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CUSTODIAN KNIGHT� CREATURE 5

LE Large  Undead

This hulking armored undead towers above most heads, lumbering through the city streets at a steady, plodding pace, weapon always at the ready. Though his 
eyes are dull through his emotionless mask, you can tell that he is searching at all times, as if seeking something hard to spot.

Perception +12; darkvision 
Language Common (limited speech) 
Skills Acrobatics +8, Athletics +12, Intimidation +13, Society +8  
Str +5, Dex +3, Con +4, Int  +0, Wis  +2, Cha +2

AC 21; Fort +15, Ref +7, Will +9
HP 95, negative healing; Immunities death effects, disease, paralyzed, poison, 

unconscious
Custodian's Ire  r Trigger A creature ends a move action adjacent to the custodian 

knight’s guarded creature or Strikes the guarded creature, and is within 60 feet 
of the custodian knight; Effect The custodian knight Strides towards the 
triggering creature. The custodian knight can then make a rapier Strike 
against the triggering creature. This Strike doesn’t count toward the 
custodian knight’s multiple attack penalty, and its multiple attack 
penalty doesn’t apply to this strike.

Mandated Guardian (abjuration, divine)  Custodian 
knights are bound to protect specific creatures as 
determined at the time of their creation. This creature 
type is considered a guarded creature. If the guarded 
creature type is Tiny, it can share a space with the 
custodian knight, which grants it cover. 

For every hour a custodian knight spends within 30 feet of a 
guarded creature, they recover 18 Hit Points.

Speed 25 feet
Melee 1 rapier +13 (agile, deadly 1d8, disarm, finesse), 

Damage 2d6+10 piercing
Lunge 2 The custodian knight makes a Strike with its 

rapier, increasing the reach of the attack by 10 feet.
Incensed Protector 1 The custodian knight targets one 

creature they can see and that is within 30 feet of their 
guarded creature. This target remains the custodian 
knight’s foe until it’s defeated, it flees, or the encounter 
ends. The custodian knight reduces the multiple attack 
penalty against that creature by 1 when it makes attacks 
against them.
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LORE

A custodian knight is a protector of the small and weak, a rare 
noble goal that many citizens of Outset would deem frivolous.  
As such, the task then falls to the undead. These bodies are 
selected for their former strength and speed and then further 
molded and pushed into grand hulking warriors. 

On their creation, custodian knights are given a job by their 
Animator: to protect a specific creature that otherwise might not 
be able to protect itself. Many small things play an important 
part in the city's day-to-day: cats hunt rodents that might spread 
plague; chickens feed the citizens with rich eggs and meat; Outset 
gulls traverse distances at quick speed to deliver small goods and 
messages. In the First City, they are in desperate need of protection.

But protect them from what, you might ask? The answer:  
it doesn't matter. Custodian knights are undead, after all; built for  
a singular goal and nothing more. Anything that might threaten 
their guarded creature is a fair target. Of course, this means that 
some unfortunate butchers and feisty children have had bones 
shattered and teeth knocked in when they were simply in the 
wrong place at the wrong time, but such is life in the city.

In some schools within the Knights' Pilaster and amongst 
devotees of the First House's guardian, individuals may train with 
the full expectation that they will be used for civil service beyond 
death. Should they die in a way that leaves them able-bodied, they 
will have made a pact with an Animator who can then grant them 
a role that will continue to serve Outset long after their passing. 
Some knights might even request the role of a custodian knight to a 
beloved animal, so that they might still hold vestiges of their old self.

UNDEAD IN OUTSET

Undead aren't strictly used by the Tyrants' 
Guild, nor are they strictly evil. Space is 
a limited resource in the First City, and 
a worker who doesn't need comforts 
(like food, or living space, or living) is a 
valuable concept. Most of the city's undead 
are mindless servants, reanimated as 
automatons designated for a specific task. 

It's considered impolite to draw attention  
to an undead that was once a person's  
loved one or friend.

Since the Rot first appeared in the city, 
undead have been easily tainted. A Rotten 
undead must be disposed of quickly, lest it 
corrupt others or spread the Demise to  
other places in its mindless drudgery.
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TWITCH.TV/ZORANTHEBEAR

Our goal is to build out a fully realized world that you can invest 
yourself in, as well as run your own tabletop RPG games with. 

Over the coming months, we’ll be releasing a bevy of custom 
rules content for Pathfinder 2nd Edition, though the rules can easily 
be adapted for other game systems as necessary. We’re looking at 
releasing bespoke new rules and mechanics, as well as expansions 
to existing rules like: new monsters, new spells, unique items, 
backgrounds, ancestries, and so much more!

As the Rogrind campaign continues and we release more and more 
content, the focus will be on the city of Outset and the macro-level 
elements of the setting (continents, nations, pantheons, cosmology, 
etc.). Our plan is to gauge the reaction and adjust the type of content 
being released as time goes on, and based on feedback from our 
audience. All of this bespoke content, as well as regular releases for 
content used on the show, is going to be provided for you to use in 
your own games!

Supporting the show and our Patreon is the best way to get this 
content and see it in action! 

Thank you for your support. It really matters more than you could 
ever realize. Keep checking back for more! PATREON.COM/NARRATIVEDECLARATION

NARRATIVEDECLARATION.COM


ZORANTHEBEAR.COM
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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 1.0a © 2000, Wizards of the Coast, Inc.

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

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Authors: 
Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark 
Seifter.

Pathfinder Bestiary (Second Edition) © 2019, Paizo Inc.; Authors: 
Alexander Augunas, Logan Bonner, Jason Bulmahn, John Compton, Paris 
Crenshaw, Adam Daigle, Eleanor Ferron, Leo Glass, Thurston Hillman, 
James Jacobs, Jason Keeley, Lyz Liddell, Ron Lundeen, Robert G. McCreary, 
Tim Nightengale, Stephen Radney-MacFarland, Alex Riggs, David N. Ross, 
Michael Sayre, Mark Seifter, Chris S. Sims, Jeffrey Swank, Jason Tondro, 
Tonya Woldridge, and Linda Zayas-Palmer.

Rotgrind Bestiary: Custodian Knight © 2022, Payton Smith, Author: Jamie 
Isfeld.
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