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In the beginning, when civilisation was young and the strands of magic still new to the mortal races there lived a powerful wielder of magic. It is unknown how and when this wielder came of their power but it is certain that it was great. Throughout the means of stealing other living things essence the wielder found ways to prolong their life spans far beyond its limits. This did however come at a price. As the wielder took from others their need for more crept. They began by living of the essence of creepers and plants. Yet soon they needed cats, dogs and other domesticated animals to sustain their life. As time went by more and more of their time was consumed by finding greater prey. The search for more biotic life pushed the wielder further and further out in the unknown wilderness.
And so it happened that the wielder, by now defined by the urge to consume living essence, came upon the source of all life. It is said to be a glade in the cradle of all creation. It was in this glade that mother nature had sprung up and it was there every living species first had seen the light of the sun in the sky. This awesome source of life essence was the ultimate quarry for the wielder. As the hunter fell upon the creator of life itself it was too late for it was only then they realized they had taken on more than they had bargained for. The wielder themself started to loose control over their powers but as a desperate last play they lunged at their foe and by the twisted magic that had festerd in their heart they cracked the core of creation. The crack split open and a splinter of pure life fell to the ground was tainted by the wielder's last will to consume. The battle was over. Life had endured and the wielder was no more. The splinter had however been severed and the tainted seed had sprouted its roots.
Since that day a shard of befouled life wanders the world. It does no longer possess the ability to create new life but it can not itself perish. As it travels creation it is fueled by its two main drives, to preserve life and at the same time to consume it. Like a rabid animal it desperately seeks out those who compose a threat to the living and taxes them tenfold what they have taken.




[bookmark: _kd9vt1lr4bo8]Background
The Tithe of Life is known by many names in folklore and is always portrayed differently. It is however always mentioned to be carrying around or consisting of the corpses that it is avenging. Sailers mention friends being killed by mutilated octopuses fused together with sharks and whales. Hunters sometimes tell stories of comrades falling prey to a herd of headless dears fused together, trampling their once doom. The creature is in truth one of many such abominations. They are all portrayed differently in legends but share similar properties and behavior. They often take the form of balance that best suits them against their prey. The power of the Tith of Life is inevitable but can however be avoided by a few means. As long as the hunted stays in large cities they can not be reached. It has also been said that if the hunted possess the required power they can dismember the Tith enough to outrun it for a while. It is however said, that those who have brought the anger of the entity on them will not outlive nor outrun their hunter because its hunger for vengeance is eternal.


[bookmark: _9vc9p5anp7pw]Appearance in the great hunt
In this game the Tithe of Life might not be named and can be referred to by the name of The Warden or The Spirit of the Forrest. It is awakened by the initial week of the hunt. During this time the players will be facing off with some beast in the opening scene. This kill will be important because its body will in some way show up on the Wardens form in the final battle. This monster will bear the marks of the fight in which it was slain and the player who deals the deadly blow to the creature is the one that the Warden will hunt (in a game with two groups the warden will thus hunt two players at the GM’s leisure).

In this adventure the Warden takes on the shape of a treant clad in corpses of dead animals. All parts of the Warden are kept alive through its connections to biomantic energies. These husks of once living beasts will be dropped off the Warden’s shape as it takes trauma. This will however produce vengeful corpses that hunt those who fell them. They can only maintain this “living” form for two rounds after they have left the Wardens embrace but that will probably be enough to wreck both fear and havoc among the players.
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[bookmark: _o5z0z6uerjo8]Stats
The Wardens core form is that of a treant. Throughout its life it has learnt to strengthen whichever shape it takes and is thusly awarded the following modifications:

Armor of Vengeance:
The form is coated in the bodies of the killed beasts in the hunt. These corpses each consist of 35 Hit Points each. During the Warden’s turn it can drop two of these corpses and let them engage the opponents for two rounds before perishing. This will lower the Wardens extra hit points but add to the threat. This can be done twice every round and until the Warden no longer has any extra corpses on it.
These hit points are not shielded by the warden’s armor and are the first to go in the battle.

Crit resistant:
Using its innate lifeforce the Warden is not susceptible to crits and retains an armor value of Thick bark + 10 against all kinds of damage.  

Regenerative core:
The Warden regenerates 16 Hit Points every turn.
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In battle the Warden will act as following.



[bookmark: _lof8lnhpec9n]Early Battle
Until the Warden has taken damage on its true form it will act as follows.

Primeval precessens:
Once it enters the battle it will automatically cause each player to test WIl at +1d10 or be frightened (+1d10 on attacks and forced to retreat from the Warden).

Set the wolves loose:
After every second players’ turn the Warden will drop two of its corpses, trying to overwhelm the players.

Blood tithe:
On its turn it will shake and release a swarm of insects in a bloodread mist. These critters will attack everyone in a radius of 20 meters.

Test TOU: 	On a failed check you take 1d2 STR damage.
On a success you take 1d5 fatigue.
		On a crit fail you take both penalties
		On a crit success the attack has no effect.

This effect does not target corpses from the armor of vengeance.

[bookmark: _z8ie1cerqsej]Late Battle
Once the Warden has taken its first damage to its true form it initiates its aggressive stance.

Wrath of the wilde:
After every second players’ turn the Warden makes a grapple check against any target in sight. This attack uses the natural vines and roots of the earth with a STR of 30 and DB of 10.

Thorned Claws:
On its turn the Warden moves closer to the nearest enemy and flails with its clawed arms. This attack lets out long whips of thorny vines and strikes against everyone in a radius of 20 meters. The attack is rolled against 25 for each creature, it can be dodged at -1d10 if you are not in melee (then you roll as usual) and it deals 4d10 Piercing damage. Creatures in melee with the Warden take 6d10 piercing damage on a hit as they are then hit with the claws and not the vines.
This attack does not target corpses from the armor of vengeance.
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