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MALLEAN 
Type: Monstrous Humanoid 
Pronounced: (MAL-ee-un) 
Singular/Adjectival: Mallean 
Plural: Malleans 
Frequency: 4 - Uncommon 
 
Frilf’s Notes: 
 “A more durable race I have yet to find.  Their lack 
of a solid skeletal structure provides them with the uncanny 
ability to ignore most bludgeoning damage.  I once saw a 
mallean warrior fall over one hundred feet into a pit and live to 
tell the tale.  All he had were a few nicks and bruises!” 
 
Background:   
 Malleans are 
generally found in the 
larger cities throughout the 
world.  They are still 
uncommon, but their 
numbers have grown 
substantially since their 
initial discovery some three 
thousand years ago.  They 
embody a wide variety of 
philosophical ideals, but 
are most noted for their 
ability to endure amounts 
of physical punishment. 
 
Personality:   
 Malleans do not 
have a general racial 
personality.  Rather, they 
tend to adopt behaviors 
and cultural mores from 
the societies that play host 
to their various settlements.  
Thus, a mallean may have 
any conceivable personality 
type, tempered by the 
greater community’s ideals 
and expectations. 
 
Physical Description:   
 Malleans stand from 5½ to 7 feet tall, and weigh 
between 100 and 230 pounds.  Their size range is much like 
that of humans.  Malleans can live to be over 120 years old. 
 Malleans are stout, bipedal humanoids, with 
greenish-gray skin.  Their small, round and beady eyes are 

typically blue, green, or brown in color.  Since their hair 
growth patterns are generally patchy and erratic, most 
malleans choose to shave their bodies or have the hair 
removed by a local alchemist or magic user. 
 The mallean head is slightly ape-like, with a 
pronounced, heavy jaw, a large forehead, and small ears.  
This often gives the malleans an appearance of being simple-
minded, which is often the case. 
 Their arms, legs, and torsos display a highly-defined 
network of rippling muscles, further accenting their otherwise 
intimidating physique.  Mallean hands have three fingers and 
an opposable thumb and their feet have four toes each.  
Typically, they walk in a semi-hunched fashion, which often 
makes them appear shorter than they actually are. 

 Mallean females 
reach reproductive age at 
35 and are fertile for a 
period of twenty to thirty 
years thereafter.  A typical 
mallean family unit will 
have 2-4 offspring during 
this period, as infant 
mortality among the race 
is high.  The reasons for 
this are not yet fully 
understood. 
 
Diet:   
 Standard. 
 
Relations:   
 Mallean relations 
with other races run the 
gamut from completely 
harmonious to openly 
hostile.  Their interaction 
with non-mallean peoples 
over the centuries have 
been determined solely by 
the respective personalities 
and alignments of the 
malleans and the other 
races involved.  In general, 
malleans tend to get along 

well with humans, elves, dwarves, kefgralds, half-elves, 
orusks, and other races that have a broad spectrum of 
alignments. 
 
Alignment:   
 Malleans can be of any alignment. 
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Lands:   
 Malleans have no lands of their own, but are 
generally found in small enclaves within larger, more 
cosmopolitan cities.  Capital cities and large port towns are 
most likely to have a settlement of malleans of some size.  
Outlying towns and villages will rarely have a small mallean 
population, but only in the more populous kingdoms of the 
world. 
 
Religion:   
 Most malleans are religious and worship whatever 
deity is most compatible with their particular alignment.  
Since mallean alignments are a diverse as human alignments, 
their religious beliefs and practices tend to follow the same 
range of variation.  Thus, malleans are free to worship 
whatever they choose or nothing at all.  
 
Language:   
 Malleans speak Common, as it is the most widely-
spoken language in the various kingdoms of Evernor.  In 
addition to Common, they are also likely to speak the 
dominant language in their particular home area (if different 
than Common).  There is no mallean language. 
 
Names:   
 Mallean names are taken from the culture that 
surrounds their enclaves.  In an effort to blend in with other 
races and societies, malleans adopt whatever naming 
conventions are most prevalent in an area.  Thus, they are as 
likely to have human names as goblin names, depending on 
their geographical location. 
 
Adventurers:   
 Malleans have produced a great number of superb 
adventurers throughout the years.  They are highly adaptable 
and have a natural affinity for exploration.  Generally, their 
motivations for going on adventures are as varied as they are 
for humans or any other common race. 

As far as adventuring classes go, malleans excel in 
the disciplines of monk, rogue, and fighter.  Mallean clerics, 
paladins, and rangers are also fairly common.  Since they are 
not generally adept at the arcane arts, there are few bards, 
sorcerers, or wizards among their kind.  Mallean barbarians 
are possible, but are exceptionally rare. 
 
In the Realms of Evernor:   
 The malleans have shared a long history with the 
common races of Evernor, such as the humans, elves, 
dwarves, gnomes, orusks, and others, with whom they co-
exist. 

In years past, mallean troops have often been 
involved in major battles between nations and political 
factions of the world.  Many of the larger kingdoms employ 

mallean troops to bolster their armies, often using them as 
elite ground forces for special detachments. 

Malleans have generally not made much of a 
contribution to world culture, art, or language, due to their 
tendency to adopt the ways of the dominant culture in their 
area. 
 
Role Play Tips: 

• Malleans prefer to wade into melee combat, relying 
on their natural toughness to carry them through to 
victory. 

• Malleans behave much like the people in their 
culture or geographical area of origin, adopting the 
same dress, speech patterns, and mannerisms that 
are most common near their home settlement. 

• Malleans are fonder of action than reflection. 

• Malleans see little use for study or meditative 
thought.  They generally believe that those who 
engage in these activities are “wasting valuable time” 
that could be used in some other, more engaging 
pursuit.  

• Malleans fear large bodies of water, such as lakes 
and oceans.  They will cross them, but only if they 
are convinced that the journey will be absolutely 
safe. 

 
Adventure Seeds 

• The party rescues a mallean prisoner who pledges 
to aid them in the remainder of their travels. 

• Mallean fighters attack the party en route to their 
destination. 

• The players enter a new city and first arrive in a 
substantial mallean enclave within it.  The malleans 
here are treated as social inferiors by the mayor or 
ruler of the city. 

 

RACIAL TRAITS 
• +2 Constitution, -2 Intelligence, -2 Charisma:  

Malleans are incredibly hardy, but do not have 
significant academic interests and possess a primitive 
demeanor. 

• Medium-size: As medium-sized creatures, malleans 
have no special bonuses or penalties due to their 
size. 

• Mallean base speed is 30 feet. 

• +2 racial bonus to all Fortitude saves. 
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• +2 racial bonus to Balance, Escape Artist, and Move 
Silently checks. 

• Cartilage Skeleton (Ex): Malleans show a great deal 
of resilience to bludgeoning damage of all types due 
to their cartilage-like bones.  As such, they reduce 
all damage taken from falling and normal (i.e., non-
magical) bludgeoning attacks by 2 points per die.  
For example, if a mallean falls fifty feet, it takes 5d6-
10 points of damage; if it is struck by a heavy mace, 
it takes 1d8-2 points of damage.  Magical 
bludgeoning weapons, such as a +1 club, inflict 
normal damage on a mallean. 

• Toughness: Malleans gain the Toughness feat for 
free at first level. 

• Automatic language: Common.  Bonus languages: 
any. 

• Favored class: Any.  A malleans highest class level 
does not count when determining whether it suffers 
an XP penalty for multiclassing. 

• Level adjustment: +1.  Malleans are a powerful race 
and gain levels more slowly than the races in Core 
Rulebook I. 

 

NEW FEATS 
 
Mind Over Matter [Mallean] 

By sheer strength of will alone, a mallean can 
override a small amount of damage from any weapon of up 
to +1 enchantment, regardless of type. 

Prerequisites: Base Attack Bonus +9, Feats: 
Endurance, Iron Will, Stats: Wisdom 13+, Race: Mallean. 

Benefit: Once per day, a mallean with this feat gains 
5/+2 damage reduction for a number of rounds equal to 
1+Wis Mod.  This damage reduction does not stack with 
other sources of damage reduction. 

Normal: Malleans do not possess any form of 
damage reduction. 
 
Improved Cartilage Skeleton [Mallean] 

Malleans with this feat can reduce the damage 
sustained from all bludgeoning weapons, including 
enchanted ones. 

Prerequisites: Race: Mallean. 
Benefit:  This feat allows the character to apply the 

benefits of its cartilage skeleton to all bludgeoning attacks, 
including those from magical weapons. 

Normal: Mallean skeletons cannot reduce the 
damage inflicted by magical bludgeoning weapons. 

Special: This feat can only be taken at first level. 
 

Supple Bones [Mallean] 
Malleans with this feat are more resilient to 

bludgeoning damage than normal. 
Prerequisites: Base Attack Bonus +6, Feats: 

Endurance, Race: Mallean. 
Benefit: A mallean with this feat can reduce the 

damage it takes from falling or bludgeoning weapons by an 
additional -1 per die (a total of -3 points per die). 

Normal: Malleans can only reduce bludgeoning or 
falling damage by -2 points per die. 

Special: This feat can only be taken once. 
 

A PRIME EXAMPLE 
 
Jass Weela 
Male Mallean 
Mallean 1/Fighter 1 [CR 2] 
HD: 1d10+7 (17 hp) 
Init: +1 
Spd: 30 ft. 
AC: 15 (+1 Dex, +4 chain shirt) 
Attack: +4 Melee or +2 Ranged 
Saves: Fort +8, Ref +1, Will +3 
AL: Chaotic Neutral 
Str 17, Dex 13, Con 18, Int 13, Wis 12, Cha 10 
Languages: Common, Goblin 
Skills:  Climb 3(+6), Jump 3(+6), Ride 3(+4), Swim 3(+5) 
Feats: Endurance, Iron Will, Toughness  
Possessions: Chain shirt armor, great sword, potion of cure 
light wounds (1st) , traveler’s outfit, backpack, rations. 
 
Background 
 Born in the remote, frozen reaches of Annaeve’Ithor 
on the continent of Aldoria, Jass Weela learned of the harsh 
realities of the world at an early age.  When he was just eight 
years old, his father and mother were lost in a terrible 
blizzard and were never found again.  As a consequence, 
Jass and his two younger sisters were raised by his eldest 
brother, Krig, who decided to move the family to the 
glimjaran city-state of Phest shortly after the death of their 
parents. 

Once in Phest, the family did manual labor for 
merchants and whoever else would hire them, performing a 
wide variety of physically-demanding jobs for often very little 
pay.  Sometimes, he and Krig worked sixteen hours a day in 
exchange for gruel and bread and a warm place to sleep at 
night. 
 When he turned just thirteen, Jass decided to find 
his fortunes elsewhere and soon hooked up with a party of 
adventurers that were traveling through Phest at the time.  
Impressed by the young mallean’s physical abilities, the 
adventurers asked him to join them in their quest.  In return 
for his aid, they would reward him with an even share of the 
spoils of the adventure.  Jass readily accepted the offer. 
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 Jass told his elder brother and sisters of his decision 
and swore that he would return and share the money with 
them.  With tears in their eyes, Krig and the two sisters 
wished Jass well and resigned themselves to wait patiently for 
his return. 
 After setting out on the adventure, Jass was given 
proper instruction on how to use weapons and armor in a 
more effective way by the party’s grizzled dwarven fighter, 

Strombold of the Anvil Jaw.  After gaining rudimentary skills 
with weapons and armor, Jass was confident that he would 
be able to help his new-found compatriots in their journey 
and that he would one day return to his family with enough 
gold that they would never have to work for cruel and stingy 
glimjaran merchants ever again. A 

ppppppppppppppppppp 
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Appendix: Licenses & Open Game Content 
D20 License 

"d20 System" and the "d20 System" logo are Trademarks owned by Wizards of the 
Coast and are used according to the terms of the d20 System License version 3.0. A 
copy of this License can be found at <www.wizards.com/d20>. 
 

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 Copyright 2000, Wizards of the Coast, Inc. 

d20 System rules and Content Copyright 2000, Wizards of the Coast, Inc.; authors Jonathan 
Tweet, Monte Cook, and Skip Williams, based on original material by E. Gary Gygax and 
Dave Arneson. 

Races of Evernor , Copyright © 2002-2003, Silverthorne Games; author Ian S. Johnston. 

Designation of Open Game Content 
This edition of Races of Evernor  is produced under version 1.0, 1.0a, 

and/or draft versions of the Open Game License, the d20 System Trademark Logo 
Guide, and System Reference Document by permission of Wizards of the Coast. 
Subsequent versions of this product will incorporate final versions of the license, guide, 
and document. 
 Designation of Product Identity: The fo llowing items are hereby 
designated as Product Identity in accordance with Section 1(e) of the Open Game 
License, version 1.0a: Any and all Silverthorne Games logos and identifying marks and 
trade dress, including all Silverthorne Games product and product line names including 
but not limited to Realms of Evernor, Murk & Shadows, Races of Evernor, The 
Kobold Hoard, Child of Destiny, Subjects of the Kingdom, race information not 
specifically designated as OGC (below), any specific characters, monsters, creatures, 
and places; capitalized names and race names, names of places, artifacts, characters, 
countries, creatures, geographic locations, gods, historic events, magic items, 
organizations, spells, and abilities; and any and all stories, storylines, histories, plots, 
thematic elements, and dialogue; and all artwork, symbols, designs, depictions, 
illustrations, maps, and cartography, likenesses, poses, logos, or graphic designs; except 
such elements that already appear in final or draft versions of the d20 System Reference 
Document or as Open Game Content below and are already OGC by virtue of 
appearing there. The above Product Identity is not Open Game Content. 
 Designation of Open Game Content: Subject to the Product Identity 
designation above, the following portions of Races of Evernor are designated as Open 
Game Content: All racial abilities, new feats, new weapons, new spells, example NPC 
stat blocks and any other game mechanics-related content; and anything else contained 
herein which is already Open Game Content by virtue of appearing in the System 
Reference Document or some other Open Game Content source. 
 Some portions of this book which are OGC originate from the System 
Reference Document and are © 1999, 2000, and 2001 Wizards of the Coast, Inc. The 
remainder of these OCG portions of this book are hereby added to Open Game 
Content and if so used, should bear the COPYRIGHT NOTICE "Races of Evernor , 
Copyright © 2002-2003, Silverthorne Games; author Ian S. Johnston." This material is 
protected under the copyright laws of the United States of America. Any reproduction, 
retransmission, or unauthorized use of the artwork or non-Open Game Content herein 
is prohibited without express written permission from Silverthorne Games, except for 
purposes of review or use of OGC consistent with the OGL. The original purchaser 
may print copies of the .PDF version of this work for his or her own personal use 
only.  No reproduction of the print version of this work is permitted. 

This document is a work of fiction. Any similari ty to actual people, 
organizations, places, or events is purely coincidental. 

CREDITS 
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