
 

 

B E A S T  O F  A  T H O U S A N D  B R O K E N  
H E A R T S  

 
“All that you love most in this world will be 
taken from you.  I do this under command and 
not of my own free will” 
 
Beast of a Thousand Broken Hearts 
XP * CR * 
 
Medium Outsider 
Init (*)+2 
 
DEFENSE 
HP: *  
AC * 
Touch *, Flat-footed *  
Fort *, Ref *, Will * 
Defensive Abilities: Undead Traits 
 
OFFENSIVE 
Speed: 30 feet 
Melee: Club 1d6  
Space/Reach: 5 ft./5 ft. 
Special Attacks: none 
 
SPECIAL QUALITIES 

Teleport (SU) twice daily 
True Resurrection (SU) 
Static Mimicry  
 
STATISTICS 
Str *, Dex *, Con *, 
Int *, Wis *, Cha * 
Base Attack *; CMB *; CMD *  
Skills: * 
Languages: All 
 
ECOLOGY 
Environment: any  
Organization: solitary 
Treasure: - 
 
The Beast of a Thousand Broken Hearts is 
the stuff of true nightmare.  A creature of 

ether and sorrow who is forever compelled 
to commit the most atrocious crimes – 
destroying the idea of love, individual by 
individual. 
 

 
 
No one knows where the Beast was 
originally called from.  What is known is that 
whoever summoned it first brought wreck 
and ruin to their life. 
 
The Beast of a Thousand Broken Hearts 
appears as an androgynous or female, 
angelic creature with flowing brown hair and 
the wings of a crow. 
 
It is always crying, its tears carving glowing 
rivulets in its face, which fade slowly over 
time.  Each time it is summoned, it sheds 
one tear for every life it has destroyed. 
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The Beast of a Thousand Broken Hearts 
can be summoned by throwing a diamond 
of at least 5000 GP value into the center of 
a fire whose coals are red hot.  At that time 
the invoker says: 
 
“I call to you, Beast of a Thousand Broken 
Hearts!  I revoke all love in my life!  I call 
you to destroy another using my sacrifice as 
payment!” 
 
If the words are not spoken exactly, or the 
diamond is of inferior quality, nothing will 
happen. 
 
If the Beast of a Thousand Broken Hearts is 
successfully summoned it will appear 
instantly and say: 
 
“You have summoned me, you who would 
destroy love.  This is the last time you will 
ever have the choice of opening your heart 
to another.  If you speak a name now, you 
are damned in this life.  Be silent and I will 
depart.  You will never summon me again.  
Speak now a name and I will seek them out 
and destroy them and you will have lost all 
that is worthy of beauty in this world.” 
 
If the summoner remains silent, the Beast of 
a Thousand Broken Hearts will depart in 10 
rounds. 
 
If a name is spoken, the Beast of a 
Thousand Broken Hearts will speak it once 
and then vanish. 
 
Whoever summoned the Beast of a 
Thousand Broken Hearts will then receive 
the curse, known as Forever Alone.  If they 
are ever attracted to another and their heart 
begins to feel love, they will become 
steadily less attractive to that individual. 
 
Their CHA will drop by one point a day (Will 
save, DC 25) until it reaches 0 and their 
potential love cannot bear to look at them.  
A successful Will save only delays the 
reduction of their CHA score for a day. 
 

Only the person whom the victim of the 
Forever Alone curse is in love with will be 
affected by this change. 
 
A Remove Curse spell can be affective, but 
the caster must beat a DC of 45.  Wish and 
Miracle will remove this curse. 
 
Within three days of being summoned, the 
Beast of a Thousand Broken Hearts will 
appear in front of her victim. 
 
It will state: 
 

“All that you love most in this world will be 
taken from you.  I do this under command and 
not of my own free will.  I am commanded to 
find the person you love most in this world and 
slay them.  You have one chance to end this 
now.  You must defeat me in single combat.  If 
you do so, you will never be subject to my 
presence again.  If you do not, I will kill the one 
you love most in one week’s time.” 
 

STATIC MIMICRY 

The Beast of a Thousand Broken Hearts will 
have the exact same stats, abilities 
(including spell like abilities) saves and hit 
points as their target, with one exception.  It 
will have a +2 advantage to initiative.  All 
equipment will be replicated.  Unique items 
carried by the target will be copied for the 
duration of the fight. 
 
The fight is to the death.  If the target is 
killed, the Beast of a Thousand Broken 
Hearts will resurrect them using True 

Resurrection and say “You have a week to 
enjoy love.  I will appear at the side of the one 
you love most as you and slay them.”  It will 
then teleport away. 
 
If the Beast of a Thousand Broken Hearts is 
defeated, it will say only “Thank  you” and 
vanish. 
 
In one week’s time, to the minute, it will 
appear next to the target’s most loved 
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individual and attempt to slay them.  It will 
look like the target, sound like the target and 
have all of the abilities and equipment of the 
target. 
 
 
Visit us at http://www.trollitc.com and watch 
for our next supplement for The World of 
Aruneus – Mirkmoot Returns! 
 
 
Visit me on Twitter for a rollicking good time. 
 
For a great RPG community online, please 
visit http://www.reddit.com/r/rpg 

 

 
 

Open Gaming  License Version 1.0A 
 
Reference Document by permission of Wizards of the Coast. 
Subsequent versions of this product will incorporate later versions of 
the license and document 

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. 
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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. 
System Reference Document. Copyright 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, 
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams. 
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All 
rights reserved. 
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; 
Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin 
Baase, Casey Christofferson, Lance Hawvermale, Travis 
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original 
content from TSR. 
The World of Aruneus Copyright 2010, Benjamin Gerber. 
Troll in the Corner Copyright 2010, Benjamin Gerber 
 
 
Pathfinder and associated marks and logos are trademarks of Paizo 
Publishing, LLC, and are used under license. See 
paizo.com/pathfinderRPG for more information on the Pathfinder 
Roleplaying Game. 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

 

Declaration of Product Identity 
 
All text and tables in this product, 
with the exception of material 
specifically excluded in this 
declaration of product identity, is 
open game content.  The 
Aruneus name, any logos, the 
Troll in the Corner name and all 
Artwork is under copyright and 
cannot be duplicated without 
permission. 
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