
consider their king or queen to be a

veritable god-thing. The royal kr•awn

and the scryers pilfered many of the

artifacts and writings from the Order

of Modakva. Since royal kr•awn were

not bred with the short life spans of

their lessers, it is possible that the same

royals have been alive „ and

studying magic „ since the original

kr•awn revolt.

BLOOD KR•AWN

B lood kr•awn are the most

common and base of these

creatures, bred to fuel their masters•

magic. They are weak combatants,

but fearless and much tougher than

their small frames would suggest. A

blood kr•awn is about the size of a

large child, with bulbous eyes and a

small, toothy maw. It scurries about

on all fours, squealing loudly and

slashing with its claws when

agitated.

A DVENTURE SEED

�� An evil wizard is searching high

and low for the lost secrets of the Order

of Modakva. The PCs encounter the

villain•s henchmen in various

dungeons, and eventually discover his

plan to breed blood kr•awn for power.

But the PCs also find clues leading to

a community of free kr•awn „

possible allies in their fight against

this growing evil.
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kr•awn Mutation Table

D20 MUTATION EFFECT

1…8 No mutation
9…10 Backward head or limbs No game effect
11 Tiny mouth No bite attack
12 Missing forearms No claw attacks
13 Phosphorescent skin …2 racial penalty to Hide checks
14 Scrawny …1 Hit Die, …2 Strength score
15 Powerful legs Increase base speed by 10 ft., and

gain +10 racial bonus to Jump
checks

16 Spider eyes All-Around Vision gives +4 racial
bonus to Spot and Search checks,
and they can•t be flanked

17 Gaping maw Gain bite attack for 1d4 damage,
or increase bite damage by one
die

18 Extra arms Two extra claw attacks
19 Acid blood An attacker that wounds a kr•awn

for normal damage must make
Reflex save (DC 14) or take 1d6
acid damage

20 Horrible stench Non-kr•awn must make a single
Fortitude save (DC 14) or be nau-
seated for as long as they remain
within 30 feet.
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