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MALICITE, TARUMANT� CREATURE 8

LE Medium Fundamental  Malicite

This obsidian armored figure radiates malevolent intent as it advances. It clutches an impressive blade in one arm, which it rests on its shoulders. Spikes cover 
the entirety of the figure, and tendrils of black and blue mist radiate from its form. An emaciated body moans as it struggles against the chains that bind it to 
this creature’s large shield. 

Perception +19; greater darkvision 
Languages Common, Malicite; telepathy 100 feet 
Skills Athletics +18, Deception +14, Intimidation +20, Medicine +14, Religion +14, Stealth +14, Survival +16 
Str +6, Dex +2, Con +5, Int +3, Wis +5, Cha +3

AC 27 (29 with shield raised); Fort +19, Ref +12, Will +19
HP 125 Immunities cold; Weaknesses good 5; Resistances physical 5 (except silver), poison 10
Damned Arsenal A tarumant possesses a standard-grade cold iron shield (Hardness 5, HP 20, BT 10) and a +1 striking bastard sword that are 

extensions of its existence. These items disappear 1 minute after being removed from the tarumant’s possession, or if the tarumant is slain. 
If either item is disarmed or destroyed, it reforms in the tarumant’s hands after 1 minute.

Shield Block 5

Speed 15 feet

Melee 1 +1 striking bastard sword +18 (magical, two-hand d12) Damage 2d8+11 
slashing

Sky Shred 2 Chains of darkness burst out of the ground bringing a flying 
target within 60 feet down to earth or preventing a creature from flying, 
with the effects based on the target’s Fortitude save (DC 23). If the creature 
reaches the ground safely, it doesn’t take falling damage.

Critical Success The target is unaffected. 
Success The target falls safely up to 60 feet if it was flying. 
Failure The target falls safely up to 60 feet if it was flying. If it hits the 
ground from at least 10 feet in height, it can’t Fly, levitate, or otherwise 
leave the ground for 1 round. The target also takes 2d6+8 slashing 
damage. 
Critical Failure The target falls safely up to 60 feet. If it hits the ground 
from at least 10 feet in height, it can’t Fly, levitate, or otherwise leave  
the ground for 1 minute. The target also takes 4d6+16 slashing damage.

Raising Fear 1 The tarumant uses the Raise a Shield action and then can 
make an intimidation check to Demoralize all living creatures within 30 
feet who can see it. Roll once and apply the result to all creatures.

Soul-Bound Strikes When a tarumant has its shield raised, it uses the two-
handed weapon damage for its melee attacks. This lasts until the shield is 
destroyed or until the start of the tarumant’s next turn.

Soul Shackle 3 (death, divine, necromancy) Once per day, a tarumant 
can bind the soul of a sentient creature within 30 feet that died within the 
last minute. When it does, the figure on the tarumant’s shield changes 
to resemble an emaciated version of the target and the previously 
imprisoned soul is freed. Slaying the tarumant frees the bound soul but 
does not return the deceased creature to life. The caster of a spell to return 
a creature to life whose soul is trapped within the shield must succeed at 
a DC 30 Religion check. On a success, the soul escapes the shield and the 
creature is returned to life as normal for the spell.
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LORE

The malicites are each extensions of the Fundamental concept 
of the Malice. Tarumants are considered the great hunters of 
the Malice’s divine arsenal, and one of the most common forms 
of Fundamentals found outside the plane of the Fundamental 
Battlefield. Summoned by spellcasters or dispatched on missions 
by the Malice itself, tarumants ceaselessly pursue their intended 
target. A tarumant doesn’t stop until it has found its target and 
completed whatever objective it has.

Though unrelenting in the completion of their missions, 
tarumants are not without autonomy. In fact, tarumants who find 
themselves confounded by a particularly vexing or noble foe often 
allow anger to overcome their sensibilities. Angered tarumants often 
breach their contracts by defeating their targets in combat and then 
shackling the recently deceased’s soul into their shield. Because 
of this notable quirk in loyalty, many conjurers only bring forth 
tarumants in search of foes they wish unimaginable suffering upon.

Like other Fundamental beings, a tarumant is formed from 
the Malice and let loose on the metaphysical realm of the 
Fundamental Battlefield. They fight in the wars between 
Fundamental powers as soldiers where they feast on the 
suffering they inflict on other Fundamentals. When summoned 
to the Material Plane, tarumants must often curb their sadistic 
tendencies in order to achieve their mission. In these instances 
of long-travel or clandestine infiltration, the tarumant instead 
feeds off the suffering of the soul bound to its shield.

In combat, tarumants are ever-advancing bulwarks. They rely 
on their armor and shield for protection against most foes, while 
also channeling the suffering of the soul bound to their shield to 
increase their ability to wield their immense weapons. Particularly 
prone to flying targets, tarumants counter ranged foes by binding 
them with summoned chains from the realm of the Malice, and 
then taking advantage of the opportunity to close with their 
chained foes.

MALICITES

Like the outsiders of other settings, 
Fundamentals are both minions 
and extensions of the four primary 
Fundamental powers. Each Fundamental 
has an associated type, with extensions of 
the Malice known as malicites. There are 
countless types of different malicites, with 
the tarumant representing one of the more 
common specimens that can appear on  
the Material Plane. 

Other examples of malicites include:

Caeocs
The “blinded eye malicites” are minor 
extensions of the Malice that act as scouts 
and saboteurs. Caeocs are small feral 
hounds bedecked in dark barding. They 
infect others with a strange affliction that 
blinds the target and allows the caeoc to 
see through the infected’s eyes.

Fractios
The “broken bones malicites” are the 
cannon fodder in Fundamental conflicts. 
Resembling four-legged assemblages 
of bone, these near-mindless malicites 
only seek to inflict harm on others with 
their jagged bone spears. Their brutal 
method of attacking often elicits painful 
responses from their foes that act to inspire 
other malicites (or similarly depraved 
individuals) to greater acts.

Inaniths
Known as “void malicites” the inaniths are 
clouds of pure darkness that emit a sound 
like jangling chains as they float through 
battlefields and on the borders between 
warring kingdoms. They prey on regions 
engulfed in conflict, where their meandering 
presence greatly adds to the death tolls and 
ruins chances for peaceful resolutions.
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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 starts up and we release more and 
more preview 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: Tarumant Malicite © 2022, Payton Smith, Author: 
Thurston Hillman.
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