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MONGOLIANT MARAUDER
Though their presence on the Twisted Earth has 
waned somewhat in recent generations, the terrible 
mutant creatures known as “Mongoliants” have long 
been a terror of the people of the wasteland.  Giant 
humanoid predators possessed of great strength 
and ghastly mutations, these savage monsters are 
thankfully few in number, their own tribal villages 
becoming scarcer and scarcer with each passing year.

Among their own clans, however, these creatures 
will often speak reverently of the time of the 
“Mongoliant Horde”, a time when their race was 
united as conquerors of the eastern reaches of the 
known world.  Though their successes 

were many, and their tyranny depthless, they were 
eventually shattered by a coalition of primitive tribes 
led by none other than the “Fallen God”, the heroic 
leader that would one day become the deified icon of 
the Movement.

Driven east and into the fringes of the Purple 
Desert and beyond, the empire of the Mongoliants 
was destroyed generations ago.  But many of their 
kind survived the destruction in small scattered tribes 
(such as the “Titans of The East”; see Prominent 
Tribes of The Twisted Earth), continuing the training 
and discipline that had brought worship and fear 
to the name of their people and their empire in the 

days of old.  These few tribes are 

among the most dangerous Mongoliant holdouts left, 
breeding ranks of skilled fighters who use their great 
size and impressive strength to overcome all foes.

The Mongoliant Marauder advanced class 
represents those few tribes of gigantic mutants who 
continue the traditional fighting techniques of the 
legendary “Mongoliant Horde”.  While Mongoliants 
dominate the ranks of those with knowledge of this 
military style of warfare, other tribes who exhibit 
freak gigantism can benefit from the training 
(assuming they can find Mongoliants willing to teach 
them).

REQUIREMENTS
To become a Mongoliant Marauder, a character must 
fulfill the following criteria.

Base Attack Bonus:  +8.
Skills:  Intimidate 11 ranks.
Feats:  Awesome Blow, Cleave, Improved Bull 

Rush, Power Attack.
Size:  Large or greater.

CLASS INFORMATION
The following information pertains to the Mongoliant 
Marauder prestige class.

Hit Dice:  1d10.
Action Points:  7 + one half the character’s class 

level, rounded down.
Class Skills:  The Mongoliant Marauder class 

skills are:  Climb (Str), Intimidate (Cha), Jump (Str), 
Survival (Wis).

Skill Points at Each Level:  3 + Int modifier.
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CLASS FEATURES
The following features pertain to the Mongoliant 
Marauder prestige class.

Bonus Feats:  The Mongoliant Marauder receives 
a bonus feat at 3rd, 6th, and 9th levels.  The feat must 
be selected from the following list, and the character 
must meet the prerequisites to select it:  Archaic 
Weapons Proficiency, Armor Proficiency (any), 
Combat Expertise, Combat Reflexes, Exotic Melee 
Weapon Proficiency, Frightful Presence, Great 
Cleave, Improved Damage Threshold, Improved Trip, 
Marauder, Sunder, Toughness.

Ant-Crusher:  At the top of the proverbial food 
chain, the Mongoliant Marauder virtually dominates 
smaller creatures.  At 4th level the Mongoliant 
Marauder receives a variable increase in the critical 
threat range of his weapon against creatures smaller 
than him, depending on the creature’s size.  For 
creatures one size category smaller than the character, 
the critical range of his weapon increases by one; 
for creatures two to three size categories smaller it 
increases by two; and for creatures four or more size 
categories smaller it increases by three.

For example, a Large-sized Mongoliant Marauder 
using a metal baton would have a critical threat 

range of 19-20 against creatures or his size or 
greater, 18-20 against Medium-size creatures, 17-
20 against Small creatures, and 16-20 against Tiny, 
Diminutive, and Fine creatures.

Sweep Attack:  When using any weapon with 
reach, the Mongoliant Marauder can use the entirety 
of the weapon to strike numerous foes caught along 
its length.  Whenever the Mongoliant Marauder 
attacks an opponent, trace a direct line between the 
character and his intended target; any foes in a square 
along this line are also in danger of being struck by 
the weapon (even if it cannot normally be used to 
attack adjacent enemies).  The Mongoliant Marauder 
rolls only one attack roll, but compares the result to 
the Defense of each opponent affected.  Damage is 
rolled only once as well, applied to all opponents hit 
by the sweep.

Damage Reduction:  At 2nd level the Mongliant 
Marauder gains damage reduction 1/-.  This rises to 
2/- at 5th level, and 3/- at 8th level.  If the character has 
damage reduction from another class or mutation, it 
stacks with these benefits.

Tremor:  By making a single melee attack as 
a full-round action, the Mongoliant Marauder 
can target the ground of any square he threatens, 

automatically striking the earth.  This forces any 
creature in that square, and all others adjacent (i.e. 
those located in any neighboring square), to make 
a Reflex save (DC 10 + the Mongoliant Marauder’s 
Strength modifier) or be immediately knocked prone.  
Affected creatures receive a +2 bonus to this save for 
every size category above Medium-size.

Prone Cleave:  At 10th level the Mongoliant’s use 
of the Cleave feat extends to any time he knocks an 
opponent prone (instead of only when he knocks an 
opponent out due to massive damage or reducing his 
hit points to less than 0).  Thus, any time he trips an 
opponent, or knocks an opponent prone through the 
feat Awesome Blow, he can make an additional melee 
attack as per the standard rules for Cleave.

TABLE 1-10: THE MONGOLIANT MARAUDER
Level Base Attack

Bonus
Fort
Save

Ref
Save

Will
Save Special Defense 

Bonus
Reputation

Bonus
1st +1 +2 +0 +0 Ant-Crusher +1 +1
2nd +2 +3 +0 +0 Damage Reduction 1/- +1 +1
3rd +3 +3 +1 +1 Bonus Feat +2 +1
4th +4 +4 +1 +1 Sweep Attack +2 +2
5th +5 +4 +1 +1 Damage Reduction 2/- +3 +2
6th +6 +5 +2 +2 Bonus Feat +3 +2
7th +7 +5 +2 +2 Tremor +4 +3
8th +8 +6 +2 +2 Damage Reduction 3/- +4 +3
9th +9 +6 +3 +3 Bonus Feat +5 +3
10th +10 +7 +3 +3 Prone Cleave +5 +4
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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 
(including 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 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. 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 Termination: 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

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

System Rules Document Copyright 2000, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original 
material by E. Gary Gygax and Dave Arneson

Modern System Reference Document Copyright 2002, Wizards of the Coast, 
Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based 
on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, 
Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

The Broken and The Lost: Primitive Characters Copyright 2005, 
RPGObjects; Author Dominic Covey

OPEN GAMING CONTENT

Designation of Product Identity: The following terms are designated as 
product identity as outline in section 1(a) of the Open Gaming License: 
Darwin’s Word, Twisted Earth, Denizens of the Twisted Earth, Terrors of the 
Twisted Earth, Artifacts of the Ancients, Cave of Life, Benders, Brethren, 
Brotherhood of Radiation, The Cartel, Children of the Metal Gods, Clean 
Water Clans, Far Traders, Enthropist, The Foundationist, The Movement, 
Paradise Believers, Ravagers, The Savants, Doomriders, Brethren Follower, 
Brotherhood of Radiation, Foundationist Paladin, Sister of the Desert, Willy 
World, Enforcers, Metropolis Rho, Humanity In A Bottle.

Designation of Open Gaming Content: The following sections of The 
Broken and The Lost: Primitive Characters are designated as open gaming 
content except for terms defined as product identity above.  All illustrations, 
pictures, and diagrams are Product identity and property of RPGObjects™.

INTRODUCTION
This entire section is closed content.

PRIMITIVE CHARACTERS
The Sprit Lodge Occupations are open content. The Class Information, 
Class Features, Class Requirements of the New Classes are open content. 
The class names and tables are open content. All of the New Feats and 
Brethren Feats sections are open content.  The Primitive Technology 
section is open content. The remaining text is closed content.
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