
The Twisted One 

Three hundred years ago The Twisted One rose out of Twisted Angel wake and offered the secrets of the Way of 
the Flesh to King Maldran of Fairweather.  With the promise of power and through debauchery, decadence, and 
incest the Twisted One has corrupted the royal bloodline of Fairweather and tainted the nobility. 
 
The Twisted One demands tribute from his followers and that they practice the Way of the Flesh, sleeping with 
kin, engaging in other ludicrous acts of sexual depravity, and lead a completely hedonistic lifestyle. 

12-13 
 
 
14-17 
 
 
18-19 
 
 
20-23 
 
 
24-27 
 
 
 
 
28-29 
 
 
 
30-31 
 
 
 
32+ 

Invoke Patron check results 

The Twisted One cannot be bothered with your hideous impurity.  With a gnashing of his teeth you gain 
+1d6 Personality for the next hour. 
 
The Twisted One knows that flesh must be healed.  He grants the caster the ability to use Lay on Hands as 
per cleric rules (DCC, pg 30-31).  This effect lasts for one hour. 
 
The Twisted One blesses the caster with thick callous skin that is swollen and blistered.  This gives +4 to 
his armor class and allows the caster to ignore 2 points of damage.  This lasts for 2d6 rounds. 
 
The casters hands grow into large pulsating fleshy mounds covered in mouths with gnashing teeth.  He 
gains +10 to attacks and does 1d8 damage.  This lasts for 2d4 rounds. 
 
The ground in a 30’ radius of the casters choosing becomes soft and fleshy, covered in small biting mouths.  
All targets within the area must make a Ref save DC 15 or fall prone and be bitten by the mouths for 1d4 
damage per round.  Those that make the save move at half speed.  This check must be made every round.  
Effect lasts for 1d4 turns. 
 
The caster is able to react and cause grow a cocoon of flesh to form around him, absorbing the damage of 
one attack.  This is a free action and can be used whenever the caster chooses.  However they cannot cast 
Invoke Patron again until they use this ability. 
 
The Twisted One grants the caster the aid of one of his Flesh Behemoths in combat (Init +2; Atk fist +2 
(dmg 2d6); +2 to charge attacks- Ref Save DC 18 or knocked prone; AC 16; HP 50; MV 40’; Act 1d20+2; 
SV Fort +4, Ref +2, Will +0; AL C).  The Flesh Behemoth remains for 1 minute. 
 
The Twisted One blesses you with the Way of the Flesh.  Roll 1d4 and add that to amount to Strength, 
Agility, and Stamina.  These can be spellburned as normal.  This lasts for 24 hours.   
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Patron Spells: The Twisted One 
The Twisted One grants three unique spells, as follows: 
 
Level 1– Warts 
Level 2– Madness 
Level 3– Shape Flesh 

When patron taint is indicated for the Twisted One, roll 1d6 on the table below. When a caster has acquired all six 
taints at all levels of effect, there is no need to continue rolling any more. 

Roll Result 

When the caster casts a spell his flesh becomes covered in boils and pustules.  There is no discomfort to the 
caster, but cause others to shy away from them.  If this is rolled a second time, the pustules and boils pop, 
spraying pus and blood in a 5’ radius.  All within the area must make a Fort Save DC 8 or become  
sickened (-1 to all actions) for one round.  If this is rolled a third time the boils and pustules are permanent 
causing all personality tests to be made by the caster to be rolled one level lower on the die ladder.  They 
still explode when casting spells. 
 
The caster develops a small hump on his back.  This is isn’t enough to cause any hardship, but it’s just  
unsettling.  If this is rolled a second time the hump becomes large, causing the caster to stoop slightly.  
Wearing armor is now impossible, unless specially made (costing 50% more).  If this is rolled a third time 
the hump is so large that the caster stoops as if bent over.  Their movement is reduced by 10’ and they suffer 
–2 to Agility.  The hump makes sloshing noises when caster moves. 
 
The caster is blessed by the Twisted One and any time he takes damage he automatically heals 1 point,  
however the flesh is smooth, raw, and twisted where there was injury.  If this is rolled a second time he 
heals 2 points automatically, however the area is now lumpy and the flesh is large and pulsating, causing the 
caster to suffer –1 to his Personality score.  If this is rolled a third time he heals 1d4 points of damage  
automatically, however his whole body has become a grotesque mess of pulsating flesh, causing his  
Personality to be reduced by an additional 1 point. 
 
 
The caster must spread the word of the Way of the Flesh.  When this is rolled the first time the caster must 
preach the word of the Twisted One once per month in a town square, showing exactly what it means to be 
blessed by the patron.  If this is rolled twice the caster must profess the Way of the Flesh once per week.  If 
rolled a third time, once per day.  Failure to do so angers the Twisted One and he will ignore the caster until 
he does his bidding.  The caster loses the ability to cast any Patron Spells and Invoke Patron. 
 
The caster exudes pheromones that are pleasing to all simple folk.  Targets in a 30’ radius must make a Will 
save DC 8 or become entranced by the caster.  They desire nothing more than to simply touch caster’s  
gorgeous skin, to kiss his hand, or lie with them.  If this is rolled a second time the Will DC is increased to 
12.  A third time increases the DC to 15.  This makes it difficult for the caster to move anywhere in town or 
remain conspicuous.   
 
When the caster casts a spell it causes those around him to be pushed to the limits of ecstasy.  Any  
intelligent target in a 10’ radius must make a Will Save DC 8 or be overcome with pleasure, suffering –1 to 
all actions for the round.  If this is rolled a second time any intelligent target in a 20’ radius must make a 
Will Save DC 12 or be driven to the point of endurance of pleasure, suffering –3 to all actions for the round.  
If this is rolled a third time any intelligent target in a 30’ radius must make a Will Save DC 14 or be driven 
to the brink of madness from physical pleasure, completely collapsing on the ground and enthralled in a fit 
of passion for 1d3 rounds, losing all actions.  The caster is not immune to this effect.  



Spellburn: The Twisted One 
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Areas of the caster’s flesh swell into large lumps and then suddenly explode in a spray of blood and pus 
(expressed as Strength, Stamina, and Agility loss). 
 
A mound of flesh appears on the ground beneath the caster and fleshy tentacles shoot up and puncture 
the caster in the stomach, legs, arms, and face.  They seem to be siphoning life out of the caster 
(expressed as Strength, Stamina, and Agility loss).   
 
The Twisted One targets one of the caster’s allies as a suitable sacrifice.  The ally must make a Fortitude 
Save DC 12 or take the spellburn damage.  If the ally succeeds the Twisted One’s wrath is flung upon 
the caster and they suffer twice the spellburn drain. 
 
The caster may take up to 10 points of spell burn and suffer no damage for the effect.  However within 
the next 24 hours the caster must follow the will of the Twisted One and release his power into a room of 
at least 4d10 people.  Those in the room are immediately thrown into the throngs of passion and begin 
engaging in strenuous acts of depravity and carnal pleasure.  If the caster is unable to do this he suffers 
double the spellburn drain.   



Warts 
Level 1 (The Twisted One)  Range: 30’ radius  Duration: Varies  Save: Fort VS Spell  
 result 
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Lost, failure, and patron taint. 
 
Lost.  Failure. 
 
The caster gazes upon a target and their flesh instantly becomes covered in painful, oozing warts.  
The target suffers –2 to all actions.  This lasts for 1 round. 
 
Same as 12-13, but two targets within radius and lasts for 1d3 rounds. 
 
The casters is able to gaze upon 4 targets in the radius, causing gigantic warts to erupt on their 
flesh.  They suffer –4 to all actions.  This lasts 6 rounds. 
 
The caster gazes upon for targets that erupt in terrible warts and are rendered immobile due to the 
pain.  This lasts 6 rounds. 
 
Same as 18-19, but for 1 turn.  The caster can also choose to have these warts explode dealing 1d8 
damage to the target.   
 
Same as 20-23, but for 1 turn.  The target also takes 1d4 damage per round from blood and ooze 
seeping through the cracks of these angry warts. 
 
Two targets are covered from head to foot in angry giant warts.  They suffer –4 to all actions.  If 
the caster takes no action for a round they can control both of these as puppets.  This lasts for CL 
rounds.  The wizard can take no other actions while commanding the infected. 
 
Up to 4 targets of the casters choosing become gigantic warts that can infect others that wander 
upon them.  This transformation takes 1d6 rounds and is permanent.   

General Through manipulation of the flesh, a follower of the Twisted one is able to cause a target’s body 
to erupt in painful warts that hinder and disfigure them.   

Roll 1d4: (1) the caster’s face becomes blackened, cracked, and bleeds; (2) the caster’s hands 
erupt in gigantic painful 4” warts; (3) small chunks of the caster’s skin begin to crack and fall off; 
(4) the caster’s entire body becomes covered in blackened warts that ooze pus. 



Madness 
Level 2 (The Twisted One)  Range: 30’ or more  Duration: Varies  Save: Will VS 
Spell  
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Lost, failure, and patron taint. 
 
Lost.  Failure. 
 
Failure, but the spell is not lost. 
 
The caster can target a creature within 30’ and line of sight.  The target must succeed a Will save 
or be bombarded with flashes of terrible images and scenes.  They will be unable to distinguish 
friend from foe and attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 1 round.   
 
The caster can target a creature within 30’ and line of sight.  The target must succeed a Will save 
or be bombarded with flashes of terrible images and scenes.  They will be unable to distinguish 
friend from foe and attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 1d4+1 rounds.   
 
The caster can target two creatures within 60’ and line of sight.  The targets must succeed a Will 
save or be bombarded with flashes of terrible images and scenes.  They will be unable to  
distinguish friend from foe and attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 1d6+1 
rounds.   
 
The caster can target three creatures within 60’.  The targets must succeed a Will save or be  
bombarded with flashes of terrible images and scenes.  They will be unable to  
distinguish friend from foe and attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 1d6+1 
rounds.   
 
The caster can target all enemies within 60’.  Creatures with 1 HD or less are automatically driven 
mad; all other targets must succeed a Will save or be bombarded with flashes of terrible images 
and scenes.  They will be unable to distinguish friend from foe and attack at random: 1) Self; 2) 
Friend; 3) Foe.  This lasts for 1d6+1 rounds.  
 
The caster can target all enemies within 60’.  Creatures with 1 HD or less are must make a Fort 
save or be driven to the brink and die and are automatically driven mad should they succeed; crea-
tures with 2 HD are automatically driven mad; all other targets must succeed a Will save or be 
bombarded with flashes of terrible images and scenes.  The madness is so severe that all targets 
suffer permanent 1d4 Personality drain.  They will be unable to distinguish friend from foe and 
attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 2d6+1 rounds.   

General Through the manipulation of magic and the blessing of the Twisted One a wizard is able to cause 
madness and hysteria to a target, causing them to do harm to themselves and others.   

Roll a d4: (1) tendrils of wispy black smoke seep from the casters eyes, ears, and mouth and waft 
to the target(s), wrapping around their head; (2) the casters hands swell into large pulsating 
mounds of flesh making it impossible to hold anything.  This lasts for 1d4 rounds; (3) the caster 
gibbers and babbles incoherently, starting slow and increasing in speed and volume; (4) the caster 
falls to their knees and begins vomiting.  To the effected these look like hidden memories of their 
life.   
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The caster can target all enemies within 90’.  Creatures with 1 HD or less are automatically driven 
to the brink and die; creatures with 2 HD are automatically driven to the brink and must make a 
Fort save or die and are automatically driven mad should they succeed; all other targets must suc-
ceed a Will save or be bombarded with flashes of terrible images and scenes.  The  
madness is so severe that all targets suffer permanent 1d8 Personality drain.  They will be unable 
to distinguish friend from foe and attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 
3d6+1 rounds.   
 
The caster can target all enemies within 120’.  Creatures with 2 HD or less are automatically 
driven to the brink and die; creatures with 3 HD are automatically driven mad; all other targets 
must succeed a Will save or be bombarded with flashes of terrible images and scenes.  The  
madness is so severe that all targets suffer permanent 2d6 Personality drain.  They will be unable 
to distinguish friend from foe and attack at random: 1) Self; 2) Friend; 3) Foe.  This lasts for 
3d6+1 rounds.   



Shape Flesh 
Level 3 (The Twisted One)  Range: Varies  Duration: Varies  Save: Fort VS Spell  
 result 

Manifestation 

 
 
1 
2-11 
12-15 
 
16-17 
 
 
 
 
18-21 
 
 
 
 
 
 
22-23 
 
 
 
 
 
 
 
24-26 
 
 
 
 
 
 
 
 
27-31 
 
 

 

General The caster is able to fully tap into the might and wisdom of the Twisted One. Flesh is nothing 
more than a tool to be shaped, warped, and bent to the will of the caster.  They are able to use 
flesh for either their benefit or to another’s detriment.   

See below. 

The caster causes the flesh of one target to be-
come rubbery and painful, often forming bub-
bling boils, and hanging off the body.  On a 
failed save the target suffers –3 to all rolls.   This 
effect lasts for 1d4 rounds. 

Cast on Self Cast on Enemy 

Lost, failure, and patron taint. 

Lost.  Failure. 
Failure, but the spell is not lost. 
The caster is able to enhance their flesh,  
perfecting the physical.  They receive +3 to all 
physical attribute rolls.  This lasts for 1d4 
rounds. 

The caster causes the flesh of up to two targets 
to become rubbery and painful, often forming 
bubbling boils, and hanging off the body.  On a 
failed save the target suffers –4 to all rolls.   This 
effect lasts for a number of rounds equal to 
caster level.   

The caster is able to enhance their flesh,  
perfecting the physical.  They receive +4 to all 
physical attribute rolls.  This lasts for a number 
of rounds equal to caster level. 

You are able to shape your arms and legs by up 
to 15’.  This allows you extra reach for attacks 
or the ability to get to hard to reach places.  
This lasts for a number of rounds equal to 
caster level. 

You are able to cause a the flesh of one target to 
meld together.  Their legs fuse together and their 
hands become large balls of blistered flesh.  
They must make an Agility test DC 12 or fall 
prone.  Their movement is reduced to 10’.  They 
drop whatever item they are holding and are 
unable to use their hands.  This lasts for a  
number of hours equal to caster level. 

You are able to shape your arms and legs by up 
to 15’.  This allows you extra reach for attacks 
or the ability to get to hard to reach places.  
You are also able to shape your hands into 
hardened scythe-like blades (1d8 damage).  
This lasts for a number of rounds equal to 
caster level. 

You are able to cause a the flesh of two targets 
to meld together.  Their legs fuse together and 
their hands become large balls of blistered flesh.  
They must make an Agility test DC 12 or fall 
prone.  Their movement is reduced to 10’.  They 
drop whatever item they are holding and are 
unable to use their hands.  This lasts for a  
number of hours equal to caster level. 

You are able to shape your and one other  
targets arms and legs by up to 15’.  This allows 
you extra reach for attacks or the ability to get 
to hard to reach places.  You are also able to 
shape your hands into hardened scythe-like 
blades (1d8 damage).  This lasts for a number 
of rounds equal to caster level. 

You are able to cause a the flesh of  all targets 
within a 30’ radius to meld together.  Their legs 
fuse together and their hands become large balls 
of blistered flesh.  They must make an Agility 
test DC 12 or fall prone.  Their movement is 
reduced to 10’.  They drop whatever item they 
are holding and are unable to use their hands.  
This lasts for a number of hours equal to caster 
level. 
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You are able to shape your flesh in strange and 
bizarre ways.  This could be giving yourself 
wings to fly (move 60’), gills to breathe  
underwater, legs and arms to be a quadruped 
(move 60’), feet as fins (swim 60’), etc.  You 
also increase one of your physical attributes by 
1d3 (including your Reflex and Fort saves, if  
affected) for the duration of this spell.  This 
effect lasts a number of rounds equal to double 
your caster level.  

Cast on Self Cast on Enemy 

You are able to shape your flesh and another 
targets in strange and bizarre ways.  This could 
be giving yourself wings to fly (move 60’), 
gills to breathe underwater, legs and arms to be 
a quadruped (move 60’), feet as fins (swim 60’) 
etc.  You also increase one of your physical 
attributes by 1d4 (including your Reflex and 
Fort saves, if affected) for the duration of this 
spell.  This effect lasts a number of hours equal 
to your caster level.  

You are able to shape your flesh and two other  
targets in strange and bizarre ways.  This could 
be giving yourself wings to fly (move 60’), 
gills to breathe underwater, legs and arms to be 
a quadruped (move 60’), feet as fins (swim 
60’), etc.  You also increase one of your  
physical attributes by 1d5 (including your  
Reflex and Fort saves, if affected) for the  
duration of this spell.  This  lasts until the  
wizard cancels the effect or 24 hours have 
passed. 

The caster is able to shape the flesh of the target 
in minute detail.  The caster can cause the  
target’s eyeballs to seal, nose and mouth to  
become covered with skin growth, etc.  A target 
can last a number of rounds equal to their  
Stamina score before needing to make a Fort 
Save (DC 16).  Failed save means the target has 
died.  This effect last a number of rounds equal 
to the caster level. 

The caster is able to shape the flesh of any target  
in a 30’ radius in minute detail.  The caster can 
cause the targets eyeballs to seal, nose and 
mouth to become covered with skin growth, etc.  
A target can last a number of rounds equal to 
their Stamina score before needing to make a 
Fort Save (DC 16).  Failed save means the target 
has died.  This effect last a number of rounds 
equal to the caster level. 

The caster is able to attempt to animate the flesh 
of a target with HD equaling their own.  The 
target must make a Fort save (they receive +2).  
Failure means that the target dies instantly.  In 
1d4 rounds the corpses flesh rips off of the body 
and is now an ally under the control of the wiz-
ard.  This skin monstrosity remains animated for 
a number of hours equal to the casting level.   
 
Skin Monstrosity: Init +0; Atk choke +5 melee 
(1d4 / 2d4 / 3d4 / etc.) or slam +3 melee 
(1d6+2); AC 12; HD 4d8; MV 20’; Act 1d20; 
SP damage reduction 5, immune to critical hits; 
SV Fort +4, Ref +2, Will +2; AL Same as caster. 
 
The Judge has full right to state that a target is 
immune to this effect.  A dragon, demon, devil, 
or other powerful being should be immune and 
any player who states otherwise should be 
greeted with a headshake of derision.   


