If the character 
has fur or hair, it standi on end dl the time. Clothing worn 
stick8 together, and to the character. The character’n skin is 
dry and flaky. 

Shoot 
Ab& &ore: Widom 
Dwcription: By uriag this Legacy, the cuter  can acquira 

the THACO of a warrior of the eame level, but applicable 
only to minsile fire or other long-range combat (auch p. thc 
S k k  Legacy). A canter who io already a warrior receives a 
c2 bonus to attack rolln, for a number of rounda equal to 
twice h;s or her level. The new TMC8 laate for a number 
of round. equal to the canter’s level. 

Detrhnt:  Afflicted with thia Legacy am very tempera- 
mental, and anger eaaily. In addition, their u m e  and fm- 
gers grow in length, to perhap twice normal length, u if 
stretched out of proportion by excessive throwing or fir- 
ing of misailen. The lengthened extremities provide no 
particular advantage, except to extend the character’; 
reach aomewhat. 

ShrInL 
Ability Soon: Chariems 
heription: The cmter can decrease his or her oize a d  

weight, or that of my creature that is size large or d e r ,  
reducing the affected individual’s height, width, thickness, 
and weight by half. Note that when a character is &ected 
by this Legacy, body weight is no longer in the correct pro- 
portion to volume. A lenrer amount of ohrinkage can be 
caused an well, the exact amount being determined by the 
cuter each time the Legacy in activated. Weight and all lin- 
ear dimenlions can change in the same proportion, or by 
different amounts. The change lasts a number of rounds 
equal to twice the cuter’s level. Unwilling targets of the 



Legacy can make a saving throw against spells to avoid the 
effecta entirely. 

Clothing and armor wori~ by the target does not change in 
size when the Legacy is used, so the character shrinks out of 
clothing and m o r  without harm to self or to item worn. If 
the target’a linear dimensions are affected in any amount by 
this Legacy, its movement rate is halved. The target’s 
Strength and other abilities do not change. 

Multiple applications of this Legacy are cumulative in 
effect or in duration, but not both. 

Drtrimmt: Some part of the Afflicted’s body shrinks. ’&pi- 
cal effects include one or more limba becoming half their 
normal eize (though never just one leg). The character 
might instead change in one dimension, becoming half as 
wide, thick, or tall aa normal, with all parts of the body 
appearing shrunk in that dimension (so if the character 
becomes half aa wide, so do the caster’a eyes). On some 
Micted, the facial features shrink, so the character’s ears, 
eyes, lips, and nose become small. When the character uses 
the Legacy to affect him- or herself, the character’s original 
dimensions (before acquiring the Legacy) are used to deter- 
mine the aize of the new form. 

Sight 
Abd& Score: Constitution 
Dcderiptbn: Each use of this Legacy enhances the caster’s 

vision. For a number of rounds equal to twice the cuter’s 
level, the character can gain infravision, the ability to see 
normally underwater, the ability to see through normal or 
magical fog, or the ability to see invisible creature8 and 
items. The exact effect is chosen by the caster each time the 
Legacy ia activated, and cannot be changed during that acti- 
vation. Note that the ability to see invisible beings doeu not 
allow the character to see ethereal forms that do not have a 
visible manifestation, nor to see creatures whose natural 
state is invisibility (like the invisible stalker, which is invia. 
ible not because of magic, but because it is made of air). 

Dctrimcnt: The Afflicted’s eyes usually change, perhaps 
growing to very large proportiona, or the character might 
grow eyestalks. Alternately, the character might grow an 
extra eye in the center of the forehead, or in uome other 
place. Thiu eye is completely useless, but aometimes moves 
of ita own accord as if looking around. If an extra eye is 
grown, it becomes active when the Legacy is activated, and 
the characterb normal eyes atop functioning, for the dura- 
tion of the Legacy, 

Silence 
Ability Scorn: Intelligence 
Dueription: The caster can cauue an aura of ailence to 

encase one person, either the caster or another target. Any 
recipient other than the caster can make a saving throw 
againat spells to completely avoid the effects of the Legacy, 
If the saving throw is succeasful, the Legacy’s effect dissi- 
pates entirely. Otherwise, the effect lasts for a number of 

rounds q u a l  to the casteri level if used on nomeone other 
than the caster, twice that duration if used on the cuter. 
This Legacy in typically used for stealth purpodea, so the 
recipient creates no no& while moving. It also preventa the 
recipient from vocalizing (and casting spells with verbal 
componentc). 

f i t r k t :  Mdst Afflicted with this k ~ a c y  become mute, 
losing their tonguea. Some become deaf, h i n g  their e m .  
Many acquire a particularly loud walk. Some have loud 
voices, but their feet become large and brushlike, creating 
only a whiiper of sound when the character mom. In other 
Aftlicted, the sounds the character creates fluctuate wildly 
in volume. 

S1-P 
Ab* score: Chuiama 
&c+twn: This Legacy can cause one living being within 

10 yards of the caster to f d  d e e p  for a number of rounds 
equal to twice the caateri level. The canter need not see the 
intended target, but muat direct the ef€eect to a p n e r d  lace 
tion. It then aKectu the being cIoK#t to that location, regard- 
less of the number of Hit Dice. The victim is allowed a 
saving throw againat spelln to avoid the effecta, howeven 

Dcthunt: The AMicted alwaya appear8 tired, with droopy 
featum and eyelids. The character h u  trouble nleeping, but 
yawna inceslpntly, uaually noi.ily. 

sp..d 
Ability Scan: Wisdom 
fidcr@twn: F& a number of round8 equal to hi8 or her 

level, the caster can move at twice normal speed. The caster 
gains a -2 initiative bonus while the Legs~y is active, and 
gains twice normal movement rate and number of normal 
melee or m i i d e  attacki. Spellcanting s p e d  L not i n c r e d ,  
nor doen the Legacy enable the character to uno more spa- 
cial powers (spells, Legacies, puionics, etc.) than can nor- 
mally be used in the name round. 

Dctrimcnt: In most casea, the Afflicted gainn additional 
legs, uaually two. In aome canes, the character’s n o d  l e e  
might change into a cluster of ineectoid or other arthropod 
le58 (like an ant, spider, or even a millipede). The ch.ncter 
might also gain extra m a .  These extra limbs 5ant no rpe- 
cLI abilitiea, except when the Legwy u activated. But any 
extra legs become necessary for locomotion. 

spu shield 
Ab& Scorn. S t r e d  
k r + t w m  When thii kgacy ia activated, a kt, transpar. 

ent, glowing red dmk begin8 to orbit m u n d  the canter. The 
disk is about a foot in diameter, and moves very quickly, for a 
number of rounds equal to the carterb level. During this time, 
the shield interferes with the effects of all Legacies and apells 
directed at the cater, who receives a bonu to ~ v i n g  throws 
against spells. The bonus b +1 prthree levels (+1 at lst-3~4, 
+2 at 4th-6th, etc.) to a maximum +S bonus. The effecta for 



IUCC~M and failure of the swing thmw M normal. 
Iktrimnt: The character g m a  some sort of body cover- 

ing, which might reaemble spikes, large scales, bark, rocks, 
wTinkled akin, writhing worms, or suchlike. This covering 
feel. like n o d  flesh and providen no spcicl p h o n .  It 
is fairly thick, but appeara only in acattered patches, and 
these patches slowly migrate slowly around the character’a 
body. The character must wear s p c i d  clothing and armor 
to accommodate the changed flnh. 

%Jb 
Ab& Scow Charisma 
Duenptn: When this Leeacy is activated, the character 

pow8 opikn over the entire body. All the +ea are n h u p ,  
though most are d. Spikes on the backs of the hand are 
fairly long, however. The cuter’s clothing and my nonmetal 
armor worn are pierced by the spikes, though marl armor 
impede8 them. The spikes remain for a number of rounds 
e q d  ta the canter’s level. 

If the cuter is phyoidy touched by an&er a;Oe @ittu. 
slapped, punched, grabbed, or wrestled, for exuuge), the 
individual touching the caster receive8 2d4 hit poinm of dam- 
age. In addition, the caster can phyni* strike an opponent 
with the backs of the hand8 (requiring an attack ran) and 
w a e  ld6 hit pinta of duruge p r  succeaaful hit. The charac- 
ter can attack with both hands in the anme round. 

Dctninmt: The Afnicted gruwa apikn over the entire body, 
but thne  npikei are relatively soft, and can cause b y e  
only when the Legacy is activated. The spikes are uncom- 
fortable and q u i r e  s p e d  clothing and armor to b nude. 
The character cannot wear plate armor of any materid 
except red steel (ree Chapter 6 for details on reditecl 
armor). 

s+ 
ailicy Scum: Intelligence 
Dacr+tbn: When this Legacy is activated, the caster’a 

Strength becornea 18/00 for a number of row& equal to tin 
or her level. If the character’s Strength k .Lady 18 or mor+ 
the cuter receives a t 2  bonus to Dexterigr (to a maximum 
Dexterity of 26) for the duration of the Legacy’s activation. 
With activation, the cuter’s muicles grow to large pmpor- 
tionn as well, sometime8 ripping through clothing worn. A 
character wearing armor when the Legacy is activattd takes 
ld4 hit points of damage, and while the armor’s protective 
value in udected ,  the armor mwt be repaired, unkv it WM 

specially constructed to accommodate the change. 
D c t h t :  The Afnicted nometimes grown two utro urm, 

but usually, came of the character’s muscles grow to huge 
proportions. The muiculu growth sometimes af€ectsene 
arm, though it may afFect both arms, both legs, cx the toru, 
instead. Only the muscles of part of the body grow. The 
expanded musclea grant the character no advantage, and 
make the k i n g  of armor and clothi i  difficult. 

swim 
Milicy Scum: Intelligence 
&c+t&: For a number of round. equal to twice hie or 

her level, the caster cm swim at a movement rate of 12, and 
is quite maneuverable in the water. If the caster can 
swim, swimming speed is i n c r e a d  by 6, for a number of 
round. equal to the caster’n level. But thi. LCgw does n e  
provide MY a p e d  undewater vinion or breathing abditiar. 
Many characters. though not all, transform when this 
Legacy is activated, typically growing webs between their 
tingerr and flipperlike feet. In w EM-, a character’s fin- 
gers grow to about twice noA.1 lmgth. with webbing 
between them, or the armn bedo& flipprlike. The precise 
changer, if any, are determined by the caster when the 
Legacy is first acquired pnd mmain tkc name with each acti- 
vation of tht 8 . q ~ .  Any tr&formrrlon takes place instan- 
taneously. The e)lrr.c~cr’s’clo~rtg.or armor doer not 
automatically change tq a c c o d t b  a transformation 
(unless made of red ateel, ad uplained in Chapter 6). Grow- 
ing flippers or w e b b i  CUI break through armor or cloth- 
ing, damaging it, and taking a round to do 80. So mont 
people who tram+ wear ape& -rand clothing. 

Dctrimrnt: TbC &lictcd pe-endy truwforms in one or 
more of the mmners described above. But the extra growth 
aerves M wkl p u r p o ~  except whenthe Legacy k activated. 

. .  

T + - v  
*srwirDsxtsrity 1: 

Awa+b Thi+,-c(;l have one ofthree etTects, cho- 
The h t  use gives 

to n d  tempaMvs d r e m s q  such u 
c cold, for a number pf hours equalto 

’ cutcrk level. ‘%e wand e@ct pmvidn puttl hu&yto  

number of round. e q d  ti tb-8 l ed ,  the cubr takes 

‘kea by the cplter erJl tune it is 
‘ 

plulahual o r u n U s u a l ~ > ~ b e u r a l ~ * .  wa 

None of the effect8 o f t  
other uacs ofthe L e k ,  

I ,  withrp&of&plilaref%cb. ,, , ,  , . ,  

Btr inh t :  Tbc char.cter aulFc+a frOm;$e&nid -ra- 
t* extmnea4,At timm thp,ch.ncter~sffs& feelwdd, the 
k e d  -uti fur knd d&r$”+n&d b-i emanate 
fmsn rhc ch.naor.to&ct tb& new@ h.& times, the 
chera+t&!i flcih feek hot, the Afnicted.,w’fuur or hair or 

, and hot b&&a’ e-te from rl;c.hurcclrr to affect 
nearby. chages between the two - are relatively 

*low, taking 9. much as:* day, while the different states 
&ht h t  for u long as a’week. 

3 



,lhnd& 
Abilily Scorn: Strength 
&c+tbns When thia Legacy in activated, the c b a c t e r  

c m ~ , ~ ~ ~ , r u d , o r w r i t e i n a n y o t h a j ~ e ,  
for A number of rounds equd to twice hL or her level& Thu 
can include modern or mcient languap. W*h activation, 
the cutv muat name the hquepto be tranlltwl, no if the 
h p q e  is coded, or completely unknown to the chuacter, 

the T w k  Lagacy cannot be used. 
&tr&nt: The Afflicted 

~ C ~ & ~ ~  

trannforming from 

. I .  

d '  w 
c c 

the phylicab.ppeululce done m e  to h d a  .;m;lr -(a 
F ' C o D u M ~ u i r e t h e ~ ~ o f s q y d b r ~ ) . T I i L  
a n d w i q m . r r n r i d u r k & n g a i n e d ~ ~  
The character gains none uf the rpecid cbilitik d the 

other-, u d h  m e  of hieor her a d  W i .  For 
example, a lupin trannforming into a p h n  -H+ 

forming into a humam h e r  his or brr chwm, but C.R lrill 
cauie the name damage witb A daw+ &. b h  truu- 

formation taken reverd day. but the 
form acauired laitr more t h  

membramea, but &e. S i ,  k 

78 

two d&. 
Indditioni at r d o m  inter- 

VEL, the dwraotec d p d m  or 
~'wIita~~IulyllIc..r*itL 
,but cotwcious control .or effod 

Sometime., tbia is OBIY for a few 
.. d. At 0 t h  times, it I& for ..few 
nentencea, or for d1 commanicatim over 
th.aouneofurentirrboUr. 

. , .  

I j , 8  

~ S a w u W L d o m  , 

h c r i p t b n :  W;th the'aotivrtion of t h i n  
hgacy, the EUbr +u a chance td epn 
.ay,lock. The ohrnce is mqd ~ 2 0 %  
plu.6% peo of t h W ' c U h , ! t o  a * d -  
m?lm d 96% 6ohl. zhs lock ah oDoaa 
mlut be toucked. If $he cmr ' .  G e n t -  
. ~ p  roll m l u e d t h e  bok - bpn 

I initmtmaauly.~ 
Dctm'ment: The Afflicted'@ fingers (om 

F one or both hands) double in length, .ad 
acquire an extra joint at the end. Thin extra 
joint taken on the nhape of a lockpicking 

device. When ,the Legacy ir =ti- 
A vated, the Afflicbed UUI there 

organic lockpickb to open the lock, 
with the n a m e  percentage AI nor- 
mally 5 4 .  At dl other timu, the 
Afflicted is unable to  UIO ekeso 
growths to piok locks, even if tlu 
chuac tu  hu the nowe a k a  of 0p.n- 
ing lock.. 

I wu* 
A6ib;lgSUNWWLdOm I 

Darcr+tbn: "La individual with 
ttru Lgacy @an bwe A loud cay 
w i t h a n n g e r q u d t o 1 0 y u d s  
per hva dthe out.t, to A I M -  

L imum of 16Oyarda. Within 
that range, opposiag mon- 

a morale check. Failure 

I 

8 r u l m U . t ~ r m k o  



Weaken 
Abi& Scorn: Conititution 
hcriptwn: Using thu Legacy, the cuter can weaken irgr 

other living being within 10 yudm. The cuter peed not r$p 
the target, but muit aim the Legacy’i effect at a apecific 
area, and the Legacy affects the individual cloneit to that 
place. The target individual can make a awing throw 
.gainat spells tp c v n p l e t e ~  avoid the Leg.cyi ef€ect~~ If the 
uving throw fa&, the target sulfen the loan of Strength. An 
individud who h u  a Strength wore u reduced to a Strength 
of 6 and ruffen pelultiu of-2 to melee attack rolb and -1 
tp danqarolh. A b.;.s without a ratod Stwngtb r@m a 
&of-2 to attack mil* .Qd a-1 p o d y f m  each die of 
damage qormally inflicted (though erch die itill causei a 
minimum of 1 hit point of damage). 

Dctrinunh The chqrcter looks very weak. Though the 
Strength r o r a  is uq&ctd, + c-r seenu to have PO 
muscle we, and looh emrcirted. 

- -  1 Y weanon of &at tMe. such p. hardneni and ahmneu.  But it 

r ~~ ~ 

tion, the cuter  can generate a 10-foot itr 
froin u c h a f  rhr two ipinnereti. 
d1,h cutarcan attack with a w 
laiio (nee Chapter 6). The web can ini 
wrap .round .n item, requiring 
that imm or roll an attack rdl 
determined by the hM ud b 
SQJler itemr have a lower Annor CIam.md 
from 10 fo+ a humm-.iicd or k6er itam, ta A 
iMm thatcpuld be held in tho PJQ of asnor 
hand. The web i i  itrong en0 
poundi. 

The truufornutioa, and the abil 
woklutfocanumberofroundeequ 
level. 

duaibdpreviowly, permm-dy. 
Dttr~jnent: The AMicted acquiqu de 



This chapter details new proficienciea for Savage 
&ant campaigns. Besides a number of non- 

weapon proficimcies, there are notes regarding 
new weapon proficiencies and specializations, as 
well an those for natural weapons. (New weap- 

ons themnelves are described in Chapter 5.) Also 
offered are expanded rules for weaponless 

combat, such an martial arta and specialiia- 
tion in punching and wrestling. 

W q M l  k ~ d a d e s  
In this setting, a number of PC races 

have natural attack forms such an bite 
or claws. In order to maintain play bal- 

ance between PCS of those races and 
more standard humans and demihu- 
mans, PC. with such natural attack 

forms must devote proficiency slots to 
them if they are to be uaed. This is 

analogous to human and demihuman 
chamten being required to spend a 

proficiency slot to learn p a t e r  
effectivenes. with their “natural 

attack forms,” punching and 
mdi. Note that all humanoid 
PC. can UM the normal punching, 
wrestling, and overbearing attacks 
an described in the PHB and DMG, 

This setting also allows apecia- 
ization in punching an  reading, 

i. 
I 

I 

an well an proficiency and specialization in mnrtial am. Rules 
for other attack ~ p e c i a l i ~ a t i ~ ~  are also detailed. 

There are several types of natural weapona among the races 
of the Savage Coast: bite (for tortles, lupins, rakaata, and 
aranea), claw, (for tortles and rakarta). rear claws (for 
rakasta), and web-casting (for aranea). The attacks are 
defined in the following text: damagen are liated in the 
deacriptions of the individual races. Note that when mem- 
bers of these races are uned “moniterr,” they are not nec- 
essarily able to uae all the natural attack forms of the race: 
for example, the average rakasta doea not learn how to use 
rear claws. Alto. attack forme gained from Legacies auto- 
matically grant proficiency in the form whenever the 
Legacy is actively being used. 

Like other weapona, natural attack forms fall into types: 
bludgeoning, piercing, and slashing. A bite (at least for 
theae PC races) in  a piercing attack and claws are slashing 
attacks. Strength-baaed adjustments to attack rolls and 
damage apply to all natural attack forms. 



attack form. (For example. a lupin with thin proficiency 
could attack with a bite, without mffering a nonproficiency 
penalty. Other lupins would incur a nonproficiency penalty 
when biting.) If the character wishel to use two attack Eo-, 
such 1u claws and bite, two weapon proficiency slots must be 
spent. However, if the race’s natural attack form in with two 
claws, the character need rpend ody one slot to gain full use 
of both claws in the same round. (For example, a r h t a  can 
take one weapon dot for a bite attack, and a second slot for a 
claw a w k ,  with the eecond dot dowing the &ta to 
attack with two claw8 in the m e  round at no penalty.) 
Note; The r h t a  also have a npecial weapon unique to the 

race-war Clrwn. Characters gain the war claws proficiency 
for free by taking the natural weapon proficiency for claws. 
A bite attack requires characters to close their jawn on a 
portion of an opponent’s anatomy. (In some nituations, the 
perron biting might suffer damage as well, due to special 
properties of the victim.) Claw attacks are made by dashing 
an enemy with clawn on the hands. Rear claw attacks can 
be made only if the attacker hu grappled with an opponent, 
or otherwise grasped the defender with both hands (buch as 
by making two nuccesrful claw atuckn and holding on). In 
order to make a rear claw attack, characters draw their feet 
up and use their clawi to savage the enemy. Of course, a 
rear claw attack cannot be made ifthe character in wearing 
footwear that coven the claws of the foot. 

A w e k t i n g  attack is made exactly like a lasso attack, 
with the same results, and indeed is the same proficiency, 
but uses webbing instead of a lasso. Only aranea can make a 
web-casting attack. The nonweapon proficiency of rope ure 
providen a character with web-colting a bonus, just as it 
does aomeone with the weapon proficiency of hso. It takes 
20 feet of webbing to immobilize a medium-sized creature, 
about half that for a small or tiny creature, and about twice 
that for a large creature. A lesser amount can be uned to 
capture or entangle an opponent. Strands CM be cut mily 
(requiring only two hit point. of damrge), and can be bro- 
ken by a succennful “open doon” roll. 

Several special weapon maneuvern are described in the PHB 
and the Comp&te FqbtcrS Hanaboood. Two of these maneu- 
vern-attacking with two weapon8 and disarming-are 
worth diacusning here, becauae of their popularity on the 
Savage Coast, especially among the Swenhbucklers of the 
Savage Baronies. In addition, another proficienv, “quick 
draw,” in dencribed here LU well. It in especially useful in 
dueling, also a popular pastime in the area, 

Any chPrPctsr can we the diwn maneuver, and any warrior 
orrogue can sght withtwoweapona u derribd in Chapter9 
of the PHB. Fighting Mo& priest and Militant wizards can 
also fight with two weaponn. By spending a weapon profi- 
ciency dot, a character can rlso acquire the quick draw profi- 
ciency or epeci$Lntton in twomrrppon fighting styl.. 

Disarm 
This ia a variation of the rules for attacking to hit a specific 
target, ar described under “Hitting a Specific Target” in 
Chapter 9 of the DMG. 

Intent to dimrm must be declared before initiative h 
rolled. The maneuver can be used to dial+ any itam held 
in one hand of a target. Just as with other called shots, the 
character attempting to dissrm receives a +1 penalty to the 
initiative roll and a -4 penalty to the a w k  roll. The attack 
ic d e  against the target’s normal Annor Class. 

If the attack is nuccessful, the dtlodged item fliea 2d6 feet 
from the tar& hand (unlean tome aped.1 factor prevents 
thin). To determine the direction in which the item moves, nL- 
tive to the attacker, roll ld6, with d t a  as follows: 1, ddgh 
ahead dthe attackec 2, ahead and right 3, behind and +ht: 4, 
waht behind; 6, behind and left: 6, ahead and left. 

well M many d o d o  on 
called shota in general and specific, can be found in the Com- 
pbte FgbtcrS Han2book) 

Two-Weapon Style Speckhation 
An mentioned, any warrior or thief can wield two wenpons 
at the name time. As explained in the DMG, the ch&racter 
normally suffers penalties of -2 with the main weapon, -4 
with the necond weapon. In addition, only a few weapons 
can be used en a second weapon. Using a second weapon 
providen the character with only one extra attack per round, 
barring badtc and other similar magic, regardlens of how 
many attach the character can normally make. 
Note that, at leantin this &&g, p u n c h i n g o r d  arb can 

be UKd as a “second weapon,” though the h can be ued in 
thin way only ifthe character in specidizedm mvtLlarh. 

A warrior or rogue, or any Swashbuckler, Fighting 
Monk, or Militant can specialize in two-weapon style by 
npending one weapon proficiency slot. Proficiency check. 
are never required for the une of the skill, 

If the character acquires two-weapon ityle Ipecialization, 
attacks made with two weoponi suffer lesser penalties: 0 
with the primary weapon, -2 with the seconduy weapon. A 
character with thin proficiency who is also nmbidextroun (an 
detezmined by the DM, or p u r c h e d  at the cmt of a profi- 
ciency dot of any type-though never requiring a profi- 
ciency check) nu&n no penalties for either weapon. 

In addition, c h a c t e n  with thin specialhation CUI uoe two 
weapons of the name size. The w ~ a p o ~  can both be uaed for 
the same maneuver, or for dZFerent mmeuven (such PI one 
striking and the other disarming). If used for different 
maneuvm, each receives a -1 penalty to ita attack roll. 

(Other disarming maneuvers, 

Quick Draw 
The quick draw proficiency is available to anyone able to 
choole nonweapon proficienciea from either the warrior or the 
rogue group. It allown a character to more quickly use a 
ranged weapon during combat. The ability casta one profi- 
ciency dot and can be purchened en either a weapon profi- 



ciency or nonweapon. 
A nuccerrful Dexterity check in required for uae of thin 

proficiency. If the check fdi, the character fail8 to perform 
a quick draw in that round, but nufferi no other adverie 
effects. On the other hand, if the check succeeds, the char- 
acter gain. a -2 bonui on individual initiative, if firing a 
bow, croirbow, or firem of any type. If individual initia- 
tiveu are not b e i i  used, the character ntill g&n the bonw, 
acting two itcpi earlier than other8 on hin or her ride of the 
conflict. (Obvioudy, then, thin in important only if the dif- 
ference between initiativer for the two uidei in 2 or leu.) 

A character with thin proficiency, who i i  also specialired 
in the w e  of a bow, cronnbow, or G r v ,  can itill fire frat in 
a round, before initiative in rolled, if the character haa an 
MOW nocked and drawn, or a croiabow or f i r e m  that u 
loaded and cocked, and a target in sight. In thin cue,  the 4 
initiative bonus appliei to the character’s next ahot, if the 
character get8 a recond ihot in the same round, given the 
weapon type and the nituation. 

Punching and wreitling ruler are detailed in Chapter 9 of 
both the PHB and the DMG. Anyone can uie punching or 
wreutliing without the expenditure of a proficiency dot, or 
can upecialize in either by upending one weapon proficielrcy 
dot, The martial art8 iyntem deucribed below in brief i con- 
denied from the Cumpletr F g W b  H& and the Cumphtr 
P&tS Hanabmk. By .pending one weapon proficiency dot, 
any character can acquire the ability to une martial Uti. 
Spending a second weapon proficiency dot given the char- 
acter upecinlization in martial artn. 

In the Savage Cout campnip, any character can upccial- 
ize in more than one type of unarmed combat. Typically, 
however, only Nobles specialize in punching, and few 
people besides Fighting Monk. npecialize in more than one 
unarmed combat ntyle. Some Savagea and Traders upecial- 
ize in wrestling, yhich is used to prove battle prowess with- 

Note that a character who carrieu a weapon in one hand 
and nothing in the other can punch with the empty hand, 
with the w e  penalties u for wing a wond  weapon. A char- 
acter e.prcialiied in martial arb, who wielda a weapon in one 
hand and carries noth i i  in the other, can make a martial am 
pttock in addition to the weapon attack. A. with punching, 
the character &era penaltien for the ~ c o n d  attack. 

A character with natural weapons, like clawn, cauien no 
additional damage when making an unarmed attack. Nat- 
ural weapon attacku are considered neparately. For exam- 
ple, a rakasta punches with the clawn turned inward, so 
cannot cawe extra claw damage when punching. 

Punchii S+ation 
A character ipecialized in punching gains a +1 bonqn on 
punching-attack rolls, a +I to all damage done while punch- 

out CaUl ing  lethal damage. 

ing, and a +1 bonui OD the,Punchin(l and Wrevel;le Ruvltl 
table. The chart bonun reQqctc the characterirupuior accu- 
racy. W i l e  mort charactera’ mlli OD the punching rcnultr 
table determine which tnmeuver u made. the +I table bonw 
Pllowr the ipecialized charwer to choore from tbe r d e d  
r e d  or either r e d  within one .pace of it (in other w&, 
the reiult &qdy abpve or below it on the table). 

Wmtling Spe*+liytion 
A characterrpecialized in wrmtling g h  a +I  bonuron 
wreitliry attack roUi, a +1 to a11 damage with wrestling 
(including damage per round of a conhued hold), pd a +I 
b o n p  on the Punching and W r 4 i i g  Resulti table. The 
table bonun operates exactly l i ie +at for punchiq. 

h h t i d  br T o r u ~  
The mprtinl .rt. dwribed hem bel- to a lort of “gcmric” 
style. In most placer on the S a v w  cout, tba skill u cJL+d 
f o w f a ,  and it i i  ui& rknowbdged to be a combinrtioa 
of ancient tortle a n d r h t a  unumedsombat &en. 

At itr bwic level, toraita i i  ured jeit like punching or 
wrentliq. T o r ~ t a  combat O C C U ~  when a character attach 
w i t h h  W, fee& ahead. Nowcapuare urcdintartr 
attach but the character CUI hold a weapon in one had-  
though not both-while wing thia mrrciol  art^ ityle with the 
other. If atoram attack i d e  in the nme 4 u ipuwpcm 
attack, it i treated u ifthe chuacterwq a t d i n g  JHitb two 
weaponi. Even if one hand in occupied yith rotu.dhg &r 
than a weapon, the character taken pedtiw to the toraata 
attack u if it were an @tack with a second weapon. 

When making a toruta attack, the martial A t  mcLa a 

normal attlck roll againat the target’i Armor Clair. An 
attacking character who wears armor iuffesi from the 
m o r  modifiern for wrentling, q d e d e d  in Chapter 9 of 
the PHB and DNG. Any other modifiern to the attack d- 
such u thore from Stremh or from wing martial am M a 
necond atrpcL-appb n o d .  

If the attack roll in succeaeful, conrult Table 4.1 for its 
results. Damage modifieri for Strength apply to toraita 
attack.. 

Muti.L A r t s  SpccirlizStion 
The toruta npecialist gnini a +1 bonui ta attack rollr with 
toraata, +I to dpmoge r o b  with tora&a,,and a +I bonw qn 
the Toruta Reiulti table. 

Continuing Specidhtion 
Fwhting Monlo can continue npec ih t ion  in any form of 
unarmed combat. Honorbound can continue npecinliiation 
in martial ar@; tho= who operate aa duelinti can continue 
npor*liwdon in punching; and Nobles can cwtinvC specid- 
Lotion in punch+ These characters are the o+ onen who 
can continue npeci.liution in unnqned combat atykn. In the 
Savage COMt campaign. a chqacter can devote multiple 
nlotn per level to continued apeciahition, if duued. 

82 1 



Table 4.11 TOanSm RESULTS 

Roll l%IUUVW 
20+ Head punch 
19 High kick 
18 Vitals kick 
17 Vitals punch 
16 Head bash 
16 Side kick 
14 Elbow shot 
13 Body punch 
12 Low kick 
11 Gtpze 
10 B d y  punch 
9 Low kick 
8 Body punch 
7 Knee rhot 
6 Side kick 
6 Head b u h  
4 Vidr  punch 
3 Vitaln kick 
2 Huh kick 
1 Head punch 

Damage %KO 
3 16 
2 10 
2 8 
2 6 
2 6 
1 3 
1 1 
1 2 
1 1 
0 1 
1 2 
1 1 
1 2 
1 3 
1 6 
2 10 
2 10 
2 
2 
3 

16 
20 
30 

The roll ia the modified attack roll; the %KO k the percent- 
age chance that the maneuver har to knock out the target; 
maneuven are dencribed in the following text. 

Ibaypuncb: This i a ntraightfomard punch into the tar- 
get’s itomnch or chest. 

Elbow rbot: The attacker plants an elbow in the target’s 
chert, side, or stomach. 

Craze: This beginn p. another maneuver, but does not land 
f+, and merely grazes the target. 

b w  kin(: A kick to the torgai leg or thigh. 
H d  h b :  The attacker s k m a  hir or her forehead into the 

target’s h e .  
HUapmb:  T h i  is a good, strong blow with the fiat. to an 

enemy’r head, particularly the jaw. 
Hbb &k: The attacker kicks the target in the upper body: 

stomach, chest, back, or shoulder. 
Knu dbot: The attacker brings a knee up into the target’s 

atomach or thiih. 
SA kuk: This maneuver indicates that the attrcker har 

time to prepare and launch a very powerful aideways kick 
(prhaps at the end of a cinematic leap). 

Vitab kick: The attacker kicks the target at some vital 
pint :  p i n ,  kidney, neck, solar plexua, etc. 

Vitrrbpuncb: The attacker puts a fist into a vulnerable 
point, an listed under vital6 kick. 

Continuing ipeciPliEation requirea the expenditure of one 
additional weapon proficiency dot per level of opeciabation. 
For each additional dot spent, the character gains a +1 to 
attack rolls with the choren combat style, a +l bonus to all 
damage with the combat style, and an additional +1 bonus on 
the appropriate attack renulta table. (For example, a charac- 
ter with a +2 chart bonua could chwne the maneuver rolled, 
or either of the two above it, or either ofthe two below it.) 

LeVml  boo^ Batpieto1 I-IONBphtd 
1-6 2/1 111 10 
7-12 311 3i2 111 
13+ 41 1 211 3/2 

W q n  SpedilullrOa 
In Savage h t  caanpaigna, only a ningle clars fighter can 
specialize in the use of a weapon, unless a kit allows other- 
wise. They can specialize in the use of more than one 
weapon, if they care to devote the slob to the rkdl. In other 
waya, rpecialization in treated just as in the PHB, with the 
addition of new weapons prenmted for the netting. 

A character with natural weapons can rpecinlise m bite 
and/or claw. Thene specializations are treated exactly like 
melee weapon specirliution: Since claw proficiency already 
a l l o w s  the oharacter two attach per round, thin translatea to 
an extra attack per round, beyond thole indicated in Table 
4.2: S+t Attacks per Round. 

Luso (or web-cuting) lpecialization ia also pomible in 
the Savage Coast campaign. The specialist gains the normal 
+1 to attack rolls and +2 to damage rolla; this damage bonus 
appliei to dl damaping efiects except for atrpngulation (ia 
target is suspended with a I-). A web-carting apecialist 
can make two attacks in the name round, if able to generate 
a web from each hand). Specialization does not otherwire 
grant extra &. 

Boomerang specialization grants additional attacks, ar 
indicated in Table 4.2. Specialization in throwing atones ia 
treated like dagger apecialization in regard to number of 
attack. dowed. 

Fighten, Swashbuckler W&ON and rogues, and duelit 
Honorbound can specialize in the uw of the wheellock belt 
pistol or hone pistol. Such a specinlint gaim the point-blank 
range catepy,  like that of a bow or crombow apecialist, 
except with a range of six to 16 feet. The effect is a +2 bonus 
to attack roh at point-blank range. No additional dmmge i 
caused, unlenn the character’s bulleta have a magical bonus. 
The number of shots allowed per round is nhown in Table 
4.2. As with bow or croubow specialization, rpecirlizatbn 
in wheellock pistola allown a character to fire at the begin- 
ning of a round, before initiative rob, if the pistol i loaded 
and cocked and a target is in aight. 

Some ofthe pmficienciu detailed here UT adapted fmm other 
sources. In the cane of my dimgreements, dedpdons m thin 
book take precedence. Table 4.3 luta new nonweapon profi- 
ciencier available, according to group, along with the slots 
required for each pmficienq, itn &ant ability, md modi6ua 
applied to that ability to determine the soan for the proficiency. 



Details regarding the use of each new nonweapon profi- 
ciency follow. For convenience, the group to which the pro- 
ficiency belongs is listed in parentheses after the 
proficiency’s name. 

Acting (Rogue, Wurior) 
Characters with this proficiency have the ability to portray a 
role and to speak clearly and deliberately, conveying mes- 
sage in both words and manner. This allowu them to make a 
living on the stage, but can also be used to astume a fahe 
identity or to fake emotions. 

Generally speaking, a proficiency check is required only 
for a difficult role or an unrehearsed one performed on short 
notice. A succeseful proficiency check can dupe uniunpect- 
ing individuals, making the user appear genuine, though 
further actions can create suspicions and force new check.. 

If the character is diaguised with magic or by aomeone else 
with the disguine proficiency, the character’s acting checks 
receive a -1 bonus to the rolls. If the character haa the dis- 
guise proficiency as well an the acting proficiency, proficiency 
checks for both acting and disguise are made with a -1 bonus. 

Alchemy (Wiiard) 
This proficiency grant9 ita owner a baaic chemical knowl- 
edge, both with alchemical compounds and the equipment 
used to manipulate them. It does not allow the user to crate  
mpgical potions, but it does permit the individual to analyze 
and identify potions, poisons, and other substances, given 
the proper tools (alembics, retorts, burners, etc., not the 80rt 

of thine n o d  carried around). A iuccensful proficiency 
check in required for proper identification. 
Given the proper tools, a character with this skill can create 
an antidote to a particular poison. A sample of the poison, or 
of the blood of the poisoned individual, in required for 
analysis. A faikd check means that particular poison eludes 
the knowledge of the alchemist. Current theory hold. that 
all poisons are relatively unique, so an antidote for the poi- 
son from the sting of one wyvern might not work for that of 
another. Antidotes can be created relatively quickly (ld10 
rounds) but munt be u u d  immediately, since their efficacy 
diminishes within a matter of minutes. If stabilizing agents 
exist that allow antidotes to survive for a long time, they are 
tightly held secrets of professional alchemists. 

An alchemist of the Savage Coast also acquires the 
knowledge required to make smokepowder, including the 
correct ratio of vermeil and steel seed required (about 2 to 
I), and the amount of time required (approximately an hour 
per ounce. to properly heat and mix the inpdients). 

If alchemy is learned from an Inheritor, it alro includes 
the recipe for the base liquid needed to make crimson 
essence. An Inheritor teaches this recipe only to other 
Inheritors; teaching it to anyone e1.e is grounds for being 
declared a renegade. 
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General Proficimqy 
Alertness 
Boating 
Glaasblowing 
Legacy lore 
Metalworking 
Observation 
Poetry 

Priest Proficiency 
Ceremony 
Curse lore 
Storytelling 
Veterinq healing 

Rogue Proficiency 
Acting 
Animal noise 
Fast-talking 
Fortunetelling 
Information gathering 
Intimidation 
Looting 
storytelling 
nailii 

Warrior hfi& 
Acting 
Animal noise 
Dueling 
Guntmithing 
Intimidation 
Military tactics 
Redsmithii 
Veterinary healing 
Wesponsmithing, crude 

Slot 
1 
1 
1 
1 
1 
1 
1 

Slot 
1 
1 
1 
1 

Sloti 
1 
1 
1 
2 
1 
1 
1 
1 
1 

I 

1 
1 
1 
2 
1 
2 
2 
1 
1 

AMIl 
Wll 

Dex 
Int 

De7 
Int 
Int 

Abiliiw 
WU 
Int 

...- 
Ability 

Cha 
W* 
Cho 
Cha 
Int 

Speci ‘ 
D a  

I 

C h i  
W* 
cha 
Int 

Speci 
Int 
lnt 
win 
Wm 

t1 

+1 
-1 
-1 
0 
0 

-2 

0 
-1 
0 
3 

Modifier 
-1 
-1 

Special 
+2 

Special 

0 
0 

spectr 

special 

Modifk 
) 

TY* 

0 
-3 

C i a l  

7 i ,.. 
MLldser Ability 

Alchemy 2 Int -3 

Alertness (General) 
Characters with this proficiency are  exceptionally 
attuned to the surroundinga, and are rble to detect die- 
turbances and notice dimrepancien. A Successful profi- 
ciency check reduce. such a character’# chances of being 
s u r p r i u d  by 1. 

Animal Nohe (Rogue, Warrior) 
Sometimen known a8 mimicry, this proficiency e n a b h  a 
character to imitate noires made by varioua animdi, u well 
1u other id nound.. Such sound8 are ofren used to mipal 
others without alerting enemy forces. A successful profi- 



ciency check means that only magic can dintinguiah the 
mimicry from that ofthe real animd. A failed chcck meann 
the murid vuiea blih* from what it h handed to mimic. 
But even if the chcck failn, not everyone who hean the 
aound known it for a fake. Thone familiar with the aound 
b e i  imitated recognize the fake automatically: other lis- 
tenen might require a Widam check to detect it. 

Bouhv(Gaunl) 
W;th dim proficiency, a character can pilot aqy s m d  water 
c n k  nobngerthan 36 €e&, nuch M acu~oe or rrft, 0pet.t- 
ing it rt mudmum aped. Such craft are w d y  paddled, 
drouah lome have light saila. The skill dno dowm the A m -  

them to advantage. Thin alao meam the individual might know 
enough to fully denpoil an enemy's temple, if lo & i d .  

Priests automatically have the ceremony abiligr for their 
own church, should they have a npecific Immortal or faith. 
Charactera can take additional ceremony proficienciea for 
other Immortaln, without offending their own, providing 
they use the knowledge to advance the caune of their chonen 
Immortal. 



Savage G a i t .  Thio applies to duels with piitoh, swords, 
and other weapons, and even martial arts. The character 
CM mediate dueh, and never maker a ruler misrtep when 
participating in one. (Suggested game mechanics for duel- 
ing are covered in Chapter 7. Samplen of dueling regulations 
of different cultures are described in the Lanib ofth Suwgc 

Characters with this proficiency are also very calm and 
collected during a duel. Those who make a successful profi- 
ciency check can stare down an opponent for a full round 
and shake that opponenti resolve. The opponent suffers a 
-2 penalty to hi or her next attack roll. In addition, oppo- 
nenta with the quick draw proficiency suffer a +2 penalty to 
their next roll $0 use that rkill. As an exception to these 
penaltiel, opponents who possess the dueling proficiency 
can make a Wisdom check to avoid ita effects when it is 
applied againat them. 

C+t book.) 

F e m ( R v 4  
Fast-tdkiing is the art of distraction and conning. If a suc- 
cessful proficiencv check is made, the fast-talker pew-  

Fo-&(ROFU) 
This proficiency includes knowledge of a vujcty of methods 
of divination, mmt fake. The character with forrunetellmg io 
familiar with nuqwroui devices and mahods, nueh u cudr, 
palm reading, interpreting the fliiht of bird., and 10 forth- 
or at lesst the character is familii enough with thew prac- 
tices to seem anauthentic aoothycr. 
In this campaign, some predictions by such characten are 
accurate. though the proficiency confen no magical powen. If 
the proficiency check is a 1 or 2, the character tuhg the ikill 
has qQaah ofinright, and io able to make anacnuptcpdidion 
based on the method uaed. If the check aucceeda with any 
other number, the character simply invents a prediftion thet 
the client believes. If the check fa&, any pd idon mde ir not 
believed by the client. Note that fut-talking modificn can be 
applied with the forrunaslling pm6ciency if& DM prefrm. 

GldOWiUg(G&4 
This proficiency indirrcca that the character ia trained in the 
craft of +-blowing, and can make a comfortable livimg a.t 
the tmk, given the proper materialn. The akillJlmw4 the - -  

trates ;he attempted scam without trow 
proficiency is used against a player character,, 
check is successful, whatever the fast-talker 8 

reasonable to the PC. 
Modifiers to the roll for the proficiency chec 

on the target's Widom and Intelligence, ar ah 
Bfcompanyjng chart. The DM can also introdu 
according to the difficulty or plausibility of what the faw 
talker is attempting to achieve. All modifiers are 
Target8 wish,Intelligence of three or less are 80 dim'tkat 
attempti to fast-talk them fail automatically because the$ 
cannot follow what is being said (but creatures that atupid 
are easy to fool in other ways). Targets with an Intelligence 
of 20 or more, or a Widom of 19 or more, are imperviow to 
fast-talking. 

T.bb 4.4: FAST-TALKING MODlpIERs ", 

it-, u well an more 
e .heeta of g h  M 31 
window8 are made of 
aracter ah0 k n m  ,the 

glass, and can perform thew 
roll for the pmficieacy check. 
taken by characten of primi- 
t en  reach an area where they 

~ ~ ' & ' & )  
CharrrCtM uith%iq proficiency are able to build and rapsir 
wheellook p&k If the proficiency check for b d +  f&, 

. the p W  has no+ error that cauaer it to explode the fuat 
t i q  it is u d ,  -'Ids damage to the uwr. If a charL for 
reprir.fails, tha character breaks nomething in t k  firearm 

fixed. necwitating two WCCCU~UI checka to repair it. 

--(Ro(Fu) 
, ,  

Target's I, <. :,, TBL $&ciency is the ability to gather information, u d l y  
fTp the underworld, and commonly in regard to mguiah 

3 or less - NA .j& and characters. A character with this proficiency, in 
- 3 or less 5 *s appropriate. circumstances, will be aware of any major 
4.5 4-6 3. . .  '' ,manor8 circulating among the l w f e  of the area the char- 
6-8 6-8 ' . acter can 'gather twice as man&mmors as other characten 
9-12 9-12 0 in the situation. 
13-15 13-15 t1 With a successful profiden specific information 
16-17 - +2 about a pemn or phce.unbc . The DMcan modi& 
18 16-17 3 the proficieney check according 6 the apecificity of informa- 
19 18 6 tion desired. Reactionadjments based on Charirma can 

ello affect the check, pmvkbdJIa W o n  requirea the char- 
acter to talk with people d& tbr search. Membwhip in a 
guild or other orga&ation @an the & i  user a -2 bonua to 
proficiency check die rolls, because the character can gain 

T.get'l 
I n t m l l i i c c  Wtdom ' m e r  

d: 



information from wnnectiona in this organizpdon. 
Since this proficiency depends 011 a network of infor- 

mants and contn.de, characters wing it are at a dinadvan- 
tage when trying to gather information outside their 
regular base of operatione (a neighborhood of L city, a 
town, or a whole province in aome cwn).  &aide thii ter- 
ritwy, a proficiency check is required for such a character 
to hear rumors. and eathering information incun a p& 
of c3 to die roll8 for proficiency checks. The DM can 
increase the penalv for truly foreign oreas. 

Whenever a proficiency check L required for info-. 
tion gathering, the gatherer munt make a a d  inveeent  
for drinks, bribes, or other incentives. 
Thin money ii spent whether or not 
the proficiency check in nucceai- 
ful. A total of ldlO gp is w i d  
if thin amount in not spent, an 
additional +3 penalty to the 
roll in added. 

Characters can continue 
eearching for rumor8 if 
they fail at fult, and they 
can make a new proficiency 
check each day. The DM 

character's chances of suc- 
CUI an a result. 

may choose to modify the 

, .  

Inhidation 
(Wador, Rogue) 
By using this proficie 
a character can bully or 
force or threat of it. The sk 
againit NPCi of 6th le 
mod;fmx for particular 
ruler in surrounded by g u d  

The character cm use either Strength or Chkriqma to 
determine the lckm for thii proficiew, with a -2 poiUer. 
If Strength is used, the.*ohrrcter i3UBzkate 
pernonal bodily hula; if Chuiunr in u&$, 
consirtn of more,aubde -5 ,,, . " '  

If the proficieiiry check is wucesrful, the tnrgk NPCj, 
convinced that t4e ch.;octer id'ready and able to d e  life 
minerable forhim or k T h e  NPC will est accordizk to the 

!f 
I 
1 

atill come clore to ickt&iu$ 
th, a second nucwsrful prcrficiency 

uiember sOme af tk-detai ls  
such M duration or a p p d -  

ter happeni.to have the name 
one, the check is mode with a 

T$is proficiency elm providei a 
tempts certaia,divin.tion s p e b  

Thin &oficie&v reweent i  a knack for uraWi& the but ~- I - ,  

PCb wiihes f w i  short time, but might'harbor 
and plan revenge. A fded  proficiency check in 

call to combat at wornt. 

loat & the shorteat time. *OP instance,'$a chrr&ter had 
,on& about two minute8 to ransack B room before guard8 

would allow tlte char. 
acter to rhcognize and tak st valuable combination 
of items wailable, given apace 'A time limitations. 

the intimidation attemdt resulb in a curt rebuff 

h w Y  Lure (Gena.L) . ,  

a wccelsfuI pmfiaie 

, I  

Legacy lore is similar to the qmllcraftpoficiency. If ita 
owner neea the manner in' which a Lagacy ir used, or any 
trannformational or detrimental effects of the Leg&, thu " 

character han a chance to identify the Legacy. A succeni-",, 
ful proficiency check is required for correct identification 

. artistic& in silver, 
.Oopper, @d; &n,brw, and &r aoft m s s k  They produce 
bcauticul and useful m e d  it&& much G a i l  lamps, vanes, 
m, and the &e. Thcy:can .Lo wnatruct lovely jewelry. 



Observation (General) 
Poucwion of thia proficinq m e m a  a cburaer hu excep- 

tional obrervationd powas If wmethiag M Am, the DM 
ahould aecredy d e  an obenntion proficiency e h d  fa 
the character. A oucc& check menna that the chu\ota  
noticen .omething out of place. 
Thii proficiency can be uaed to increase a charactcr'a 
chancetotind &or conceded doon by 1 in 6. 

Poetry (General) 
Proficiency in poetry include6 the ikilk of recit iq poetry 
and judging ita q d i t y .  It alro iadi-a that the h t e r  
has a repertotoin of poem memoriwd for &td at any h e .  
No proficiency check ia required for a n d  d4. For 
compoaition of original poema, a aucccrnful proficiency 
check indicate0 above average q d w .  

CL 



, . .  
, " .  . 

to cl.pti..tc Sn ru+pe ' ., 

with atorie., mrking mal pointn, bringing hw6Fi md c 

&chanting thc audience W;th a tale. It adcr "eb&& an , ,mmt 
c I individual to draw a group from other &onn jUa to bunb 

. i m p b ~ e a a c b . r u * c r t o d . b o p i r H n a u d ~ ~  

~ O E d n S r q e  tout, hold . tmytc l l ing in~rqBrd  
If a character with this proficiency ha8 knowkdge in 

other area (especially local or ancient hhtov, or lorn d f q y  
kind), and ute i  thin in the tale, the character should gun a 
bonur of -1 to 4 to the die roll for the proficiency check. 
the character npeaks from peraond experience, UI 

tional -2 bonus rhould be applied as well. 

atopreventthemfrOtamactingifth.&u;i&It ' , , :  c 

& a ~ & b , w & r , ~ t + j @ j & &  . i  

'kJling (Rogue) 
Trding in similar to tracking, but in uned in urban centern, 
rather than in the witdemur. It i the d e n t  of di 10111cone, 
though they may be attempting to blend into a cmwd,,duck 
Murid COmeN, or pt lobt in the carfudon oE. bury street. 

Aprdcbqy check u htmdc to la ifthetmibgchulcror 
ia able totdl without being n&d. Thc prawn rutfen 
a +6 pcllpltytothe dk mll ifthe p a w n  b e i i  
alatmw pl&&ncy. If& tniliag churcrp.ia 
mn bc iq  followed+ht tly to d e .  To keep fmm 
trail,thetnilingchpnaamumtmpkeanotherpro6cienw 
The DMcan npp~amodilicrbetw#n 4 a n d 4  drpcnding on 

Other modifier6 based on the nituation can alto be 
applied, such BI a penalty to the roll for avoiding notice if 
the ntrset is relatively clear, or a bonur if there it a crowd. 
The check for following the target can be penalized for a 
crowd letting, or provided a bonui for a clear ma.  

For q y  trailing proficiency check, a +3 penalty to the roll 
npplien if the penon be i i  followed $80 hu the i d i i  proIi- 

ter can also make an crtrrmel. ckde  verlion of a weapon in,, 
2d4 hours (though it moat likely won't h t  lone). If the 
ciency check for a quicWy nudm weapon f& the weapon $. , '' " ', 

urelera. If the proficiency check rucceeda,8whenever thi , 
weapon ia \ued, mll ld6; the weapon brerkr on a roll o&l ar2' 
when it hitl an opponent, and on a 

' F 

t h e r w o c h a r ~ & ~ ~ w i t h t h e u s l r .  

Axe, battle 
Axe, brol 

Axe, throwing 
Bob 
Boomerang 

ciency (pnumpbly knowiq a few tricks for evpding punuit). 

Veterinary Heding (Prieat, Warrior) 
Thia rkill ie like the heding proficiency, except that it 
applien to nonhumanoid monrtern and animrlr. Itr effect8 
are othenviae identical to thore of the healing proficiency, 
but a character with veteriwy proficiency can J.0 identi& 
m d  trmt d i s c u ~  in monmtera and animala, no that natural 
dhuup. t.ke tha &eat f o m  m d  last the shorteat dura- 
tion po.&ble. Supe&turd cmawre'el and creatures from 
+r p h a  c;nbot 

The vet&nuy proficiedcy'&n bc... on humanoid. at 
W & e  n d  for wm&. But' ' hedingin 
not cumd+ve 4 t h  the ~ . @ i c ~ f i i n t  used 
t d t ~ p d n c e .  1 , 

Dart, h a r t .  
Javelin, bok 

t d , d t h  th;. proficiency. 

: .~ ., . . i  Quartem& 
, .  

. ,  . -  
. .  & 

WeaP-wiaIfl cripd. Wry&& 
, % p r v 6 c i ~ J C a n t l m + ~ f i i m p l e w c a p t s u t  
natural ma&ah. Thin skill is nwbt often foupd'in &E 

( .  



The Savage Coast setting provides several types 
of weapons and equipment new to the AD&D 

game. In addition, there are a number of special 
materials from which items are made in the 

region. This chapter describes those new items 
and materials. In addition, notes are included 

regarding changed prices and availability of 
certain equipment. 

The monetary system along the Sav- 
age Coast is the same as that presented 

in the PHB. However, barter is popu- 
lar in many of the regions of the 

coast. In addition, coins made on the 
Savage Coast have a pinkish glow 
because they are contaminated by 

vermeil during carting. Coins from 
other regions are immediately recog- 
nizable as foreign currency, and may 

not be accepted by Savage Coast 
traders, at least at full value. 

L OtherWiK quite rare. In PUI controlled lq tribal cub, 
weaporu M o h  made of stone, bone, wood, and othsr aim- 

wed by ee'm, and hwe ~pread nomewhat mto other pbm. 
&'a lome&necm$r~ armor o fghutd  PI well. In sdditian, 
xed steel W ~ P ~ O M  UT becoming pop& on the rmt, ~ p d  

in8 from the S w a p  Baronies. Red itnl is alro a i d  (albeit 
rarely) for amon 

&. M& mptniplk WcpPOnt Of &h (4- M 

Mmterid c41t weight D u M p  AwrL 
Steel 100% 100% - - 
Ghsteel 600% 60% - 
Red steel 1OOO% 50% - - 
Bone 30% 60% -1 -1 
Stone 60% 76% -1 -2 
Wwd 10% 60% -2 -3 

Special materials of the sl lv~ge Cout M Wed in rhc 

! Most weapons, armor, and equip- 
ment in an AD&D game campaign 

are made using carbon steel. But 
on the Savage coast, some weap- 

ons and some equipment are 
made of unusual materials. 

Bronze armor is found among 

i enduks and muueorpions, but 
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IhUOrNhtdd Rice 
Cinnabryl (per ounce) 1gP 
% d r y 1  am& (eight ounces) 12 gP 
Cinnabryl talisman (16 ounces) 32 gP 
Crimson essence gP 
Crimen essence bane 5ogP 
Crimson enence ingediena 6gP 
Crimaon eisence vial 6gP 
Potion vial 3gP 
Red steel (per ounce) 2 ‘P 
Smokepowder (per ounce) 1gP 
Steel (per ounce) 1 CP 
Steel Ked (per ounce) 1.P 
Vermeil (per ounce) 1 sp 

rob with a weapon of the given material, but does not apply 
to &&le weapona. The chart also lira the relative weight and 
c a t  ofwesponr made of alternate materials. For the price and 
Mjehtl of other m& u d  for equipment, d e r  to Chapter 6 
ofthe DHG. Weaporu made with other metals cause the eame 
demaga an &el weapons, udeed made en&+ of a loft mad 
such aa silver or gold. Soft-metal weaponr are treated like 
wooden weapons in regard to damage and attack adjuetments. 

Note that rules prerented here take precedence over 
those pns-ented in other roumes. 

The less technologicdly advanced cultures of the Savage 
h t  arc unable to work metal. A. for phanatons and wal- 
laran, they prefer to uue materials other than metal for weap- 
ons and quipment. Gurranh have not yet learned the skills 
needed to make metal items; cayman can do fme metalwork, 
but do not nmelt metal; a few Bhazaks arc learning the sk4a 
of smelting and forging, but are still unable to make high- 
quality steel weapona, and usually trade for steel weapons 
and equipment. 

Weapons of natural materials are usually made using 
primitive tools. A triWs weapon-maker might have a stone 
tool that in used to scrape wood into &ape, or one to chip 
Ent. Points of wooden weapons are typically hardened in a 
fire. Other details regarding the construction of weapons 
from natuml materi.ls can be found in the dercription of the 
w~ponsmithing (crude) nonwcapon proficiency. 

In general, weapons of stone, bone, and wood arc not an 
sturdy M their steel counterparts. Stone and bone weapons 
w e  brittle, and do not hold an edge w d .  Wood is typically 
mom supple, so it breaks less often, but it doea not hold an 
edge or point well, and it can be bent relatively easily. 
Whenever a bone, stone, or wooden weapon hits its target, 
mll ld20. If the roll is a 1, the weapon breaks or is so badly 
dunaged that it can no longer be uied effectively. (This roll 

should not be made for blunt wooden weapons, su+ aa the 
club or the quarteratsff, which do not break hily.) 

Stone, bone, and wooden weapons are leu etKectve than 
their metal counterparts. If a weapon (or weapon-head, in 
the case of spears, arrows, and so forth) normally con- 
structed with steel is instead made from stone, bone, or 
wood, it ha. a worse chance to hit than normal, and causes 
lea damage, PI shown on Table 6.1 . 

Note that some weapons-such u clubs, quaftentrves, 
bola.,andnonakar-brrnorrnallymadewithwood*mhe,or 
bone. The modifem in Table 6.1 do nbt apply to any OF& 
weapons, and they need not be checked for b r e b e  when 
they hit succedsfully. Makin8 such weapons‘out of metal 
instead of natural matsrials doen not e;M them any dun(ie OT 

attack bonuses, though it does inerrarc their webht and cbt. 
Steel venlons efwwden weaponswcigh twice an much and 
cost 10 times an much; steel v e n i m  of rtdar mppotu 

about a third more and cedt twice aa much. 
The brol (btone axe), hestta (bone-tipped h), and mega 

(club lined d h  shards of stone or bone) arc romcthlq of a 
special case. When constructed with metal, they do hit mc- 
cessfully more often and caune slrghtly more dam-, as 
explained under their itldividual delcriptionc, later in thin 
chapter. Also, weapons made of sfone and shaped with the 
d h 0 b a p c  spell or the Sbapc 8tm L s g a ~ y  do not ruffer my 
of the penalties normally attributed to stone wekponr; they 
are less brittle and do not break an easily, and the better con. 
trol of shaping allows them to attack and cause damage as 
metal weapons. 

Buying and adling primitive weapons can bk pmbhati- 
cal. The shazaks are the only tribal c& that cue to \ t l ~  

money; other primitive races barter for their heeds. Charac- 
ters who wirh to buy a p r i h  weapon from a a;be member 
must offer something in trade with u m e  appruximate cabage 
value an that listed for the *capon (and, of coune, thu item 
must be mmethii the tribe member deairm). ‘Ribe d b t m  
tradiq for more advanced weapons pay by barter an well. 

Note that stone weapona UT typicalIy made using flint, 
though some (usually in the eastern Ian& of the Savyc 
Coast) use obsidian instead. 

The ee’aar construct weaponi of glass, and caune them to 
acquire the properties of uteel with the gfwdted or miuor 
g h t u l  spell (the latter is deicribed in Chapter 6). Ec’aar 
ah0 make glaasteel eiven chain m d ;  this is &&ye made for 
winged b e i n ,  either ec’aar or enduks. Some a’aar w i d  
use the spells to enchant other g L . 8  item*, auch an took or 
decorations, while the most skilled wizards of the ee’aar 
homeland enchant l a r p  pie&. of gla.8 that arc ured to con- 
struct homes and other building8. Note that the price for 
glasstee1 l i d  in Table 6.1 is for g h t e d  items bold outside 
the e&aar knda, or to anyone other than ee’aax or endukr. 

Items made of glasrteel radiate magic. Weapons of 



glassteel are considered magical for purposen of utriking 
being. that can be hit only by magical weapons, but grant 
no bonures to attack or damage rolls unless enchanted for 
that purpose. 

Items of red steel are a valued commodity in the lands of the 
Savage Gaant. The material is almost always uned to forge 
weapons, because weapons of red steel can ntrike beings 
normally hit only by weapons of at least a +1 enchantment, 
as well as those creatures normally hit only by silver or cold 
iron. However, red steel weapons grant no bonuses to attack 
and damage rolls unless enchanted for that purpone. 

Red steel in also lometimes used to make armor. Informa- 
tion on red steel armor can be found in Chapter 6. General 
information on red steel can be found in Chapters 3 and 6. 

Note that the price given in Table 6.1 in the price at which 
red steel is available to most people. Inheriton can purchase 
the substance from other Inheritors at half that price. Since 
the Inheritors use no much cinnabryl, converting it into red 
steel, they seldom have difficulty locating a supply. An 
Inheritor never overcharges another Inheritor, even one 
from a dfierent order, but might refuse to sell at all. When 
dealing with people outride the orders, Inheritors usually 
sell red steel for the price listed. 

Since there are ao many magical items and substances on 
the Savage Coast, most can be purchased on the open mar- 
ket, at leut in the eastern and central coaatd regions. Pricen 
for red steel are given previously; other materials are listed 
in Table 6.2. 

For complete descriptions of cinnabryl, crimnon essence, 
smokepowder, iteel need, and vermeil, refer to Chaptern 3 
and 6. Brief explanations of the item from Table 6.2 follow. 
An ounce of cinnabryl is usually unnhaped metal. though it 
might be pounded into a coinlike nhape. Such a piece is usu- 
ally carried in a pocket. An ounce of cinnabryl has a volume 
of slightly less than a cubic half-inch. This is the usual 
amount purchased by commonern, because it is the cheapent 
way to obtain the substance. 

A cinnabryl amulet is cinnabryl crafted into a bit of jew- 
elry, usually a bracelet or pendant, sometimes a necklace or 
brooch. These items are worn by wealthier people, such as 
merchants, nobles, and adventurers. An amulet weighing 
eight ounces protects the wearer for eight weeks (as 
explained in Chapter 3. Eight ounces of cinnabryl has a vol- 
ume of just under a cubic inch and weighs nine ounces. (By 
comparison, a cubic inch of gold weighs approximately 11 
ounces), An eight-ounce amulet in by far the moet common 
size available, though larger amuletn can be constructed at a 
colt of 16 sp per additional ounce. A depleted eight-ounce 
amulet provides two ounces of red nteel. 

A cinnabryl talisman is basically the name an an amulet, 
but is larger and has an empty space built into it to hold a 
vial for crimson essence. Talismans are almost always pen- 
dantn (up to 16 ouncen in weight) or brpceleta (up to eight 
ouncen), becaune these are the most secure holden. The vial 
compartment has a clasp to hold the vial in place, and usu- 
ally the talisman is designed to hide its vial from view. Tdia- 
mans are almost never smaller than eight ounces. They coat 
2 gp per ounce. 

Crimson essence is a potion that grants a Legacy to the 
person who drinks it (the potion’s precise effects are 
detailed in Chapter 6). A single dose of crimion essence is 
one fluid ounce of liquid. Crimion essence baru is the liquid 
initially placed in a vial; after being subjected to the magical 
radiance of cinnabryl for a time, the base becomes potion 
(see Chapter 3 for details). Crimson essence ingrrdiants are 
the materials required by an alchemiat to make crimson 
eanence base. These ingredients include an amount of ver- 
meil weighing one ounce, plus pure water, a pinch of a ape. 
cial herbal mix, and a few more esoteric ingredients known 
only to alchemists. 

The vial required to brew c k o n  essence from itn baas is 
special. It is actually double walled, and the potion bane is 
poured between the two. This leaves the center of the vial 
full of air, which helps gather the magical radiance of 
cinnabryl so that it evenly permeates the potion baw. The 
glass uned in this type of vial ie heavy, being made with 
about an ounce of steel seed melted into it. 

The price of a ntandard potion vial, made of leaded glass 
and able to hold between two and four fluid ounces of liq. 
uid, is lilted in the table for comparison with the crimaon 
ensence vial. 

Similarly, the prices for unworked steel and red steel are 
provided for comparison as well. Thii indicates how much a 
cinnabryl amulet can be sold for once it has depleted into 
red steeL Note that an ounce of red steel has twice the vol- 
ume of an ounce of steel, because red steel weighs only half 
as much. Since red steel costs 10 times as much as normal 
steel, by mass, an ounce of red steel colt. 20 times PI much 
as an ounce of steel. For comparison, a cubic inch of n o d  
steel (specifically the carbon steel used in weaponry of the 
area) weighs about four and one-half ounces, and a cubic 
inch of red nteel weighs two and one-quarter ounces. 

The price given for vermeil is required if the m a t e d  is 
purchased. A character can gather vermeil, at a rate of 
about an ounce per hour, and remove impurities ot a rate of 
about half an hour per ounce (lo obtainii a c l m  wllce of 
the material rquiren about an hour and a M9. 

Steel seed is found in cinnabryl mines and murt urudly 
be purchaned for the price indicated. Mired together md 
heated properly (by an alchemist), two ouncea of vermeil 
and one ounce of steel seed d e  two ounces of wokepow- 
der. An ounce of smokepowder in one charge of that mLter- 
id, sufficient to cause ld2 points of damage or to hunch a 
bullet from a wheellock putol. 



The availability of subatancei can influence the prices 
required for them. Rice8 on Table 6.2 are for re&ons where 
the materials are the moat common. In places where the 
materialr are leu common than normal, prices might be 
doubled or tripled, at the DMs discretion. 

Unworked cinnabryl, suitable for purchase by the ounce, is 
available at the s;.en price in $1 lands of the Savage Coast. It 
is &h-priced compamd to other necessities (one ounce Iaatd 
only a week). Cinnabryl amulets are alro fairly common 
throughout the region. In the east, talismans of the substance 
are uncommon at beat, but arc d d  for the listed price. Tdi -  
mana UT rare in the west. Crimson essence, like its bare and 
ingredient., is rare everywhere. Wile  the pricu in the table 
are standard, they are often inflated to a higher point. The 
&on euence vial in also rare everywhere, but ita price sel- 
dom variea from that listed. N o d  p i o n  viala are common 
in $1 but the tribal rrpions of the want. 

Red steel in uncommon in the eaat, rare in central coaatal 
regioni, and very rare in Herath and points farther west. 
N o d  ateel is common everywhere, and vermeil is always 
common in the cuned lands. Steel aeed and smokepowder 
are common in Rcnardy and the Savage Baronier (eape- 
cially in C i o n  County), but the subatancea are uncom- 
mon in Bellape and Herath, and rare west of Herath. 

Inheritors control moat of the commerce in cinnabryl, red 
steel, ateel teed, and crimson euence. These characten never 
w unokcpowdcr, but nome Inheritor mapa make it, md nome 
Inheritor thicvu market it. An Inheritor can purchue my of 
the magical substances for half the prices listed, if the p u r c h  
is made from another Inheritor. Note that a PC Inheritor is 
never simply given these materiala, except 01 detailed in the 
kiti deicription (ouch u receiving the firit vial of crimson 
u ~ n c e  for h e  from the chproaeri order). The mater& muat 
usually be purchased from other Inheriton. Of coune, red 
steel can be acquired a few ouncen at a time 01 the Inheritor 
depletes cinnabryl, and the character can make crimion 
easence by canyi.g the potioni bue inatlliuarn of cinnabryl. 
AI det.ikd in chapter 4, certain specific nonwcapon pmdicien- 
ciea, when psetred by an Inheritor, d o w  the character to 
faahion item of cindayl and create crinuon emnce h. 

New weapoaps 
Toble 6.3 offur details on the new weapons available for the 
RED STEEL campaign. The typical coat of the weapon is 
listed, as is the itemi weight in pounds. Size, type, speed 
factor, and damage are also listed, with abbreviations aa 
used in the PHB. Moat of the weapons have apecial detaili in 
addition to the statistics lid in Table 6.3. Refer to the item 
descriptions for particulnn. 

Note that hand crosabom, and quarrels for hand crosi- 
bowa. are much more common in the Savage Coast cam- 
paign than in other campaigns. These items are common 

among enduks, and some are found in Herath and the Sav- 
age Baronies as well. On the Savage Coast, a hand croaa- 
bow can be purchased for 40 gp, quarreln for 1 sp each. 

Crossbows should be given an advantage similar to that 
of firearms in this setting: If the user haa a full round to load 
the crossbow and gct it into firing position before the round 
in which it is used, the speed factor for the weapon io con- 
sidered to be 1. Also note the rules regarding bow and 
crossbow specialists in the PHB, and detailed again in the 
specialization notes in Chapter 4 of this book. 

Ranges and rates of fire for missile weapons are given on 
Table 6.4. Again, abbreviations are used as in the PHB. 
Ranges are given in tens ofyards, but for all weapons 
except wheellocks, the range should be reduced to ten. of 
feet when indoors. The range for a lasso is always in tena of 
feet. A cayma crossbow bolt is exactly like that fired by a 
light crossbow. A bullet for a wheellock pistol (either type) 
costs 1 cp; four lead bulletd weigh one pound. 

The text that follows provide8 specific descriptions for thL 
weapons fium Table 6.3. 

Axe, brolr A brol is a huge battle axe with a great oval 
head. It is a common weapon among gurraah. The itandard 
brol is made of stone, u a d y  ELint that haa been chipped to 
achieve the deaired shape. The price listed is for thia type of 
brol, but a brol can be made with obsidian for three time8 
that coot (obsidm is rare in the iwamps d t h e  gumneh). 

Some brols are made using the *tone shape .pel1 or the 
Shape Stone Legacy. A brol made with magically ahaped 
stone coats as much aa five times the standard price. B ~ I O  can 
dso be made of m d ,  increasing the wekht and cwt of the 
weapon as explained under the “Stone, Bone, and Wood” 
heading, above. Brda made in either ofthese manner8 need 
not check for breakage, and they hit more eaaily (iiw the 
footnoted penalty) and do more damage (S-M: ld10, L: 268). 
Bok (irvelin)~ Bokn arc slender ja& wielded two-handed 

made with atone orbone hcadn, and suffer+ u M e d  
in Table 6.1. A bok can $lo be wielded by a larger chupcta as 
a standard javelin, with the n o d  s p e d  fnctor of4. 

Bolur Bolas are typically three itone balh attached to 
m p  or cord8 about a yard in 1 6 .  with the other end. of 
the colde knotted together. Stone b o b  do not eufFer pe& 
as detailed in Table 6.1. B o b  can be made with metal balb, 
or even with hard wwd, but the weight i the same, becatme 
the balls are sized differently. No bonuses are provided for 
metal bolas, nor are there penalties for wooden b o b .  

The wielder of the bolas whirla them by the knot and 
throws them at a *get. If they hit, their cords wrap around 
the tup6 and the balls smash into it p. they connect. Once 
the bolas have wrapped around a target, it take8 the victim 
one full round and a successful Strength check to ga Em. If 
this check fails, the victim can try again in the next round. 

aa pike8 by I2aym.s. caymaa camrot throw thml. Matboka M 

n Ecabnnon 



T.ble 6.3: WFAFQNS LIST 

Item 
Axe, brol' 
Bok (jave1in)O 
Bolu 
Crossbow, caymaoo 
Dart, heasta' 
Grenade 
Lance, flightoo 
L B I M ' O  
Machete 
*ao 
Main-gaucheOO 
No&" 
Sa** 
scythe 
Shot' 
Stilettooo 
Sword, grookao 
Sword, matarago 
Sword, mishiya 
Sword, rapieroo 
Sword, abreoo 
War clawsO0 
Wheellock belt pistol 
Wheellock horse pistol I 

weight 
10 
2 
2 
7 
6 
1i2 
6 
3 
4 
6 
2 
3 
2 
8 
3 

li2 
2 
6 
3 
4 
6 

1/2 
3 
4 

S i  
L 
S 
M 
M 
S 
T 
L 
L 
M 
M 
S 
M 
S 

MOO 
S 
S 
T 
M 
M 
M 
M 
S 
S 
S 

TYP 
S 
P 
B 
P 
P 

P 

S 
S 
PIS 
B 

PIB 
PIS 
B 
P 

PIS 
PIS 
PIS 
P 
S 
S 
P 
P 

0. 

.. 

SP-d 
Factor 

9 
13.. 
8 

7- 
3 
6 
6 
10 
0 
6 
2 
3 
2 
8 
3 
2 
3 
4 
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D.Mo. 
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ldlO 
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ld4 
ld4 
1 00 
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ld8 
ld8 
ld4 
ld6 
ld4 

ld6+1 
ld6 
ld3 

ld4.O 
ld1000 

ld8 
ld6+1 
ld6+1 
ld4 

ld8.O 
ld10** 

00 

L 
2d8 
ld6 
ld2 
ld4 
ld4 
1- 

Zd6** 

ld8 
ld6 
ld3 
ld6 
ld2 
ld8 
ld6 
ld2 

ld3.0 
ld12** 
Ld8 

Id84  
ld8+1 

00 

0 

ld10** 

I 'Thew wenponr are typically made of pridive mrterialr and suffer a penalty to attack and damage &, u l i  in Table 6.1. 
See the individual weapon deacriptiona to dewmine which materiala (atone, bone, or wood) uy u d  and which paultier apply. 
..See the weapon description for special details. 

If called shot. are used (a described in Chapter 9 of the 
DMG and detailed in Tbe Compkte Fqbter'd Hanabook), the 
bolaa can be even more effective. A succersful attack on the 
legs prevents the victim from walking or running, and the 
victim must make a nuccesrhl Daxterity check ju t  to avoid 
falling down. (If the victim was moving when hit, a +3 
penalty is applied to this roll.) 

A succesaful called shot to the a r m n  pins both to the tar- 
get's body. The victim cannot wield a weapon and doel not 
gain AC bonuses from a shield, and the victim's Strength 
check to become untangled receives a +2 penalty to the mll. 
A succesnful cded  shot to the head causes the b o b  to wrap 
about the target'n neck. After the fimt round, in which the 
bob cause n o d  damage, they do ld3 point8 of ntrpnguls- 
tion damage per round until removed. 
Weapon proficiency with bola is not related to any other 
weapon proficiency. 

Cwsbow, uynm The cayma crossbow i exactly like a 

standard light crossbow, except that cayman build their 
cmsbows with wheels and a rpecinl winding mechmirm. In 
addition, the crossbow is balanced on ita axle so it can be 
tilted to aim at different height.. 

A larger individual acquainted with a standard crosibow 

cm pick up a cayma crorsbow and use it n o d y ,  but cry. 
man typically cannot use a n o d  croubow, unless three or 
more serve a a crew for it. 

If the firer haa a full round to prepare the crmasbow K) it 
in loaded md in firing position at the beginning of the 
round, the weapon's speed factor i c o d e d  to be 1. If the 
cqyma has to single-handedly shift the cmsbow to aim- 
because a target bas moved too much, or to change tar- 
@-the weapon can be tired only once every two roundr. 
Dut, heutu This i a barbeddart used p r h a d y t y  cay- 

m a ,  who hurl it or thruat it lie a spear. It is usually about 
two feet long. A larger b e i i  can thmw one hessta dart per 
round with the same speed factor. Most hesstaa are made 
with bone heads, and suffer appropriate penalti-, but they 
can be nude with metal he& inatead. 

c;MILI.d.: Cayma grenades are usually made of pottery 
and are about two inches in diameter. They cvry powdad 
herbs that explode in a cloud when the ball is cracked. 
Though a grenade causes little damage when it hits, the 
herbs have special effects. When the grenade is thrown .nd 
hits a hard surface, roll a saving throw againit crushing 
blow for the pottery ball. If the roll is leu than 18, the ball 
breaks and the preparation is releued. 



Cayma W o h i  make three types of grenades: sleep, choke, 
and fog. A deep grenade explodes in a radius of one foot, and 
anyone whose head (or other breathing apparatus) L d h i n  
that radius must make a succeuaful saving throw against 
breath weapnt or fall asleep for ld4 turna. A choke grenade 
is filled with pepper and other irritah materi.l. It explodes 
in a radius of one foot, and anyone whose head (ar other 
breathing apparatuc.) is within thrt radius must make a .a* 
thmw against breath weapons or be incapacitated (unable to 
attack or defend) for ld6 roundn, due to choking. sneering, 
and coughing. A fog grenade txplodeu in a five-foot radius 
and obscure8 vision ( n o d  and infravision) in that area for 
ld6 rounds (half that in a strong wind). 

Grenadea can be made only by a cayma Wokani, and are 
typicdy available only in the cayma homeland. 

bee, &ht! This lance has a 10-foot shaft of tough wood 
and a sharp head of steel. T h e  butt end is fletched. T h e  lance 
can be used by flying humanoid6 a mounted warrior might 
use a regular lance, or can br hurled at the end of a swoop. If 
the flying being makei a char& attack and holds the lance, 
it cause double dpmage on a succesnfd hit. 
Luo: The h o M  l i d  as alarge weapon becaule it always 

taken two hands to wield, and it requires a lot of space for use. 
It is a l e d  of rope, u s d y  about 30 feet long, with a 1- at 
the end. The uaer h o b  the alack in one hand, twirls the Iwp 
with the other, and h u h  the Imp at a target. On a succesuful 
hit, the loop settles over the target, giving the wielder the 
chance to hip, dismount, or otherwise affect the target. 

Before throwing a luao, attackers must declare whether 
they are conducting a n o d  attack or a d e d  shot. The nor- 
mal attack is to drop the loop around a tare’s  torno, to stop 
the target, dinmount the target, or prepere to pull the target to 
the ground. Thin requires a typ id  attack roll. A mounted or 
moving target causes a jolt to both target and attacker when 
the rope exten& to itm full length. If the target is not moving, 
a jolt can be caused by the attacker-or the target-tugging 
sharply on the rope. If no jolt is made, the target in aimply 
held in place until the lasso L removed. Both attacker and tar- 
get must make a Strength check; the character who rolls 
higher, while still making a succetsful Stnngrh check, wins. 
(When one succeeds and the other fails, the one who auc- 
ceeds wins; if both fail, it is considered a tie.) If the target 
wins, the h s o  is torn fmm the attacker’a hands, causing ld2 
damage. If the attacker wins, the target is pulled to the 
ground and takes ld3 hit pointm of damage (ld2 d m q e  if the 
target WM stationary); Strength modifiers for damage apply. 
When the result of the Strength checks is a tie, both effects 
occur: the attacker takes ld2 points of damage and loses the 
rope, and the target in plllkd to the ground for ld3 damage. If 
the attacker tied off the slack end of the rope to a mtationary 
object, like a boulder or large tree, before throwihg, no 
Strength roll is neceasary on the attacker’s part; if the target 
rolls his or her Strengrh score ex&, the rope breaks. 0th- 
erwise, a stationary target is not jolted, while a moving target 
i pded  to the ground. 

~ 

Table 6.41 MISSILE WEAPONS 

W- 
Bola 
Crossbow, cayma 
Dart, hessta 
Grenade 
Lance, flight 
Lass0 
Stiletto 
Throwing stone 
Wheellock belt pistol 
Wheellock horse piatol 

ROF 
1 
1 
1 
1 
1 
1. 
211 
2 
1 

1i2 

S 
3 
6 
1 
1 
1 

1i2 
1 
1 
1 
2 

- 
M 
6 
12 
2 
2 
2 
2 
2 
2 
3 
4 

L 
9 
18 
4 
3 
3 
3 
3 
5 
6 
6 

*A lrsao can be thrown and recoiled once per round. 

Removal of the lasso normally require6 one full round 
and a auccessful Strength check, unlesi the attacker is still 
working to hold the h s o  tight (p. explained above). A l u r ~  

can also be cut. Sawing through a rope takes a full round, 
while chopping a rope (against a solid turface) requires a 
single successful attack againit AC! 10, with aamyle of 2 hit 
points or more. 

An attacker can make a called thot to the legs in an 
attempt to trip the target. The target C M  make a Dexterity 
check, with a -6 bonus to the roll if it WM not moving, and a 
+3 penalty to the roll if it is unaware of the attack. If the 
Dexterity check succeeds, the target jumps out of the loop 
before it closes. Otherwine, the target falls down. 

An attacker can instead make a d k d  shot to the arms, to 
pin a target’s arms to his or her aides. Such target8 are 
d w d  a Strength check, with a -6 bonus to the roll if they 
were unmoving, and a +3 penalty to the roll if they are 
unaware of the attack. A target whole Strength check suc- 
ceeds shrugs off the luro; otherwise, both the target’a arms 
are pinned. Pinned targets can ktruggle; both attacker and 
target must make a Strength check, and the character who 
rolls higher, while atill making a mcceutful Strength check, 
wins. (When one succeed8 and the other faila, the one who- 
succeed. wins; if both fail, it is considered a tie.) If the tar- 
get wins, the target has freed both arm8 and can move, 
attack, and defend normally in the next round. If instead the 
attacker wins the contest, the target’s mi remain pinned, 
and the target cannot wield weapons or use a shidd effee- 
tively, though he or she can struggle again in the next 
round. Each additional lasso that hib the lame target &ea 
the target a +4 penalty to the roll for struggling. If the total 
penalty reaches a number water than the targeti Strength, 
the target CM no longer attempt to rtruggle free. 

Attackeru can also make a called nhot Pgunnt a target’s 
head. If such an attack hits, the attacker can yank on the 
rope to cause ld3 hit points of damage, plun any Strength 
adjustment. In subsequent rounds, the attacker can yank for 
1 hit point of damage, plus modifiers due to Strength. If the 



attacker can somehow hoist the victim into the air by the 
neck, the target takes ld4 points of strangulation damage 
per round (Strength modifiers do not adjunt this damage). 
Strangling victim8 cannot nhout or raise an alarm. but can 
still use their hands. A character caught around the neck 
can struggle an explained under the arm-pinning attack, but 
hointed targets must make a successful bend bars roll to get 
out of the rope, or the ‘Ope must be cut. 

Note that the Ins80 proficiency is ensentidly the same an 
webcasting, so the description above coven web-canting 
well. Also, a character with the nonweapon proficiency of 
rope use receives a +2 bonus on attack rolls made with the 
lasso (or while canting webs). 

Machatmi Thin is a three-foot long flat blade with a 

squared end, typically used to chop crops or clear under- 
brush, but able to inflict serious damage an well. 

Magai The maga i n  a club about three feet long, four 
inches wide, and one inch thick. Sharp nhards of stone are 
embedded along its edges. Gumprh unudy make the nhardn 
of flint; obsidian rhardn are a a i p  of status, and triple the 
cost of the m a p .  The maga sufFers the standard penalties 
for atone weaponn. 

The stone rhards can be replaced with metd bladea for 
extra cost and a alight increase in the clubi weight. 

Main-gurahsi Thin is a hga-bladed dagger with a buket 
hilt, and i n  often used an a secondary weapon in two-weapon 
fighting style, for defense. It gives a +1 to hit with dinarm 
maneuvern (covered in Chapter 4 of this book) because of the 
larp quillions. The banket hilt can serve sl a ma$ gauntlet in 
a punching attack. 

Main-gauche proficiency is related to dagger proficiency. 
No& Known an nunchaku in rome places, the nonaka 

conaista of two rods of hard wood (each about a foot long) 
connected by a short length of chain or rope. Nonakan can 
also be made by plating the wood with metal, adding a little 
weight and coat, but not altering the weapon’s other rtatis- 
tics. The weapon C M  be vied for called shots and attempts 
to disum. Though the weapon ir similar in conatruction to a 

flail, maneuvers made with it are much quicker and of ad% 
ferent rtyle, no the weapon proficiencien are unrelated. 

Many people proficient with nonakai use two at once. 
Some take two-weapon specialization, and aome add non- 
aka specialization to that. 

Su Known an the sai  in =me regions, this in a smaU, defen- 
sive weapon, conaisting of a metal bar with a hilt, and over- 
sized, upward-curving quillions. When used by someone 
proficient with the weapon, a sa confern a +1 bonus when 
attempting to disarm an opponent. The IP t lited an a pierc- 
ing or bludgeoning weapon; it can be one or the other, but the 
type must be chosen by the user when it is purchased. Sa pro- 
ficiency is not related to other mopon proficiencies. 

Many users of sa wield two at once, some taking two- 
weapon style specialization. 

Sqvthet A curved blade about three feet long attached to 
a five-foot handle, this farm tool ir uted to cut grain, and can 
also be used as a weapon. A user wieldn the scythe by hold- 

ing the short wooden barn on the end oppoaite the blade. 
The acythe is alwap used an a two-handed weapon. 

Short This is a small ball of metal that is thrown at an 
opponent. In primitive are-, it ia made of atone and called 
(appropriately) a throwing atone (nuffedng penaltier an 
detailed in Table 6.1). 

Stilettoi Thin t a narrow-bladed knife that is sharp at the 
point only. It confers a +2 non-nugicrl bonur to attack roll8 
when used .gainst plate mail (of my type), ring mail, and 
chain mail, because ita narrow point and blade can more 
readily nlip through iuch armor. Stiletto proficiency in 
exactly the ume 1u knife proficiency. 

Sword, rppoL Thin  in a small nword, about +a, 
used by crymu. If a ~4yma wields a grooka two-handed, it 
causes darnage an a short word (ld6 . g h t  d ormedium 
creatures, Id8 against larger creatures). Mwt grookpr are 
made of stone and nufFer appropriate penalties. The ntahtiu 
in the chart are for the metal veraion. A grooka can be 
wielded an a +r by b e i n  larger than caymu. 

Sword, Ilut.ru This in a sword veqy similar to a kotuu. 
It in  a medium-length, a l ih t ly  curved blade with no quil- 
lions (only a small, circular guard) and a hilt auitrble for 
one-handed or two-handed use. The d a m a p s  given in Table 
6.3 are for one-handed use; when the weapon M wielded 
two-handed. its damage i i  2d6 (for any iize of opponent). 
The blade in sharpened along only one e+. 

Making a matara is very difficult. The technique ia 
known only in Bellayne, and ia a cloiely guarded iecret. It 
takes twice as long to make a matara aa to mrke a long 
sword, and the weaponamith receiver a +3 penalty to rolli 
for proficiency checks when attempting to make one. 

Mataran are peraonal weapons, often funily heirloomi. A 
wielder often wields a mishiya at the same time. 

sword, mi.hivu Thin is a iword very n i m i i  to the wak- 
iwhi.  It in the ahorter companion blade to the matarn. LiLe 
the matara, it t dif6cult to make, and made only in eelkyne. 

Only Honorbound of Be+e can wear both matara and 
mishiya. For another character to do 10 is to insult thane 
Honorbound. 

Sword, rapiari The rapier i8 a long-bladed aword, nor- 
mally aharp or@ at the end. It in a thrus% weapon wielded 
with lightning-fant strike8 and lungen, and is the weapon of 
choice of most Swaahbucklen of the Savage Con&. Swaah- 
bucklen often use two-weapon style to wield a rapier and a 
second, nhorter blade (though a two-weapon ipecidii often 
fqhta with two rapien). 

A rapier can be made with a banket hilt, co&ng an addi. 
tional2 gp and adding one pound to the weaponi weight, 
but allowing it to be uied an a metd gauntlet in a punching 
attack. If paq+ t allowed, a rapieri buket hilt g i v ~  the 
u m e  Ppnyine bonui an the dn-gauche. 
Sword, iabrat The aabre ia a light slaihing iword, 

another fpvorite of Swanhbuckleri. It M fitted with a W e t  
hilt that can be used PI a marl gauntlet in punching. If par- 
rying in allowed, the basket hilt allows the oame p@ng 
bonus an provided by the main-gauche. 

I 



clawr proficiency can m&e e M v e  usi of the werponr. 
War claw. are conaidered metal gauatletn ia pqnohing 
rmclu. Note that a churcterwrUiag drcrd aaspilr ddyw 

daw attack (doiagth.Licteddunqe) M ' < w  "ru 
&t attack (dM.g;le u a punch with metal&). 

Xcharacter weprine apair ofwar claws can make oqe extra 
attack each round. If the character has a natural claw smclr, 
neither attack in made with penaltien; otherwise penaltien ue 
normal for fighting with two weapons. Similarly, the ipeed 
factor hted i for charactem who do not have natural claw 
attpckr: charaaen with ~ ~ a l  claw attach have a speed &- 
tor of 1 with war claw. war claw dunsgc aupetredea natural 
claw damsge, rather than addirq to it, 

Proficiency with claws as a natural weapon alto $ves a 
character proficiency in war clawa. 

Wheallock phcol.: The wheellock is a firearm with a 
spring-wound wheel, aimilar to that on a modern cigarette 
lighter. Pulling the t r i w r  relcues the wheel, which ipina 
againat a flint, spraying apwki into a primiq pan to ignite 
smokepowder. Wheellocks are alwaya made with metal and 
wood, thowh atone, bone, and ivory are often u d  u deco- 
ration. Wheellock bulleta arc alwaya metal. 

The belt pistol is small enough to be carried stuck 
through a belt or waiatband, often concealed beneath a 
cloak. In Cimvmn and Guadalante, the belt pintol i a pop- 
ular weapon of personal defense. 

The horae pistol ia larger than the belt pistol. up to 18 
inchei long. It i iaocnded for use by ridem, who can ding a 
ho&ter nuvan their mdde~. At the cost of2 gp, a large metal 
ball can be added to the bottom of the grip, making it lesa 
likely for the user to drop the weapon when it i drawn. The 
ball db an extra pound to the wuponi  weight, and Jloan 
the weapon to be u& u a club. 

Ifa character h a  r M round to pmppn, 10 a pircd ia loaded 
and in liringpwitioaatthehegbing ofthe round in which it 
io to be 6red, the waponi npeed thoria  1 forthat round. 

Theae weaponi can alro cause extra damage when they 
hit. If the damage roll is an 8 or 10, roll the drmpge die again 
and add the new reault to the old. Erch time an 8 or 10 in 
ded, the die umlbd&n and added to the previoued.  
F y D l ' ~ ,  k ' ~  conlcc~tivc & .IC rolled and then a 3, a 
bclt pLtd wovldauue 19 pap of damage. A horse pistol 
&ht do 32 pottcl ofduay, + 8 i rolled, followed by 

Ea Ltunnr (-2 at medium 

Many of the PC raceiof the Savage Cvnu have 
attack f-i. Table 6.6 give8 the ipeed factori 
attacks and Ldicaten.th& type @iercing, aluhing, or 
geoning). Speed facton am determined by the 
u i h  the attack form and by how comfortable 
that race me with it. Note that damage per a 
name regardleu ofoppoacnti h e .  

SP-d 
AtJ. %e 
Bite, aranea P 
Bite, lupin ' S  
Bii, nks.t. S 
Bite, tortle S 
Claw, tortle S 
a w .  r € h t a  s 
RearcLw4rpLuIp .S 
Web-urting,aranea ** 
Punch 00 

Wmatle 0' 

Overbear e. 
Martialartd 0. 



Because the Savage h t  redon suffers the 
effects of multiple curses and enchantments 
(known collectively as the Red Curse), and 

becauue of the hqh incidence of magical materi- 
als in the area, magic use in the rkgion is & c a d  

in a few significant ways. In puricuh, divino- 
tionr, and certain abjurations are && 

adverm+. This chapter details wh6t thae 
npecial effccts are. In additiod, it p e w s  

new spells and a brief dilcussion of 
magical substancu. While most 

information about magical materids 
can be found in Chapter 3, additiond 

detail. concerning crimson esience 
are found here. 

Most t pel la are basic+ undected 
by the ipecid condition. of the Sav- 
we Coprt, other than the fact that, 

when interacting with Legaciu, 
they treat the Legacies u spell use. 

But because of the maaid aurs 

in a kind of " b u d  c nagic in the very air, ad w e U a  in all 
the people pseseing a Legacy. &cause of the 1- 
power W i d  the Red Curse, the of Hnne*bjudon 
spelb are dlo inhibited. 

Note that spells are affected whethar cant withinthe 
cumd are=, c a t  to reach the c u r d  UCU, or curisd into 
the cuned areas. Magical item that duplicate the &-*of 
these spell8 are &ected in the came ways, but L.e&iee dim- 
ilu to these spells are udected.  

DekecPbonn end IdaMfbticpm §p& 

Since there is so much magic in the &age h t  re&, 
&kt mag& alwaya perceive6 magic lornewhere. €tome raide 
of red iteel and cinnabryl are relatively common; vermeil 
dust permeate. the area getting into clothing and o t h d  
items: and almoet everybody has a Legacy. Thm, in Yhe 
cursed lands, uomething in sure to gkw whemvw aC&t 
mag& i i  u d .  This naturally maken it dificuh to d w h l c h  
item. are truly enchanted, which are nrturally.&c, end 
which are simply covered with-vmncil or cerried by WYIIC- 

one who perumally radiatr msgic. 
For atat mu& to be at all 



too p a t  to give aqy kind of 
accurata reading, while mcccis allowi the caster to  cut 
through the ‘static” and use the s p d l  s. n o d .  Even then, 
the wuteri chance to determine the achool or *here of an 
effect ir halved. If &at magic is c u t  f m  a mi011 or other 
item, the wer must make a awing throw .Baht apella ~a 
Int-level wizard (muat roll a 12 or better on Id20). A cuter 
(but not an item user) in dowed to add bonluen to the mll 
for certain pmficiencier: +2 for cune lore, and +I  for rpcll- 
craft. These modifieri are cumulative. 
Note that any individual who han at leait one Legacy 

radiisi a magical aura. Therefore, &ted magic can also be 
wed to determine the 8ch00l or apherc into which the 
L.e.cy’a effcctr would fit if it were a epU. If &tat magic in 
und on a character for thii rwon, cuttn with Legacy lore 
receive a *I bonw to the uving throw (cumulative with an,y 
other bonusei). Ai  with normal detectioni, the chwee @ 

the detection, identification, or penetration of a Lapcy in 
nomehow involved. Spelli affected by blurring include 
augu3, c l u i r d k r c c ,  cluirvoputce, eaannunt, commune UW 
natun, contact & p h ,  &kt inM& &&t rU#kg, %sB 
&d tbc pad magic fmt, magic b, t&xtby& rpcaC ivitb 
m k b ,  d p d  vitc w, d p d  d b  momW, kqmu, mU m& 

AU slpei d-.~ I c r y i n g m e ~ a c ~  arll 
(psionic 6 of my kid  in mdkted). 

The next mort common efFect on d i v i d o r u  is the fdm 
reading. This appliei prim& to qxlb that m k  to dir- 
c&r if aomahiag in nearby, OY te d.twminerh6 loudion of 
romething. Whencver an &cted .pcll ir cut, the W e r  
should hake a -4% throw &rut spells, );la the mavin# 
throw required when cut+ h t  ~ i c  (my boa- u, 
applied M deicribed for &a suwxptibk to bhmirq). Tke 
DMaheuM make thew n- throw# urd inform dK pbpr 
of nault.. If the npcll h u  an extended duntiou, a uving 

exact reading for the canter. 
L y g c i e b  the target b. a f . L c r + m i g h t b . a  

Qbc f d d .  But a f h  nd- poasemed. .od can provide QI 

with Legacy lore.to make 
character h a  not neen the 

awn when uned on itam mn 

(I up). S p b  &ctd inch& 
-tu, rather than the c clerical d o n  of&zctcuil 

el characw who 

nt detection of the 

t be miitaken,for the 



DhpJ M&i& 
Thb rpell CM be u d  n o r d y  in d the ways specified in 
ita deicription in the PHB. It can du, diapel the effect of a 
Lapcy, iflriraed &. A J.agacy is conaidered an in- 
ebiity for determining the dificdty. However, the chance 
for aucceu i p m & i  when 2&pd magic is ustd in this way: 

L 
" 1 inherentlynmgiul. 



Deplete (Alteration) 
6th-level wizard spell 
+e: Touch 
Components: V, S 
Duration: Permanent 
Casting Time: 1 round 
Area of Effect: One item of cinnabryl 
Saving Throw: None 

Thir rarely used apell deplete8 cinnabryl. An much aa one 
w n k i  woqh (one ounce) per three leveb of the mtv can b 
htant!y depleted (€ow weeks worth at 12th Icvel, five week‘s 
worth at 13th-15th level, etc.). The caster can choose to 
deplete a lesser amount of cinnabryl at the timt of wting. The 
spell is u d  ;Ifrasuently bccwae b b r y l  in better 4 than 
wted. It ia p n d y  used to quickly tura raw cinnabryl into 
red atnl, but can also be vied a8 a form of attack against 
Inheritors, depleting their pr0teCt;ve cinnrbryl amulets. 

The mter m u t  touch the item to b depleted. If the item in 
worn by -one who dots not want to be touched. the caster 
must make an attack rdl against the target’s sonqpl Armor 
CIPIa, with a 4 puulty to the attack roll (it i a called shot). 
The spell remains active for one round after Canting. If the 
caster does not touch a w i t h  that time, he or &e mwt 
make a successful ~ V i n g  thmw against spells, or the adp&tc 
apell pfFsCts cinnabryl worn by the cwter. If the amount of 
undepleted cinnabryl in the item is less than the amount the 
canter can affect, any leftover depletion applies instanta- 
neoluly to the T i e  of Lass and Change (os detailed in “Man- 
ifestation of Effects” in Chapter 3). For instance, if a wizard 
deplete. four week’s worth of cinnabryl. and the target is 
wearing only two week’s worth, the tare instan& s&en the 
effects of two weeks of the T i e  of LOM and Change. Since 
the a c t a  can be no dwasdng, drpletiOn that &a the tar. 
get into the Twe ofLou and Chaqe inconsidered an evilact. 

This spell doen not apced the produc$ion of crimson 
eseence, which depend. on the amount of time spent near a 
person with a Legecy as well as time rpent bathing in the 
magical radiance of the cinnabryl. 

Specim (Divination) 
3rd-lnnl wbrd spell 
b n p :  10 feet per level 
Component.: V, M 
Duration: 1 round per level 
&tinglime:3 
Arsp of Effect: 1 creature per level 
Saving Throw: Negates 
By us& this apell, a wizard can determine the race and 

apects of a tweet creature or creatures. One creature CUI 

be examined par round while the spell remainn in effect. A 
uving throw is d o m d  ody to creatures that realize a spell 
i i  being cast at them and that actipnly rerint. For $he spell to 
be effective, the targcti lacation must be known to the 
caster. If the spell works, the name of the targcti ipecies 
immediately comes to the cnatari mind. 

This spell is useful when the cwter deala with creatwea in 
disguise, beings deformed by the effecta of the Red Curie, 
or unidentified monstera. “be spell see8 through msgioc$or 
normal disguises and deformations, including cuch spells aa 
polymrpb otkn 

There is one exception, however. Since the eranee 4 
this spell, it detecta the true m e  of aransa only whcn am 
in their recognized form, that of &t spidem I f d  &ut 
an aranea in another form (such as one p f f e c t e d  by- 
&&or ~b4pLebange or otbuwle*lmrd in h), & aranea in 
detected eo a member of the rwc to which it appears to 
belong. Nobody ebe know. enough abaut peaetki-erpr: 
c a y  aranca genetics-to create a version of ths &ithat can 
~ u c ~ u f u l l y  idqntify araneawhcnhey m in d e r  fcrm. 

The rpelli materiel component is hvo st r roh of diql 
hair t w i d  tightly tcpther. Thc haire are PyIkd aput 6bp 
ing; carting, and am conswined whcn completdy aeparetd. 

IntaMptrble L i t  (Alteratioq Jkchnntamnt) 
3rd-lev0lwiwdsp.u 
4th- ld  pr*.t spell (Sun) 
b e :  Touah 
Components: V, S, M 
&ration: Pennanent 
&tin8 Time: 1 round 
Area of Wect: Special 
Saving Throw: None 

Created by the ee’sar, thin spell creates a round #pot that 
rpdiater a beem of brightw. Tb spell rnwt be woo a p  
son or ipm. The beam created is about four inahen in - 
and illuminotss an m a  in a d;hat h f m m  the place it+ 
nntu. tq aranp ofSq fret. (Ofcourse, the lightola k w n ~  
others for a mush greater dbtance.) The light in PI bri& u 
full andhats until ncgatsd bmagicd derLnau as&- 
& mugk In addition, the -* or another p e ~ n  Mmad at 
the time of cwting, h a  mmtd c q d  over the light, and EM 

order it to turn oEpr oome brk on, at will. 
In a Mnnber ceremony, the spell in mt by elden on youq 

ee’mr when they mwh maturity. It is plafad t q  the cheat of 
the recipirnt, who in named by the water d. tba controlkr of 
the light. The ee’aar use the ipell to light theie way or to 
confuse or frighten enemies. Creatures who suffer penalties 
in bright light suffer them if the beam M directed at their 
eyes. Creatures that try to avoid loo4ing at  the light are 
allowed a saving throw againet paralyzation, with suocess 
indicating that the beam missed them. 



M&tain @hronmq, A b j d o n )  
6 t h - l d  WLVd spell 
3rd-M €%rat Spell (Rotcctien) 
R m p  Touch 
Componentr: V, S, M 
Duration: 1 day per U t e r  level 
G u h g  Time: 1 turn 
Area of EKect: One creature 
Saving Throw: None 

Since cinnabryl is dimcult to find in nome placn, priest. 
developed a upell  to counteract aome of the effects of the 
Red Curne. After some work, wizards were able to duplicate 
the apell's effects. 

The cuter must touch the target individual to activate the 
apell, and must recite the spell's verbal component of the 
a p U  while doiw so. The material component of the spell ia 
at k a t  a week's worth of undepleted cinnabryl. Thin must 
be touched to the recipient's head at the end of casting, but 
is not conrumed in the cuting. 

The target is maintained at h i  or her current s t q e  of Red 
Curse effect for the duration of the spell. A recipient in the 
Time of Grace remains there (except for suffering the loas of 
a single ability point); a recipient in the Time of Loas or the 
TSme of Chsnge stays at d y  the iame point u when the 
spell is cast. The uae of a Legacy by a recipient of muintoin 
immditely dispels the mahtah apell. 

An mentioned, thin spell does not prevent the loan of the ini- 
tial 1 point from the appropriate ability afore, nor doca it 
elinhate or heal m y  detrimental c%to. It dow not work on 
Inheritom. If the recipient in the victim of a succenfd +.!&e 
spell (for which the canter need make only a n o d  attack 
mu, without the -4 pcnahy), the ma.ht~& apell is immediately 
diminated, and the full time called for by the +&e spell is 
insmntaneoluly applied to the %e of Lou and Ch.nge. 

This spell is used throughout the Savage Coast, but 
most commonly in Robrenn, Euadria, Renardy, Bel- 
layne, and Herath. In several small towns, the village 
prieat or wizard makes rounda, casting the spell on all 
who need it. This holds off detrimental effects, and also 
keeps moat of the common folk in those small towns 
from uaing bgaciel. 

MeMnrc C S l y l  @i.;Il.tion) 
W-lsvsl wiwd spell 
la-level Priwt Spell @iv;ru*on, E l ~ m ~ t d )  
Range: 10 feet 
Component.: V, S, M 
Duration: I M ~ W I ~ C O U S  
cutin# Time: 2 
Ana of Effea: &item ofcinnabryl 

lclinor GL...tsel (Alteration) 
6th-lcvel w5d SPJl 
Rmge: Touch 
Component.: V, S, M 
Duration Permanent 
Canting Time: 1 turn 
Area of EKect: Object(s) touched 
Saving Throw: None 

Geated by ancient and powerful n'urwhnh, thi~ apdl  
io a leawr version of the 8th-level witard's apcllgb&cL 
Like the greater apell, minorg&u&el  tun^ normal, nonmagi- 
cal cry& or g h  into a transparent mibtance that h u  the 
tensile ltrength and unbrcakability of actual steel. 'Ee 'u  

Tht caster can &ect a aingla, whole objtct that w*ha 
five pounds or leu. (Since the mbltonce created hu halfthe 
weight oF*rwl 'For the u m e  mau, an item equiurknt in nze 
to a lO-p&nd steel item can be created.). Alternately, a 
pound of'smaller, linked itema (auch as glasa linka for 
ghteel  mail) can be & h a n d  with a single c e  of the 

in amal l  nmwnt., enchant. them, atuchen the next batch, 
enchant. them, and 10 f&, untiltkiihed. 

The material components for this ~ p e U  are the &lawitern 
to be effected, a a d  piece of steel, and a gem worth at least 
10 gp. 

U K  &U 8 P d  t0 crUk.&M werpolu .nd 

spell. An n'ur nuking glrutcel chrin lluii craatea the Ihp 

& i d  Ikeaans 
Almoat aryr a t a n d a d  magical item can be found in a Savage 
Coast camprign; Itema from'the DNG that are nun& for 
people are extraordinarily rare (at bestl). In general, the 
items act ex+ u deldribed in that book: none have specid 
effactl sgainst the Red Cvrw orwple aff&ted by it. An item 
works for any PCrrcc U ~ C M  othenvh npccified in the item 
description, deapite size or ahape, bccauaed PC races are 
basically humhoid. For example, a parron debrined by the 
Red C u m  could wear magical nngn 8 k r d  o f w ~ ,  the 
item changing size to fit unleu otherwise specified. 
As noted chewhere, the b v q e  Cout ia home to a lium- 

ber of inherently magical substances: (For details, see 
Chapter 3, which describes how they a r e ~ i e d m  mrline 
magical items.) 

Red steel can be enchanted to create m+d +s or 
m o r .  The weapons are normal for their enchantment and 
retain the natural magic of red steel, while red steel m o r  
has special properties (see followiw text); Enchbnting 
cinnabryl is olio poakble. but is rarely done, because the 
substance is too valuabk u a wntcrngenc to the effectr of 
the Red Cane. B moat corn,& cinnabryl Hovld eventu- 
ally deplete md become ml a d ,  at which time it would be 
reahaped and lose any enchantmenti that had btcn placed 
on it. Steel seed is usefulin tbe making of amoke powder 
and other mrgical subamnces. Vermeil h u  no red magical 
properties of ita own (other than a magical aurr), but it 

i 
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Red ntcel armor enchanted in thin fuhion L commonly 
called cbsin mail of cbunge, plate mail of 
e+, etc. It changei shape and even 
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The RED STEE4pmpaign is unlike any other. In are 
combiaed nome dements of gaming with powered heroes, 
some of horror adventures, and some swashbuckling and 
historical elemento. This chapter includes tips on running a 
RED STEEL campaign, as well as some additional rules 
and information for the DM. 

H d n ,  a brief ovcrview of the world that is home to the 
srvl(p Coprt is Mowed by advice for adaphg the setting to 
athh campaign worl&. Immortals and deities are covered 
n a ,  fokwed by a genunl oyuvhw of the polithe and cumnt 
eveqh of the Savage Coast. Then cqnes advice on running 
&in thin wild and war-torn netting, followed by infor- 
nution about momtea new and old. F i i ,  a colh&n of&, 
lhart k t w w  is included, to help a campaign get 14. 

Some-dsh inforpation I ... . , . 
prewnted here 
appeardinthe , :. 

introduction 
_ L  



Table 7.11 CALENDAR OF MYSURA 

Monrh.(-) ~ O f d W W e a k  
Nuwmont (mid-winter) hnadain 
Vatmnont (late winter) Gromdain 
Thpumont (early apring) Taerdain 
Flaurmont (mid-apring) Moldain 
Yarthmont (late spring) Nytdain 
Klarmont (early summer) Loshdain 
Felmont (mid-summer) Soladain 
Fyrmont (late aummer) 
Ambynnont (early 611) 
Svifrmont (mid-fall) 
Einnont (late fall) 
Kddmont (early winter) 

but iu augmented and expanded here. The Savage Cout is 
a frontier land whom official location is on the southwelt- 
ern side of the continent of Brun in the MYSTARAm 
campaign setting. Brun ir the best-known continent of 
that world; its uoutheastern corner holds the lands collec- 
tively called the “Known World.” That area contains the 
Kingdom of Karameikos, the Republic of Darokin, the 
Principalities of Glantti, and numeroua other countries, 
with a wide diversity of cultures (dulat ing many real- 
world historical cultures). 

Explorers from the Known World have settled several 
timea dong the Savage Chat. Many of the coast’s languages 
and cultures have their roots in the Known World. Even the 
calendar of the Savage Chat comes from the Known World. 
The Savage Cas t  uiea the Thyatian cdendar, which desig- 
nates the current year as A.C. 1010 and divideu the year into 
12 months of 28 days each. A week is seven days long. The 
months and days of the calendar are shown in Table 7.1, The 
new moon begins with each month’s firnt week, the fwst quar- 
ter with the second week, the full moon with the thii week, 
and the hut quarter with the fourth week. 

Despite all these commonaltiea. and the shared back- 
grounds, there are no remaining political ties between the 
two areas, and communication and trade between them is 
sporadic at beat. 

The Savage Coast is alm the point of origin of several cul- 
tures that have spread to other PI-. The aranea had their 
start on the coast, as did the three races of lizard kin (the 
shazaks, gurruh, and caymau, known elmwhere u lizard 
men, gator men, and cay men), the walhrau (known else- 
where aa chameleon men), and tortles. Minotaura are 
descended from their winged kin, the endukr, while the 
winged elves of the 6avage Cout (the ee’anr) are an offshoot 
of n o d  elves. The origin8 of phanatons, rakaata, and lupine 
are unsure, but it ieems likely that them three race8 came 
from somewhere else and spread iimultaneouily to the 
Known World and the Savage cwt. Ironically, many of the 
so-called savage races of the Savage Coast (phanatons, tor- 

tles, wallara, c ~ y m ~ ,  gurruh, and shhuaks) M 1-a primi- 
tive than their cowins in other parto of the world. Similarly, 
lupins and rpkruta have true civilizations only on the Savage 
Coat; in other plpcei, they have nomadic tribrl culturee. It 
should be noted that the naiive races do not coaiider the MO 

a “frontier,“ and that term in certrinly a munomer in qard to 
their cultures. Only the humam and demihumans oftha east- 
em coast think of the region in tho- te rn .  Allo, remember 
that the most recent wave of non-native colonization began 
about IOOyears ago, so even the humanrand demihumpni do 
not always have a frontier c u l m ,  though warn have kept any 
strong, centraliied governmmta from developing. 

The rest of the planet has a wide aumrtment of human and 
demihuman cultures. And the geography of the world in 
more divene than many of itn inhabitmts For one t h i i ,  the 
planet is hollow; its interior hold. remnanta of anciunt civi- 
lizations preserved by Immortals. 

Not quite deitiea, the Immortalu are still incredibly power- 
ful, and fdfd1 the roles of divinities. New Immortals are sti l l  
being created, and it is even posiible for plryer characters to 
eventually join those ranks, if they fulfill a peat  quest and 
gain Immortal ~ p o ~ o n h i p .  

Please note, however, that it is not necessuy to play the 
campaign with the Savage Coast as part of the larger 
MYSTARA campaign world. The Savage Cout can be umd 
with other worlds published for the AD&D game, or with a 
world of the DMs creation. Thin can be done to add spice to 
an existing campaign, or more for convenience, to allow 
player. to take existing chuaaers into the RED STEEL 
campaign, rather than creating new characten. Tips for 
adapting the Savage Coat  to other world8 follow. 

The Savage Coast ihrtchea between the Serpent Penin& in 
the eaut to the Orci Head Peninsula in the weat. The mapr 
included with this uet show the coastal repion. the northern 
portion of the Orci Head Peninsula, and pur of the Serpent 
Peninsula. The mapr uhow a region approximately 2,700 
miles long from east to wert that contains more than 6,OOO 
miles of cowtline (just over 2,100 of which is the SNw 
Coat, between the two peninmlu) and more than one mil. 
lion square milei of land. Obvioudy, thia ii not a region that 
can be conveniently dropped in wherever the DM desks. It 
is more of a subcontinent, and some thought should be given 
to when it is p h d .  N&e that the en& netting need not be 
used; a DM could UK jult the coastd nations themmlves, or 
just the nation of Hmth, or juit the h t r  

The vast majority of the actual Savoge Coaat lien at 30’ 
north latitude, abmt the u m e  M the southern United States 
of the real world. In fact, examidon of the map of the con- 
tinent of Brun will reveal a striking resemblance between 
that continent and the North American continent of several 
thousand years ago. The Orc‘s Head Peniniula approxi- 
mates Texas, while the Serpent Peninsula approximates 



Florida. Indeed, the climate of the Savage C h a t  is warm 
temperate to eubtropical. Becaune of the latitude, the long 
coastline, and the warm cumntn, it rarely anown anywhere 
along the C O U ~  (perhapa once in IO years). 

Thus, the DM should consider geography and climate 
when placing the Savage Cosst into another world. Adjunt- 
menta can be made in the size of the area (ignoring the 
peninsular, for instance), and the climate can be moditied to 
reflea the nrea’n placement. 

In general, the Savage Coast should be placed somewhere 
far away from the main camp&n area of the DM’s world. 
This way, when the PCs diocover a “new” area that ia 
already settled and civilized. there in a logical reuon why 
they have never heard of it before. In addition, it keep red 
steel, the Legacies, and firearms from interfering with the 
rest of the campaign world. 

ilmmo &Js 
An mentioned before, Myntars has Immortaln instead of 
pda. Thene Immortals have great power and grant npells to 
clerics, and religions focus on them. Immortals do not die of 
old age, dincare, or damage; they do not need to eat, drink, 
or breathe; they are unaffected by mortal magic, and can 
cart spelln far more powerful than m o d  n q i c ;  and they 
live on other planes. Like godn, Immortals are not “mon- 
nters” to be used in direct conflict. against PC.. 

The mpin difbncc between go& and Immortals in that the 
latter were once mortal, but they attained Immortal statua 
(through the sponnorship of some greater Immortal who 
approved of their m o d  accomplimhmentl). Thm meann that 
Immortals retain an empathy with mortals and M quite wi l l i i  
to interfere to varying degreen in their &. By doing so, they 
work to achieve their own peraonal gopln, gpin further powem, 
and advance their Spheres (nee rubnequent text). The only 

@le of thwuting them in their e h  ir other Immor. 
tola. While Immortals are forbidden from acting directly 
ngainnt m d ,  they CM work thruugh Wntn urd pmphniu. 

The path to Immortality is difficult, and in not c w e d  in 
these rulen. The Wmtb of& Immortab boxed net offen d e n  
EM characters achieving Immortdity in the D&Da game 
tcm. Those rule8 can be adapted for use with the AD&D 
game system if no desired. In short, to become Immortal, a 
pernon must find out a b u t  that level of existence, and muat 
a p p d  to an I m m o d  for q m w d i i p .  The Immortal put. 
the petitioner throqh a tent bfore even opening communica. 
tion. and if the petitioner prover worthy, wigns a seriw of 
quests and tanks. A character who nuocndr in d thee bials, 
and in judged to be both wise and experienced, in granted 
ImmoaJity of the lowest level, in the Sphere of the patrm. 

Immortals are ranked in d e g m  of power, The rankingo, 
from lowest to b h e i t  are u follows: 

1. Initiate 
2. Temporal 
3. celestial 

4. !&npyred 
6. Eternal 
6. Hierarch 
Theie rankings are importrnt (from a m o d  viewpoint) 

only to show the raw powcr of 1mmort.L in relatiaa to ose 
another. It docl not reflect the power or innucnae dvuious 
churchen. Immortals increue their rankings through activ- 
ity and experience. ~ imi lu  to the way that Pcc rise in I d a  

I m m o A  §pLem 
Each Immortal also belongs to a Sphere (not to be con- 
funed with the clerical rpheres of spclh). Each Sphere is a 
iort of loone pantheon of like-minded individuals with com- 
mon goaln and an ertablinhed, though changeable, h ICTU- 

chy. The five sphere. are Matter, Energy, Time, Thought, 
and Entropy. b c h  Sphere in related to an element, and 
membern of each Sphere haw d i p n e n t  tenhncln.  But 
alignment8 are not set; a member of any Sphere can have 
any dinmeat. Note also that a Sphere ie not a place, but h 
instead a philonophy. Sea the nidebu for a dencription of 
the tive spherea. 

T€IERVESREnesOFTHGhhiORTAU 

The Sphere of i%ttar concern. itnelf with the physial 
world and itn inhabitant., and in the Sphere of&*, ntur- 
dinens, and nubility, mutable within set and undenturd.ble 
rules. Thin Sphere in related to the element earth, ud n m t  
di tn  member. arc lawful. 

The Sphere of Eauw ir devoted to urtivity and trann- 
formation. and includn such things as fire, creation, and 
magic. Energy ie temperamental, dynamic, difftrent, and 
brilliant. Thin Sphere is tied to the element fire, and moat 
membm are chaotic. 

The Spbu. of ’Kme seeks constant change, but at a mt 
and controlled rate. Like a river, it is constantly in motion, 
though it remain8 in one place. It ia the S p h w  of hirtory, 
growth, and rebirth. The Sphere is related to the element 
watar. h t  m m r h  am mtd. 

.cckn underatan* and d i h t -  
enment, and attractn Immortali who look for r e d i i o n ,  
philoiophy, and analynis. This Sphere in linked to the ele- 
ment air, ephemeral yst ever-prenent, invisible yet pena- 
nive. Moot member. are 4. 

The S p h m  of Entropy ia the Sphen of h t n r t i o n ,  d ~ -  
integration, and death, the end dd thiag.. It in the shatter. 
ing of matter. the quenching of energy, the final Iapae of 
time, and the nWig of thoubht. It a& a g b t  d the other 
Spharn, and even again& it.&. This Sphere hu nn dchite 
dementd ando& but some believe it to be tied to *he Neg& 
tive Material Plane (hinting &the p i b i l i t y  of an undis- 
closed sixth Sphere tied to the Poiitivc Material Plane). 
Mort Immortals of tht Sphere of Entropy u e  evil. 

The Sphere 



Immortals & gather topther in p u p s  (establkhed for 
some ipecific purpore or common god), cliques (formed 
informally through friendmhip), and qounpili ( f o d  bod- 
ies composed o f m e  Hierarch qf each Sphere, with a ape- 
cific purpnre, u.u& regulyory or invuti&ve in nature). 
Some prcociationi are mentioned in the section on politics 
later in thii +. 

Specialty priests can be conntructcd hy the DM if 
desired. Choore clerical ~pell apheres baaed on the Immor- 
tal‘s Sphere, abilities, and interests. Mort ipecialty prieatn 
should have a special weapon available to them, baaed on 
the Immortal’i preferences or abilities. Some might hRve 
other special abilities (priest8 of a patron of thieven could 
have thieving rbilities, for inrtence), or accens to unurual 
spells (auch M access to wizard speb for priests ofa patron 
of msgic). There deciiiona are left to the DM bacpuee of 
space limitationn here. Comparilolu with eatablirhed ape- 
cialty prieats would be valuable. DMe should & con& 
the dciired power level of rpecialw priests, and try to hl- 
a c e  them with other b i .  The DM may c h m  to allow 
specialty priem ualiited advancemeot if they are priest. to 
r d  patron.. 

Following ib a short overview of the Immortab who are 
revered on the Savage Coast. Each entry include8 the 
Immortal’. most commoq name; the Immvrtrl’o geoder; 
region8 in which the Immortal ic revered, and the lbcal 
name ured them if,different; the Immortdi r a d  (by title 
and “level“) and Sphere; the required alignments of the 
Immortpli priutr and then fdowen; and a ihort dewrip- 
tion of the Immortal’s p r e ~  of intcrwt. If only one clement 
of an alignment is b e d ,  clerics or followers can be of any 
alignment that containi that component. 

h l - u i m .  Male. Revered in Sarag6n. Initiate (I) of 
Time. Any/Lpwful or Neutral. Imported with ylori d e n  a 
century ago, AI-Kalim in the patron of acholarihip. toler- 
ance, and courage. H e  u the favorite of nagen and wizardr, 
M well u warrion who favor *trat&c planning. 

Ae.teriua. Male. Revered in Robrenn PI Belnos. Eternal 
(6) of Thought. AnylAny. Aeteriur control8 the moon, 
money, and commerce. The patron of healera, traders, 
thievu, and travelers abroad, hter ius  in popular among 
hdlingo. 

Atuntootl. Male. Revered in Nimnur M Menli. Hier- 
arch (6) of Entropy. Chaotidchaot;~ or Neutral. T L  cor. 
ruptcr of civilization. seek. destnuction of all rurfacc life. 
He ir the patron of war and revenge among the manworpi- 
OM, and -ht them how to make protective body paints eo 
they could venture into Cilmun, the “land above,” a place of 
nun and light. 
c.lith. Stubmw. Female. Revexed in &llnyac u Feli- 

dae, by tartlea as Mother Ocean, by wallaras an Barra- 
mundje the Mother. Celwtial (31 af Time. Ncutrd/Anv. In 

Bellayne, this Immortal govern ocec~l, travelers, &ntur- 
ere, gcad fortune, and merchant.. The torak. ravere Cditba 
M their mother and protector, chid among thci ImmortJ.. 
Among the wallma, Bsrramundje is the mother of rivers 
and bhbonp, patron of fedity, the element of waiw and 
all that grown. Anyone who hefoub the Lob ofthe W&M 

runs the riak of b e i q  nvKd to become a w d & q  Wed 
lizard, eventudy to f d  to some h-eh boomerang. One 
of the fuat elves Immortals, Cditha also protect. the rea, 
which i the cradle of lie. 

C16brrd, S-t. Male. Revered in Renudy. Iditbtc 
(1) of Thought. LawWAny. One of the few lupin Inunor. 
tala, thin u the patron of loyalty, fidelity, and fbb. He 
represent. the law, am woll M love between &OM of g o d  

Cr.wuk of the Saup T d .  Male. Revered by or- 
of the Dark Jungle. Temporal (2) of Matter. 
ChaolidAny. This savagarquatic power ia the great 
shark spirit of the orcm of the Dark Jungle, the bringer of 
diwterr to seafarera. 

Duwprgw. Femde. Revered in Ator u Oaron. b r -  
no1 (6)  of Entropy. Chaotic evil/Nonpod. Goron i the 
embodimant of prrsrh evil and d~trwtioa. She im ttu rrp- 
tiltn queen of evil and water, and made tbc yrruh brutal 
and blwdthiiw, muing them to d t  &rut €ierath. FW 
the gurruh, Goron i i  the patron d victory, bravery, and 
ultLMtely death, bccauulo Goron urn her foUmerr M &I- 
der to l p m d  deatrdon. 

Did- Female. Revercd in Robrenn M Arduino.. 
Celutial.(3) of Thoqht. Iawful or CioOdlAny, Tbs p~trolr 
of will, her intersib are willpower, archery, end hunting. 
She accept8 only female druids. 

Eiqmdd Mrlc. Revered in Faadria u E*y., in Htrrth 
M Shdbuth, in Aery1 M The Adventurer. b& (4) of 
Enerw. */Any (BLoltlyiChaotic). One of the fmt elven 
Imaortslr, &ydd promoh jokcr, amumcment, .nd reluu- 
ation. In Ewdria, thin Immortrl im protector of dvei and 
woodl.ncl beings, and patron of elwen wizwd.. In Her&, 
Shih& i the pabun of fomt dwellen. .ad the ap0”wr  of 
a small druidicmct c o m p o d  only of Webmagten. h m g  
the M’W, ELyDdvl reprerent. freedom, curiosity, .nd act- 
ing on impule. Wandering or dventuringoe’ur often fd. 

Famu. Male. Revered in Robrenn M Gcmuirn. ‘Fwpo? 
rd (2) of Matter. Neutral or ch.atiJAqy. W n  depicted u 
a man with she head or rntleri of r deer, thiatpatros 
woodland beings and herd amimdr i i  fond of eating and 
drinking, poetsy and song, and Mi. One of the oldest 
Immortals, Faunw Lcki bash nulife ud ambition. 

Fre.v.M.le. Reved in ErudrL PI&~U.  Cdeatid (Qof 
Tkought. h v f d  OF N e u d A n y  Thii thoughtiid Hnrria ia 
wise, noble, and handnome, and +ier str+c PLllbjDd 
and nobiliw of deed. He i held in b h  ward by the h- 
h m  of E d r h  Fv i i  the brotherofF+ 
Freyja. Female. Revered in Eu& PI F A  CClcrtLl 

breeding. 
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(3) of Thought. Lawful or NeudAny.  This wise warrior is 
beautiful, thoughtful, and nobk. She inrpinr tactical plan- 
ning and honorable actione, and is highly regarded by the 
freehearts of Eu&. Sheah the sister of Frey. 

Chw One. Male. Revered by &as M Apndji. Eter- 
nal (6) of Matter. AnylAny. Thia patron of dragons is the 
chief Immortal of the wallaran pantheon. Most wallarar 
revere hg.ndji M the lord of all creatures and the pmon of 
sky heroea. His interests extend to the sky, the element of 
air, colors, and mimicry. 

He1. Female. Revered in Robrenn and Eusdlia u Nyt. 
Hierarch (6) of Ennopy. Neutral or Evilhn-good. This 
patron of derth and reincarnation neem death and entropy M 

part of life. While not really followed in Robrenn or Eur- 
dria, she is acknowledged an part of the beginning and the 
end of d1. The most powerful Immertd of Entrbpy, she is 
one of the oldest ImmortaL and is a foe of Odin. 

Iliric. Male. Revered in Herath as Negyavim. Temporal 
(2) of Energy. Chaotic/Any. Thia Immortal is a brilliant 
teacher of magic whom attention wan atmacted to the nation 
of mages. Newvim is the patron of Herathim wizardry, 
but dso of p e d  and insenaitivity. 

I h d .  Male. Revered in Euidria as Tiwz, in Aery1 M 

The Guide. Eternal (6) of Energy. Lawful Good or Lawful 
NeutreVAny. Ilmndd WM one of the fint elven Immortals. 
Patron of elves, widom, law, and trust, TIue is o b n  repre- 
sented among Eusdrim clerics as a warrior whose riglir 
hand is missing. Ilsundal leads the ee'aar pentheon and rep- 
reaentr p a c e  and aemnity, The ee'aar believe it WM Ihun- 
dali will that led them to the high mountains. and that he 
q u i w  them to like there in quiet sealdon fmm the fad of 
the world. 
Ixion. Male. Revered in Narvaez, by goblindds am 

Tabak, by wallaras an Warruntam the Eagle Spirit, in 
Nimmur and Eshu as Idu. Hierarch (6) of Energy 
Aay/Any. Ixion represent8 fire and nun, as well as a bal- 
ance of passion and &dum, power and acholwahip. He is 
the eldest known Immortal of Energy. In Narvaez, he i i  
the nun, life, power, and wisdom, and is Been as the one 
Immortal worthy of true venerrtion (though Vanya is 
seen as his avenging nervant); religious persekution haa 
been carried out in his name. The Yazi and Yazrk &obli- 
noids see Tab& as the ruler of the sun and the moon, the 
bringer of the masons, and'the maker of order. In the 
land. of the wallaru, Warruntam is the patron of hunting, 
speed, and bravery, He is alao their patron of fire, and in  
the closest thing they have to a patron of war. Idu is the 
paeron Immortal of the enduks, who were created to nerve 
him. Among the manrcorpioni, Idu is gmerally f e n d  
and hated, an "'evil" f w r e  who caused the sun to deatmy 
manscol-phs. Soms few manacorpions still rove* Idu, 
but they are considered dangerous heretics by the estab- 
lirhed cler$y of Nimmur. 

KA the Preserver. Male. Revved in Shasak as Ka'ar, by 
d e m  an Father-Earth, by w a l l ~ p l  an GenpO the Crocodile 
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Spirit. Hierarch (6) of Matter, Lawful or Neutr&Any. Ka 
interfered with Heratbiti urp+rimmts'tb create ibszpLI 
( h i m e  he felt it W n g f o r  mortaln.to.crcsre life), nuking 
the ah& unmitablb M hmthian daw. Kn becaw the 
patron of the shucdm, and ic their ptr&of trade, wealth, 
and a bettez life. The to&s revere Ka M thek,fathsr; hub- 
band to Calitha their mother, the bringei.&if& though 
growing rhks .  Among the waUar6, Genjcwir r@ondbIe 
for the earth, the h d ,  and the nu&cal places. *at rock; 
are thought of M entrnncea td Cknjooi world, and ~ ' v e n -  
e r r d  by ~ U M .  

Male. b r e d  in Robrenn M Bckimu, in.Eua- 
dria, Beltape, and Cimulpn County M Ka&t W (6) 
oEM.tter. Aay (true neutral in IEobmnn)/Any. Thii patron 
of dwuvcr governs the .tt. of forging,~;:metalworhiq, ,and 
eonltruaian. Id Bellayne; K&gyu mpresentl the w & i  
clan. mde. In Gimarron Oounty, K a w  is the p t r a n  6f 
d c e ,  andtkrmriter of fm&. I . ' 

W h .  Male. AI- known M Ilnt+al. Reveiwd by thb 
orcs of the .D& Jtmgle, and by the Y d  and Yaai gob& 
nsids. Initiate (l)~oE"hau&. Gha6tic orNeutrd!&y. The 
patron of warriors among the tribes of orci in therDark 
Jungle, as well M among the Yazi and Yarak goblinoida, 
Karaarh is the stern, uncompromish war-lesder, not + e n  
to rages or expressions of any emotions. He encourages 
strat& pbning  and prwingpersonal ntrength in inW- 
ual comb& 

I t a m r h ~  W e .  R e w d i n  h n d y  an SLLnpt W n d ,  
in Hetath,ar Yehm. Hierarch ,(6) 6f Thought. Any/Agy. 
Sdm~Rsnsrd reprcb.nta wit, kedom d~thau&ht,.wi&m, 
mnne of nmell, cunning,, and trickery. Hit& the pnnth- 
of h a r d y  and, P. a prank played oh pompom I d l r  
of human ..;sin., .poh.asd  lupin^ to &me Immords:In 
Herath, Yehm is the ey.i pam of theSrCne0. A prak*r, 
Komtiku is one of the a k b  hnatortd., rad b wllIIItMt by 
thobe who swvive by p i l e  &d deception, 'wmk tho!&& he 
E l l C O U ~ B  rhc .krrering.bf & b h D ,  ! 

Lokl. M.fcb 'hVWdi l i  &ldrL M klh, h m$c M b- 
dogan, Eternal (6) of Entropy. ChotidNonIaw€ul.%e uhi- 
mate troublemaher end ao+r OF diuensiim, a malicious 
trickiter and cauoer of bkmybt, Lakw i n  the-pbtroli of 
tlmes, k h h f  and lies. He plota the de~truction&Viic&n 
(Odin), Donu ('I%&). and Ei@ (Eiryndul). &.Bo+, 
hki hu cmated in Hule e bureaucracy of Ih, politi&iur* 
and thieves an a monument to h i  own cleverneu. 
,Loud, .'%imp. &We. Revered in Rcnrdy. T e W  (2) 

of Thoaghr. AnylAny. O n e  of the f e d u p l a  Imm6rtak; 
s.impt taup portrays hkgood and cvil,amoq 1uPip.i M 

the patron of mercy'hunger, demction, night, and winter.' 
Amow the peasant f l ~ ~ a ,  S.impr. hup i s  wvered,u the 
one who k e e p  tha %inn strong by weding owthe sick 
and the weak. , ,  

Ililclinoiz, Saimpb Male. Revered in Renudy, C&dal 
(3) of Thoughti.GooillNan-dvi1. One of the few lupin 
Immortals, Saimpt Mnlindm tht Were-SIeyer is the patron 
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of hunten and muter of revenge, courap, warriors, black- 
amithe, and tho= who p to war. He i the lord of glory and 
conquesta ag&t evil. 

Muauwu. Male. Revered in Herath u Eneban, in the 
Savage Baroniea a i  The Ambassador. Eternal (6) of 
Entropy. ChaotidAny. Eneban repmcnh the uti of diplo- 
macy, intrigue, influence, and masquerade, things of vital 
importance to aranea. By definition, he ia the patron of 
rulers, spies, liars, thieves, and smooth-talking manipula- 
tors. In the Savsge Baronien, Mururm is regarded u the 
patron of diplomats and politiciano, tho* who Kak to win 
by in+e rather than by open warfare. 

M)*t, SJmpt. Male. Revered in Renardy, revmd u 
Brother Shell by tortleo. Temporal (2) of Thought. Lawful 
or Good/Any. One of the few hpin Immortala, the Great 
Watcher in patron of fortrewee, pardn, and those who died 
on the battlefield protecting their kin. He is the muter of 
d e t y  and happinma at home. Brother Shell i a recent ddi- 
tion to the tortle pantheon, and i i  believed to be the son of 
Ka and cllithr. He repreaents defense of land and protec- 
tion of the family. 

Muliden Stuwrtfh.r. Male. Revered in Aeryl PI The 
Guudicn, in the Savage Baroniu M Milan. Empyreal (4) of 
Energy. LwfuUAny. Mealiden protects Ilsundd. Among 
the M’W, W e n  ia revered M the defender of Aeryl, and 
by extcnaion, the patron of war. He likes bold, mocking, 
hht-spirited adventurers. In the Savage Baroniea. Milan in 
the patron of aeafprrrs and Swaahbucklen. 
Ny.. Female. Revered in Nimmur u Nin-Hurabi, by 

the orci of the Dark Jungle a i  No’al. Hierarch (6) of 
Entropy. Any/Any. Nyx is the Immortal of night, d u k -  
ness, bcaits of the darkmri, and unded, and ultimrttly 
wants undead to take over the world. In Nimmur, Nin- 
Hurabi represent8 darkneu, fertility, birth, and the aafety 
of the u v e r n i  of Apuur (the dark underworld beneath 
Gilmun, realm OB Atzanteotl). Nin-Hurabi aeeka to pro- 
tect the manscorpions and believe. they should remain in 
the caverna. She deapioes Ixion for the way he &missed 
and cursed the manicorpiona, and frowns on the! way 
A t a a n t d  manipulated the manawrpionr into conquering 
ancient Nimmur, and then cheated them with hie protec- 
tive body paint. Among the orci of the Dark Jungle, Nyx 
in nimply the patron of darknesn, a favorite of those orcn 
who live in caverni. 

Odin (or W0t.n). Male. Revered in Robrenn u TPTMOI, 
in Eusdria aa Viuden. Hierarch (6) of Thought. Lawful 
Good or Neutral Goodlhny. WM and thoughtful, W i n  is 
one of the oldmt Immortals. In Robrcnn, he i the muter of 
the akiea, atorma, and mighty lightning, but ia not very i d u -  
entipl. In EuI&, he leadi the pantheon u the rcpre.enta- 
tion of .ky, ~tormn, and authority. 

Orcum. Male. Revered by the 0x1 OE the D u k  Jungk u 
Oruguz. Eternal (6) of Entropy. Chaotic EvilLNeutral or 
Chaotic. Cold and cruel, thin b e d  en& of demuction is 
a geniua who loves to destroy in apectacuhr fashion. 
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h g u z  is a favorite of porcine 1ycanth-s who l e d  the 
Sen pt.su. tribe 06 m a  in tb Dark Jungle. 
OnLnr. F e d e .  Revered in Robnnn u h i g ,  in Bel. 

layne aa Tawnia, in Jibard LI Uf. Hierarch (6) df Time. 
Neutral/Any Originally a treant, she is the Mother of 
Forerte, Patron of Robrenn, and head of the R&renn 
pantheon. She allows only &male &ids, thaugb men fob 
low her precept8. Shb is venerrted‘by most e h e s  in 
Robrenn. In Bellaynei ehe defend8 elver and r a k u h .  
hunters, archers, and druidr, As Wfi Ordana 9th head 
of the phmaton pantheon, patron of the foreit andpro- 
tectdr of itn people. Ordana gave the pbuutonn the in+- 
tun toward civilization, PO they might defend thcmwlvrr 
from the manea, whom Ordana h a w  u manipulators d 
life. Qrdana promoter commerce W e n  +&KU and 

F e d e .  Rmred in Ream&, and by tm- 
des II Si&r Gain. Initiate (1) of Thou&. A&Any. Ons 
of the few lupin Immwtals, Saimpthlon i i  tlm ptrom of 
life, good food, fun, and health, and nwtk of d t h ,  h* 
era, merchants, and those who pmdaae &i foc d1. 
Among to&s, Sister Grain id recent addition, oanddasd 
the daughter of Ka and Cali&, end ~ b t e r t o  MLfiirv, &he ir  
the patron of f m m  and the b+er of M. 

Shidq Chm ( K n a t d d c t b ) .  M.le. Ranrrd ia %u 
Kutul. Temporal (2) of Energy. Non-hGful/Any. Tbis 
pawn of kobolds i &o patron c&crJnnu+mibby h u e  
there UT no kobolds on the Savage &ut). KYrhlbuLvia a 
chaotic teacher of tricl., traps, indirect confrontuiOn. and 
unng eneiniei.’ lrrength again& them. Seeing that the cry. 
mas were poor warriora, he rough9 to teach t h h  a few 
t h q a  He nhhua leadquhip of the aayinaawith T m w m d  
i thcpatton of war, fm, and territorial gain& 

‘Ihlith. F e d e .  Revered by the or00 c4 the W k  J+e 
ae Ait-Tha. Eternal (6) of Entropy. ChaoticlAnyl “ k i n  
Immortal ir dsvmted o wlf-p&& and &~IU d 
ing. Among the orci of the Drth JunBle, rhc is pamn of 
thieves and of victory by deception. 

lkruth Fenule. Revered in BelIayne u Pax BeHaniu, 
in the Savage Baroniei a i  The Jude.  Eternal (&) of 
Energy. Lwfd NoutraJ or Lawful W A n y .  This pa- 
of jwtice and revenge ai& rnkaoof honorable venpmce. 
Though .he represents peace to the rakasta, dhe oleo 
inipirei them te mount cruaadee yiainst the goblineid 
hoden. In the Wage Baronies, the Judpi the repremtn. 
tion of justice and the inspiration of duelists. She is the 
patrun of duelit.. 
Twrra. P e d e .  Reversd by the gobl indr  u Yemag, in 

Cay an Cay, in Jiberd ar M0ther-Euth.m Marau-lxuf. 
Hierarch ( 6 )  of Matter. Lawful Neutral or Lawful 
oood/Lswful or Neutral. Terra, thc moa powerful of the 
Immortals of Matter, in concerned with the creation aad 
proteetion of new life. The Yazi and Ya& goblinddo 
believe that Yamag ir the keeper of the world, she wbb 
iniure new births to replace those who die, the one who 

WdWM. 

%Ion, 



brings death to bsiaga whose time has come, the one who 
keepn rivers and wells flowing. Cry reprewnti euth. but 
also lie, futility, population growth, and good luck. She 
resented Herathion experimentn on other race& and ir the 
Immortal who made the caymu too proud of their limited 
buildhg rkh, M they became U M ~ U  to the H e r a t h i .  In 
J ibud ,  she in the patron of birth, life, rad death. It was 
Terra who caused the early phanatons to be predator#. to 
balance the aranea threat. She encourage8 commerce 
between the phanatons and the w.llcrpr. 
‘Ih, W e .  Revered in Robrenn u T u b ,  in Eudria u 

Doau, in the Savage Baroniea u the General. Eternal (5) 
of Energy. Lawful Neutral or Lawful Good/Any In 
Robrenn and Eundria, this Immortal in the patron of w u -  
riors, the unchallenged lord of w a n  and bravery. He 
demands a code of honor, and in the patron of many C o m p  
niea of Honorbound. Me aomctimea rponaom reCklm Urge0 
and b r k  r a p  in Euadrian followen. In the Savage Bar- 
&, the General is the patron of war, bravery, and honor- 
able tMment  uftbe enemy. 
V.brs. F d e .  Rsvcred in the Savage &ronier. and in 

Herath as Shaya. Hierarch (6) of Matter. Any (uiually 
Chmtic)/Any. Valeriu is dedicated to romance, pantion. 
and emotion; ahe in a figure of both love and war. In the 
Savage h i e n ,  ahe is the patrun of Gaucho8 and Swuh- 
bucklen, u well u any other pauionate individuah, and u 
the innpiration for duds and wars, an well u mpreienting 
the MLOD to come home. Val& i attracted to tragic love 
ttoriu, and i the patron of Herathians unable to EYlb real- 
ize their love, because of interrpaciea conflict or UI d-con- 
numing devotion to ma&. 
V.sy.. F a d e .  Revered in Bellayne u Bclbioa in N u -  

VKZ M the Inquiutor, in Viaverde, Texeiru, and ‘Forrdn 
IU Fda. Empymal(4) of Ti. &/Any. In aellqme, Bel- 
bion repmenta prick, honor, war, conquests, and the supe- 
riority of onei way. She i i  a favorite of wnrrion and thoas 
who believe &ta cultum u better than any other. She i 
venerated by those who want to expand their boundarien, 
and tho- who believe in survival of the fitteat. She often 
inspires wan goblinoids. In Narvuz, the InquLiror 
reprenentr pride and the correctness of beliefn, so in the 
avenger of all who do not follow the way of Ixion, lord of 
fire, and the punuher of thole who stray. Fafia representi 
war md pride in Tuetu,  Viaverde, urd TorrcQ. In tbac 
&aten, &e i. the patron of warriors, and the representation 
of self-defense and of vindication, especially reprisala 
againnt thm who deliver insultn. 

Yw. Male. Revered in Yavdlom. C c l d d  (3) of Time. 
Neutral or GoodlAny Thin patron of divination and 
prophecy in very important in Yavdlom, as their patron 
Immortal. He teaches reaponribility with divination and 

wmbacr. M n h  Revered in Robrenn u hug, in Jibd u 
the Huntaman or Uatuma. Celestial (3) of Energy. Neu- 
!z&Any. Thin prtron of forest folk in a huntsman and beast- 
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handler. In Robrenn, Leu8 iC patron of demihumana, 4 8 -  

dom, and the arts. In J i m ,  he in the patron oftbe hunt, u 
well 01 bravery and chum. He guide5 phanaton bunting 
&a, u well u war &ea in timer of di. Sympathetic 
to i n t e l l i t  social midits, Zirchev is alio patron of thore 
AfIIiated by the Red Cum. 

H 
Many people view Inheritors u a sort of “curse poliea”; 
they attempt to control trade urd d e  of cinnabryl and red 
ateel, and they do a pretty good job of it. Mort known 
cinnabryl mines are in and around the S a v w  Baromen 
(one in O i m n ,  two mina and scattered +ita in the 
Red Lands near Vilaverde, Texeiraa. and TorreBn), 
though there in one in Cay (near Hwezzah),md one in 
each Renar&, BelLyna, and Herath. In addition. there in 
a cinnabryl mine in Slqoviah, which exports moat of the 
materid to the Savage Baroniea in return for red steel. 
Except for the mine in Slagovich, Inheritors have tcken 
controlling interest8 in each of the8e minni and they p m  
vent overmining and artificial inflation caured +n&n- 
tent ahortagen. However, most people know only that 
Inheriton have cinnabryl, and they charge high prices €or 
it. In aome w ~ ,  this m&ea c ianab4 p tec t lon  an eliw 
thing, available only te the wealthy. O n  the 0th- hand, 
the fact that it aervea to keep peasatn €ram ever trying 
cinnabryl can be viewed M a pod thing. M e r  .U, the evil 
affccts of the Red Curse M much w o w  for aomsone who 
l u e n  cinnabryl and then stop, and cinnabryl in limply toc 
ram for everybody to u r .  

Though I n h e h  try to e d u w  otbess about cinnabql 
and the Red Cum in general, it ia diK~~ult. Some Inheritor. 
jult do n e  C M  about what 0 t h  know, while auny other 
folk am not willing to lilten to aplm.tionh It io dilficuh for 
people to CUI a b u t  economic d t i e a  when aameone diey 
c u e  brorbpIbccaformed by the Red cline. Genauy 
speaking, Afflicted individuals live in enclava (that uc 
nometimes wlade d l a p ) ,  rindar to 1ep.r colonim see th 
subneqwnt section on tbe Afnicted for informatiun. Maqy 
people blame the Inheritors when relativei or f r i e d  
bacomc AFtlicted. 

These problems lead to dimculty for Iaheriton. They 
are certainly compensated with their ready access to 
cinnabryl, and with their extra Leg&?iea. but it ir impor- 
tant far the DM to know how people feel about3nheri- 
ton, M NPCl react appropriately. Note that the following 
overviews are general trendn, and individual. can act 
quite di&ently. 

In most of the Savage ,&oniu, which have suffered the 
Red Curse longer than any other arw, Inheritors M met 
with acceptanae. Inheriton have been around for many 
yearc+, though tbey went unrecognized and have only 
recently b e p n  organizing into Ordern. Now they are 
dmort a l w a y s  recognized, lome regarded u hemen, &a 



as Yijlpina. V i n e  are avoided, but everyone st i l l  enjoys the 
notoriety of having one in town; it is very much an “Old 
West” wrt of attitude, M if Inheritors were notorious p n -  
dingers. In the Savrge Baronies, challenges between Inher- 
itors are relatively common, and many Inheritors have 
W y  nicknames (the Red Avenger, The Crimson Kid, Lord 
Flame, and 10 forth). 

Note that Inheritors are considered outlaws in NarvaeE. 
the clerw of which seeks to buy cinmbryl for distribution 
to the people: Inheritors sometimes sneak in, while others 
engage in fair trade with the government and hope the 
material gets distributed fairly (and it usually does, or the 
Inheritors would cause trouble, like a boycott, which the 
government and clergy of Narvaez knows). Torre6n is 
known for its poverty, so most people cannot afford 
cinnabryl. In Torre6n, Inheritors are feared and hated by 
peasants, but warriors treat them like they are treated in 
most of the Savage Baronies. 

Eusdria and especially Robrenn are places where nature 
is revered. Here, many people died during the wars, the 
plagues, and the increase of the Red Curse that followed. A 
few people u u  cinnabryl becarue these were the first areu 
to receive relief from the Inheritors. Many others becam6 
Afnicted and remain that way. Robrenn and Eusdria both 
have enough prieots able to Csdt maintain that the majority of 
poor people live comfortably without cinnabryl, so these 
nations do not add to the drain on supplies of cinnabryl. 
Robrenn and Eu.drip are tolerant of Inheriton, but do not 
redly welcome them. Inheriton helped after the war, but do 
not help much now, and are uncommon. Most people of 
Robrenn and Eusdria do not like to see re8idents join the 
Inheritors’ orders, believing they should stay and work on 
local problems, rather than becorning involved in intwna- 
t i o d  politics and commerce. 

Renardy and BeIIayne have several Inheritors of their 
own, plus a recently discovered cinnabryl mine in each 
country. Inheritors are becoming more common in both 
countries. In Renardy, Inheritors are respected: the nice 
ones liked, the bad ones feared. Becoming an Inheritor M 

like being knighted in Renar&, and an Inheritor io inatamtly 
accepted into the lower leveli of noble miety. This reflects 
the fascination of the upper clasaes with Inheritors. They 
are curioua about them, and see them an a valuable contact 
for obtaining cimabvl. In Renardy, an Inheritor must d m s  
well, and io often invited to dinner# and special events. Peas- 
ants of Renardy tend to fear and hate Inheritors, because 
they take most of the cinnabryl to the nobility, leaving the 
poor folk to become Afllicted in many meas. In Renardy, 
many villages do not have enough qualified priests to keep 
them in maintain spells. 

In Bellayne, Inheritors are neither well liked nor 
despised; they are simply regarded M mother part of wci- 
ety. It is the Honorbound who an the her- of the nation, 
and no one else draws the same respect, not even a power- 
ful Inheritor. Most people of Bebyne judge each Inheritor 

on an i n d d u d  bani*, and do not let an individdi  actionr 
reflect on other Inheriton, even t h e  of the lune order. Ia 
Bellayne, cinnabryl distribution is carefully managed. M 

even the peasants aad the wanderers have little r e w n  to 
hate Inheritor.. 

Not all of Herah is affected by the Red Curse, M the 
need for cinnabryl is not widespread. But the ndou pry. 
high price8 to import most of Cuy’s cinnabryl (Clay being a 
close and discreet source). and it make4 heavy we of itr 
own mine, recently uncovered. As a result, ray Herathian 
who doer need the eubatance findm it readily available. 
The nation’s Inheritori receive cinnabryl directly from 
their government, and then dietribute it to the popdace M 

needed. 
The Red CUM affects only part. of the lands of the l;urd 

kin. In moot of the affected areas, the inhabitants m e r  
begin uaing cinnpbryl, seeing it (not incorrectly)u &- 
cial meOlU of prucl.ving the life of the w d .  The l i d  kin 
tend to be very pragmatic about the effects of tbe Red 
Cursc. Inheritorr are rare in these land& and are the subjrt 
of curiosity, but are not reviled or rejected (except p r h p r  
as individuds). Mort l i d  kin respect Inheritors, h a w e  
they are obvioudy powerful people. 

The Red Curse affects very little of the lands of the 
phanatons or the wdaras, and none of the rest of the Orci 
Head Peninsula. O n  the psninsul, Inheritom are v e y  rare. 
Wallaras study them and phanatons accept themi both 
reipect Inheritors. Among the winged folk, Inheritors are 
regarded as visiting h e w s  of other Ian&. Thc muracorpi- 
ons apd ore8 USUOU, seek to kill Inheriton, because the3 are 
powerful and therefore potentially dmgeroua. 

Following are some gemral guidelines about the AMicted, 
such aa how common they are, where they can be found, 
and how they are treated by their neighbors. Note that no 
qpecific information is given, to allow the DM freedom of 
plaoement. Since P Pc’s origin might be based on such 
information, the DM &odd creato such detaili u needed to 
enhance play of the game. 

There are dat iveb few A m i d  in the Savage Buonies, 
because of the re+ availability oFcinnahry1. The exception 
to this ir Torrdn, a poor nation that is home to a few vil- 
lages of Afflicted. Moat people in Torredn never use 
cinnabryl The mercenuies of b a t  state therefore tend to be 
rather distinctive. In the BsFoaicr, the A m i d  are u& 
shunned by others, u\d they live in s d ,  blad enclaves. 
In Robrenn and EusdrL, Amicted are rather rare, because 
of thr availabiliv of druids and clerics who can cast the 
rnuintuin spell. Few people of thew nations use cinnabryl. 
Afnicted individual. am cared for when p s i b l e ,  m d  are 
not shunned-though the clerw oE the two itatea reldom 
aid those individuals who are deemed “bat causes.” ANicted 
refugees we not u r d y  welcome in the two states. 



There are Borne villages and enclaves of Afflicted in 
Renardy, where they are usually shunned. The poor people 
of Renardy are often Afflicted: most never used cinnabryl, 
though some have tried it and suNer complete Miction. 

In Bellayne, there are few Afflicted because of the good 
distribution network for cinnabryl. Afnicted almost always 
stay with their families, and are helped when possible. Even 
refugee Afflicted are well treated in Bellayne, though they 
are usually encouraged to leave eventually, unless they have 
family in Bellayne. 

Herath has few Afflicted. Those few are shunned, and 
refugees are not welcome. Since few lizard kin use 
cinnabryl, there are several Aftlicted in the areu of lizard 
kin countries aflected by the Red Curse. The shazaks are 
very accepting of the Amicted, including refugees, and wel- 
come them. C n .  tend to be a little more ahy about wel- 
coming refugees, especially large ones. The y r r u h  seldom 
like the company of anybody elae, and foreign Micted are 
usually killed on night. Afflicted are rare nights in the lands 
of the phanatons and wallaraa. but are accepted so long as 
they do not cause problems. Both the wallaras and the 
phanatonr are aomewhat awed by Micted, and sfford them 
great respect. 

Campaigns in the Savage Coast setting should be rcuon- 
ably similar to those in other settings, enough so that playera 
are comfortable, but there are important differences. The 
main difference is the Red Curse and all the associated sub- 
stances. 

Because of the Red Curse, magic is very common along 
the Savage Coast. Almost every penon has a magical power 
of some kind, ~ u c h  as a Legacy. Magical items are ve ry com- 
mon. Because of this, people are rarely frightened by dis- 
play. of magic; the wizard who expects apymtehnk apeU to 
frighten away natives is in for an unpleasant surprise. Even 
the most primitive peoples know what magic looks like in 
thin setting. and they expect it. It should be noted, however, 
that the more primitive peoples do show respect for those 
who can cant spells. 

Despite the frequency of magic, warriors of various kinds 
are very common on the Savage Coast. They have a thriving 
business in war, and are much in demand. Swashbucklers, 
Honorbound, and Defenders are common sights. In fact, 
adventurers in general are more common in the lands of the 
Savage Coast than elsewhere; perhaps one of every four 
people haa led at leaat a short adventuring career. 

The swuhbuckling style in important in the Savage Coast 
lands. Renardy and the Savage Baronies give rise to that 
we of person: hot-blooded and dashing, witty and skilled 
with the rapier or sabre. They add spice to the campaign. 
Swuhbucklers are found everywhere, u wanderers, special 

Druids are also much more common here than in other 
army units, and pirates. 

lands. The entire clergy of Robrenn consist, of druids, 
and thete folks try to spread the word. Thus, there are 
wandering druids throughout the region, and they are 
m n g  in Robrenn, Herath, and Jib&. The Savage C o d  
region has its own Great Druid: the current one is the 
leader of the Robrenn clergy. The three current 13th-level 
archdruids for the region live in Jibarb, Bellayne, and 
Robrcnn. There is one 12th-level druid in each nation or 
grouping of nations (that is, one in Herath, one in the 
lands of the lizard kin). 

Fireanns, the multitude of player character races, Beast- 
Riders, and flying characters alro ierve to add unusual cM- 
lenges to the region. Still, moat adventures are similar to 
adventures in other Iandr. There are ruins and wildernens 
areas to explore, and many people are motivated by gold 
and glory to aeek an adventuring life. Chapter 8 provides 
sample adventure outlines to give the DM a headstart on 
beginning a RED STEEL campaign. 

Because of the prevalence of Honorbound and Swashbuck- 
tern along the Savage Coast, as well a8 the presenee of 
firearmi and dueling #words, dueling is very popular in 
most nations and states of the coast. Therefore, special rules 
for dueling are presented here. Pleese note that these are 
suggested for duels only, not for normal combat. 

Duels are the preferred method of dealing with diaputes 
of honor, avenging insulta, or proving weapons prowesr. 
Each nation has its own dueliig rules: tome cnll for an area 
to be marked, and dueling to be confined to that area, while 
othen call for seconds and witnesses to be named. In moat 
cues, a duel continues only until the first wound. At this 
point, the wounded individual ia given an opportunity to 
apologize or admit defeat. However, an individual may not 
always willing to surrender, or the duel may have been 
declared “to the death.” If both have agreed to these term 
before witnenset, the winner cannot be held legally account- 
able for killing the opponent. 

Because a duel is so personal, individual initiative (a0 
deacribed in the PHE) should be used. Weapon ipeed modi- 
fiers are also strongly recommended. Note that &icially, 
Dexterity has no effect on initiative, but the DM might 
decide to allow the reaction adjuatment for Dexterity to 
affect initiative for dueling. Panying ihould also be allowed, 
and the DM should use the optional rule allowing multiple 
attacks against opponenti with less than one Hit Die (as 
detailed in the DMG). The many optional rules from the 
Compfete Fkbteri Hadboo&, such as disarming and called 
shots, can also add excitement to a duel. 

A rule for injuriei can alio be used. With thu rule, every 
wound penplizes a character’s THACO by 1. Half of this 
penalty diloppean when the characteri wounds are bound 
(each wound reduce8 THACO by 1/2, rounding fractions in 
the characteri favor). The remainder of the penalty disap- 



pears when the wounds are healed or after three days of 
rest, whichever comes first. Note that a wound is one suc- 
cessful strike, whether for 1 hit point or several. 

See also Chapter 4 for a description of the quick draw 
and dueling proficiencier. 

Dueling with pistols is popular in Renardy and the Savage 
Baronies, especially Cimmon. This atyle of duela ia some- 
what unusual. One character issues a chdenge, which ia 
usually accepted. The characters 80 to an outdoor location 
and utund facing one another, some distance apart (uaudy 
about IO yards). The dueliuts stare at each other, trying to 
break their opponent’s nerves. Both players roll initiative; 
the character who wins, including varioua modifiers, gets 
the drop on the other, and fires first. 

In some placer, duels are performed with hand cross- 
bows, but people who use firearme consider such a thing 
degrading. 

Sword usen believe that a blade is the proper way to settle a 

duel. This method iu popular among Swashbucklen. as well 
an Honorbound of Bellayne. It is common in R e n d y ,  Bel- 
layne, and the Savage Baronies, and to a lesser extent in 
Eurdria end Herath. 

In a sword duel, a specific dueling area is usually marked. 
The dueliats stand within this area, state their grievances 
(briefly), salute each other, and begin dueling. 

The ure of a critical hit and fumble uyrtem (an detailed 
in the DMG) can add to the drama of a duel. It is recom- 
mended that on a critical fumble (a die roll of 1 for an 
attack roll), the person attacked be allowed an immediate 
riposte (counterattack). This attack doen not count 
against the character’s normal number of attacku per 
round; it happens even if the character has used all avail- 
able attacks for that round. The riposte requires a stan- 
dard attack roll, can be parried, and can lead to another 
riposte if ita attack roll is a 1. 

Rapiers are prone to breaking at inopportune times, 
uuch au when parried viciously or when ituck through a 
suddenly collapsing body. If an attack roll is a 1, the 
defender can choose to forego a riposte for a chance to 
break the attacker’s rapier. The attacker must make a 
saving throw against crushing blow for the rapier. The 
saving throw is succeauful if the roll is 7 or better, and 
failure indicatea that the attacker’s rapier breaka. Also, if 
a rapier attack cauues maximum damage, the attacker 
must make a uaving throw againat cruahing blow with a 
+6 bonuu. If it fails, the blade snaps with the blow. A 
broken rapier can still be used; it has all the characteris- 
tics of a dagger. 

The climate of the Savage Cosat is warm temperate, border: 
ing on tropical. The plant life of the region runs the gamut 
from coniferour and deciduous forest and long pas ie i ,  to 
palm trees and rain foreat p h .  There are re&ons of hUu, 
mountains, swamps, and deserta, each with appropriate 
plant life. The animal life of the regions ia fairly typical for 
climate and terrain as well. 

The types of plan@ and animals are similar to t h a e  found 
in the real-world Americas. Typical planta include such 
things as plains grasaer, kudzu, potatoes, tomatoea, and 
palm tree&, and on the Orc’s Head Peninsula, bananas and 
other tropical fruits. Horsea, cattle, hogs, and chickens are 
not native to the Savage Coast, but they have been imported; 
some other animals of the region include deer, alligators, 
armadillos, prairie dogs, turkeys, and eagles. Sea life in  like 
that in the real-world Gulf of Mexico. 

Monsters of the Savage Coast include whatever the DM 
chooses, but should fit with the rest of the ecology. For exam- 
ple, there should be no thri-kreen, becauae the grasulandi and 
d e r m  are occupied by other cnstureu. There are few +- 
thrupcs, and fewer werewolves, becauae lupma hate and hunt 
them. Civilizations should be limited to those inalligna races 
specifically mentioned in this ret, plua whatever the DM 
might want to put in an underdark setting. There might be 
individuals or small families of other intelligent apecies, but 
they should be uaed ~pLvingly. The foreits of Robrenn have 
many sylvan and faerie creatures, while the forests of Herath 
hold insects and arachnids of all h a p a  and aizes. 

Generally, in the cursed lands, members of intelligent ani- 
mal race0 are susceptible to the effects of the curae. This 
includer members of all PC races, goblinoids, and intekligent 
monsters. The effects are as described in Chapter 3. Mpny 
other animal life forms have Legacier a i  well. Magical 
beings, most sylvan creature,, and monsten with spell-lie 
powera do not gain Legaciea. Thus, such beings M pixien, 
unicorns, and beholders do not acquire Legacies. Almolt dl 
other monaten are affscted by at least the aide effects of’the 
Red Cune, and the majority of those g& Legacies M well. 

Many monsters with Legacies are transformed by the 
detrimental effects of the Red Curae. When a monster gains 
a Legacy, roll a saving throw against spells. If the saving 
throw fails, the monster suffem the detrimental effecta. 0th- 
erwise, the creature could appear perfectly normal (exctpt 
for being red in color), but be imbued with one or more 
Legacieu. 

Undead are never affected by Legacies, except undead 
deicribed especially for the RED STEEL setting. Plant and 
fungus life formi never acquire Legaciea, but might suffer 
slightly by the aide effects of the Red Curse, acquiring red 
sniping or upotting on leaves, bark, or other places. 
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This section contains six sample adventure encounters 
specific to the Savage Coast camppign netting. Immedi- 
ately after each adventure title, heading. identify the ter- 
rain the adventure should be net in, total party levels 
recommended, total gp to be gained, and experience to 
be gained from defeating the central creature. Next 
comes a “Setup” section, listing ideas for involving the 
PCu in the story. The body of the adventure followu, 
often with nubheadings for particular creatures or 
events. 

Terrain: Any 
Total Party Levels: 18 
Total gp: 34 
Monster X.P.: 6,000 

*P 
The PCS hear about en lnheritor named Lord Flame, 
who hau been attacking people and taking their cinnabryl 
and red iteel. 
Lord Flame ambushes the PCS. 
Another Inheritor (who would have to be created by the 
DM and introduced separately) han declared a perma- 
nent challenge qainnt Lord Flame. The other lnheritor 
hires the PCS to kill Lord Flame. 
If one of the PCI is an Inheritor, Lord Flame challenge8 
that character to a battle for any red steel possensed by 
the PC. 

The story 
For the past aeveral weeks, Carlos de Lps Navas, better 
known an Lord Flame, has been building a hoard of 
cinnabryl and red uteel. His primary method of acquiring 
the materiala has been to steel them, in the manner of a ban- 
dit. The villain intends to make himself a suit of red eteel 
plate mail, so is most interested in that metal. But he has col- 
lected cinnabryl as well-to avoid letting it go to waute-w 
he hau a long-hting supply. Lord Flame neldom steal0 any- 
thing else from his victims, unless something unuuual 
catches his eye. 

Lord Flame belongn-unsurprisingly-to the Order of 
the Flame, the chaotic Inheritors. He in a d i s h  individual, 
concerned moitly with protecting and enriching himself. 
But so far he hau reapected the Code of the Ordera, adher- 
ing to both i t n  letter and its spirit, so an to avoid being 
declared a renegade. He han never robbed anyone on land 
protected by an Inheritor, and even avoida attacking associ- 
ate memberu of the Orders. If Lord Flame encounteru 
another Inheritor, he issues a challenge. But he never d e s  
permanent challengeu, wbhing to avoid the poaaibility of 
ambush. 

De LPI Navas stands 6 ’ 6  t d ,  and is well muncled. He 
h u  dark, curly hair, a murtache, and a malicioui grin. 
His nkin is deep red, and hie hair in red-tinted black. The 
iriaei of his cyea are red au well. He B.a rough featuren 
and in not a handsome man. An Lord Flame, be d~e8sen , 
in chain mail with a red tabard, and wears a red cape. 
Both cape and tabard are decorated with his sigil, a 
flame with eyes. 

In puson, Lord Flame is wmmhat chuiamptic, and i a 
.killed actor. He might approach the PC. (or other potedd 
vicdnu) in a friendly mannerr wing a fnlre name, and osfer- 
in5 to help them with whatever they are doing. If they 
r e v 4  that th+y are looking f a  “Lord Flame,“ de La NaVpl 
happily offen to join them, then wait8 fw an opportuni~for 
a surpriae attack. A amooth dker, he i ganuinelo, helphl 
until he againat hi. prey, at which point he pro* 
declares ”I am Lord Flamel” and atta&. 

The villain prefers to itart a bo& with a flying attack 
with the sun at hiu back, often using Mkilc or BauaFLr 
from the nky. His first melee attack is usually a c k g e  with 
his flight lance. He then attacks with a red ateel long 
sword. Lord Flame unes his Legacies ae needed, but 
alwaya navea one activation of the Fly Legacy, in case the 
battle goes againat him and he needs to ewape. Wile he 
doen not go out of his way to kill opponente, neither ia be 
queamilb about doing so if it seem ncceaury. He avoids 
smokepowder weapon., and the threat of an explosion of 
smokepowder can cause him to break off aombat, even 
though he is currently caqying enough cinnabryl to d e l y  
weather several explosion8 without suffering the Time of 
Loss and Change. 

If LMd Flame encountem the PC. and wrvive~, be could 
become a good recurring villain. If the I?& kill him, and 
make their deed known, they will be reviled in the tcmn of 
Laa Navas (in Gargofir), where Lord Flame i regarded u 
something of a hero. 

level Inheritor fighter; hp 44; THACO 12; #AT 3 4  @ by 
veapon; AL CN; ST 14, DX 14, CN 13, IN 11, WI 9, 
CH 11. 

Legacies: Ball of Fh, Bum, Crimddn Fh, Fly, MI&&, &a 
SbicD. The flame for Burn $sues from Lord Flame’8 right 
hand. His H y  Legacy c a w n  no transfonrntbn. 

Weapon Proficiencies: Long sword, boly, flight Imqp, 
javelin, horuemani mace. 

Nonweapon Profwienciea: Redimithing (1 I), weapon- 
smithing (8). gaming (ll), acting (IO), intimiition (14 or 
11). 

Equipment: Red uteel long sword, red nteel hqrasman’a 
mace, cinnabryl (enough for eight weeks and three dayn), 
chain mail, puree with 34 gp. Lord Flame also hrr  a 
small, hidden treasure trove of cinnabryl and red nteel. 
The exact location of this cache is left to t h s  DM. as ia 
the exact content. 

-1- d. h NWU, Lond FLm.1 AC 6; M V  12; 9th- 



War P& 
Tunin: Plains 
T o 4  Party b h :  18 
Total gp: 0 
MonsterXP.: 2,100 

sshlp 
Myaerioue raiden have waylaid caravans recently, and 
an attack wu made on a uarll town within the hut week. 
The PCn are asked by 1 4  leaders to find the perpana- 
tar and put a rtop to the raids. 
While the PC. are relaxing in a .mall town, mounted 
raiden approach and demand booty fmm the Villegcn. 
h the adventurere travel, they m someone *roaching 
from a distance. Eventually, the war party catches up 
with them to negotiate or attack. 

- 
--J story 
Because of recent goblinoid activities in the Yazak 
Steppe region, hunting h u  been poor there. As a result, 
a small group of rakarta Beast Ridera (with feliquine 
mounts) h u  moved south in search of prey, Upon reach- 
ing more civilimd regiona, the Beast Riders recently 
raided a herd of cattle awned by a local merchant. The 
merchant hired guards to drive them out of the area, and 
now the Reaat Riden have more-or-less declared war on 
the local populace, conducting retributive raida. Their 
first raid resulted in the merchant’s death and the barn- 
ing of his farm. Now the other locala are up in arms from 
rage and fear. 

As roving warriors, the rakasta Beast Riders did not 
u n d e r a d a t  ftrt that the b r a n g i n g  cattle they encoun- 
tered were owned by anyone. Coneequently, they felt 
wronged when they were attacked, and they began striking 
back from a sense of vengeance and, to =me extent, self- 
defenae. Since the initial brouhaha, however, they have 
come to d u e  that bran& on d e  are rigns of Ownership. 
But now they consider themselves at war, so they ignore all 

The Beast Riders are in an environment alien to them, 
and their numbers have been reduced dramatically by the 
conflict. In addition, they have now spent enough time in 
the curaed mgions that that Red Curse is beginning to 
&ct them. (At the DM’a option, the Beast Ridirs can be 
at the end of the Time of Grace, or can have entered the 
T i e  OP Loss and b e  fully enabled Legacies.) Although 
they feel the tide h a  turned again& them, their sense of 
honor demands they etay to seek revenge on their ene- 
mies. It may be possible for the player characters to nego- 
tiate with them and work things out (for which the PCa 
should be given the full experience point award listed), 
but there are several problems to be solvtd before that 
can happen. 

Firat, the Beast Riders are inclined to attack anyone they 

such lymbol. 

see, especially armed parties (such as, presumably, the 
PG). On the other hand, they prefer not to fight unarmed 
or helpless individuals. Consequently, the PC. might avoid 
a fight by meeting the Beast Riders in an open wen, without 
weapona, though with armor and empty scabbards. The 
r h t a  will recognize thii u an attempt to pad$, lad are 
receptive. Rnkruta Pa, or other characten from Bebyne, 
should be aware that this is a reasonable approach; if there 
are no appropsiate PCs, an NPC can inform the adventur- 
VI of this tactic. 

Another poenible solution tb this problem is to send a 

single character out to contact the Beast Riders. Xf the 
Beast Ridus encounter a lone rakmta, they might try to 
seek information from that person, and a rakuta Beast 
Rider would certaidy be met u a potential ally. (Qther 
Beast Riders are conaidered encmiec.) Any other type of 
lone warrior would be afforded grudging respeet. If thii 
lone encounter were to lad to a full meetiryl with the PC 
band and it contains any rakasta PO., the raidere will 
ignore others to talk to them, unless those PCI are per- 
ceived u weak. In that case, the raiders ignore them and 
attempt to talk with whoever a p p w s  to be the mast able 
warrior in the group. 

A recond problem to be robed is that the rck.sta,speak 
only Rakastayne, and none OF them mad8 or writes. If 
none of the PCa ape& Rakutoyne, a translator will be 
needed. If necessary, the DM should make an NPC avdb 
a b k  but keep in mind that the NPC would likely be 
frightened by the proapect of talking to the riiderr. Given 
that, hiring a translator becomes an entertaking role- 
playing exercise. 

Even after the barrier of Ianguye is rurmounted, there 
are dl problem to be s o l d .  The Beast Ridere ere unwill- 
ing to leave unless their honor is satisfmd. They want the 
locals to give them aupplies and herd animals aa an “rpal. 
ogy.” If thia io done, the Beast Riden will movu north again. 
Unfortunately, it will take same convincing tn get the locals 
to agree to sacrifice any of theii parmiom. Mer the nib,. 
most of them want revenge of their own, and they are 
unlikely to be aatinfied with anything other than b)re deathe 
of the Beau Riden. 

In term of game mechanics, the r a k u u  raiderr aan be 
treated u monsten, or l is  NPC fighter. with the Beast 
Rider kit. For *he latter, the D M d I  need to come up with 
appropriate proficiencies, abilities, md penonalities. 

5k&a &ut Rider (@I AC 8 (leather annor); MV 9; HD 
2+1; hp 11 each; THACO 19; #AT 3; Z)ing ld4/ld4/ld4 (war 
Clem and bite); SA mr claws for 1&ld3; SD keen acnoei, 
blind-fighting; ALN; ML 12; X.P. 176. 

Fel;sU;W (6): AC 6; MV 18; HD 4 4 ;  hp 22 each; THACO 
17; #AT 3; Dmg ldb/ld6/ld10; SA kick for 2d6: AL N; ML 
12; X.P. 176. 



Temain: Forest 
Tot$ Party Levels: Any 
Total gp: 0 
Monster X.P.: 66 (or 60 per character for a nonviolent aolu- I 
tion to the problem) 

setup 
After the PCs have set up camp for the night, they are 
approached by Geraud, the Afflicted character. 
The PC. hear d e s  of a hideous monster that h u  fright- 
ened travelers in the woods and poses a threat to com- 
merce. 
The PCS are approached by a noble. Recently, her ser- 
vants have found the remains of several dead animalr, 
and apparently a predator or an unauthaiaed hunter haa 
taken up residence on her property. The noble asks the 
PCa to capture or ki the predator. 

I 

-story 
A few months ago, Geraud-a lupin from a poor family- 
acquired a Legacy. The family could not afford cinnabryl 
and Geraud had aspitationr of becoming an adventurer, so 
the young lupin left to seek his  fortune, optimistic that he 
could find cinnabryl before his Legacy affected him 
adversely. Thim WM not the case. 

Geraud'a Legacy is A n h 1  Form, and hi  fom i6 that of a 

giant Mllodillo. Au one of the Aftlicted, Geraud in perpetu- 
ally trandormed partially into this shape. Wile  remaining 
basically lupin, he has a banded shell along hi. backand tail. 
His face is atill canine, but he h u  lost moat of the hair on h i  
ears and upper snout, and his ears have also grown nome- 
what larger. Hia hands and feet are claws with armor-like 
covering, but most of the rest of his body is covered with 
fur. For the most part, Geraud simply looks mange. The 
deformation8 grant him no special abilitieli, not even extra 
pmtection from the ahcll-like bands. 

However, when Gcraud activates hi8 Legacy, he gains 
several abilities. For one thing, he can burrow at a move- 
ment rate of 1. Also he can curl into a ball, t h q h  because 
the uhell in not hard, it dou not protect him. Findy, he can 
walk acrosu the bottoms of shallow creeks, being heavy 
enough to &ink in water and able tohold his breath for twice 
as long u a n d  ckacter. 

Geraud has wandered the countryside for several weeks, 
unwilling to enter a town or city, for fear of b e i i  ridiculed 
or reviled. A few days ago, he unknowingly entered the 
eutate of a noble. He h u  been living on that eutate, hunting 
and staying hidden. Using hili Legacy, he ham dug out a 
small, hidden burrow where he keeps what few personal 
effects he hu .  r '  

The meted lupin really pows no threat to anyone. He is 
a peaceful sort, whose dreams of fame and fortune have 
been crushed. Mostly he wants to be left alone. Though 

Geraud seeks to avoid contact with others, he h u  all0 
grown very lonely Because of his desire to become an 
adventurer, he may be willing to d k  to the pl.pr ohurc- 
ten. He believes that if he would fit iir anywbdm, it HOUM 
be with adventurers. 

Geraud does not want to fight. If attmked, hc. anunpt. 
to run away If cornered, he trieu to stall hi8 opponents 
long enough to beg for mercy. But before these thing. can 
happen, the PC. firrt have to find him, and if they bvnt 
him, he prover to be elusive, leading them 011 a merry 
c h w  through the foreat. Unleas the PC. have a~wprior 
tracker among them, Geraud A u l d  be rbk to d them 
succemufully. If the PC. seem to be too muehof a &eat: 
Geraud m o m  on, and could become the lourn+ of rumors 
or problsp. in uome other ma. If the PC. muiagc to con- 
tmt Gerrud and talk rather than atmck, he h&n& tcllr 
them his atory. 

The PC. have several choice. for dealing with Gcraud. 
If they somehow manage to capture hm, the noble will be 
dirguated by his appearance and tell them to dump him 
somewhere far away from her landa. The PCr might 
imtead try to help Gcraud recover from the MXiction. Aa 
eliplained in chsptep 3, thio taka quit. mome time, u wdl 

more than a little cinnabryl, If the PC. attempt m y 4 1  
help, Gcraud is very grateful; if they m ~ r y b  to cure him, 
he will. be their friend for the rest of their livea, and could 
become a recurring chuaotefi or even a henchilb.n, if the 
DM and &en wish it. 

The FC. might instead try tm acrkc Cahud<~o an rnclave 
of Afflicted, who would accept Qeraud a8 oaeof their 
own. The prospect of this is frightening to Gmud,  wbo 
doer not want to be a "freak" at all, let alone a "freak 
among other fwaki." Geraud might be convinddo bml 
to ruch an enclave, but in the end could not Aide &ng 
t hm.  

Another option is to take Geraud home. Aswith the 
enclave, thi. plan ir abhorrcrot to the fellow. But if the 
PC. talk to him in the right manner, Genaud d i r e r  he 
h u  L loving family who would d l  mre for hi. If the 
PCs help his family financially, they might even rek  6 

cure for Gerwd. In any cue ,  they 4 1  be etcmuUy grate- 
ful to the P G .  

Gemud~ AC 10; MV 12; latdevek k a l  Hero-n bpB; 
THAW 28: #AT 1; Dty by bite or weapon; AL CG; Str 17, 
Dex 13, Con 10. Ini 11, WM 9, cb. 6. 

kgacy: h h l  Form. Gereud's hhd Form u khat of 6 

h u m a n d  somewhat h d u m u d i k  
Weapon Proficienciea: Long rword, dagger, ahort bow, 

bite. 
Nonwsrpn Pdciencier: Blind-fighting, trmkty (9), 

hunting (8). 
Equipment: Lung word, bow, 7 . 1 1 0 ~ ~  cloak. 



Terrain: Plains 
Total Party Levels: 24 
Total gp: 0 
Monster X.P.: 5,000 

-P 
Local farmers have suffered devastating raids recently, 
with horaes and other livestock being lost to a predator of 
great size and ferocity. The player character, are hired to 
hunt and destroy the mature. 
While the PCs are visiting a village, the flying bulette 
attach an outlying farm, killing livestock and people. 
During their travels, the PC. hear a buzzing sound that 
rapidly gets louder. Suddenly, a winged bulette dives at 
them and attacks. 

Tb story 
This is basically a straightforward monster encounter 
except that the monster in question has a Legacy. This 
encounter serves as a powerful example to the players, 
demonstrating that monsters can have Legaciea too. 

The bulette in thin adventure is standard in every way, 
except that it haa the Ffy Legucy. The creature haa wing like 
a beetlei. When not in UM. they lie along the creatureb aides. 
When the bulette flies, it makes an extremely loud buzzing 
sound, and the disturbance caused by the wings raises dust 
and c a m  other unsll object. to fly through the air. 

Like any other butztte, this creature urnally approaches a 
potential target by burrowing, then bunts from the ground to 
be& an attack. But o m  out oftheearth, it .aivaacaita Legacy. 
tlying just a few feet abwe the Wund and attacking with it0 

bite and all four claws. If the bulette flies in an area with dry 
earth, it r a k e  a cloud of dust that c a u e s  ditficulties for iB vic. 
time. Such acloud can reach adinmeterof?iOfeet, and evayone 
in the cloud su&n a -2 penalty to attack mlla (thin applies to 
the bulette as well). Any chamctem within the doud must also 
take precautions (such as wrapping a cloth about the mouth 
and note) or roll a colutitution check to a d  a;lB choked by 
the dust. A succes&l check indicates no harm, but a failure 
i n d i c a  the chamcter spends ld4 mund coughing and unable 
to attack. Another &dtution check must be made for each 
mundschsnaeratayuwithinthedoud. 

The bulette attacks for food. Once it kills romething, it 
usually consumes it on the spot. If struck while eating, the 
bulette might turn to fight its attackers, or it might simply 
pick up its prey and wander off, ignoring unsuccessful 
attach. Thia could be a conriderable blow to the PCs'pride, 
an the bulette simply waddles (or flies) away, pcrhap with a 
horse in its mouth, while the PCs attempt to get a blow 
through its thick hide. Local farmers would certainly be 
likely to r&k their choice of champions. 

The bulette continues to raid the farms in the r e + n  until 
killed or driven away. If the creature is junt driven away (by 

annoying attacks while it is trying to eat), it rnovea on to 
raid in another region. 

Bulette with Fly Iagaayr AC -2/4/6; MV 14, Br 3, Fl 12 
(C); HD 9; hp 64; THACO 11; #AT 3 or 6: Dmg 
4d12/3d6/3d6 or 4d12/3d6/3d6/3d6/3d6; SA jump, pouible 
dust cloud; AL N; ML 11; X.P. 6,000. 

The bulette can fly for up to 18 munda with each active 
tion of the Legacy. 

Other I& 
There are many other examples of monaten with Legacies. 
Some suggestiotu follow:. 

An awumvorax with the W d P k  Legacy. The creature 
attacks t renysen  by firing a BaUdFin k it. bmmw. 
A giant alligator (UK crocodile statistics) with the Eatan- 
g& Legacy. The creature's tail grows into an e n t a n g b  
tentacle. 
A dog with the Defonatc Legacy. The creature remains 
fairly inconspicuoua M random items explode m n d  it, 
begging for table wraps while the PDI de:perately m k  
to identiFy who is using the Le-. 
Gnoll warrion with a variety df Legack, nuoh M Amror, 
Bum, Grow, or Pmjectih. Given thelr primitive cdtute, 
moat would be MEaed w well. 
A grimon with the Pobon Legacy. The poison could be 
injected by spikn that grow on the cruture'r bak, or by 
a itinging td it h u  grown. 
A horae with rhe Armor Legacy. Such a creature would 
not present a direct danger, but would be a prize sought 
after by many. Its owner would =&&be t h e w  of 
jealous attacks. 
A minotaur with the SpcCa Legacy. Thin monster would 
have two extra lee,  and would teacmbk a strange sort of 
centaur. As an Afflicted, the minotaw would be even 
more surly than n o d .  

* A muckdwdler with the Cud E d  h a c y .  Locd. could 
mhtake t h i  creature for a green dragon, cawing the PC. 
some trepidation about hunting it out. 
An owlbear with the MtM& Legacy. The monmr could 
ahoot miwiles from its clam or even it. be&. 
A pack of rats, all with the Sbap Stoa Legacy. Thew rata 
could infest a cantle, using the Legpcy to b u m  with i  
the walls. 
A giant spider with the Regeneate Legacy. Tkis comb- 
tion should c e d y  aurpriw a gmup of PC.. 



Terrain: Hills 
Total Party hveb: 12 
Total gp: 600 
Monster XP.: 2,616 

setup 
While the PCa are searching for a place to make camp 

A noble who lost poneemion of his tower during recent 
for the night, they come upon a ruined tower. 

wpn has decided to,reoloim it. He a& the P Q  to clean 
it out so he can rebuild and move back in. 

treasures hidden within. 
The PC. hear stories about a ruined tower with great 

T b  stow 
The tower in question stands 60 feet tall. It has four interior 
levels, each + circle %feet in diameter, .with a ceiling 16 feet 
d. A s t a i ~ p ~ c  goen around the inride of the tower, leadiig 
to each floor. Thin stairqne is in gaod shape, but the interior 
of the tower is measy and dirty. There is a door at the 
tower's base, allowing entrance to the lowest level; each 
othcr!flwr hu a window that can be ruched by climbing. 
The top floor haa a breach in .one; wall,. and part oE the roof 
hu cpbpsed nu well. But the h i c  atructurc of the tower ia 
intact, and repqirr would be simple if the current denizens 
of the tower were eliminated or driven out. 
If the PCa try to claim the tower for themrelves'ofter 

cluning it .put, there may be queetions of ownership, and 
the3 could come into conflict with the tower's previous 
owner. The owner might ask for payment, or might be 
gwteful enough to w e n d  some courteay to the BC., offer- 
ing them.a place to wy between adventures. The Id gov- 
ernment &ht rL0 take possession of,the tower, claiming it 
in the intereat of national defense. 

The DM can d e  a.buic map of the tower if derired, 
Descriptionrof.each level, below, are left open enough to 
allow for changer. Whether or qot the DM decides to flesh 
out the area, minor dctailr. sych as exact roomcontcnts, 
should be adW. 

0llt.idC tb , T k r  
The approach to the tower is an overgrown pathway. The 
door on the h t  level i psrtiolly h i d m  behlnd a growth of 
plants, includisg a mapper-sow that block. the appmnch to 
the door. The snapper-sow hu been feeding rather well on 

Snapper-maw1 AC 4/7/9; MV 0; HD 6; hp 31; THACO 16; 
#AT 6; Dmg ld4+1 each; SA trappiw AL N; ML 12; XP. 
976. 

The mapper-saw h u  six sow-dka, each with AC 4 .ed 
22 hit points. It has eight paaping leaven, rusd to.- prry; 
each is AC 7 and hu 12 hit points. Note that drrbi &ts 
of the saw-stalks and leaven do not count tow& the p h t i  
total. Rather, they determine how much + is r w  
to sever the port.. 

bntlIGoblinL.ir 
This level, once a reception area and @rand hall, has 
become the how of a d l  g r w p  of gobline, vho,pater 
the level by c&mbing througb the window (lwted mpo- 
site the door). The gobline conrider the t o w  theirs, 
though they have ngt explored any level o t h r  thw thio 
one and the second floor (which they ofc401& rajd in 
order to catch a fat rat for dinner). The DM ehould con- 
aider the goblins to be from one of the Y u i  triba, oftbe 
Savage Baronicr prea, though.thcy could bc from the 
Y~zak Steppes if ,the PM prefera. They ULO thia level of 
the tower a a b+rc from whioh to cooduct r@b into the 
surrounding countryaide. 

The goblin6 watgh the window for &tt.chcrk, r w n g  
on the mapperurn and the wiay front doarto dat them 
if trir to enter from t h t  direotion. If the taw- i 
iavaded, they make use of what cover them ir in the ioom 
(a couple of pollapred table.) rad fur mwa at intrud- 
ers. Though the gq&e fisbt ferociourly to defend tbt4: 
home, they will break and mn if faced with a v& m a p -  
rior foe. The: gobliar have a smdl h d  of treuyo. in L 

large chest in the ~ O O I U .  Thii ioludeq A7 gp, 64 ~ , ~ 2 5  op 
aad jewelry (a ring, a necklaw, and two b r a c e h )  worth 
230 &p total. 

G o b k  (6): AC 6kMV 6; HD 1-1; hp 6 Uch; THhCO 2Q 
#AT 1; Dng ld6 (ehort pwod); AL LEI M L  10; XP. 36. & 
the DM'I dlcrrtion, th g o b h  can have Lepeka., 

/ '  

M Z X & W b W V  
At one time, tbL level KIycd aa storage spce rada kitchcp 
There ia a lwge fmplrce on ow ;d*, with A chinanor that 
allows d e  to exit the tower &mu& a vwt. Qthw 
than wrecked tablei and ch&, old boxpa .ad W a n d  
opoiled faod thin oru hddr l i b  of intarrt. H-, there 
sw 17 copper piece. 8prcad wund in the refwe (bouaehold 
money, once u d  to reward rrvana). In addib, there are 
vermin iahbiting the mom: Atffictrd ntr. 

Eoch o f f i e  rats IX~K..OI ram. varicey d thq W d d -  
kg bgccy. All have a somewha~spiduy form, with an 
extca we ou-each ude of the he&, and longen +I. By 
activating i te  Legacy, ea& rat can .pin two strmda af 
web, each 10 feet low, Tqp'odwc the web, a m  RU. up 
on its hind legs, and the webbiry prmjwti from the crea- 
ture's front paws. 



-1'31 Dead Thhy. 
b e l 3  once hela a luge rtudy and parlor. 
it ham;a large fireplace witb a vent to the 
Ievei'e window ir blocked-by a wardyebe that itand. in 
&t,$ it, Raga and tr&h'hive been stuffed hto'the fire- 
place vent, and preveh  moat'oreaturen frdh ent.+ag 
that way. The furhitwe,.herei.'isi better'rhape *,'tht 
in Level 2. It har am isffergd,fmm the dem 
although time han takeir itn mW. The padded 
couch amcll munty, and releane great cloud8 of harmless 
dust when touched.'There in an empty desk here, and a 
few old books (contents left to the DM) are scattered 
about. 

Thin area is also home to three skeletons, the remains 
of adventurers who met with a sad end here, crawling 
into this u e a  after a battle with stirges. Two of the skele- 

The DM should deacribe the wizard's skeleton in a way 
that makes the PCa suspicioua, such u by mentioning that 
light (from the moon or the eun, depending on the ti- of 
day) from the window rtrikes itn face, illurninnin( it WM 
eerie way. The vibrations cauned by the 9' pamap g i h t  
also cause the wizard'n rcmaina to ahuddei aomdhat. k,@e 
PC. disturb the wizard's skeleton, it does nothiq, b*,the 
third one in the mom moves to attack them. 

The third skeleton lies on the couch until the econd 
skeleton is disturbed, at which time it animawto defend 
ita long-dead vivifier. This skeleton weaq kcather:aipor 
and is armed with a nhort sword. Its clothing and loag 
hair make it apparent that it was once a womqn. Whoa 
the skeleton rises, it disturbs the couch and raiaea duet, 
filling the room with eerie clouds. It han e:pduch that 
contains 13 ep. 

Skeletons AC 7; MV 12; HD 1; hp 8; THACO 19; #AT 1; 
Dmg ld6 (ahori sword); SD immune to d&q,  chum, b00,'jhq 
and oold, takes only half damage from edged or piercing 
weapone; AL N; ML 20; X.P. 66. 

L a d  41 The N h  
At one time, thin level w u  the tower's mauter bedroom. It 
holds a large bed, a cheat, a pair of nmdhblen, add a few 
lanterns. At the DMa,dincretion, it could be divided into 
more than one bedroom (it in a . h &  room, d'tv all). Like 
the lower Ievela, thie one has a fireplace. Ita wall i n  nlao 
breached, and part of the roof h u  c o l h p d .  Note that the 
stain lead up to a trapdoor in the rog, 

The main bedroom han become home to a mull fuoilv of 

,. 

' ' ' 

- 
atirges. The creaturen might be found deeping, 
hanging from rafterr in the ceiling. In any c u e ,  

when disturbed they attack the P a .  The atirgss are 
relatively well fed. They live on l w d  wildlife and 
thc wwdional goblin from downatpin, but rvoid 
preying on the web-canting rats of the recond 

The cheat hem contain8 the following 
treuure: 130 cp. 166 np, A14 gp, and B ~ X  

genu worth a totd of 166 gp. 

tons are not animated, nor is there-anything odd about 
them. The bones have been cleaned by the vermin in 
the tower, but many of the skeletons' poiseasions 
u e  intact. 
The first skeleton in dressed in chain mail that 

hna runted nearly to the point uaelens- 
neaa. It lien on the floor next to a back- 
pexk that holds varioue mundane items 
of equipment, such as a couple of 
tomhea, a roaed rope, and a fkrk of oil. 
The second ikeleton i n  of a wizard, 
d r e a d  in a robe and sitting in a 
chair. It has a ring (worth 30 
gp) on one finger, and a spell. 
book (containing m d  apeus, up 
to 6th level in power, and including 
~ I m n h  2~~2) lies on a table n+. 
This wizard was the lair to die, The roof ia bprically featurelens. 
and he animated the remainn of a But it providea an excellent view 
fallen companion before he . of the nurroundiq countrykide, 
p n e d  on, to provide pro- . r a perfect look- 
tection. which came too late. 

Stirgem (6): AC 8; MV 3, FI 18 (C); 
HDl+l;hp6aach;THACb17;#AT 
1; D w  ld3; SA blood drain; AL N; 
ML 8; X.P. 176. The atirgea do not 

.. ' .. . ~. 

I 



&mea 
-1 
FREQUENCY: 
ORGAhWATIONz 
ACIlVlTYCYCL& 
m n  
IN'I'ELLIGENCEI 
TREAsuRF,l 
hLIONMENn 
NO. APPEARING 
ARMOR CLASS 
MOVEMENIt 
HIT D I m  
THAcot 
NO. OF ATWCKSr 
DAMAGWAmACK 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC ~W~ISTANCEI 
SIZE4 
MORALE4 
XP VALUE4 

AW 
Uncommon 
CLn 
Any 
omnivore 
H e h  (13-14) 
UorM,O 
Neutral 
1-6 
7 
18, wb 12 
3 
17 
1 
1-6 
Poison, upella 

Nil 
M (6' diameter) 

660 

Spelln 

steady (11-12) 

&mea are intelligent giant spiders skilled in magic. Few people 
believe that they still exist, because the creatures arc careful to 
hide their nature, and they are difficult to expose. 

&ana of the hvaga C w t  have two tme forms-that of their 
M C C B M ~  (a large, intelligent spider) and that of a humanoid. They 
can almo take on a shape that combinem element. of the two. In v i -  
der form, M aranea h u  a body about four feet long and two feet 
wide. h with n o d  spider.. the body ia divided into two ng-  
menh, the abdomen and the thorax. Two spinner& are louted at 
the end of the aranea'a abdomen, and eight haity segmented leg., 
each about four feet long, are attached to the thorax. ? b o  more 
limbs, each about two feet long, sprout from the front of the tho- 
rax, beneath the mandiblen and eye& b h  of these fwwud limb. 
h u  four manv-iointed fingers, vlus a .ingle thumb with an extra 

the palm of dach hand, and four oyer. The demiupider ford 
cdly h u  M extra joint in each finger and thumb 8s well, an!%; 
two extra eyes arc generally located on the temples. But no two 
individual. ever have exactly the name demiipider form. Since 
aranea gain no initid Legacy fmm the Red Curse, aranea charac- 
ten luuplly claim dut thi. form i part of their Le-. The &on 
work. well, cotuidcring that aranea are relatively rare and very 
sccrrrive, and iome Legacies give a dcmiapider form. 

Aranea have their own IMNUWC, known now an Herath. All 
aranca know this language Mba &ive language of the race they 
emulate. Moot aranca are neutral in alignment, though most other _ I  - -  - 

joint. These digits CM be used to manipulate aimple tooln, or,to ,. : , people coMider them to be A, . - 

noid form instead. 
An uanui hununoid form io 

unnot be dullgad M another 
b the same gender u the armea. 
hair color are dl appropriate to th 
aranea Pa, the choice of exact rac 
(within the guidelines listed a b ) .  

In i h  h i d  domiwider &rm* an umeaaPPeu8 u ahumanoid 
with arachnoid elementi. These dwayo include fango, spinneret. in 

Rate or12, (again, only in npider or demispider form). They have 
no specu a~lihcs again,t a w6 spell, howover. u,ing to 



entangle a target requires a weapon attack (see Chapter 4). A 
strand can be s e w d  a d y  (requiring only 2 hit pine of cutting 
damage, inflicted in a &ingle blow), and can be broken by a aut. 
ceuful 'opm doors" roll. 

Arvlea place much value on magic, and nearly dl of them are 
s p e l h t ~ ~ ,  w magic L fa+ mmmon in their h d r .  DNL ahould 
treu arnnea NPG u 3rd-level mages. They can c u t  ~ P c u .  in MY 
of their forms. h t  m o a  are magee or specialist &. They 
prefer illu.kas a d  c h u m s ,  and avoid f i r e - b a s e d ~ f l s .  Some 

ues w t ,  among hummoid&.ap their spellcuting 
Nuu, are multi-drw or single- 

or fiehters are very rue,  Though 
might seem p u t i c w  d l  a u i d  to bo ban& that d u s  ia 

forbidden to them, for the idcl. ofw UI Cnterp.iacr is h i p  to 
their culture, and their hiddo. M kept & i r a l w i ~ u d s , "  rather 
than those who simply "Gbh in magic." h u u  ofrbrir ~p.d 
natures. aranea who emulate humans, Iupins, or r aku ta  can 
choose to become dad-cb, and canndt bo mukichs C~U&C~MN. 

Dual-dus aranea ueyrlb. iake the nonnuge h, w (h.y nay 
advance to hvh I d l s  u wiud.. 

Aranea choose k h  appropriate to their hugMoid h a ,  and 
can take MY avrilable to their character EL... and tk w e  they 
emulate. The Nobk kith a fivorite, but no UwL ever d e s  the 
Locd Hero kit, becaw they co&r it degr-. 

Aranea w e u  armor ifappropri.ta for tbeir dru. Moat fed they 
will never need to change into their arachnid form qui+ emugh 
to take dam h m  reatrictive amwr. If they do obange into epi- 
der form w g  wearing annor, damage suffered e q d  10 minus 
the ACof the armor, and the vmor is ruined. 

spbl Abilities: In spider form, arena have AC 7 and never WIU 

armor. In humanoid or demispider form, they have the base 
the emulated race (AC IO). Aranea have infnv;ion with L 

60 feet. They can take proficiency in .&mal handling and aninial 
trainii for upidem, the ability bcq applied to spiden with an I n 4  
l i n c e  of 1 or more. Becaule of their other abilities and thcL involve. 
ment with the creation of the Red Curse, aranea do not receive M 

initial hgacy. However, when they reach matdty, they must war 
cinnabryl or suffer the detrimental effects of a randomly chosen 
power. An pranep m gain Legacies by becoming M Inkritor. 

A ~ M M  change nhape. with ease. The ability i automatic, learned 
within a few weeks lher birth, and u not limited in duration or nun- 
ber of uses per day. However, an M M ~  trying to maintain secrecy 
will assume demiapider form no more than three timen per day, u per 
the Legacies, and the creatures never assumes spider form among 
nonaranea. It taku one round to change h m  humanoid to dunlpi- 
der, demiapider to spider, or vice verm. Thus, changing fmm spider 
to humanoid or the reverse d e s  a minimum of two mundr. 

An aranea in humanoid form is effectively a mcmbcr of the race 
emulated, and h u  any specid abilitien of that race, For instance, M 

aranea in Lupin form hu excellent senses of smell and hearing. In 
dl cues, though, the aranea follows the character clus and level 
restriction8 for aranca. 

In essence, M aranea ha. two red identities. The creaturei true 
race cannot be daermined unleir someone actually watches the 
change into spider form or h u  some way to read the charactcri 
mind (or powensea some other extramdinmy means). Even a tw 
duhg spell is generally uselesn, becauie it dlows the recipient "to 
ace all things a. they actually ue," and aranea of the sPv.ps C a s t  
actually have dud "true" farms. If a t w d e h g  spell is uied on M 
aranea in demispider form, it reveals either the arachnid form or 
the humanoid form (equal chances). Note that the &nt$ydprcirr 
speU delcribed in Chapter 6 w u  invented by aranea, so it is useless 
against them. (The aranea use the spell to ferret out spies and 
insure the security of specid meetings.) 

Though the areaneas' shapechanging ability was originally 
gained through ucane mema, neither red form is magical, so a ab- 
pdmugu spell c u t  on an aranea in humanoid form docs not caule it 
to revert to spider form. If cast on an aranea in demispider form, 

Jbpdmngic can (if a successful roll in made, using the UMU'E level 
or Hit Dice u the value for the o p p i n g  cuter) cause the 
to change into humanoid or spider form (again, qual h ). 

The shapechanging ability gives 
nwrpb spells. a. with lyc~thropei  
resume their normal form after being 
round,) Aranca are easier to bit and take. extra d w  from 
weapons enchanted with bonuses against shapechqcra (suahu a 
dwd +I, +? M lycantbmpm .dd+&#CM). Shrpechanging d- 
not heal wounds an aranea h u  taken. When killed, M arena 'tap 
in the form held just before de& 

Hnbitnt/Societyi Aranea prefer to live in forests, the natural 
homer of their ancestors, where they can hunt and hide. The 
aranea are the secret ruler. of the Magiocrary of Hwatb, w h w  
they live in citiea and viUagei that resemble t h m  of ncbhhboring 
lands, but with an apparent mixture of ieveral dif€erent races. 

cal of the region, with stone and wood buildinga built more T or 
Othenvirc, an aranea village seems very much like any other 

practicdity than artistic vdue. 
Aranea follow the mating customs of the race they emulate, did 

their Iwe can be quite deep. Arnnea young w born live, and pu- 
enti take g d  care of thou children, to m& sum they are given a 
proper background. &h aranea u taught to emulak i h  h w o i d  
form from infancy. They believe the form is chonen by fate, and 
aranea of the same family usually have similar fonns (if n6t, M 

infant might be sent away to be md by relative+ 
Aranca take great p i n s  to conceal their dud  natures, partly 

becaun many other r a m  feel animodty toward them, due to their 
secretive nature and their hietory. Annu ue taught fmm bhtb that 
they hwc two, dLcrrte identitim, one the spider form .horn only to 
other aranca, and the other a humanoid form, which law deman& 
must be used to ded with outaiden. Individuals ue compelled by 
aranuculnur to keep the two identitkmpuate, and n w t o  mal 
the arnnea's h n c e  to other races. Those who do M c ~ l i d . n d  
traitors, and M & I t  with hurtJy and qui& by other uuw, 

Because of old stories and legends of their purported evil, 
aranea are almost univetlally despised u a aort of 'bogeyman." 
Aranea who reveal what they real ue s u h r  from a +IO penalty 
to reaction rolls for yyone  who k u heard of them. A revealed 
aranea will often be hunted by almost everyone in the region 
(especially by other aranea). However, it may be possible for the 
character to uiumc the p e  of a *tame.aranea, one who hu "con- 
verted to the c a w  of pod." But even these ctunae~ would suf- 
fer h m  prejudice and hunh by other uanea. 

Most aranea feel they are superior to other raco., due ta their 
long hmtory and special abilities. Often, they am cold, dculrting. 
and secretive. But few are trub evil; they simply have a different 
outlook on things. They also tend to be iuspicious of others, 
expecting them to have sew- u m U .  

they are ku able to blend, in brms ofponoluliw. An arahwithout 

auume the character is M odd member ofthe d e r  race. 

Flow: Aranea UM m.gic to subdue their environment, ehapiry 
it to fit their desires. Th are pr rd . to~ ,  and mvyr enjoy the tute 

rather than the rule. Their culture produces art that most other 
sentients find duturbin Aranca are 

Aranean technological 
C w t .  They UK tools and WC.~OM common to the races they mu- 
late, and they cowt items. 

p d i c i e q d  0 t h  be c-urange. htdncath 
creature the 7 oob like a member of another rae ,  den us* simply 

of the flesh of sentient T eings, though t b e u  are the exception 

and naturally dominate t fe  silk market 



FREQVENCYi Common 
ORGANIWTIONr Band 

DIETI Carnivore 
INTELLlGENCEi Average (8-10) 
TREASURE1 K 

ACTIVITY CYCLE1 AnY 

ALIGNMENTt Any (usually good) 
NO. APPEARING, 2d6 
ARMOR CLASS, 
MOVEMENTI 
HIT DICE 
T H A C O I  
NO. OF AlTACKSi 
DAMAGUAlTACK1 
SPECIAL ATTACKS, 
SPECIAL DEFENSES, 
MAGIC RESISTANCEI 
S I r n  
MORALEI 
XP VALUEI 

10 
12 
2 
19 
1 
By weapon 
Nil 
SH below 
Nil 
M (5’4” tall) 
Average (8-1 0) 

Lupins are canine humanoids. While a few sages believe the 
creatures descended from a cross between gnolls and 
humans, many others argue that they are an offshoot of true 
werFwoIves. Once nomads in the Yazak Steppes, lupins 
have established a fairly advanced civilization in the king. 
dom of Renardy in the central Savage Coast. 

Lupins look like furred humans with canine heads. Their 
ahort fur ranges from tan to black, with rare instances of 
white. An individual’s fur is usually one color, perhapn with 
some small touches of another, typically lighter color around 
the muzzle, hands, and feet. A few individuals have spots. 
Like humana, lupins have comparatively long hair on their 
heads. This is often a shade darker than the lupin’s body fur, 
though it turna gray or white with age. Lupins usually wear 
their heir long and straight, though braids are not unusual. 

Build for lupins is similar to humans’, and the height 
range is about the same. Lupins have humanlike eyes with 
irisei of blue, brown, or green. They have short tails, about 
two feet long. A lupinb limba, ha&, and feet are human in 
appearance, though the hands are furred on the back and 
have dark, leathery palms, and the feet are furred on top 
and have leathery soles. 

Lupins have aa wide a range of personalities and emotions 
as humans. But mwt tend to be loyal to friends and somewhat 
rude to strangen, to teat their tolerance. They are u d l y  of 
good aliiments, though some are neutral and a few are evil. 
Lupins also tend toward law, and very few are chaotic. 

The creatures speak their own language, a derivative of that 
spoken by humans of the Savage Baronies. Some ala0 know 

the basics of their ancestral tongue, which constsb of barks 
and howls, and they use it to talk with their wolf bruthem, and 
to holler short, simple meMsges wer long diatmcea. 

Combat: Like humans, lupins usually attack with weapons, 
and they use the name range of arms as humans. They often 
carry weapon8 made with silver or red ateel, in case they 
should run into a lycanthrope. Wheellock pistol8 are com- 
mon among lupin wprriors. 

Warrion and priests are common in lupin society, but 
wizards and rogues are not unuaual. Lupin rangers almost 
always chooee werewolves or some other kind of lycan- 
thrope as their hated enemies. Moat of Renardy’s nobles 
and knights are Beast Riders; all Beast Riden are consid- 
ered knights of the kingdom. Lupin Beast Riders have 
dire wolf companions. Beant Riders almost never uae 
wheellocks, because the noire from thoae weapons startles 
their mounts, and because most consider such weapons 
dishonorable. 

Lupins with pure white coat8 are often gifted with one or 
more special powera, such as a psionic wild talent. (In cam- 
paigns that allow them, a lupin who gains awiM talent when 
created should have white fur.) Those not giftcd in thin way 
are nearly always adopted by wizards or psionicists and 
taught the appropriate craft. 

Special Abilitiemr Lupins have infravidon with a range of 
60 feet. They also have excellent senses of smell and hear- 



ing, as well ar rpecial inrtincu, giving them nix special abili- 
ties: detecting lycpnthropes, detecting inviaibla ,or ethereal 
be+, blind-fighting, tracking, odor recognition. and noiae 
detection. 

A lupin has a 99% chance to r e c o d  a werewolf in any 
of ita forms., and a 16% chance to mognize other lupins in 
u n u d  fornu. 

When confronted visible creatures, a lupin 
rqceives a +4 bonue to, vins throws made for detec- 
tion (an explained undcr 'Invisibility" in Chapter 13 of 
the PMG). A lupin w t o m  gets a saving throw, 
with the bonue.whea .a.i creature approaches 
wit&in 10 'feet, And fof*cyery round the,invinible being 
reraiins that Mar. Tl#"dw>pin doe. not.automatically 
knoiit where thb fpvisibIe 6reaYlre in, just that i t  is 
neeby.  Locrtingit're&ire,s oth6r&utu. A lupin can also 
use$hi abili tyddetect the ptesenm of e t h e y l  crea- 
ture$, such u hoqtn h idara, pruunc~dr wearing 
p l a ~ m a l c  ,$et l ea/&:. Y i q L i n  reco@zca the aiffer- 

rangers have the ability at a rating equal to their Wiadom 
ncore +6. 

Lupinn can recognize the smell of a person or creature 
they have encountered before. Recognition of a particular 
race is automatic, but the lupin must make an Intefliehce 
check to recognize a particular individual by smell. Per- 
fumes or etrong odors in the area can give the lupin a -1 to 
-4 penalty to thin ability, depending on the strength of the 
odorn. 

A normal lupin has a 35% chance to detect noiae PI 

thieves do. This chance increases by 2% per level after the 
b t .  Lupin thieves &gin at 36% an well (which is the nor- 
mal 15% of thiever, plus a 20% racial bonus), and gain their 
men' bonus of 2% per level, but cnn ala0 improve upon this 
ability by adding percentage paintu from the 30 poihts per 
level that thieves receive. 

Because of their acute senses, lupins receive a -2 pen& 
on their saving throws against attacks based on odor (such 
as those made by ghaatr or rtltking c l o d  npells) or sound 
(nuch u a banshni wnil or a harpy's mng). 

Lupinn are repelled by wolfsbane. The iubitance in poi- 
sonous to  them (even more so than it is to humans). 
Wolfsbane ingested by a lupin acts as Type 3 poinon. (A 
failed aaving throw indicate6 death, while ~uccesa indi- 
catei a Ions of 20 hit pointn.) Fortunately, the keen renaen 

of a lupin nearly always alert it in time to avoid ingesting 
the substance. If wolfsbane is somehow injected into a 
lupin's bloodstream, it acta as Type P p h o n :  (A failed 
saving throw causea a 50% drop in all ability :conrkbbi. 
ld3 days.) 
HabitadSocietyi The lupin. of Renardy have long i d -  
tated the humans of the Sovqe Baronies, mimicking h i t  
arts, nobility, hereditary law, and p h i l e u @ k .  U& the 
humans of the Savage Coast, the lupins have a fainidvd df 
civilization and technology, The kingdom of Rcn+ in a 
merchant power with a large middle clans, and much 
diversity among its people. Most commonws are f u w m  
and herders. 

Though lupins once roamed the steppes and pkna in 
nomadic bands, they are now a settled people, exqept Ear 
wandering adventurers. There are still some holdoven from 
nomadic days, however, such as &art Riden, who uy now 
considered part of the upper clasees, if not actual nobility; 
Renardois Beast Ridern are the knight* of Renardy. The 
country har a &ong feudal government, and it CUI &e an 
army for national defense within a matter of days. Renudy 
is careful to patrol ita northern borders and send out scouta 
to watch for goblinoid incursions. 

Towni in R e n d y  are typicdly wooden and stone houees 
surrounding a central keep or castle. At one time, all were 
small enough that the people couM flee to the w t l e  in tihw 
of ttoublt, but this is no longer the cane. Refugees from 
recent wars have clustered around the remainihg keeps, 
which would have a hard time defending all whd now live 
nearby. 

Lupin faniily life is similar to humans': Multr  usually 
marry before haGng children, who are c m d  for by both 
parents until they reach adulthood. Young lupina unuilly 
have nome fmdom in choosing their maten and profeuionl, 
but the family can influence both choicer. Nobles ocwian- 
ally marry outside their class, but the middle clus tendr to 
reject marriages of nobles to peasantr. 

Ecology: Lupins are great producers of wine, grain. dairy 
products, cloth, wool, and works of art, and they ala0 
extract amber and sapphires from their minea. A p a t  deal 
of their exports channel through the Free City of Dunwick, 
a c i v  of merchrnh located at the heart of the tortlea' s a c d  
Iande. 

Lupins are on friendly terms with humans, elves, and 
dwarves. They trave occosional territorial dispute. with 
rakpata, but otherwise bear them no animority, TheydLlike 
phanatons, who= icreeching hum their e m ,  and they view 
caymas, shazaks, prrarh. and toden is savage8 of varying 
degree. They know little of the wallarai, except that they 
are a spiritual, if primitive, race. 

Lupins dinlike all goblinoids and hate all evil canines. 
enpecially werewolves. 



CLIMA"WTJ3RRUNi Any nonarctic 
FREQUENCY1 Common 
ORGANIZATIONi Band 
ACTMTYCYCLJ3 Any (prefer night) 
DIETI Camivom 
INTEUIGENcEr Average (8-10) 
TREASURE1 K 
ALIGNMENTI Any (ususlly neutral) 
NO. APPEUUNO: 2d6 
ARMOR CWSSi 
MOVEMENT, 
HIT DICE1 
THACOI 
NO. OF ATIACKSi 
DAMAGWATpAcK1 
SPECIAL. A'ITACKSi 
SPECIAL DEFENSES1 
MAGIC RESISTANCEi 
SIZE1 
MORAL& 
XP VALUE1 

10 
9 
2+1 
19 
1 or3 
By weapon or 1-2/1-2/1d4 
Rear claws 1 3 / 1 3  
See below 
Nil 
M (6'-7' tall) 
Steady (11-12) 
176 

RpLorta are feline humanoids. They neem to have originated 
in the Yazak Steppea. While they are found in steppes, 
uvannahs. and plains throughout the world, they are moat 
common on the Savage Coast, where they have adopted a 
feudal style of government mixed with their ancient 
n o d c  ways, warrior traditions, and myatid predilection. 
They are the dominant race of the nation of Bellayne. 

The creatures look like furry humanu with the head of a 
cat. Their fur t u s d y  soft and alwayr short, and ranges in 
color from light tan to dark brown. Most have fur of a single 
color over the body. with a darker hue at the ean and muz- 
zle. Some specimens have white highlights at the ears and 
muzzle instead, and a few have white or dark patches at 
their extremities (feet, hands, and tail). Older rakp1ta show 
a whitening around the face and em. 

Rakasta have a build similar to that of humans: nomad 
r h t a  tend to be dander, while those who live mwe aeden- 
tory lives tend toward more weight, ranging from slightly 
chubby to downright obese. The creatures have eyes like 
those of cats, with vertical pupils. The irises are usually 
green, but some are yellow or even blue or hazel, and rare 
individual8 have two colors, most commonly one blue eye 
and one green. 

A r h t a ' s  limbs, hands, and feet are like humans'-except 
for the fur and the fact that the Iingen and toes are tipped with 
retractable claws. A rakactai tail is not prehensile. Nomads 
usually have u i l s  between two and four feet long, though a 
very few have none at all. The tails of town dweUern range 6wn 
four to six feet in length; molt are covered with short fur, 
though the hair on nome very rare ones iu long and silky. 

Rakaata tend to be proud and emotional, and the nomads, 
in particular, are quick to anger. All are convinced of r h t a  
superiority over moat other race.. hbpt are interested in the 
world at large; in nomads this translates into a wanderluit 
that demands they explore and experience all things for them- 
selves, while in town dweller. it becomes an intern curiwity 
about visitors and a penchant for puzzler of all types. Molt 
r h t a  are neutral with respect to law and chaos, as WCU aa 
in regard to good and evil. But god and evil ind iv idd  are 
more common than the rare lawful or chaotic rakaata, evil 
specimens being fully ac common p1 gwd onen. 

The modern rakasta language is Rakactayne, which has 
both ancient rakasta and Traladaran roots. In tome w v ,  it 
sounds like Common tongue, but it ia different enough that 
the similarities are more confusing than helpful, and it is 
incomprehensible to speakers of Common. Common ir the 
language of the town-dwelling nobiliw. 

Combrtr Most rakaita carry weapon#. Favoritei for town 
dwellers include sworda (especially matara and miahiy.), 
maces, no&, and M. N o d i  rlro uae thee weapon#, but 
prefer to use war claws, a weapon developed by the r h t a .  
An unarmed rakacta instinctively attacks with claw8 and 
bite when cornered; some nomads bite as a matter of coune. 
Any &&a who hits with both claws in the same round of 
combat can hang on and bring rear claws to bear; rakacta 
nomads make special eandals to leave their rear claws 



exposed for this type of attack. Though rakaata are very 
dexterous, they seldom use missile weapons. especially 
againnt intelligent opponenta, because of the Warrior’s 
Honor, a code of behavior followed by mont. Firearms are 
connidered dinhonorable, and are uncd by only a very few 
rakaita. Beast Riden, Honorbound, and Defendera from 
Bebyne never w fimannn., 

W-WD me v(Iy,fonmOn io rnkuta wciety, but bardo, 
thbw, and prieau M .Lo &iwly common. W d  are 
r& A l m ~  .11 rpkuta have lome ,yp 06 warrior idolina- 
tion, urd nuyr followd.or pari of tb Warrior’n Hoaor, 

dqwtrqimlikeathicf.. , I ., . 

& i + 4 b o n U . * M y  ul4n.g 
Whoa dbnfronted with invi 

l~ m l a i n e d  un&& *Idviiibii 
EM2). A rrkuu  automatidly g 
bonus, when an invisible creature approaches within 10 
feet, and during every round the inviiible being remains 
that close. The rakasta does not automatically know where 
the invisible creature is, jurt that it is close by; locating it 
still cequirea other dues. RDkslta can also use this ability to 
detect the prenence of ethereal creatures, such as ghosts, 
phase spiders, or someone wearing pktc mab ofetbemalnw 
They recognize the difference between things ethereal and 
thone simply insible, but gain no specidattack or defense 
capabilities against ethereal beings. 

Rakata characters automatically gain the blind-fqhting 
proficiency, without spending nonweapon proficiency abtu.  
A normal rakasta has a 20% chance to hear noise like a 

thief. Rakanta thieven can further improve upon this ability 
(junt aa thirven of other race8 can improve on their bale 
score& Note that the r h t a  racial bonus is already added 
into this bwe; r k t a  thieves do not receive an additional 
6% bonus. See “Liatening” in Chapter 16 of the D&G for 
mom infonnatio n. 

B e c a u ~  of their keen senses, rakasta receive a -1 penalty 
on th& ~ ~ h g  thrown +nst attach baed on Murid (such 
as a bansheei wail or a harpy’n song). 

Habitu/societyi Rakuta have a medieval level of tschnd- 
ogy, rimilar to that of nearby human cultures. However, 
they tend to view mont tcchnolw as a nndlers complexity. 
While their smiths are famous throughout the Savage h t ,  
and are able to make intricate and detailed tools, weapons, 

and armor, moat people of Bellayne stick with a few basic 
types of items. Thus, while plate armor is known, very few 
use it because they prefer leu oltentatious iypes like leather, 
chain, or b d e d  rumor, Similarly, moat typal of swot& are 
disdained, but thoae that are used. such as the m e a  surd 
mishiya, are of excellent quality. Though 4 t h .  might m&e 
apecial weapons on requent, the ones local cuntomen will 
buy are the national basics (mentioned in the combat KC- 

tion). The rakaata ati l l  see little need for apeciplizrtion, DO, 

for example, a rakasta smith usually becomes skilled in all 
facets of the profession (armorer, weaponamith, blackunith. 
redsmith, and metalworker). 

Among the nomadic rakasta, division6 are even simpler, 
with everyone classified as a warrior or in training to 
become one. Many warrior. have other skilln: One in akbc 
might be a skilled builder, another might be a weapon 
maker, and yet another might be a cleric. But all arc w w  
riors foremolt. 

In mary ways, rakasta nomado are similer to their aetded 
compatriob, aside from their wanderluat and hunter-gatherer 
aort of mentality. All rakasta highly value their ;yo%, wbo 
are usually born as twins. Children are r+ised take over 
family profearions, whether cr&a. farmine, or wh.tevcr;. It id 
difficult for children to enter a profearion dffferent from their 
pannts’, unleaa they choose a purely military career. 

Molt permanent buildings in Bellayne are wooden with 
stone foundations. Nomadr travel with tents, u s u ~ l y  a sim- 
ple framework over which a large piece of leather is draped. 
When in places where there are ruins, roksata nomads nel- 
dom uae the buildings, prefemng to pitch their round tents 
instead. 

Rakanta enjoy aporta and games, especially battle-oriented 
contests, such as unarmed combat, running, and riding. 

Ecologyi The rakuta of Bellape produce and export excel- 
lent woola, tea, finished metal tools and weaponn, liquora, 
and coal. Tht latter ia used throughout the Savage cwt by 
smiths oi‘all sorta, but most of the country’a goods are 
traded to Renardy, Euadrii, and Herath. 

Though rakasta usually consider themselves superior to 
members of most other races, elvea are connidered almost 
equal, and humann, dwarves, and lupine receive a p u d g i n g  
renpect. Rakasta have occasional territorial dispute. with 
lupine. Settled r h t a  view s h d s  as dmgerous IpvngeB, 
and believe other lizard kin to be even worse. Nomadic 
rakasta respect the warrior wayp of the ahazaks, many of 
whom alao adhere to the Warrior’s Honor, but caymu we 
considered irritating, and gurralh are viewed as nothing 
but dangerous opponents in battle. Rakasta are very 
accepting of the peaceful tortlen, who are well ragarded 
warriors, prieets, or hard-working peasants in Bcllayne. 
The d a t a  hate goblinoidn pasnionately. Moat other races 
are relatively unknown to rakaata, so opinionn are formed 
on an individual basis. 



T d  so.ppr 
CLIMM9WERRAINi Fomt,besrhn -shorn 
FREQUJCNCYI Uncommon Rue 
ORGAMZATIONi Tribe Pa,& 
ACl'MTY CYCLE, Day h Y  
DlER omnivore h i v o m  
INTELLIGENCE Avernge (&lo) Avenge (&lo) 
TREASUREI K U 
ALIGNMENTI Any (unuuI lawful) LawM eyil 

NO. APPWMNGI 2d6 2d10 
ARMOR CLASS, 

rn DICE 
THACOI 
NO. OF ATTACKS: 
DABWGWATTACIG 

mommn 

SPECIAI, A'lTACKSi 
SPECIAL DEPENSESt 
MAGIC RESk!3WCE 
s m  
M O W  
XP vALm 

3 (1) 
6sw3 
2 
19 
lor2 
By weapon 
or 14/14 
Nil 
Shell 
Nil 
M (6'2 tau) 
Fanatic (17-18) 
176 

6 
3, sw 18 
3 
17 
3 or 2 
ldll-iW-8 or 

Nil 
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Tortles are land-dwelling, humanoid tortoiaea. They walk 
upright, but with a ponderous. rolling gut. The creatures 
have leathey, reptilii akin and shells that cover their backs 
and bellies. Qnly their heads, limbs, and tails stick out of 
their shells. An adult tortle stands about 6 feet tall and 
weighs more than 600 pounds. 

Tortles have no hair: their skin is oliw green or blue- 
green. Their back shells are u a d y  shinier and darker than 
their skin. while their front shelh tend to be %hter, with a 
yellowish cant. A tortle's eyes look something liie the eyes of 
humans, with lids, whites, irises. and pupils. However, a tor- 
de's pupils are horizontal ovals in shape. A tortle'a irises are 
sort of star-shaped, with an oval around the pupil, and five 
to eight "spokes' radiating out pcrons the whiten of the eye. 
The irises are vibrantly colored, usudy blhe, but somethes 
green. and in rare ihstances, red. A tortle's mouth ir hcakliLe 
and toothless, and can dclier a vicious bite. 

Tortles are ntocky, but most of their weight comes from 
their shells, so they tend to remain at the same weight 
throughout their adult Iives, never growing either fat or 
thin. Their arms and hands are shaped like thoae of humans, 
hut are thicker, and their fingers are tipped with sharp 
claws. Tartlea can wield most weapons M earily .I humoni. 
They have taiksbout two feet long. UswHy they wear no 
clothing, though iome may wear clockr, or &Ita or har- 
newer for canying toola and rupplia. 

Despite their ancestry, tortles are not erpotidly slow, 
either mentally or physically: they are thinkers who 

.,. . . . 
might ponder a question a little lo+r than moit'hu& 
would before anawering. Most t o k l e ~ r r e  p+fyYI &d 
slow to anger. W k l e  they have the same r v , o f  emo- 
tionr is humana, tortles are not as dempnstritive y d  
often ieeni  cold and distant to more pai&on.ta.'iaci~. 
Tortlei tend to be lawful and good; chaotic dr eG1 iridi- 

'Tortleb speak th& own Iangbnge, & s l y  c & d  Toftid, 
but rhosf speak Cbmmon or lome othur l o d  &@a& u 
well. 

CaDhkh To&. generally p& to avoid d i e t ,  but mcc 
engaged, they seldom'retreat, becauie th+k*bw their 
sheik can * t e e  them. T & h  pnfe+to uareapoawin 
combat, but can chat if'unormsd. Same ewn h ylow to 
bite effectively. The,cmrturei prefer shott ME, Itavo., 
long words, and h i l a ,  but also adapt to the W~PMLI &+he 
nation':in whkh they liw. (Fa exampler M a  $1B&yne 
use the nonaka and sa.) When attacking irj-po, .bout 
half engage the enemy in mdeu then they break off the 
att.ckud~atintotheir.hdL:~othere&olln&hrith 
missile weapons from a &take, without r i & i  injwy to 
their friendi. After the misiilei fall, the meleeing tortlei 

autof.their sheh md w e  the attack. Tht. uftic ia 

WEPrds and prieits are aomhlon among tortlee, while 
wuriori  and bardr are unconupoa and thieve. a n  rue, 
The moat populankit for tortki is the L0C.l Hem. 0 t h  

viduali ka quite h e .  , ' '  

. .. 

I'ZpwtedMNccurry. 



common kits include the Honorbound Wokan, Fighting 
Monk, and Trader. 

Special Abilitlesi Tortier hrve ion with a range of 
60 feet and can see undew"ker this range as well. 
Tbe watures automa&& pin chc swimming nonwenpon 
proftciency, but thqy UT clumly ewimmerr: Theii natural 
buoyancy keeps them #?oat whildl th.j, paddle dong (e- 
across b s ,  quick+ and mud). l'ortler can hold their 
breath undaw&tw for 10 turn.. 

Tortles do nob wear armor, but can retmat into their .b& 
for protection. With aome effort, tbcy wn bend and twi.t to 
pull their limbs and h d  into the shell, but they can $&e no 
other actions in the wc round. When fully withdrawn. a 
tosrlc cannot move OT attack, but becomes AC 1 and p i n s  a 
+4 bonus to all aaviq thrown. even against mental attscks 
(because the tortle gains tbe benefit of its .bell. and mar- 
shals all its inner atrencrJI fos defenae). A withdrawn tMtk 
can hear and smell, but c&mt see (making it ;rmPuaa to 
gaze rttacks and other a t d u  tbat require a victim to w). 

H.bicylsofietyi Tortlw prefer warm climates; they have 
little tdederance for cold, .ad enjoy sunning themsebm. 

Native tortles have an advanced atone-age ltvel of 
t e c h n o w ,  wing bows, atavci, and ather relatively 4- 
ern implementr. M0.t of the tortlea of the Savage cohrt 
have adapted to the yay4 of their neighbon, wing lpetal 
tools and wcaponr. w d  there are even tortle s d h i  capa- 
ble of making the fineit of implementr. Tortles tend to 
restrict themaelver to the tools of the culture in which 
they live. 

This adaptation to neighboriy cultures carries over into 
all upects of tortle society. Tortlcs who live outside the 
boundaries of other nations (the "free" tortles) tend to be 
aimple farmers, many still using ancient "slaih urd burn" 
methode. Other free tortles live the eimple, if demanding, 
lives of hunter-gatherers. However, most tortles dwell 
within other nations, where they are peasants, usually farm- 
ers, living in the style of peasants of that nation. Tortle leg- 
ends claim that the creaturen once built citicr of grandeur, 
but there is little real evidence to support thk, other than 
the Monoliths of Zul, near Eusdria. These ruins include 
carvings, statuea, pyramids, and obelisks, and a number of 
d buildings. Though sages debate incessantly, thew are 
in fact the ruins of the tortlea' brief flirtation with civiliza- 
tion just over 1,000 years ago. The monoliths are sacred to 
free tortlen, who sometimes refer to themselves "the Free 
Tortles of Zul." 

Tortles M most common in Bellayne and Re+, and on 
the beaches south of Renardy. Most modern free tortlea live 
along the beachen in small f d i  groups, typically in huts 
uaually of mud and wood. A cluster of huts forms a village 
center. with o u d k  hut8 forming a perimeter of lwval hun- 
dredyards. Epch tortle dwelling har an alarm of some sort, 
usually a horn, but sametimer a gong. Tortlea stay in contact 
with their neighboring tortlea, depnding on one anothw for 
defense and help on major building or G r m i  projects. Sam- 
ple tortle v d h p  include Tlech', R'nak, and Prarh. 

The Free City of Dunwick is also located on the tortle 
beaches. Most Dunwickers are tortle peasanti, but other 
residents include membere of just about every intelligent 
race, including goblinoidn. Dunwick WPI built around the 
site of an old monastery of the Brotherhood of ordct: thin is 
now the mayor's residence. The aite later became 6 t d h g  
post owned by the LB Trading Company, based in Cirmr. 
ron. Today, many businenace in Dunwick are either owned 
or financed by the LB lhding Company, with tortle work- 
err and the hired protection of the Texeiran &vy, mdea 
corpa of Torredn swordemen. 

A typical tortle lives about 6Oyears. % creatures 
only once in their lives and invariably die within ayear 
ward, (Tortles who do not mate can live to become extreme 
old, with little IOU of vitality.) Mating takes place in lpte s 
mer, egg-laying during the fall. All € d e s  ready to pmduw 
eggs gather in a specially prepared compound, which the 
males guard against all attackr. Tortle eggs are considered 
delicacies by many p&rs and by more primitiw sentients, 
so the location of the egg-hyiq grounds is ahvaya defenmbk. 
Tortles from all nations travel to these eesLy;ls grounds in 
the lands of the free tortles. Each female lays 4-24 eggi. 
which hatch about six month later. Some young fdl prey to 
predators, but most iurvive to be raked by adults, ir.tdiy 
under the tutehe of aunts and uncles. 

Tortle families are unusual, since parenta do not live long 
enough to raise their children. Thus, a tortle family m$ht 
consist of a small number of adult tortles-some of mixed 
genders, others not-and a number of their nieces and 
nephews of vaxying ages. The 'family" is usually very cloae, 
its members treating one another as parents and children. 
while referring to one another by correct titles ("brother," 
"companion," "uncle," "niece," and eo forth). Tortlcs never 
refer to fathers or mothers, except an reference8 to the 
Immortals. whom they wqrship as a family, including 
Mother Ocean (cplitha, their prDtcctor) led Father Earth 
(Ka, the bringer of lie). Within the b t  century, most to& 
have added two Immortals to their pantheon, both adopted 
from the lupine, and considered the children of Mother 
Ocean and Father Euth: Brother SheU (M1*in), the pmtec- 
tor of families, and Sister Gain (blon), the patron of farm- 
e n  and the bringer of food. 

Ecology: Other than using the slash and burn farming 
method (which leeches nutrienta from the aoil), tortles gen- 
erally live in harmony with nature. They are tolerant of 
most other intelligent people, as long a thore beings tmat 
tortlea fairly. 

snappar 
Snappew arc a primitive -e rela+- -f the tortle. They 
look hilar, but M broader and mom nive, with lumpy, 
brownish shell. and vicious beaks. Snappers cannot reheat 
into their ahell.. 

The creatures favor trident., nets, and spears, but also 
use their ~ t u d  weapons. They form small packr, but have 
no true leaden. The creatures are bad-tempered. and tend 
to attack any other beings they encounter. 
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Feliquines are half feline and half equine, having the head 
and front claws of a lion, attached to the hindquarters of a 
hone. Most are colored like lions, though sptted specimens 
(palominos) are not unknown, and many have horselike 
markings such as a white mane or paws, or a white stripe 
down the nose. There are even a few black specimens. 

Legends say that feliquines were given to the rakasta by 
the Immortals, so that rakasta might have companions in 
their wanderings. Some sages claim that ancient rakasta wiz- 
ards created the first feliquines, to counter the wolves that 
served as mounts for other steppe riden. There is even a the- 
ory that feliquinen were created centuries ago by accident, by 
arane- wizards seeking to create beasts of burden. Accord- 
ing to this ntory, the experimenta were released into the plains 
and eventually made their way to r h t a  lands. In any cane, 
the feliquine, with its greater intelligence and stamina, has 
come to replace the previous mount of rakanta, the amilodon. 

Feliquines are intelligent enough to understand commands, 
if they choose to follow them. Often, a feliquine's strong inde- 
pendent streak will cause it to ignore orders, and the only 
truly "tame" feliquines are those bonded to Beast Riders. 
Though feliquines cannot speak, they communicate in a prim- 
itive way with growls, purrs, hisses, and body language. 

Combat1 Wild feliquines hunt in prides, groups that consist 
of one or two males and a number of females. Generally, the 
females herd prey toward a waiting male, who attacks with 
fang and claw. The females are also quite capable of injuring 
prey, and sometimen attack when prey refuses to be herded. 
A bonded feliquine mount usually supportn ita rider, seldom 
attacking while being ridden, except with it8 bite. Feliquine 
mounts fiercely attack with claw and bite when their rider is 
down, and bonded mounts have been known to gently pick 
up severely wounded riders by mouth and carry them to 

safety. Feliquinen can also kick, something a wiM specimen 
does only when cornered, but which a bonded mount L usu- 
ally trained to do in combat. If stationery, a feliquine can 
kick with its rear legn,  but not in the same round M front 
claw attackn are u d .  A succennful kick causes 2d6 damage. 

H.bitrt/sofi~ In the wild, feliquines roam the steppcs in 
prides, hunting mammalian prey. Horsei have become a 
favorite quarry since their i nduc t ion  to the Savage Coast. 
Other herd animals are also commonly hunted. Feliquine 
pride. have even been known to attack goblinoid villagel in 
timen of famine, but seldom attack humani or demihumur., 
and never rakash 

Bonded feliquines are unually born in the wild and live 
there for about ayear before a proipective Beart Rider 
approaches and nnki  to form a bond. Some feliuines are 
receptive to the bond, while others are not. In any cue, the 
creaturen will bond only with h t a  and, oc-, h. 

Once bonded, a feliquine gw to live with the Beart Rider 
and his or her nomadic tribe These fel;su;oes arc treated vuy 
well; they hunt with the tribe and rhare ita food. A bonded 
feliquine munt be releaned into the wild periodically to hunt 
and mate. If not, the feliquine becornen uncontmllable. 

Wild feliquinen mate within the pride, producing one or 
two cubs per mating. Bonded feliquinen must attract a mate 
away from a pride, which often entails fighting. cub. birthed 
by bonded females M r e l d  to be &ed by wild prides. 

Ed- The feliquine ia a dreaded predator, and L power- 
ful enough to earn a place near the top of the food chain. 
Because they are iomewhat intelligent, f e l i q u k  have sense 
enough to move on rather than overhunt a given region. 

I 
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L& bacha up dewtddtep, ana bir opponcntgrhd, tbh&ing 
bim intimaatea. Intimidated, perhapi, t b o u g b t k ,  bw &t 
cowed. He dtntebra  out bw Wt bad ana &tea bi, o w m w  
Ltgacy. Tbiw c&on 6 d y f i w  fmm bi,  bad ana@&? ihrs bir 
opponcnt~ Cbcdl .  T b t f C h W  d C C d  q d t  durpr ida  ad bt d h t # d  & 
tbtgmUa. 

cmp~grm Enamlr * I  

Things are different in the RED STEEL" campaign a k .  
ting. In part, it in a medieval-flavor 6antaay world, vn,itb 
magic and everything d i e  gne would &pact. But in ad& 
tion. the land can lend fanroltic, m a g i d  powen tod l  type0 
of p b r  c h n r ~ ~ t e n  here. And it in a w.ge hatier, nu+* 
k under a magid bane c d e d  tha Red b e .  

The RED STEEL campaign id aet within a reglon 
known u the Savap  h u t .  Hem, mahy n o n b m n  
am accepted u r e d l y  M humani, and moot are available 
a i  player character racen. Playerr a n  choore to  be 
canine people, humanoid fclinci -even turtle people. 
The curie of the Savage Coait miashapen nome people 
phynicplly. while granting them ipell-like powera kn 
u Lqacia. Molt player charactem haw one of & n e  
powers, while iome ca 
atudy to gain addi- 
tiond Legaciea. 
To avoid 

the deform- 

of the 
D A  



Curse, a person muat wear chnabry& a rare mss;cll ore. Aa 
ita magical energv depletea with time, cinnabryl becomei d 
rh.4 Thia lightweigh yet d u r a  metal n t b  excdlent 
weapow capable of ariking even m&cd creamre& that 
cannaelbe wounded by normal steel. Naturrlly, then, 

is coveted, and ita ~ u i d t i o n  mothtea hdividu- 
&to adventure, and nations to wu: , I  

?hsRED6m3ELcuap.ienkoneofduld~of 
bxpkdon  ud potir;. It CUI kbd tO*t pawer-baih 
pa&ddpemmal-for* 





,. .. 
free," the Gnat Northway Lnda  (west ofthe Y d  Steppes) 
and the Arm of the Immortals (a short distance acrws the qea 

to the west .of the Savage Coqt). Orcs inhabit the jungles of 
the. Orc's, Head Peninsula at the western end of the Savage 
Coast; mcst of the peninsula suffers &e Red Curse. 

In the main cursed lands themselves, whish cover almqt 
2,000 miles of coostline, dozens of petty nobles have 
appeared! cash ruLing a small area. Thus, the Savage Coast 
holds numerous duchies, counties, and earldoms, as well 9 
a few places audacious enough to call themselves kingdoms. 
Humans rule in most, of the eastern Savage Co-t, wbil,e 
nonhuman nations cover most of the west. 

i . , ~ .  
. .  

Slagovich is one of several city-states on the eastern shore of 
the Gulf of Hule. The city-states are inhabited mostly by 
humans, and generally ruled by despots, some enlightened, 
some not. The city-states are mostly self-absorbed, banding 
together only in the face of great danger. 

On the western coaat of the Gulf of Hule are a number of 
small stapes and baronies, collectively known as the Savage 
Baronies; these were set up by explorers and conquerors 
who adventured in the area and then settled there. These 
baronies, like many other nations of the Savage Coast, once 
covered more area-but they had expanded too fast, and 
the recent wars that swept the coast have set them back. 

, I  

This.has left ruins for the player choractere to explore, 
well p lands to take for themselves-if they can resin$ the 

West of the Savage,Buoe;cm apk,bp? hqd~~ belonginn to 
to+b (hutle-we humqidr)  4. t0,various goblin, orc, pwl, 
&lJ $ribes. Past tb0.e we the "kbqdopd' of.Robrqnn and 
Eusdfia. both. ~f.whic4 have +.miqed populatioq coqiiiting 
mostly of humans Wd elves, but.& including d w w e  and 
halflings. Both are barbaric societies that have recently 
evplved a semi-feudal form of government. Ro4rvnp is a 

foreated land dpmipated by druid? and follomcrs of &% 
druidic way. ,Eue&ii is d relatively bwbluic, the.boqu Q 
wmiora who have been k a o p  to BO redipg in lon&pa, 
creating storiea.rerpembered in epic PQW by their rkpld.. 

The most important nonhuman countries of the Savpgc 
Coast include Rewdy, home to the canine ,h+x&, and &l. 
layne, home to ihe feline &ta.lupina and &ta ue both 
dewended,from nomads who roamed the steppe1 to,thc 
north, exploring the Savage Qast whsn.,the urge Qithem. 
Eventually, they scttlcd, and.&p*d e f e u w  style of govern-, 
ment. Renardy has close ties to the Savage Baronies, both 
economic and cultural. Beuayne rtill hrs several, nomadic 
rakasta tribes as part of its populetion, m d  ha8 evolved a 

sbange m k  qffeqdaliw, warrior coda, and myrtici. r, 
Farther west is &,e nation of Herath. ,It is known aa a h d  

of magea, once home to the mysterious aranea, &race of 
arachnid spellcasten. Herath in traditionally isolationist, but 

forces already established in the .hd .  , , , . ,  ,. 
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the few small cities the tortlcs had built, an well as driving With this rash of colonization in the East, and the growth I 
lupins and rakasta west, where they came into conflict with 
the mages of Herath. In response, those mages created the 
gurrash lizard kin to serve as warriors. But the gurrash 
soon proved unsuitable and were dumped into the Eayog, 
where they displaced the shazaks. 

The thazaks were motivated to band more closely 
together, and they began building permanent villagei. Some 
lupins and rakasta became mages of Herath, and Herath 
helped bring the ideas of law and government to those 
races. thigivoge Coast. 

Five Centuries Past: About 560 yeara ago, an influx of 
Traldar people arrived, possibly fleeing religious persecution 
in their homeland. They set up colonies along the coast, 
founding Slagovich and other city-states. The Traldar had 

of settlements in 
Hcrath began exp 
into conflictwithitb 
more firmly, hwh& 
ment and law. 

Ref-+ unlike earlier peopl 
to t, h t  w h t  it and found wayn 
theflsdcurse seemed to be limited to only certain mas of 

For the last several decades, civilization has spread ovt 

The people of the Swage Baroniei also discovered the 

< 
the coast. Many sages say it spread too fast. Be 
a decade ago, another series of devastating 
Savage Coast. Hule attacked the city-states an 

' i  a. 
,*.% 

lighter skin than the other humans in the area, being 
descended in part from Nithians and in part from the light- 
skinned Neathar. Primarily fishers and traders, the Traldar 
spread west slowly from Slagovich, d along the rivers of the 
area. For the most part, except for the city states, the Traldar 
were quickly assimiited by pre-existing cultures in the area. 
One exception was the group of humana 
who, with elves and a few dwarves, founded 
the nation of Bellayne. 

humans moved into the area. These were 
barbarians from the north, driven to 
the Savage Coast by Hule. They 
founded settlements that eventually 4 rash attacked the shaza 
joined to become the states of 
Robrenn and Eusdria. Elves 
and dwarves already lived in 
these mad, The elves allied with ' 

both Robrenn and Eusdria, while 
most dwarves allied with Eusdria. At 

mysterious plague. Many modern historians believe this to 
be the first recorded mention of the Red Curse. Also con- 
current was the creation of the caymas, again by the magea 
of Herath. Mort legends of dragona on the Savage Coast 
are from this time as well. 

The rakasta moved into the ruins of &Ilayne, dying with 

Baronies. Tortlea-for the first time in their history- 
revolted against their oppreaaors. Peasants in other places 
also revolted, as did colonies against their parent states. The 
gnolls, orcs, and goblins who lived along the coast rose 
against the humans and demihumans. The orcs of the Dark , . 

Jungle attacked the manscorpions of Nimmur, and thd 
enduks and ee'aar took advantage 
of the distraction to attack as well 
Border conflicts h e d  between Be 

layne and the shazaks, between &I- 

layne and Renardy, Renard9 and 
Eusdria, Eusdria and Robrenn, and 

among the Savage Baronies. The gur- 

1 
1 
I 

About 60 years later, other light-skinned 

I - 

. . ,A: I accompanied by the Red Curse. 
., . time, most of the people of Bellayne were wiped out by a . .  

The 

ing it to small areas-swept over mo 

. ,  , : ,  
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Almur6n. Capda.4 Ciudad T o j i l l ~  @opukt;w 4 ~ 2 M ) .  
o de Ahnurdn y &cudor (intelli- RuLwB.t6nMunsulun 

gent hunun Noble 6ghter). W h T C :  poor psca t z y i q  to 

Tht d, ncly.ive nation owrthrew itm buordecadtm 
. g o m d i d t u d a W i p i m d d u n a a u y . ~ d  
hot tempera threatened the young nation, and Don h t e -  
ban-the capital city'a lord q o r ,  &dor A l d d e  of Ciudd 
Tejillu-intervened to prevent the nation'a d d d .  Uw 
hia .clth~evur.rhef.Bit.l'i gm4wa.k emed opp& 

. .. 

d polit; 

~ , i m p o a d b i 8 ~ , a n d w n a t L . b i m u l E * E l s . t .  
& " ~ & h ) . D 0 I I E . t s b . n q U i c k l y d t h d h ' .  
mat iaporunt w t .  u he u w  it: the d v e r  miner in the 

h d d  b. (Many of the arxiDar dcpand on 
purchuing th* rilver te mint their coin..) Much of the 
ouiml'. w&Walt to Don Eetoha. 
But&epmpIeofAhwrr6nreiented&ehewper 

and bia dioue tpanny.  Many of the poorert 
pmea Bed the d i c t a d o  T d n  mbcenaiua .nd 

/ 

I 

. 



wagon). When his older brother waa killed, John wan 
called to the c a p i d  and became the heir, eventually SUE- 

ceeding h i  father. He io otill extremely active, prompt to 
lead a pome ngainnt gnoll desperados to thc north or goblin 
hadlandera to the west. Ever mince his fatheri death at 
Longhomi h t  Stand, he'a shown a particular hatred of 
gobline. To avert further incursioni, he had Buahwhack 
Prairie gur;.Md at a ntrategic point: Fort Whiteltone L a  
dcaolate cavalry outpoat at the end of Bugle Trail, con- 
stantly on the lookout for goblinoid drifteri and thiivce. 
Du.;le the recent wan, Si John didnguinhed h L n d  M a 
front-lime battle leader, and the noble familiei of CimurOn 
declared him a duke. This makes Sir John uncomforrpble, 
and the title i a point of contMtion with the orher d e r 8  of 
the Savage Baroniea, who jeeringly refer to him M "The 
Jhke." So far, Sir John haa been nucceuful at keeping 
Cimuron a county in title, and hu never tried to put him- 
ielf above the other rutera, which hu lesaened tennionr. 

CimuKIn hp. more of a frontier feel than the other bar- 
onien. Ita capital takci ita name from the deposita of coal 
nearby; the coal mines produce material to heat the many 
forgea of Cimarron, and ala0 provide8 a valuable export. 
The people of Cimarron tend to be a little tougher and 
cruder than thpls in the other Savage Baronies, and wear 
more bather md auede, ind heavier cotton. 

Gqo& f&&d Ciudul Be.l @opuLtMI 11.7OO). Mer:  
Earonema bpernnza "La Ilurh" de &tto y Riven (a well- 
educated human Noble: a retired thief who hide. her put). 
Z&ktN€G* advenhyan poet on a quest for iupiration. 

Thii u the mildent of the regioni nations. Dlofqr bgu- 
anzai enlightened reign hw given ita people a .emre and 

pwperoolu liEe forthe put 26yUn. It b~ been h e  
of revolti and wara, thanki to the policy of neutrality the 
"Illuntrioru Baroneid' maintriru with her neighborn. Doh 
bperanzai two daughten d into other baronial Epm- 
iliea, one into Nuvrez and one into Montejo (Sarq6n); 
thir hu helped prevent unneceunty WM. 

Ciudad Red i famoui for ita pernun patrons. The cap- 
ital i a haven for the arts m d  literature. Many fine arti.t.s, 
poets, and philonopherr c a w  to Cisdad Red to flouriih 
under the philanthropic boon. IndectuaUy, it i the center 
of the Guardian0 culture. Thqskn to their akdls, many 
s c h o h  native to Gyeoila Fork dxoad aa hmn;l prsccp 
ton or poiiticd .dvts~ for other buoniei. 
Ar a military brcs, Gargoh ir rather weak in coiepui- 

ion with ita neighbors. The b r o n e r i  reliea moatly on a 
large, loyal. but mediocre militia, W e d  up with Tom6n 
mercenaries. Active troop0 garrison the capital and the 
h t l e  of Parddupe. The latter force ii more concerned 
with occuiond Yaai raid8 through the ropthern border 
than with their Sua& neighk. 
cud.Lnt.. CapihrL. Ciudad HWIM (population 6,300). 

Rulrc S e h r  Cdrtobd "El Barbudo" Bwotilloi y Copetez 
(noble with gaucho apirit, human Local Hero ranger). mi- 
alhTC: proud gaucho, rover of the p.lspcu. 

Guadalante ia the home of the gaucho* free-ipirited 

wandeqn of the M V ~  w u t i  wt pLian, Tbey M e+ 
recognizable by th& calf-hwh boob, pt@v p t a ,  ample 
nhirtn, and broad hap Their weaponr of choice M bdu, 
dagger, wheellock pitol, and javelin or lance. Few ever 
wear armor, conaidered too bulky for their trade in tho 
punpu. A. a militmy force, the g a u c b  form an ofFective 
light cavalry c o y  of hceri, mobile Lirarm-wielden well 
+d to combat in the vut grudmda. 

In pewetime, moit gaucho6 p a  l u r q u r v ~ ~ - d  r k n  
who live in large (uaudly forti&%) LLPEKndau. Thr gurcbor' 
main concern remain8 the protection of their cattle & 
Ywi raidern, During pcMdr of f h c ,  i n c u d  f m a t h e  
Y d  Steppi M to b. expected M well. The gaucbur  
a major wwce of horw and cads fw moa ofthe aru(p4 
W o f  Hule A h  afew J u b e i  with Sung& over 
di.pute+urd wrterine right., the two nationn e v e n t + -  
aetrkd their conflict with the 'haty o€ Cortcdaa. 

Guadalante is an oligarchy, a stote ruled by tb mote 
proqinent fpniliea of cattle traders. Don Crfitobal "me 
Bearded" ie a rather peaceful if boiatempr ex-adventurs;r. 
Denpite hir apparent roughneir fcom X e w  rpeat on the 
p"pu. hi ityle. extrauagance, =.we of humor, rad .pp" 

ciation ofd that i i  &qd in lifr have charmed- t h p  
one refiorita during hb vicita to the other baron*. He iq 
currently married to Dofka C.tdi~ de  Bigo@oa x Nu- 
vwz, daughter of Bar6n Hugo "The 1Morci!ws." The mar- 
riagp war performed in secret -without her fa tbr ' a  
approval. The baron hyetto lcnd the domy to th;m& 
despicadprdcro (commoner). 

Nuv+ez. CapitaL. Puerto Moriupr (population 12,m). 
U r :  Bp6n Hugo "El DerpLddo" dr.N.Mszy 
(humwWarRiart).T&f@C*d@~Wandipll.lribbalnkr 

T h i  luge barony hm no common bsrdcr witb #he I&d 
L s d a  and thw wmot dire+ qqmpee with it. wjghbon 
for ciswhryl. FertiL Nuvur ,  ~ a d c  food foc &rubrJ"1 
with ..qy of itr naighbon, Tex#+u.,&cw teeding 
hapoccuionlrlliyprovnkqdfamineand~tlavdt.. 
Bu6n Hue0 "The Marcik.." r p n d s  much of w h $ w  

wealth remainr to build a better ww fleet. Hi gml,b~ 
brerrtr & Tqeiran and V h &  bemow over tbo, HW 
AlthsugbNuvp.p,LalPr(lerbam~wi&ahigber,gopll.- 
tion tb.e itr Mighbpm its & d nu& from ex+ 
t.ution aad a brutal &dip .  
Th. powarfvl her, lilra tbe w r ,  mmds p&uadb.+we 

f0llowm dtheir JBwnOrd pawow, in puriculu *who 
i i  ragarded aa =ore im-t tb.n all othw h m o q d i  
to&efhu: Knightr aommoply,ge 04 quirbtic qveita&~ 
retrieve holy &ta 01: bring the "good wo& to h a w  
natives (with the h ~ l p  of their mighty w d ) ,  04. spch 
"rwxverpd*artiW linr at theGnnde CrtrdrJ d* c;r$d 
Quiieru, a hex& bkitid .pot of cowant in 
the .ceise Ixiont ph;lolophy i t&en ...auiv& 
m Nwvm~to tba p0inttth.t qwnq mape&dof the )aut 
herely &Llo prompt imprisonment, r a n  "queuti&," 
4 mercileaa execution at the bundn(l,ltclre. M+c.uun 
and druidn should beware. The 1mmort.l Vmya, kmwn 
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Tha peopk of Robrenn and Eurdria hre descended from 
Pncicnt barbuien tribes that fled the marching armies of 
Rule, far to thwmorth. The barbdandhoped to one day 
rwonquer  h t i r  homeland, bukthat day never came. 
Instead, they came to love their new lands and eveamally 
utsblinhed medi&d'locictics; , ,  

The humans of these.n.ti(ma are taller than avetage.; ndd 
four inches to heighu rolled ,acaording'to &e.methd.in the 
PHB (8dju.f weight.bpw.sd.as well, by abht .10 pound+ 
Tkre are dlo'hrgr~populrrtionn ofelves idl)oth'n&nsj 8(1 

well u QWXY hilf-dvrr. Hmnani, elves, &&half-dvds here 
tend to have blond hair, though some have white or rcd, 
Morc hpvr skyblue eyes, though, darkbr blue drhada of 
green are possible u.well;  a very few peoplc.of,these 
ma& have brown or hazel eyes, and people'wtth t h ' e y e  
iMru are eonaidered embdc. , ' ,  , . , . I , ,  

, .  .: . . ,  , , !  ! ,  

. .~ ,. ,_,. , 





Gr& Druid aupcrvi.ea the entire Swage Cool region, 
includq dl tbo tanitory fmm the Gulf of Hub tonhe wwt 
ern cepit oftha orci Hud PenilurrL. 
Tb. druid. .I.o nupc& the druidic Defendera* which 

wme think of u "drpidic &M." Defenden uy rhe elite 
w h o r a  of the lu t imbut  often owl  on q u a  for druicb, 
or aimply to explore and npread druidic Wefa.  Note that 
druidic Dofendm EUI. and often do, wear metal W .  

b id . .  Little hu b w  d t t e n  ( h h  the people &e liter- 
at& a the dnrid. believe tbatmemorLing l e g d  and 
pcm ahupena (he mind end prev8et. their knowl- 

cmMLbathehebrdakeyelemcntofRohmculturc. 
Much pf thia aulture in affected by tbe dpuid.' dLlik. of 

dl t h t  "nww lived," including manmade ohjwta of wtpl 
or WIW. Babr.~ ' .  druid. prefer wood, lerther, aloth, and 
.o forth. Thh &tude prevenu the Robrenn from building 
much with atone. Their E d  .nd tomu ue.ua& made of 
wood with atone rrd only for 6nplacu or roadr W n f o m -  
nrtely, the policy haa been the MUWCO of many diuutera, 
cape&& in time6 of war. 
The p h  to tb. north of the Robrean teem with orc., 

o~rer ,  and gobline. Armed rideta cwatantly patrol the 
north- +e of the deder .Cy.  watchin,g for invaaiona in 
the &. A number of murdernun warn with the goW. 
noid. have nearly mined the nation, and great attention b 
paid to thin threat, en- after the moBt recent wua, 
whi& 4 e p e d  the wc oondderably. 

Qwrthe ofcontuncr * ,the Bohnnn dcvJopoa hldc 
withother natiom, upe;llv with Tweiran a d  V i l a 4  
~ F C ~ W I ~ . .  Robrenn export. wine, mead, aaueage, maize, 
W ~ ~ B F ,  ,medic id  hwbs and potions, rpices, and amber. 
Cinnabryl and red ateel are oe l ido intuert  to the +on, 
though raw dw b "QplPble i n p d t ,  for coinage. But uau- 
dly, tbp b b r c n n  would radrcr obtain pryment in Irbor. 
Maqywoplefrom the d o n  $wagaBvoniunuLspwud 
ckwita &ugh *M sl G e r ~ t  f s w - w o r k ,  
hborfotpade. Some GuadanotradwaenpLo tr&.srimr 
in& f w  ~wd., the convict8 kept PI indentured darp 

van% IEthey mw d, they (ub rc&lcd when t h d r a  d 
p&ul ir, mr ,  and qan either mtn laoar or accept LL 

w a n d  beeme ow of the F a .  

Molt of Robnan'r lor0 b oral, handed down by w a n d  

~ f m m b e i n & v d & ~ b y i l l k a n d v c l l u m . T h i r ~  

f \ /  

. '  . 

Each of Robr I IILDZPIPIOQ~ govern. it6 adrn intarnal 
&air#, though the druid. caaiatwfere at will. The druid. 



low and form it into one low h i d - u m d y  worn d m  
the middle of the back, but sometiam throwmew the I& 
nhouldq. Ewsdriann tend toward clothing sE donon u ld  
budcfrlin,, though wool dnd fur are used inkhe &der, 
mountbinout u e u .  Theclothing ia usually mad& in Bolid 
c o h ,  especlnybluw, $rpten, ahd white, thaugh puy, 
p a n ,  and bmwn are used a n d ,  

pW.drirn noeiety oonrirtn of a nobiliw, which Pr0v;des 
the nation'r leadws, .ad a "freekun" clan, pihich in the 
d ci t izeq.  taejlobrenn, Eu& h u  ~ ' n d  peas- 
ant class. Mwt  fmdbebrtn are nmiorn, and &riel came 
from thin c l u n  u well. Thcrc are MM thievea, *nd Buds 
a m  wmewhat oommon, but wizuds are rare. P o p u l ~  kitr 
include L a d  k, Nolila, Honotbound, M-idon, MiIi. 
tant#.* Fria, Bm&t, &out, ad SWd. 

i In itr part, hidr ia  hba had a number of c h h e n  with 
Rbbrenn. The druidr and clerics wk either dde d w h p  
npoke @st d-om war, aince bwh ~t ion.  k.& honor 
the name Immortdn, though thby cdl~thern byckfferent 
~UPIU. &sdrkn &tin M unranforrbk with the my&- 
riounand "bbrbuic" wap of Robrenn d d & r  @at w the 
dnridn dimst &e Edrim clericn' "unnmnol" &"oelf- 
~erving" way& ~ W v o  khqdome hrre laainuiaed b pte- 
cuioun nama qum, p o i d  somewhove between W i t y  
.ad nmpmtucctm&na d hsrrry. 

l ' & e ~ ~ d i & k n c e ~ R o b r e m . O d & e d r i a l i e s  
in the pcuwcs d idlne~cvefdvea in IWdria, pp" 
ticul8rly in the Dudy of Frimnnia and the B&uny of SrvUie 
A great ded of the h e r  Eudrian culture hu comp from the 
elves, includh# litenturr, architdwe, and h e  am. 

Eusdhana M fond of h t t l k .  They beliwe that deb& on 
the b.&rld iu by fsr the b a t  way to die, fotk bpn,  the 
p t h  to the lbndd the I m m a d s .  Thin ancient biliif dater 
back to their barbarian rooto in thu 4, .&foe 6 bade, 
wur ior~ often debrate and drink- vtch h e y ,  
t h q h t  to give them atrwrgh and ouryea Fomib*, the 
ekw low for p a c e  and t r anqu i l i  h u  &&wkart&ed 
down thL p+ition to sggrruiveacu. At the very leaut, 
ithubmughtorderurdlawtordraimpeummEiadiYrnrr 

E l h n  influtac*hu lad the EudAmh to c m k  eevcral 
orders of knightr, includii pdadii md Wtndeh 
of the I m n d m ) ,  Honerbouad fK&&u OfEurdcin), 
rangers (Compaqyof the Wew). Mi & n d b n a  m d  othem 
( O r d C r o f t h a U h ,  Q Q l p q y o f t h e B ~ ~  WuriiMofthe 
Sea, and Knight. of Niedeprd). I n d  af&&t i~  for& 
uhoflutdeurddaauorion,theEu~lbunedltirdm- 
ne1 th& battle funw through t a i ky  ergankths &ha 
direction. The suiefi orders M m&e popular dbng  w l y  
EU~dribni were thole d d c u d  to I+ a ndh.~&~&~- 
lady &king of Eusdri.), ahd latar, oddwrltt h i h e  
I m m d r .  Thi. has &en rise toa cane ofknighwsad p& 
adinn capable of defending the nation against my foe. I 

While Mynnidom m common in Eadtia, momtwrrrlon 
. 





The k i d o m s  of Renardy and Bdlayne are the 
domains of nonhumani: lupine and rakasta, 
reapcctively. Both rocen are native to the region, 
and on the Sav.ge Coolt they are nearly u com- 
mon u humani. 

are hailed as the founder8 of Ranardy. Over the next 10 
centwiea, the tribe. dtvelopcd into +al m e d i d  domin. 
ioni under the authority of a king, who built hia capid on 
the site of an old lupin aamp. Thin nite became the city of 
Louvinu, on the Dream River. 

The Dream River (or River of Dreama) flow. into 
Rcnardy from the Plrin of Dreams, a v u t  field of ambos 
lotusea, flowen whole pnllen inducu Jeep. To prevent the 
lotunen from plaguing their lands, lupilu i n n d e d  a water 
lock whose sole function WM to rtrip out d deb+ floating 
on the river (particularly plant.) befpre the watcr flowed 
further routh. Conmtruction w u  powible due to the help of 
lupin ckricn. who pretected workers againet the effects of 
the plant.. Eventually, the water lock grsw into a mighty 
fortreu, Ch&eau-Roan. 

iSlpp-producing plwta &o inferted l ~ d r  nearby, and 
about five centurtr ago. Thpy nyp. 
he plaqts and icorchrd the earth, 
to the erJt and north. Tb;  infuri- 
o RW their conqvered tcrritcniae 

e held their ground. 

Known to ita inhabitanti 1u the "Roy- 
aume de Renardie," Re& u the 
kingdom of the canine 1upi.l. The 

kingdom'r coat of ermi drpa a 
golden fox rampant in the lot led 4th 

uuten, and fleurrde-lis in an azure 
field in the 2nd and 

, withroyalcrownan 

h 

Early lupine were nomadm 

Steppes and the south 
4 of huntera who ched a brutal w u  to s 4 v  J1 , 

-k & plain#. But& /. I . 
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them to nobility in BeUayhe 
ha8 a headquarters in Leminntcr, where new 



control of the Yaqk s~ppen, their common anceetraJ I+. 
+wrh prclpntlyat m e ,  ths .wO I'pfea have rempised 
vmeyha?auspicioru of,.& .&her, far th+ rym. Qut.the 
& b i d  tbrsrt ,+ the north keep the two natbna frienh. 
A b ,  over . fbe .pq the B e l ~ J l . b v e  devpoped a 
for Renardois wine., which, the latter trade far'E)leUayne'i 
ex+entw,wh, tea, liqwp, and sd. 

&!ape deyeloped land t r 4 e  with b d y a n d , o t h p r  
kirr(rclonuwith~,"help"dYivmhn~t;gdul~ Viv+ 
eitabliehed a fo ony south of Bebpe ,  i ta primary god to 
contro1,nav.I wceva to Thee&. ,Queen,&thuine v i w a  
Viverde's d o ~  of Terra Lepgr @renounced: b 0 N - s a )  
an a mixed bleuing. The V'venian quui monopoly of aea 
b.de in the region L co+ at but& Bell.yne. 

maintains a itmw military presence at Rocha 
do*  gat^ (+e ?Rock of the &ti"), a very large fortreu 
and port of Ldg. *at inch& Torre6n fwordimen and 
rbouacrtr>:BeUayni i  rrlruts ~IOW outstmding.wa- 
&+i, bt viwnians contend tkt tht is due ~adreb 
to &e rhta 's '&Pzing inpn& to avoid gc t t i q  .wet. 
Is-. v q h w  rakaata maiter awimming d i l l s ,  hut 
r.iwllJbil * ~'rw&n without peer 
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heredit&y dynasty (until another challenger comer.& . i ,  i, ..' 

Thii is what recentlv hamened when Ator defeated I&d","' I 

. .  Oeh 111. She kded ;he a& king, crowned henelf Queen 
Ator I, thur supplanting the Oohite dynuty with her own 
Atorite dynaety, and renamed the nation after heroelf. She 
has ruled for 26 yearn. Should Bhe die unchallenged or 
undefeated, one of her heirs would become King or Quem 
Ator 11. 

Capita4 Tu'eth (population 8,900-a11 





even aware of the other. 

&ape and puwdity when m tha 
hurmnoidr, forgetting their u 

m e a  autorrutiulty d e  

‘Iben. when in the pre- 





ing the capital. The Great Magus barely eacaped death 
(traveling to a nearby mde-Asgamoth-whi4 has since.' (Militant mage, "e&").,&piafNPfi farme*.woodcutter. . ' 

grown into a new capital city). At the m e  time, *e sene- 
ing web dissipated, as did an aranean spell confining the 
Red Curse to the area of the Savage Baronies. The Great 
Magua and his advisors are currently working to reeitab- 
lish the aensing web; in the meantime, Herathian border 

confining the Red Curse, restoring things as they were 
neems beyond the abilities of the aranea, likely requiringd~e 
cooperation of most or all of the Immortals as well. 

Herath maintains peace with its neighbors, because war 
would simply be too costly. The Great Magus is far more 
interested in political intrigue and magical influence than 
in open warfare. He maintains a delicate balance among 
his nation's neighbors. The presence of Terra Leaosa. a 
small Vilaverdan colony, is useful to Herath, since the 
colony is a pain in Bellayne's flank. The Magus quietly 
supports the colony, in exchange for which Herathian 
merchant ships can sail through its territorial waters with- 
out interference. 

Yduughu "The Dark Weaver," son of Lord Ezet of Ensheya 

Patmn: Wun. 
Viscouatcy of Hethrya. Capital: Shihav (population 

' 18.60O-aranea,'Aum+s, halflings, some r+astsa +nd 
lupins). JWcr;hrd Maziith "The H+" eon of Lord Grr- 
phemon of Hethzyi'(Swuhbuckler m&e/thW, Wf-df'). 

Tbc Wildnmod.. Aa&&tmtiue centm Tower of Yedom. 
Regional population is mostly aranea, with nome hum- 
and elves. Ruler: Lord Yezarath of Pazphezu, appointed 
overseer (Webmaster druid, "elf"). TypicalNPC: f&t 
hunter or lonely wizard. Patron: Shaibuth. 

civilization. The Great Magus is still debating whethm to let 
it be reduced by woodcutters and farmers, to exp& the 
nation, or save it for future generations. The nobility is 

widely divided on the fate of this unclaimed territory. 
More pressing is the need to curb the 
incessant encroachment of raliasta 
hunters from Bellayne's Wyndham 

patrols have been dramatically increased. As for the spell TWhalNPC: m ~ m h t ,  soldicr. Patmn: 5hqy.t. , 

i 

The Wildwoods are mostly wilderness, barely touched by , : 

m I , ' ! I .  I , 

' L  , '  ! I  Marches. 
i . 4 1  

Cupital: Asgamoth (population 24,000-mostly 
aranea). Ruler: Wizard-King Yahav IV "The & 
Watcher," son of Oueen-Sorceress - 
Amsharai 11. The hereditary 
royal domain includes the For- 
est of the Magus, and the ruins 
of Belphemon, the former cap. 
ita1 (once home to more than ' 
100,000 people, now a vast 
ruin inhabited by perhaps 
3,000 refugees and a like 
number of monsters). Typial 
NPC: Noble wizard. Patron: 
Yehm. 

D Q D ~ U U ~ Q ~ D S  of MeraQh 

Each dominion's ruler is an aranea in another form. MI are 
loyal to the Grand Magus; while dictators on a local level, 
the dominion rulers listen closely to the Grand Magus.  

Viacounty of Berevrom. Capital: Amion (population 
4,300-aranea, humane, elves, rakasta). Ruler: Lady 
Beryam "The Deft," daughter of Lord Balmoroth of 
Berevrom (Noble transmuter, "rakuta"). $pica1 NPC: sol- 
dier, thief, aranea spy. Patron: Enebaan. 
County of Enom. Capital: Neahev (population 5,700- 

aranea, humans, dwarves, eome tordes). JWcr: Count Dis- 
baa1 "Eight-Eyes," son of Lord Enzuth of Enom (Noble 
diviner, "human"). TypbalNPC: miner, gem cutter. PUtMn: 
Negvavim. 
Duchy of Ensheya. Capital: Sorodh (population 

10.900-aranea, humana, elves, halflings). Ruler: Duke 

1 More information on the I m m w  
tala can be found in Chapter Fbf 
the RED STEEL Campaign h k .  

Enebua (Mauuwu)~ Patron 
of diplomacy, intrigue, influence, 
and masquerade, and of rubrs, 
spica, and thieves. 

Herathian wizardry, but alro of 
greed and insensitivity. Hie follow- 
ers use the local mining of gems 

and the dwarves' skillful craftinn of these O&OUS ston& M 

Negyrvim (Ilirh): Patroduf I 

- r ~~ 

a source of sacrificial gifts to this greedy Immortal. 
Shaibuth (Eyriodul): Patron of forest dwellera. Thio 

elven Immortal took on the cause of aranea as an after- 
thought, merely aa a means to compete against Korotiku 
(Yehm), his old rival. 

Shaya ( V d e r h ) :  Patmn of beauty and love, eopecidy 
unrequited love. Valeriaa was attracted by the true love felt 
between a human paladin and a n  aranea who appeared 
human: rather than expose her secret, the aranen bit her 
lover, poisoning him, and then ended her own life. The 
tragic tale touched Valerias, and she has since found a wide 
following among Herathians. 

Yebm (Korotiku the Spider): Aranea are an d d  favorite 
of Yehm. one of those Immortals who no longer rememben 
ever being mortal. It is tempting to say he once w u  a mortal 
aranea. which would attest to this race's ancient erhtencr in 
the universe, hut no proof exists of rhil. Nevertheless, 
Yehm is the grand patron of aranea, even more so than of 
the lupins. 
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