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Chaosborne

Chaosborne is an acquired template that can be added to any 
chaotic creature or creature with the chaotic subtype that does 
not already have the template (referred to hereafter as the base 
creature). 

A chaosborne uses all the base creature’s statistics and special 
abilities except as noted here. 

Size and Type: Size and type are unchanged, but the creature 
gains the chaotic subtype if the base creature did not already 
have it.

Attack: Th e chaosborne retains all the base creature’s attacks, and 
its weapon and armor profi ciencies. Th ese attacks retain 
the same primary or secondary status they had for the base 
creature. Th e chaosborne gains a primary touch attack if it 
did not already have one.

Special Attacks: A chaosborne retains all the base creature’s 
special attacks and gains those described here.

Chaosborne Curse (Ex): A chaosborne can transmit its terrible 
obsession with chaos to other chaotic-aligned creatures and 
creatures with the chaotic subtype. Any such creature hit 
by a chaosborne’s natural melee attack or touch attack must 
succeed on a Will save (DC 10 + 1/2 chaosborne’s character 
level + chaosborne’s Cha modifi er) or immediately gain the 
chaosborne template. A chaotic neutral character takes a –2 
penalty on the saving throw to resist contracting the curse, 
and a chaotic evil creature takes a –1 penalty. 

 Upon contracting the curse, the target falls unconscious for 
1d4 rounds, then arises as a chaosborne. Although the new 
chaosborne owes no allegiance to the one that bestowed the 
curse, it instinctively knows that additional chaosbornes can 
only further the cause of chaos. (See Spell Vulnerability on 
page @@ for ways to remove the chaosborne curse.)

 Entropic Blow (Su): Any melee attack a chaosborne makes 
with natural or manufactured weapons deals an extra 
+1d6 points of damage to creatures of lawful alignment or 
creatures with the lawful subtype. A chaosborne’s attacks are 
considered chaotic-aligned for overcoming damage reduction.

 Gaze of Discord (Ex): Any chaotic creature 
within 30 feet of a chaosborne that meets its 
gaze must make a Will save (DC 10 + 1/2 
chaosborne’s character level + chaosborne’s 
Cha modifi er). Failure leaves a chaotic creature 
dazed for 1 round and a lawful creature 
confused (as the confusion spell) for the same 

period. A chaosborne is immune to the gaze of discord of 
other chaosbornes.

Special Qualities: A chaosborne retains all the base creature’s 
special qualities and gains those described here.

 Aura of Anarchy (Su): Every nonchaotic creature within 10 
feet of a chaosborne automatically misses its attack rolls 
and fails its saving throws on a natural roll of 5 or below. 
In addition, it takes a –5 penalty on all ability checks, skill 
checks, and level checks.

 Law’s Death (Su): If a spell with the lawful descriptor is cast 
within 60 feet of a chaosborne, the caster must succeed on a 
caster level check (DC 10 + 1/2 chaosborne’s character level 
+ chaosborne’s Cha modifi er) or the spell fails and is wasted.

 Protection from Law (Su): Against attacks made by lawful 
creatures, a chaosborne gains a +2 defl ection bonus to 
AC and a +2 resistance bonus on saves. Furthermore, it is 
immune to possession and compulsion spells and eff ects 
originating from lawful creatures.

 Random Immunity (Ex): A chaosborne is immune to one 
type of energy damage at all times, but the specifi c type 
changes each round. Roll 1d6 and consult the following 
table at the beginning of each round to determine the 
specifi c immunity.

Random Immunity

Roll Immunity
1 Acid
2 Cold
3 Electricity
4 Fire
5 Sonic
6 Force

 See Chaos (Su): At will, a chaosborne can identify any 
chaotic creatures, spells, and magic items that it can see as 
though it were using the detect chaos spell (caster level equals 

chaosborne’s character level) and had studied the 
specifi c creatures and objects for 3 rounds.

  Spell Vulnerability (Ex): If a chaosborne fails the 
Will save against a remove curse or break enchantment 
spell cast upon it within one week of the time it 
contracted the chaosborne curse, it permanently 
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Chaosbornes drift in the randomness of the universe, fl oating 
on the winds of change. Unhinged by contact with far realms or 
extraplanar entities that are foreign to sane minds, the chaosbornes 
are driven to cause chaos in every waking moment. In keeping 
with the anarchic insanity that is the curse of their vision, they 
transfer their skewed version of reality to other creatures already 
swayed by chaos.

Some chaosbornes are manic and crazed; others are patient and 
calculating. All, however, strive to create anarchy wherever they 

go. Th ey have no special desire to harm others, but their drive to 
disrupt order can manifest in activities ranging from innocuous 
pranks to deadly destruction. For example, a chaosborne might 
rearrange the books in a library or rewrite the entries in an 
accountant’s ledger, or it might break open a dam to fl ood a city. 

If a chaosborne encounters a large group of other chaotic creatures, 
the result can be a plague of chaosbornes sweeping across the land, 
leaving only destruction, death, and madness in their wake.

Creating a Chaosborne

Cha modifi er). Failure leaves a chaotic creature 
  Spell Vulnerability (Ex):
Will save against a 
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Chaosborne
loses the chaosborne template. Failing a saving throw 
against a dispel chaos eff ect removes the chaosborne template 
regardless of how long the target has possessed it.

Abilities: When a creature acquires the chaosborne curse, its 
ability scores change in a random way. Roll 1d8 and consult 
the following table when the template is acquired to 
determine the ability score modifi cations.

Abilities

1d8 Roll Str Dex Con Int Wis Cha
1 –2* +2 –2* +2 –2* +2
2 +2 –2* +2 –2* +2 –2*
3 +2 +2 +2 –2* –2* –2*
4 –2* –2* –2* +2 +2 +2
5 +4 –4* +4 –4* +4 –4*
6 –4* +4 –4* +4 –4* +4
7 +4 +4 –8* –4* –4* +8
8 –4* –8* +8 +4 –8* +8

*Minimum 1.

Feats: Same as the base creature, though the chaosborne cannot 
benefi t from any feats for which it no longer qualifi es.

Challenge Rating: Same as the base creature +1.

Alignment: Always chaotic neutral. As long as the creature 
possesses the chaosborne template, its alignment cannot be 
changed by any means.

Level Adjustment: Same as the base creature +3.

Chaosborne Characters
A chaosborne character favors whichever class the base creature 
does. Th e chaosborne template can be great fun to play for a while, 
but a truly chaotic PC can become a burden to the other players. 
Should such a situation occur, the GM should either arrange a 
quick removal of the template or take steps to make sure it remains 
fun for all involved.

Sample Chaosborne: Chaosborne Satyr
Medium Fey (Chaotic)

Hit Dice: 5d6 (17 hp)
Initiative: +0
Speed: 40 ft. (8 squares)
Armor Class: 14 (+4 natural), touch 10, fl at-footed 14
Base Attack/Grapple: +2/+1
Attack: Head butt +1 melee (1d6–1 plus chaosborne curse) or 

touch +1 melee touch (chaosborne curse) or shortbow +2 
ranged (1d6–1/x3)

Full Attack: Dagger +1 melee (1d4–1/19–20) and head butt 
–4 melee (1d6–1 plus chaosborne curse) or touch +1 
melee touch (chaosborne curse) or shortbow +2 ranged 
(1d6–1/x3)

Space/Reach: 5 ft./5 ft.
Special Attacks: Chaosborne curse, entropic blow, gaze of 

discord, pipes
Special Qualities: Aura of anarchy, damage reduction 5/cold 

iron, law’s death, low-light vision, protection from law, 
random immunity, see chaos, spell vulnerability

Saves: Fort +1, Ref +4, Will +6
Abilities: Str 8, Dex 11, Con 10, Int 14, Wis 15, Cha 15
Skills: Bluff  +10, Diplomacy +4, Disguise +2 (+4 acting), 

Hide +12, Intimidate +4, Knowledge (nature) 
+10, Listen +16, Move Silently +12, Perform (wind 
instruments) +14, Spot +16, Survival +2 (+4 aboveground)

Feats: AlertnessB, Dodge*, Mobility*

Environment: Temperate forests
Organization: Solitary, pair, band (3–5), or troop (6–11)
Challenge Rating: 4
Treasure: Standard
Alignment: Always chaotic neutral
Advancement: 6–10 HD (Medium)
Level Adjustment: +5

Here is an example of a chaosborne using a satyr as the base creature. 
Th e 1d8 roll for the ability modifi ers produced a result of 4.

Th e wild and frolicsome creatures known as satyrs frequently cause 
mischief and chaos, but one bearing the chaosborne curse is especially 
dangerous because its mad behavior is often viewed as normal. 

Only when it has nearly destroyed its native forest and the other fey 
creatures that live within it do its diff erences become apparent.

A chaosborne satyr looks like a normal specimen of its kind except 
for a madness about its eyes and expression and a wild, ruffl  ed look 
to its fur.
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Combat
A chaosborne satyr seeks fi rst to charm any creature it encounters. 
It then tries to transmit the chaosborne curse to any chaotic 
opponents while commanding other charmed foes to go and cause 
chaos elsewhere. If engaged in combat, it attacks chaotic creatures 
fi rst, and then focuses on opponents that seem most damaged by 
its entropic blows.

A chaosborne satyr’s natural attacks, and any weapons it wields, are 
treated as chaotic-aligned for overcoming damage reduction.

Chaosborne Curse (Ex): DC 14 Will save; see the chaosborne 
template.

Entropic Blow (Su): See chaosborne template.

Gaze of Discord (Ex): DC 14 Will save; see the chaosborne template.

Pipes (Su): Chaosborne satyrs can play a variety of magical tunes on 
their pan pipes. Usually, only one chaosborne satyr in a group carries 
pipes. When it plays, every creature within a 60-foot spread (except 

chaosborne satyrs) must succeed on a DC 14 Will save or be aff ected 
as if by charm person, sleep, or fear (chaosborne satyr’s choice; caster 
level 10th). In the hands of other beings, these pipes have no special 
powers. A creature that successfully saves against any of the pipes’ 
eff ects cannot be aff ected by the same pipes again for 24 hours.

Aura of Anarchy (Su): See the chaosborne template.

Law’s Death (Su): DC 14 caster level check; see the chaosborne 
template.

Protection From Law (Su): See the chaosborne template.

Random Immunity (Ex): See the chaosborne template.

See Chaos (Su): See the chaosborne template.

Spell Vulnerability (Ex): See the chaosborne template.

Skills: A chaosborne satyr has a +4 racial bonus on Hide, Listen, 
Move Silently, Perform, and Spot checks.

Feats: *Th e chaosborne satyr no longer qualifi es for these feats.

OPEN GAME LICENSE Version 1.0a

Th e 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. Defi nitions: (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 (including into other computer languages), 
potation, modifi cation, 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 identifi ed 
as Open Game Content by the Contributor, and 
means any work covered by this License, including 
translations and derivative works under copyright law, 
but specifi cally 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 eff ects, logos, symbols, or 
graphic designs; and any other trademark or registered 
trademark clearly identifi ed as Product identity by the 
owner of the Product Identity, and which specifi cally 
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. Th e License: Th is 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 affi  x 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. Off er 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 suffi  cient rights 
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the 
COPYRIGHT 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 COPYRIGHT NOTICE 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 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. Th e use of any Product Identity in Open 
Game Content does not constitute a challenge to the 
ownership of that Product Identity. Th e owner of any 
Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product 
Identity.

8. Identifi cation: 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 
aff ected.

13. Termination: Th is 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

Open Game License v 1.0 Copyright 2000, Wizards of 
the Coast, Inc.

System Reference Document Copyright 2000-2003, 
Wizards of the Coast, Inc.; Authors Jonathan Tweet, 
Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, based 
on original material by E. Gary Gygax and Dave 
Arneson.

Advanced Bestiary, Copyright 2004, Green Ronin 
Publishing, LLC; Author Matthew Sernett.

Chaosborne, Copyright 2005, Green Ronin Publishing, 
LLC; Author Matthew Sernett.




