


Gorga Blackblood

4th level Spiritualist

TRAITS

CHANGELING CHILD (PHYSICAL)

You have an unusual physical characteristic, in your case
mottled birthmarks all over your body, that marks you as
not quite normal. Perhaps there is some magical or non-
human heritage in your bloodline, or perhaps the mark is
just a quirk of fate, but your unusual appearance is a
physical sign of less obvious but more significant
differences beneath the surface.

Mechanics: Your blood and body are attuned to magical
energies. You gain a +2 bonus to Use Magic Device checks
and a +1 bonus on all pact checks.

MARSH BORN (BACKGROUND)

You were born and raised in a community deep within a
marsh or swamp. You are completely at home in the
muddy tracts and waterways of such lands.

Mechanics: You gain a +2 bonus to all Survival checks
while in swamps and marshes and may use Survival
untrained in such regions. You gain a +2 bonus on Balance
checks required due to wet or slippery conditions.

Swamp Stoicism. Life in the wetlands can be
dour and difficult. Your upbringing there has imbued you
with a deep-seated fatalism and pessimism. Perversely,
this makes you very hard to discourage from your
objectives, since you always assumed the worst to begin
with. Whenever you are subject to a morale penalty, you
reduce the penalty by 2; this benefit can reduce the morale
penalty to 0, but not below 0.

ABILITIES
STR DEX CON INT WIS CHR
9(-1) 12 (+1) 14 (+2) 12 (+1) 12 (+1) 19 (+4)
SAVING THROWS HIT POINTS

FORT REF WILL HP RESERVE

+6 +5 +5 (+8) 39 39
DEFENSE AND ARMOUR
DEFENSE ACTIVE PASSIVE SHIELD ARMOUR DR
17 (15) 7 (5) -(3) - LEATHER 1D2

Active bonus includes +2 from Spirit Servant. +3 passive bonus applies only when denied your active bonus to Defense.
Gain an extra +4 Active bonus when Overwhelming Presence is activated.

WEAPON ATK DMG CRIT RNG DESCRIPTORS
MORNINGSTAR +2 1D8-1 X2 - Cudgel, Bludgeoning and Piercing
LIGHT CROSSBOW +4 1D8 19-20 80 ft Projectile, Piercing, Slow-loading

SPEED INITIATIVE

TACTICAL STATISTICS

GRAPPLE BASE ATK CHECK

30 ft. +2

+2 +4

Backpack, bedroll, flint and steel, lantern, oil (4 flasks), waterskin, 2 days' trail rations, scroll
case, vial of ink, paper (10 sheets), healer's kit, 300 gp of valuables

SKILLS

Balance +8 (+10 slippery/wet) | Climb +6 Concentration +9
Decipher Script +8 Heal +12 Intimidate +11
Knowledge (arcana, nature) +7 Listen +8 Search +8

Sense Motive +8 Spellcraft +10 Spot +8

Survival +10 (+12 swamps) Swim +6 Use Magic Device +13




Healing Lore

FEATS
You can treat injuries with greater than normal efficiency and speed. You enjoy a +4 bonus on Heal
checks. In addition, when you restore a character’s reserve points, you grant a +2 bonus to the total
points restored.

Healing Lore 3

You know advanced healing techniques. When you restore a character’s reserve points, you grant a
+2 bonus to the total points restored. This stacks with the bonus for the base mastery.

Instinctive
Defense

You gain a +3 passive bonus to Defense whenever you are denied your active Defense bonus. You
must actually lose your active bonus to benefit from this feat. If you have an ability that causes you
not to lose your active Defense bonus in certain circumstances, such as uncanny dodge, you do not
gain the benefits of this feat during those circumstances.

Unlike most passive bonuses to Defense, the bonus provided by this feat applies against touch
attacks. The passive bonus you gain from this feat cannot exceed your total active bonus to Defense.

Overwhelming
Presence

At the start of an encounter, you may use a move action to adopt a menacing demeanor. Doing so
grants you your Charisma bonus as an active bonus to defense. You do not gain this bonus against
creatures that are immune to fear. The bonus stops at the end of the encounter.

CLASS ABILITIES

Spiritualism

Spiritualists perform rituals which allow them to contact the spirit realm and bargain for access to the
spirits' otherworldly power. You know four rituals, each of which create a particular group of effects,
different to those of any other ritual. You use these rituals as follows:
1. Choose the effect you want to use from the list of seven below.
2. Choose the type of action you will use to make the pact.
3. Make a Pact check (d20 + appropriate base pact check bonus + action type modifier +
spiritual fatigue modifier) against the DC for the effect
4. If you meet the DC, you get 1 spirit token, +1 per 2 points your check exceeds the DC, to
the limit specified in the effect chosen
5. If you miss the DC, you lose one spirit token for each point you missed by. If you run out
of tokens, you lose 1d6 hit points per token you cannot afford to pay.
6. If you have enough tokens, cast the spell using some or all of the tokens. This is a free
action which you can perform once per round.
7. If you do not have enough tokens, you will either need to give up (losing all your tokens) or
return to step 2 and try again during your next turn.

Spirit Servant

You have a spirit creature named Azraedius as a servant and aide. In a full campaign, this is a fully-
statted separate creature, but for the purposes of this game, it confers the following abilities:
e  +2 active bonus to Defense (already factored in) whenever Azraedius is with you.
e If you are engaged in melee, you can choose one opponent per round. Azraedius will flank
this opponent for you, granting the usual bonuses for flanking.
e Atany time, you can send Azraedius ahead to scout. He has 60 ft Darkvision, Hide +18,
and Move Silently +10. He can telepathically inform you of what he sees. If spotted by an
enemy, he immediately flees back to you at full speed (120 ft per round)

Stigmata

Mortal creatures cannot be constantly exposed to the spirit realm without experiencing certain side
effects: their bodies and minds were simply not intended to channel the powerful energies of the
spirits. These changes are commonly known as Stigmata. Many stigmata have both positive and
negative aspects to them, but most spiritualists wear them proudly, as a badge of their craft.

Blood of Spirits: Your contact with the spirits grants you unusual hardiness. You gain +4 hit points.
Your blood is thick, black and ichorous.

Favored Pact

You gain a +2 bonus to all Pact checks made with the Rite of Second Sight.

PACT CHECK MODIFIERS

Cause of Modifier Check Modifier
Ritual Length

Move action -5

Standard action +0

Full-round action +5
Spiritual Fatigue

Per spirit token currently in pool -1

Per spell completed in the last hour | =2




BASE PACT CHECK BONUS

Rite of Curses +9
Rite of the Flame +9
Rite of Protection +9
Rite of Second Sight +11

CURSE OF PAIN (Rite of Curses)
Pact Check DC: 5 Tokens Required: 3 (max tokens per pact: 4)
Saving Throw: Fort DC 15 negates Range: 15 ft | Area: 1 creature
Effects: Target must save or suffer pain causing -1 to all attack rolls, base attack checks, saving throws and skill checks
for 3 rounds.
Modifications: None

CURSE OF SICKNESS (Rite of Curses)
Pact Check DC: 15 Tokens Required: 6 (max tokens per pact: 12)
Saving Throw: Fort DC 17 negates Range: 15 ft | Area: 1 creature
Effects: Target(s) must save or become sickened (-2 penalty on all attack rolls, weapon damage rolls, saving throws,
skill checks, and ability checks.) for 3 rounds
Modifications: Range 30 ft. +1 token; Range 100 ft. +2 tokens; Area 3 squares +1 token; Area 10-ft burst +2 tokens;
Duration 5 rounds +1 token; Duration 10 rounds +2 tokens

AST (Rite of the Flame)

Pact Check DC: 10 Tokens Required: 4 (max tokens per pact: 8)

Saving Throw: Ref DC 16 half Range: 15 ft | Area: 1 creature

Effects: Target(s) suffers 5d6 fire damage

Modifications: Range 30 ft. +1 token; Area 3 squares +1 token; Damage 3d6 -1 token; Acid instead of fire +1 token

PRESIENCE (Rite of Second Sight)
Pact Check DC: 15 Tokens Required: 4 (max tokens per pact: 12)
Saving Throw: N/A Range: Touch | Area: 1 creature
Effects: The target gains a +1 insight bonus to all attack rolls, saving throws, ability checks, skill checks, base attack
checks, and to Defense, for 10 rounds.
Modifications: Use on yourself -1 token; +2 insight bonus +2 tokens; Duration 3 minutes +2 tokens

CLAIRVOYANCE (Rite of Second Sight)
Pact Check DC: 20 Tokens Required: 8 (max tokens per pact: 16)
Saving Throw: N/A Range: 200 ft. | Area: 15 ft. cone

Effects: View a location you could not otherwise see
Modifications: Area 30 ft. cone +2 tokens

SKIN OF SCALES (Rite of Protection)
Pact Check DC: 5 Tokens Required: 3 (max tokens per pact: 4)
Saving Throw: N/A Range: Touch | Area: 1 creature
Effects: The target gains a +2 enhancement bonus to natural armor for 2 minutes.
Modifications: Use on yourself -1 token

ELEMENTAL RESISTANCE (Rite of Protection)
Pact Check DC: 5 Tokens Required: 3 (max tokens per pact: 4)
Saving Throw: N/A Range: Touch | Area: 1 creature
Effects: The target gains energy resistance 10 against one energy type you choose. This resistance lasts for 10 rounds.
Modifications: Use on yourself -1 token; Duration 10 minutes +1 token




THE CHARACTERS

You Born with mottled marks all over your skin, you were ostracized by the superstitious villagers as a
‘cursed child'. Some even wanted you to be abandoned in the wilds when you were born. Fortunately
your mother was a skilled herbalist and healer, and had enough influence to prevent that fate.
However, you were forced to live out of the village itself. Your mother chose to live in the swamp
instead, due to the wide variety of medicinal herbs that grew there.

Even as a child, you proved as skilled a herbalist as your mother. It seemed you only needed to look
at a plant to know its properties. As time went on, this strange awareness began to grow, until you
could sense the energy in all things: plants, animals, even the very streams and rocks. In recent
years, you have learned how to commune mentally with these energies, producing strange effects.
While you feel come resentment toward the villagers for their treatment of you, you do gain some
amusement from the fact that those same people must now turn toward you for your aid, as you have
replaced your mother as chief healer and herbalist in the community.

Barradon An outlander mercenary who thinks he has seen it all, when in fact he has spent his whole life closing
his eyes to the truth. He cannot continue on his current path.
Carradine If he had schooled his mind to look outward, Carradine might have discovered powers similar to your

own. But he looks inward, seeking to understand himself rather than the world. Perhaps in this he
lacks ambition ... or perhaps he is wise.

Dargun One of the few in the village who has always treated you well, Dargun is a giant of a man, as well
known for his generous spirit as his immense size. You would trust him with your life.

Jaynis A man with a great deal of blood on his hands. You can see it, dripping from his hands, every time
you look at him. He will die as he has lived, in time.

Velgar Velgar is a skilful tracker, scout and hunter. You do not know him well, but you respect his knowledge

and abilities.




Jaynis Rhent

4th level Executioner

TRAITS

CITY RAT (BACKGROUND)

You grew up on the tough streets of a city. From a young
age, you learned to scavenge and survive at the shadowy
edge of the cradle of civilization.

Mechanics: You can make Survival checks in the city with
a +2 bonus, even if you lack any ranks in that skill. You
can use Survival to track down any specific dealers and
informants.

Bravo: You are an experienced street fighter.
You gain the ability to deal an additional 1d6 sneak attack
damage whenever you gain the benefits of sneak attack.

SKILLFUL (MENTAL)
You have an uncommon aptitude for reading people and
understanding their motives.

Mechanics: You gain a +4 bonus on all checks with the
Sense Motive skill. Additionally, your maximum number of
ranks in this skill is increased by 2, to a total of 5 + your
character level.

STR DEX CON INT WIS CHR
14 (+2) 17 (+3) 14 (+2) 12 (+1) 16 (+3) 10 (+0)
FORT REF WILL HP RESERVE
+6 +7 +7 35 35
DEFENSE ACTIVE PASSIVE SHIELD ARMOUR DR
17 7 - - LEATHER 1D2
. ATTACkS |
WEAPON ATK DMG CRIT | RNG DESCRIPTORS
DAGGER +7 1d4+4 19-20 10 ft. Dagger, Finesse, piercing/slashing, thrown
DAGGERS, TWF +5/+5 1d4+4 19-20 10 ft. Dagger, Finesse, piercing/slashing, thrown
DAGGERS, RAZOR FIEND, TWF | +3/4+3/+3 1d4+3 19-20 10 ft. Dagger, Finesse, piercing/slashing, thrown
GREATSWORD +6 2d4+3 19-20 - Sword; power, slashing

Note: You have 12 daggers in various sheathes around your body.

TACTICAL STATISTICS

SPEED INITIATIVE

GRAPPLE BASE ATK CHECK

30 ft. +3

+6 +7

Backpack, bedroll, flint and steel, lantern, oil (4 flasks), waterskin, 2 days' trail rations

Balance +12 Bluff +6 Climb +9
Hide +10 Intimidate +8 Jump 49
Listen +10 Move Silently +10 Search +8
Sense Motive +16 Spot +10 Swim +9
Tumble +12




Razor Fiend

FEATS

You gain the benefits of the Quick Draw feat with all daggers. In combat, you may take an additional

attack when you use a full attack action while armed only with one or two daggers. You gain this
benefit when using a dagger in a ranged or melee attack. However, these attacks trade speed for
hitting power. You make the bonus attack at your highest base attack bonus, but all of your attacks
(including the bonus attack) suffer a —2 penalty. You gain only half your Strength bonus to damage
when you fight in this manner. These penalties last until the beginning of your next action.

Two Weapon
Fighting

You reduce your penalties to attack rolls for fighting with two weapons; the penalty for your primary
hand lessens by 2, and the one for your off hand lessens by 6.

Weapon
Focus
(Dagger) 1 &
2

You gain a +1 bonus on all attack rolls and a +2 bonus on all damage rolls when you attack with a
dagger. These bonuses are already included in your attack statistics.

Execution
Pool

CLASS ABILITIES

As an executioner, you gain access to the execution token pool. Drawing on the lore you have already
learned is the first way you earn these tokens. At the start of an encounter, you automatically
gain two execution tokens. These tokens represent your accumulated knowledge of killing.

You can use tokens earned in this manner against any opponent.

Executioner's
Eye

In addition to earning tokens as described above, you can earn them by studying a foe, gauging his
combat strategies through observation. To do so, make a Sense Motive check as a free, move,
standard, or full round action—your check gains modifiers based on how long you spend on it (see
table below). The target opposes your check with a base attack check or, if he knows you are studying
him, a BIuff check or a base attack check, whichever is higher. On a successful check, you gain 2
execution tokens against him.

You can accumulate tokens in this manner against only one opponent at a time. You must use the
tokens you earn against the target of your Sense Motive check. Should you try to acquire tokens
against a new target, you lose the ones you earned for the previous target.

Hindering Cut

You slice at an opponent’s arms or legs, leaving him with an injury that makes it hard for him to attack
or defend himself. Before you attack, you must spend at least 1 execution token and announce that
you are using this ability. If your attack hits, your foe must make a Fortitude save (DC 15 + number of
tokens spent + any sneak attack dice of damage). Those who fail suffer a —1 penalty to attacks and
defense or a —1 square (5-foot) penalty to speed. These penalties last for one minute and stack if a
victim suffers multiple hindering cuts.

Armor Before you make an attack of any sort, including one tied to a class ability, you can spend execution

Piercing tokens to reduce the target’s damage reduction from armor. You cannot use this ability against

Strike damage reduction derived from other sources. Activating this ability, which applies only to your next
attack, requires the expenditure of 2 tokens. You can use armor-piercing strike once per round as a
free action. The target’s damage reduction against the attack is reduced by 1.

Sneak Attack | You inflict an additional +3d6 points of damage (including the 1d6 from your City Rat trait) to any

creature which is denied its active Defense against you, or which you flank. This additional damage
does not apply to creatures which are immune to critical hits.

EXECUTIONER'S EYE ACTION MODIFIERS

Action Type Sense Motive Check Modifier
Free -10
Move -5
Standard +0
Full Round +5

THE CHARACTERS

You

You grew up in the muddy alleys of Sinnast, a 'city' of shanties and tents, thronged with starving
refugees from a dozen wars. The gangs ran Sinnast, and by the age of eight you were running with
the gangs. You killed your first man not long after, with a knife in the back, and it didn't take long for
you to recognize that you had a talent for it.

For the next fifteen years, you made your name and your trade by killing. But eventually you killed
someone you shouldn't, and found yourself hunted by the gang leaders who'd once employer you.
Running wasn't in your nature, but you liked the idea of dying even less, so you left Sinnast for good.
Since then, you've wandered from town to town, hiring yourself out as a mercenary. It keeps you in
food and drink and a place to stay, and it puts some miles between you and your enemies.

It doesn't really matter where you go ... there'll always be someone willing to pay you to kill.




THE CHARACTERS

Barradon A battle-scarred mercenary, hard as iron but as brittle as it too. You've seen the kind before: near
drowning in the blood they've spilled. Most folk would take his bravado at face value, but most folk
can't read a man like you can.

Carradine Spends too much time navel-gazing for your tastes, but there's no denying that he's good in a fight.

Dargun The biggest man you've ever seen, but too gentle to be a true killer. Fierce in defense of those he
cares for, though. Definitely not someone to fight head-on, if it ever came down to it.

Gorga You aren't afraid of any man or woman born, but the things Gorga calls upon are far from human, and

you're not so sure about Gorga, either. Not someone you'd want to cross.
Velgar A midget on a pony ... they can't be serious?




Velgar Shank

4th level Man-at-Arms

TRAITS

SHORT [PHYSICAL]
You are much smaller than normal—so much so that you
count as one size category smaller than other humans.

Mechanics: As a Small creature, you gain a +1 size bonus
to passive defense, a +1 size bonus to attacks, and a +4
size bonus to Hide checks. You suffer a -2 square (-10
foot) penalty to your base speed. You also must wield
weapons one size smaller than normal.

These madifiers are already included in your statistics.

NOMAD [BACKGROUND]

Your people wandered the steppes on horseback, going
where they pleased and robbing, herding, and conquering
as they saw fit. You were born into the saddle.

Mechanics: You gain a +2 bonus to all Ride checks, as
you have spent more time on horseback than on your own
feet since you were born.

Horsemaster. Under your care, a mount
becomes stronger, faster, and tougher than normal.
Through a combination of exercise and training, you grant
any mount that you own for more than a week a +2 bonus
to Strength, Dexterity, and Constitution. These bonuses
are already included in your warpony's statistics.

ABILITIES
STR DEX CON INT WIS CHR
17 (+3) 16 (+3) 14 (+2) 10 (+0) 14 (+2) 12 (+1)
SAVING THROWS HIT POINTS
FORT REF WILL HP RESERVE
+7 +7 +6 43 43
DEFENSE AND ARMOUR
DEFENSE ACTIVE PASSIVE SHIELD ARMOUR DR
22 9 3 4 (heavy wood) STUDDED 1D3
WEAPON ATK DMG CRIT RNG DESCRIPTORS
MASTERWORK FLAIL +10 1D6+5 X3 - Flail; bludgeoning, disarm, trip
LANCE +8* 1D6+5 X4 - Spear; charger, piercing, reach
SHORTBOW +8 1D4 X3 60 ft. Projectile, Piercing

* attacks against opponents not in an adjacent square suffer a -4 penalty if the target is in melee

TACTICAL STATISTICS

SPEED INITIATIVE

GRAPPLE BASE ATK CHECK

+3

20 ft. (40 ft. mounted)

+3 +7

rations

Backpack, bedroll, flint and steel, lantern, oil (4 flasks), waterskin, 50 ft silk rope, 2 days' trail

SKILLS

Balance +8* Climb +8* Escape Artist +8* (+10 ropes)
Handle Animal +8 Hide +12* Jump +4***

Listen +9 Ride +14 Search +7

Sense Motive +9 Spot +9 Survival +9 (+11 tracking)
Swim +6** Use Rope +10 (+12 blndlng) (each * = -2 penalty applied)

Remember that as a mounted character,

certain skill checks may rely on your warpony, rather than yourself



FEATS

Beastmaster You have a warpony as a bonded mount. You can handle your bonded animal as a free action or

1 push it as a move action, even if you don't have ranks in the Handle Animal skill. Your bonded animal
knows all the tricks listed on page 92 of the Iron Heroes rulebook, but will perform them only at your
command.

Beastmaster Your bonded animal gains a reserve pool equal to its uninjured hit point total. This is an exception to

2 the normal rule that creatures without Iron Heroes classes do not have reserve pools. In addition,
your bonded animal gains one bonus Hit Die due to the rigorous training program you put it through.

Mounted Once per round when your mount is hit in combat, you may attempt a Ride check to negate the hit.

Combat 1 You negate it if your Ride check result exceeds the opponent’s attack roll.

Weapon You gain a +1 bonus on all attack rolls and a +2 bonus on all damage rolls when you attack with a

Focus (Flail) 1 | flail. These bonuses are already included in your attack statistics.

&2

Shield You gain a +1 active bonus to defense when you gain a defense bonus from a shield.

Mastery 1

Bonus Feats

CLASS ABILITIES

You have 2 bonus feats (already selected above).

REDLOCK (WARPONY)

ABILITIES
STR DEX CON INT WIS CHR
18 (+4) 15 (+2) 16 (+3) 2 (-4) 11 (+0) 4 (-3)
SAVING THROWS HIT POINTS
FORT REF WILL HP RESERVE
+7 +6 +1 30 30
DEFENSE AND ARMOUR
DEFENSE ACTIVE PASSIVE SHIELD ARMOUR DR
14 2 2 - LEATHER 1D2
WEAPON ATK DMG CRIT RNG DESCRIPTORS
HOOF +7 1D3+4 X3 - Natural weapon
2ND HOOF (Full attack only) +7 1D3+4 X4 - Natural weapon

TACTICAL STATISTICS

SPEED INITIATIVE GRAPPLE BASE ATK CHECK
40 ft Use Velgar's +7 +7
SKILLS
Balance +4 Climb +4 Jump +8
Listen +5 Spot +5 Swim +4

Endurance

FEATS

You gain a +4 bonus on the following checks and saves: Swim checks made to resist nonlethal
damage, Constitution checks made to continue running, Constitution checks made to avoid nonlethal
damage from a forced march, Constitution checks made to hold your breath, Constitution checks
made to avoid nonlethal damage from starvation or thirst, Fortitude saves made to avoid nonlethal
damage from hot or cold environments, and Fortitude saves made to resist damage from suffocation.

Mobility 1

You get a +4 active bonus to defense against attacks of opportunity caused when you move out of or
within a threatened area.




THE CHARACTERS

You You have always been smaller than everyone else, but you've never let that hold you back: in fact,
some might say it's made you push yourself forward a bit too much. You've always felt a need to
prove that you're small than your smaller stature would suggest. Fortunately, you discovered an
aptitude for training and handling animals; especially horses and ponies. Tanks to your effort, the
village got its first mounted scouts and messengers, who could bring word of any dangers to the
community.

You personally spent a great deal of time training to fight while mounted, as the extra height and
speed compensated for your own smaller stature. You have become expert in fighting as a unit with
Redlock, your warpony.

Barradon A tough outlands mercenary. A gruff, cold man, but skilled in a fight. Unlike many others, he has
never questioned your skill or fitness to be a warrior.

Carradine You respect Carradine. He has a discipline and a strength of focus that reminds you of your own,
though his seems to stem from calmness, whereas yours comes from passionate ambition.

Dargun A man as huge as you are tiny, Dargun is far more comfortable in his unusual stature than you have

ever been in yours. But then, he's had it much easier ... no-one dares laugh at a man his size. He's
never wronged you; or anyone else for that matter; but you do feel a little hostility toward him for the
luck he has had.

Gorga Perhaps the only person you know whose physical traits have brought them more hardship than your
own. Gorga has a phenomenal knowledge of herbs and healing, as well as some other abilities you
don't even pretend to understand.

Jaynis A newcomer who makes no attempt to conceal his scorn for you. You are used to such ignorant
opinions, but that doesn't stop you resenting them, and those who hold them.




