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MINOTAURS EMBODY the tension between civiliza-
tion and savagery—discipline and madness—because 
the minotaurs stand in two worlds. Tugged toward 
wanton violence but bound by conscience, numerous 
minotaurs are driven to rise above their dark impulses. 
Such a minotaur walks the labyrinthine pathways of 
introspection, seeking the balance between the mon-
strous and refined. Like a deadly maze, this personal 
journey has hazards and traps aplenty. Innumerable 
minotaurs succumb to the wicked temptations stain-
ing their souls, whereupon they find themselves thralls 
to the dread Baphomet, the Horned King. Minotaurs 
must struggle to become more than the beasts they 
resemble or succumb to demonic brutality.

Play a minotaur if you want . . .
✦    to be a mighty warrior possessed of incredible 

strength and endurance.
✦   to be a monstrous adventurer struggling against 

villainous tendencies.
✦   to be a member of a race that favors the barbarian, 

fighter, and warden classes.
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RACIAL TRAITS
 Average Height: 7• 1Ž … 7• 5Ž
 Average Weight: 320„350  lb.

 Ability Scores: +2 Strength, +2 Constitution
 Size: Medium
 Speed: 6 squares
 Vision: Normal

 Languages: Common
 Skill Bonuses: +2 Nature, +2 Perception
 Ferocity: If you are reduced to 0 or fewer hit points, you can  

 make a melee basic attack before falling unconscious.
 Heedless Charge: You gain a +2 racial bonus to AC against  

 opportunity attacks you provoke during a charge.
 Goring Charge: You can use goring charge as an 

 encounter power.

Goring Charge Minotaur Racial Power
You charge the enemy and gore it with your horns.

Encounter
Standard Action Melee 1
Requirement: You must charge and use this power in place 

of a melee basic attack.
Target: One creature
Attack: Strength + 4 vs. AC
 Increase to +6 at 11th level, +8 at 21st level.
Hit: 1d6 + Strength modifier damage, and the target is 

knocked prone.
 Increase the damage to 2d6 + Strength modifier at 11th level 

and 3d6 + Strength modifier at 21st level.

Physical Qualities
Minotaurs combine the features of human and bull, 
having the build and musculature of a hulking human-
oid, but with the cloven hooves, a bovine tail, and, 
their most distinctive feature of all, a bull•s head. Fur 
covers their upper bodies, coarse and thick on their 
heads and necks, and it gradually thins around their 
shoulders until it becomes normal hair over their arms 
and upper torso. The thick hair turns shaggy once 
more at the waist and thickens around their loins and 

structure. Social class is a restriction and a weapon 
among corrupted minotaurs.
 Priests occupy the highest caste. Minotaurs look 
to holy ones for leadership, so priests command the 
respect and accord of all the people. They define 
laws, pass judgment, and keep histories and tradi-
tions. The caste can include a variety of mystics, 
shamans, holy warriors, and clerics. Minotaurs who 
have escaped Baphomet•s depravity look to priests 
professing faith in Erathis, Moradin, Pelor, and 
Bahamut, or some subset of these. Cabalists spread 
Baphomet•s wickedness among the minotaur settle-
ments under their control.
 Although the priest caste holds the greatest power 
and inf luence, the warrior caste is very powerful. 

legs, with tufts at the end of their tails and around 
their powerful hooves. Minotaurs take pride in their 
horns, and sharpness, size, and color speak to the 
minotaur•s power and place within its society. Fur and 
skin coloring runs from albino white to coal black, and 
everything between, though most have red or brown 
fur and hair, with lighter tones underneath.
 Labyrinthine patterns are important to minotaurs 
and such decoration appears on minotaur clothing, 
armor, weapons, and sometimes, on their hides. Each 
pattern is particular to a clan, and its size and complex-
ity helps minotaurs identify family allegiance and caste. 
The patterns evolve through the generations, growing 
more expansive based on its members• deeds and the 
clan•s history, each knot remarking on a signature event.
 Minotaurs live as long as humans do.

Playing a Minotaur
The minotaurs• preference for labyrinths is legend-
ary, but their connection to mazes is more than a 
quirk. It is central to their beliefs and how they see 
the world around them. The labyrinth is the physi-
cal representation of the spiritual and psychological 
journey each minotaur must undertake to make 
peace with its conf licted nature. 
 Each minotaur must navigate the perils of the 
self to transcend bestial impulses. One minotaur 
might achieve this easily. Another might wander the 
corridors of his or her mind and soul for an entire 
lifetime, trapped within the circuitous passages of 
self-deception and monstrous desires. Those who fail 
might descend into depravity, becoming the thralls 
of the Horned King, whose presence darkens every 
minotaur community like a looming specter.
 Minotaur society is similarly complex, strati-
fied into discrete, merit-based castes. A minotaur 
can move in social rank through aptitude, as well 
as great deeds or terrible crimes. Among civilized 
minotaurs, duty and traditions reinforce the caste 


