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FOCUS 
CHARACTERS 
This Player Companion highlights 

options specific to characters of the 

following clas ses .  

BARBARlANS 
For the Conan-inspired barbarians 

of the Realm of the Mammoth Lords 

(page 22), the proud raiders of the 

Lands of the Linnorm Kings (pages 

10 and 20), and the rugged people 

of the Crown of the World (page 12), 

rage and winter go hand in hand. 

Feats like Tribal Scars (page 24) and 

expanded details on the people of the 

Tusk Mountains provide new depths 

of detail to the rough people of the 

Realm of the Mammoth Lords .  

ORACLES 
The might of winter and the brutal 

landscape wins widespread devotion 

across the North, especially in the 

hearts of the Kellid shamans known 

as bloodspeakers (page 7) and Erutaki 

spirt-talkers (page 12) . Their faith in 

winter's might is reflected in the new 

winter mystery (page 26) . 

RANGERS 
Those who can survive nature's icy 

ferocity are held in high regard all 

across the northlands ,  whether they 

earn fame as Kellid giant-tamers 

(page 23) , mammoth-stalking beast 

wranglers (page 23) , glory- seeking 

linnorm hunters (page 2 1) , sentries 

of the Snowcaster elves (page 9), 
guardians of lrrisen's White Witches 

(page 25), or by otherwise being at 

home in the ice and snow. 

WlTCHES 
The White Witches ofirrisen and their 

snow-conjuring brethren dominate 

the magical traditions of the North 

(pages 13 and 19) . Learn their greatest 

magic with the new spells detailed 

herein (page 26) and those you can 

reference from other sources (on the 

inside back cover). 

FOR EVERY 
CHARACTER 
Certain game elements transcend 

the particulars ofrace and class .  The 

following features work equally well 

for any character in the Pathfinder 

Roleplaying Game, regardles s  of 

what the character's focus, type ,  or 

background might be.  

BACK.GROUNDS 
Learn what it means to be a member 

of some of the most rugged cultures 

of the Inner Sea region with in­

depth details on the Kellids (page 6), 

the Ulfen (page 10) , and the nations 

of the North (pages 18-23), as well as 

new traits for each. 

CAMPAlGN 
The Reign ofWinter Adventure Path 

is coming! Make sure you prepare 

yourself to face the cold with advice 

and campaign traits built to aid 

characters in this campaign against 

frost and fury (page 30) . 

ETHN1C1T1ES & RACES 
Though you may already be familiar 

with the Kellid and Ulfen human 

ethnicities ,  the North is also home 

to the Erutaki of the Crown of the 

World (page 12) , the haughty Jadwiga 

who rule Irrisen (page 13) , and the 

tribal Varki (page 15) . The arctic­

dwelling Snowcaster Elves (page 8) 
also offer you an exciting alternative 

to the more common forest-dwelling 

elves ofKyonin. 

SuRV lVAL 
Get the right gear and survival tip s 

you need to weather the ice and snow 

with new equipment (page 28) , and 

tips on facing icy dangers (page 16) . 

This Player Companion introduces the 

following roles. Roles might be considered 

builds, character templates, or kits to help 

tie characters to a particular premise. 

Remember, every aspect of a role is just a 

suggestion, so you can personalize each in 

whatever ways most appeal to you. 

Role Page 

Beast Wrangler 23 

Blackraven Witch-Warden 21 

Erutaki Spirit-Talker 12 

Giant-Tamer 23 

lrriseni Crowhunter 19 

lrriseni Feycaller 19 

Jadwiga Cryomancer 13 

Kellid Bloodspeaker 

Kell id Hu ntmaster 

Linnorm Hunter 21 

Skaldic Wayfarer 11 

Snowcaster Sentry 9 

Snowcaster Twilight Speaker 9 

Ulfen Raider 11 



RULES lNOEX 
In addition to the new spells and new oracle mystery (page 26), the 

following archetypes, magic items, and traits are presented in this 

Player Companion. 

ARCHETYPE PAGE RELATED CLASS 

Viking 24 Fighter 

Witch guard 25 Ranger 

FEAT PAGE PREREQUISITES 

Cold Celerity 24 Endurance 

Tribal Scars 24 Mammoth Lords tribe 

Witch breaker 24 Iron Will 

MAGIC ITEM PAGE 

Buoyant harpoon 28 

Cloak of the saga keeper 28 

Helm of the Mammoth Lord 29 

Hex nail 29 

Mammoth lance 29 

Pelt of primal power 29 

Saga of the Lin norm Kings 29 

Shard of winter 29 

CAMPAIGN TRAIT PAGE CAMPAIGN 

Adaptive Magic 30 Reign ofWinter 

Blood of Giants 31 Reign ofWinter 

Failed Winter Witch Apprentice 31 Reign ofWinter 

Northern Ancestry 31 Reign ofWinter 

Restless Wayfarer 31 Reign ofWinter 

Vigilante Witch Hunter 31 Reign ofWinter 

Warded Against Witchery 31 Reign ofWinter 

RACE TRAIT PAGE RACE (ETHNICITY) 

Child of Two Peoples 15 Half-elf, half-ore, or human 

Glint-Tongued 10 Human (Ulfen) 

Honor-Driven 11 Human (Ulfen) 

Insular 15 Dwarf 

Irritable Diplomat 15 Half-ore 

Jadwiga Scion 13 Human (Jadwiga) 

Obscure Traditions 8 Elf (Snowcaster) 

Snowblooded 9 Elf (Snowcaster) 

Snowstepper 15 Gnome 

Spirit Lodge Dreamer 12 Human (Erutaki) 

Storied Scars 6 Human ( Kellid) 

Varki Landspeaker 15 Human (Varki) 

Wary of Danger 6 Human ( Kellid) 

REGIONAL TRAIT PAGE REGION 

Big Game Hunter 23 Realm of the 

Mammoth Lords 

Call of the Longships 21 Lands of the Linnorm Kings 

Chillblight Emissary 19 lrrisen 

Huldra's Luck 21 Lands of the Lin norm Kings 

Spirit Animal 23 Realm of the 

Mammoth Lords 

Whitethrone Gourmand 19 lrrisen 



LANDS OF THE NORTH 
The northern reaches of Avistan stretch from the Lands 

of the Linnorm Kings in the west, through the nation 

of Irrisen, to the Realm of the Mammoth Lords in the 

east. All of these lands are colored by the cold northern 

climate, but each has its own distinguishing features .  

The Lands of  the Linnorm Kings are a collection of 

petty kingdoms ,  each centered on a major settlement 

and ruled by a king who has claimed his or her throne by 

virtue of defeating one of the land's fearsome linnorms . 

The Linnorm Kingdoms encompass vast tracts of cold 

marshes ,  taiga, and rocky tundra, and stretch south to 

where the eaves of the mighty Grungir Forest loom over 

the foothills of the Kotlar Mountains .  

The nation of Irrisen is a land frozen in the grip of 

an eternal winter. Carved off from the eastern Linnorm 

Kingdoms i ,400 years ago, Irrisen is ruled by the cruel 

White Witches, daughters and granddaughters of 

the Witch Queen Baba Yaga. The Winterwall Glacier 

encroaches upon the ice-bound land from the north, 

while the permanently snow- covered Hoarwood Forest 

stretches acros s  the nation's southeastern reaches .  

The Realm of the Mammoth Lords is an ancient place 

where prehistoric beasts still roam the land, and is 

claimed by no one but the nomadic Kellid people. The 

Tusk Mountains divide the snowy plains of the west from 

the vast tundra of the Thunder Steppes ,  which reach all 

the way to the demon-tainted Worldwound. 

PEOPLE OF THE NORTH 
Ulfen and Kellids make up the majority of the North's 

native people, with the former principally found to the 

west and the latter more populous in the east. Between 

them, the Jadwiga, the descendants of Baba Yaga, form 

a ruling class  in the nation of Irrisen. On the northern 

fringes of these lands ,  the human Erutaki and Varki 

ethnicities exist alongside the Snowcaster elves .  Tians 

from far-off Tian Xia have made their way over the 

Crown of the World to settle these lands as well. Dwarves 

and gnomes may be found scattered throughout the 

mountains of the North, and even half-ores have found 

places for themselves in the harsh reaches .  

The Lands of the Linnorm Kings have long been at 

odds with Irrisen over the theft of their lands and the 

enslavement of their people during the brutal Winter 

War. The two countries are not currently at war, but 

border skirmishes are common. Many ethnic Ulfen 

remain in Irrisen, subject to the cruel whims of the 

Jadwiga nobility. 

The Realm of the Mammoth Lords must also defend 

against Irrisen's predations ,  but the White Witches 

are not the only danger threatening that land's Kellid 

inhabitants .  To the east, the demonic hordes of the 

Worldwound seek to expand their Abyssal territory on 

Golarion, while the savage ores of Belkzen to the south 

jealously eye the powerful warbeasts that travel in great 

herds acros s  the land. 



OTHER NORTHlANOS 
Although Irrisen, the Lands of the Linnorm Kings, and the 

Realm of the Mammoth Lords are bound by geographic 

proximity, shared cultures ,  and similar ethnicities ,  they 

are not the only nations of the northlands. Several other 

countries  occupy the same latitude, though their themes 

and dangers set them apart. In brief, the following areas 

might also be considered part of the northlands, but are 

detailed elsewhere. 

Brevoy: Cold winds blow acros s  the Lake of Mists and 

Veils into this realm ofrival noble houses perched on the 

brink of warfare. The disappearance of Brevoy's royal 

family has exacerbated feuds between the rival regions of 

Is sia in the north and Rostland in the south. Beyond the 

information contained in The Inner Sea World Guide, many 

details on Brevoy appear in Patlifrnder Adventure Path #31.  

The Crown of the World: Beyond the mountains and 

glaciers that form the northern borders of the continent 

of Avistan stretches a vast, harsh continent known as the 

Crown of the World. Although cloaked in arctic ice and 

snow, this is a land of frigid deserts, slow-moving rivers, 

scant forests, mind-boggling mountains, and strange 

ruins. Hardly a dead, empty land, this is the home of the 

Erutaki, the Snowcaster Elves ,  and myriad mysterious 

and unique creatures .  The Crown of the World also serves 

as the most direct route to the distant land of Tian Xia. 

Daring travelers risk their lives upon the endless  icy 

expanses following a route known as the Path of Aganhei, 

a deadly and largely unmarked path dubiously linking 

Avistan with the far east. A detailed gazetteer of the Crown 

of the World appears in Pathfinder Adventure Path #51. 

Iobaria: East ofBrevoy and the Lake ofMists and Veils 

stretches the realm of Iobaria, an expanse of rugged 

wildernesse s ,  dense forests ,  cyclopean ruins, plague­

emptied villages ,  and isolated communitie s .  Centaurs ,  

cyclopes ,  giants ,  and other bestial races range across  this 

vast region, often dwelling amid the debris of various 

fallen empire s-crumbling monuments representing 

all that remains of forgotten kingdoms both humanoid 

and monstrous .  An overview of Iobaria i s  presented in 

Pathfinder Adventure Path #33· 

Mendev: The kingdom of Mendev faces the constant 

threat of being overwhelmed by the terrible forces of the 

World wound, and acts as the rallying point for the forces 

that stand against Golarion's demonic invasion. See The 

Inner Sea World Guide for more details on Mendev, as well 

as the upcoming Wrath of the Righteous Adventure Path. 

The Worldwound: Sarkoris-a land of powerful druids, 

wise witches ,  and mysterious god- calling summoners­

was obliterated by a tear in reality that unleashed 

countles s  demonic hordes into the world. Although the 

fiendish tide has been slowed, the Worldwound presents a 

threat to all ofGolarion. More details on Sarkoris and the 

Worldwound can be found in Patlifrnder Campa(gn Settin.!J: 

Lost Kin.!Jdoms and the upcoming Patlifrnder Campai.!Jn 

Settin.!J: The Worldwound. 



Nomadic Kellid tribes wander northern Avistan from 

the arid steppes ofNumeria to the snowy plains west of the 

Tusk Mountains following game herds ,  ancestral trails ,  

omens, and the ambitions of charismatic chieftains. 

These bands must contend with threats from all sides ,  

both natural and supernatural. Between the curses 

of the winter witches of Irrisen to the west, the savage 

ore hordes of Belkzen to the south, and the demonic 

horrors boiling from the Worldwound in the east, the 

Kellid people have well earned their deep distrust of 

outsiders ,  as well as of magic and those who wield it. 

At home in an environment where daily survival is 

the first-and often only-concern, their small 

tribes are uncomplicated by elaborate codes of 

etiquette and other luxuries found within city 

walls .  Indeed, Kellid tribes thrive in brutal 

conditions that would break more rigidly 

structured societies .  As unforgiving as the 

tundra they wander, Kellids nevertheless  

possess  a unique code of honor, and would rather offer 

a hated enemy shelter from an arctic storm than allow 

another to suffer an undignified and grim death by 

exposure or starvation. 

The few Kellids who abandon nomadic life settle 

in cities and towns where their skills as warriors and 

trackers are desired, or put down roots where prey, iron, 

or other desirable resources are relatively easy to come 

by year-round. Despite this ,  urban and settled Kellids 

continue to observe the practical lifestyle of their roving 

kin. Even in the best of times ,  a Kellid owns little more 

than he can carry or wear. It's not that Kellids disdain 

physical luxuries and creature comforts ,  but rather that 

they rarely have the luxury or good fortune to accumulate 

such things ,  and in many cases would not know what to 

do with them if they did. In the end, a typical Kellid 

needs nothing more than a mammoth hide acros s  his 

back, a spear in his hand, and a challenge in his sight.  

NAM.ES 
Kellid names often sound brusque and harsh, with 

guttural sounds and hard consonants. Usually consisting 

of no more than two syllables ,  Kellid names are briefby 

necessity. In the unforgiving and violent wastes of the 

North, the half-second it takes to bark a Kellid name 

can often mean the difference between survival 

and death. Kellids make little use of second names 

within their own communities ,  though renowned 

figures can earn descriptive titles befitting their deeds 

and accomplishments .  Traditionally, Kellid children go 

unnamed until they survive their first winter. 

Female Names: Addit, Bevka, Dejik, Eht, Garra, Jerda, 

Kagur, Kanat, Larat, Medda, Renka, Serit, Telka, Vehk 

Male Names: Anok, Brud, Droguk, Gotor, Jokon, 

Hrunga, Jod, Korut, Mortok, Nunek, Purat, Torg, Yort 

Titles: Beast- Stalker, Giantkin, Long Years, Many 

Scars, Red Spear, Snow Mane, Trollkill, Tuskbreaker, 

The Unbroken 

TRAlTS 
Characters of the Kellid ethnicity have acces s  to the 

following race traits .  

Storied Scars: You proudly bear the numerous scars of 

your life on your body, and each one tells a tale of your 

experiences .  You gain a +i trait bonus on Diplomacy checks 

made to interact with other Kellids ,  and a +1 trait bonus on 

Intimidate checks when dealing with non-Kellid peoples .  

Wary of Danger: Your people are beset on all sides by 

threats ,  and you have developed a keen sense for danger. 

' You gain a +2 trait bonus on initiative checks .  



KELL10 ROLES 
Every member of a Kellid tribe or following has his or her 

own role to play within the group. Most Kellids take on a 

vocation in which they have demonstrated ability and proven 

their prowess. These are just a few of the callings Kellids 

might adopt, along with the rules elements common to such 

roles .  Class features marked with a superscript numeral 

one (') appear on pages 26-27 ofthis book, while feats marked 

with a superscript numeral two (') appear on pages 24-25. 

KELLID BLOODSPEAKER 

Wise Keeper of Tribal Lore 

Specialty en th ra l l i n g  storyte l l e r, p r im i t ive wonde rworker, 

p rotector of c l an  t ra d i t i ons  

Race h u m a n; Ethnicity Ke l l i d  

CLASS OPTIONS 

Class ba rd; Archetypes a n i m a l  speakeruM, savage  ska l dAPG; 

Class Features versa t i l e  performa nces (orato ry, percuss ion) 
Class d ru i d; Archetypes a rct i c  d ru i d APG, pack l o rduM, p l a i n s  

d ru i d 'P6; Class Features na tu re bond (a n i m a l  compan i on; 

a u rochs, mastodon,  mega loceros62, or woo l l y  rh i noceros), 
na tu re bond (doma i n; a n i ma l, a rc t i c"M, mou nta i n"M, p l a i n s"M, 

o r  water), na tu re bond (subdoma i nAPG; f u r  o r  ice) 
Class o rac l e; Archetype possessed orac l e"M; Class Features 

myste r ies  (an cestoruM, l o re, wi nter' ), reve l a t i ons  (ch i l d  of 

wi nte r1, i cy sk i n1, l o re keeper, storm of sou l s"M, wisdom of 

the a ncesto rs"M) 
PREFERRED OPTIONS 

Skills Craft (any), D i p l omacy, Hand l e  An ima l , Know ledge  

(h i sto ry, loca l ,  na tu re, re l i g i o n), L i ngu is t i cs, Pe rfo rm (o rato ry, 

percuss ion ,  w i nd ), Sense Mot ive, S u rv iva l  

Feats An ima l  Affi n i ty, D iv i ne  l nterference"M, Persuas ive, S k i l l  

Focus, Tr i b a l  Sca rs', W i l d  Speech"M 

DESCRIPTION 

Bloodspeakers a re the keepers of trad i t i on  among the Ke l l i d  

peop le, impa rt ing  t ime-tested wisdom to  young  wa rri ors and  

exper ienced ch iefs. They  a re i n te rmedia r ies between the tr ibe 

and  i ts gods, between hunters and  the totems of the ir  prey. Most 

importa nt ly, b l oodspeakers a re the most potent l ine of occu l t  

defense aga i nst the mag ica l  th reats the Ke l l i d  peop le  r i gh t ly  fea r. 

ROLEPLAYING 

Persona eyes a l ert  for omens  a nd  portents, h i debou nd, 

respects t ra d i t i on, sagac ious, speaks i n  pa ra b les; cons ider  

be i ng  a sp i r i t ua l  gu ide  to a nother  pa rty member  

Preferred Equipment mam moth -sk i n  d rum,  med i c i ne  bag,  

zoic fetish'swo; Preferred Language Ha l l  i t ;  Preferred 

Religion Desna 

KELLI D HUNTMASTER 

Indomitable Hunter of Mastodons 

Specialty cunn i ng  tracker, fea r less sta l ke r  of p rey, t i re l ess h u nter 

Race h u m a n; Ethnicity Ke l l i d  

CLASS OPTIONS 

Class barba r i an; Archetypes totem warr io rAP6, sca rred rage ruc, 

t rue p r im i t iveuc; Class Features ra ge  powers (beast totemAPG, 

powerfu l  b l ow, scent, s p i r i t  totemAPG, swif t  foot) 
Class fi g hter; Archetypes po lea rm masterAP6, u n b rea ka b le"'; 

Class Features wea pon t ra i n i n g  (spea rs, t h rown) 
Class ra nge r; Archetypes t rappe r"M, w i l d  sta l ke r'"; Class 

Features favored enemy (a n i m a l ), favored terra i n s  (co ld ,  

p l a i n s), ra nge r  t rapsuM (freez i n g  tra p, mark i ng  t ra p) 
PREFERRED OPTIONS 

Skills Craft (wea pons), Knowledge (geography, na tu re), 
Percept ion ,  Profess ion  (butcher, t ra pper), Stea l th, S u rviva l 

Feats Bloody Assa u l tAP0, End u ra n ce, F l eet, Powe r Attack, R u n, 

Se l f -Suffi c i e nt, S l aye r's Knackuc, Tr i ba l  Sca rs', V i ta l S t r i ke 

DESCRIPTION 

Ke l l i d  h u ntmasters a re predators, versed in the lo re of g reat 

beasts and attuned to the sp i ri ts of the hunt .  When tr ibes c lash 

ove r hunt i ng  g rounds, h u ntmasters lead their peop le to wa r. 

A huntmaster honors the prey an ima l s  that susta i n  her  tr i be, 

protect ing  the herds from foo l i sh  h unters eager to k i l l  more than 

they need.  She i s  a lways ready to t ravel fa r from her  t r ibe to  seek 

out  new hunt ing g rounds, observe the hea l th of the g reat herds, 

and lea rn wisdom i n  the dance between predator and prey. 

ROLEPLAYING 

Persona emb races na tu re's h a rd sh i ps, l one  wo l f, pack a l pha,  

q u iet  respect  for na tu re, sto i c  

Preferred Equipment kn i fe, spea r; Preferred Language H a l l i!; 

Preferred Religion E rast i l  



Snowcaster elves have no nations,  cities ,  or large towns 

of their own, and ill-informed outsiders often believe 

them to be nomadic, since few have ever seen one of their 

settlements .  This suits the secretive elves just fine, as it 

hidden in ravines between blizzard-cloaked mountains, 

in the depths of snow-carpeted pine forests ,  or in ice 

caves formed from the growth of glaciers over millennia. 

Snowcaster elves have a fierce loyalty to the place where 

serves to protect their greatest treasures-their homes ,  they choose to live , whether it's an ancestral burial 

their families ,  and their faith. ground, the home of a revered leader, or a particularly 

Snowcaster elves live in small, isolated tribal (; holy site. 

communities ,  hidden from the outside world, often When contact with outsiders is neces sary, it 

dwelling in the remains of the once-grand structur_;,s/ i s  commonly a single Snowcaster called a "twilight 

built by their ancestors .  These ruins are usu-ally speaker" who enters a foreign community, having been 

concealed or inaccessible unless  one knows the �ay- trained specifically for the task. Snowcaster elves are 

/ 
usually cautious at best in their dealings with strangers, 

and have a reputation for blunt speaking. This i s  not 

rudeness ,  however, merely a desire to conclude their 

business  as quickly and efficiently as pos sible . 

NAMES 
Snowcaster elves have the utmost respect for family 

and tradition and choose to honor their ancestors by 

naming their children for them. However, because 

they are also intensely private and wary of revealing 

their secrets to strangers, they choose to hide their true 

names in single long, multi-syllabic traditional names.  

As such, it is generally impossible for anyone 
r-.-:::...- outside of a particular Snowcaster elf's tribe 

to identify just which parts of an individual's 

name relate to his or her ancestors 

and which is the given name. In 

any dealings with non-elves ,  

revealing their names i s  seen 

as bad luck, so Snowcaster 

elves introduce themselves 

with a sobriquet instead. It 

is quite an insult to ask a 

Snowcaster elfher name without first giving your own. 

Female Names: Celaesorea, Elurrabeherra, Koryveretru, 

Lumivartalvae , Mirrashylora, Parralatea 

Male Names: Euroliyern, Iularavern, Kuroredimer, 

Liiornadin, Nuorufalal, Raelyosradin 

Sobriquets: Daughter of Twilight, Son of the Snows, 

Sunset's Blood, Winterwall Runner 

TRA1TS 
Elven characters of the Snowcaster ethnicity have acces s  

to the following two race traits .  

Obscure Traditions: You confound those who think 

they know about elves .  Any creature attempting to make a 

Knowledge check about your people, a Sense Motive check 

to determine whether you are lying, or a Survival check to 

track you takes a -2 penalty on the check. Additionally, any 



character or creature that normally gains a bonus on attack 

or damage rolls against elves (such as a ranger's favored 

enemy ability) has such a bonus reduced by i (minimum o) . 

Snowblooded: Your family has a long tradition of 

producing excellent sentries and twilight speakers .  You 

gain a +4 trait bonus on Fortitude saving throws made 

to avoid nonlethal damage from cold environments ,  and 

gain a +1 trait bonus on saving throws against spells with 

the cold descriptor. 

SNOWCASTER ELF ROLES 
These are just a few of the callings Snowcaster elves 

frequently adopt, along with the rules elements common 

to such roles .  

SNOWCASTER SENTRY 

Vigilant Worden of the Snows 

Specialty fi e rce g u a rd i a n, pat ient  watche r, stea l thy s layer 

Race e l f; Ethnicity Snowcaster 

CLASS OPTIONS 

Class ra nge r; Archetypes fa l cone r0c, g u i deA'G, sk i rm i she r•'G, 

wa rden°c; Class Features combat  sty le (a rche ry); favored 

terra i n s  (co ld,  fo rest, moun ta i n) 

Class rog u e; Archetypes scout•'", s n i pe rAP6, s u rv iva l i st"c; Class 

Features rog u e  ta l ents  (ca mou fl ageAP6, fast stea l th ,  s nap  

shotAP6, s n i pe r's eyeAP", su rviva l i st•'G, terra i n  maste ry"c), 

adva nced ta l e nts ( h i de  in p l a i n  s i gh t0c, stea l thy s n i pe rA'G) 

PREFERRED OPTIONS 

Skills C l imb, I n t im i da te, Knowledge ( loca l) ,  Knowledge 

(natu re), Percept ion ,  Sense Mot ive, Stea l th ,  Su rviva l, Swi m  

Feats Acrobat i c  Steps, A ler tness, E lven Acc u racyAP6, E lven Batt le 

Tra i n i ngA"6, Fa r S hot, L ight StepA'6, N imb l e  Moves, Po i n t  Bl a n k  

S hot, Stea l thy, Wea pon Focus, Wea pon  Spec ia l i za t ion  

DESCRIPTION 

Snowcaster sentr ies a re the stea l thy gua rd i ans  of the i r  t ri ba l  

terr itor ies and a re t ra i ned from a young age i n  how to rema i n  

h idden i n  the snows wh i l e  observ ing a target, and  how to  sca re a 

ta rget off or ki l l  it q u ick ly and  effi c ient ly. Snowcaster sentr ies a l so 

perform other tasks, such as h unt ing game or  carry ing messages 

between Snowcaster commun it ies .  

ROLEPLAYING 

Persona determ i ned, fi e rce, pat ient, stea l thy, v ig i l a n t  

Preferred Equipment l o ng bow, l ongswo rd; Preferred 

Language E lven 

SNOWCASTER TWILIGHT SPEAKER 

Resolute Envoy to Foreign Lands 

Specialty ho ly  envoy, steadfast  t rad i t i ona l i st, wa ry exp lo re r  

Race e l f; Ethnicity Snowcaster 

CLASS OPTIONS 

Class c le r i c; Archetype t heo log i a n"M; Class Features doma i n s  

a nd  subdoma i n s  (see be low) 

Class rog u e; Archetype sanct i f ied rog ue"'; Class Features 

rog u e  ta l e nts (ca n ny observerAPG, esoter ic scho l a ruc, g u i l e fu l  

po lyg lotAPG, h a rd to foo lAPG, majo r  mag ic, m inor  mag ic, 

s u rviva l i stAPG), adva n ced ta l e nts (s l i ppery m i nd,  t hough t fu l  

reexa m i n i ngAPG) 

PREFERRED OPTIONS 

Skills Craft (a ny), D i p l omacy, Knowledge (h i sto ry), Knowledge 

( loca l) ,  Know ledge  (re l i g i o n), L i ngu i s t i cs, Percept ion ,  Sense 

Mot ive, Su rviva l 

Feats Ale rtness, Bread th  of Exper ienceAPG, I ro n  W i l l , Persuas ive, 

Se l f -Suffi c i e nt, S k i l l  Focus (a ny) 

DESCRIPTION 

Snowcaster twi l i gh t  spea ke rs a re fe rvent ly re l ig ious  envoys 

to fore i gn  l ands  who se rve as d i p lomats, sp ies, and  traders . 

Worsh ip i ng  the goddess F i nde l ad l a ra i n  ways that most outs iders 

cons ider  stra nge, twi l i gh t  speakers a re t ra i ned to res ist the cur ious 

and  inv i t ing customs of younger  races. As they move th rough  the 

wor ld,  they a re ever vig i l an t  for c lues that might hera l d  another 

catastrophe l i ke Earthfa l l  or  other th reats to Snowcaster la nds .  

jou rneys beyond the ir  home terr i tor ies a re seen as  ho ly dut ies, 

r ites of passage, or  p i l g rimages for twi l i gh t  speakers in t ra i n i ng .  

F i nde l ad l a ra 's doma i n s  a re A i r, Art if i ce, Chaos, Commun ity, and  

Good, and  her  pr i ests have access to the fo l l owing subdoma i ns: 

Azata, C loud, Fa m i l y, Home, and W ind .  Her  favored wea pon i s  

the qua rterstaff. 

ROLEPLAYING 

Persona proud,  s t rong -wi l l ed, susp i c i ous, t rad i t i o na l  

Preferred Language E l ven; Preferred Religion F i n de l ad l a ra 



In winter, Ulfen spend their time carousing and telling 

tales through the shrieking dark of weeks-long blizzards, 

cut off from the rest of the world in their longhouses, ready 

at any time to defend their holdings from wolves ,  trolls ,  or 

worse. In summer, Ulfen farm the land and hunt game, 

gathering surplus for the long winter months, or else go 

raiding, trading the longhouse for the longship. 

Even at peace, the Ulfen have a deep competitive streak. 

Competition can be entirely amicable, but even a friendly 

competition can turn into a vicious rivalry or outright 

hostility if one party feels his honor was impugned. 

Ulfen compete through feats of strength and stamina. 

Single combat, as the ultimate test of all these qualities, is 

quite common. This love ofbattle and the status Ulfen gain 

from defeating their foes lead some Ulfen to duel monsters 

instead of just their brethren in an effort to win more 

prestige. Troll wrestling is particularly popular among 

such folk, and torn-off, cauterized troll limbs are highly 

valued trophies of such activities .  Linnorm-hunting, of 

course, is the ultimate expression of this tradition. 

Ulfen almost always adopt their forebears' profes sions , 

laboring alongside parents ,  siblings ,  and children. To 

Ulfen traditionalists ,  marriage is the only legitimate 

way to change livelihoods ,  and leaving the family's 

occupation is otherwise tantamount to abandoning the 

family, redeemable only through extraordinary success .  

Winning glory (and loot) transcends careers ,  however, 

and raiding, soldiering, or adventuring are always 

honorable and acceptable pursuits .  

NAMES 
Ulfen usually have two names:  an individual given 

name and a byname, based on a notable characteristic. 

The cadences of Skald make two-syllable given names 

common, with a solid subset of strong monosyllables .  

An Ulfen's first  byname, acquired at  birth, is a simple 

patronymic or matronymic derived from one parent's 

name. Later bynames are based on notable deeds or 

characteristics .  The first true byname is considered a key 

step toward an independent adult identity, though some 

children acquire individual bynames at very young ages .  

Ulfen rarely choose these names themselves ,  and they are 

not always flattering. Ulfen may acquire several bynames 

over their lives ,  but only the most recent is used except 

in the most formal circumstances ,  making an unwelcome 

byname a strong incentive to do something remarkable to 

earn a new one. Bynames go anywhere in the name that 

seems to fit. 

Female Given Names: Attild, Brid, Einn, Gunilla, 

Innveig, Maurild, Runveig, Svala, Thingerd, Yngvilda 

Male Given Names: Birgun, Eirnar, Gundar, Hamall, 

Jud, Njal, Sjogun, Tholl, Varmod, Vid 

Matronymics and Patronymics: These bynames 

simply consist of one parent's name and the suffix - sen 

or - s son (for boys) or -<latter, -<lotter, or -dottir (for girls). 

Sample Bynames: Beartooth, Firebraid, Horde-Mother, 

the Tall, Thickskull, Troll-Biter, Six-Ales ,  Wolfpelt. 

TRA1TS 
Characters of the Ulfen ethnicity may choose from the 

following race traits .  

Glint-Tongued: You have a gift for poetic turns of phrase 

and vicious streams ofinsults. You gain a +1 trait bonus on 

Charisma-based skill checks made to impress  or persuade 



other Ulfen (or, at the GM's option, other poetically-minded 

people), and a +2 trait bonus on Intimidate checks . 

Honor-Driven: Your honor is such a part of you that you 

can sense it (or its lack) in others .  You gain a +1 trait bonus 

on Sense Motive checks, and Sense Motive is always a class 

skill for you. 

UlFEN ROLES 
These are just a few of the callings Ulfen adventurers 

might take up, along with the rules elements common to 

such roles .  

SKALDIC WAYFARER 

Wandering Warrior Wordsmith 

Specialty ac i d -tongued t ruth- te l l e r, compe l l i n g  d i p l omat, 

poet i c  l o remaster 

Race h u m a n; Ethnicity U l fen 

CLASS OPTIONS 

Class ba rd; Archetypes cou rt ba rdAPG, savage ska ldAPG, sea 

s i nge rAPG; Class Features versa t i l e  perfo rmances (comedy, 

o rato ry, s i ng) 

Class rog u e; Archetype cha r lata n°c; Class Features rogue  

ta l e nts (ca n ny observerAPG, cha rmerAPG, esoter ic scho l a ruc, 

honeyed wo rdsAPG), adva n ced ta l e nts (ru mormonger0c, 

t hough t fu l  reexa m i n i ngAPG) 

PREFERRED OPTIONS 

Skills B luff, Craft (a ny) D i p l omacy, I n t im idate, Knowledge 

(a ny), Percept ion ,  Perform (comedy, o rato ry, percuss ion, 

s i ng,  w i nd), Profess ion  (a ny), Sense Mot ive 

Feats Antagon i ze0M, Pe rsuas ive, S k i l l  Focus (Knowledge  or 

Perfo rm), Vo ice of the S i byl0M 

DESCRIPTION 

S ka l d i c  wayfa rers a re l i v i ng ,  trave l i ng ,  fi gh t i ng  U l fen l i b ra ries .  

Whether  mag ica l  o r  mundane, the i r  tunes  and  ta les  a re welcome 

i n  any  U l fen commun i ty, from  a n  i so l ated stead i ng  to a ra i d i n g  

pa rty. U s i ng  s aga  a nd  song  t o  ma i n ta i n  U l fen h i sto ry, ska l d i c  

wayfa rers a l so un cove r t h reats t o  the U l fen peop le, sp read 

news,  exa l t  nota b le  ach ievements, and  reteach va l u ab l e  s k i l l s  

when pract i t i oners d i e  w i t hou t  app rent i ces .  S ka l d i c  wayfa rers 

sha re what they have learned on t he i r  t rave l s  with ru le rs they 

cons ide r  worthy-a nd pou r  pub l i c  scorn on those they deem to 

be undeservi ng of the i r  s tat ions .  

ROLEPLAYING 

Persona creat ive, i n dependent -m i nded,  observa nt  

Preferred Language Ska ld 

ULFEN RAIDER 

Fierce Wolf of the Seas 

Specialty mig hty warr io r, rowdy carouser, s k i l l ed  s a i l o r  

Race h u m a n; Ethnicity U l fen 

CLASS OPTIONS 

Class barba r i an; Archetypes d r u nken  bruteAPG, sea reave r0', 

totem war r io rAPG; Class Features rage powe rs (beast 

totemAPG, boast ing t a untAPG, brawler, good for what  a i l s  

youAPG, l i q u i d  co u rageAPG, rag i ng swi mmer, roa r i ng  d r un kAPG, 

strength  s u rge) 

Class ra nge r; Archetypes shapesh i fterAPG, sk i rm i she rAPG; Class 

Features favored enem ies  (d ragon, fey, h umano i d  [g i a nt, 

h u m a n]) ,  favored terra i n s  (co ld ,  water), h u nte r's bond 

(compan i on s), h u nte r's t r i cksAPG (hatefu l  a t tack, q u i ck swi m), 

s h i fte r's b less i ngAPG (bea r, otter) 

PREFERRED OPTIONS 

Skills I n t im idate, Pe rcept ion,  Profess ion (sa i l o r), Su rviva l ,  Swi m  

Feats Death o r  G lo ryuc, D i eha rd, End u ra n ce, I m p roved I n i t i a t ive, 

I n t im i da t i ng  Prowess, Power Attack, Sea Legs0' 

DESCRIPTION 

The nob lest U l fen ra iders a re good -humored b rutes who take what 

they want but  use on ly  enough fo rce to subdue a ny res istance. 

They ra id  to provide  for their peop le at  home, bea r ing no ma l ice 

to those they k idnap, ma im, o r  k i l l ,  and they usua l l y  treat th ra l l s  

"honorab ly" (they demand  ha rd work, but  noth ing  more) .  U l fen 

ra i de rs reve l in overcom i ng  odds; pa rt i c u l a rly  doug hty foes 

o r  cunn i ng  defenses a re met with de l i g hted approva l ,  even as 

they th reaten the ra iders' l i ves, and U l fen ra iders of ten seek out  

monstrous foes when they cannot f ind suffi c ient  cha l l enge among 

the i r  own race. 

ROLEPLAYING 

Persona com pet i t ive, contemptuous  of wea kness, gene rous, 

h a rd, hono rab le  

Preferred Equipment g reataxe, spear; Preferred Language Ska ld 



Though some Erutaki tribes are completely nomadic, 

following reindeer or other herd animals ,  most Erutaki 

reside in permanent villages for at least part of the year. 

These settlements are usually small and isolated, located 

on the coast or near abundant streams and lakes .  

Clans that dwell on the icy coasts fish on the open 

sea in summer and bore holes in the ice to fish in 

winter. Tribes living farther inland hunt game, 

farm resilient tubers alongside herds of long­

haired goats, and raise dogs to be both pets 

and beasts ofburden to pull sleds across 

the ice and snow. 

While there is little in the way of 

centralized government in Erutaki 

lands ,  some clans work closely for 

their mutual survival. The most 

settled Erutaki lands are those 

along the Path of Aganhei on 

either side of the Crown of the 

World. The folk in these regions 

are more used to travelers ,  and indulge 

in significantly more trade than their cousins 

who live farther from this route. 

ERUTAKl CLANS 
The Erutaki are not one people, but rather a collection of 

hundreds of clans spread over thousands of miles of taiga 

and tundra. These clans often have their own dialects and 

customs, but they share enough similarities that many 

outsiders don't see the differences .  Most Erutaki find this 

lazy designation insulting, and instead refer to themselves 

by the names of their tribes ,  clans,  or villages .  Detailed 

here are a few of the most prominent Erutaki clans. 

Iqaavit: The Iqaavit are nomadic herders of musk oxen 

who roam through the tundra ofthe Hoarwell March. They 

are shy folk who mostly avoid travelers. 

Khorkii: The Khorkii Clans live along the coast of the 

Gulf ofKhorkii, with Ketskerlet as their chief town. During 

the winter, they retreat beneath the mountains of the Wall of 

Heaven, into halls maintained by the significant number of 

dwarves who live among the clan. 

Miusunnit: The Miusunnit are the largest Erutaki clan 

in the stilt-city of Aaminiut. Their ancestral claim grants 

them control of the rare ice peppers ofthe marshes .  

Ulaagor: The Ulaagor Clans reside along the shores of 

the Songil Sea,  with Tu var as their chief village. They hunt 

seals and whales on and near the many islands of the coast. 

Yumyzyl: The Yumyzyl People hunt beluga whales ,  

narwhals ,  and walruses along the Ivory Sea  coast. They 

gather annually at the town ofKyzuv. 

The following is just one role that an Erutaki might choose 

to adopt. Class features marked with an asterisk (*) appear 

on pages 26-27 of this book. 

ERUTAKI SPIRIT-TALKER 

Traditional Seer of the Unseen 

Specialty reade r  of omens, sp i r i t ua l  g u i de, 

v i s i on  q uester 

Race h u m a n; Ethnicity E ru tak i  

CLASS OPTIONS 

Class d ru i d; Archetypes a rc t i c  d ru i dAPG, 

bea r s h ama nAPG; Class Features na t u re 

bond  (a n i m a l  co m p a n i o n; bea r, dog ,  

e l k"3, area, o r  wo l f) , n a t u re bond  

(d o m a i n; a n i ma l ,  a rc t i c"M, water, o r  

wea t he r) , n a t u re bond  (s u b doma i nAPG; 

i ce, seasons, or w i n d ) 

Class o ra c l e; Archetypes possessed 

o rac l e"M, see r"M; Class Features 

myste r i e s  (a n ces to r"M, n a t u re, w i n te r"' ) , 

reve l a t i o n s  (c h i l d  of w i n te r'', n a t u r a l  d i v i n a t i o n, 

n a t u re's wh i s pe rs, s a c red  co u n c i l "M, s now s i g h t,, w i s dom 

of t he  a n cesto rs"M) 

PREFERRED OPTIONS 

Skills Hea l ,  Knowledge (h i story), Knowledge (na tu re), 

Knowledge (p l anes), Knowledge (re l i g i o n), Percept ion ,  

Spe l l craft, Su rviva l 

Feats Ale rtness, B l i n d - F i g ht, Ectop l a sm i c  Spe l l APG, I m p roved 

I n i t i a t ive, Rugged No rtherner1swG 

DESCRIPTION 

Erutak i  sp i r i t-ta l ke rs i nterpret s igns  found  in the natura l  wor ld .  

They commune with the sp i r its of the beasts and  ancesto rs, and 

a re afforded g reat respect a mong the i r  peoples, but  usua l ly do 

not become tr iba l  shamans  un t i l  the i r  ha i r  turns wh i te i n  o ld  

age.  Many younger  sp i rit-ta l ke rs trave l fa r f rom the i r  homes, 

u ndertak i ng  v is ion q uests shown to them i n  myst ica l  sp i r i t- l odges .  

ROLEPLAYING 

Persona i n s i g h t fu l, pat ient, su perst i t i ous, wise 

Preferred Equipment qua rterstaff, spea r; Preferred Language 

Eruta ki ;  Preferred Religions a ncestor wors h i p, a n i m i sm 

TRAlT 
Characters of the Erutaki ethnicity may select the 

following race trait. 

Spirit Lodge Dreamer: You have experienced visions 

of the unseen spirit world, and bear the marks of the 

spirits upon your flesh. You gain a +i trait bonus on saves 

against illusions, and reduce any mis s  chance you would 

take from concealment by 10%. 



The Jadwiga form the ranks of lrrisen's aristocracy. Female 

Jadwiga winter witches who actually administer the 

government of lrrisen-equivalent to the landed nobility 

of other nations-are known as the White Witches .  Those 

children and grandchildren of Irrisen's current queen, 

Elvanna, are known as the Jadwiga Elvanna, and occupy 

the highest positions of authority and power within the 

government and military of Irrisen. Most Jadwiga 

are descended from earlier queens. They come 

from very old families, and have more varied 

lifestyles .  These Jadwiga are always lower on 

the ladder of social status than the Jadwiga 

Elvanna, but still stand above everyone else in 

Irriseni society. 

Many Jadwiga make their homes in Irrisen's 

capital city ofWhitethrone, where they have 

the greatest access  to the country's finest 

luxuries .  Regardles s  of where they 

live, though, they are largely free to 

do as they please, so long as they 

never challenge the economy, the 

authority of the Jadwiga Elvanna, 

the government's monstrous allies, or 

Baba Yaga herself 

One group of Jadwiga that veers close to agitating the 

powers-that-be is the stilyagi ("culture crows" or "culture 

magpies") .  These youths disregard the customs and 

traditions of their people, preferring to adopt styles of dress, 

dance, and artistic expression from cultures as far afield 

as Cheliax, Taldor, and Osirion. Stilyagi frequently form 

gangs oflike-minded Jadwiga, often named for institutions 

from far-off lands.  However, because merchants and 

outsiders are encouraged not to interact with these youths 

in any way, many of the beliefs the stilyagi hold about 

the outside world are out of date or even completely false. 

Jadwiga are pale of skin and usually have white, blue­

white, or light blonde hair. The closer their relationship to 

Baba Yaga, the more unusual their physical characteristics. 

For instance, while the distant descendant of a previous 

queen might be able to blend seamlessly into other 

cultures ,  a daughter of the current queen (and thus the 

granddaughter of Baba Yaga) might display a blue tinge 

to her skin, glassy eyes that reflect the light, or chill 

breath that mists when it hits the air in heated rooms or 

hot climates. Most Jadwiga (the stilyagi excluded) tend to 

dress in clothing of cool, pastel colors .  

The Jadwiga are naturally drawn to ice  magic and roles 

that allow them to exert control over others. Many become 

winter witches ,  and a significant minority are blessed with 

sorcerous bloodlines of elemental cold and ice. 

JAOWlGA ROLE 
The aristocratic Jadwiga pursue many vocations , and the 

following is just one possible role that a Jadwiga might 

choose to adopt. Class features marked with a superscript 

one (') appear on page 26 of this book. Feats marked with 

a superscript two (') appear on page 24 of this book. 

JADWIGA CRYOMANCER 

Aristocratic Master of Ice Magic 

Specialty f r ig id  orac le, ice mage, wi nter witch 

Race h u ma n; Ethnicity Jadwiga 

CLASS OPTIONS 

Class o rac le; Class Features mystery (wi nte r'), 

reve la t ions  (co ld  a u ra', f reez ing spe l l s1) 

Class sorcerer; Archetype wi l db l ooded"M (r ime­

b looded); Class Features b lood l i nes (borea lAPG, 

d racon i c  [wh i te], e lementa l  [water] )  

Class wi tch; Archetype wi nter witch'5M; 

Class Features fa m i l i a rs (fox"M, owl, 

raven, wease l) ,  hexes (b l i g ht, evi l  

eye, fera l speechuM), maj o r  hexes 

(cook  peop le"M, hoa rf rost"M, ice 

tom b"M), grand hex (wi tch's h u tuM), 

pat ron s  (a ncesto rsuM, decept ion ,  

t ra nsfo rmat ion, w i nteruM) 

PREFERRED OPTIONS 

Skills I nt im idate, Knowledge (a rcana), Knowledge (h i sto ry), 

Knowledge (nob i l i ty), Spe l l c raft, S u rv iva l ,  Use Mag i c  Device 

Feats Combat Cast ing, Co l d  Ce ler i ty', E lementa l  FocusAPG, 

E lementa l  Spe l lAPG, I ron  W i l l , l rr isen lcemage'06, Mag ica l  

Apt i tude, Nob le  Sc ion11w6, R ime Spe l luM 

Prestige Class winter witchPoP 

DESCRIPTION 

Natives of a l and  frozen i n  ete rna l  w inte r, Jadwiga cryomancers 

master the mag i c  of cold, i ce, and wi nter. Whatever the sou rce 

of the i r  mag ic, they use the i r  wint ry powers to enforce the i r  

assumed super iority ove r others . 

ROLE PLAYING 

Persona a rroga nt, co ndescend i ng, dom i na nt, hedon ist ic  

Preferred Equipment dagger, staff; Preferred Languages 

Ha l l i!, Ska ld  

TRAlT 
Characters of the Jadwiga ethnicity may select the 

following race trait. 

Jadwiga Scion: You come from a family that commands 

respect. You gain a +i trait bonus on Intimidate checks ,  

and Intimidate is always a class  skill for you. In addition, 

you gain a +1 trait bonus on Knowledge (nobility) checks 

related to the Irrisen aristocracy. 



DWARVES 
Drawn to the plentiful ores and minerals present in the 

Kotlar, Stormspear, and Tusk mountain ranges ,  dwarves 

are a not-uncommon sight in the northlands .  From the 

boisterous ,  bold, community-minded dwarves of the 

forward-thinking Ironbound Archipelago to the gruff, 

isolationist dwarves of Zavaten Gura, the cold climate of 

the North seems to magnify dwarves '  natural tendencies 

in two opposing ways. 

In the eastern region of the Lands of the Linnorm 

Kingdoms called Hagreach, dwarves share the mystically 

warm valley of Summerglen with fey creatures .  These 

dwarves are unusually expressive and emotionally warm, 

perhaps due to some quality of the valley itself, though their 

instincts to protect their home and their fey allies remain 

well honed. More typically clannish-but still friendly­

dwarves inhabit the Kotlar Mountains, most notably the 

Kopparberget mine in Southmoor. 

In other regions, however, northern dwarves are even 

more surly and reclusive than their southern cousins. The 

dwarves of the Tusk Mountains that stretch from the Hold 

of Belkzen north into the Realm of the Mammoth Lords 

tend to be isolationist, but are not overtly hostile toward 

outsiders .  Farther north, in the Hellrung, Rimethirst, and 

Stormspear Mountains, a few remote dwarven trading 

posts eke out a living, with most of their trade focused 

underground rather than on their northern neighbors .  In 

the nation oflrrisen, dwarves are few and far between. Some 

small dwarven settlements exist in the Kotlar Mountains 

that fringe Irrisen's southern border, but the inhabitants of 

these insular holds can be outright xenophobic. 

GNOMES 
The Ulfen have an epithet for the gnomes of the North: 

"the autumn leaf people." With the gnomes' brilliant 

coloring and free spirits ,  this image seems obvious enough, 

but it contains subtle depths. The gnomes' exile from the 

First World gives them a tinge of melancholy, and they 

seem to be blown hither and yon like fallen leaves ,  both 

individually and collectively. 

The Shay Citadels oflrrere in the Ironbound Archipelago 

are a well-known haven for gnomes, as is the Grungir 

Forest, where gnomes range from the more fey denizens 

of the forest's depths to the more mundane (for gnomes) 

inhabitants of fringe towns like Delmon's Glen. Elsewhere 

in the North, gnomes are as likely to be found in the 

Hoarwood Forest in Irrisen as among the peaks of the 

Lustral Spires or on the glacial plains of the High Ice of the 

Crown of the World. 

In the Lands of the Linnorm Kings,  the town oflceferry, 

opposite Kalsgard on the Rimeflow River, is a key gnome 

settlement, giving them contact with both the Ulfen and 

travelers from farther afield. The valley of Summerglen in 

Hagreach attracts gnomes, and they enjoy friendly relations 

with the valley's dwarven and fey inhabitants .  The town of 

Chillblight in Irrisen, where the borders between the First 

World and Golarion are as fragile as an icicle, also draws 

gnomes like a cold flame, often with equally fatal results, for 

the fey who rule Chillblight are no kinder to gnomes than 

to other humanoids. 

OTHER RACES 
AND ETHN1C1T1ES 
Human ethnicities make up the remainder of the northern 

civilizations, with two exceptions: half-elves descended 

from Snowcaster elves, and the half-ores of the Ironbound 

Archipelago and the Realm of the Mammoth Lords. 

HALF- ELVES 
The reclusive Snowcaster elves seldom form relationships 

with members of other races ,  so half-elves are exceedingly 

rare in the North. Occasionally, however, such liaisons do 

occur, though the half-elven progeny of such unions are 

almost never accepted in Snowcaster society. As a result, 

those few northern half-elves ,  whether descended from 

Snowcaster elves or travelers from the south, must usually 

make their way on the fringes ofhuman society. 

HALF- 0RCS 
Half-ores are common in the Linnorm Kingdoms' 

Ironbound Archipelago, and tolerated there to an extent 

unknown in the south. Concentrated on the island of 

Flintyreach, but with a noticeable presence in Halgrim and 

the rest of the islands, many half-ores (or their ancestors) 

traveled north from Belkzen to find-or make-a home 

where their brute power is appreciated, but not regarded as 

definitive, throwing off much of the cultural baggage that 

traps their ore forebears in endless squalor and violence. 

Half-ores can also be found in the barbaric Realm of the 

Mammoth Lords,  as exiles ,  traders in search of that land's 

mighty megafauna, or the products of cross-border raids 

by the ores of the Hold of Belkzen. Reflecting their often 

brutal upbringing and the harsh nature of the land itself, 

Mammoth Lords half-ores are often much closer to their 

ore progenitors in temperament and cruelty. 

TlANS 
Hailing from the distant Dragon Empires of Tian Xia, 

many Tians work as guides along the Path of Aganhei, 

which crosses over the Crown of the World. Most of 

the settled Tians in the North live in the Linnorm 

Kingdoms city of Kalsgard, in an area called the Jade 



Quarter. The amount of intermarriage-and illegitimate 

conceptions-between residents of the Jade Quarter and 

the more populous Ulfen ofKalsgard would be surprising 

or even shocking back in Tian Xia. The offspring of these 

relationships are often startlingly beautiful, combining 

the best features of both Tian and Ulfen parents ,  and 

strong-willed enough to negotiate competing claims 

on their loyalties .  Such intermarriage is still not widely 

accepted by many traditional Tians, however, and those 

who want the freedom to marry anyone they choose are 

beginning to migrate to the Ironbound Archipelago as 

word spreads of the melting pot that Halgrim is becoming 

under the Linnorm King White Estrid. 

VARKl 
The seminomadic Varki people inhabit the Icemark 

region of the Linnorm Kingdoms,  where they live as they 

have for centuries, subsisting as reindeer herders ,  hunters ,  

and fishers in extended family groups .  Descended from 

Tians, Varisians, and Erutaki, the Varki frequently ignore 

national borders altogether, and travel freely between the 

Lands of the Linnorm Kings, Irrisen, and the Realm of the 

Mammoth Lords .  The Varki intently focus on tradition, but 

the customs of each Varki tribe are unique. As a result, for 

a generally isolationist culture, the Varki are remarkably 

open-minded and tolerant. 

OTHER TRAVELERS 
Nearly any race can be found in the lands of the North. 

Shoanti sometimes make their way northward from 

Varisia, as do ethnic Varisians, who ply the trade routes 

in their caravans .  Halflings occasionally visit the North as 

well, particularly in the ports of the Lands of the Linnorm 

Kings.  More unusual races ,  such as fey, frost giants ,  and 

ice trolls ,  also commonly inhabit the northlands .  

TRA1TS 
Characters from one of the above ethnicities may be 

eligible to select one of the following race traits .  

Child of Two Peoples (half-elf, half-ore, or human): 

Irritable Diplomat (half-ore): Most people expect half-ores 

to be savage and violent, and you're used to working a little 

harder to overcome their assumptions. Unfortunately, you're 

still working on keeping patient when they ignore your 

efforts. Once per day, you may choose to gain a +s trait bonus 

on any Diplomacy check, but ifit fails, you take a -2 penalty 

on all Charisma-based checks for the next 10 minutes. 

Snowstepper (gnome): As a native of the North, you have 

acquired the ability to tread lightly on snow. You ignore 

difficult terrain caused by snow, and it costs you only 2 

squares of movement to enter a square covered in heavy 

snow, rather than 4 squares of movement. This benefit 

only applies when you are not carrying a medium or 

heavier load. 

Varki Landspeaker (Varki): You are deeply attuned to the 

lands your people call home and the spirits that live there. 

You gain a +1 trait bonus on Survival checks in arctic or 

cold terrain. In addition, while in such terrain, you may 

query the spirits of the land once per day to gain a +s trait 

bonus on a single skill check to follow tracks, forage, or 

find shelter. 

Your parents come from two visibly different cultures that 

maintain distinct identities regardles s  of their physical 

proximity (such as Tians and Ulfen). The tug of conflicting 

expectations has strengthened your sense of individuality 

and given you a gift for languages .  You 

lllll •• � ............. 
j receive a +2 trait bonus on Will 1111 

saves against charm and 

compulsion effects ,  

and you automatically 

know the racial or ethnic languages ofboth your parents .  

Insular (dwarf): You hail from one of the remote 

dwarven holds of the North, and have learned that the 

people of these harsh lands are as fickle as the weather. 

Experience has taught you that outsiders are not to be 

trusted. You gain a +2 trait bonus on Sense Motive checks, 

and Sense Motive is always a class  skill for you, but you 

take a -1 penalty on Diplomacy checks with non-dw:ar:v:e�s�. �=-•�=�:::::::.imiiilliiji;� 



TRAVEL lN THE NORTH 
Horses tend not to fare well in the arctic cold, but hearty animals like yaks,  mastodons , mammoths (see page 28), and sled 

dog teams can speed arctic travelers acros s  the ice and snow. Although some of these creatures move more slowly than 

common steeds, they handle the hazards of snowy plains far better than most humanoids. 

ROOKlE MlSTAKES 
Many newcomers to cold climates die from easily preventable causes .  Here are some 

common errors .  

Eating Snow: Thirsty? Melt snow first  over a fire or by holding it  near your body­

eating unmelted snow can dangerously lower your body temperature. 

Going Alone: Most wilderness  tragedies can be avoided by having a partner to lend a 

hand or go for help. 

Not Roping Up: Tying yourself to your companions can prevent disaster in everything 

from crevasse falls to uncontrolled slides to white-out blizzards. 

One Set of Clothes: If the fall into the river didn't kill you, the cold might. Damp clothes 

steal your body's heat at an alarming rate, and dripping wet clothes do so quickest of all. 



S URV1V1NG THE NORTH 
Those who venture into the North face environmental dangers far different 

from those commonly dealt with in warmer climes .  

Extreme Cold: Intense cold (below 40° F )  can deal non-lethal damage to 

characters and cause hypothermia (represented as fatigue). Typically such 

damage occurs hourly, but more intense cold can cause it to occur every 

10 minutes or even every minute. Those venturing into cold climes 

should at least equip themselves with cold weather outfits and 

furs, and endure elements or communal endure elementsvc help stave 

off all but the worst environmental effects .  

Ice Hazards: Ice reduces a character's movement and 

imposes penalties on Acrobatics checks .  Few magic effects 

can protect a character from slipping and sliding, and 

even freedom of movement doesn't guard 

against icy ground. Cleats and skis help reduce 

these penalties (whereas snowshoes  only provide aid in 

heavy snow). Characters particularly concerned about venturing into icy territory should 

consider investing in boots of the winterlands. 

Other Hazards: Arctic lands are not a single environment. Slow-moving rivers ,  icy 

mountains ,  freezing deserts ,  chilling marshes ,  and hidden oceans all lie under the veil 

of white. Crushing avalanches ,  starvation, drowning, snow blindness ,  sunburn, and all 

manner of other environmental dangers threaten travelers in the North. Don't forget to 

prepare for the threats such terrain can pose ,  both by bringing gear and by learning the 

tricks locals use (such as peering through slitted goggles to avoid snow blindness ,  roping 

up for stability, and using a pole to test whether deep snow hides crevasses in glacial ice). 

Item Cost 
Cleats 5 gp 

C l im ber 's k i t  80 gp 

Co l d -weather  out f i t  8 gp 

Dog s l ed  20 g p  

Frost wa rd ge l  1 5 0  g p  

Fu rs 1 2  g p  

Ice skates 1 g p  

Po le  5 cp 

Shovel, com m o n  2 g p  

Shovel, fo l d i n g  1 2  g p  

Sk i s  5 gp 

Snowshoes 5 gp 

ARCTlC GEAR 
A few of the most common pieces of gear 

utilized by travelers and explorers in the 

northlands are listed below. New pieces of 

mundane equipment appear on page 28 .  

Weight Source 
2 l bs. Ultimate Equipment 88 

5 l bs. Ultimate Equipment 76 

7 l bs. Ultimate Equipment 88 

300  l bs. Ultimate Equipment 86 

1 l b. Ultimate Equipment 1 00 

5 l bs. Ultimate Equipment 89 

2 l bs. Ultimate Equipment 89 

8 l bs. Ultimate Equipment 69 

8 l bs. Ultimate Equipment 71 

12 l bs. Ultimate Equipment 71 

20 l bs. Ultimate Equipment 9 1  

4 l bs. Ultimate Equipment 9 1  



1RR1SEN 
Land of Eternal Winter 

Alignment: N E  

Capital: Wh itet h rone  (24,900) 

Notable Settlements: Alg i d hea rt (6,720), C h i l l b l i g h t  ( 12 ,400), 

Hoa rwood (8,970), Redtooth (3, 500) 

Ruler: Queen  E lvan na, Fou rteenth  Daug hter of Ba ba Yaga  

Government: Mona rchy 

Major Races: Frost g i a nts, h umans (J adwiga, U l fen), wi nter wolves 

Major Religions: Lamashtu,  Zon - Ku thon  

Languages: Ha l l i !, Ska l d  

Irrisen is a land of bleak forests and frozen rivers ,  

locked in the heart of an endles s  winter by the Queen 

of Witches ,  Baba Yaga. Here, frost giants ,  ice trolls ,  and 

winter wolves are esteemed citizens and the descendants  

of the land's original Ulfen inhabitants ,  conquered 

nearly 1 ,400 years ago, live as slaves .  A success ion 

of Baba Yaga's cruel daughters rule the nation, each 

reigning for 100 years before their crone mother returns 

to reclaim her child and install a new daughter on the 

throne to rule for the next century. The descendants of 

Baba Yaga, the Jadwiga, are the aristocracy of lrrisen, 

with the children and grandchildren of the current 

queen, Elvanna, accorded the highest status .  The White 

Witches-female Jadwiga winter witches-administer 

and govern the country, while other Jadwiga act as the 

nation's aristocracy, running businesses  and leading the 

queen's fighting forces of ice trolls and winter wolves .  

While the Jadwiga pay lip service to cruel gods ,  power 

in Irrisen stems from potent witchcraft, otherworldly 

powers ,  and ruthles s  wickedness .  

At  the  geographic center of Irrisen l ie s  Glacier Lake, 

a huge expanse of ice well over 100 miles wide. The 

capital city ofWhitethrone sits on the cliffs of the lake's 

northeastern shore, with Queen Elvanna's Royal Palace 

situated atop a 200-foot-tall ice spire rising up from the 

lake it self. The snow- shrouded Hoarwood Fore st covers 

much of southeastern Irrisen, it s tall coniferous trees 

and other plants  locked in hibernation by the perpetual 

winter. Countles s  dangers and mysteries lurk within 

the eerie wood,  anything from an accursed glade that 

steals years from any traveler who passes  through, 

to a deserted village haunted by ghostly black crows .  

Alongside the river known as the Frozen Road rests the 

otherworldly town of Chillblight,  its exquisite buildings 

formed entirely from shimmering ice. The barrier 

to the First World i s  thin here, and the multitudes of 

capricious and twisted cold fey that dwell in Chillblight 

are liable to enslave any mortal not on official busines s  

from Whitethrone. 

The deepest uncertainty currently facing the nation 

is the impending return of Baba Yaga. The Jadwiga 

Elvanna, scions oflrrisen's current queen, work furiously 

to leave their mark on lrrisen, erecting massive statues 

and siring many children to carry on their name, while 

Elvanna herself has recently levied the harshest taxes 

ever known in the history of the country. Meanwhile, 

the underground resistance group called the Heralds 

of Summer's Return works tirelessly behind the scenes 

to overthrow the White Witches and end the perpetual 

winter that has shrouded the land for centuries .  

More details on Irrisen can be found in Pathfinder 

Campa(gn Settin.9: Irrisen, Land of Eternal Winter. 



1RR1SEN1 ROLES 
Of the many possible roles available to a native oflrrisen, 

two are detailed below. 

IRRISENI CROWHUNTER 

Dedicated Slayer of Flying Creatures 

Specialty av ian  k i l l e r, ra nged com bata nt, wi ntry h u nter 

Race h u m a n; Ethnicity Jadwiga,  U l fen 

CLASS OPTIONS 

Class fi g hter; Archetypes a rche rAPG, crossbowma nAPG; Class 

Features wea pon t ra i n i n g  (bows, c rossbows) 

Class ra nger; Archetypes fa lconeruc, sk i rmisherAPG; Class Features 

combat styles (a rchery, crossbowAPG), favored enemies (a n imal , 

d ragon, mag ica l  beast), favored terra i n  (co ld), hu nter's tr icksAPG 

(defensive bow sta nce, rattl i ng stri ke, ta ng l i ng  attack, tr ick shot) 

PREFERRED OPTIONS 

Skills Knowledge (geography), Knowledge (natu re), 

Percept ion ,  Stea l th, S u rviva l 

Feats C rossbow Maste ryAPG, Dead ly  A im,  Fa r S hot, I m p roved 

Prec i se Shot, Po i nt-Bl a n k  Shot, Po i nt-Bl a n k  MasterAPG, Prec i se 

S hot, Ra p i d  S hot, Ra p i d  Re load, S l aye r's Knackuc 

DESCRIPTION 

The peop le of l rr isen see crows as bad l uck  and  k i l l  them on 

s ight .  l rr isen i  c rowhunters a re speci a l i sts i n  shoot ing down flyi ng 

creatu res, and  wh i l e  they often e l im i nate crows and  other such 

av ian verm in, they a l so we l l  equ i pped to dea l  with more ser ious 

f lyi ng th reats. Crowhunters a re popu lar with the common fo l k  of 

l rr isen, often provid i ng  add i t i ona l  sources of meat to a commun i ty. 

ROLEPLAYING 

Persona focused on goa l s  a nd  ta rgets, te rse, watch fu l  

Preferred Languages Ha l  l i t, S ka l d  

IRRISENI FEYCALLER 

Petitioner and Manipulator of the Cold Fey 

Specialty fey pact  b i nde r, F i rst Wor ld negot ia tor, i cy contro l l e r  

Race h u m a n; Ethnicity J adw iga  

CLASS OPTIONS 

Class sorcerer; Archetypes crossb looded"M, w i l db looded"M (rime­

b looded, sylva n); Class Features b lood l i nes (fey, borea lAPG) 

Class s ummone r; Archetype fi rst wor lder'5M; Class Features 

e ido lon  (fey mode l"M), evo l u t ions  (damage reduct ion  [ l awfu l ] ,  

d i mens i on  doo r"M, spe l l  res is ta nce, u n natu ra l  a u ra"M) 

Class wi tch ;  Archetypes beas t- b ond ed"M, w i n te r  w i t c h'5M; 

Class Features fa m i l i a rs ( b row n i e"', fox"M, n u g l u b"', 

raven,  sp r i te"'), hexes (beas t  of i l l  o m e n"M, c ha rm, 

d i s g u i se), maj o r  hexes  (beast  eye"M, h o a rf rost"M, i ce  

tom b"M), pa t ro n s  (a n i m a ls ,  decept ion ,  e n c h a n tme nt"M, 

t r i c ke ry, wi nte r"M) 

PREFERRED OPTIONS 

Skills B l u f f, D i p l oma cy, I n t i m i da te, Know ledge  (a rca na), 

Know ledge  (natu re), Sense  Mot ive, S pe l l c raf t  

Feats Augmen t  S u m m o n i ng,  Evo lved Fa m i l i a r"M, Fey 

Fou n d l i n g1swG, I m p roved Fa m i l i a r, R i m e  Spe l l"M, S pe l l  Focus  

(conj u ra t i o n), Sta r l i g h t  S u m m ons"M 

DESCRIPTION 

l rr i sen i  feyca l l e rs strive to inc rease the i r  mag ica l  powers th rough 

dea ls  and  l i a isons with the co ld fey of the North .  Ra re ly taken i n  

by  t he  w i l e s  of t h e  capr ic ious be ings they barga i n  with, l rr i sen i  

feyca l l e rs a re exceed i ng ly  prudent, on ly  enter ing i n to a b i nd i ng  

covenant  i f  i t  tru ly se rves the i r  goa l s .  Feyca l l e rs often coe rce o r  

t r i c k  fey  i nto serv ing the i r  pu rposes. 

ROLEPLAYING 

Persona eccentr i c, fasc i na ted by the unea rth ly, i n tense manne r  

Preferred Equipment co l d  i ro n  wea pons; Preferred 

Languages Ha l l i t , Ska ld ,  Sylva n 

TRA1TS 
The following are regional traits for characters who hail 

from Irrisen. 

Chillblight Emissary: You have spent considerable time 

at Chillblight, but have escaped this unearthly fey outpost. 

You gain DR i/cold iron but become sickened for i round if 

damaged by a cold iron weapon. 

Whitethrone Gourmand: You grew up privileged in 

the city of Whitethrone, and indulged in many exotic 

and unnerving pleasures .  You gain a +1 trait bonus on 

saves against any effect causing the nauseated or sickened 

condition and against all ingested poisons. 



LANDS OF THE 
llNNORM KlNGS 
Frigid Viking Homeland 

Alignment: CN 

Capital :  Ka l s ga rd (72,080) 

Notable Settl ements: B i l d t  (6,730), H a l g r im  (26,340), J o i  

(9, 500), Lost home  (4,320), Tro l l h e i m  (1 2,1 20) 

Rulers: l n g i m u n d r  the  U n r u ly, O p i r  E i g ht fi n ge rs, Sve i n n  

B l o od - E a g le,  Wh i te E s t r i d  

Government:  Loose confede ra t i on  of t r i ba l  mona rch i e s  

Major Races :  Dwa rves, fey, g i a nts,  g n o m es, humans  (U l fen,  

va rk i )  

Major Religions :  Desna ,  E ras t i l ,  Go rum,  To rag 

Languages: S ka l d  

The harsh Lands o f  the Linnorm Kings have not been one 

unified nation for thousands of years .  Legends speak ofthe 

coming of a High King who will unite the kingdoms and 

take back the lands of Irrisen, stolen from them by Baba 

Yaga generations before. Until that time, the populace 

must survive in a dangerous land bedeviled by fey, giants ,  

and trolls ,  to say nothing of the terrible linnorms that each 

king must slay before he can claim his throne. 

The most populated region of the Lands of the Linnorm 

Kings is in the very heart of the Thanelands, where 

fortified steadings hug the banks of the Rime flow River, 

and villagers farm the fertile ground, fish the abundant 

rivers, and engage in commerce in the great walled city of 

Kalsgard. These folk fight to survive harsh winters and the 

dangerous beasts that share their lands, such as dire wolves, 

polar bears, and ice trolls .  But the frozen bogs and moors of 

the Thanelands are relatively safe compared to the lands to 

the east, which are even more dangerous and inhospitable. 

Hagreach to the east forms the Linnorm Kingdoms' border 

with Irrisen-itself perhaps the greatest enemy of the 

Linnorm Kingdoms-and is a grim land of frozen tundra 

where the elite border guards called the Blackravens stand 

watch against the forces of the White Witches .  

To the south lies the vast and mysterious Grungir 

Forest. The forest is best avoided on account of the fey 

who rule there, but it is also home to a wide range of other 

dangers ,  not least of which are the fearsome linnorms. 

The oldest and mightiest of their kind, Fafnheir, is said 

to make his lair somewhere beneath the forest's branches .  

Farther south, the Ironbound Archipelago extends into 

the Steaming Sea. These islands are the domain White 

Estrid, the only female Linnorm King and the only one to 

claim her throne with a living linnorm beside her, rather 

than one dead at her feet. The Ironbound Archipelago i s  

perhaps the most  progressive of the Linnorm Kingdoms, 

and even half-ores are welcome citizens among the 

unconventional islands .  

The Linnorm Kings and their subjects have a reputation 

for being fearsome warriors who sail forth in their 

dragon-headed longships to pillage. While this i s  true 

of some, the majority of the land's Ulfen inhabitants 

are simple, hardworking folk whose very existence is 

threatened from all sides .  Despite the harsh realities of 

life,  the folk of the Linnorm Kingdoms manage to make 

time for feasting and celebrations .  A death is as much a 

time to drink and sing songs as a wedding, the first day of 

spring, or any number ofles s  important occasions .  

More details on this nation can be found in Pathfinder 

Campa(gn Settin.9: Lands of the Linnorm Kin,9s. 



llNNORM KlNGDOMS 
ROLES 
Of the many roles available to a native of the Lands of the 

Linnorm Kings, two are detailed below. The Witchbreaker 

feat (marked with an asterisk [*]) appears on page 24 .  

BLACKRAVEN WITCH-WARDEN 

Watchful Defender Against Eternal Winter 

Specialty daunt less g u a rd i a n, g r im sentry, sta lwa rt witch -hu nter 

Race dwa rf, g nome, o r  h u m a n; Ethnicity U l fen 

CLASS OPTIONS 

Class barba r i an; Archetype su perst i t i ousAPG; Class Features 

rage powers (c l ea r  m i nd, d i s ru pt iveAPG, eater of mag i c"', 

ene rgy res i s tanceAPG, spe l l  s unde r"', s pe l l b reakerAP6, 

s upe rs t i t i on, witch h u nterAPG) 
Class i n q u i s i to r; Archetypes spe l l b rea ke r"', witch h u nter"'; 

Class Features doma i n s  (g l o ry, l i berat ion ,  s t reng th, war), 
s ubdoma i n sAPG (f reedom, reso lve, tact i cs) 

PREFERRED OPTIONS 

Skills Knowledge (a rcana), Pe rcept ion,  Sense Mot ive, Spe l l cra ft, 

Feats Ale rtness, I m p roved Cou nterspe l l, I ro n  W i l l , Rugged  

Nor therner'5w6, To ughness, Warr io r  Pr iest"M, W i tch b reake (' 

DESCRIPTION 

I dentif ied by the i r  magn i ficent c loaks of raven feathers, Blackraven 

witch-wa rdens a re tra i ned to defend the L innorm Kingdoms' 

eastern border aga i nst the threat of the Wh ite Witches of l rr isen. 

They may hunt down threats or  protect fo l k  trave l i ng  through the 

wi lderness. When they can be spared from those dut ies, they often 

seek out a rt i facts and secrets to help them in the defense of the i r  

lands and to u l t imately defeat the threat from Baba Yaga's rea lm .  

ROLEPLAYING 

Persona a l e rt, b rave when  faced wi th  su pernatu ra l  fo rces, 

g r im ,  sto i c, u n comforta b l e  a ro und  a l l i es  w i th  mag i c a l  powers 

Preferred Equipment g reatsword, spea r, co l d  weather  gea r, 

raven -fea ther  c l oak; Preferred Language Ska I d  

LINNORM HUNTER 

Courageous Monster-Slayer 

Specialty determ ined  k i l l e r, he ro of legend ,  trea su re h u nter 

Race dwarf  o r  h u m a n; Ethnicity U l fen 

CLASS OPTIONS 

Class barba r i an; Archetypes i nvu l ne rab l e  rage rAPG, t i t an  

mau l e r"'; Class Features ra ge  powers (come and  get  meAP6, 

ene rgy res i s tanceAPG, i n crea sed damage  red uct ion ,  m i g hty 

swing, powe rfu l  b l ow, strength  s u rge) 
Class ra nge r; Archetype sk i rm i she rAP6; Class Features combat  

s ty le  (two-handed  wea ponAPG), favored enemy (dragon), 
favored terra i n  (co ld ), h u nte r's t r i cksAPG (chame leon  step, 

ha tef u l  a t tack, ratt l i n g  str i ke, vengeance s t r i ke) 
PREFERRED OPTIONS 

Skills I n t im i da te, Know ledge  (a rcana), Stea l t h ,  S u rv iva l 

Feats Death  o r  G lo ryuc, Favored DefenseAPG, He ro i c  

RecoveryAPG, I m p roved C r i t i ca l ,  L i gh tn i n g  Refl exes, Powe r 

Atta ck, S l ayer's Knack"' 

DESCRIPTION 

Whether they seek go ld ,  g l o ry, vengeance, or s imply to protect 

nea rby commun it ies, l i n norm hunters re ly on cunn i ng  and strength 

to br ing down the pr imeva l d ragons of the i r  homeland .  Wh i l e  they 

may engage i n  other act iv i t ies, these hunters a re a lways a l e rt for  

ta les that m igh t  lead them to confront the terr i b le  l i n norms who 

haunt the i r  d reams and  a re the ta rgets of the i r  obsessive hatred .  

ROLEPLAYING 

Persona determ i ned, d r iven, p l agued  by n i g h tma res, proud 

Preferred Equipment co l d  i ro n  g reataxe, co ld  i ro n  l ongspea r; 

Preferred Language Ska l d  

TRA1TS 
The following are regional traits for characters who hail 

from the Lands of the Linnorm Kings .  

Call of  the Longships: Your blood sings with longing 

to relive the adventures of one of your ancestors ,  and 

you are inexorably drawn to the sea. You gain a +i trait 

bonus on Profession (sailor) checks and a +i trait bonus 

on attack rolls made onboard ships .  

Huldra's Luck: At some point in your life, you were 

touched by a fey creature called a huldra and inherited a bit 

of its luck. Once per day, you may choose to gain a +1 luck 

bonus on a single saving throw, attack roll, or skill check. 



REALM OF THE 
MAMMOTH LORDS 
Lost Land of the Distant North 

Alignment: N 

Capital :  None  

Notable Settlements: H i l l c ross (8,400), l cesta i r  (1 1 , 300), 

To l g u t h  (3,90 0) 

Ruler: Mig hty Ku l do r, Herdsman of the Bearpe l t  Fo l l ow ing  

Government:  Loose a l l i a n ce of m os t l y  h u m a n  t r i bes 

Major Races :  G i a nts,  h a l f- o res, h uman s  (Ke l l i ds) 

Major Religions :  Desna ,  Go r um ,  Rova g u g  

Languages: G i a nt, H a l l i t  

The Realm o f  the Mammoth Lords i s  a savage, windswept 

wilderness renowned for the primeval beasts that inhabit it. 

Aurochs, cave lions,  glyptodons, smilodons, woolly rhinos,  

and several varieties of mammoths and mastodons are just 

some of the massive creatures found here. 

Native Kellid tribespeople hunt the various herds of great 

beasts that roam the land. These groups live a nomadic 

existence, moving on when prey grows scarce. Family units 

combine together to form tribes, which in turn combine 

to form "followings" under the leadership of powerful and 

daring warriors .  Upon a leader's death, followings often 

break apart into smaller tribes again. 

The rugged, snow-topped Tusk Mountains split the 

Mammoth Lords' realm. The largest pass through 

the mountain range shelters the small Kellid trading 

settlement of Hillcros s ,  while the mountain heights 

are the domain of hostile frost giants .  Mammoth Lord 

followings frequently raid giant tribes ,  capturing and 

enslaving young giants to raise them as foundlings and 

teach them the ways of the great open plains. 

On the realm's northeastern border, at the foot of the 

Crown of the World, lies a series of deep craggy valleys 

warmed by hot springs and volcanic vents .  Here among 

tropical plants dwell dinosaurs and prehistoric animals ,  

and nestled deep within the mountains i s  a cavernous 

pit known as the Earthnavel. This passage leads to a 

primordial lost world far underground called Deep 

Tolguth, an underworld with its own false sun, inhabited 

by great saurian beasts from another age. Far to the east 

of the Tusk Mountains lie the Thunder Steppes ,  a vast 

tundra once inhabited by a multitude of Mammoth 

Lord followings and tribes ,  but now home to abnormally 

aggressive megafauna and other creatures contaminated 

by the demonic taint of the Worldwound. 

In a realm where aggressive strength is  key to survival, 

numerous Kellid tribes venerate Gorum, while a few 

renegade followings even pay tribute to Rovagug for his 

destructive might. Most also revere Desna as the goddes s  

of travelers ,  depicting her as a gallant woman astride a 

powerful elk. The folk of the Realm of the Mammoth 

Lords are suspicious of the foreign magics of outsiders ,  

and shun them in preference for the traditional rituals 

of their bloodspeakers and elder shamans .  These 

superstitions stem in part from the hostile lands that 

border their realm-the icy witch-held lands of !rrisen 

to the west, and the malignant demonic cancer of the 

Worldwound to the east. These expansionistic domains 

encroach on the realm's borders ,  and held at bay only by 

the raw barbaric ferocity of the Mammoth Lords and the 

unforgiving, desolate nature of the realm itself. 

More details on the Realm of the Mammoth Lords 

can be found in Pathfinder Campai,gn Settin.g: The Inner Sea 

World Guide. 



MAMMOTH LORDS ROLES 
Of the many possible roles available to a native of the 

Realm of the Mammoth Lords ,  two are detailed below. 

Feats marked with an asterisk (*) appear on page 24 .  

BEAST WRANGLER 

Megafauna ramer 

Specialty beast r i de r, d i nosa u r  ta mer, p r imeva l  a n i m a l  t ra i ne r  

Race ha l f-o re o r  h uman; Ethnicity Ke l l i d  

CLASS OPTIONS 

Class d ru i d; Archetypes p l a i n s  d ru i d APG, s au r i a n  shama n"M; 

Class Features na tu re bond (doma i n; a n i ma l, a rc t i c"M, 

p l a i n s"M, o r  strength), na tu re bond (subdoma i nAPG; f u r) 

Class cava l i e r; Archetype beast r i de r"'; Class Features o rde r  

(cockatr i ce, d ragon) 

Class ra nge r; Archetypes beast masterAPG, ho rse l o rdAPG; Class 

Features favored enemy (a n ima l) , favored terra i n s  (co ld ,  

p l a i n s), h u nte r's bond (a n i m a l  compan i o n) 

PREFERRED OPTIONS 

Skills Hand l e  An ima l , I n t im idate, Knowledge (natu re), R i de  

Feats An ima l  Affi n i ty, Aspect of the Beas\APG, Great  For t i tude, 

Mou nted Combat, Sp i r i ted Cha rge, Tra m p le, Tr i b a l  Sca rs··, 

Animal Companions or Mounts a n ky losau rus, g lyptodon"', 

mastodon,  mega loceros"', t r i ceratops, woo l l y  r h i noceros 

Prestige Class mam moth r ide rPoP 

DESCRIPTION 

Beast wrang le rs a re masters of the savage pr imeva l beasts that 

roa m the p la ins of the Rea lm  of the Mammoth Lords .  They exce l 

at us ing mag ic, sk i l l , or sheer force of w i l l  to br ing these m ig hty 

creatu res to hee l .  A beast wrang le r  m igh t  speci a l ize in h u nt ing 

mammoths, tam ing  sm i lodons, o r  s lay ing d i nosa u rs, o r  he might  

c l a im such beasts as h i s  own,  tra i n i ng them to f ight i n  bat t le  o r  

ri d i ng  them i n  wa rs aga i nst ne ig hbor ing tr ibes or  o the r  enem ies .  

ROLEPLAYING 

Persona pat ient, prefers the company of a n ima ls, sme l ly, strong­

w i l l ed, untamed 

Preferred Equipment an ima l  harnessAPG, exotic saddle, zoic fetish1swG 

GIANT-TAMER 

Frost Giant Slayer and Snatcher 

Specialty g i a nt k i l l e r, i n doct r inator  of g i a nts, moun t a i n  warr io r  

Race h u m a n; Ethnicity Ke l l i d  

CLASS OPTIONS 

Class barba r i an; Archetypes savage ba rba r ia nAPG, t i t an  

mau l e r"'; Class Features ra ge  powers (best i a l  c l imbe r"', 

knockdownAPG, rag i n g  c l imbe r, strength  s u rge) 

Class ra nge r; Archetype i n fi l t ratorAPG; Class Features favored 

enemy ( humano i d  [g i a nt]), favored terra i n s  (co ld,  moun t a i n) 

PREFERRED OPTIONS 

Skills C l imb, I n t im i da te, Knowledge ( loca l) ,  Stea l th ,  Su rviva l 

Feats Al t i t ude Affi n i ty1swG, Favo red DefenseAPG, Death or G lo ry"', 

Leade rs h i p, Power Attack, Toughness, Tr i b a l  Sca rs., 

DESCRIPTION 

Gia nt-ta mers spec i a l ize in fi gh t i ng  the g i a nts of the h i g h  

mounta i ns, bu t  t hey  a l so ta ke i n  o r phaned  g i a n t  young  as  t he i r  

own .  G ia nt-ta mers see en l i g hten i ng  t hese  fo und l i n g  g i a nts a s  

a myst i ca l  d u ty. A g i a nt-ta mer  rega rds a captured g i a n t  o rphan 

as  a n  honored s i b l i ng ,  and i n  t ime, the g i an t  comes to bond w i th  

and  even revere i ts captor, treat ing  the g i a nt-ta mer and her  tr ibe 

as its fam i ly. 

ROLEPLAYING 

Persona brave, l ove/hate re l a t i onsh i p  wi th  g i a nts, s ta lwa rt, 

stern i nst ructor; co ns i de r  ta k i ng  a g i a n t  a s  a co hort  

Preferred Equipment t h i ck  rope, La rge  a nd  Huge masterwo rk 

mana c les; Preferred Languages Gia nt, Hal l i t  

TRAlTS 
The following are regional traits for characters who hail 

from the Realm of the Mammoth Lords .  

Big Game Hunter: You have spent long hours hunting 

giant creatures and have become skilled at bringing them 

down quickly. You gain a +i trait bonus on weapon damage 

rolls against Large or larger creatures of the animal type. 

Spirit Animal: A spirit animal watches over you. 

Choose one of the following spirit animals .  The benefit 

you receive depends on which of the following spirit 

animals you choose .  

Mammoth: You gain a +i trait bonus on Fortitude saves .  

Smilodon: You gain a +i  trait bonus on Reflex saves .  

Woolly Rhinoceros: You gain a +i  trait bonus on Will saves .  

\ � ' , 



FEATS 
The three new feats below represent the singular combat 

expertise of warriors from the North. 

Coto CEtERlTY 
You are a child of the frozen north, and you draw your 

strength from the biting cold and unforgiving conditions. 

Prerequisite: Endurance.  

Benefit: When you are in conditions of severe cold 

(below o° F), you gain a +2 bonus on initiative checks and a 

+1 bonus on attack rolls .  In addition, you gain the same 

bonuses for 1 round after any round in which you take 

cold damage. 

TRlBAL SCARS 
You endured the grueling coming-of-age rituals 

of your tribe or following, and proudly bear the 

scars that grant you the bles sings of your tribe's 

ancestors or totem. 

Prerequisite: Member of a Mammoth Lords tribe or 

following. 

Benefit: You gain 6 hit points .  In addition, you gain 

another benefit, depending on which Mammoth Lords 

following you belong to. 

Bearpelt: You gain a +1 bonus on Fortitude saves and a 

+2 bonus on Intimidate checks .  

Greattusk: You gain a +2 bonus on combat maneuver 

checks to make bull rush or overrun maneuvers and a 

+2 bonus on Ride checks. 

Ice Chasm: You gain a +i bonus on Reflex saves and a 

+2 bonus on Climb checks .  

N(ght Hunt: You gain a +2 bonus on Perception and 

Survival checks. 

Raptorscale: Your base land speed increases by 5 feet, 

and you gain a +2 bonus on Acrobatics checks .  

Slothjaw: You gain a +i bonus on Will saves and a 

+2 bonus on Handle Animal checks 

WlTCHBREAKER (COMBAT) 
Your training and skill in combating witches and hags 

have made you resistant to their magic, and you can 

disrupt their magical hatred. 

Prerequisite: Iron Will. 

Benefit: You gain a +2 bonus on saving throws against 

the hexes ,  spells ,  spell-like abilities ,  and supernatural 

abilities of witches and hags .  In addition, whenever you 

score a critical hit against such a creature, any allies 

under the effects of a mind-affecting effect from that 

creature may attempt a new save against the effect as an 

immediate action. 

ARCHET YPES 
These two new martial archetypes are adept at enduring 

and thriving in the unforgiving conditions of the North. 

V1K1NG (FlGHTER ARCHETYPE) 
The sagas of the Ulfen people are filled with stories of 

mighty warriors sailing south to raid the peoples of 

warmer climes and returning with longships filled with 

plunder. The Ulfen call these warriors vikings ,  and their 

deeds are sung in the longhouses during the long winter 

nights .  A viking strikes fear into the heart of her foes ,  

and in battle can fly into a terrible rage. Many vikings 

wear the pelts ofbears or wolves ,  drawing on the strength 

and ferocity of these beasts in battle. Vikings do not wear 

heavy armor, but are skilled at fighting with an ax or 

spear in conjunction with a shield. 



Weapon and Armor Proficiency: A viking is not 

proficient with heavy armor or tower shields .  

Fearsome (Ex): At 2nd level, a viking can make an 

Intimidate check to demoralize an opponent as a move 

action. At 10th level, she can do so as a swift action. At 

i8th level, she can demoralize a foe as a free action once 

per round. This ability replaces bravery. 

Shield Defense (Ex): Starting at 3rd level, a viking 

learns the art of fighting with a shield. Whenever she 

is wearing medium, light, or no armor and wielding a 

shield, the viking's shield bonus to AC increases by i .  

Every 4 levels thereafter (7th, 11th, and i5th), this  bonus 

increases by i .  This ability replaces armor training. 

Berserker (Ex): At 4th level, a viking gains the rage 

ability as the barbarian class  feature, but her barbarian 

level is considered to be her fighter level -3 . This ability 

replaces weapon training i ,  z, 3, and 4 .  

Rage Powers (Ex): Starting at  6th level, whenever a 

viking gains a fighter bonus feat,  she can instead choose 

to gain a single rage power, as the barbarian class  feature, 

in place of the bonus feat . Once selected, these  rage 

powers cannot be changed. 

W1TCHGUARO (RANGER Aru:HETYPE) 
Witchguards are the sworn defenders of the White Witches 

of Irrisen. Although the White Witches are spellcasters 

of immense power, even they cannot defend themselves 

against every attack. Witchguards dedicate their lives 

to protecting their charges ,  and they gain some arcane 

knowledge in return. They are trained to work closely with 

witches and defend their charges from harm. Witchguards 

learn magical abilities from the same patrons that grant 

witches their powers ,  though they can use their abilities to 

protect any kind of spellcaster, not just a witch. A witchguard 

is ready to face any foe that might threaten his charge, and 

he is ever prepared to lay down his life to protect the life of 

the person he is sworn to defend. 

Class Skills: A witchguard adds Knowledge (nobility) 

and Sense Motive to his list of class  skills ,  and removes 

Handle Animal and Knowledge (dungeoneering) from 

his list of class  skills .  

Defend Charge (Ex): At 4th level, a witchguard forms 

a bond with a spellcaster he has sworn to defend. Once 

per day, this bond allows the witchguard to spend a move 

action to grant an adjacent spellcaster a +2 dodge bonus to 

AC and a +2 circumstance bonus on concentration checks. 

At 5th level and every 5 levels thereafter, these bonuses 

increase by 2 .  The bonuses last for a number of rounds 

equal to the witchguard's Wisdom modifier (minimum i). 

At 4th level and every 3 levels thereafter, the witchguard 

can use this ability one additional time per day. This 

ability replaces hunter's bond. 

Bodyguard (Ex): At 3rd level, a witchguard gains 

Bodyguard AFG as a bonus feat,  even ifhe doesn't meet the 

prerequisite. This ability replaces endurance.  

Patron (Su): A witchguard learns something of arcane 

magic from the witches he defends .  At 4th level, when a 

witchguard gains the ability to cast spells ,  he must also 

select a patron, as the witch class  feature (Pat1'!jinder RPG 

Advanced Player's Guide 70). This patron is usually the 

same as the patron of the witch he is sworn to protect, but 

the witchguard may choose any patron. The witchguard 

adds the first four spells from his patron's spell list to 

his ranger spell list. The witchguard cannot cast patron 

spells of a level he is unable to cast. 

Sworn Defender (Ex): At 7th level, a witchguard gains 

In Harm's WayAPG as a bonus feat. This ability replaces 

woodland stride. 



FLURRY OF SNOWBALLS 

School evocat ion [co ld ,  water] ;  Level d ru i d  2, magus  2,  

so rcerer/wiza rd 2,  witch 2 

Casting Time 1 sta nda rd ac t i on  

Components V, S 

Range 30 ft .  

Area cone-shaped b u rst 

Duration i nsta n taneous  

Saving Throw Refl ex ha l f; Spell Resistance no  

You send  a f lu rry of snowba l l s  h u rt l i ng  at  you r  foes. Any  crea tu re 

in the a rea ta kes 4d6 po i nts of co l d  damage from be ing pelted 

with the icy spheres. 

FROST MAMMOTH 

School conj u ra t i on  (crea t i on) [co ld ] ;  Level c le r i c  7, d ru i d  7, 

sorcerer/wiza rd 7, s ummone r  6 

Casting Time 1 ro und  

Components V, S ,  M ( a  f ra g ment  of mam moth tusk) 

Range c lose (2 5 ft .  + 5 ft ./2 leve ls) 

Effect one  frost mam moth 

Duration 1 ro u nd/level (D) 

Saving Throw none; Spell Resistance no 

A b last of snow sudden ly  fi l l s  an a rea with a space of 1 5  feet-th i s  

snow immed iate ly forms the shape of a woo l l y  mammoth that 

seems to be made of snow, with tusks of so l i d  ice. The mammoth 

has stat ist ics ident ica l  to those of a mastodon (Pathfinder RPG 

Bestiary 1 2 8), save that it a l so has the co ld subtype (and thus  ga i n s  

immun i ty to co ld and  vu l nerab i l i ty to f i re) .  The frost mammoth 

obeys you r  te lepath ic commands .  I t  a l lows you o r  a nyone you 

des ig nate to r ide i t ,  and is treated as if combat t ra i ned .  At 1 7th 

level, a frost mammoth you conj u re dea ls  a n  add i t i ona l  1 d6 po i nts 

of co ld  damage with each physical attack .  

SNOWBALL 

School conj u ra t i on  (crea t i on) [co ld ,  water] ;  Level d ru i d  1 ,  

magus  1 ,  so rcerer/wiza rd 1 ,  s ummone r  1 ,  witch 1 

Casting Time 1 sta nda rd ac t i on  

Components V, S 

Range c lose (2 5 ft .  + 5 ft ./2 leve ls) 

Effect one  ba l l  of ice a nd  snow 

Duration i nsta n taneous  

Saving Throw Fo r t i t ude  pa r t i a l  ( see  text); Spell Resistance no  

You conj u re a ba l l  of packed i ce  and  snow that you  ca n th row 

at  a s i ng le  target as a ra nged touch attack. The snowba l l  dea ls  

1 d6 po i nts of co ld  damage per caster  leve l  (maximum 5d6) on 

a successfu l  h i t, and  the target must make a successfu l  Fort i tude 

sav ing th row o r  be staggered for 1 round .  

WINTER'S GRASP 

School conj u ra t i on  (creat ion)  [co ld ] ;  Level dru i d  2, witch 2 

Casting Time 1 sta ndard act ion 

Components V, S, M/DF (ground g l ass) 

Range med i um  ( 1 00 ft. + 1 O ft ./leve l )  

Area 2 0 -ft . - rad i u s  spread 

Duration 1 round/level 

Saving Throw none; Spell Resistance no 

I ce encrusts the g round,  rad ia t i ng  supernatura l  co ld and  mak ing 

i t  d i ffi cu l t  for creatu res to  ma in ta i n  the i r  ba la nce. Th i s  i cy  g round 

i s  treated as norma l  i ce, forc ing creatures to  spend 2 squares 

of movement to enter a n  i cy square and i n creas ing the DC of 

Acrobat ics checks attempted i n  the a rea by 5 .  A creatu re that 

beg i n s  i ts tu rn i n  the affected a rea takes 1 d6  po i nts of co ld  

damage, and  ta kes a -2 pena l ty on  sav ing t h rows aga i nst a l l  

spe l l s  with t h e  co ld descr iptor for 1 round .  

ORACLE MYSTERY 
The following is a new mystery for oracles .  An oracle 

must choose one mystery upon taking her first level 

of oracle. Once made, this choice cannot be changed. 

Further rules on oracle mysterie s can be found in the 

Path.finder RPG Advanced Player's Guide. 

W1NTER 
Oracles of the winter mystery embrace the howling 

winds ,  biting cold, and wind-driven snows of the far 

north. Most oracle s of winter find their callings in 

the frigid realms of Irrisen, the Lands of the Linnorm 

Kings ,  and the Realm of the Mammoth Lords. 

Deities: Gorum, Gozreh, Kostchtchie, Ng, Rovagug. 

Class Skills: An oracle with the winter mystery adds 

Intimidate, Knowledge (nature), Stealth, and Survival to 

her list of class  skills .  

Bonus Spells: endure elements (2nd), frost falluc (4th), 

sleet storm (6th), ice storm (8th), icy prisonuM (10th), cone 

of cold (12th), ice bodyuM (14th), polar ray (16th), mass icy 

prisonuM (18th). 

Revelations: An oracle with the winter mystery can 

choose from any of the following revelations .  

Blizzard (Su): As a standard action, you can create 

a blizzard of snow and ice. You can create one 10-foot­

cube of this storm per oracle level. These cubes can be 

arranged in any pattern you desire, but each cube must 

be adjacent to another, and at least one must be adjacent 

to you. Any creature caught in the blizzard takes 1d4 

points of cold damage per oracle level, with a successful 

Reflex save resulting in half damage . The storm lasts for 

a number ofrounds equal to your Charisma modifier; the 

ground remains icy (+5 to Acrobatics DCs) as long as local 

conditions permit. The blizzard obscures sight beyond 5 
feet, providing total concealment. A creature within 5 feet 

has concealment. You can use this ability once per day. 

You must be nth level to select this revelation. 



Child of Winter (Ex): You gain the constant benefit of 

endure elements, but only against cold temperatures .  You 

can move acros s  regular snow without penalty, and heavy 

snow costs you only 2 squares of movement instead of 4. 

You can move acros s  icy surfaces without penalty, and 

never need to make Acrobatics checks to run or charge 

on ice. You leave no trail in ice or snow, and cannot be 

tracked (you may choose to leave a trail if you so desire). 

During winter months, you gain a +2 insight bonus on 

Initiative checks and Reflex saving throws. 

Cold Aura (Su): As a swift action, you can cause waves of 

cold to radiate from your body. This cold deals id6 points 

of cold damage per 2 oracle levels to all creatures within 

10 feet. A successful Fortitude save halves the damage. In 

addition, a flurry of snow momentarily surrounds you, 

granting you concealment until your next turn. You can 

use this ability once per day, plus one additional time per 

day at 5th level and every 5 levels thereafter. 

Freezin.!J Spells (Su): Whenever 

a creature fails a saving 

throw and takes cold 

damage from one 

of your spells ,  it is 

slowed (as the slow 

spell) for i round. 

Spells that do not 

allow saves do not 

slow creatures .  At nth 

level, the slow duration 

increases to id4 rounds .  

Ice Armor (Su): You can 

conjure armor of ice that 

grants you a +4 armor bonus to 

AC . At 7th level and every 4 levels 

thereafter, this bonus increases by 2 .  At i3th 

level, this icy armor grants you DR 5/piercing. In cold 

conditions, the armor bonus and DR bonus increase by 2; 

in very hot conditions ,  however, they decrease by 2. You 

can use this armor for i hour per day per oracle level. 

This duration does not need to be consecutive, but must 

be spent in i-hour increments .  

Ice Shape (Su): You are able to sculpt ice  and snow into 

almost any shape. This ability functions like stone shape, 

but targeting only ice and snow, not stone . You can use 

this ability a number of times per day equal to 3 + your 

Charisma modifier. 

Icy Skin (Ex): You gain resist cold 5 .  This resi stance 

increases to 10 at 5th level and 20 at nth level. At i7th 

level, you gain immunity to cold. 

Servant of Winter (Sp): As a full-round action, you can 

summon a single ice elemental (Pat�nder RPG Bestiary 

2 i14) to serve you. At 7th level, you can summon a 

Medium ice elemental, as summon monster IV. At nth 

level, you can summon a Huge ice elemental, as summon 

monster VI. At i5th level, you can summon an elder ice 

elemental, as summon monster VIII. You can use this 

ability once per day, plus one additional time per day at 

i5th level. You must be at least 7th level before selecting 

this revelation. 

Snow Si,ght (Su): You can see through falling snow and 

sleet without taking any penalties on Perception checks as 

long as there is enough light to allow you to see normally. 

At nth level, in cold conditions or in icy or snowy terrain, 

you can learn about your surroundings as if using the 

commune with nature spell. You can use the commune with 

nature ability once per day at 11th level, and twice per day 

at i 5th level. 

Wintry Touch (Su): As a standard action, you can perform 

a melee touch attack that deals id6 points of cold damage 

+ i point for every 2 oracle levels you possess .  You can use 

the wintry touch ability a number of times per day equal 

to 3 + your Charisma modifier. At nth level, any weapon 

that you wield i s  treated as a frost weapon. 

Final Revelation: Upon reaching 20th level, you 

become an avatar of winter and the North. Your body 

permanently transforms into living ice, as the ice bodyuM 

spell. In addition, your mastery of winter magic is such 

that any of your attacks that deal cold damage bypass cold 

immunity or cold resistance. 



ADVENTUR1NG GEAR 
Northerners have developed tools and gear well suited 

to their cold environment, crafting them from native 

materials collected from the land or taken from the 

bodies oflocal wildlife.  

ITEM PRICE WEIGHT 

Em ber pot 5 sp i l b . 
Mammoth 2,000 gp 8 tons  
Mammoth (com bat-tra i n ed) 2,250 gp 8 tons  
Mammoth goad 5 gp 10 l bs .  
Re i n deer 75 gp 450 l bs .  
Wha le o i l  2 sp  i l b . 

Ember Pot: Roughly carved from porous stone that 

litters the base of the Tusk Mountains,  these pots allow 

Kellid nomads to carry burning coals from one day's 

campsite to the next, so they can quickly start cook fires 

wherever they find themselves .  Coals placed within an 

ember pot stay hot for 24 hours ,  and allow anyone to light 

a fire in normal conditions without needing to make a 

Survival check. 

Mammoth: This woollier variety of the mastodon 

is adapted to cold, and is a larger and more powerfully 

built cousin to the elephant. A favored beast of burden 

among Kellid tribes, mammoths are more temperamental 

than elephants .  Combat-trained mammoths are used 

primarily as mounts by the Kellid tribes of the Realm of 

the Mammoth Lords .  Such beasts might be bought from 

some tribes ,  but for a more significant cost. Many Kellids 

sell mammoths only to those they trust to both respect 

the animals and not turn the powerful beasts back against 

their tribe. For more information, see the Bestiary. 

Mammoth Goad: Used in the Realm of the Mammoth 

Lords to train and direct domesticated megafauna, this 

goad is a sturdy wooden pole 10 to i5 feet long with a 

prod of polished bone, ivory, or soapstone on one end. 

The goad grants a +2 bonus on all Handle Animal checks 

made against mammoths and other megafauna. 

Reindeer: These sturdy and majestic caribou roam the 

northern tundra in great herds, and provide fur, meat,  

and other useful products to both Erutaki and Varki 

herders and hunters. Inisen's Jadwiga, Snowcaster elves ,  

and eccentric Linnorm Kings use domesticated reindeer 

to pull sleighs .  Reindeer use the same stati stics as elk (see 

Bestiary 3 ,  page i47). 
Whale Oil: A common source of illumination in the 

Lands of the Linnorm Kings ,  i pint of whale oil burns 

for io hours in a lantern or lamp. It otherwise functions 

as normal oil. 

MAG1C 1TEMS 
Several magic items trace their origins back to the frigid 

lands of the Nor th. Many get used only rarely outside 

these rugged lands ,  but others have been adopted by other 

peoples ,  and can be found almost anywhere on Golarion. 

PRICE 

8, 3 0 5  G P  

Common ly  used b y  Erutak i  h u nters a n d  wha le rs, t h i s  + 1  

harpoon"' i s  wra pped i n  f u r, and  seve ra l sma l l  gou rds  dang l e  

f r om the wea pon and  the rope attached to i t .  I f  the w ie lde r  uses 

the ha rpoon to successfu l l y  g ra pp le a creatu re, he can, as  a swift 

act ion, command the ha rpoon to h i nder  the creatu re's movement .  

The g rapp led  creatu re must succeed a t  a DC  14 Wi l l  save o r  be 

s lowed (as the slow spe l l )  and fo rced to s u rface i f  unde rwater, 

rema i n i n g  unab l e  to submerge  fo r the d u ra t i on  of the effect. The 

slow effect l a sts unt i l  the  g rapp led  cond i t i on  ends .  H unters often 

decorate the i r  ha rpoons in co lo rfu l baub les  to he l p  them sta nd 

ou t  i n  icy wate rs, bu t  these adornments don't im pact the 

wea pon's buoya ncy. 

lial�(iirlllii(,]:iiJi1lllliJitTtij�iE 
Craft Mag i c  Arms a nd  Armor, levitate, slow 

COST 4,305 GP I 

PRICE 

1 3, 8 0 0  G P  

Not a l l  who board U l fen longsh ips o r  t ravel the paths o f  Ke l l i d  

mammoth hunters a re ca pab le  wa rrio rs, even t hough  they 

may be j ust as  brave. A cloak of the sago keeper i s  made from 

layers of fox fur and leather cut i n  str ips rem i n iscent of f lutter ing 

lengths of scro l l .  Seven of these st r ips  a re dyed v ib ran t  red .  The 

wearer of the c loak consta nt ly benefits from the effects of endure 

elements whi le  i n  co ld  cond i t ions, and  ga i n s  res ist energy 2 

aga i nst co l d  da mage.  Add i t i ona l ly, the wearer of the c loak can, as  

a n  immed iate act ion, p l uck  one of the c loa k's seven dyed str ips 

to gain a +6  bonus to a C l imb, Hand le  An ima l, R ide, S u rviva l, o r  

Swim  check  made tha t  round .  These  stri ps d i sso lve immed iate ly 

upon being p l ucked. Once a l l  seven of the c loa k's str ips have 

been torn off, the wearer can no longer maker  use of the c loa k's 

sk i l l - imp roving effects, but  cont inues to benef it from the endure 

elements and res i sta nce ab i l i t ies .  

ii.J�(il;JIIilt1l:1;Ji1llll;Ji&ii�IE COST 6, 900 GP I 
Craft Wond rous  I tem, guidance, resist energy 



PRICE 

8, 5 0 0  G P  

Th i s  h ide  he lm i s  set with p la tes o f  ivory ca rved with pr im i t ive 

runes, with a pa i r  of tusks cu rv ing down on  e i ther  side of the 

wearer's face for cheek gua rds .  The tusks of the he lm p rovide a 

gore attack dea l i ng 1 d6 po i nts of damage for a Med i um  wearer 

(or 1 d4 po i nts of damage for a Sma l l  wearer) and count  as a 

mag i c  weapon for the pu rposes of ove rcom ing  damage reduct ion .  

The helm of  the Mammoth Lord a l so p rotects the wearer  from 

co ld env i ronments as the endure elements spe l l .  F u rthermore, i t  

provides a +5 competence bonus on  Hand le An ima l, R ide, and  

w i l d  empathy checks with e lephants, mammoths, mastodons, 

and other e lephant- l i ke creatu res. 

On command, the wearer may use detect animals or plants 

or speak with animals, but  on ly  to detect or commun icate 

with e lephant- l i ke creatu res. This helm or ig i na l l y  appea red in 

Pathfinder RPG Ultimate Equipment. 

11.1�bl;11111t.1�1;Ji·I•11;Jib'i�•E COST 4,250  GP I 
Cra f t  Wo n d ro u s  I t em,  beast shape I, charm animal, detect 

animals or plants, endure elements, speak with animals, creato r 

mus t  have 5 ra nks  i n  Hand l e  An ima l  a n d  R i de  

PRICE 

2 0  G P  

l ong na i l  forged from co ld 

i ron .  Usua l ly  car r ied l i ke 

cha rms or concea led wi th in  

the hee ls  of shoes, these 

ro ugh ly  worked na i l s  a re 

the on ly  p rotect i on  many 

common c i t izens of l rr isen 

have aga i nst the Wh i te Witches and  the co ld fey of the North .  

Carry ing a hex nail g ra nts i ts possessor a +2 res i sta nce bonus on 

a l l  savi ng throws aga i nst the hexes, spe l l s, spe l l - l i ke ab i l i t ies, and  

supernatura l  a b i l i t ies of fey, hags, and  witches. A hex nail 

automat ica l ly g ra nts i ts bonus when its possessor is targeted by 

such a n  effect. Once a hex nail has g ran ted i ts bonus on a s i ng le  

sav ing  th row, i t  becomes a nonmag ica l  na i l .  Most J adwiga  cons ider  

possess ion of a hex nail an  act of treason .  

liel�fii;Jiiii(1):1;Jl1llll;Jit't''�'' 
Craft Wond rous  I tem, resistance 

COST 1 0  GP I 

PRICE 

32,3 1 0  G P  

Th is  +2 lance i s  made out o f  wh ite spruce wood with a hand le  

ca rved from mammoth tusk ivo ry. Its shaft is decorated with images 

of charg ing  mammoths or  runn ing  wolves. When wie lded wh i le  

mounted on a creature with the an ima l  type, a mammoth lance 

uses the mount's Strength modif ier on damage ro l l s  rather than the 

wie lder's Strength modif ier. 

When its wie lder  is not mounted, or is mounted on a crea tu re 

without the an ima l  type, a mammoth lance funct ions as a norma l  

+2 lance. 

11.i��11,11111tu:1;Ji·I111;Jir'1'i�•E COST 1 6, 3 1 0 GP I 
Craft Mag i c  Arms a nd  Armor, animal growth, bull's strength 

PRICE 

2 6, 0 0 0  G P  

A p rized i tem among U l fen berserkers and v ik ings, a pelt of primal 

power is a l a rge bearsk in worn as a c loak,  with the bea r's head 

s i t t ing atop the wea re r's head .  When donned, a pelt of primal 

power g ra nts its wearer a +4 a rmor bonus to AC. I n  add i t ion, once 

per day the wearer ca n tra nsform i n to a g rizz ly bear (as beast 

shape II) for u p  to 1 O minutes. 

11.i�,11,11111tu:1;Ji·I•11;Jit'1'i�•E COST 1 3,000  GP I 
Craft Wond rous  I tem, beast shape II, mage armor 

PRICE 

2 6, 0 0 0  G P  

Th is  heavy book conta ins  a co l l ect ion o f  ep ic  ta les o f  m ighty U l fen 

heroes and the wondrous deeds they performed-and entwined 

with in the words i s  a powerfu l  magica l effect. I f  a nyone reads th is 

book, which takes a tota l of 48 hours over a m in imum of 6 days, 

she ga ins  a +5 competence bonus on D ip lomacy and In t im idate 

checks and a +4 mora le  bonus on saves aga i nst fea r. Th is  is a 

permanent magica l  effect that can be d ispe l led as norma l .  Once the 

book i s  read, the magic d isa ppea rs from the pages and i t  becomes 

a normal book. 

iiU�{ii;JIIiiUl:l;Jl1llll;Ji$ij�iE COST 1 3,000  GP I 
Craft Wond rous  I tem, eagle's splendor, remove fear, creator 

must be a ba rd 

PRICE 

2 6, 3 02 G P  

Th i s  sma l l  kn ife has  a bone hand l e  and  a b l ade  that  seems to 

be made of c lea r  b l ue  ice. Common ly  found  in the hands  of a n  

l rr i sen i  wi nter witch, a shard of winter i s  a + 1 frost dagger. Once 

per day, a witch can use a shard of winter to cast any one  spe l l  

w i t h  t h e  co ld descr iptor t h a t  t h e  witch has  stored i n  he r  fa m i l i a r  

and  i s  capab le  of cast i ng ,  even i f  t h e  spe l l  i s  n o t  prepa red .  Th i s  

spe l l  i s  treated l i ke any  other  spe l l  c a s t  by the wi tch,  i n c l ud i ng  

cast i ng  t i me, d u ra t i on, and  other  effects dependent  o n  the 

wi tch's leve l .  Th i s  spe l l  ca n't be mod if ied by meta mag i c  feats  o r  

o t he r  a b i l i t i es .  

11.i:�11,11111t.i:1;Ji·I•11;Jit'1'i�•E COST 1 3,302 GP I 
Craft Mag i c  Arms a nd  Armor, ice storm, telepathic bond, creator 

must be a wi nter witch 



While all of the options in this book help tie characters 

to the people and lands of the North, the following 

considerations and campaign traits are customized for the 

Reign ofWinter Adventure Path. These hints, suggestions, 

and character options are designed to help players create 

characters perfectly suited to jumping right into and 

excelling over the course of this deadly campaign. 

CHARACTER T1PS 
How should you prepare for the dangers that await you in 

the Reign ofWinter Adventure Path? Just keep the following 

in mind while creating characters . 

Frozen Foes: Reign of Winter's adventures contain a 

variety of monsters ,  many of which are native to icy climes.  

You'll face animals ,  fey, and humans at lower levels, then 

giants and magical beasts. At higher levels, expect evil 

outsiders, undead, and possibly even a few dragons. 

Ice Magic: Irrisen's White Witches are masters of icy 

magic, but your character can be interested in cold magic as 

well. The winter witch archetype in Inner Sea Magic is perfect 

for a witch character, as is the winter witch prestige class 

from Paths of PrestiJJe, while an oracle can choose the winter 

mystery presented on page 26 of this book. A druid with the 

arctic druid archetype or sorcerer with the boreal bloodline 

from the Advanced Player's Guide would also be a good fit. 

Likewise, an inquisitor with the witch hunter archetype from 

Ultimate Combat or a magus with the hexcrafter archetype 

from Ultimate MaJJic suits many ofthe campaign's themes.  

Lands of Winter: Winter is a major theme in the 

campaign, so you should be prepared to face cold 

temperatures and harsh conditions. Survival would be 

a very good skill to have, as would Stealth and Use Magic 

Device. Characters will also be traveling to new lands 

during the campaign, so Diplomacy, Linguistics, and 

Knowledge (local) may be useful in dealing with natives 

and new surroundings.  Being able to survive in cold terrain 

is a must, but the adventures will also take characters into 

forest, mountain, and urban environments as well. 

CAMPA1GN TRA1TS 
The following campaign traits tie characters to the Reign 

ofWinter Adventure Path. Although the campaign will take 

characters to Irrisen and other icy, winterbound locales ,  

it begins in the warm lands of Taldor far to the south. 

Characters designed for this campaign should plan to be 

residents of or new arrivals in the village ofHeldren. 

Adaptive Magic: The wonders of magic have always 

fascinated you, and you find the urge to tinker and 

experiment with magic almost irresistible. You could be 

the child of an alchemist, wizard, or witch; a member of 

the Pathfinder Society; or maybe someone with a touch of 

fey or dragon blood. You may not be trained in magic, and 

you've had your share of accidental mishaps,  but you possess 

a natural knack for activating magic items. You've always 

been intrigued by the cold magic of the winter witches and 

ice mages of the North, and would love to get your hands 



on some of their magic items. You gain a +i trait bonus on 

Knowledge (arcana) and Use Magic Device checks,  and Use 

Magic Device is a class skill for you. 

Blood of Giants: You're a big person, and folk have 

always said you've got some giant blood in you. Even as 

a child, you towered over your friends,  and as you grew 

older, you grew even taller and stronger. Maybe your hair 

has a tint of blue as well, or your skin is as pale as snow. 

Perhaps someday you'll get the opportunity to travel to the 

North and meet some real giants ,  and see if it's actually 

true. You gain a +1 trait bonus on combat maneuver checks 

to sunder, and a +1 trait bonus to your CMD against bull 

rush and overrun combat maneuvers. 

Failed Winter Witch Apprentice: As a child, you were 

apprenticed as a winter witch in the frozen land oflrrisen, 

but you did not complete your training. Perhaps you 

disagreed with the politics oflrrisen's White Witches ,  or you 

had an altercation with one of your teachers, or maybe you 

were just ill- suited to the practice of witchcraft. Whatever 

the reason, you left the ranks of the winter witches and 

left Irrisen. Whether or not you continued your training 

on your own, you still retain some small knowledge of 

witchery and the magic of the icy north. You gain a +i 

trait bonus on Knowledge (arcana) and Spellcraft 

checks to identify spells or magical effects with 

the cold descriptor, and one of these skills (your 

choice) is a class skill for you. In addition, 

you gain Hallit or Skald (this does not count 

toward your number oflanguages). 

Northern Ancestry: One of your parents 

came from the North, and the tales of the 

frozen lands at the top of the world that you 

grew up listening to excited your imagination. 

Or maybe one of your ancestors had the blood of 

some frost-rimed creature. You feel most alive 

during the chill of winter, and as a child, 

you spent hours playing in the snow. You 

rarely feel the cold, and you've always 

had a restless longing to travel 

north. You gain a +i trait bonus 

on Fortitude saves ,  as well as cold 

resistance 2 ; this resistance does 

not stack with cold resistance gained 

from any other source. 

Restless Wayfarer: You have led 

a nomadic life-your parents were 

travelers (perhaps roaming Varisian 

caravaneers, or traveling merchants 

who traded far and wide), you 

belonged to a nomadic tribe, or maybe 

you ran away from home to discover 

the world at a young age. Some call 

it wanderlust, but to you the thought 

of new places and experiences is truly 

what makes life worth living, and no 

region catches your imagination like 

the windswept wilderness of the 

North. You are used to getting along in unfamiliar lands 

and dealing with interesting new people. You gain a +1 trait 

bonus on Knowledge (geography) and Knowledge (local) 

checks,  and one of these skills (your choice) is a class skill 

for you. You can also speak one additional language (this 

does not count toward your number oflanguages). 

Vigilante Witch Hunter: You don't trust witches .  They 

deal with otherworldly beings,  consort with beasts ,  and 

brew vile poisons in their cauldrons. As a child, perhaps 

you barely escaped some horrid fate at the hands of an 

evil witch, or maybe a loved one was stolen from you by a 

witch's charms. Perhaps you wanted to be a witch yourself, 

but the local witch refused to take you as an apprentice. 

Whatever the reason, you hate witches ,  and have 

dedicated your life to ferreting them out and exposing 

their wickednes s  for all to see. You know that the North is 

full of winter witches ,  and should you ever find yourself 

there, you'll bring your justice to them as well. You gain a 

+i trait bonus on Sense Motive checks, and Sense Motive 

is a class  skill for you. In addition, 

you begin the campaign with id4 

hex nails (see page 29). 
Warded Against Witchery: 

Sometime in your youth, you 

encountered a location, object, 

or being steeped in the power 

of evil witchcraft. Whether 

you were the victim of this 

force, a conduit for it, or merely 

witnessed its effects, the event 

changed your life. You have tried 

to put the strange incident 

behind you and forget it, but 

nebulous premonitions of 

danger and eerie feelings 

of deja vu have dogged 

your steps ever since. For 

some inexplicable reason, 

you feel drawn to the lands 

of the North, though you 

fear another encounter with the 

evil witchery that touched 

you once before. Whether 

through purity and the 

blessing of goodly spirits ,  

an innate determination, or an 

intuitive familiarity with the ways 

of black magic, you have acquired 

a resilience against the dark 

arts .  You gain a +i trait bonus 

on saving throws against the 

spells, spell-like abilities , and 

supernatural abilities of evil 

arcane spellcasters ,  and a +1 

trait bonus on Spellcraft checks 

to identify spells cast by evil 

arcane spellcasters. 



Like Pegasus, Shadowfax, and Podo and Kodo, some ofthe most famous heroes of fantasy's greatest tales 

adventure on four legs. Level up every adventurer's best friend with Pathfinder Player Companion: 

Animal Archive. This guide to animal allies ,  steadfast steeds, and fearless  familiars unleashes 

a host of options for everyone's favorite companion creatures. Take your pick of new options 

for heroes, including new opportunities to give any class access  to animal allies ,  or choose 

from a variety of new creature compatriots ,  whether it be one of Golarion's numerous native 

animals, a choice from the comprehensive list of animal familiars, or something entirely 

new. Don't let druids and rangers be the only ones with best friends-adopt your perfect 

furred or feathered, tailed or scaled ally with Path.finder Player Companion: Animal Archive! 

WOULD YOU llKE TO KNOW MORE? 
There's more to the brutal lands of the North than impassable mountains and endless  expanses of deadly cold. Make 

the northlands your home or lay claim to the magical traditions of wind and snow by taking the next step into the lands 

crowning the Inner Sea region. 

Unlock the power of ice and snow 

with the frigid magic of the winter 

witch prestige clas s ,  just one of the 

dozens of new character options 

presented in Patil-finder Campa(gn 

SettinjJ= Paths of Prest(ge. 

Follow Ellasif, a Linnorm Kingdoms 

shield maiden, as she faces down 

her own countrymen and the ice­

hearted witches of Whitethrone in 

order to save her missing sister in the 

Pathfinder Tales novel Winter Witch. 

Raid upon the frozen seas and claim a 

kingdom of your own with Patil-finder 

Campai13n Settin13: Lands of the Linnorm 

Kin13s, a guide to Golarion's realm of 

viking adventure and deeds worthy 

ofbeing immortalized in song. 
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