
H U N D R E D  D E V I L S  N I G H T  P A R A D E

Aurochs 
Aurochs are wild cattle that roam the forests and plains 
throughout Creation, particularly in the South. They are 
huge herbivorous animals, weighing up to 3,000 pounds 
and standing six feet at the shoulder. Both the bulls 
and cows have horns, though the bulls’ are larger, their 
curves more pronounced. The aurochs’ skull is longer 
than that of its smaller cattle cousins, and its neck and 
shoulder musculature is thicker, to support its majestic 
horns. Aurochs fight savagely with other members of the 
herd over food, mates, or anything else that provokes 
their ire.

Several Icewalker tribes consider the aurochs a sacred 
animal. It is a symbol of fertility and fortitude, repre-
senting its worshipers’ ability to remain steadfast in the 
face of adversity. Elsewhere, the aurochs is a choice sac-
rifice to local gods and spirits, the leftover meat feeding 
worshipers for several months, and providing them with 
hides, bones, horns, and sinews to trade or use for tools 
and crafting. Nobles and tribal leaders drink from an au-
rochs’ horn decorated with precious metals and jewels 
as a sign of their wealth and stature.

In the South, the aurochs is sacred to the war god Ahlat 
and his Brides. They sacrifice the animals by the hun-
dreds to their patron and receive the blessings of his 
strength and favor in return. Ahlat frequently elevates 
the aurochs’ spirit avatars, bringing them to live with 
him in Yu-Shan as glorious war-aurochs gods.

In some regions, villagers capture an aurochs and pit it 
against young warriors as a show of the warriors’ skill 
and bravery. Surviving a gore wound is often as much an 
honor for the warrior as actually subduing the beast.

Farmers domesticate aurochs and put them to use plow-
ing fields, drawing carts laden with trade goods, turning 
heavy mill stones, and performing other tasks that oth-
erwise require several horses — or strong-backed people 
— to complete. During the harvest months, village festi-
vals invite competitors to test their strength against that 
of an aurochs, piling sledges high with heavy stones and 
seeing how many people it takes to pull as much weight 
as one bull can by itself. The village parades the win-
ners around town on the aurochs’ back, both human and 
beast crowned with the fruits of the harvest.
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A u r o c h s

Essence: 1; Willpower: 5; Join Battle: 7 dice
Health Levels: −0x2/−1x6/−2x6/−4x3/Incap.
Actions: Feats of Strength: 9 dice (may attempt 
Strength 7 feats); Intimidate: 7 dice; Senses: 5 dice
Resolve 3, Guile 1 
COMBAT
Attack (Horns): 10 dice (Damage 15)
Attack (Stomp): 6 dice (Damage 13)
Combat Movement: 10 dice
Evasion 5, Parry 2
Soak/Hardness: 7/0
SPECIAL ABILITIES
Deadly Charge: Every range band the aurochs 
moves toward a single enemy in a straight line grants 
it two Initiative. This Initiative accumulates until it closes 
to close range with that enemy and makes a deci-
sive attack. If the aurochs takes any action other than 
moving directly toward the chosen enemy, it loses all 
Initiative built up with this ability.
Gore: Decisive horn attacks add extra successes to 
damage against enemies with lower Initiative, as long 
as the aurochs hasn’t taken any other actions (includ-
ing reflexive movement actions) that turn.
Horn Toss: After dealing 3+ levels of damage to an 
enemy with a decisive horn attack, the aurochs may 
reflexively grapple and immediately slam him for ad-
ditional damage, catching him in its horns and tossing 
him. Make a control roll with its Feats of Strength pool, 
and then it may throw the enemy out to short range. 
It can only use this ability once per scene and cannot 
attempt grapple gambits without using this ability.
Trample: If the aurochs reflexively pursues an 
enemy after a successful rush and makes a stomp 
attack against them on its next turn, a successful hit 
knocks the enemy prone. Apply the Defense penalty 
from being prone (Exalted, p. 202) retroactively 
when calculating the attack’s threshold successes.
Invincible God-Beast Hide (Magical, 12m): 
Reduce one decisive attack’s raw damage by the 
aurochs’ soak rating. An attack that fails to deal 
damage grants the beast three Initiative.
Strength of the Loyal Beast (Magical, 5m): 
Aurochs can work for long periods without rest, and 
require their masters to keep up. The aurochs lends 
her its implacable strength, allowing her to ignore all 
fatigue penalties and granting her one bonus success 
on all Resistance rolls, for the scene.

MERITS
Beast of Burden: Double 8s on feats of strength to 
haul or carry a heavy burden.
Stampede: Whenever a stampeding battle group 
of aurochs moves into close range with a character, 
it immediately attempts a reflexive engage gambit 
(Exalted, p. 209) against her; if successful, she takes 
one level of automatic bashing damage at the end of 
each turn she remains engaged.
Stubborn Survivalist: The aurochs’ hide is ex-
tremely thick, protecting it from the environment and 
from predators’ horns, teeth, and claws. Do not sub-
tract wound penalties from its Defense. Attacks made 
from short range or further reduce their minimum 
damage against the aurochs by one unless they 
benefit from an Aim action.
Sturdy as Stone: An aurochs cannot be knocked 
back or prone except by magical effects or creatures 
with legendary size. A grappled aurochs cannot be 
thrown or slammed unless magic such as Dragon Coil 
Technique (Exalted, p. 280) is used, or if the attack-
er is of legendary size.
War-God’s Blessing (Magical, 3m): Double 8s 
on Join Battle and rush rolls. Whenever the aurochs 
makes a successful decisive attack against an oppo-
nent with lower Initiative, it resets to a base Initiative 
of 4 rather than 3. Treat this as a latent ability while a 
Bride of Ahlat, or someone else the god favors, trains 
the aurochs.

Storyteller Tactics

Both male and female aurochs fight when provoked. 
Usually, they do so to display dominance within the 
herd, but humans can instigate an aurochs charge with 
just a bit of teasing. In battle, an aurochs uses its bulk 
and long legs to its advantage, rushing often and smash-
ing anything that might provide cover to its foes. It fights 
aggressively and only uses defensive actions to protect 
its young or at a master’s command. To prove its domi-
nance, it never stops pursuing fleeing enemies until they 
successfully withdraw or go to ground. An aurochs flees 
when it takes damage in its first −4 health level.

A herd of aurochs is a Size 2 battle group with poor Drill 
and Might 0, and stampedes when provoked en masse or 
frightened.
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