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ACHIAN MINOTAUR:
Originating from the far South Eastern land of Achia, Achian-minotaurs (though most simply call them minotaurs, not realizing the differing races that exist), are famed for their overwhelming strength, bravery and rollicking good spirits. Lovers of brawling, fine metal work and trenchermen of gusto, they make great friends and bad enemies. Their nation is expanding via trade and colonization, and their fighters are famed as heroes, bodyguards and gladiators. 

Millenia ago, the Necronian Wars destroyed the civilization of the original Achian-minotaurs, they reverted to barbarism and were eventually conquered and enslaved by invading armies of gnolls and ogres, who used them to work the vast copper and silver mines of their land. After centuries of struggle, they freed themselves, and are once again an important culture and race, though much weakened from their once great height. Their hatred of slavery has made them dire enemies of the dark nation of Kalik, which is the largest slaving nation existent and home to foul people of all types.

Every Achian minotaur is trained to defend themselves in some manner, those typically encountered will be 2nd to 4th lvl Fighters. As an interesting note, Achian-minotaurs developed Taljzohn, an unarmed fighting style practiced by many people across the world—usually professional fighters and soldiers of quality, or those in some cities like Metza the massive capitol of the Messenik Empire where folk are not allowed to carry weapons without license. They had developed and encouraged unarmed fighting in their long gone heyday, and in their slavery, perfected it into an even more deadly, down n’ dirty combat style. This is why Achian-minotaurs all have Improved Unarmed Strike as a free feat.

In battle, most of them wield greatswords or greataxes and wear heavy armour, they  love tearing foes limb from limb with their enormous strength, but some, especially the sailors and traders, have skill as rogues, and they aren’t adverse to sneaking up on someone, who then finds a seven foot tall minotaur tickling their spine with a blade! Power Attack, Martial Weapon Proficiency and Cleave are the favoured feats of many, it’s little wonder few folk willingly face them….Note that martial Weapon Proficiency lets them use greatswords, great axes and throwing axes, their favoured weapons, not many bows are built strong enough for their needs, but a good thrown axe can tear off most orcs’ skulls!

Typical Achian-minotaur characters (note that Achian-minotaur characters are two levels lower than normal, as they are ECL +2):

ACHIAN-MINOTAUR FIGHTER Medium Sized Humanoid; Hit Dice 2d10+8 (24 hp); Initiative: +0; Speed 20 ft (banded mail) 30 feet (base); AC 16 (+6 banded mail); Attacks +8 greatsword, +7 unarmed, +3 throwingaxe; Damage: greatsword 2d6+7, unarmed 1d4+5, throwingaxe 1d6+5; Face/Reach: 5ft by 5ft/5ft; Special Qualities dakvision 60’; Saves Fort +5, Ref +0, Will +1; Abilities: S20 D11 C18 I10 W12 CH10; Skills Appraise +2 (metal&gems only), Intimidate+4, Listen +6, Spot+6, Search+4, Wilderness Lore +2, Intuit Direction +10, Heal +4, Jump +7, Climb +7, Swim +7; Feats Improved Unarmed Strike, Power Attack, Cleave, Weapon Focus—greatsword; Alignment; Neutral Good.

Items: banded mail, great sword, handaxe (x4), dagger, potion of cure light wounds.

This is a typical adventurer or soldier Achian-minotaur that can be met in towns, in ports or in the wilds.

ACHIAN-MINOTAUR CLERIC Medium Sized Humanoid; Hit Dice 3d8+6 (24 hp) ; Initiative: +0 ; Speed 20 ft (banded mail) 30 feet (base); AC 16 (+6 banded mail); Attacks +7 greatsword, +5 unarmed, +2 thrown handaxe; Damage greatsword 2d6+4, unarmed 1d4+4, throwingaxe 1d6+4; Face/Reach: 5ft by 5ft/5ft; Special Qualities dakvision 60’; Saves Fort +5, Ref +0, Will +1; Abilities: S17 D11 C16 I10 W16 CH12; Skills Appraise +2 (metal&gems only), Intimidate+5, Listen +8, Spot+8, Search+4, Wilderness Lore +4, Intuit Direction +12, Heal +6, Jump +5, Climb +5, Swim +5; Feats: Improved Unarmed Strike, Power Attack, Martial weapons (for Achian minotaur), Weapon Focus--greatsword (domain ability); Alignment: Neutral Good.

Domains: War (free martial proficiency and weapon Focus feats with chosen weapon--greatsword ), Destruction (once per day Smite Power, +4 hit +3 damage) Spells per day: 4/4/3 Spells prepared: Guidance, Virtue (x2), Resistance; Inflict Light Wounds, Bless, bane, Magic Weapon; Aid, Remove Paralysis, Inflict Moderate Wounds.

Items: banded mail, great sword, handaxe (x2), potion of cure serious wounds, scroll of cure light wounds (x3).
Priestly minotaurs usually follow war gods, such as Catha. Dedicated and deadly, they often bring justice to the wicked with a terrible gory, blade.

ACHIAN-MINOTAUR TRADER: Medium Sized Humanoid; Hit Dice 1d10+ plus 2d6+ (22 hp) ; Initiative: +0 ; Speed 20 ft (banded mail) 30 feet (base); AC 14 (+2 leather and Dex); Attacks +6 masterwork shortsword, +5 greatsword or unarmed, +4 throwing axe; Damage greatsword 2d6+4, shortsword 1d6+4, unarmed 1d4+4, handaxe 1d6+4; Face/Reach: 5ft by 5ft/5ft; Special Attacks: Sneak attack +1d6hp; Special Qualities darkvision 60’, Evasion; Saves Fort +5, Ref +0, Will +1; Abilities: S17 D15 C16 I14 W12 CH14; Skills: Appraise +4 (+6 with metal&gems), Balance +4, Bluff +3, Diplomacy +3, Gather Information +3, Intimidate+6, Profession—Trader +5, Open Lock +4,  Disable Device +4, Hide +4, Move Silent +4, Listen +6, Spot+6, Search+4, Wilderness Lore +2, Intuit Direction +10, Heal +4, Jump +6, Climb +6, Swim +6, Hide, Move Silent; Feats Improved Unarmed Strike, Dodge, Martial Weapon Proficiency (for Achian minotaur).

On the seas, in towns or in caravans crossing the wilds, Achian-minotaurs love trading: a little bit of fighter training, and a large dash of roguishness lets them be about their jobs with skill. Many folk think minotaurs aren’t as smart as other races...minotaur traders are perfectly capable of playing up to this foolish belief, and exploiting it!

Personality: Achian-minotaurs are fun loving, honourable and brave, and adore getting into fights where they can show their physical prowess, save their friends, and tear the hell out of preferably foul enemies. Loud, bold and boisterous, they can actually keep quiet when they have to, but far prefer to have a good time and let everyone know it. After centuries of slavery, they developed caution and craftiness, but this also left them with the belief that every day spent free must be enjoyed with gusto. Many folk think of them as somewhat monstrous barbarians, but that’s not the actual case—though some of the more chaotic and wild of their race are barbarians, regardless of how civilized their upbringing is. Those who insult an Achian-minotaur will usually be knocked senseless: they regard unarmed combat as being a perfectly fair way to settle a dispute. Despite seemingly to have a short term view, they keep an eye out on the future too, and like putting away wealth, stores and weapons for emergencies, their history of slavery makes them wary, especially of treachery: they hate slavery and traitors with a passion. They carry much of their wealth on them in the form of jewellery, coinage is fine for trade, but they wear large amounts of jewellery to show off their wealth, to let them use it for trade as need, it displays their social status and it lets them winkle out thieves and catch those dumb enough to be tempted into stealing their gold! Most Achian-minotaurs have an easy come, easy go attitude to wealth, except for personal mementos and treasured weapons.

It should be noted that Achian-minotaurs are well capable of taking a joke aimed at themselves if it’s meant in decent jest, they are not an arrogant people at all, as their history has taught them a sharp lesson in humility.

Wine gets them drunk faster than other alcoholic beverages for some unknown reason (-2 checks regarding being made drunk by wine where appropriate), so apart from watered wine with meals, they only drink it when attempting to get seriously drunk. Achian-minotaurs are omnivorous and eat a lot when they can, mostly due to the energy needed to keep their huge frames going, but also their history of slavery left bitter memories of starvation—they can eat and digest more of the nutritional goodness vegetable food than humans can, so they can actually survive on human sized rations, but would do so only in extremes. Their favourite food is huge plates of highly spiced rice or barley with battered chicken or other meats called Molkya…very reminiscent of human sweet-and-sour chicken.

Appearance: Achian-minotaurs are huge folk, standing 6’ 6” to 8’ tall and weighing 300lbs to 500lbs, although they have bull-like heads with forward curving horns, the rest of their features are human, though massively muscled, and their skin tones run from a very deep tan to a reddish hue. For clothing they prefer bright or strong hues like red, yellow, orange or marine or cobalt blue, made of strong materials with belts and pouches of coloured leather mostly black or white. Since nearly everyone is a fighter, they wear armour, preferably brightly polished and set with gems. Normally they wear large amounts of jewellery, which is how they prefer to carry their wealth and because it looks good.

Age: Achian-minotaurs usually can live to 200 years or more, but very few do as they love battle and prefer dying sword in hand! A minotaur is physically an adult at 40 years, middle aged at 100 years, old at 150 years, venerable at 200 years and maximum age is 200 +1d100 years.

Relations: Achian-minotaurs get on well with most races, their fun loving but honest natures appeal well to nearly everyone, except courtiers or the dour and staid. While dwarves find their loud ways and display of wealth a bit much, they appreciate their bravery, knowledge of metal and gems. Elves find the playful ways of the huge folk lively and uplifting if crude, there’s never a dull moment with a minotaur around! Halflings and gnomes find minotaurs a bit of a problem at times due to their sheer size and strength, a playful pat on the back can knock them flying, but their minotaur friends are quick to apologize and try to learn be so heavy handed around small races. Half-orcs of goodly ways get on well with minotaurs, who understand the prejudice odd looks can bring, and their love of battle and wine and food are similar to their own, if a bit more refined.

Alignment: Minotaurs are by nature, goodly folks, who respect laws, but value freedom, most Achian-minotaurs are Neutral Good.

Achian-minotaur Lands: They hark from the land of Achia, which is to the South East of the main lands of Erynavar, however they have several small colonies here and there, and have many communities scattered across the world in large cities of non-evil races. One of their colonies is Harquihin in the continent of Nariande.

Religion: Most Achian-minotaurs worship Catha, the god of war and freedom, they have a particular hate of Timor (god of Fear and thus slavers), Vaprak (god of ogres and trolls) and Yeenoghu (god of gnolls).

Language: Achian-minotaurs speak the Giant tongue and Common. As a far travelling, trading, adventuring race they often pick up many languages.

Names: Minotaurs have a few, ancient racial names of heroes, and they are worked into the names of newborn minotaurs, but not the exact names themselves: Telget; Mornith; Alvorid; Kuhnimar; Sondor are the most used...so names like Sondoriin, Telgetmor, Alvoridin and the like are common. They also use many names of heroes of other races they admire, names of friends, or names of exciting places, items or even food! Achian-minotaurs often add famous deeds or whimsical things to their names, like Telgetbar Giantkiller or Mornith of the Loud Drums (the latter isn’t a bard, but a famous, some say infamous, fighter, who strode into battle beating huge drums to scare his enemies).

Adventurers: Achian-minotaurs readily take up adventuring. Most of them are Fighters trained at the very least to defend themselves, and the vast majority are fighters. Some are Barbarians due to a streak of wildness in their nature, this wild streak also makes the way of a Monk very hard for most of them too. Minotaur monks are, to put it mildly, hell on wheels, but very rare—note that many of the original heroes who fought against their enslavers were monks, but they have broken from the patient stoicism they had to endure in those times. There’s a fair number of clerical minotaurs, mostly of Catha. While few of the huge folk are wizards—as pouring over books and tomes is way to dull, there tends to be more than a few sorcerers amongst them, mixed with some skill as fighters, they’re often a nasty shock to their enemies. Ranger Achian-minotaurs are common as hunters, bounty hunters and patrollers of the wild lands they live in, most of them take gnolls and ogres as favoured foes unless more immediate enemies are a threat. Most people are grateful minotaur bards are rare, when a minotaur starts singing, beating drums, sounding horns as is their won’t…well it is enough to waken the dead!

PLAYER CHARACTER MINOTAURS:

Achian-minotaur Racial Traits:

· Due to their natural abilities being so high, and the problems their history and nature bring to learning a specific trade, Achian-minotaurs are two levels lower than their xp total, thus if a PC Achian-minotaur has 6,000 xp--enough to be a 4th lvl character normally--he is instead, 2nd level.

· Strength +6, Dexterity +0, Constitution +4, Intelligence +0, Wisdom +2, Charisma +0. Achian-minotaurs are incredibly strong and tough, but their legacy of slavery left them with iron wills and craftiness.

· Darkvision 60’

· Bonus Feat: Improved Unarmed Strike. All Achian-minotaurs are naturally skilled at unarmed combat and often improve upon such skills.

· Weapon Proficiency: Achian Minotaurs receive the Martial Weapon  Proficiency feats for the greataxe, greatsword, battleaxe, handaxe and throwing axe.

· +8 on all Intuit Direction (Survival) checks, or those dealing with working out routes in areas they know. Achian-minotaurs have innately superb senses of direction and are very good at discerning paths to and from an area they already know about. This is due to their centuries of working in maze-like mines.

· Immune to Maze spells.

· +2 on all Wilderness Lore (Survival) checks due to their keen sense of smell.

· +4 on Intimidate checks. Minotaurs are very scary people when aroused!

· +2 on Appraisal checks on metal and gem work. While they do not have the innate crafting skills of dwarves, Achian-minotaurs are well versed in the value of metals work and gems.

· +2 to Listen, Spot and Search checks. Due to their keen sense, particularly that of smell, and a wary nature, Achian-minotaurs are rarely caught off guard or fail to notice unusual items or places.

· Due to their huge size, all armour and clothing costs double normal, and they usually prefer weapons made to bear their huge strength so they usually spend double cost as on any weapons as well—human longswords maybe useable, but have a tendency to bend when used by a minotaur unless they are magical or made of superb materials like mithral or adamantine. Magical helms rarely can fit onto their non-human shaped heads, so magical helms have only a 20% chance of being usable. When possible, they also consume double the normal food of humans. 

· Automatic languages: Minotaur and Common. Bonus languages: Any non-secret language. With their tendency to travel far and wide, they pick up many tongues.

· Favoured class: Fighter. An Achian-minotaur’s fighter class does not count when determining whether he suffers and xp penalty for multiclassing. Achian-minotaurs adore combat and most are fighters.
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