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Aminëa, wild elf female; Sorcerer 4
Cleric 5

Introduction: Aminëa is a nature priestess
and wielder of magic who protects the
wilderness from those who want only to
take and give nothing back. She is one of
the most respected members of her small
community.

Wild Elves: Primitive doesn’t mean timid;
hidden doesn’t imply shy! The wild elves
practice the elven lifestyle on a totally
different level. Not only do they love nature,
they live it. They are not in it; they consider
themselves part of it. That being the case,
any adventurers penetrating into their
territory had better be treating nature with
great respect.

Narrative: You see a wild elf with dark
brown hair, dyed in various places with
patches of green. Her hair is roughly cut,
as if it were done with a dagger, and lays
unevenly around her face. Her hair is
braided in places with feathers and beads
carved of wood and horn. Her eyes are
watching you and you see that they are a
deep brown, almost black, and very
expressive of her feelings. You see some
curiosity, but no fear in them as they
watch you. She is dressed in a bodice and
skirt of fine-quality deerskin leather, with
knee-high boots of a similar material.
[She acts as if she were impervious to the
weather, though in the winter she will wear
a fur cloak.]

Quote: “You walk like a pregnant moose
[ox].  Must you make so much noise? I
would expect someone who looks as good
as you to carry themself better.” [She says
this with a teasing smile.]

Personality: Aminëa is often very serious,
but does have a sense of humor. Seeing an
intruder caught in a snare and hanging from
a tree by a foot, or tripping and falling into a

patch of briars, would
seem very funny to her.
She is totally at home
even in deep wilderness.
When she is
comfortable, she can be
chatty, tending to tell
about small details from
the lives of the plants or
animals she sees, or
from the lives of the
wild elves in her
community. Aminëa
serves a deity of elves,
nature or plants.

Scenarios: Aminëa
could come into contact
with a player character
in several ways, such as
the following:

A ranger or druid in the
forest could show

himself to be so in tune with nature that
Aminëa, observing him, can’t help but feel
in harmony with him as well. She would
approach him as a welcome guest and want
to get to know him better. Since this
approach is based on actions and attitudes
rather than looks, it could be good for a
character with a lower Charisma or
described as homely.

Someone at risk of offending the forest
could find himself warned by Aminëa. She
may even find the culprit attractive, but will
not let that stand in the way of threatening
him if his behavior does not change. If the
adventurer shows himself willing to learn,
she may become persuasive, or cajole him
instead of being stern. If he changes his
ways, she will express her pleasure at his
repentance and assist him in making amends
for his previous errors or redressing any
harm he had caused.
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Finally, if a player character harms the
forest, he may find himself the object of the
wild elves’ retribution. Stripped of all
“unnatural” gear, he must survive in the
woods as best he can. If he shows any
contrition then Aminëa may come to him,
the forgiving spirit of nature, to show him
where he went wrong, teach him to live in
harmony, and to woo him into a new love of
nature in all its guises.

Aminëa: Female wild elf: Sor 4/Clr 5; Str
10; Dex 14 Con 12; Int 12; Wis 16; Cha 16;
AL CG; Saves: Fort +6, Ref +4, Will +11

Skills and Feats: Hide 2 (+4), Knowledge
(nature) 2 (+3), Knowledge (religion) 6
(+8), Listen 1 (+6), Spellcraft 4 (+5), Spot 1
(+6), Survival 4 (+7). Alertness, Combat
Casting, Scribe Scroll, Track.

Sorcerer Spells Known: 0 – detect poison,
detect magic, daze, light, mending, message;
1st – sleep, magic missile, expeditious
retreat; 2nd – summon monster II

Sorcerer Spells Per Day: 0 – 6, 1st – 6, 2nd –
3. DC 13 + spell level.

Cleric Spells Prepared: (5/4+1/3+1/2+1) 0
– cure minor wounds (2), detect poison,
resistance, virtue; 1st – bane (2), bless,
shield of faith, entangle*; 2nd – aid, augury,
hold person, fog cloud*; 3rd – dispel magic,
prayer, plant growth*. DC 13 + spell level.

*Domain Spells. Domains: Plant: Rebuke or
command undead creatures as an evil cleric
rebukes or commands undead (Su), 6/day.
Water: Turn or destroy fire creatures as a
good cleric turns undead (Su), 6/day. 

Possessions: +1 spear, mwk javelins (5),
ring of protection +1, bracers of armor +2;
Scrolls: expeditious retreat, barkskin (2),
resist energy (2), remove curse, remove
disease (2), summon monster III (2); Potion:
owl’s wisdom.

Combat: CR 9; HD 4d4+5d8+9; hp 47; Init
+2; Spd 30 ft.; AC 15, touch 13, flat-footed

13; Base Atk: +5; Grp +5; Atk +6 melee
(1d8+1 +1 spear), or Atk +8 ranged (1d6
mwk javelin); Space/Reach: 5 ft./5 ft.; SQ:
wild elf racial traits, summon familiar, turn
undead (6/day)

Aminëa: Sor 4/Clr 3; Make the following
changes from Sor4/Clr5: Wis 15; Saves:
Fort +5, Ref +4, Will +9

Skills and Feats: Knowledge (nature) 1
(+2), Knowledge (religion) 3 (+5), Listen 1
(+5), Spellcraft 3 (+4), Spot 1 (+5), Survival
4 (+6). Feats – subtract Track.

Cleric Spells Prepared: (4/3+1/2+1) 0 –
cure minor wounds (1 only), 1st – bane (1
only), 2nd – subtract hold person. DC 12 +
spell level.

Possessions: Add Scrolls: summon monster
II (2). Subtract: ring of protection +1,
scrolls: remove curse, remove disease (2),
summon monster III (2); potion: owl’s
wisdom.

Combat: CR 7; HD 4d4+3d8+7; hp 32 each;
AC 14, touch 12, flat-footed 12; Base Atk:
+4; Grp +4; Atk +4 melee (1d8+1 +1 spear),
or Atk +7 ranged (1d6 mwk javelin)

Aminëa: Sor 6/Clr 5; Make the following
changes from Sor4/Clr5: Saves: Fort +8, Ref
+6, Will +13

Skills and Feats: Knowledge (nature) 3
(+6), Move Silently 0 (+7), Spellcraft 6
(+7), Survival 5 (+8). 

Sorcerer Spells Known: 0 – add: arcane
mark; 1st – add: cause fear; 2nd – add: blur;
3rd – add: rage

Sorcerer Spells Per Day: 0 – 6, 1st – 7, 2nd –
6, 3rd – 4. DC 13 + spell level.

Possessions: Subtract +1 spear; Add +1
aberration bane spear, cloak of resistance
+1, boots of elvenkind.

CR 11; HD 6d4+5d8+11; hp 51; Base Atk:
+6; Grp +6; Atk +7 melee (1d8+1 +1
spear), or Atk +9 ranged (1d6 mwk javelin)
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QUOTE “You have a quality about you 
that must be preserved for all 
generations.” 
“The great mysteries of life are deep, 
like the beauty of your eyes.” 
“That does not matter; only the art [or 
whatever he is obsessed with at the time] 
matters.” 
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“The Wolf of the Woods” copyright 2005 by Darren
Pearce.

The Wolf of the Woods

by Darren Pearce

The night was like a cold unfeeling blanket
and gave scant comfort to any of the
occupants of the small campsite. A shrill
wind blew in laughing gusts through the
ragged canvas of the handful of tents,
causing a few of the campers to shiver
beneath their blankets.

It was an ordinary night for them of course,
out in the wilderness far from any kind of
civilisation. They were a motley group of
friends that had adventured together for a
couple of years. They faced a greater
hardship now, one of trust – their group had
gathered a new member, an elven ranger to
guide them to their goal. For the better part
of the journey here each one of them had
kept their emotions and personal feelings in
check, behind carefully crafted masks – they
were not sure they could trust their new
companion, and trust had to be earned.

Fortune had thrown them together sometime
past and now the ‘Lady of Cards’ (as she

was known) was having fun with her hand.
Toying with the lives of mortals was a
pastime of the Lady and other powerful
beings; some sages even claimed that
beyond the world there were those that
considered the mortals’ existence to be
naught but a game.

A pair of amber eyes peered from the edge
of the forest and studied the ramshackle
tents and flapping material. A smallish black
nose snuffled at the air, desperate for any
kind of scent, most of it taken away by the
snarling wind.

A movement caught the searching gaze as a
lithe female figure slipped out from beneath
the flap of one of the nearby tents and
wrapped a thick cloak about her form.
Slender pointed ears poked up through a
mass of wind-whipped hair, which she
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struggled to tie back behind her head into a
long tail.

The woods-dweller watched her with a
detached air and growing curiosity, taking
time to sit and curl a thick bushy tail around
his front paws. To him she was a magical
creature, one of the first elf-kind that he’d
ever seen. 

Fortune’s dice rattled in the ether and she
decided that, with a little help from her
sister Fate, this particular woman would
catch the barest sight of the watcher in the
tree-line.

She didn’t know what drew her attention to
that particular spot where the trees were at
their thickest, but she caught a glimpse of
something there and only her inner sense
saved her from calling out in alarm; what
harm would a creature of the wild do to her
– and one which was merely curious at that?

He didn’t run. He didn’t want to turn tail or
show any kind of weakness of course, but he
was also more than entranced by the fire-
haired elven shape before him. Once more
the nose twitched against the air as the wind
ruffled his fur and the leaves danced like
fairies in the trees.

So the game began between Fortune and
Fate as they tossed dice and laid cards,
playing now with these two mortal souls on
the board of life.

Long moments passed as elf and wolf
regarded each other from the relative safety
of the camp and wood. She knelt by the
remains of their ruined camp fire and he
watched her from the snug embrace of the
closest bushes.

“Well now, you’re an awfully curious
fellow, aren’t you?” The woman finally
spoke over the howl of the wind and gave a

shy smile. She wasn’t quite sure why she’d
decided to talk to this animal, but in her
heart it seemed right.

Amber eyes blinked once and one ear turned
followed by the other. A slow, almost too-
human smile appeared on the maw of the
wolf and he gave a soft ‘huff’ of
acknowledgement.

“So you can understand me?”

Another huff followed that one and there
was a slight twitch in the creature’s tail. He
looked at it as though it were some kind of
betrayer and put a paw on the bushy thing to
stop it.

This curious motion caused the elf to laugh
slightly; it was a sound that made the
animal’s ear twist more fully in her
direction and he tilted his head from one
side to the other. Meanwhile under his paw
the betrayer began to move again. His nose
wrinkled at something and he turned his
head to look into the wood beyond.

The woman failed to notice the sudden look
into the trees and inched her way closer,
wrapped in her cloak and with her hood now
drawn up to cover that flame-mane of hair.
She reached out and put her hand towards
the creature, not showing a hint of fear.

“I’m not going to hurt you.”

Now that she was closer, he could smell the
scent of something upon the woman’s body.
It had the aroma of food and he stopped
himself from drooling – that simply
wouldn’t do. He didn’t want the elf to think
he was about to eat her for supper or
something; that kind of thing was only
related in children’s stories and he’d prefer
not to be the source of any more rumours.

“Are you hungry?” she asked as her dappled
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of

the Coast, Inc. and is Copyright 2000 Wizards of

the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the

copyright and/or trademark owners who have

contributed Open Game Content; (b)"Derivative

Material" means copyrighted material including

derivative works and  translations (includ ing into

other computer languages), potation,

modification, correction, addition, extension,

upgrade, improvement, compilation, abridgment

or other form in which an existing work may be

recast, transformed or adapted; (c) "Distribute"

means to reproduce, license, rent, lease, sell,

broadcast, publicly display, transmit or otherwise

distribute; (d)"Open Game Content" means the

game mechanic and  includes the methods,

procedures, processes and routines to the extent

such content does not embody the Product

Identity and is an enhancement over the prior art

and any additional content clearly identified as

Open Game Content by the Contributor, and

means any work covered by this License,

including translations and derivative works under

copyright law, but specifically excludes Product

Identity. (e) "Product Identity" means product

and product line names, logos and identifying

marks including trade dress; artifacts; creatures

characters; stories, storylines, plots, thematic

elements, dialogue, incidents, language, artwork,

symbols, designs, depictions, likenesses, formats,

poses, concepts, themes and graphic,

photographic and other visual or audio

representations; names and descriptions of

characters, spells, enchantments, personalities,

teams, personas, likenesses and special abilities;

places, locations, environments, creatures,

equipment, magical or supernatural abilities or

effects, logos, symbols, or graphic designs; and

any other trademark or registered trademark

clearly identified as Product identity by the

owner of the Product Identity, and which

specifically excludes the  Open Game Content; (f)

"Trademark" means the logos, names, mark,

sign, motto, designs that are used by a

Contributor to identify itself or its products or the

associated products contributed to the Open

Game License by the Contributor (g) "Use",

"Used" or "Using" means to use, Distribute,

copy, edit, format, modify, translate and

otherwise create Derivative Material of Open

Game Content. (h) "You" or "Your" means the

licensee in terms of this agreement.

2. The License: This License applies to any Open

Game Content that contains a notice indicating

that the Open Game Content may only be Used

under and in terms of this License. You must

affix such a notice to any Open Game Content

that you Use. No terms may be added to or

subtracted from this License except as described

by the License itself. No other terms or

conditions may be applied to any Open Game

Content distributed using this License.

3.Offer and Acceptance: By Using the Open

Game Content You indicate Your acceptance of

the terms of this License.

4. Grant and Consideration: In consideration for

agreeing to use this License, the Contributors

grant You a perpetual, worldwide, royalty-free,

non-exclusive license with the exact terms of this

License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If

You are contributing original material as Open

Game Content, You represent that Your

Contributions are Your original creation and/or

You have sufficient rights to grant the rights

conveyed by this License.

6.Notice of License Copyright: You must update

the CO PYRIGHT  NOTICE portion of this

License to include the exact text of the

COPYRIGHT NOTICE of any Open Game

Content You are copying, modifying or

distributing, and You must add the title, the

copyright date, and the copyright holder's name

to the COPY RIGHT  NOT ICE of any original

Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use

any Product Identity, including as an indication
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as to compatibility, except as expressly licensed

in another, independent Agreement with the

owner of each element of that Product Identity.

You agree not to indicate compatibility or co-

adaptability with any Trademark or Registered

Trademark in conjunction with a work containing

Open Game Content except as expressly licensed

in another, independent Agreement with the

owner of such Trademark or Registered

Trademark. The use of any Product Identity in

Open Game Content does not constitute a

challenge to the ownership of that Product

Identity. The owner of any Product Identity used

in Open Game Content shall retain all rights, title

and interest in and to that Product Identity.

8. Identification: If you distribute Open Game

Content You must clearly indicate which

portions of the work that you are distributing are

Open Game Content.

9. Updating the License: Wizards or its

designated Agents may publish updated versions

of this License. You may use any authorized

version of this License to copy, modify and

distribute any Open Game Content originally

distributed under any version of this License.

10 Copy of this License: You MUST  include a

copy of this License with every copy of the Open

Game Content You Distribute.

11. Use of Contributor Credits: You may not

market or advertise the Open Game Content

using the name of any Contributor unless You

have written permission from the Contributor to

do so.

12 Inability to Comply: If it is impossible for

You to comply with any of the  terms of this

License with respect to some or all of the Open

Game Content due to statute, judicial order, or

governmental regulation then You may not Use

any Open Game Material so affected.

13 T ermination: This License will terminate

automatically if You fail to comply with all terms

herein and fail to cure such breach within 30

days of becoming aware of the breach. All

sublicenses shall survive the  termination of this

License.

14 Reformation: If any provision of this License

is held to  be unenforceable, such provision shall

be reformed only to the extent necessary to make

it enforceable.

15 COPYRIGHT NOTICE
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License version 6.0.  A copy of this License can
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