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Introduction

“There are multiple conflicting sources cited as the origin of the moniker ‘Forgotten North’. Referring to the region north of Draj located
between the Jagged Cliffs, the Sea of Silt, and Kurn, some claim the name stems from King’s Ages of non-interaction between the north
and the Tablelands, with Draj cutting off all passing trade and travel. Others claim the lands north of the Tyr Region are so hostile to
travelers that contact with the north was simply lost as the city-states became increasingly insular. Or it could all be simply by design,
as powerful entities in the region may not want others to be thinking about them.”

- Templar Scholar Tlahuei, Archivist of Draj

The so-called ‘Forgotten North” encompasses all of the lands between the Tablelands and the Scorched Plateau, including
the Barrier Wastes, Trembling Plains, and surrounding regions. Within the Forgotten North can be found the Glowing
Desert, Troll Grave Chasm, Scorpion Plains, Bandit States, White Mountains, and the city-states of Kurn and Eldaarich. The
peoples and creatures of this region are similar to those of the Tyr Region, but there are many key differences, and
knowledge of these can make all the difference for the survival of explorers and adventuring parties.

This book details the various unique NPCs and creatures found in the Forgotten North, as well as supplemental rules
specific to the region. For more details on the region itself, consult Lost Cities of the Trembling Plains (LCotTP).

An asterisk (*) marks new feats, items, and prestige classes introduced in Chapter 3 of this book. Note that some of these
were previously found in Wisdom of the Drylanders, and have been updated and reprinted here.

Also note that this book makes use of prestige classes, items, feats, spells, and powers found in either the Expanded Psionics
Handbook (XPH) or in books previously released by Athas.org, specifically the Dark Sun 3 Rules (DS3), Terrors of Athas (ToA),
Terrors of the Dead Lands (TotDL), Athasian Emporium (AE), Legends of Athas (LoA), Prestige Class Appendix 1 (PrCA1), and 2
(PrCA2). Also note that the psionic assassin variant prestige class used in this book can be found in Secrets of Sarlona.
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Part 1: Characters

Bandit, Kreen Eater

This band of humans, muls, half-elves, and half-giants roam
across the desert south of the Two-Moon Cairn.

Blessed Bandit

The right side of this man’s face is covered with a growth of scales
that spread down across his neck and disappear into his armor.

Blessed Bandit CR 5

Male human barbarian 5

CE Medium humanoid (human)
Init +1; Senses Listen +5, Spot +1
Languages Common

AC 16, touch 11, flat-footed 16; improved uncanny dodge
(+1 Dex, +3 armor, +2 natural)

hp 45 (5 HD)

Fort +6, Ref +2, Will +2

Speed 30 ft. (6 squares); fast movement

Melee great macahuitl +8 (2d6+3/19-20) or

Ranged javelin +6 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8

Atk Options Cleave, Power Attack, rage 2/day (8 rounds)
Combat Gear great macahuitl, 20 javelins

Abilities Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8
SQ hatori scales, trap sense +1

Feats Cleave, Power Attack, Toughness

Skills Climb +4, Handle Animal +3, Intimidate +7, Jump +4,
Listen +9, Ride +2, Spot +1, Survival +9
Possessions combat gear plus hide armor

Blessed bandits make up the bulk of Gozor’s band. They
are usually Eldaarish or Draji escapees. Most of them are
deeply devoted to Gozor, believing that he has given them
a second chance in life.

The blessed bandit presented here had the following
ability scores before Hit Dice ability increases and racial
adjustments: Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Strategies and Tactics

The blessed bandit will enter rage before closing in,
throwing javelins while he is not within melee range.
When close to his foes, he will use Cleave and Power
Attack.

Kreen Eater Shaman

This half-elf has an animalesque appearance. Dirty with sand
and wearing hatori hide, he utters screams towards you.

Kreen Eater Shaman CR 6
Male half-elf druid 6
CN Medium humanoid (elf)
Init +1; Senses low-light vision; Listen +6, Spot +6
Languages Common, Draji, Elven; speak with animals

Hatori Scales Those Kreen Eaters who consume the hearts of
slain hatori sometimes experience changes, gaining scaly
patches on their skin, and granting them a +2 bonus to their
natural armor.

When raging, a blessed bandit has the following statistics
AC 14, touch 9, flat-footed 14

hp 52 (5 HD)

Fort +8, Will +4

Melee great macahuitl +10 (2d6+5/19-20) or

Ranged javelin +6 (1d6+5)

Grp +10

Abilities Str 20, Con 18

Skills Climb +6, Jump +6

AC 16, touch 11, flat-footed 15
(+1 Dex, +3 armor, +2 natural)
hp 39 (6 HD)

Fort +9, Ref +4, Will +9

Speed 30 ft. (6 squares); woodland stride
Melee mwk quarterstaff +4 (1d6-1) or
Ranged spear +5 (1d8-1/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +3

Special Actions spontaneous casting (summon nature’s ally
spells), wild shape 2/day (6 hours)

Combat Gear masterwork quarterstaft, 6 spears, potion-fruit
of cure moderate wounds

Druids Spells Prepared (CL 6™):
31 - eye of the storm, call lightning (DC 16), greater magic
Jang
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2" _ bull’s strength, clear water, echo of the lirr (DC 15),
sleep (DC 15)

1t - cooling canopy, charm animal (DC 14), cure light
wounds, detect animals or plants, longstrider

0 - defiler scent (2), detect magic, know direction, purify food
and drink

Abilities Str 8, Dex 12, Con 14, Int 13, Wis 16, Cha 10

Gozor of the Kreen Eaters

This handsome mul, his body covered in scars, wears armor
made from kreen carapace. He seems to pay careful attention to
your clothes and speech.

Gozor of the Kreen Eaters CR 8

SQ animal companion, link with companion, share spells,
wild empathy +6 (+2 magical beasts), trackless step

Feats Combat Casting, Craft Wondrous Item, Natural Spell,
Wastelander

Skills Concentration +11, Craft (weaponsmithing) +5,
Disguise +0 (+2 impersonating humans), Handle Animal
+6, Heal +7, Knowledge (nature) +7, Listen +6, Move
Silently +6, Search +2, Spot +6, Survival +16

Possessions combat gear plus cloak of resistance +I,
masterwork studded leather armor

Animal Companion kluzd (To4, pg 196)

A Kreen Eater shaman acts both as a support caster during
times of battle and as a spiritual counselor during times of
peace. He also doubles as the band’s weaponsmith.

The Kreen Eater shaman presented here had the following
ability scores before Hit Dice ability score increases and racial
adjustments: Str 8, Dex 10, Con 14, Int 13, Wis 15, Cha 12.

Strategies and Tactics

A Kreen Eater shaman tries to stay away from combat,
instead helping his allies by casting bull’s strength and
summon nature’s ally. After summoning a creature, he will cast
greater magic fang on it. If needed, he will wild shape into a
lirr to help in the attack.

Mul gladiator 8

CE Medium humanoid (dwarf)

Init +2; Senses darkvision; Listen +1, Spot +1
Languages Common

AC 17, touch 12, flat-footed 17; improved uncanny dodge
(+2 Dex, +5 armor)

hp 84 (8 HD)

Resist extended activity, tireless (+4 on Con checks for

extended physical activities and +4 against weakness,
fatigue, exhaustion or enfeeblement)

Fort +10, Ref +8, Will +3

Speed 30 ft. (6 squares)
Melee mwk double-tipped spear +14/+9 (1d8+7/x3) or

Melee mwk double-tipped spear +12/+7 (1d8+5/x3) and +12
(1d8+2/x3) or

Melee wrist razor +13/+8 (1d6+5/18-20/x2) or

Melee wrist razor +11/+6 (1d6+5/18-20/x2) and +11
(1d6+2/18-20 x2) or

Ranged mwk double-tipped spear +11 (1d8+5/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +17

Atk Options gladiatorial performance 8/day (combat stance,
martial display, team strike +2/+2d4), Combat Expertise,
Improved Feint, Improved Grapple, mercy, no mercy, Two
Weapon Fighting

Combat Gear masterwork double-tipped spear, 2 wrist razors

Abilities Str 20, Dex 15, Con 18, Int 10, Wis 13, Cha 10

$Q armor optimization (+1 AC)

Feats Combat Expertise, Exotic Weapon Proficiency
(double-tipped spear)B, Exotic Weapon Proficiency (wrist
razor)B, Improved Feint®, Improved Grapple, Improved
Unarmed Strike®, Two Weapon Fighting

Skills Balance +7, Bluff +8 (+12 in melee), Climb +10,
Intimidate +6, Jump +11, Listen +1, Perform (acting) +5,
Sense Motive +8 (+12 in melee), Spot +1, Tumble +8

Possessions combat gear plus masterwork chitin armor.
Kreen Eater chitin armor is usually made from kreen
carapace.
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Hook “The Great Hatori watches over me. Prepare to feel his
might.”

Founder and leader of the Kreen Eaters, Gozor has taught the
Kreen Eaters to hate all templars, whether Draji or Eldaarish
or Kurnan. Gozor is Raamin by birth and was slave-
apprenticed to be a chef in one of Raam’s finest brothels,
however, templars raided the business and sold the
adolescent Gozor to an abusive Draji templar. This templar
survived the convulsions accompanying Tectuktitlay’s death
and today is a powerful member of the city’s ruling clique.
Gozor was given the Draji name Tlautemoc, which he
despises. If anyone calls him by that name now, he is likely
to fly into a rage.

Strategies and Tactics

This hardened warrior leads his men into battle, taking the
fight to his opponents in a rush of stabs and thrusts from his
deadly two-headed spear. He uses his terrain and allies to his
advantage, always trying to move to flank a foe, makes heavy
use of Improved Feint to catch opponents flat-footed or
attempt to use Improved Trip to put opponents on the
ground and gain an additional attack upon the now prone
enemy. He keeps wrist razors attached as a backup, should
his spear be knocked from his grasp.

Cther Creatures and Allies

A bandit party often rides with a number of allies:

Eldaarish Mindblade (see Dimlanders): Escaping Eldaarich
with their lives, these former cultists sought a new leader to
give meaning to their lives. They found Gozor.

Half-Giant Warriors (ToA, pg 87): These gullible creatures
follow Gozor’s leadership.

Tareks (ToA, pg 168): Lured by promises of wealth and
plunder, these individuals often follow Gozor.

Raamin Thumper: These great maul-wielding half-giants
occasionally find a place with Gozor.

History

There are more than 30 individuals in the Kreen Eaters,
mostly escaped slaves from Draj or from caravans on the
road, though some are survivors of South Guard.

Environment: The Kreen Eaters usually post a lookout at
Two Moon Cairn, and use the cairn as the northern marker of
their territory. The Kreen Eaters raid areas as far west as the
Blue Pool of the Ancients, and as far south as Ket.

Typical Physical Characteristics: The Kreen Eaters mostly
bear tattoos marking them as from the Tyr Region. A few
have reptilian scales growing over their mammalian skin.
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Alignment: Bloodthirsty sadistic bandits whose band
name refers to eating a sentient creature, ruled by the
strongest among them without regard to actual leadership
skills, the Kreen Eaters tend towards chaos and evil.

Society

The Kreen Eaters regard all templars, regardless of
nationality, as symbols of despised and evil authority, and
they attack such persons on sight. Anyone wearing what
appears to be templar attire is liable for such treatment.
The Kreen Eaters, as their name suggests, are also fierce
enemies of the kreen packs of the desert. They clash
regularly with Hozi'chak to the southwest. Unlike most
humanoids, the Kreen Eaters have developed recipes that
make kreen flesh palatable.

The Kreen Eaters use the vantage point provided by Two
Moon Cairn to seek out lonely traders and travelers, all of
whom they regard as sources of food, and plunder, or
sadistic amusement.

The Kreen Eaters treat the hatori that populate the dry
river south of the Togas Peninsula with an almost
religious reverence, but whenever one enters their area,
they launch a hunt to kill the beast. Those who participate
in a successful hunt are considered blessed, and are given
the right to eat of the hatori’s heart so as to gain its
strength.
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Those who do consume the hearts of slain hatori do
experience changes. The slave tribe’s shamans use
psychometabolic powers, known only to them, to cause a
metamorphosis in these individuals making them gain scaly
patches on their skin and sometimes to grow reptilian claws.
These benefits are usually temporary, emerging in battle and
then fading until the individual undergoes the heart-eating
ritual again. In some rare cases, the metamorphosis has
become permanent.

Kreen Eater Lore

Characters with ranks in Knowledge (local [Draj]) or
Knowledge (local [Trembling Plains]) can learn more about
the Kreen Eaters. When a character makes a successful skill
check, the following lore is revealed, including the
information from lower DCs:

Knowledge (Local [Trembling Plains])
DC Result

10 A small and vicious group of ex-slaves has taken up banditry
between Azeth’s Rest and Fort Stench, evading Azeth and Black
Brother patrols.

15 The group calls themselves the “Kreen Eaters,” and they
particularly hate templars. A gladiator named Gozor leads them.

20 Gozor, leader of the Kreen Eaters, is a former slave from Draj,
but does not like to be reminded of the fact. Hostages once saw
Gozor fly into a rage and kill a Draji woman who recognized him
and referred to him as “Tlaumoc.”

Knowledge (Local [Draj])
DC Result

10 The mul that leads this group has tattoos that identify him as a
former Draji slave.

18 This slave once belonged to an important Draji templar, who
had the reputation of being a sadist.

21 The slave’s name was Tlaumoc.

Adventure Hoolis

Investigation

Bandits of the Barrier Wastes

The following information supplements the Wanderer’s
Chronicle description of the seven bandit villages and their
leaders.

Bandit Bard

This smirking elf is wearing loose enough leather armor to conceal
his weapon of choice. Which will it be?

Bandit Bard CR 4
Male elf bard 4
NE Medium humanoid (elf, psionic)
Init +7; Senses low-light vision; Listen +8, Spot 1
Languages Common, Eloy, Elven, Kurnan
AC 17, touch 13, flat-footed 14
(+3 Dex, +4 armor)
hp 14 (4 HD)
Resist mundane extreme heat or cold
Fort +4, Ref +7, Will +3
Speed 40 ft. (8 squares); elf run
Melee bard’s friend +4 (1d4+1/18-20) or
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Ranged mwk hand crossbow +7 (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options poison (black adder, DC 11, 2d6 Con/ 2d6 Con),
Quick Draw

Special Actions bardic music 4/day (countersong, fascinate 2
creatures, inspire competence, inspire courage +1)

Combat Gear bard’s friend, masterwork hand crossbow,
potion-fruit of darkvision, potion-fruit of cure light
wounds, 2 potion-fruits of delay poison, 4 doses of black
adder poison

Power Points/Day 2: Hidden Talent Powers Known (ML 1%¢):

1t - prevenom weapon (DC 13)

Abilities Str 12, Dex 16, Con 11, Int 10, Wis 8, Cha 16

SQ bardic knowledge +4, poison use, trade secret (poison
dealer)

Feats Hidden Talent, Improved Initiative, Quick Draw®

Skills Appraise +2, Bluff +10, Craft (alchemy) +7, Craft
(poisonmaking) +7, Disguise +3, (+5 to act in character)
Diplomacy +5, Gather Information +5, Hide +5,
Intimidate +7, Listen +8, Perform +12, Search +9, Sleight
of Hand +7, Spot 1

Possessions combat gear plus studded leather armor +1
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Many bards turn to banditry in the Barrier Wastes because
the bandit communities crave the entertainment and drugs
that bards can provide to pass the long, lonely hours, and
because those afoul of the law always have a place in the
Bandit States.

The bandit bard presented here had the following ability
scores before racial adjustments: Str 12, Dex 14, Con 13, Int
10, Wis 8, Cha 16.

Strategies and Tactics

A bandit bard usually keeps three doses of black adder
poison within pouches in their bard’s friend, dispensing
them in combat when needed. They generally save a fourth
dose for a crossbow bolt when they see an opportunity to kill
without entering melee.

Bandit Defiler

A frail, black-robed figure looks at you. He pulls back his hood,
grinning and pointing his palm to the ground.

Bandit Defiler

Male human wizard (defiler) 5

NE Medium humanoid (human)
Init -1; Senses Listen +2, Spot +2
Languages Common, Elven, Eloy
AC 11, touch 11, flat-footed 10

(+1 deflection)

hp 17 (5 HD)

Fort +2, Ref +1, Will +6

Speed 30 ft. (6 squares)

Melee dagger +1 (1d4-1/19-20/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1

Atk Options Destructive Raze, Efficient Raze, Fast Raze

CR5

Combat Gear dagger, scroll of fireball, scroll of magic
missile

Wizard Spells Prepared (CL 5%):

3" - fireball (DC 16), lightning bolt (DC 16)

2" - darkness, flaming sphere (DC 15), scorching ray (+2
ranged touch), summon monster 11

15t - burning hands (DC 14), chill touch (DC 14), magic
missile, shocking grasp (+1 melee touch)

0 - acid splash (+2 ranged touch), detect magic, ray of frost
(+2 ranged touch), read magic
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Abilities Str 8, Dex 10, Con 12, Int 16, Wis 14, Cha 12

SQ summon familiar

Feats Agonizing Radius, Destructive Raze, Efficient Raze,
Fast Raze, Scribe Scroll®

Skills Bluff +9, Concentration +9, Decipher Script +11,
Diplomacy +3, Disguise +1 (+3 to act in character),

Intimidate +3, Knowledge (arcana) +11, Sleight of Hand
+2, Spellcraft +13, Use Magic Device +1 (+3 scrolls)

Possessions combat gear plus ring of protection +1

Spellbook spells prepared plus 0—all; 1st—mage armor,
summon monster I

In the Trembling Plains and Glowing Desert, most
wizards that become bandits do so because they were
exposed as wizards in the seven cities, or because they
were exposed as defilers in Kurn or in the Trembling
Plains. Unlike the Kurnans, Eloy, and elves of the
Trembling Plains, the bandit lords have no qualms about
destroying the environment, but they are not reluctant to
kill any defilers that show more ambition than they are
comfortable with.

The bandit defiler had the following ability scores before
Hit Dice ability score increases: Str 10, Dex 8, Con 12, Int
15, Wis 14, Cha 12.

Strategies and Tactics

The bandit defiler tries to stay away from melee as much
as possible. He uses his raze feats to increase the power of
his fireballs and lightning bolts, so his accomplices can
quickly finish the job.

Bandit Rogue

A languid human with ragged leather armor is staring at you.
He seems to be negotiating with a ssurran at the same time he is
scanning for your purse.

Bandit Rogue CR6

Male human rogue 6

NE Medium humanoid (human)
Init +7; Senses Listen +7, Spot +11
Languages Common, Elven

AC 15, touch 13, flat-footed 12; uncanny dodge
(+3 Dex, +2 armor)
hp 21 (6 HD)
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Resist evasion

Fort +2, Ref +8, Will +4

Speed 30 ft. (6 squares)

Melee mwk wrist razor +6 (1d6+1/18-20/x2)

Melee bard’s garrote +5 (2d4+1)

Ranged light crossbow +7 (1d8/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Atk Options Improved Feint, poison (cham, DC 10, none,
dazed and slowed for 1d4 hours), sneak attack +4d6

Combat Gear bard’s garrote, light crossbow with 50 bolts,
masterwork wrist razor, 3 doses of cham poison

Abilities Str 12, Dex 16, Con 10, Int 13, Wis 14, Cha 8

SQ trapfinding, trap sense +2

Feats Improved Feint, Improved Initiative, Persuasive,
Stealthy

Skills Balance +14, Bluff +6, Diplomacy +1, Disguise -1 (+1
to act in character), Escape Artist +8, Gather Information
+10, Hide +10, Intimidate +12, Knowledge (local
[Ravish]) +6, Listen +7, Move Silently +14, Search +6,
Sense Motive +7, Sleight of Hand +5, Spot +11, Tumble
+8

Possessions combat gear plus leather armor

The second most common variety of bandit, the bandit rogue
is usually employed either as a negotiator when dealing with
other tribes or as an infiltrator.

The bandit rogue presented here had the following ability
scores before Hit Dice ability score increases: Str 12, Dex 15,
Con 10, Int 13, Wis 14, Cha 8.

Strategies and Tactics

The bandit rogue avoids close-quarters fighting as much as
possible. He prefers to sneak around a distracted foe and
deliver a poisoned blow or strike from a distance with his
crossbow. If forced into melee, he will feint as much as
possible to be able to use his sneak attack.

Bandit Warrior

This strong bald human’s body is covered in scars. He lifts his
carrikal above his head before he starts to scream and run towards
you.

13

Bandit Warrior CR3

Male human warrior 3

NE Medium humanoid (human)
Init +1; Senses Listen +1, Spot +1
Languages Common

AC 12, touch 11, flat-footed 11
(+1 Dex, +1 armor)

hp 18 (3 HD)

Fort +5, Ref +2, Will +2

Speed 30 ft. (6 squares)

Melee carrikal +6 (1d8+2/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Atk Options Cleave, Power Attack
Combat Gear carrikal

Abilities Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Cleave, Power Attack, Weapon Focus (carrikal)

Skills Climb +6, Intimidate +5, Jump +6, Listen +1, Ride +5,
Spot +1

Possessions combat gear plus padded armor

Bandit warriors make up the bulk of any bandit state’s
army. Since bandits are usually poorly trained and
equipped, they compensate for that with sheer numbers.

Strategies and Tactics

Bandit warriors try to demoralize their opponents before
closing to be able to use Power Attack. Since they are
usually in overwhelming numbers, they care little for
strategies or tactics.

Bandit Wind Driver

A half-elf on a strange cart approaches you making almost no
sound. No animal pulls the cart; it moves as if blown by the
wind. The half-elf seems to be preparing his crossbow.

Bandit Wind Driver
Male half-elf kineticist 3
NE Medium humanoid (elf, psionic)

CR 3

Init +2; Senses low-light vision; Listen +1, Spot +1
Languages Common, Eloy, Elven

AC 15, touch 12, flat-footed 13
(+2 Dex, +3 armor)

hp 12 (3 HD)

Fort +2, Ref +4, Will +3

Speed 30 ft. (6 squares)

Melee shortspear +3 (1d6+3)

Ranged light crossbow +5 (1d8/19-20)
Space 5 ft.; Reach 5 ft.
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Base Atk +1; Grp +3
Special Actions Wind Racer

Combat Gear shortspear, light crossbow with 20 bolts

Power Points/Day 14; Psion Powers Known (ML 3™):

2" _ control air, energy missile (DC 14)*

1%t - control object, missive, mind thrust (DC 13)A, skate,
vigor

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 14, Dex 15, Con 12, Int 15, Wis 10, Cha 6

Feats Psionic Talent, Wind Racer*

Skills Balance +4, Concentration +7, Knowledge (geography
[Scorpion Plains]) +7, Listen +1, Profession (sailor) +6,
Psicraft +5, Search +1, Spot +1, Survival +0 (+2 to avoid
getting lost)

Possessions combat gear plus studded leather armor, sail cart

Bandit wind drivers are the fastest and most reliable way to
move while in the Scorpion Plains and Trembling Plains.
They are mainly used by the bandit lords as scouts,

messengers, and as a way to quickly attack minor caravans.

The bandit wind driver presented here had the following
ability scores before ability score increases and racial

adjustments: Str 14, Dex 13, Con 12, Int 15, Wis 10, Cha 8.
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Strategies and Tactics

A bandit wind driver will stay mobile as long as possible,
using their sail cart in conjunction with control air and
skate. They use mind thrust and energy missile while they
have power points left to spend, then switch to their light
crossbow.

Lask Brute

This lask is tall and strong for a member of his race. He holds a
bone carrikal and has a bloodlust quality about him.

Lask Brute
Male lask barbarian 7
CE Medium humanoid (lask)
Init +1; Senses darkvision 60 ft.; Listen +6, Spot +6
Languages Lask, Common

CR 10

AC 19, touch 11, flat-footed 18; improved uncanny dodge
(+1 Dex, +3 natural, +5 armor)

hp 90 (9 HD); DR 1/—

Fort +12, Ref +3, Will +2

Speed 30 ft. (6 squares)

Melee carrikal +14/+9 (1d8+6/x3) and bite +9 (1d4+3) or
Melee 2 claws +14 each (1d4+6) and bite +9 (1d4+3)
Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +13

Atk Options Cleave, Blind-Fight, Multiattack, Power Attack,
rage 2/day (9 rounds)

Combat Gear carrikal

Abilities Str 22, Dex 13, Con 18, Int 8, Wis 10, Cha 10
SQ fast movement, trap sense +2

Feats Blind-Fight, Cleave, Multiattack, Power Attack,
Toughness

Skills Climb +8. Intimidate +6, Survival +6
Possessions combat gear plus shell armor

When raging a lask brute has the following statistics

AC 17, touch 11, flat-footed 16

hp 108 (9 HD)

Fort +14, Will +4

Melee carrikal +16/+11 (1d8+8/x3) and bite +11 (1d4+4) or
Melee 2 claws +16 each (1d4+8) and bite +11 (1d4+4)

Grp +15

Abilities Str 26, Con 22
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Many bandit lords employ lasks in their bands because of

their sheer strength and ferocity.

The lask brute presented here had the following ability scores
before Hit Dice ability score increases and racial adjustments:

Str 15, Dex 13, Con 14, Int 8, Wis 10, Cha 12.

Strategies and Tactics

A lask brute relies on his massive strength to defeat his foes.
He enters his range before charging on any foe with his
carrikal, and uses Power Attack and Cleave until no one

standing is left.

Akive, Chief of Ravish

This female mul seems particularly vicious and intimidating. She

wears a crimson cape and holds a big macahuitl.

Akive, Chief of Ravish
Female mul gladiator 10
CE Medium humanoid (dwarf)
Init +2; Senses darkvision 30 ft.; Listen +6, Spot +6
Languages Common

CR11

AC 17, touch 13, flat-footed 15; uncanny dodge, improved
uncanny dodge

(+2 Dex, +4 armor, +1 deflection)
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hp 95 (10 HD); DR 1/- non-lethal

Resist extended activity, tireless (+4 on Con checks for
extended physical activities and +4 against weakness,
fatigue, exhaustion or enfeeblement)

Fort +10, Ref +9, Will +3

Speed 30 ft. (6 squares)

Melee mwk great macahuitl +16/+11 (2d6+7/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +17

Atk Options Improved Feint, insightful feint +2, mercy, no
mercy, Power Attack

Combat Gear masterwork great macahuitl, psionic tattoo of
animal affinity

Abilities Str 20, Dex 14, Con 16, Int 10, Wis 8, Cha 10
SQ armor optimization (chitin armor, studded leather)

Feats Alertness, Exotic Weapon Proficiency (cahulak)B,
Exotic Weapon Proficiency (master’s whip)B, Exotic
Weapon Proficiency (wrist razor)®, Improved FeintB,
Improved Unarmed StrikeB, Mekillothead, Power Attack,
Skill Focus (Intimidate)

Skills Bluff +9 (+14 in melee), Climb +10, Disguise +0 (+2
to act in character), Intimidate +21, Jump +10, Perform +5,
Sense Motive +4 (+9 in melee)

Possessions combat gear plus studded leather armor, ring of
protection +1

Hook “You can either face certain death by not obeying me
or take your chances against that caravan. Which one do
you prefer?”

Akive has no particular leadership skill; she leads the
Ravish bandits by sheer force and bullying.

Akive had the following ability scores before racial
adjustments, and Hit Dice ability score increases: Str 15,
Dex 13, Con 14, Int 10, Wis 8, Cha 12.

Strategies and Tactics

Akive likes to use her massive bulk and weapon to
intimidate her opponents, and then feint her way into
close fray. She usually activates her tattoo before closing
in, so her opponents will not have any advantages over
her.
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Cbil ) d Cbi ef Of Pillag c Chilod had the following ability scores before Hit Dice
)

ability score increases and racial adjustments: Str 15, Dex

The muscle-bound tarek’s nostrils flare as he looks at you, and he 14 Con 10, Int12, Wis 13, Cha 8.

raises one of his twin impalers in some sort of signal to his warriors.

Chilod, Chief of Pillage CR10  Strategies and Tactics

Male tarek barbarian 5/ranger 3 Chilod is not afraid to fight, as he is confident in his
LN Medium humanoid (tarek) combating abilities, but he prefers to stay back a little in
Init +6; Senses darkvision 30 ft.; Listen +7, Spot +7 order to coordinate his band. He uses his ranged attacks
Languages Common, Tarek on the seemingly most powerful enemy or on any

apparent arcane caster. He only enters his rage when
necessary, since it would prevent him from effectively

AC 19, touch 12, flat-footed 17 (improved uncanny dodge)
(+2 Dex, +3 natural, +4 armor)

hp 64 (8 HD); ferocity leading the band.
Fort +9, Ref +6, Will +1
Speed 40 ft. (8 squares)

Melee impaler +9/+4 (1d6+5/x4) and impaler +9 (1d6+5/x4)
or

Ranged +1 mighty composite shortbow [+5 Str bonus]
+11/+6 (1d8+6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +15 Densis, Chieftain of Speil

Atk Options Cleave, Two-Weapon Fighting, favored enemy
(elves +2), rage 2/day (7 rounds), Teamwork This humanoid is wearing a dark gray cloak with his hood pulled

Combat Gear impaler, +/ mighty composite shortbow (+5 over his face. There is something very eerie about him.

Str bonus), 2 potion-fruits of cure light wounds . . . .
Abilities Str 21, Dex 14, Con 14, Int 10, Wis 9, Cha 6 Densis, Chieftain of Spoil CR14
Human wizard (defiler) 10/necromant 4

SQ fast movement, trap sense +1, wild empathy +3 (-1

magical beasts) LE Medium humanoid (human)

Feats Cleave, Endurance®, Improved Initiative, Two- Init +0; Senses Listen +4, Spot +4
Weapon Fighting®, Teamwork®, Track®, Weapon Focus Languages Common, Dwarven, Elven, Tarek; speak with
(impaler) dead

Skills Climb +7, Handle Animal +6, Jump +8, Knowledge AC 16, touch 12, flat-footed 16

(nature) +5, Ride +10, Survival +7 (+9 in natural
aboveground environments)

Possessions combat gear plus studded leather armor +1

(+4 armor, +2 deflection)
Immune fear

hp 49 (14 HD)

Fort +7, Ref +6, Will +17

When raging Chilod has the following statistics

AC 17, touch 10, flat-footed 15

hp 80 (8 HD)

Fort +11, Will +3

Melee impaler +11/+8 (1d6+7/x4) and impaler +11

Speed 30 ft. (6 squares)
Melee mwk steel dagger +7/+2 (1d4-1/19-20) or
Ranged heavy crossbow +7 (1d10/19-20)

(1d6+7/x4) Space 5 ft.; Reach 5 ft.
Grp +17 Base Atk +7; Grp +6
Abilities Str 25, Con 18 Special Actions Gray casting
Skills Climb +9, Jump +10 Combat Gear masterwork steel dagger, heavy crossbow with

20 bolts, 5 undead slaying bolts (DC 20), scroll of fireball,
scroll of protection from evil

Wizard Spells Prepared (CL 14%, 1d20+16 to overcome SR):

7t - control undead (DC 21), finger of death (DC 21)

6" - circle of death (DC 20), create undead, undeath to death
(DC 20)

5t - cone of cold (DC 19), dominate person (DC 19), silent
greater invisibility

4% _ animate dead, fear (DC 18), dimension door, lesser
globe of invulnerability, scrying (DC 18)

Hook “Charge, you lazy cowards! Otherwise I’ll deal with
you myself!”

Chilod has no tolerance for defilers or preservers, but
welcomes an astonishing variety of races into his band,
ranging from kreen to b’hrohg and braxat.

16
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31 - dispel magic, fireball (DC 17), halt undead (DC 17),
nondetection, zombie berry (DC 17)

2" - command undead* (DC 16) (2), invisibility*, silent
detect undead, scorching ray (+7 ranged touch)

1%t - alarm*, burning hands (DC 15), cause fear (DC 15),
detect undead*, protection from evil

0 - detect magic (2), disrupt undead (+7 ranged touch) (2)

*Denotes spell that can be prepared without spellbook

Abilities Str 8, Dex 10, Con 12, Int 18, Wis 14, Cha 13

SQ undead presence, gravespeaker

Feats Alertness, Craft Magic Arms and Armor, Efficient
Raze, Iron Will, Leadership, Silent SpellB, Scribe Scroll®,
Spell Mastery®, Spell Penetration

Skills Bluff +18, Concentration +18, Decipher Script +13,
Knowledge (arcana) +14, Knowledge (geography) +9,
Knowledge (local [Bandit States]) +9, Knowledge
(history) +14, Knowledge (religion) +9, Knowledge (the
planes) +9, Listen +4, Literacy (Common), Spellcraft +21,
Spot +4

Possessions combat gear plus bracers of armor +4, cloak of
resistance +2, handy haversack, ring of protection +2

Spellbook (bones) spells prepared plus 0 - all; 1% - mage
armor, shield; 2™ - arcane lock, resist energy; 3" -
darkvision, see invisibility; 4" - arcane eye, dimensional
anchor; 5™ - dismissal, hold monster

Hook “Have we got a surprise for you.”

Densis usually does not go raiding with his bandits, but
prefers to explore the Buried City. Densis is currently under
the mental domination of Dote Mal Payne.
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Densis had the following ability scores before Hit Dice
ability score increases and racial adjustments: Str 8, Dex
10, Con 12, Int 15, Wis 14, Cha 13.

Strategies and Tactics

Densis, before his domination by Dote Mal Payne, was
more concerned about exploring the nearby ruins than
being involved in such mundane tasks as combat,
preferring to avoid it and approach using invisibility to
quickly dispatch his foes with circle of death and animate
them later.

Evartu, Chief of Plunder

Even taller and thinner than the average elf, this elf has his face
coated in white powder, but his eyes, nostrils, and mouth are
painted black. Along with the yellowing sheets he wears, he looks
like a creature raised from the grave.

Evartu, Chief of Plunder CR 12

Male elf fighter 12

NE Medium humanoid (elf)

Init +9; Senses low-light vision; Listen +6, Spot +6
Languages Common, Elven

AC 20, touch 17, flat-footed 15; Dodge, Mobility
(+3 Armor +5 Dex, +2 deflection)

Resist mundane extreme heat or cold

hp 78 (12 HD)

Fort +9, Ref +9, Will +5

Speed 40 ft. (8 squares); elf run

Melee mwk elven longblade +20/+15/+10 (1d8+5/18-20)
Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +18

Atk Options Combat Reflexes, Spring Attack

Combat Gear masterwork elven longblade, 2 doses of dust of
illusion, necklace of fireballs (type I)

Abilities Str 13, Dex 20, Con 12, Int 10, Wis 12, Cha 8

Feats Alertness, Combat Reflexes, Dodge, Greater Weapon
Focus, Greater Weapon Specialization, Improved
Initiative, Leadership, Mobility, Spring Attack, Weapon
Finesse, Weapon Focus (elven longblade), Weapon
Specialization (elven longblade)

Skills Intimidate +11, Jump +8, Listen +6, Perform (acting)
+8, Search +3, Spot +6

Possessions combat gear plus studded leather, ring of
protection +2, brooch of shielding
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Hook “Forward, my minions. Tonight we’ll feast on living
flesh!”

Chief of the Ghosts of Plunder, Evartu especially despises the
elf tribes of the Scorched Plateau.

Evartu had the following ability scores before Hit Dice ability
score increases and racial adjustments: Str 13, Dex 15, Con 14,
Int 10, Wis 12, Cha 8.

Strategies and Tactics

Evartu has a flair for drama. He prefers to demoralize
everyone in range using make-up and acting while his
warriors take care of the rest. He won't hesitate to jump into
the fray to fight opposing elves, nor if things start to go bad
to make use of his necklace of fireballs and dust of illusion to
withdraw.

Kel of Kel’s Lot

A short, hairless humanoid appraises you steadily, his skin deeply
tanned and his eyes betraying his age.

Kel

Male old dwarf fighter 6/cleric 9

LN Medium humanoid (dwarf)

Init +2; Senses darkvision 60 ft.; Listen +5, Spot +5

Languages Common, Dwarven, Elven

AC 17, touch 10, flat-footed 17

(-2 Dex, +4 armor, +3 shield, +2 deflection)

Immune kip poison, deafness or stunning by sonic spells or
abilities

hp 88 (15 HD)

Resist stability (+8 against bull rush and trip), treated as one
size larger against wind effects

Fort +12, Ref +3, Will +12; +2 against poison (+6 against

inhaled)

, spells, and spell-like effects

Speed 20 ft. (4 squares)

Melee +! defending bone dwarven waraxe +17/+12/+7
(1d10+5/x3)

Space 5 ft.; Reach 5 ft.
Base Atk +12; Grp +16

Atk Options Blind-Fight, turn undead 5/day (+1, 2d6+10, 9'";
can turn earth creatures and rebuke air creatures)

CR 15

Special Actions spontancous casting (cure spells), Teamwork
Combat Gear +/ defending bone dwarven waraxe
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Cleric Spells Prepared (CL 11™):

5% - elemental strike (DC 19), greater command (DC 18)P

D summon monster IV

4™ _ divine power, ice storm

3" - eye of the storm, call lightning (DC 17)P, dispel magic,
magic circle against evil (DC 16), summon monster 111

2 _ bull’s strength, hold person (DC 15), resist energy,
silence (DC 15), sound burst (DC 16)P, summon monster
7

15t - bless element, command (DC 14)P, cooling canopy,
cause fear (DC 14), sanctuary, divine favor

0 - create element, cure minor wounds, detect magic,
guidance, light, resistance

D: Domain spell. Element: Air. Domains: Furious Storm,
Rolling Thunder

Abilities Str 18, Dex 6, Con 12, Int 12, Wis 17, Cha 14

SQ dwarven focus

Feats Alertness, Blind-Fight®, Combat Casting, Disciplined,
Improved Initiative®, Kipherd*, Leadership, Spell Focus
(evocation), Teamwork®, Weapon Focus (dwarven
waraxe)®?

Skills Concentration +20, Intimidate +17, Jump +8,
Knowledge (the planes) +6, Knowledge (warcraft) +11,
Listen +9, Spot +5, Survival +3 (+5 made while on other
planes)

Possessions combat gear plus ring of protection +2, belt of
giant strength +6, large wooden shield +1, periapt of
wisdom +2, potion-fruit of cat’s grace, studded leather
armor +1

Dwarven Focus When Kel is actively pursuing activities to
protect Kel’s Lot, he receives a +1 morale bonus to all skill
checks, attack and damage rolls, saving throws and spell
save DCs.

Hook “I created the Bandit States, boy. Do not try me.”

An aged dwarf that is prejudiced towards anyone who is
not dwarven. Head of the village of Kel’s Lot, which pre-
dates all the other Bandit States. Uses raiding as a means
to survive.

Kel had the following ability scores before racial
adjustments, ability level increase, and age modifiers: Str
14, Dex 8, Con 13, Int 10, Wis 12, Cha 15.

Strategies and Tactics

Kel casts summon monster from a distance until he is certain
that the numbers are favoring him. He will then cast divine
power and move into melee range, as he believes he is not
yet too old for combat. If the battle is not going well, he
orders his soldiers to fall back while he casts ice storm and
elemental strike.
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Giki
Clad in sturdy chitin armor, this dwarf carries an enormous
wooden mallet.

Giki, Kel’s Cohort CR 11

rather than kill—unless ordered by Kel. He frequently
attacks limbs or weapons to disable without killing.

Male dwarf fighter 11
LN Medium humanoid (dwarf)
Init +5; Senses darkvision 60 ft.; Listen +2, Spot +2

Languages Common, Dwarven

AC 15 touch 11, flat-footed 14

(+1 Dex, +4 armor)

Immune kip poison

hp 93 (11 HD)

Resist stability (+4 against bull rush and trip)

Fort +10, Ref +4, Will +3; +2 against poison (+6 against

Lady Cesti of Wrath

You see a beautiful woman. She has an aristocratic look and is
dressed up like a noble. Her entourage seems to be comprised of
only dirty creatures with jagged clothing and missing teeth.

Lady Cesti of Wrath CR10

inhaled), spells, and spell-like effects
Speed 20 ft. (4 squares)
Melee +1 stone maul +16/+11/+6 (1d12+6/17-20)
Space 5 ft.; Reach 5 ft.
Base Atk +11; Grp +15
Atk Options Cleave, Improved Bull Rush, Power Attack

Combat Gear +/ stone maul
Abilities Str 17, Dex 13, Con 16, Int 12, Wis 10, Cha 6
SQ dwarven focus

Feats Alertness, Cleave, Greater Weapon Focus (maul),
Improved Bull Rush, Improved Critical (maul), Improved
Initiative, Kipherd*, Power Attack, Weapon Focus (maul),
Weapon Specialization (maul)

Skills Climb +9, Handle Animal +6, Intimidate +8, Jump +9,
Listen +2, Ride +9, Spot +2

Possessions combat gear plus masterwork chitin armor

Dwarven Focus When Giki is actively pursuing his focus to
protect Kel’s Lot, he receives a +1 morale bonus to all skill
checks, attack and damage rolls, saving throws and spell
save DCs.

Hook “Death to the enemies of Kel’s Lot!”

Giki is Kel’s right hand and hammer-arm, a stoic dwarven
fighter whose life is bound to the defense of Kel’s Lot. Giki
serves as enforcer, sentinel, and executioner when needed —
his stone maul, a constant presence on the streets and walls.

Giki had scores before racial
adjustments, ability level increase, and age modifiers: Str 15,

Dex 13, Con 14, Int 12, Wis 10, Cha 8

the following ability

Strategies and Tactics

Kel's muscle, enforcing laws with
overwhelming physicality. He uses Improved Bull Rush and
Power Attack to brutalize and subdue those that stand in his
way, often employing non-lethal blows to punish criminals

Giki serves as
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Female human gladiator 10

LE Medium humanoid (human)
Init +2; Senses Listen +1, Spot +1
Languages Common

AC 15, touch 12, flat-footed 13; improved uncanny dodge
(+2 Dex, +3 armor)

hp 75 (10 HD)

Fort +8, Ref +9, Will +2

Speed 30 ft. (6 squares)

Melee mwk dagger +14 (1d4+3/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15

Atk Options Improved Feint, mercy, no mercy, Power Attack

Combat Gear masterwork dagger, 2 splashglobes of liquid
darkness

Abilities Str 16, Dex 14, Con 13, Int 10, Wis 8, Cha 15

SQ armor optimization (chitin, studded leather), gladiatorial
performance 10/day, insightful feint +2

Feats Alertness, Exotic Weapon Proficiency (cahulak)B,
Exotic Weapon Proficiency (lotulis)B, Exotic Weapon
Proficiency (thanak)®, Improved Unarmed StrikeB,
Improved FeintB, Leadership, Negotiator, Persuasive,
Power Attack

Skills Balance +6, Bluff +14 (+19 in melee), Diplomacy +10,
Disguise +2 (+4 to act in character), Intimidate +14, Jump
+7, Perform (acting) +10, Sense Motive +11 (+16 in
melee), Tumble +6

Possessions combat gear plus bracers of armor +3, cloak of
Charisma +2

Hook “Hear me, Lords of Wrath! Legends will remember
your deeds this day. Show your valor and give the bards
something to sing about.”

The delusional chieftain of the bandit state of Wrath, Lady
Cesti believes that she is a noblewoman and has set up her
slave tribe along the lines of a noble house.
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Cesti had the following ability scores before Hit Dice ability
score increases: Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12.

Strategies and Tactics

Lady Cesti abhors combat, because according to her “it is
only for the common folk”. She prefers to use her noble skills
to lead and inspire her troops into victory, while comfortably
seated on her palanquin.

Talid the Bandit Lord

This handsome black-skinned mul sports a tattoo of a multi-headed
lizard that seems almost to twitch as the mul speaks. The tattoo
gleams gold in the sunlight, and his deep voice carries force and
authority.

Talid the Bandit Lord
Male mul gladiator 10/barbarian 1/fighter 2
LN Medium humanoid (dwarf)
Init +1; Senses darkvision 30 ft, Listen +3, Spot +3

Languages Common

CR 14

AC 16, touch 11, flat-footed 15; improved uncanny dodge

(+1 Dex, +5 armor)

hp 121 (13 HD); DR 1/—non-lethal

Resist extended activity, tireless (+4 on Con checks for
extended physical activities and +4 against weakness,
fatigue, exhaustion or enfeeblement)

Fort +15, Ref +8, Will +3

Speed 40 ft. (8 squares); fast movement

Melee +1 talid of wounding +19 (1d6+6 plus 1 Con
damage/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +13; Grp +19

Atk Options Cleave, gladiatorial performance 10/day,
Improved Feint, mercy, no mercy, Power Attack, rage
1/day (8 rounds)

Combat Gear +/ talid of wounding, psionic tattoo of animal
affinity (ML 8™

Abilities Str 20, Dex 13, Con 16, Int 10, Wis 8, Cha 13

SQ armor optimization (chitin, studded leather), insightful
feint +2

Feats Alertness, Cleave®, Endurance, Exotic Weapon
Proficiency (atlatl)®, Exotic Weapon Proficiency
(lotulis)B, Exotic Weapon Proficiency (talid)®, Improved
Unarmed  StrikeB, Improved Feint®, Mekillothead,
Negotiator, Power Attack®, Persuasive
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Skills Balance +8, Bluff +13 (+18 in melee), Climb +10,
Diplomacy +6, Disguise +1 (+3 to act in character),
Intimidate +20, Jump +12, Perform +10, Sense Motive
+11 (+16 in melee), Tumble +8

Possessions combat gear plus bracers of armor +5

When raging, Talid has the following statistics

AC 14, touch 9, flat-footed 13

hp 147 (13 HD)

Fort +17, Will +5

Melee +! talid of wounding +21 (1d6+8 plus 1 Con
damage/19-20)

Grp +21

Abilities Str 24, Con 20

Skills Climb +12, Jump +14

Hook “Divided we fall and flounder, but united, united we

stand. What better place than here, what better time than
now?”

Chief of Ravage, Talid wants to unite the Bandit States.
House Azeth has secretly been negotiating with Talid to
give their traders and allies safe passage to the mysterious
lands that lie north of the Bandit States.

Talid had the following ability scores before Hit Dice
ability score increases and racial adjustments: Str 15, Dex
12, Con 13, Int 10, Wis 8, Cha 14.

Strategies and Tactics

Talid is a natural leader: he leads by example, not through
coercion and intimidation. He is usually one of the first to
jump into battle and one of the last to withdraw from it.
He activates his psionic tattoo of animal affinity just before



Faces of the Forgotten North

entering melee, feinting his way through and quickly
dispatching his foes using Cleave.

Other Creatures and Allies

In addition to the tactics mentioned earlier, a bandit party
rides with a number of monstrous creatures and mercenaries.

B’rohg (ToA, pg 10): Captured, branded, and enslaved in
South Guard when they were young, these b’rohg were
rescued by a daring raid led by Chilod, whom they now
revere.

Braxat (ToA, pg 18): Outcasts from their own kind, these
braxats have been welcomed by Chilod’s bandit state of
Pillage.

Eldaarish Mindblade (see Dimlanders): Escaping Eldaarich
with their lives, these former cultists sought people to tell
them what to do.

Gith Warrior (ToA, pg 71): Outcasts from their own kind,
these gith often take refuge among the bandits of the
northern wastes.

Half-Giant Warriors (ToA, pg 87): These gullible creatures
follow the leadership of various bandit leaders.

Inixes (ToA, pg 193): These beasts are used as mounts.

Silt Runners (ToA, pg 150): Captured as eggs from a raid far
to the northeast, these silt runners hatched in the broiling sun
before the bandits had a chance to eat them, and the bandits
decided to feed them and raise them to be slaves. It turned
out that they made hardy warriors instead, and all but a few
bandits have forgotten their inauspicious introduction to the
tribe.

Ssurran Warrior (ToA, pg 166): Unlucky in trade and hopeful
for luck in banditry, these ssurrans joined with Chilod’s
leadership in the bandit village of Plunder, partly for the
opportunity to revenge themselves on those of their own
kind who regard them as failures.

Tareks (ToA, pg 168): Lured by promises of wealth and
plunder, these tareks follow the tarek Chilod and his bandits
from the village of Plunder.

Thri-kreen (ToA, pg 173): Following humanoids that the thri-
kreen individuals had accepted as their clutch-leaders, these
kreen have thrown their lot in with what the thri-kreen
regard as Chilod’s pack, based in the village of Plunder.

Raamin Thumper: These great maul-wielding half-giants
find a place in various bandit groups.
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Sample Encounters

Bandit Scouting Party (EL 4-7): These groups come to the
Trembling Plains riding in one or more wind-carts, but
typically bury the wind-carts at the border of the Glowing
Desert and proceed into the Trembling Plains on foot.

EL 4: One bandit wind driver and one bandit warrior.

EL 7: Add three bandit warriors to an EL 4 Bandit Scouting
Party.

EL 6: Add one bandit bard to an EL 4 Bandit Scouting
Party.

EL 7: Add one bandit rogue to an EL 4 Bandit Scouting
Party. The wind driver is the leader, and will avoid any
confrontations unless odds are wildly in the bandit’s
favor. Their mission is to obtain intelligence on the area,
and, if confronted with possibly superior strength, will
retreat. Nevertheless, if they see an opportunity to take
wealth or hostages without much effort, they will take it.
If encountered in the Trembling Plains, the scouting party
left their wind-cart buried at the edge of the Glowing
Desert.

Bandit Skirmish Party (EL 8-9): A bandit group designed
for minor confrontations and exploration.

EL 8: One bandit wind driver, four bandit warriors.

EL 9: Add one bandit defiler and one bandit bard to an EL
8 Bandit Skirmish Party.

Bandit Attack Party (EL 12): One lask brute, one bandit
bard, 3 bandit wind drivers, 6 bandit warriors, one bandit
defiler, one bandit bard.

Kreen Eater Assault Party (EL 13): Gozor, one lask brute,
twelve bandit warriors, four half-giant warriors.

Ravage Assault Party (EL 15): Talid, eight bandit wind
drivers, two bandit defilers.

Plunder Assault Party (EL 13): Evartu, eight bandit wind
drivers, two bandit defilers, one bandit bard.

Pillage Assault Party (EL 15): Chilod, eight bandit wind
drivers, four thri-kreen, eight silt runners, two b’rohg, two
braxats, four ssurran warriors, four tareks.

Ravish Assault Party (EL 14): Akive, eight bandit wind
drivers, twenty bandit warriors.

Kel’s Assault Party (EL 16): Kel, eight dwarven bandit
wind drivers, and twelve dwarven bandit warriors. Kel’s
dwarves tend to throw lots of kip poison around, which
they are immune to (they all have the Kipherd feat). They
try not to kill but often come close to doing so. They
mostly rob herders for food, but they do actually herd
some kip in their oasis.
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History

While the village of Kel’s Lot is nearly as old as Azeth’s Rest,
the other Bandit States have sprung up over the last six King's
Ages after Kel (the tenth in his line to carry that name, and
father of the current leader of Kel’s Lot) invented the sail cart
and the psionic sail. Other bandits ventured north to steal
these famous carts, and gradually mastered their secrets.
Disappointed to discover that the sail carts were essentially
useless outside the Barrier Wastes, the bandits discovered
other oases within the wastes and settled them, using the
wind carts to strike and then make a swift getaway.

Environment: Bandits of the Barrier Wastes dwell in the
seven “Bandit States,” oasis villages in the Glowing Desert or
Scorpion Plains. Without the use of sail carts, most of these
villages would lie too far away to raid into the Trembling
Plains.

Typical Physical Characteristics: Bandits of the Barrier
Wastes mark themselves with tattoos designating their
Bandit State allegiance, i.e., to Spoil, Ravage, Ravish, Kel's
Lot, Wrath, Plunder, or Pillage.

Alignment: The bandits of Kel’s Lot and Pillage tend towards
being lawful neutral, instilling strong loyalty and governing
their own villages with a sense of order. The other Bandit
States tend towards evil, and to a lesser degree, towards
chaos. The leaders of these villages often govern by force or
by fleeting popularity.

Society

Most of the bandits that strike at travelers and settlements of
the Trembling Plains actually dwell in villages in the
Glowing Desert Their
considerably less effective in the scrublands than in the desert
or salt flats. There are seven bandit villages, none of which
could possibly stand against the might of Kurn, Eldaarich, or
House Azeth. Their distance from the Trembling Plains helps
to shield them from the wrath of these three entities, while
their wind-carts allow them to strike, rob, and return to their
villages before Kurnan or other patrols can catch them. Kurn
and Azeth have mounted expeditions and destroyed a bandit
village more than once, but since neither Kurn nor Azeth are
willing to destroy an oasis, a bandit settlement just forms
again a few years later. Some bandits responded to the
destruction by escalating the violence, killing whole caravans
so that no one could tell which bandits had struck them.

to the west. wind-carts are

Whereas Eldaarich and the Red Guards evoke terror, bandits
evoke near universal hatred in the Trembling Plains. Defilers
working with the bandit tribes cause most of the murders and
nearly all of the defiling that occurs in the Trembling Plains.
The bandits rarely attack in great numbers, but they seem to
have an instinct for finding vulnerable targets.
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House Azeth, the Kurnan militias, the Red Guards, and
the Draji contingent at Fort Ral have done a fairly effective
job at clearing out the bandit groups that once lurked
along the trade route between Ket and Kurn. Now, bandits
all the way from the Glowing Desert and the Scorpion
Plains far to the north carry out the vast majority of bandit
attacks on the trade road. Recently, a brazen group of ex-
slaves calling themselves “The Kreen Eaters” has also
begun to strike smaller caravans. Some of the bandits are
herders who got tired of the stink of inix dung and
decided to join the more glamorous raider life. These
bandits usually have no interest in their former lives, often
creating false stories to tell their fellow bandits to avoid
revealing that they used to be herders. Most are ex-slaves
from the Tyr Region or from South Guard, and a
surprising number are escaped Shtas soldiers. Because the
cultures of Kurn and the herders have no tolerance of
defiling, bandit defilers tend to be former Kurnans or
former herder preservers who have fallen to the path of
defiling.

Bandit mortality is high. Because bandits often need to
make quick escapes,
forgotten stashes of less transportable loot such as grain,
hardwood, lead, or even copper ingots. Clever bandits
may stash their loot in areas that the herders avoid, such
as dangerous areas haunted by undead. The favored
location for ambushes is the stretch of road between
Azeth’s Rest and Fort Ral. The scrublands and long road
are a great place for attacking caravans but not for settling
in. If the bandits had a lair in the scrublands, Azeth and
Kurn chariot troops could locate and destroy it. Any
bandits bivouacking in the area would only last a few
months at most. Azeth deals with bandits who attempt to
camp near the trade road by hiring aarakocra from Storm
Peak to fly over the area (ignoring the herders who launch
sling stones at them thinking they were after their herd
animals, and who would usually be right) and locate the
bandit nest. The Trembling Plains contains many burnt
out camps that foolish bandit and belgoi groups once used
as a base. The encampments stand in relatively defensible
positions, so the raiders from the Bandit States tend to use
these camps when they are in the area, but do not bother
to rebuild them.

herders sometimes discover

Bandits take names from the Tyr Region, tending towards
the names that a Tyr Region gladiator would take, even if
the bandits originally came from Kurn, Eldaarich, or the
herder clans, and had a previous name. (No self-
respecting bandit wants to go by a Kurnan name like
Amunet!).

If there is little honor among thieves, there is even less
among the bandits of the Trembling Plains. The bandit
leaders usually collect the sails, secreting them away so
that the other bandits cannot abandon them.
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Typical Treasure

Bandits have % the normal gear for their Challenge Rating,
except for the leader, who has twice the normal gear. The
group leader also carries the cart-sails of all of the wind carts
that the bandits arrived on.

Bandit Lore

Characters with ranks in Knowledge (local [Trembling
Plains]) can learn more about the Bandits of the Barrier
Wastes. When a character makes a successful skill check, the
following lore is revealed, including the information from
lower DCs.

Knowledge (Local [Trembling Plains])

DC Result

11 There are seven bandit villages in the barren wastes northwest
of the Trembling Plains: Spoil, Pillage, Plunder, Kel’s Lot, Ravage,
Ravish, and Wrath.

16 The bandits travel very quickly through the desert on wheeled
sail carts.

21 Since the carts move slowly through the scrub plains, the
bandits usually bury them at the edge of the desert when they
come to raid, and the bandit leader keeps the sails on his person
so that the other bandits will not abandon him.

26 Since the sails of the carts gleam in the sunlight and glow in
moonlight or starlight, they are probably made of shimmercloth.

Adventure Hooks

All the Comforts of Home; Investigation

Belgei, Watchmen of Ral

A small and starving belgoi tribe, the Watchmen of Ral lurk
in the badlands of the Broken Deep, south of Dry Spring.
These belgoi usually hunt game in the Trembling Plains,
retiring to the badlands when the sun rises or when Guthay
is full. When game goes scarce, they sometimes eat each
other. As a rule, the group will not hunt the Eloy herders,
although some individuals break the rule out of sheer
hunger.

Ral’s Shaman

You hear a bell ringing in the distance... then silence.

Ral’s Shaman

Female belgoi druid 5

LE Medium monstrous humanoid (psionic)

Init +4; Senses darkvision 60 ft.; Listen +3, Spot +3
Languages Belgoi, Gith; speak with animals, tongues
AC 16, touch 14, flat-footed 12

(+4 Dex, +2 armor)

hp 65 (10 HD)

Fort +7, Ref +9, Will +10

CR9

Speed 30 ft. (6 squares); woodland stride

Melee +1 bone scimitar +11/+6 (1d6+3/18-20) or
Melee 2 claws +10 each (1d4+2 plus Str damage)
Space 5 ft.; Reach 5 ft.
Base Atk +8; Grp +14

Special Actions spontaneous casting (summon nature’s ally
spells), wild shape 1/day (5 hours)

Combat Gear +/ bone scimitar

Druid Spells Known (CL 5%):

3" - call lightning (DC 15)

2" _ barkskin, bull’s strength, resist energy

18t - cure light wounds, endure elements, hide from animals
(DC 13), longstrider

0 - defiler scent, detect magic, detect poison, mending, purify
food and drink

Psi-like Abilities (CL 7t):
3/day - attraction (+7 bonus, DC 16*), brain lock (all targets,

DC 14%*), ego whip (DC 14), empty mind, psionic dominate
(DC 18).

*Includes augmentation for the belgoi’s manifester level.

Abilities Str 14, Dex 18, Con 15, Int 8, Wis 15, Cha 14

SQ animal companion, bell ringing, link with companion,
nature’s speech, share spells, trackless step, wild empathy
+7 (+3 magical beasts)
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Feats Ability Focus (domination), Combat Casting, Iron
Will, Natural Spell

Skills Concentration +5, Hide +6, Intimidate +4, Knowledge
(nature) +8, Listen +3, Move Silently +8, Search +0, Spot
+3, Survival +9 (+11 in aboveground natural
environments)

Possessions combat gear plus leather armor, bell, amulet of

tongues*

Bell Ringing (Su) Belgoi use a bell to focus their psionic
dominate power. A domination target who hears the
belgoi’s bell receives a —2 penalty on his Will save.

Strength Damage (Ex) An individual struck by a belgoi’s
claw attack takes 1d6 points of temporary Str damage,
unless the belgoi scores a critical hit, in which case the
target takes 2d6 points of temporary Str damage instead.

Animal Companion dire bat (MM, pg 62).

Ral’s Shaman is the name of the leader and head priestess of

the Watchmen of Ral.

Ral’s Shaman had the following ability scores before Hit Dice
ability score increases and racial adjustments: Str 14, Dex 12,

Con 13, Int 8, Wis 15, Cha 10.

Strategies and Tactics

Ral’s Shaman will ring her bell while hidden and try to attract
an opponent to her hiding place. If that fails, she will wild
shape into a cheetah and withdraw to stand with the rest of
her band. Then she casts summion nature’s ally I to 11l and bull’s

strength to increase their numbers and offensive power.

Creatures and Allies
Belgoi (ToA, pg 163).
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History

The Watchmen of Ral avoid hunting the Eloy since they’ve
found that every time they feast on a few herders, the
plains giants from Giant’s Hollow attack them soon after.
The Watchmen always hunt at night in the light of the
moon Ral, which they worship. They gave themselves the
name “Watchmen of Ral” a few years ago after they
captured a Draji templar who possessed an amulet that
allowed him to communicate with the belgoi. Surprised to
hear their supper speaking to them in their own language,
they postponed their meal and allowed him to speak. The
quick-witted Draji templar converted the belgoi to
believing in Tectuktitlay as a god and to the practice of
making sacrifices to the moon Ral. The belgoi were
unconvinced to the sacredness of the moon Guthay
because its light makes it difficult for the belgoi to sneak
up on prey “pah, Guthay almost bad as sun.”

The newly converted Watchmen of Ral sacrificed and ate
the templar, but they kept his amulet of tongues and his
templar signet. They use these holy icons in their rituals to
honor Ral and Tectuktitlay, whom they have never seen.
They would be very angry to learn that Tectuktitlay is
dead.

Watchmen of Ral Lore

Characters with ranks in Knowledge (local [Trembling
Plains]) can learn more about Watchmen of Ral. When a
character makes a successful skill check, the following lore
is revealed, including the information from lower DCs.

Knowledge (Local [Trembling Plains)
DC Result
10 The Watchmen of Ral is a band of belgoi hunter-gatherers.

15 The Watchmen of Ral will hunt persons that do not appear to be
Eloy.

20 The Watchmen of Ral worship Tectuktitlay and practice
sacrifices to the moon Ral.
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Castaway

Esmila the Eye-Blind

You see a woman of medium height, with coffee-colored skin and
slightly lighter-colored hair hanging scraggly down to the middle
of her back. She wears a rough shift that appears to have once been
a rich gown of silk and metallic fibers. Her features are aged but
fine, and her face is marred by two black pits where her eyes should
be.

Esmila the Eye-Blind CR 18

Female human morg castaway telepath 8/auditor 6

NE Medium undead (augmented humanoid, human,
psionic)

Init +1; Senses darkvision 60 ft.; Listen +14, Spot +14

Aura fear (60 ft.; DC 19)

Languages Common, Eldaarish, Goblin; tongues

AC 20, touch 16, flat-footed 19

(+1 Dex, +4 natural, +5 deflection)

hp 119 (14 HD); fast healing 1; DR 10/magic

Resist cold 10

Immune undead immunities, brain lock effects

Fort +6, Ref +7, Will +16

Weakness bound to area, delusional, distractible, sensitivity
to light

Speed 30 ft. (6 squares)

Melee +2 steel dagger +11/+6 (1d4+2/19-20) or

Melee tongue +9/+4 (1d4+2 plus energy drain)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +10

Atk Options Blind-Fight, constrict 1d4+2, improved grab,
Power Penetration, Psionic Endowment, Stand Still

Special Actions Inquisitor, perceive 6/day

Combat Gear +2 steel dagger, dorje of dispel psionics (25
charges)

Power Points/Day 156; Psion Powers Known (ML 13t%;
1d20+14 to overcome SR):

6™ - breath of the black dragon (DC 21), mass cloud mind
(DC 23), remote view trap (DC 21)

5t - hallucination (DC 22)*, mind probe (DC 22), psychic
crush (DC 22), shatter mind blank (DC 22)

4t _ psionic dominate (DC 21)A, psionic modify memory (DC
21), schism, thieving mindlink (DC 21)*

31 - crisis of breath (DC 20)*, false sensory input (DC 20),
psionic blast (DC 20), touchsight

2~ aversion (DC 19)A, brain lock (DC 19), psionic
suggestion (DC 19), read thoughts (DC 19)

1%t - attraction (DC 18)A, aura reading, psionic charm (DC
18)A, psychic tracking, synesthete

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 14, Dex 12, Con —, Int 20, Wis 16, Cha 15
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SQ create spawn, Fast Gathering, Gray toughness 2, No
Display, undead traits

Feats Blind-Fight, Combat Manifestation, Inquisitor,
Investigator®, Hostile Mind, Persuasive®, Power

Penetration®, Psionic Endowment®, Psionic Meditation,
Skill Focus® (Sense Motive), Stand Still®

Skills Bluff +17, Concentration +17 (+27 non-display
powers), Diplomacy +21, Disguise +2 (+4 to act in
character), Gather Information +23 (in half time),
Intimidate +9, Knowledge (local [Eldaarich]) +20,
Knowledge (history) +15, Knowledge (psionics) +15,
Listen +14, Literacy (Common, Eldaarish), Move Silently
+11, Psicraft +15, Search +18 (+22 with synesthete), Sense
Motive +29, Spot +14 (+18 with synesthete), Survival +3
(+5 following tracks)

Possessions combat gear plus psionatrix of telepathy, third
eye penetrate, torc of free will, ring of protection +5, cloak
of resistance +2

Bound to Area (Su) Esmila cannot leave her goblin city
without weakening her connection to the Gray. Each day
she’s away, she gains a negative level. When her negative
levels equal 14, she’s destroyed. If she returns, she
recovers 1 negative level per day.

Contact: Esmila has the privilege of acquaintances that will
do favors for her. Twice per week Esmila may contact her
acquaintances from whom she can extract a favor from to
gain a benefits from any of the following:

- Access to information

- Access to purchase black market goods.

- Access to purchasing spellcasting services.
- Access to rumors

- Appointment or meeting with an NPC

Constrict (Ex) If Esmila successfully grapples with her
tongue attack deals automatic tongue damage.

Create Spawn (Su) Any humanoid slain by Esmila’s energy
drain becomes a namech 1d4 days after death. Spawn are
under the command of the Esmila and remain enslaved
until death. Esmila can have namech spawn with up to 28
HD.

Deeper Darkness (Su) Esmila can create a globe of darkness
at will. Treat this as a deeper darkness spell cast by a
wizard of caster level 5 or the undead’s HD, whichever is
greater.

Delusional (Ex) Esmila presumes that any human she
encounters is her ally, which provides a +8 bonus to skill
checks for humans who interact with the castaway. If the
humans are accompanied by non-human allies, Esmila
must make a DC 15 Int check. If not successful, she will
assume that the humans are captives of or captors of the
non-humans.

Distractible (Ex) Esmila is easily distracted by other women,
particularly those she considers young and beautiful. In
combat she targets enemy female humanoids first to rid
herself of the distraction, eliminating the source even
before dealing with prominent threats.
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Energy Drain (Su) Living creatures hit by Esmila’s tongue
attack gain one negative level. For each negative level
bestowed, Esmila gains 5 temporary hit points. Esmila can
use her energy drain ability once per round.

Enhanced Ability (Ex) Esmila has an increased number of
skill points and receives 1 additional skill point per HD.

Fast Gathering Esmila is an efficient informer; she takes only
half of the rolled time on Gather Information checks.

Fear Aura (Su) Creatures of less than 5 HD within 60 feet that
look at Esmila are panicked and flee. Creatures with 5 HD
or more are allowed a DC 19 Will save to avoid being
panicked. If the save is successful, the creature is instead
shaken for one round. A creature that successfully saves
cannot be affected again by Esmila’s aura for 24 hours.

Improved Grab (Ex) To use this ability, Esmila must hit an
opponent of Large size or smaller with her tongue attack.
She can then attempt to start a grapple as a free action
without provoking an attack of opportunity. If she wins the
grapple check, she establishes a hold and can constrict.

Immunity to Vision Effects (Ex) Esmila has no eyes and sees
entirely via her psionics. As such, she is immune to any
effect that relies on eyesight, including gaze attacks,
blindness or dazzled conditions, fascination, and all
illusion (pattern) and illusion (figment) spells or effects.
She automatically succeeds on saving throws against such
abilities and can ignore them entirely.

Light Sensitivity (Ex) Although Esmila lacks eyes, she is
treated as though she is dazzled when exposed to bright
sunlight or within the radius of a daylight spell.

No Display (Ex) Esmila gains a +10 competence bonus to
Concentration checks to manifest psionic powers without
displays.

Hook “I can see what you see not.”

A notorious telepathic interrogator, Esmila gained high office
in Daskinor’s army during the Cleansing Wars through her
terrifyingly effective interrogation techniques. She used her
high office (and some say her psionics as well) to gain access
to Daskinor’s bed.

As Esmila grew old, Daskinor grew less interested in her. She
begged him to restore her beauty, so Daskinor, following the
lead of Egendo and other Champions, animated her as a
morg. He attempted to “improve” the process, intending to
her appearance.
The process made Esmila into a morg, but failed to restore
her youth - instead she emerged from the wash of Gray
powers without her eyes.

restore youthful

As Daskinor lost all interest in Esmila, she grew bitter,
throwing herself into her work and becoming his chief
interrogator, a figure renowned for her ferocity and cruelty
even among Daskinor’s other high-ranking officers. Even
loyal troops had reason to fear her investigations. Esmila is
called the “eye-blind” because she can see (psionically, as
though it were normal vision) even though her eye sockets
are dark empty pits.
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Eventually, Daskinor grew tired enough of Esmila’s
increasingly irrational witch hunts that he gave in to the
demands of his officers, and immured her in the next
goblin stronghold he captured. He sent her to interrogate
several score of important prisoners, sealed up the cavern
behind her, and then left.

Shocked by the act of betrayal, Esmila has never recovered
her mental equilibrium. She used her undead and psionic
abilities to make the goblins she was sent to interrogate
into undead, which obey her absolutely.

Esmila is emotionally torn. She still possesses an abiding
love of Daskinor and hopes that she can find and reunite
with him, so that he can explain the horrible mistake that
left her immured. On the other hand, she is possessed of a
fierce hatred of Daskinor and all his works, especially his
military officers and defilers.

Tales of Esmila remain current in Eldaarich even to this
day, not only in the archives of the Takrits and Savak
Orders, but in manuals used by the Cheka. Some objects
of hers remain in the city as well, having been preserved
by her descendants, some of whom are still active in the
Takrits Order. The Cheka Order in Eldaarich has several
relics of Esmila, having purloined them (at great risk) from
the treasure vaults of the Stone.

Less well known, Esmila’s eyes, once renowned for their
striking green color and brightness, are themselves still in
circulation — they were lost in the Gray in the process that
made Esmila a morg, and remain there, as independent
undead creatures.

Esmila had the following ability scores before, Hit Dice
ability score increased, and templates: Str 8, Dex 12, Con
10, Int 15, Wis 14, Cha 13.
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Strategies and Tactics

Esmila overwhelms enemies with illusions and domination
effects, turning friend against friend while she hangs back in
the safety of her shadows. She usually begins combat by
blanketing foes in mass cloud mind or false sensory input,
crippling their perception of reality, then follows with psionic
dominate or psychic crush against those opponents that appear
to be strong-willed. Her tongue attack and energy drain are
reserved for stragglers or already-weakened prey, ensuring
she grows stronger as her enemies fall.

Thuil
This powerful human’s skin is smooth and bronzed with an oily

sheen where it lies tight and slick on his bones. He wields a massive
iron sword.

Thuil CR 8

Male human morg castaway barbarian 2/psychic warrior 2

LE Medium undead (augmented humanoid, human, psionic)

Init +1; Senses darkvision 60 ft.; Listen +16, Spot +9

Aura fear (60 ft.; DC 14)

Languages Classic Tanysh; fongues

AC 20, touch 12, flat-footed 19; uncanny dodge

(+1 Dex, +4 natural, +4 armor, +1 deflection)

hp 34 (4 HD); fast healing 1; DR 10/magic

Resist cold 10

Immune undead immunities

Fort +6, Ref +1, Will +3

Immune bound to area, code of honor, delusional, light
sensitivity

Speed 40 ft. (8 squares)

Melee +1 iron greatsword +11 (2d6+9/19-20) or

Melee tongue +9 (1d4+6 plus energy drain)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +9

Atk Options Cleave, constrict 1d4+6, dehydrating touch,
improved grab, Improved Bull Rush, Power Attack, rage
1/day (3 rounds), rebuke undead 3/day (+0, 2d6+5, 4')

Combat Gear +/ iron greatsword

Power Points/Day 4; Psychic Warrior Powers Known (ML
2nd);

1t - offensive prescience, stomp (DC 14)

Abilities Str 22, Dex 12, Con —, Int 12, Wis 16, Cha 10

SQ create spawn, fast movement, Gray toughness 2, undead
traits
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Feats Ability Focus (fear aura)®, Cleave, Improved Bull
Rush®, Power Attack, Stand Still®, Weapon Focus
(greatsword)®?

Skills Climb +13, Concentration +5, Escape Artist +4,
Intimidate +7, Jump +13, Listen +16, Move Silently +11,
Search +7, Sense Motive +9, Spot +9, Survival +10

Possessions combat gear plus boots of landing, ring of
protection +1, studded leather armor +1

Bound to Area (Su) Thuil cannot leave Azghabar without
weakening his connection to the Gray. Each day he’s
away, he gains a negative level. When his negative levels
equal 4, he’s destroyed. If he returns, he recovers 1
negative level per day.

Code of Honor (Ex) Thuil has a code that he must follow,
namely granting requests for single combat.

Constrict (Ex) If Thuil successfully grapples with his tongue
attack deals automatic tongue damage.

Create Spawn (Su) Any humanoid slain by Thuil’s energy
drain becomes a namech 1d4 days after death. Spawn are
under the command of the Thuil and remain enslaved until
death. Thuil can have namech spawn with up to 8 HD.

Dehydrating Touch (Su) Thuil can drain the moisture from
a living creature as a standard action, making a touch
attack that does not provoke an attack of opportunity. If he
hits, the victim suffers 13d6 points of nonlethal damage
and becomes fatigued. A creature that makes a Fortitude
save reduces the damage by half. The nonlethal damage
cannot be recovered until the creature drinks its daily
requirement of water.

Delusional (Ex) Thuil presumes that any human he
encounters is his ally, which provides a +8 bonus to skill
checks for humans who interact with the castaway. If the
humans are accompanied by non-human allies, Thuil must
make a DC 15 Int check to realize the humans and non-
humans are allies. If not successful, he will assume that the
humans are captives of or captors of the non-humans.

Energy Drain (Su) Living creatures hit by Thuil’s tongue
attack gain one negative level. For each negative level
bestowed, Thuil gains 5 temporary hit points. Thuil can use
his energy drain ability once per round.

Fear Aura (Su) Creatures of less than 5 HD within 60 feet that
look at Thuil are panicked and flee. Creatures with 5 HD
or more are allowed a DC 14 Will save to avoid being
panicked. If the save is successful, the creature is instead
shaken for one round. A creature that successfully saves
cannot be affected again by Thuil’s aura for 24 hours.

Improved Grab (Ex) To use this ability, Thuil must hit an
opponent of Large size or smaller with his tongue attack.
He can then attempt to start a grapple as a free action
without provoking an attack of opportunity. If he wins the
grapple check, he establishes a hold and can constrict.

Light Sensitivity (Ex) Thuil is dazzled in bright sunlight or
within the radius of a daylight spell.

When raging Thuil has the following statistics

AC 18, touch 10, flat-footed 19

Will +5

Melee +1 iron greatsword +12 (2d6+12/19-20) or
Melee tongue +11 (1d4+8 plus energy drain)

Grp +11
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Abilities Str 26
Skills Climb +14, Jump +14

Hook “Death won’t stop me from raising my legion.”

Daskinor raised Thuil from the dead in recognition of his
heroic services in battle in the Tyr Region. At Azghabar,
Daskinor gave the favored Thuil command of the legion
ordered the break the goblins’ innermost ring of defenses.
Thuil accomplished his mission, but not quickly enough. The
delay allowed hundreds of goblins to escape.

Daskinor blamed Thuil. He tortured the morg, then immured
him in a cave wall, from which Thuil escaped only six King’s
Ages ago. Since then, Thuil has labored unceasingly to assert
control over the human undead in Azghabar, though with
only limited success.

Thuil had the following ability scores before, Hit Dice ability
score increased, templates, and equipment bonuses: Str 15,
Dex 12, Con 13, Int 10, Wis 14, Cha 8.

Strategies and Tactics

Thuil wades into battle confidently, using his fear aura to
scatter the weak while cutting down the strong with brutal
charges. When given the chance, he prepares for combat with
offensive prescience and then rages and brings his greatsword
down in crushing arcs, cleaving through clustered foes.
Those who resist are met with his tongue grapple and
constriction, feeding his strength through energy drain as he
builds an undead following from the fallen.

Creating a Castaway

“Castaway” is an acquired template that can be added to any
undead human that served in Daskinor’s army (referred to
hereafter as the base creature).

Challenge Rating: Same as the base creature.
Feat: A castaway receives Stand Still as a bonus feat.

Special Qualities: A castaway has all the special qualities of
the base creature, plus the following special qualities.

Bound to Area (Su): A castaway cannot leave its goblin city
without weakening its connection to the Gray. Each day it is
away, it gains a negative level. When its negative levels equal
its HD, the castaway is destroyed. If it returns, it recovers 1
negative level per day.

Delusional (Ex): Castaways tend to presume that any humans
they encounter are their allies, which provides a +8 bonus to
skill checks for humans who interact with the castaway. If the
humans are accompanied by non-human allies, the castaway
must make a DC 15 Int check to realize the humans and non-
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humans are allies. If not successful, it will assume that the
humans are captives of or captors of the non-humans.

Fear Aura (Su): Castaways generate a powerful aura of
death and evil. Creatures within a radius of 60 feet are
subject to the effect if they have fewer HD than the
castaway. A potentially affected creature that succeeds on
a Will save (DC 10 + 1/2 castaway’s HD + castaway’s Cha
modifier) remains immune to that castaway’s aura 24
hours. On a failure, creatures with 4 or less HD become
panicked for 4d6 rounds and those with 5 or more HD
become shaken for 4d6 rounds. Castaways ignore the aura
of other castaways.

Tongues (Su): A castaway can speak and understand any
language as per the fongues spell.

Level Adjustment: Same as the base creature.

History

Some Cleansing War Champions, including Daskinor,
Dregoth, Egendo, and Borys (Egendo’s successor),
included a minority of undead officers, usually morgs and
wraiths. A Champion would raise favorite officers into
unlife, officially to reward their loyalty, but actually to
allow the Champion to squeeze more service out of their
knowledge and experience.

Known for his ruthlessness but not for his loyalty,
Daskinor often left his dead behind when marching
onwards from one conquest to the next. In Azghabar, he
abandoned scores of hastily buried soldiers, many of
whom later rose as fallen.

Environment: Daskinor’s castaways usually continue to
haunt the ruined goblin cities where they were
abandoned.

Typical Physical Characteristics: If corporeal, Daskinor’s
castaways tend to have exquisite tattoos celebrating their
victories and atrocities in the Cleansing Wars.

Alignment: A castaway tends to shift his alignment to
chaotic evil, to match Daskinor’s.

Society

Castaways are stuck in the culture in which they lived
their lives. No matter how many eons pass, they will never
be able to get over the betrayal that did not allow them a
proper burial.

Typical Treasure

Castaways have normal treasure for their Challenge
Rating, mostly weapons and armor.
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Castaway Lore

Characters with ranks in Knowledge (history) and
Knowledge (religion) can learn more about castaways. When
a character makes a successful skill check, the following lore

is revealed, including the information from lower DCs.

Knowledge (History)
DC Result
10+CR Castaways are undead humans who were part of

Daskinor’s army. This result reveals all undead traits.

15+CR  Castaways were abandoned or assigned to remain in a

ruined goblin city for the last 2,000 years.

Knowledge (Religion)
DC Result
10+CR Castaways are human undead, usually corporeal. This

result reveals all undead traits.

15+CR  Castaways are bound to the area they were abandoned
and irradiate a strong aura of evil and fear.
20+CR  Castaways were created by Daskinor over 2,000 years ago

after a failure or great displeasement.

Dimlanders

The term “Dimlander” refers to persons from Eldaarich and
from Eldaarich’s client villages on the Dim Islands.
“Eldaarish” refers specifically to humans from the city of
Eldaarich. Kurnans and Eloy often use the derogatory term
“siltfoot” to refer to persons who have escaped the dim
islands, kinder-hearted persons may use the term “refugee,”
but that term can also apply to other persons such as escaped
Drylander slaves.

Eldaarisb Mindblade

This frightened looking man moves his emaciated arm as if part of
some deliberate dance move, and suddenly his hand becomes
enveloped in a bright green glow. A blade-like shape protrudes from
his fist like a puchik.

Eldaarish Mindblade

Male human fighter 4/soulknife 1

LN Medium humanoid (human, psionic)

Init +5; Senses Listen +1, Spot +1

Languages Eldaarish, Elven

AC 13, touch 13, flat-footed 10; Dodge, Mobility

(+3 Dex)

hp 37 (5 HD)

Fort +6, Ref +6, Will +2

Speed 30 ft. (6 squares); Speed of Thought

Melee short sword mindblade +5 (1d6/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Atk Options Spring Attack

Power Points/Day 2: Hidden Talent Powers Known (ML
Ist):

1st—biofeedback

Abilities Str 10, Dex 16, Con 14, Int 12, Wis 13, Cha 8

CR 6
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Feats Dodge®, Hidden Talent (biofeedback), Mobility®,
Psionic Awareness*, Speed of Thought, Spring Attack®
Skills Climb +6, Handle Animal +6, Jump +6, Knowledge
(local [Eldaarich]) +2, Knowledge (psionics) +5,

Knowledge (religion) +2, Literacy (Picts), Tumble +7

Most Eldaarish citizens that demonstrate any psionic
ability usually flee or are executed.

The Eldaarish mindblade presented here had the
following ability scores before Hit Dice ability increases:
Str 10, Dex 15, Con 14, Int 12, Wis 13, Cha 8.

Strategies and Tactics

Eldaarish mindblades rarely initiate combat, but often
lash out violently when threatened, summoning forth
their mindblade and leaping in and out of melee range
using Mobility and Spring Attack.

Psionic Siltfoot

This human seems to balance himself on nothing but air while
he is striding across the silt.

Psionic Siltfoot CR3

Male human psychic adept 4

N Medium humanoid (human, psionic)
Init +0; Senses Listen +1, Spot +0
Languages Cuurnu, Eldaarish
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AC 10, touch 10, flat-footed 10
hp 14 (4 HD)

Fort +2, Ref +2, Will +4

Speed 30 ft. (6 squares); Run
Melee dagger +1 (1d4-1/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1

Combat Gear dagger

Power Points/Day 6: Psychic Adept Powers Known (ML
4111):

2" - body equilibrium

15t - inertial armor, skate

Abilities Str 8, Dex 10, Con 13, Int 11, Wis 10, Cha 13

Feats Paranoid, Run, Scribe Tattoo

Skills Autohypnosis +7, Concentration +8, Craft (pottery) +4,
Handle Animal +6, Heal +5, Knowledge (psionics) +8,
Listen +1, Psicraft +6, Speak Language (Cuurnu), Sense
Motive +4

This character used his body equilibrium power to run across
the silt to escape from Eldaarich, and may have helped others
to escape as well.

The psionic siltfoot presented here had the following ability
scores before Hit Dice ability increases: Str 8, Dex 11, Con 13,
Int 9, Wis 10, Cha 12.

Strategies and Tactics

As Dimlanders who fled their homeland, psionic siltfoots
rarely engage in combat when the chance for escape exists.
When backed into a corner, a psionic siltfoot manifests inertial
armor and defends themselves with a dagger or other weapon
as best they can.

Craft Village Slave

This starved and naked peasant carries a bucket in his right hand.
As you approach, he takes a defensive stance.

Craft Village Slave

Male human expert 1

CR 12

LN Medium humanoid (human)

Init +1; Senses Listen +1, Spot +5

Languages Cuurnu, Eldaarish (village dialect)
AC 10, touch 10, flat-footed 10; Serene Path
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hp 4 (1 HD)
Fort +0, Ref +2, Will +3

Speed 30 ft. (6 squares)
Melee bucket +0 (1d4)
Space 5 ft.; Reach 5 ft.
Base Atk +0; Grp +0
Possessions wooden bucket

Abilities Str 11, Dex 13, Con 10, Int 8, Wis 12, Cha 9
Feats Paranoid, Serene Path*
Skills Balance +5, Craft (varies)+3, Knowledge (psionics)

+3, Literacy (Picts), Perform (dance) +3, Sense Motive +8,
Speak Language (Cuurnu), Spot +5

Aside from fights with slaves from other villages in raids
for limited resources, Dim Lands craft villages only have
contact with the Red Guards and the occasional peddlers.
The peddlers teach the craft villagers martial arts such as
Cuurnu.

Sample Encounters

Refugees are usually citizens or terrified and emaciated
slaves who are trying to escape the Dim Lands, even if it
means accepting slavery in another land. Others take up
banditry. Nearly half of Kurn’s current slave population is
refugees from Eldaarich. Kurnans do not like or trust the
Dimlanders. Regardless of ancestry, Kurnans generally
treat children born in Kurn as Kurnan and give the
children opportunities to rise above slavery, join claves,
and become full citizens.

Spidergrip Escape (EL 3): One Eldaarish mindblade. A
potentially deadly but surprisingly common escape route
is climbing along the underside of Eldaarich’s bridges to
the mainland.

Siltfoot Escape (EL 3): One psionic siltfoot. Those who
have the psionic power body equilibrium can attempt to run
across the silt to escape from the Dim Lands (it is 4 miles
from Fort Crodlu to the mainland at its shortest point).

History

Environment: Dimlanders can be found anywhere, from
around Eldaarich and the Dim Islands, to the Bandit
States, and even in Kurn, if they get lucky.

Typical Physical Characteristics: In terms of ancestry,
human Dimlanders have a narrower genetic selection than
Gulgs or Draji. Most Dimlanders have gray eyes, light
brown skin, have little body hair, and cannot grow beards
beyond a thin wispy goatee. Most of those from the city of
Eldaarich itself are pronouncedly shorter, even the
Eldaarish females, who are slightly taller on average than
Eldaarish males (because for centuries, the Red Guard
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have selected the tallest Kurnan male children to induct into
their order).

Humans from the city of Eldaarich were all at one time
citizens of that city, although some may have been enslaved
for the crimes of their relatives. All Eldaarish persons are
branded on the index and middle fingertip of the left hand
(with the exception of Red Guards, who are branded on the
index and middle fingertip of the right hand). Eldaarish
humans who have been enslaved may have the tips of their
fingers cut off, erasing their identity. Sometimes a citizen
does this to themselves, for the same reason.

Slaves from Eldaarich itself are nearly all dwarven, mul, or
half-giant, although human slaves populate the client
villages and labor camps which produce artisan goods. Both
citizens and slaves bear scars from whipping, and various
brands and marks on their backs. All refugees, even the craft
slaves and the half-giants, are literate in Eldaarish Picts. None
of them learned the Common tongue in the Dim Lands, but
some of them learn it after escaping.

Although weak and carrying little or no gear (and often no
clothing), many of the refugees possess significant abilities
with regard to psionics, unarmed combat, or both. Some of
these abilities are almost unheard of in the Tyr Region. The
people of the Trembling Plains have known for some time
about the proliferation of unarmed combat skills in the Dim
Lands, but the upsurge in refugees with psionic talents is a
new development.

Alignment: Dimlander alignment varies greatly, but because
of all they’ve gone through, almost none are good.

Typical Treasure

Most Dimlanders are lucky enough to escape with their lives,
and have no treasure.

Dimlanders Lore

Characters with ranks in Knowledge (local [Trembling
Plains]) can learn more about Dimlanders. When a
character makes a successful skill check, the following lore
is revealed, including the information from lower DCs.

Knowledge (local [Trembling Plains])

DC Result

10 The number of refugees escaping Eldaarich has increased in
recent years. Few of the refugees will ever laugh openly, and
they have difficulty looking anyone in the face. They do not like
answering questions about where they are from, but they are
desperate to find work, food, and security, even if it means
slavery.

15 Refugees from the Dim Lands look helpless, but many of them
possess unarmed fighting abilities, and a growing number of
them possess strange psionic abilities. All escaped Eldaarish,
both citizen and slave, have words tattooed up and down their
backs, as if someone mistook them for a piece of parchment,
but most refugees cover these markings. Fully half of Kurn’s
slaves are Dimlander refugees.

20 The easiest way to tell an Eldaarish citizen from an Eldaarish
slave is to look at the person’s fingertips. Eldaarish citizens are
branded on the fingertips of the left hand. They tend to cover
their faces, and instinctively show their branded fingertips as a
means of identifying themselves.

25 The recent upsurge in psionic refugees occurred because
Daskinor, the king of Eldaarich, recently ordered psionic persons
imprisoned or killed. A small number of the Eldaarish refugees
are spies, but not all of the spies want to return to Eldaarich.

Adventure Hooks

Long, Beautiful Hair; Siltfoot the Baazrag

Dote Mal Payne

This handsome middle-aged man, dressed as an aristocrat, has an
eerie, indistinguishable quality that makes you feel uncomfortable.

Dote Mal Payne CR 22

Male stage 1 dragon wizard (defiler) 3/telepath
3/cerebremancer 10/necromant 5/Athasian dragon 1

NE Medium dragon (augmented humanoid, human, psionic)

Init -1; Senses darkvision 60 ft., low-light vision; Listen +2,
Spot +2

Languages Common, Elven, Tyrian, Yuan-ti; speak with
dead, tongues

AC 12, touch 12, flat-footed 12

(-1 Dex, +3 deflection)
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hp 133 (22 HD)
Immune fear, sleep and paralysis
Fort +10, Ref +6, Will +22

Speed 30 ft. (6 squares)

Melee mwk bronze dagger +11 (1d4+1/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +10

Atk Options Burrowing Power, Quicken Power
Special Actions dragon magic, Gray casting

Combat Gear masterwork bronze dagger, 2 scrolls of
desecrate (CL 3'), wand of animate dead (CL 10, 30
charges)

Epic Spells/Day 2; Epic Spells Known (CL 18™):
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defiler metamorphosis I, mummy dust, ruin (DC 26)
Wizard Spells Prepared (CL 18%):
9t - gray rift, meteor swarm (DC 26)

8" - create greater undead, open the gray gate, protection
from time

7™M - finger of death (DC 24), gray beckoning, spell turning,
unliving identity

6™ - braxatskin, chain lightning (DC 23), create undead,
disintegrate (DC 23), sands of time

5t~ cerulean hail (DC 22), cone of cold (DC 22),
permanency, persistent image (DC 22), teleport

4th _ claws of the tembo, dimensional anchor, greater
invisibility, ice storm, lesser globe of invulnerability

3" - arcane sight, dispel magic X2, fireball (DC 20), lightning
bolt (DC 20), protection from energy

2" - blur, command undead (DC 19), protection from
arrows, rope trick, scorching ray (+10 melee touch), see
invisibility

I8t - detect undead, identify, mage armor, magic missile,
protection from good, shield

0 - acid splash, detect magic, disrupt undead, read magic

Spell-like Abilities (CL 18™):

1/day - animate dead

Power Points/Day 192; Psion Powers Known (ML 13™):

7% - mindflame

6" - breath of the black dragon (DC 23), mind switch (DC
23)A, psionic overland flight

5t - mindprobe (DC 22), psionic major creation, psionic
plane shift, psychic crush (DC 22)

32

4th _ empathic feedback, hallucination (DC 21)A, psionic
dominate (DC 21)A, psychic reformation

3™ - body adjustment, energy bolt (DC 20)4, false sensory
input (DC 20), telekinetic force

2" - psionic levitate, hush (DC 19), psionic suggestion (DC
19), read thoughts (DC 19)

1%t - disable (DC 18)4, know location and direction, mindlink,
mind thrust (DC 18)*, psionic charm (DC 18)A

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 10, Dex 8, Con 16, Int 24, Wis 14, Cha 17

SQ ageless, dragon traits, gravespeaker, summon familiar,
undead presence

Epic Feats Epic Spellcasting

Feats Body Fuel®, Burrowing Power, Craft Arms and Armor,
Craft Construct, Craft Wondrous Item, Iron Will,
Maximize Spell, Psionic Body, Quicken Power, Quicken
Spell®, Scribe Scroll?

Skills Concentration +28, Diplomacy +10, Knowledge
(arcana) +32, Knowledge (nature) +8, Knowledge
(psionics) +32, Knowledge (religion) +11, Knowledge
(the planes) +9, Psicraft +23, Spellcraft +36

Possessions combat gear plus amulet of health +4, cloak of
charisma +4, headband of intellect +4, palm bracelet
(corpse stone), robe of protection +3. Payne's wand is the
jawless skull of a Gulg shaman who made the error of
crossing King Kalak.

Spellbook (scarring patterns) spells prepared plus 0—all

Gravespeaker (Su) A necromant receives a +2 bonus to
Bluff, Diplomacy and Sense Motive checks when
conversing with intelligent undead.

Hook “Nothing beautiful lasts...”

While mothers throughout the Tyr Region tell stories
about “Malmao” to frighten their children, many people
find Dote Mal Payne surprisingly disarming and likable in
person. He is neither proud of his many atrocities, nor is
he ashamed of them. As he sees it, he does what he needs
to do to survive. Dote prefers to survive in comfort,
luxury, and style, but he has no qualms about submitting
himself to temporary discomfort in order to gain greater
wealth and safety in the long run. Dote Mal Payne does
not enjoy killing. As he sees it, death is simply the way of
things. He is the rare sort of defiler to stop and enjoy
nature before defiling it.

Dote Mal Payne had the following ability scores before Hit
Dice ability increases: Str 10, Dex 8, Con 12, Int 15, Wis 14,
Cha 13.

Strategies and Tactics

When possible, Dote uses his agents and summoned or
created undead to fight for him. When he needs to fight,
he will psionically fly over his targets and use his Dragon
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Magic powers to drain the life from his enemy then target
them with area effect magic to kill them.

The slavers struck swiftly, quickly overcoming the village’s
resistance. The village men knelt beaten in the dirt while slavers
loaded their wives and children into carts. None of the men
wished to “risk the death of a loved one by acting foolishly,” as
the man in the black cassock had put it.

In the silence that gripped those who wished they could have
died, the man in the black cassock reached through the thorns of
a nearby bush. A stem snapped, and the man removed a
surprisingly lovely flower. He lifted the flower to smell it, and
gazed towards the sunset. The setting sun lit a thoughtful
expression on his face, until the sky filled with a blood red color
from horizon to horizon. As the sun disappeared, the man with
the cassock heaved a sigh and moved his hand toward the flower
bush to power his foul sorcery. As the flower bush withered and
died beneath his hand, one of the beaten men heard him mutter
sadly, “Nothing beautiful lasts.”

Creatures and Allies

Sssythril of House Tsalaxa
Kenku Assassin, of House Tsalaxa

Densis, Bandit chief of Spoil (controlled through psionic
dominate).

Bandits of Spoil

Various controlled undead, including two morgs and a
dozen Athasian wraiths.

History

Despite Dote Mal Payne’s aristocratic bearing, he came into
life as a commoner’s orphan. Since Dote was attractive even
as a child, the templars sold him as a plaything to a depraved
noble. His master would often wake him in the middle of the
night to amuse himself or other noble friends, always
threatening to kill Dote should he embarrass his master or fail
to cooperate. Dote became obsessively afraid of death.

Dote used the resources available to him to teach himself to
read and to carry himself as a noble. In his master’s library,
Dote read speculations that the sorcerer-kings were immortal
because they somehow combined wizardly magic with
psionics. Listening in on the psionic training of his master’s
children, Dote taught himself the rudiments of Tarandan
psionics, but kept these abilities secret for decades.

As an adolescent, Dote seized on an opportunity to advance
his status, planting evidence that allowed templars to
confiscate his master’s estate, in exchange for a promise to
train him as one of King Kalak’s defilers. Disliking the
treacherous and pretentious slave that had assisted their
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schemes, the templars betrayed Dote cruelly. They
fulfilled the promise to the letter, turning Dote over to the
arena necromancers for training. True, the necromancers
wore the same black cassock that other defilers and
templars wore but in the Tyrian social hierarchy, “arena
necromancer” was actually a step down from noble’s
catamite. The black cassock hid the stains of blood and
gore well enough, but necromancers smelled of dead flesh
and all Tyrians shunned them.

In exchange for a few weekly lessons, Dote spent his
nights cleaning dead carcasses from the arena sands. Dote
bore the humiliation stoically and, despite his peers’
mockery, continued to speak and carry himself as an
aristocrat.

Dote’s ability to learn quickly and his unflagging
politeness kept him alive, and eventually gained him allies
in strange places. Dote’s master secretly served a t'liz
beneath the city. The t'liz took a strange liking to Dote
who, better than anyone else, managed to swallow his
horror and treat her as if she were a beautiful living
woman. She saw through the flattery, but it amused her.
She gave Dote training and knowledge that no one else
could or would provide, and Dote became her eyes and
ears in Tyr.

War came to Tyr, and “Dote Mal Payne” (as he now styled
himself) came to Kalak’s attention as an organizer.
Undead war beetles needed building, and craftsmen and
defilers actually wanted to work with Payne. His teams
worked more quickly and produced in quality, so he rose
to prominence, teaching the defiling arts to students as
notable as Timor, who became senior templar after Tithian
ascended the throne. Payne also gained access to the Royal
Tyrian Library and adopted his former master’s
aristocratic lifestyle, purchasing the estate where he had
spent his adolescence. During the frenzied building of
Kalak’s ziggurat, Payne became notorious when he
formed a “night shift” of reanimated dead slave laborers.
He gained the nickname “Malmao.”

Despite his intimate association with undead since
adolescence, Payne rejected undeath as a means to achieve
his own immortality. As age began to creep up on him, he
sought means of prolonging his life. When Kalak died,
Payne used the opportunities of chaos to steal certain texts
from the sealed off portion of Kalak’s library. After his t'liz
mistress helped him to decipher the ancient texts, he
rapidly accreted power. Leaving Tyr, he sold his skills out
as a mercenary for a time, working for a number of
employers and gathering the resources he needed for his
dragon metamorphosis.

Payne opted for the draconic transformation because it
frightened him less than undeath. He never intended to
progress beyond the first stage, the bare minimum to stave
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off aging. Until the dragon transformation, he had no lust for
power other than what he needed to live in comfort, safety,
and dignity. While Payne remains the least ambitious of
dragons, the transformation has awakened in him ambitions
and hungers that he never felt before. The feelings revolt him.

Dote Mal Payne has always hated to be woken up for any
reason, and has been known to fly into a rage and kill those
who wake him, regardless of the reason. Since the draconic
transformation, his rages after being awakened have become
even more uncontrollable and deadly. His servants, living
and undead alike, take great care to ensure that Dote sleeps
until he wakes up on his own.

Other than those first few minutes after being woken up, or
unless someone is suicidal enough to soil or damage Payne’s
pristine aristocratic clothes, Payne remains unnaturally calm
and polite in demeanor, impossible to agitate, and apologetic
to those who he finds necessary to kill. He holds no grudges,
but does keep track of those that hold a grudge against him,
lest they endanger his well-being. He has a keen eye for
detail, and offers skilled compliments for beauty and good
work of any kind. His polite and disarming bearing causes
many that interact with him to forget his deadly ruthlessness.

Now based in the Glowing Desert, Dote controls the Bandit
State of Spoil through the bandit chief Densis, whom he has
mentally dominated. Dote’s minions are building a new
obsidian ziggurat to focus the mighty arcane energies of the
spell in the Troll Grave Chasm. Two of Dote’s morgs and a
dozen Athasian wraiths guard the ziggurat from the beasts
of the chasm and control the slaves that the bandits and his
agents from House Tsalaxa have captured over the last
several years.

Dote knows that Hamanu has agents looking for him. If
Hamanu does learn of his location, Dote wants to be ready
to move to the next stage. Perhaps then, he could finally
live in peace. Or so he keeps telling himself. As his dragon
instincts manifest more, his need for power will continue
to grow, but for now, Dote’s main conscious concern is to
live in safety and luxurious comfort.

Dote Mal Payne Lore

Characters with ranks in Knowledge (local [Tyr]) or
Knowledge (arcana) can learn more about Dote Mal
Payne. When a character makes a successful skill check,
the following lore is revealed, including the information
from lower DCs.

Knowledge (Local [Tyr]) or Knowledge (Arcana)
DC Result

15 In Kalak’s time, royal defilers wore the same black cassocks as
templars.

28 This man is Dote Mal Payne, Kalak’s notorious necromancer. He
has not been seen in Tyr since Free Year 2.

29 After Kalak died, Dote was said to have plundered the King's
library in the Golden Tower, carrying away several precious
ancient texts. He also reportedly attempted to steal Kalak’s
body.

Adventure Hooks

All the Comforts of Home; Home Away From Home

Drvlanders

Kurnans and the people of the Trembling Plains refer to
people from the Tyr Region as “Drylanders.”

Escaped Field Slave

A ragged, dirty-looking human walks slowly towards you. He
seems to be almost ready to collapse from thirst and hunger.

Escaped Field Slave CR2
Male human commoner 3
LN Medium humanoid (human)
Init +0; Senses Listen +1, Spot +1
Languages Common
AC 10, touch 10, flat-footed 10
hp 10 (3 HD)
Fort +2, Ref +1, Will +1
Speed 30 ft. (6 squares); Run
Melee club +2 (1d6+1)
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Space 5 ft.; Reach 5 ft.
Base Atk +1; Grp +2
Special Actions Teamwork
Combat Gear club

Abilities Str 12, Dex 11, Con 13, Int 8, Wis 10, Cha 9
Feats Endurance, Run, Teamwork

Skills Climb +2, Craft (varies) +2, Handle Animal +2, Jump
+2, Listen +1, Spot +1, Use Rope +2

Many slaves find an opportunity to escape, only to be
recaptured again or to slowly perish in the wastes. Only a
lucky few last enough to find solace in an ex-slave tribe.

Strategies and Tactics

Field slaves usually prefer to run than to fight; they know
they don’t stand a chance against most enemies.
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Raamin Thamper

This powerful half-giant wields a massive maul, but carries a
hesitant look on his face, as if waiting for someone to come by and
order him to do something.

Raamin Thumper CR7

Male half-giant barbarian 1/fighter 6

L? Large giant

Init +0; Senses darkvision 60 ft.; Listen +2, Spot -2
Languages Common

AC 19, touch 9, flat-footed 19

(-1 size, +2 natural, +8 armor)

hp 74 (7 HD)

Fort +12, Ref +2, Will +0

Speed 30 ft. (6 squares)

Melee mwk stone maul +15/+10 (3d6+12/x2) or
Melee mwk mekillot sap +14/+9 (3d8+10/x2)
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +18

Atk Options Cleave, Improved Overrun, Power Attack, rage
1/day (8 rounds)

Combat Gear masterwork stone maul, masterwork mekillot
sap, 2 potion-fruits of cure moderate wounds, potion-fruit
of shield of faith

Abilities Str 24, Dex 11, Con 20, Int 6, Wis 6, Cha 4
SQ fast movement

Feats Cleave, Exotic Weapon Proficiency (mekillot sap),
Endurance, Improved Overrun®, Power Attack®, Weapon
Focus (maul)®, Weapon Specialization (maul)?

Skills Climb +3, Intimidate +1 (+5 vs. Medium, +9 vs.
Small), Jump +9, Listen +2, Spot -2

Possessions combat gear plus amulet of health +2,
masterwork full plate

When raging a Raamin thumper has the following statistics
AC 17, touch 7, flat-footed 17

hp 98 (7 HD)

Fort +14, Will +2

Melee mwk stone maul +17/+12 (3d6+15/x2) or

Melee mwk mekillot sap +16/+11 (3d8+13/x2)

Grp +20

Abilities Str 28, Con 24

Skills Climb +5, Jump +11

Hook “You not the boss.”

Until Free Year 10, Abalach-Re kept some semblance of order
in Raam through a police force known as the Mansabdar. A
group of sap-wielding half-giants (known as “thumpers”
within the Mansabdar) left Raam in mass when it was no
longer clear who was in charge. Thumpers follow orders and
do not ask questions, so long as it is clear who is in charge.
Slavers often use them to quell rebellion. They all answer to
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the name of “thumper,” since no one ever bothered to
name them anything else.

The Raamin thumper presented here had the following
ability scores before racial adjustments and Hit Dice
ability score increases: Str 15, Dex 13, Con 14, Int 10, Wis
12, Cha 8.

Strategies and Tactics

In battle, a Raamin thumper uses his Improved Overrun
and Power Attack feats to kill his usually smaller
opponents. When a little master says to capture opponents
alive, a thumper uses their mekillot sap to inflict non-
lethal damage.
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Nibenese Gladiator

This broad-shouldered mul looks at you as if you are a worm. As he
flexes his muscles, his exquisite color tattoos seem to dance between
his scars.

Nibenese Gladiator

Male mul gladiator 5/fighter 2
NE Medium humanoid (dwarf)
Init +2; Senses darkvision 30 ft.; Listen +1, Spot +1

CR7

Languages Common

AC 20, touch 12, flat-footed 18; uncanny dodge

(+2 Dex, +5 armor, +3 shield)

hp 57 (7 HD); DR 1/- (non-lethal)

Resist extended activity, tireless (+4 on Con checks for

extended physical activities and +4 against weakness,
fatigue, exhaustion or enfeeblement)

Fort +9, Ref +6, Will +3

Speed 30 ft. (6 squares)

Melee +1 bronze forearm axe +13/+8 (1d8+6/x3) or
Melee unarmed strike +12/4+7 (1d3+5) or

Ranged zerka +9/+4 (1d8+5/18-20)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +12

Atk Options Blind-Fight, Combat Expertise, Combat
Reflexes, gladiatorial performance 5/day (combat stance,
martial display, team strike +1/+1d4), Improved Feint,
mercy, no mercy, Reckless Offense

Combat Gear +/ bronze forearm axe, 2 psionic tattoos of
animal affinity (ML 8M), 2 psionic tattoos of offensive
precognition (ML 10™), 10 zerka

Abilities Str 20, Dex 14, Con 14, Int 10, Wis 13, Cha 6

SQ armor optimization (-1 armor check penalty)

Feats Blind-Fight®, Combat Expertise, Combat Reflexes®,
Improved Feint®, Improved Unarmed Strike®, Exotic
Weapon Proficiency (talid)B, Exotic Weapon Proficiency
(zerka)®, Mekillothead, Reckless Offense

Skills Balance +7, Bluff +7 (+11 in melee), Climb +7,
Diplomacy +2, Intimidate +10, Jump +7, Perform (acting)
+2, Sense Motive +7 (+11 in melee), Tumble +7

Possessions combat gear plus +/ chitin armor, +1 heavy
wooden shield

In the Trembling Plains, mul gladiators from the Tyr Region
usually take up work as bodyguards.

The Nibenese gladiator presented here had the following
ability scores before racial adjustments and Hit Dice ability
score increases: Str 15, Dex 14, Con 12, Int 10, Wis 13, Cha 8.

Strategies and Tactics

These hardened warriors never shy away from battle, taking
the fight to their opponents in a rush of slashes and chops
from their deadly forearm axes. They use the terrain and
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allies to their advantage, always trying to move to flank a
foe. They will make heavy use of Improved Feint to catch
their opponents flat-footed.

Tyrian Mercenary

This heavily geared, muscular human sports several tattoos
depicting freedom and the Free City. He obviously went through
and won several battles.

Tyrian Mercenary CR 4

Male human fighter 4

N Medium humanoid (human)
Init +6; Senses Listen +3, Spot +3
Languages Common, Elven

AC 18, touch 12, flat-footed 16
(+2 Dex, +5 armor, +1 shield)
hp 30 (4 HD)

Fort +6, Ref +3, Will +1

Speed 20 ft. (4 squares)

Melee mwk alhulak +8 (1d6+4/x3) or

Melee slodak +6 (1d6+2/19-20/x2) or

Ranged javelin +6 (1d6+2)

Space 5 ft.; Reach 5 ft. (10 ft. with alhulak)

Base Atk +4; Grp +6

Atk Options Cleave, Power Attack

Special Actions Freedom 1/day

Combat Gear masterwork alhulak, slodak, 2 javelins

Abilities Str 15, Dex 14, Con 14, Int 10, Wis 12, Cha 8

Feats Cleave®, Freedom, Improved Initiative, Power
Attack®, Weapon Focus (alhulak), Weapon Specialization
(alhulak)®

Skills Climb +1, Intimidate +3, Jump +1, Knowledge
(warcraft) +4, Listen +3, Ride +4, Spot +3

Possessions combat gear plus masterwork breastplate,
masterwork light wooden shield

These veterans of Tyr's war with Urik have become
professional mercenaries, but their tattoos and proud
words let everyone know that they are from the free city
of Tyr.

The Tyrian mercenary presented here had the following
ability scores before racial adjustments and Hit Dice
ability score increases: Str 15, Dex 14, Con 13, Int 12, Wis
10, Cha 8.
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Strategies and Tactics

Tyrian mercenaries often act as rallying points for less well-
trained allied combatants such as caravan guards. They will
also lead a counterattack to drive off raiders. In battle, they
will use the ten-foot reach of their alhulak to good use by
moving around the battlefield to catch opponents with an
attack of opportunity or to aid with flanking. Against lightly
armored foes, Tyrian mercenaries will trade at least 2 points
of their base attack bonus to use toward Power Attack.

History

Both Kurn and Eldaarich have only recently re-established
trade after King’s Ages of relative isolation. Some in the Tyr
Region refer to Kurn and Eldaarich as the “Lost Cities.” Many
Drylanders in the Trembling Plains came north with one of
the dynastic trade houses and continue to serve as house
agents. Some herder tribes migrated from the Tyr Region to
the Trembling Plain for better grazing land. A few
Drylanders come northwards every year out of curiosity,
running from slavery or seeking opportunities in a strange
and different land. Most of these individuals end up captured
by the Red Guard and serving as slaves in South Guard,
robbed and killed by bandits, or resorting to banditry
themselves. Some Drylanders find employment with House

Azeth, some become herders, and a few have made it as
far as Kurn. Drylanders find Kurn hard to adapt to - often
loving it and hating it at the same time, as everything
seems backwards and upside down. Those who return to
the Tyr Region describe Kurn as a place where common
sense has been turned upside down, a place of
tremendous opportunities and baffling restrictions. Of
course, those who most enjoy Kurn rarely leave the city.

Society

Environment: Fort Ral, the village of Ket, and the city-
state of Draj are important trade partners to the “Lost
Cities” and the Trembling Plains, and are detailed in the
supplement City-State of Draj. Fort Ral lies a few miles
south of the southeastern edge of the Trembling Plains;
this remarkable fortified pyramid marks the northward
boundary of Draj’s dominion. Ironically, Tectuktitlay
originally established Fort Ral to prevent trade between
Draj and the northern cities, and now it has turned into a
critical stop along the trade route. Fort Ral trades Ket grain
to obtain herders” animals for slaughter. Azeth caravans
rarely stop at Fort Ral on the way to Ket, because prices
are high; Ket supplies all of Ral’s grain and much of its
water.

Dwarf, Moratuc

Moratuc Priest

This dwarf wears an ash stripe across his face and a serene smile -
you've never seen a dwarf smile like that.

Moratuc Priest CR3

Male dwarf expert 2/cleric 1/fighter 1

N Medium humanoid (dwarf)

Init +2; Senses darkvision 60 ft.; Listen +1, Spot +1

Languages Common, Eloy, Dwarven

AC 14, touch 12, flat-footed 12

(+2 Dex, +2 armor)

hp 17 (4 HD)

Resist stability (+4 against bull rush and trip); acid 1, fire 2

Fort +5, Ref +2, Will +6; +2 against spells, spell-like effects
and poison

Speed 20 ft. (4 squares)

Melee mwk carrikal +6 (1d8+3/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +5

Special Actions spontaneous casting (cure spells), turn
undead 1/day (+2, 2d6+1, 1st; can turn earth creatures and
rebuke air creatures), Teamwork

Combat Gear masterwork carrikal
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Cleric Spells Prepared (CL 1st):

1st—magic stone®, obscuring mist, sanctuary (DC 12)
0—detect magic, mending, resistance

Earthen

D: Domain spell. Element: Earth. Domains:

Embrace, Mountain’s Fury

Abilities Str 16, Dex 14, Con 12, Int 13, Wis 12, Cha 6

SQ dwarven focus, no armor check penalties and
encumbrance penalties to Climb checks

Feats Ash Priest*, Endurance, Teamwork

Skills Climb +5, Concentration +5, Craft (weaponsmithing)
+7, Diplomacy +1, Handle Animal +1, Heal +5,
Knowledge (history) +5, Knowledge (religion) +6,
Profession (miner) +7, Spellcraft +5

Possessions combat gear plus kip leather armor

Cheerful and nonconfrontational, this Moratuc dwarf
believes himself to be a priest of “elemental Ash,” and if
anyone tries to persuade him otherwise, he will just look
at them blankly until they change the subject.

The Moratuc priest presented here had the following
ability scores before racial adjustments: Str 15, Dex 14, Con
10, Int 13, Wis 12, Cha 8.
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Strategies and Tactics

A Moratuc priest tries to avoid combat as much as possible,
relying on spells such as obscuring mist and sanctuary to get
himself out of trouble.

Creatures and Allies

Trenbull (Uhrnius). See “Merchant.”

Trenbull and the Moratuc have made each other prosper, but
the relationship goes beyond any business partnership.
Because of his unique relationship with the Moratuc,
Trenbull has no other M’ke agents that stay with him,
although kreen visit at least one per year, and will assist with
the road project if Trenbull and the Moratuc ever get it going
(see Adventure Hooks: Road Crew). M'ke is spread very thin
because of the political situation in Raam, so when Trenbull
says that he can manage the operation with the Moratuc
alone, they do not second-guess him.

Sample Encounter

Moratuc Obsidian Wagon (EL 17): “Uhrnius,” plus 4d6
Moratuc dwarves (ToA, pg 51). This caravan does not travel
all the way to Fort Ral, but travels between Azeth’s Rest and
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the Charvass peninsula, the home of the Moratuc, and its
obsidian mines. Uhrnius, aka Trenbull,
considerable wilderness skills to erase the tracks. The
dwarves push handcarts full of crafted obsidian and
giant’s hair rope north. On the return trip, they bundle
their purchased goods — mostly Kurnan bone tools, but
some Tyrian iron tools, and some copper and precious
metals, onto inixes that they purchase in Azeth’s Rest.
They eat the inix on return to Charvass. Trenbull believes
that this strategy of arriving on foot and departing
mounted keeps people from thinking of them as a regular
trade caravan. The dwarves refuse to show their wares to
anyone other than House Azeth agents, who help to keep
the Moratuc secret. This small caravan does not fly the
House M’ke colors, nor does Trenbull advertise his
association with that house, or share his name, Trenbull
Al'aam’ke. Trenbull has adopted the Moratuc’s peculiar
religion, shaving his head and wearing the ash stripe. He
has also accepted the name that the Moratuc gave him
(Uhrnius) and he now goes by that name exclusively
except when dealing with his uncle and in his recent
letters to his House M’ke superiors.

uses his

History

The Moratuc may be the only tight-knit society of dwarves
that has completely forgotten their history, which may
account for why the Moratuc are so cheerful. If located,
lost and forgotten writings in ancient ruins would reveal
that, two thousand years ago, the ancestors of the Moratuc
left Hogalay to reinforce a dwarven settlement in the
Charvass peninsula against Egendo’s impending attack.
Unfortunately, they arrived too late and found that the
settlement had already been destroyed. Returning to
Hogalay, they discovered the dwarven capital was now
under siege and, with nowhere else to go, returned to the
Charvass peninsula to wait out the Cleansing Wars and
rebuild in secret. When the new Dwarf Butcher’s forces
returned to Charvass to cleanse the peninsula once more,
the dwarves hid their children in the deepest tunnels,
watched over by their most vulnerable elder - Moratuc.
Weeks later, Moratuc and the children came out of hiding
and attempted to rebuild yet again, but Moratuc died a
few short years later. The children took the name Moratuc
as their own and remained in the hidden village, making
a life for themselves.

Language: Previously, most of the Moratuc spoke only
“Moratuc,” their own dialect of dwarvish, as they were
almost completely isolated from the world. That all
changed when Trenbull found them, learned their
language, and connected them to the trade network of the
Tyr Region and the Trembling Plains.
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Relations: As dwarves go, the Moratuc are an unusually
cheerful bunch. Moratuc caravaners all wear an ash stripe
across their eyes. Dwarves of the Tyr Region can understand
Moratuc with 60% accuracy, although there will be amusing
misunderstandings since some dwarven words mean
something strikingly different in Moratuc.

Charvass and the Road of Fire are not technically part of the
Trembling Plains region, but the Ash dwarves known as the
Moratuc, and their human ally Trenbull, have become
important trading partners to House Azeth. The Moratuc
now supply nearly all obsidian that is imported to Kurn and
Eldaarich. Lightly described in Dragon’s Crown, the
mountainous Charvass peninsula juts out to the southwest,
leading to a volcanic archipelago known as the “Road of
Fire.” The Moratuc dwarves mine for obsidian, which House
M’ke sells to House Azeth at Azeth’s Rest or transports
southward to Draj. The Moratuc also carefully trade with the
beasthead giants who visit them from the Road of Fire,
mostly trading obsidian blades and goods from Kurn and
Draj in exchange for giant’s hair, an even more valuable
commodity than obsidian.

Environment: Anywhere between Charvass and Azeth’s
Rest.

Typical Physical Characteristics: Gear will be mostly
obsidian weapons. A gray ash stripe on the forehead.

Alignment: The Moratuc are ferociously loyal to each other
and (despite their outwardly friendly demeanor) suspicious

of outsiders. However, as Trenbull’'s example shows, this
suspicion can be overcome.

Typical Treasure

Moratuc dwarves carry normal treasure for their
Challenge Rating, usually in the form of obsidian items.

Moratuc Lore

Characters with ranks in Knowledge (local [Trembling
Plains]) can learn more about Dimlanders. When a
character makes a successful skill check, the following lore
is revealed, including the information from lower DCs.

Knowledge (local [Trembling Plains])
DC Result
10 Thisis a dwarf of the Moratuc tribe, also known as an ash dwarf.

15 The Moratuc are more joyful than regular dwarves, and many of
them worship the element of “Ash”.

20 The Moratuc have allied themselves with House M’ke.

Adventure Hoolss

Expanding the Family; Haunted Mines; Homesick Spirit;
Lost History; Obsidian Origin; Road Crew

Egendo of Carsys

A silver-haired man stands before you, powerfully built, wearing
ornate stone-textured armor that you find difficult to distinguish
from the gray skin of his enlarged left forearm. Aside from that
deformity, and from the dagger-like talons of his left hand, he
appears human. His eyes bear the burden of both guilt and resolve,
and his stare makes your heart grow cold.

Egendo of Carsys CR 30

Male human champion of Rajaat wizard (defiler) S/telepath
3/cerebremancer 10/ leech 6

LE Medium humanoid (human, psionic)

Init +1; Senses Spot +1, Listen +1

Aura tainted (15 ft.)

Languages Carsys, Classic Tanysh, Dwarven, Remaan;
psionic tongues

AC 16, touch 11, flat-footed 15

(+1 Dex, +5 armor)

hp 216 (24 HD); regeneration 10; DR 10/epic

39




Faces of the Forgotten North

Immune disease, poison, stunning, sleep, paralysis, death
effects, disintegration, energy drain, ability drain and
damage, polymorphing, petrification

PR 32; SR 32

Fort +14, Ref +8, Will +20

Speed 30 ft. (6 squares)
Melee claw +16/+11 (1d4+5)
Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +16

Atk Options Empower Power, Improved Cannibalization,
Overchannel, Quicken Power

Special Actions cannibalizing raze, Efficient Raze, Fast
Raze, energy storing, leech’s touch 6/day, spontaneous
casting (signature spells)

Epic Spells/Day 2; Epic Spells Known (CL 21%"):

eclipse, spell worm (DC 30)

Wizard Spells Prepared (CL 21%; 25% arcane spell failure
chance):

9" _ mage’s disjunction, mass hold monster (28), wail of the
banshee (DC 28), wish

8" - horrid wilting (DC 27), incendiary cloud (DC 27),
maximized cone of cold (DC 24), mass charm monster (DC
27), mind blank

7% - quickened fireball (DC 22), mass hold person (DC 26),
greater teleport, statue

6™ - antimagic field, circle of death (DC 25), mislead (DC
25), transformation, greater dispel magic, maximized
fireball (DC 22)

5% _ baleful polymorph (DC 24), cone of cold (DC 24),
permanency, passwall, transmute mud to rock, transmute
rock to mud

4" _ plack tentacles, charm monster (DC 23), scrying (DC
23), lesser globe of invulnerability, stone shape, wall of
fire (DC 23)

3" _ blink, dispel magic, fireball (DC 22), haste, hold person
(DC 22), protection from energy

204 _ plur, bull’s strength, darkness (x2), spider climb, touch
of idiocy (DC 21), web (DC 21)

18t - disguise self, identify, obscuring mist, ray of
enfeeblement (DC 20), shield, true strike, unseen servant

0 - detect magic (x2), read magic, prestidigitation

Signature Spells 1% - charm person (DC 21); 2" -
invisibility; 3' - vampiric touch (DC 23), 4™ - animate
dead;, 5 - mind fog; 6™ - chain lighting (DC 26); 7™ -
prismatic spray (DC 27); 8" - greater prying eyes; 9" -
time stop

Power Points/Day 205; Psion Powers Known (ML 13%):

7™M - mindflame (DC 26)

6" - psionic disintegrate (DC 25), psionic overland flight,
retrieve

5t _ catapsi, mind probe (DC 24), shatter mind blank (DC
24)

4™ _ psionic modify memory, mindwipe (DC 23)*, psychic
reformation, schism

31 - dispel psionics, energy burst (DC 22)2, hostile empathic
transfer (DC 22)%, telekinetic force
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2% _ brain lock (DC 21), ego whip (DC 22)2, mass missive,
read thoughts (DC 21)A

18t - detect psionics, empathy, far hand, mindlink, mind thrust
(DC 20)4, vigor

AThe save DCs for these powers might increase with the use
of augments

Spell-like Abilities (CL 18%):

1/day - death knell (DC 13)

Abilities Str 20, Dex 12, Con 20, Int 28, Wis 12, Cha 14
SQ immortality, life-draining radius
Epic Feats Epic Spellcasting, Improved Cannibalization*

Feats Combat Casting, Combat Manifestation®, Efficient
Raze, Fast Raze, Empower Power, Great Fortitude,
Overchannel, Maximize Spell, Quicken Power, Quicken
Spell®, Scribe Scroll®

Skills Bluff +27, Concentration +32, Craft +29, Diplomacy
+9, Gather Information +9, Knowledge (arcana) +35,
Knowledge (psionics) +35, Listen +1, Psicraft +35, Sense
Motive +18, Spellcraft +35, Spot +1

Possessions masterwork earth drake hide breastplate,
obsidian orbs of varying size totaling 25 inches, 2
masterwork rings, masterwork amulet

Cannibalizing Raze While casting a spell, Egendo can
increase his effective caster level by one by taking 1d8
points of damage, or by two by taking 3d8 damage.

Energy Storing (Su) Egendo can store life energy from
nearby creatures in psionically enchanted obsidian orbs.
Gathering and storing energy is a full-round action that
provokes an attack of opportunity. Creatures within 100
feet gain one negative level each round he uses energy
storing.

Genocidal Focus (Su) Spells and powers that deal damage
do +4d6 bonus damage against dwarves. Any weapon that
Egendo wields in combat is considered a dread weapon
against dwarves. The weapon loses this dread ability if he
ceases to wield it. Against dwarves, the weapon’s effective
enhancement bonus is +4 better than its normal
enhancement bonus and it deals +4d6 points of bonus
damage.

Inherent Ability Bonuses Gained from wish spells and
similar effects, Egendo possesses the following inherent
ability score bonuses: Strength +2, Constitution +2, and
Intelligence +4.

Leech’s Touch Egendo can open bleeding wounds on
creatures merely by touch, gaining a touch attack that
inflicts 1d6 points of damage. Leech’s touch can be used
when delivering spells that require a touch attack.
Creatures that cannot bleed, such as golems, elementals
and undead, are immune to leech’s touch.

Life-draining Radius Living beings caught in Egendo’s
defiling radius suffer 1 point of damage per level of the
spell being cast. Egendo must have an obsidian focus
worth at least 250 Cp in order to use life-draining radius.

Regeneration (Ex) Cold and sonic effects deal normal
damage to Egendo. If Egendo loses a limb or body part,
the lost portion regrows in 3d6 minutes. Egendo can
reattach the severed member instantly by holding it to the
stump.

Tainted Aura People feel uncomfortable and wary when
Egendo is present and animals whimper when he



Faces of the Forgotten North

approaches. Egendo suffers a -2 circumstance penalty to
Bluff, Diplomacy, Gather Information and Handle Animal
checks. He receives a similar circumstance bonus to
Intimidate checks.

Egendo, the first Butcher of Dwarves, stalks the ruins of
Hogalay after his recent escape from his prison-cyst.

Egendo had the following ability scores before racial
adjustments, templates, and Hit Dice ability score increases:
Str 14, Dex 8, Con 13, Int 15, Wis 8, Cha 10.

Strategies and Tactics

Egendo has had more than three thousand years to reflect on
the reckless charge that led to his imprisonment in the cyst.
He now approaches combat cautiously, assessing his
opponents before entering combat. If Egendo feels seriously
threatened, he will teleport away and then trail his opponents
to discover a weakness that he can exploit in a future combat.
If he has time to prepare before an encounter, he will use
greater prying eyes to scout the enemy and summon Listana to
help him. When opponents appear to pose a threat, he uses
time stop to increase his abilities, strengths, and protections.
Egendo will focus on casters and manifesters first, as he feels
that these present the biggest threat. He uses fly to rain down
spells and powers on his opponents, casting greater dispel
magic and anti-magic field on spellcasters, and using catapsi to
nullify psionics.

An intelligent and ruthless combatant, Egendo will use
opponents’ strengths against them. He will not jeopardize his
freedom for anything, and will sacrifice those around him to
ensure that he survives.

Egendo wishes to increase his knowledge of the world, and
catch up on the last three thousand plus years of history. He
prefers to enthrall and probe the minds of those he
encounters, sorting through their thoughts and memories for
whatever useful information he can find. Once satisfied, he
erases their memories of the ordeal and sends them on their
way.

Egendo speaks with authority and conviction. Those with a
military background will likely recognize that he once held a
position of command. Egendo hungers for interaction with
other living beings, and may engage individuals in
conversation before erasing their memories. In such
encounters, astute individuals may notice that his voice and
face display different emotions: Egendo’s voice and words
remain formal and precise, but his body language and facial
expressions often betray his eagerness.

Egendo’s Claw

Egendo’s oversized left forearm and hand ends in dagger-
like talons, and the middle one is conspicuously deformed,
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black and shrunken. A thick, rough hide similar to that of
an earth drake has replaced the arm’s skin up to the
shoulder, and the talons twitch involuntarily.

The talons allow Egendo to make claw attacks that deal
1d4 plus his Str modifier in slashing damage. The talons
are treated as an evil and epic weapon for the purpose of
bypassing damage reduction. Additionally, the claw
confers a +1 natural armor bonus to Armor Class and a +1
enhancement bonus to Strength.

Creatures and Allies

Listana (see page 125), one of Egendo’s former captains,
remained behind following the sack of Hogalay and
eventually became a wraith to continue to serve her lord.
For millennia, she gathered hapless creatures to fuel
Egendo’s spells, and continues to serve Egendo loyally
and without question. She has given Egendo the gem that
serves as her focus.

History

Egendo was born during the Time of Magic to a noble clan
in Carsys, on the shores of the Sunrise Sea. Although
Carsys’ residents considered their city the heart of the
human “Heartland” after the fall of Tanys, the other great
cities of the former Tanysh Empire generally took turns
dominating and looting each other. By the Time of Magic,
Carsys suffered from disarray, mismanagement, and
corruption on a grand scale. Egendo and his younger,
inseparable brother Tristero were taught from a young age
that all great accomplishments required “sacrifice.” Their
elders drove this harsh lesson home repeatedly, and the
brothers grew up watching their city leaders sacrifice their
people to amass power.

Egendo’s parents sent their sons to learn the Unseen Way
at Hogalay, a distant dwarven city boasting a prominent
psionic academy. At that time, human psionic academies
in the cities of the Heartland had a reputation of being too
soft and undemanding with noble-born students.
Hogalay’s academy showed Egendo and Tristero no
privilege for their rank, and treated the boys’ antics with
glacial disdain. Despite their solidarity against the
mocking dwarves, the brothers competed ferociously with
each other for psionic mastery. Egendo showed greater
psionic potential and mastery than his brother Tristero, to
the younger sibling’s growing shame.

Years later, now men of high standing within their clan,
Egendo and Tristero heeded one of the First Sorcerer’s last
rallying calls for new students of wizardry. From under
the looming height of the Pristine Tower, the two brothers
once again competed to master the arcane arts, and once
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again, Egendo proved to be the more scholarly. During the
initial training, Tristero failed a simple transmutation and his
brother stepped in to help. Plunging his arm into the spell to
try to stop it, Egendo became wounded while within the
Pristine Tower’s area of influence and his arm mutated to
become a hideous claw. Determined to escape his brothers’
shadow, the more martially-oriented Tristero decided to
prove his worth by wielding steel rather than magic. After
Tristero proved his combat prowess, one of Rajaat’s warlords
asked Tristero to stay and train with a small following of
Rajaat’s warriors.

As Egendo immersed himself in Rajaat’s teachings, sorcery
became his passion. After only a few years of study, Egendo
came to Rajaat’s personal attention. Delighted at the attention
and eager to prove himself to Rajaat, he accepted an
invitation to join the First Sorcerer’s privileged inner circle of
students. Even though this new way of spellcasting - defiling
- offered an immediate increase in power, the new methods
troubled Egendo. Eventually Rajaat’s arguments won the
day, emphasizing that only the most elite students were
learning this new method of spellcasting; these elites must
use their best judgment to determine what parts of Athas’
vast forests and grasslands needed to be sacrificed for the
greater good.

Over time, the brothers gained power, honor, and rank
within Rajaat’s hierarchy of secret fanatics. Time also brought
with it other changes — changes that would soon tear Athas
apart.

After years of conditioning and hints of a great purpose and
godlike powers, Rajaat gathered his “elite” together and
explained their lives” mission to them. There were those who
had taken advantage of the power that Rajaat had freely
taught, often misusing that power for their own selfish
purposes. While Rajaat’s faithful defilers remained his loyal
servants, the others were peddling their magical abilities to
increase their wealth, and to advance their power and
influence over cities and kingdoms. These traitors would
bring all of Athas under their yoke unless the faithful put a
stop to their misuse of power. At the foot of the Pristine
Tower, Rajaat beseeched his elite servants to purge Athas of
these self-righteous preservers before their desire for
ultimate power reached fruition. With cheers and shouts for
victory, began the struggle that history would record as the
Preserver Jihad.

Rajaat initially gave his disciples a specific list of influential
preservers for covert assassination: court advisers, wizards
that had opened their own schools, and renowned mages
who had taken nobles as apprentices. During this initial
phase of the struggle, Irikos, known as the Left Hand of
Rajaat, placed Egendo in command of an independent
assassination squad, and allowed Egendo to take Tristero as
his second. After dozens of flawless operations, Irikos
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rewarded the brothers’ loyalty and competence by
extending their lives.

Rajaat’s followers initially managed to remain in the
shadows, sowing suspicion between preservers. Even
when some of the more powerful preservers began to
accuse Rajaat and to try to rally other preservers to their
defense, many refused to accept that Rajaat was
responsible. However, opposition formed, and secret
strikes escalated to open war. Soon, any city or town that
sheltered preservers became a target of Rajaat’s wrath.

As power became more important than subtlety, Egendo’s
team grew into a larger strike force. Restless for his own
command, Tristero became increasingly reckless, often
forcing Egendo to use more force than necessary to save
the mission and to keep his brother alive. During one such
incident, Egendo was subjected to a rebel wizard’s
withering attack while shielding his brother’s battered
form. This sacrifice saved Tristero’s life, but Egendo’s hair
and beard would forever more grow as the brittle, silvered
strands of a wizened, ancient man. Furious at the
suggestion that he still needed close supervision, Tristero
began to refer to his older brother as Silvermane. The name
caught on amongst their followers, but to Tristero’s
dismay, only served to increase Egendo’s appeal.

After losing his brother’s affections, despite his many
personal sacrifices on Tristero’s behalf, Egendo lost his
sense of camaraderie towards his followers, adopting the
coldly ruthless attitude of the lords that ruled over the
Carsys of his childhood. Mercilessly executed missions
brought his troops further notoriety, though, and Egendo
rose in the Warbringer’ esteem.

Impressed by the brothers’ string of increasingly bloody
successes, Irikos tasked Egendo’s strike force with the
Jihad's first overt attack on a nonhuman city, the dwarven
redoubt of Urztraki. Rumor had it that the city’s lord had
begun to harbor powerful human preservers marked by
Rajaat. Irikos delivered the assignment: enter the city of
Urztraki through any means necessary, and slay all
humans that appeared to be in the city’s service.

Striking during the night, Egendo’s men cut their way
deep into the city before the enemy could raise a general
alarm. Within minutes, the human mages lay dead, while
Egendo and Tristero engaged the dwarven lord. As the
brothers beat their powerful foe to the ground, showing
off to entertain their men, the dwarven lord’s heir escaped
the crumbling palace complex, rallying troops for a
counter-assault.

As Tristero’s blade sunk into the dwarven lord’s chest, the
heir’s forces struck from behind, routing Egendo’s men.
Knowing that the dwarven lord’s fall had fulfilled Irikos’
instructions, Egendo’s men saw little need to defend the
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leader that cared so little for their lives, and let the brothers
make their own escapes.

The battle spilled out of the stronghold and into the streets of
the overcity. As Egendo and his bodyguards turned to follow
their troops, Tristero recklessly assaulted the heir’s personal
guard, ignoring his brother’s furious cry to withdraw.
Egendo fought his way back towards his brother’s side, but
it was too late: the dwarven heir’'s hammer, a gift from the
Earth Lord of Hogalay, howled through the city square,
collapsing Tristero’s helm and shattering his skull.

After teleporting his brother’s body to the nearest
encampment of Irikos” army, Egendo immediately returned
to Urztraki, leading the men on a three-day massacre of the
city. In his wrath, Egendo drew upon the life energy of
everything around him; the landscape, his enemies, and his
allies alike turned to ash to fuel his deadly spells. At the end
of the day, Egendo stood alone in a field of ash and rubble.

Egendo nearly perished from thirst in Urztraki’s ruins, vainly
spending spells and powers in vengeance for Tristero’s
broken body. To this day, Egendo does not understand why
his wish spells failed to return Tristero to life. Finally
abandoning hope of restoring his brother to life, he carried
the body to Carsys, the city of their birth.

In Carsys, Egendo’s own clan, including descendants that he
and Tristero had abandoned to follow Rajaat ages before,
accepted Tristero’s body for burial, but they shunned Egendo
himself. Carsys had suffered because of the Jihad, unable to
protect itself after ejecting its preservers as Rajaat demanded.
Psychoporting raiders from Hogalay and wemic mercenaries
had just struck Carsys to retaliate for Egendo’s atrocities in
Urztraki, taking a child from every noble family to serve as
slaves. The city elders cursed and banished Egendo.
Shattered and hopeless, Egendo accepted the decision
without blinking, and returned to the ashes of Urztraki to
contemplate his failure. On the spot where Tristero had
fallen, he met Rajaat.

Expecting Rajaat to slay him for his reckless incompetence
and the death of Irikos’ second legion, Egendo ran forward,
and was surprised when his hideous master embraced him.
After sitting in silence with him for hours, Rajaat offered
Egendo a chance to begin again. A chance to redeem himself
to the Carsys elders, to the human race, and to Tristero. A
chance to become a god. All he had to do was cleanse the
Heartland of dwarven arrogance.

Egendo accepted, and returned with his master to the Pristine
Tower. Preparing for his transformation, Egendo became
vaguely aware that there were to be other “Champions.”
Some of these he recognized as warlords, and he dimly
wondered why Irikos was not among them. Rajaat brought
these Champions into the Pristine Tower in groups of four,
accompanied by his strange halfling followers who never
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spoke to them. Egendo was part of the fourth group of
Champions to enter the Steeple of Crystals and gaze upon
the Dark Lens. Egendo could not tell whether the ritual and
transformation took minutes or days, but he emerged as
the Butcher of Dwarves, and he was hungry.

After some time spent in a daze, contemplating the
changes to his form and mind, Egendo noticed that the
world had changed as well. The once yellow sun had
grown and turned crimson. The magnitude of his new
crusade sunk in as Rajaat explained that the power that
coursed through their veins had required the sun to give
up much of its life and light.

Egendo found something else had changed as well:
bivouacked around the Pristine Tower were thousands of
men, many of them veterans of the Preserver Jihad,
gathered together for the first time. Rajaat divided the
men among Egendo and his transformed brethren, and
declared them the nucleus of armies that his Champions
were to lead.

Many of Egendo’s men had served under Dregoth, one of
the new Champions who had been a mighty warlord even
before Rajaat recruited him. Egendo did not idolize or
despise this oldest of the Champions, but he respected
Dregoth’s ability to command men, and sought to match
the iron discipline that Dregoth demanded from his
troops.

On the long march south, to the great basin of Ulyan,
Egendo’s determination to earn the respect of his men
grew. He sacrificed many of his men in an ill-advised
charge at the battle of Tforkatch River, but learned from
his mistake and fought with far greater discretion during
the siege of Nagarvos’.

When Nagarvos’ lay in ashes, its multiracial population
slaughtered, Rajaat held a final council with his
Champions and then launched them into the wider world
to cleanse it of its unworthy races. Egendo made short
work of the dwarven holds in Ulyan, marching swiftly out
of this isolated southern fastness and commencing the
extirpation of the dwarven race.

The immense losses suffered by Egendo and his peers in
the conquest of Nagarvos” and elsewhere in Ulyan left
them with far smaller armies than they would require to
even begin the great Cleansing that Rajaat had
prophesied. Moreover, many of the men who marched
north out of Ulyan quickly deserted — they had been
recruited for raids on ill-armed preservers or to cleanse
Ulyan of all non-humans, not for an endless war against
all the dwarves on Athas.

During the first King’s Ages of the Cleansing Wars, only
the Champions tasked with destroying the weakest of
races, kobolds and pixies, managed to eradicate their races
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from the Heartlands. Most of the Champions were still
scheming to gather armies and gain followers: Rajaat insisted
that they gather fully human armies, and few of the
Champions showed the discipline that Egendo was able to
enforce on his troops. Tired of waiting and hungry to see
dwarves die, Egendo led his small force against a small
dwarven mining colony, killing the inhabitants down to the
last child. Getting away was more difficult than expected,
because of the colony’s unanticipated wealth. Even with
psionics and magic, Egendo was unable to carry away more
than half the colony’s wealth before dwarven reinforcements
began to arrive, making it risky to dawdle.

After that first raid, Egendo’s army attracted a slew of new
recruits, as stories of dwarven wealth inflamed human
jealousy and greed. Dwarven retaliatory strikes against
human cities only served to generate more recruits for
Egendo’s army. No one understood that Rajaat was behind
these attacks; attacks on dwarves and other non-humans on
the edges of the Heartlands looked like nothing more than
human greed and expansion.

Refugees from Carsys, as well as other men that had reason
to hate dwarves, reinforced Egendo’s growing army, but
there were few of these among the humans. Other than the
religious wars that Hogalay pursued against the gnomes of
Udreegas, the dwarves generally only attacked to retaliate
against those that harmed other dwarves. Gradually,
however, Egendo’s strikes against dwarven colonies sparked
more dwarven reprisals, and led to ever-more recruits for
Egendo’s gathering army.

After his army grew large enough to take on small cities,
Egendo became careless, with his followers falling to their
leader’s magic as often as to enemy weapons. In the heat of
battle, Egendo cared only for the death of dwarves, but after
the battle, the death of his followers weighed on him. To
avoid killing his own troops, Egendo surrounded himself
with reanimated fallen soldiers, but this tactic only isolated
him further from the living. In the attack on Hogalay, this
isolation proved to be Egendo’s undoing.

In a dream, Rajaat commanded Egendo that he was to take
the crusade beyond the Heartland’s borders, wiping all of
Athas clean of the dwarven stench. Flush from a series of
victories, Egendo chose Hogalay as his first target. His troops
had long desired to punish Hogalay for its punitive raids
against the cities of the Heartlands, and rumor held that
Hogalay was the richest of dwarven cities.

When Egendo attacked the city of Hogalay, his isolation left
him exposed. As he directed his forces further and further
into the city, laying waste to all who stood in opposition, he
found himself caught in a trap - drawn in by a large gathering
of Earth clerics whose sole purpose was to destroy Egendo’s
undead troops and bring doom to the Champion. With
Egendo’s forces falling around him and the Champion
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panicking at the loss of his army, the mightiest of his
opponents, the dwarven king, struck the final blow. A
cleric of incredible power, the dwarf was more stone than
living being, having made a powerful pact with the
elemental lords of Earth. As a multitude of clerics blasted
Egendo with elemental magic, knocking down his psionic
and magical defenses more quickly than he could raise
them, the king cast an incredibly powerful spell that
sealed Egendo in a stone cocoon buried deep beneath the
heart of Hogalay, isolated and alone. It was there that
Egendo lay trapped for three thousand years, slowly
freeing himself from a physical prison that so ironically
mimicked the emotional prison he had constructed within
his mind.

Now freed, Egendo finds himself in a land that looks
nothing like the one he left behind. He is weak — his defeat
by the Earth King, long imprisonment, and desperate
efforts to escape have reduced him to a shell of what he
once was. His physical and mental strength have been
depleted, with even his enchanted gear gone, having been
magically cannibalized in the process. Egendo’s first
priority is information, and anyone who enters Hogalay’s
great temple will find him. He will interrogate them, and
then let them go after altering their memories to keep
himself secret. If the visitors are well connected, he may
leave their memories intact, to draw more knowledgeable
individuals to the area, as he did with a herder from
Azeth’s Rest.

Egendo knows he is in a weakened and exposed position
and does not want a full-scale exploration of the ruins. He
prefers to take challengers on in smaller, easier to defeat
groups. He has suffered a long time trapped away for his
mistakes and he does not wish to be destroyed due to
carelessness.

Egendo spends his time gathering information on the
political and military situation in Athas. He has a
particular interest in Rajaat and the other Champions.
Egendo will use outdated terminology in his questions,
likely confusing his visitors at first. He will explain little
about Hogalay, dismissively commenting that it was “a
warren of rock dogs”. If there is a dwarf in the party,
Egendo will lighten his rhetoric only slightly, being both
ashamed of what the Earth King did to him and too
haughty to admit it. He will be fascinated by kreen and
half-giants, and mildly interested in any halflings present.
Exotic races, such as lask and belgoi will also invite his
interest, and overly personal questions. One glance at the
half-blood Eloy was enough evidence for Egendo to
deduce that the Cleansing Wars had failed, but he wishes
to know the details. Currently, Egendo knows nothing
about the particulars of the rebellion and Rajaat’s
imprisonment.
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If he learns of the Bandit States, Egendo will see these as the
best place to lay low while gathering information. He will be
especially interested in Talid: offering his services as an
advisor to Talid and giving him the opportunity to unite the
Bandit States under his banner. Egendo will seek to aid Talid
and become his second, willing to wait while amassing
knowledge and power. He has waited three thousand years
to gain his freedom; a few decades of caution seem a small
price to pay.

Typical Treasure

Egendo wears a masterwork breastplate made from earth
drake scales, and carries 25 obsidian orbs of various sizes.

Egendo Lore

Characters with ranks in Knowledge (Ancient History) can
learn more about Egendo. When a character makes a

successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Ancient History)

DC Result

32 The way this man used an obsidian globe shows that he is one
of Rajaat’s Champions.

37 This Champion is not Borys, Inenek, Dregoth, Keltis, Sacha,
Wyan, Gallard, nor any of the other Champions portrayed on the
mural in Kurn’s Great Library.

42 This man matches the description of Egendo, a Champion who
disappeared early in the Cleansing Wars.

47 Egendo, also known as Silvermane, was appointed by Rajaat to
exterminate the dwarves, and was replaced by one of his
captains, Borys of Ebe, after his disappearance during the
destruction of Hogalay.

Adventure Hooks

Gone Astray; Home Sweet Hogalay

Eldaarisbh Templar

In Eldaarich, as in Kurn, the word “templar” does not always
relate to a person of the templar class, but describes anyone
who serves the King in an official capacity and exercises
secular authority. Daskinor’s agents that do not take the
templar class still exercise secular authority (at least enough
authority to prevent themselves from being arrested by
someone from a competing Eldaarish Order), often through
documents known as letters of marque or letters of reprisal.

Saval; Elocator-Drammer

A hooded woman hovers peacefully overhead, sitting cross-legged
high above you. The rhythmic beat of a drum emanates from her, its
tempo reminiscent of a heartbeat. Suddenly, the woman seems to
notice you, leaping to her feet and walking up and away through
the air.

Savak Elocator-Drummer CR S8

Male or Female human bard 4/wilder 2/elocator 2
NE Medium humanoid (human, psionic)

Init +1; Senses Listen +10, Spot +10

Languages Common, Eldaarish, Savak Drumcode
AC 16, touch 16, flat-footed 15; Dodge, Mobility
(+1 Dex, +4 armor, +1 deflection)

hp 31 (8 HD)

Fort +5, Ref +8, Will +9

Speed 30 ft. (6 squares); scorn earth

Melee dagger +5 (1d4) or
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Ranged sling +6 (1d4)
Space 5 ft.; Reach 5 ft.
Base Atk +5; Grp +5

Atk Options Spring Attack

Special Actions bardic music 4/day (countersong, fascinate 2
creatures, inspire competence, inspire courage +1),
Opportunistic Strike +2, Sidestep Charge

Combat Gear dagger, sling with 20 sling stones, 2 power
stones of empty mind

Power Points/Day 17; Wilder Powers Known (ML 3%):
15t - mind thrust, sustenance

Abilities Str 10, Dex 13, Con 12, Int 14, Wis 8, Cha 18

SQ Bardic knowledge +6, elude touch, poison use, scorn
earth, trade secret (skilled - perform), wild surge

Feats Code Drummer*, Dodge, Mobility, Quickdraw®,
Sidestep Charge®, Spring Attack

Skills Autohypnosis +0, Bluff +13, Concentration +12,
Diplomacy +15, Gather Information +9, Hide +12,
Intimidate +12, Knowledge (Local [Dim Lands]) +9,
Listen +10, Move Silently +8, Perform (Drums) +17,
Sense Motive +10, Sleight of Hand +12, Spot +10

Possessions combat gear plus studded leather armor +1,
cloak of charisma +2, ring of protection +1

Opportunistic Strike (Ex) The elocater gains a +2 insight
bonus on their attack roll and damage roll on their first
attack against an opponent that has been dealt damage by
another individual since the elocater’s last action.

Psychic Enervation (Ex) After a wild surge, the wilder might
become dazed and lose 4 power points.

Wild Surge (Su) +1 to the wilder’s manifester level when they
manifest a power.
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Strategies and Tactics

Savak elocator-drummers are rarely experienced
combatants, and generally seek to avoid conflict whenever
possible. When they must fight, Savak drummers combine
psionic abilities with unmatched mobility to strike with lethal
precision. They make full use of feats like Sidestep Charge,
Mobility, and Spring Attack to remain untouchable, hovering
above rough terrain or shifting into elevated positions to
evade melee attacks.

Gudra Gnuzdrning

This short, richly dressed woman wears two shrunken heads as
earrings.

Gudra Gnuzdrning, Takrits CR21
High Templar

Female human templar 4/wizard (defiler) 3/mystic theurge
10/necromant 1/royal defiler 3

LE Medium humanoid (human, psionic)

Init +3; Senses Listen +3, Spot +3

Languages Baazrag, Common, Eldaarish, Elven

AC 26, touch 18, flat-footed 23

(+3 Dex, +8 armor, +5 deflection)

Immune disease

hp 127 (21 HD)

Fort +11, Ref +9, Will +24

Speed 30 ft. (6 squares)

Melee czoglu +10/+5 (1d10-1)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +10

Atk Options rebuke undead 10/day (+9, 2d6+9, 2%

Special Actions Gray casting, Secular Authority 10/day (+40)

Combat Gear czoglu*, epic spellcaster rod, greater quicken
metamagic rod, wand of stoneskin (20 charges)

Epic Spells/Day 2; Epic Spells Known (CL 17%):

greater spell resistance (DC 27), rift

Templar Spells (CL 14" 6/8+d/8+d/8+d/7+d/7+d/6+d/4+d):

7™ - confessor's flame, crusade, greater scrying, symbol of
stunning (DC 24), symbol of weakness (DC 24), word of
chaos (DC 24)P

6" - control tides, forbiddance (DC 23), greater dispel magic,
greater glyph of warding (DC 23), phantasmal killer (DC
23)P, raise dead, symbol of fear (DC 23), symbol of
persuasion (DC 23), wisdom of the sorcerer-king, word of
recall
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5% - air lens, bolts of bedevilment (DC 22)°, break
enchantment, elemental strike (DC 22), fire track, klar’s
heart, mark of justice, scrying, symbol of pain (DC 22),
symbol of sleep (DC 22), true seeing

40 gir walk, chaos hammer®, cure critical wounds,
dimensional anchor, fool’s feast, freedom of movement,
inflict critical wounds (DC 21),greater command (DC 21),
greater magic weapon, lesser geas (DC 21), mage seeker,
neutralize poison, sending, status, tongues, wrath of the
sorcerer-king (DC 21)

31 _ cure serious wounds, dedication, discern lies (DC 20),
dispel magic, glyph of warding (DC 20), image of the
sorcerer-king (DC 20), inflict serious wounds (DC 20),
lightning bolt (DC 20), locate object, magic circle against
good, magic vestment, protection from energy, rage®,
remove disease, sand pit, speak with dead (DC 20), surface
walk, wind wall, worm’s breath

2™ _ pattlefield healing, bear’s endurance, cure moderate
wounds, delay poison, enthrall (DC 19), footsteps of the
quarry, hold person (Will 19), inflict moderate wounds
(DC 19), lesser restoration, remove paralysis, resist
energy, return to earth, shatter (DC 19)°, silence,
undetectable alignment (DC 19), zone of truth (DC 19)

1% - black cairn, command (DC 18), comprehend languages,
cure light wounds, deathwatch, detect undead, divine
favor, doom (DC 18), endure elements, hand of the
sorcerer king, hide from undead (DC 18), inflict light
wounds (DC 18), lesser confusion (DC 18)P, remove fear,
protection from good, shield of faith

0 - cure minor wounds, defiler scent, detect magic, detect
poison, guidance, light, mending, read magic, resistance,
virtue

Wizard Spells Prepared (CL 17"):

9™ _ vampiric youthfulness (DC 26)

8" mind blank, moment of prescience

7" - greater teleport, greater scrying, mass hold person (DC
23), silent still dominate person (DC 21)

6™ - contingency, disintegrate (DC 22), silent still charm
monster (DC 20), silent still greater invisibility, true
seeing

5% - break enchantment, dominate person (2) (DC 21), hold
monster (DC 21), teleport

4™ _ pestow curse (DC 20), charm monster (2) (DC 20),
greater invisibility, lesser geas (DC 20), locate creature

31 . dedication, deep slumber (DC 19), hold person (DC 19),
magic circle against evil, suggestion (DC 19), vampiric
touch (+9 melee touch)

20 alter self, eagle’s splendor, death mark (DC 19),
invisibility, touch of idiocy (+9 melee touch), wakefulness

15t - charm person (2) (DC 18), detect undead, identify, mage
armor, shield

0 - light, mage hand, slave scent (2)

Spell-like Abilities (CL 17):

10 (total)/day - arcane mark, purify food and drink, slave
scent; 1/day - fear (DC 21)

Abilities Str 8, Dex 17, Con 16, Int 24, Wis 16, Cha 25

SQ assume domain, king’s library, secular authority 5/day
(judge templar), undead presence

Epic Feats Epic Spellcasting
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Feats Eschew Materials, Iron Will, Negotiator, Paranoid,
Persuasive, Secular Authority®, Skill Focus (Diplomacy),
Silent Spell, Scribe ScrollB, Still Spell

Skills Bluff +27, Concentration +21, Diplomacy +37,
Disguise +7 (+9 act in character), Gather Information +27,
Intimidate +35, Knowledge (arcana) +31, Knowledge
(local [Eldaarich]) +31, Knowledge (religion) +8,
Knowledge (the planes) + 9, Literacy 2 (Common,
Eldaarish), Sense Motive +23, Spellcraft +33

Possessions combat gear plus Daskinor’s sigil, bracers of
armor +8, cloak of charisma +6, gloves of Dexterity +6,
periapt of health, ring of protection +5, ring of greater
spell storing, The One Book of Law*

Assume Domain Gudra gains the granted powers from two
domains: Chaos and Madness. She may add one domain
spell from each level to her spells known list.

Hook “What strong and young body you have. Come, let me
take a closer look.”

The Takrits Matriarch, Gudra
handmaiden in the last thousand years; he has revived her
from death and unnaturally extended her life so that she may
continue to serve him in any way that suits his whim. She has

is Daskinor’s favorite

been his nurse, his slave, his councilor, and his steward. She
was even his wife for four days until he forgot he had married
her; now he alternates between treating her like a mother and
like his slave. When Daskinor lost physical interest in Gudra
and stopped prolonging her life, she came close to dying of
old age before gaining sufficient power to do so herself. She
currently appears fifty years old and finds it difficult to find
and lure victims of sufficient power (21 HD) to be of use for
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her wvampiric youthfulness spell. She considers every
creature of sufficient power fair game for her use, except
for Daskinor himself. For the last five years, she has
personally taken charge of scheduling arena games, in
order to structure an environment where a handful of
gladiators may advance sufficiently to eventually be of
use to her. The Haleban high templar has repeatedly
complained that she is letting gladiators live much longer
than they used to - long enough for some to attract a
“dangerous” following. Ordinarily Gudra would have
agreed with this, but prolonging her life has become her
second-highest priority, after placating Daskinor’s daily
paranoia. Some have noticed that the eternal and
unchanging laws of the city sometimes don’t get modified
for weeks at a time. Gudra is no fool, though; she has
delegated security matters to granddaughters that she can
trust.

Gudra had the following ability scores before ability level
increases: Str 8, Dex 11, Con 16, Int 19, Wis 16, Cha 19.

Strategies and Tactics

Gudra dislikes getting her hands dirty and prefers to stay
away from combat. If combat is inevitable, however, she
prefers to cast spells such as disintegrate and elemental strike
from a safe distance to quickly slay her prey. If she notices
a target for vampiric youthfulness, she will instead cast
dominate person until she can drain their youth.

Kerillis

The woman could be a grandmother. Silver-haired and slim, her
face lightly creased with care and years under the unrelenting
sun. Yet she stands straight, with her light blue cotton robes
trimmed in brown leather. Her blue-green eyes sparkle with
intelligence, and her grip is firm.

Kerillis, Kulag High Templar CR 14

Female human templar 14

LE Medium humanoid (human)
Init +2; Senses Listen +6, Spot +6
Languages Common, Eldaarish

AC 22, touch 15, flat-footed 20
(+2 Dex, +7 armor, +3 deflection)
hp 66 (14 HD)

Resist evasion

Fort +9, Ref +8, Will +13
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Speed 30 ft. (6 squares)

Melee mwk slodak +11/+6 (1d10/19-20) or

Ranged +2 seeking longbow of distance +14/+9 (1d10+2/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +10

Atk Options rebuke undead 7/day (+4, 2d6+16, 11t
Special Actions Secular Authority 14/day (+29)

Combat Gear masterwork slodak, +2 seeking longbow of
distance

Templar Spells 14

6/8+d/8+d/8+d/7+d/7+d/6+d/4+d):

7h - confessor's flame, crusade, greater scrying, symbol of
stunning (DC 21), symbol of weakness (DC 21), word of
chaos (DC 21)P

6™ - control tides, forbiddance (DC 20), greater dispel
magic, greater glyph of warding (DC 20), phantasmal
killer (DC 20)°, raise dead, symbol of fear (DC 20),
symbol of persuasion (DC 20), wisdom of the sorcerer-
king, word of recall

S — air lens, bolts of bedevilment (DC 19)P, break
enchantment, elemental strike (DC 19), fire track, klar’s
heart, mark of justice, scrying, symbol of pain (DC 19),
symbol of sleep (DC 19), true seeing

4 gir walk, chaos hammer®, cure critical wounds,

dimensional anchor, fool’s feast, freedom of movement,
inflict critical wounds (DC 18),greater command (DC 18),
greater magic weapon, lesser geas (DC 18), mage seeker,
neutralize poison, sending, status, tongues, wrath of the
sorcerer-king (DC 18)

3" - cure serious wounds, dedication, discern lies (DC 17),
dispel magic, glyph of warding (DC 17), image of the
sorcerer-king (DC 17), inflict serious wounds (DC 17),
lightning bolt (DC 17), locate object, magic circle against
good, magic vestment, protection from energy, rageP,
remove disease, sand pit, speak with dead (DC 17), surface
walk, wind wall, worm’s breath

(CL

2nd battlefield healing, bear’s endurance, cure moderate
wounds, delay poison, enthrall (DC 16), footsteps of the
quarry, hold person (Will 16), inflict moderate wounds
(DC 16), lesser restoration, remove paralysis, resist
energy, return to earth, shatter (DC 16)P, silence,
undetectable alignment (DC 16), zone of truth (DC 16)

18t - black cairn, command (DC 15), comprehend languages,
cure light wounds, deathwatch, detect undead, divine
favor, doom (DC 18), endure elements, hand of the
sorcerer king, hide from undead (DC 15), inflict light
wounds (DC 15), lesser confusion (DC 15)P, remove fear,
protection from good, shield of faith

0t - cure minor wounds, defiler scent, detect magic, detect
poison, guidance, light, mending, read magic, resistance,
virtue

Spell-Like Abilities (CL 14™):

7 (total)/day - arcane mark, purify food and drink, slave scent

Abilities Str 10, Dex 15, Con 10, Int 12, Wis 18, Cha 18
SQ assume domain, secular authority 14/day (requisition

property)
Feats Alertness, Negotiator, Paranoid, Persuasive, Secular
AuthorityB, Skill Focus (Profession [pilot]), Trader
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Skills Appraise +8, Balance +12, Bluff +20, Diplomacy +22,
Disguise +4 (+6 act in character), Gather Information +6,
Intimidate +19, Knowledge (geography [Dim Lands]) +6,
Knowledge (local [Eldaarich]) +13, Literacy (Eldaarich),
Listen +6, Profession (pilot) +18, Sense Motive +20,
Spellcraft +11, Spot +6, Survival +6

Possessions combat gear plus Daskinor’s sigil, goggles of
dust watch® necklace of reflexes* +10 (Balance),
glamered leather armor +5, ring of evasion, ring of
protection +3

Assume Domain Kerillis gains the granted powers from two
domains: Chaos and Madness. She may add one domain
spell from each level to her spells known list.

Hook “Avast! Prepare to be boarded by the King’s sailors!”

Kerillis is the high templar of the Kulag Order, Eldaarich’s
silt fleet, which currently acts as the merchant house for
the Dim Lands. With Kerillis at its head, the Kulag opened
trade with House Azeth a few years ago. Between the 50th
and 60th days of Fruitbirth, Coldnights, and Ral’s Rest,
Kerillis and Corik Azeth meet in the village of Silt Side.
They bring goods agreed upon in the last exchange as well
as other goods for sampling. Kerillis currently refuses to
trade with anyone other than Corik Azeth and would only
reconsider that position for the most extraordinary offer
(see Adventure Hooks: The Pregnant Mul).

For King’s Ages, the Kulag Order has also managed the
metal-mining operation of the Huuros Islands. Normally
such administration of slave labor would fall to the
Neshtap, but travel to Huuros requires the use of Kulag’s
silt ships, and cooperation between powerful templar
orders is dicey in Eldaarich; Red Guards seemed to keep
falling overboard.

Kerillis had the following ability scores before racial
adjustments, ability level increase, and age modifiers: Str
10, Dex 15, Con 10, Int 12, Wis 16, Cha 17.

Strategies and Tactics

Kerillis tries to avoid most perilous missions and is quite
happy with her trading assignments. She does, however,
enjoy piloting her silt ship, The Dauntless. She will hang
back in combat to cast healing spells and klar’s heart and
crusade on her sailors or elemental strike on major
opponents.
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Udmech Ubrdeelto

From out of the shadows walks a small man with a large presence.
He looks at you as if he owns you, as if he has power of life and death

over you.

Udmech Uhrdeelto,
Savak High Templar

Male human templar 16
NE Medium humanoid (human)
Init +0; Senses Listen +3, Spot +3

CR 16

Languages Common, Eldaarish, Eloy, Kurnan

AC 21, touch 14, flat-footed 21

(+6 armor, +4 deflection, +1 natural)
hp 75 (16 HD)

Fort +10, Ref +6, Will +13

Speed 30 ft. (6 squares)

Melee +3 keen puchik of speed +15/+15/+10/+5 (1d4+3/19-
20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +12

Atk Options rebuke undead 8/day (+5, 2d6+19, 14t
Special Actions Secular Authority 16/day (+36)

Combat Gear +3 keen puchik of speed, wand of greater
command (12 charges)

Templar Spells (CL
6/8+d/7+d/7+d/7+d/7+d/6+d/5+d/3+d):

8t _ antipathy (DC 23), discern location, finder of death (DC
23), poisoned gale (DC 23), regenerate, symbol of death
(DC 23)

7™M - confessor's flame, crusade, greater scrying, symbol of
stunning (DC 22), symbol of weakness (DC 22), word of
chaos (DC 22)P

6" - control tides, forbiddance (DC 21), greater dispel
magic, greater glyph of warding (DC 21), phantasmal
killer (DC 21)°, raise dead, symbol of fear (DC 21),
symbol of persuasion (DC 21), wisdom of the sorcerer-
king, word of recall

S — air lens, bolts of bedevilment (DC 20)P, break
enchantment, elemental strike (DC 20), fire track, klar’s
heart, mark of justice, scrying, symbol of pain (DC 20),
symbol of sleep (DC 20), true seeing

4t gir walk, chaos hammer®, cure critical wounds,

dimensional anchor, fool’s feast, freedom of movement,
inflict critical wounds (DC 19),greater command (DC 19),
greater magic weapon, lesser geas (DC 19), mage seeker,
neutralize poison, sending, status, tongues, wrath of the
sorcerer-king (DC 19)

3% - cure serious wounds, dedication, discern lies (DC 18),
dispel magic, glyph of warding (DC 18), image of the
sorcerer-king (DC 18), inflict serious wounds (DC 20),
lightning bolt (DC 18), locate object, magic circle against
good, magic vestment, protection from energy, rageP,
remove disease, sand pit, speak with dead (DC 18), surface
walk, wind wall, worm’s breath

1 6th’
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2% _ pattlefield healing, bear’s endurance, cure moderate
wounds, delay poison, enthrall (DC 17), footsteps of the
quarry, hold person (Will 17), inflict moderate wounds
(DC 17), lesser restoration, remove paralysis, resist
energy, return to earth, shatter (DC 17)P, silence,
undetectable alignment (DC 17), zone of truth (DC 17)

15t - black cairn, command (DC 16), comprehend languages,
cure light wounds, deathwatch, detect undead, divine
favor, doom (DC 16), endure elements, hand of the
sorcerer king, hide from undead (DC 16), inflict light
wounds (DC 16), lesser confusion (DC 16)P, remove fear,
protection from good, shield of faith

0t - cure minor wounds, defiler scent, detect magic, detect
poison, guidance, light, mending, read magic, resistance,
virtue

Spell-Like Abilities (CL 16%):

8 (total)/day - arcane mark, purify food and drink, slave scent

Abilities Str 10, Dex 10, Con 10, Int 16, Wis 17, Cha 20

SQ assume domain, secular authority 16/day (requisition
property)

Feats Investigator, Leadership, Paranoid, Reign of Terror*,
Skill Focus (Gather Information), Silent Spell, Still Spell

Skills Bluff +24, Concentration +19, Diplomacy +28,
Disguise +5 (+7 act in character), Gather Information +31,
Intimidate +26, Knowledge (local [Eldaarich]) +22,
Literacy (Eldaarich), Move Silently +15, Search +5, Sense
Motive +25, Spellcraft +22

Possessions combat gear plus Daskinor’s sigil, ring of
protection +4, amulet of natural armor +1, leather armor
of greater silent moves +4

Assume Domain Udmech gains the granted powers from
two domains: Chaos and Madness. He may add one
domain spell from each level to his spells known list.

Hook “Innocence is no excuse for the law. Those who fail to
prevent family members from committing crimes against
the state are unworthy of citizenship and shall be enslaved.
Liberty requires constant vigilance”

Udmech is the High Templar of the Savak. He is a man of
power and influence who can get to the bottom of any
issue with relative ease. He has immense power and runs
things from the shadows.

Strategies and Tactics

Udmech prefers to allow others to fight for him. If pressed,
he will use spells to attack foes from a distance and then
close as needed. He will not endanger his life and will slip
away if pressed. He prefers to take prisoners when he can,
both for information and for use as potential spies to be
returned to their homes later, with magical reinforcements
of the “spy’s” new loyalty of course.

Udmech had the following ability scores before racial
adjustments, ability level increase, and age modifiers: Str
10, Dex 10, Con 10, Int 16, Wis 16, Cha 17.
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“The Carver”

Slightly stooped and gray haired, the slight man silently sits in the
corner of the room and carves what appears to be a child’s toy from
the block of wood in his hands. His strokes are clean and the pile of
thin shavings upon the floor attest to the sharpness of the man’s

small obsidian blade.

The Carver, Udmech’s Cohort

Male human rogue 6/fighter 4/psionic assassin 4

CR 14

NE Medium humanoid (human, psionic)
Init +7; Senses Listen +8, Spot +8
Languages Common, Cuurnu, Eldaarish

AC 14, touch 14, flat-footed 10; improved uncanny dodge
(+3 Dex, +1 dodge)

hp 71 (14 HD)

Resist evasion

Fort +8, Ref +14, Will +3; +2 against poison

Speed 30 ft. (6 squares)

Melee unarmed +14/+9/+4 (1d3+2) or

Melee +/ keen dagger +15/+10/+5 (1d4+3/ 17-20)
Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +17

Atk Options Combat Expertise, death attack, Improved Feint,
Improved Grapple, Serene Path, sneak attack +5d6,
Strangler

Power Points/Day 9: Powers Known (ML 4™):

2" - cloud mind

1t - chameleon, control light, offensive prescience
Combat Gear obsidian carving knife (as +/ keen dagger)

Abilities Str 14, Dex 17, Con 12, Int 14, Wis 8, Cha 10
SQ blend into crowd, trapfinding, trap sense +2

Feats Combat Expertise, Improved Feint, Improved Grapple,
Improved Initiative, Improved Unarmed Strike, Paranoid,
Serene Path*, Stealthy, Strangler*®

Skills Balance +10, Bluff +14, Climb +6, Craft (carving) +6,
Diplomacy +4, Disguise +13 (+15 to act in character),
Escape Artist +9, Gather Information +11, Hide +18,
Intimidate +9, Jump +6, Knowledge (local [Eldaarich])
+10, Listen +8, Move Silently +18, Perform (dance) +4,
Sense Motive +16, Sleight of Hand +10, Spot +8, Tumble
+10

Possessions combat gear plus masterwork disguise Kkit,
masterwork thieves’ tools, shrunken head of weapon
finesse*, skin shirt* (detect hostile intent, ectoplasmic
form, inertial armor, psionic darkvision; ML 10

Hook “The most honest man you will ever meet is the man
who is dying.”

This deadly and silent figure is much younger than he

appears. Using his skills, he constantly shifts minor aspects

of his appearance and almost never looks like the same man

twice. The only name he will answer to is “The Carver”, a
false name for sure, but he has gone by it for so long that there
are none who know his true name. He has served Udmech
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for half a dozen years and is only answerable to him or
other High Templars.

Strategies and Tactics

The Carver will never engage a foe head-on if he can avoid
it — choosing to always attack from the shadows and
optimizing the use of his sneak attack. His preferred
method of engaging an opponent is to follow and observe
them for several days if time allows: learning their habits,
spotting weaknesses, and gaining other information on
them. He will then make use of his death attack upon his
chosen target, then disappear — using this type of hit and
run tactics until all his foes are dead.

For reasons unknown to any but himself, the Carver will
never attack or accept a mission that will cause him to kill
a child.

“Justice is a coincidence that the weak-minded mistake for
evidence that the universe does not hate them.”

- Instructor’s notes for “Introduction to Criminal
Justice,” by Udmech Uhrdeelto.

Creatures and Allies

The Takrits and Savak bureaus make extensive use of
undead, be they willing or unwilling, corporeal or
incorporeal.

Environment: Most Eldaarish templars are encountered
only within their city-state, with the exception of Kulags,
Neshtaps and Savaks, who conduct regular incursions in
the Trembling Plains.

Typical Physical Characteristics: Eldaarish templars are
exclusively humans, and are usually taller and stronger
than the rest of the population.

Alignment: Since they are constantly required to oppress,
assault, and surveil their city’s population, most Eldaarish
templars are evil. Since they reinforce or use the law to
their advantage, they are usually lawful.
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Kulag Encounters

The Kulag Order is Eldaarich’s silt navy, which currently acts
as the only merchant house for the Dim Lands. Led by the
High Templar Kerillis, the Kulag opened trade with House
Azeth a few years ago. Between the 50th and 60th days of
Fruitbirth, Coldnights, and Ral’s Rest, Kerillis and Corik
Azeth meet in the village of Silt Side, bringing both goods
agreed on in the last exchange and also goods for sampling.
Kerillis currently bars the Kulags from trading with anyone
other than Corik and House Azeth, and would only
reconsider that position for the most extraordinary offer (see
Adventure Hooks: The Pregnant Mul). Very rarely, rogue
Kulags violate Kerillis" order and stop ashore to trade or to
raid for slaves, but when they do so, they do not identify
themselves as Kulags. Some Kulags also engage in piracy in
the vicinity of Shault, and occasionally trade with the village
of Break Shore. If any of these illicit dealings were exposed,
the Kulag Order would likely put the culprits to death.

Kulag Raid/Trade Party (EL 9): Ten Kulag sailors (as caravan
guard, infantry; DS3, pg 324), one Kulag bard (as bandit bard,
but human), and one Kulag defiler (as defiler; DS3, pg 334).
If the PCs look weak, the Kulags will try to rob them, and take
them back to the Huuros Islands as slaves. If the party looks
strong and well-to-do, the Kulags will offer good prices (in
gold) for almost anything the PCs have, particularly weapons
or iron. However, if the PCs sell equipment to the point that
they now look weak, the Kulag may go back to their first plan
— robbing and enslaving them.

Savak Encounters

Unlike the Neshtap, Savak does not send out official patrols,
since the Savak do not officially exist. In the Trembling
Plains, many Savak agents are code drummers. Savak group
expeditions often involve higher level specialists, but the
ranking templar almost always leads the party. Psionic
individuals are especially barred from leadership, since
Daskinor’s ban on psionics would require them to be
detained and imprisoned or eliminated if they officially
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existed, but Savak agents are pragmatic and usually defer
to the expertise of these specialists when appropriate.

Ex-Savak Refugees (EL ?): Some refugees are actually
former members of the Savak. As members of Daskinor’s
secret police, they enforced his reign of terror on others for
years. Then, suddenly, Daskinor began to persecute them
for the psionic powers that they had always used in his
service.

Other Savak agents often assume that ex-Savak refugees
are still operating as Savak agents. The ex-Savak agents
may give assistance to Savak agents to avoid letting the
Savak discover their treason or to prevent outsiders from
learning that they are former members of the Savak Order.

Savak Anniversary Party (EL 13): Two senior templars (as
high-level templar; DS3, pg 330), four thugs (as city thug;
DS3, pg 333), and a telepath (as Kawasan; DS3, pg 208).
When a person agrees to do any service for Savak, the
Savak believe this is a lifetime commitment. Informants
will typically receive a visit once a year from a Savak
Anniversary Party — a very intimidating group of people
who review the informant’s performance, give new
assignments, and remind the informant of everything that
is at stake should the informant betray the Savak Order or
refuse to cooperate.

Savak Code Drummer (EL 1-12): Eldaarich’s first line of
defense, the Savak drummers are charged with keeping
watch from elevated posts in the Dim Lands and
communicating what they observe through a complex
drum-code that sounds like a heartbeat.

Savak Drummer (EL 1): One 1%-level human bard. An
individual Savak drummer can get left alone at their post
for weeks at a time.

Savak Elocator-Drummer (EL 7): One Savak elocator-
drummer. The Savak drummers on the mainland are
much more powerful than their counterparts in the Dim
Islands, both because they are more isolated, and because
they are literally Eldaarich’s first line of defense against
attacks from the mainland. Each of the mainland
drummers has taken the elocator prestige class, allowing
them to hover in the air for long periods of time and keep
watch as they communicate with their heartbeat drums.
Savak drummers on the mainland almost universally have
the sustenance power because they are often left for long
periods with no food or water. Theoretically, they are
supposed to be relieved once a week, but they will be put
to death if they leave their posts without being relieved by
a replacement.

Savak Dinner Party (EL 12): One junior templar (as low-
level templar; DS3, pg 329), one poison master (DS3, pg
240, but human), two brutes (as raider; DS3, pg 335), one
telepath (as Kawasan; DS3, pg 208), and one illusionist (as
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defiler; DS3, pg 334). Less formal and more common than an
Anniversary Party, a Dinner Party simply visits and debriefs
an informant or someone who Savak agents wish to turn into
an informant. The party often visits the informant’s residence
(commonly rendering other inhabitants unconscious or
threatening them should that become useful to obtain
cooperation), but might also corner them in a den. Dinner
parties need to be flexible in their approach, since it is never
clear at the onset what combination of drugs, magic, psionics,
torture, or rewards will prove most effective.

Savak Double Templar (EL 13): Eldaarich’s double templars
(as Governor Lhonia Grey) infiltrate the templar orders of
other city-states while hiding that they are serving Daskinor
and can receive spell power from him. They tend to advance
quickly through the ranks of other templarates, rising to
positions of power and influence.

Savak Greeting Party (EL 12): Eight brutes (DS3, pg 335), one
defiler (DS3, pg 334), one senior templar (as high-level
templar; DS3, pg 330), and two junior templars (as low-level
templar; DS3, pg 329). When a person and a place appear on
the Wall of Lists (see Chapter 3, Authorized Book of Law), Savak
dispatches an early response team - or a Greeting Party - to
apprehend the suspects or at least pin them down until help
can arrive.

Savak Housecleaning Party (EL 11): One contracted assassin
(DS3, pg 333), three mid-level templars (DS3, pg 329), four
clean-up agents (as slaver; DS3, pg 335), and four thugs (as
city thugs; DS3, pg 333). When a person is to be killed or to
be removed without a trace, but highest priority is to remove
them, Savak sends a Housecleaning Party.

Savak Informant (EL ?): The most common encounter with
Savak will be with an informant who may not even know that
the person that they pass information to is a Savak agent. The
informant might even be a decent person, or a friend of the
PCs, who just regularly passes information down the line in
exchange for money and doesn’t think about the
consequences. At best, the informant might not report some
incriminating behavior on the part of people they like, but if
they are afraid that their non-reporting might land them in
trouble, they will report, just to be safe. At worst, the agent
might dislike the PCs and make up false reports against
them. Addicts often fall into this category, so it is wise to be
polite to those you meet in Eldaarich. Informants are
typically low-level and could be of any class, but are typically
bards, rogues, wilders, or defilers. Some of the most
dangerous informants are persons that don’t know they are
informants, but are regularly kidnapped, drugged, and
probed for information. Savak then uses modify memory to
remove the interrogation from the informant’s mind, and
creates some plausible story for their disappearances. Other
informants may be invisible or unnoticeable. Defilers often
use their familiars to spy on suspicious persons or places.
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Savak Retirement Party (EL 13): One junior templar (as
low-level templar; DS3, pg 329), two brutes (as raider;
DS3, pg 335), one poison master (DS3, pg 240, but human),
one Eldaarish mindblade (see Dimlanders), one Takrits
defiler (as defiler; DS3, pg 334), and one master
executioner®. A sleeper agent often loses the desire to
return to Eldaarich entirely, and some may move to a
different city and try to start a normal life. This happens
alarmingly often with Eldaarish double templars. Savak
often sends Retirement Parties to permanently silence
agents who fail to report or to return to Eldaarich for
debriefing. The master executioner is always one that the
victim has previously seen perform. If the target is willing
to be bound and brought home alive with the Retirement
Party, that is usually an option, otherwise the group takes
care to allow the executioner to strike the killing bow,
preserving the target’s head for later interrogation.

Savak Sleeper Agent (EL 4): One bandit bard (but
human). Some “refugees” in the Trembling Plains are
actually members of Eldaarich’s secret police force, but
many Savak agents have different covers. Although the
Savak offer less resources and training than Kurn’s School
of Spies, the Savak’s numbers are far greater. Savak has
placed agents, including double templars, in various cities
of the Tyr Region.

Some Savak agents have missions to infiltrate merchant
houses, herder clans, Kurn, or the cities of the Tablelands.
These remain sleeper agents for years, sometimes even
decades at a time. To avoid looking Eldaarish, some of
these agents are disguised as half-elves, wear gloves, or
even amputate their fingertips to hide their Eldaarish
finger-brands. The more fortunate spies have a magical or
psionic item (such as a hat of disguise) that allows them to
effectively hide their distinguishing Eldaarish features,
such as their branded fingertips.

Savak Sleepover Party (EL 13): One poison master (DS3,
pg 240, but human), one senior templar (as high-level
templar; DS3, pg 330), and four junior templars (as low-
level templar; DS3, pg 329). When the highest priority is
capturing a target alive, Savak sends a Sleepover Party.

Shtas Encounters

Commonly referred to as “the army” in the Dim Lands,
the Shtas Order may be the oldest existing templar order
on Athas. Headquartered in Fort Dahaj in Eldaarich, the
Shtas guard the city gates and walls. Their most
important, but least prestigious operation involves
overseeing the thousands of slaves that toil away in the
fields at South Guard.

Shtas Guard Contingent (EL 12): One browncloak®, two
junior templars (as low-level templar; DS3, pg 329), and
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twenty Shtas guards (as caravan archer). The Shtas are most
commonly encountered on the walls of South Guard, keeping
the fort’s slaves in and the trin out.

Shtas Work Crew (EL 15): Two half-giant warriors, one
browncloak*, two junior templars (as low-level templar; DS3,
pg 329), twenty overseers (as caravan footman), and eighty
slaves (as Kurnan field slave). Like other Eldaarish humans,
the Shtas pride themselves on not working whenever there’s
something that a foreign or nonhuman slave can do instead.

Society

All Eldaarish templars belong to one of Eldaarich’s seven
“Orders”: Takrits (Daskinor’'s Handmaidens and Palace
Guards), Neshtap (the mounted Red Guards), Savak (the
Secret Police); Kulag (the Silt Fleet), Haleban (Management
of Knowledge, Facts, and Public Works); Shtas (the Infantry),
and Cheka (Truth Extraction). Each templar order is
similarly structured with a rigid hierarchy from the acolytes
and novitiates at the bottom rising to the order’s “high
templar”. Backstabbing within the ranks to gain office is
common, but all seven orders are remarkably cohesive when
it comes to keeping knowledge of these intra-order disputes
within the order and presenting a united face to the other
orders.

Because Daskinor often demands his templars submit
detailed explanations for each templar spell they cast,
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Eldaarish “templars” tend to avoid the actual templar
class, so that they do not need to rely on Daskinor for
spell power. Because they generally lack spells, Eldaarish
templars typically maintain order through terror as
opposed to magical power.

Typical Treasure

Since they have access to the city funds, Eldaarish
templars always have double their Challenge Rating in
items.

Lore

Characters with ranks in Knowledge (local [Eldaarich])
can learn more about Eldaarish templars. When a
character makes a successful skill check, the following lore
is revealed, including the information from lower DCs.

Knowledge (Eldaarich)
DC Result

10 The Eldaarish templars are divided in seven Orders; Takrits,
Neshtap, Savak, Kulag, Haleban, Shtas, and Cheka.

15 Takrits has the most influence with Daskinor and the most
power within Eldaarich itself; Neshtap dominates the Dim
Lands; Savak’s eyes extend even into foreign lands; Kulag runs
Eldaarich’s silt fleet; Haleban controls education, public works,
and the show trials; Shtas, the regular army, mans the city walls
and a few fortresses; Cheka specializes in interrogations.

20 Shtas is the oldest order, dating back to King’s Ages before
Eldaarich was founded; Cheka is the newest Order, founded less
than a generation ago to replace some forgotten order that was
wiped out a few generations earlier.

25 Haleban is subservient to Takrits, and Shtas is subservient to
Neshtap, but the other Orders frequently fight one another,
barely cooperating to maintain control of the city. Each order
has its own High Templar. The previous head of Cheka was
assassinated by Savak killers with Haleban assistance.

Adventure Hooks

Long, Beautiful Hair; Oasis Runs Dry; Retirement Party;
Shtas Mutiny; The Pregnant Mul
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Elf

“As well we should be, it’s an elven city; the first Kurnans were
elves. The humans are our guests here. How much were you
going to pay me for this shave, again?”

- Janef of the Barbers Clave, always in his best bargaining
position when he’s got an
obsidian razor to a customer’s throat.

Elven Runner

Nearly seven feet tall, this long-shanked elf leaps over a waist-high

scrub bush without missing a stride.

Elven Runner CR3

Male elf ranger 2/barbarian 1

CG Medium humanoid (elf, psionic)

Init +3; Senses low-light vision; Listen +6, Spot +8
Languages Elven, Eloy, Kurnan

AC 17, touch 13, flat-footed 14

(+3 Dex, +4 armor)

hp 15 (3 HD)

Resist mundane extreme heat or cold

Fort +5, Ref +6, Will +1

Melee mwk elven longblade +5 (1d8+2/18-20)
Grp +5
Abilities Str 14, Con 14

Elves are more at home in Kurn than any of the cities of
the Tyr Region.

The Elves of the Trembling Plains also get along better
with Eloy than they do with any other people that aren’t
full elves. This has to do with the tolerant — almost elven
— view that Eloy, and to a lesser extent, Kurnans, have of
wizardry and of raiding.

The elven runner presented here had the following ability
scores before racial adjustments: Str 10, Dex 15, Con 12, Int
8, Wis 13, Cha 14.

Strategies and Tactics

Elven runners use their incredible speed to outrun threats
and to scout areas for potential foes, preferring to use
ranged weapons and only closing with their enemies
when absolutely necessary. The average elven runner’s
ability to use stomp enables them to leave even when
surrounded by enemies.

Speed 40 ft. (8 squares); elf run, Speed of Thought
Melee mwk elven longblade +3 (1d8/18-20) or
Ranged mwk longbow +6 (1d8/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +3

Atk Options Rapid Shot, rage 1/day (5 rounds)

Combat Gear masterwork elven longblade, masterwork
longbow with 30 arrows, potion-fruit of keen edge, potion-
fruit of cure light wounds

Power Points/Day 2: Hidden Talent Powers Known (ML
1%Y:

1t - stomp (DC 13)

Abilities Str 10, Dex 17, Con 10, Int 8, Wis 13, Cha 14

SQ fast movement, favored terrain (scrub plains +2), wild
empathy +4 (+0 magical beasts)

Feats Hidden Talent, Rapid Shot®, Speed of Thought, Track®

Skills Escape Artist +6, Hide +5, Listen +8, Knowledge
(nature) +4, Perform +4, Search +6, Spot +6, Survival +6

Possessions combat gear plus masterwork chitin armor

Favored Terrain An elven runner receives a bonus to Hide,
Knowledge (nature), Move Silently, Spot and Survival
checks made within their favored terrain.

When raging an elven runner has the following statistics
AC 15, touch 11, flat-footed 12

hp 21 (3 HD)

Fort +7, Will +3

54

“These northern datu aren’t so bad. They seem to understand
that so long as no one gets hurt, raiding other people’s cattle
does them a favor, teaching them to be on their guard.”

- Paulik Swiftfeet of the Swiftwings tribe.

Dalbra Moonracer

This appears to be a lanky elf with a slash scar running from his
left eye to his chin. His pale silver eyes fix on you and he grins,
causing his lower lip to split to opposite sides of the scar.

Dalbra Moonracer CR5

Male elf nomad 5

NG Medium humanoid (elf, psionic)

Init +1; Senses low-light vision; Listen +4, Spot +4
Languages Common, Elven, Eloy, Kurnan

AC 14, touch 11, flat-footed 13
(+1 Dex, +3 armor)
hp 12 (5 HD)
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Resist mundane extreme heat or cold

Speed 50 ft. (10 squares); elf run; Run, Speed of Thought
Melee mwk elven longblade +2 (1d8-1/18-20) or
Ranged mwk longbow +4 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1

Combat Gear masterwork elven longblade, masterwork
longbow with 30 arrows

Power Points/Day 32: Psion Powers Known (ML 5%):

3" - astral caravan, energy burst (DC 16)*

2" - cloud mind (DC 15), detect hostile intent, dimension
swap, sustenance

1t - burst, conceal thoughts, empathy, know direction and
location, telempathic projection (DC 14)

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 13

Feats Combat Manifestation, Iron Will, Run, Speed of
Thought

Skills Concentration +8, Diplomacy +4, Jump +6,
Knowledge (geography [Trembling Plains]) +6,
Knowledge (psionics) +8, Listen +4, Perform +3, Psicraft
+8, Search +5, Spot +4, Survival +10

Possessions combat gear plus masterwork studded leather
armor, boots of striding and springing

Hook “Give up you fools! Do you think that you can run
from the swift-winged children of the sun?”

Dalbra uses trading opportunities to preach to other elves
about the need for Athas’ “swift-winged children of the sun”
(elves) to unite against kreen, gith, and other desert dwellers.
He has no desire to claim cities and no pretensions to
leadership, he is merely a dedicated visionary. So long as
other races show the proper respect, Dalbra’s love of
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elvenkind does not translate to an unwillingness to deal
with or even to befriend persons of other races.

Dalbra had the following ability scores before racial
adjustments and Hit Dice ability increase: Str 8, Dex 10,
Con 12, Int 15, Wis 13, Cha 14.

Strategies and Tactics

Dalbra really prefers talking to fighting but if he cannot
persuade his enemies to not attack him, he’ll manifest
burst or cloud mind and quickly run to get out of trouble. If
all else fails, he’ll manifest energy burst.

Elo’uga, Son of the Free

The elf is tall, but spare. His muscles look hard, taught like cables
beneath his sun-browned skin, and his eyes peer brightly. His
hair is cut short, like the simple beige tunic and short breeches
he wears.

Elo’uga, Son of the Free CR9

Male elf rogue 5/dune trader 4
CN Medium humanoid (elf)
Init +3; Senses low-light vision; Listen +7, Spot +6

Languages Common, Draji, Elven

AC 16, touch 13, flat-footed 13; uncanny dodge
(+3 Dex, +3 armor)

hp 22 (9 HD)

Resist mundane extreme heat or cold; evasion
Fort +1, Ref +8, Will +7

Speed 40 ft. (8 squares); elf run

Melee mwk elven longblade +6/+1 (1d8-1/18-20) or
Ranged mwk longbow +10/+5 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +5

Atk Options dazzle, sneak attack +3d6

Combat Gear masterwork elven longblade, masterwork
longbow with 20 arrows, 3 doses of methelinoc poison,
bag of holding (type 11I)

Abilities Str 8, Dex 16, Con 8, Int 12, Wis 14, Cha 18

SQ agent (Traako), contact 2/week, distributive bargaining,
fast talk, trapfinding, trap sense +1

Feats Negotiator, Persuasive, Trader
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Skills Appraise +11, Bluff +23, Diplomacy +21, Disguise
+11 (+13 to act in character), Forgery +6, Gather
Information +19, Hide +9, Intimidate +11, Knowledge
(local [Sons of the Free clan]) +13, Listen +7, Move
Silently +9, Perform (acting) +7, Profession (merchant)
+15, Search +8, Sense Motive +16, Spot +6, Survival +2
(+4 to follow tracks)

Possessions combat gear plus masterwork studded leather
armor, circlet of persuasion, cloak of Charisma +2

Hook “Taxing lone merchants is not enough. A far greater
feat is surviving the trin onslaught during Flamesky”

Elo’uga is an ambitious young elf, with hopes of someday
ascending to lead a larger tribe. To achieve this end, he has
dedicated himself to making the Sons of the Free clan wealthy
and prominent.

Elo'uga had the following ability scores before racial
adjustments, Hit Dice ability increases, and equipment
bonuses: Str 8, Dex 13, Con 10, Int 12, Wis 14, Cha 15.

Traako, Elo’uga’s Agent

You cannot tell if the thin figure before you is a human, elf, or
belgoi. Wrapped in a nondescript cloak, they move with a quiet
grace as they disappear around the corner. If they left any
footprints, you cannot find them.

Traako, Elo’uga’s Agent CR 8

Male elf rogue 6/procurer 2

N Medium humanoid (elf)

Init +8; Senses low-light vision; Listen +10, Spot +10
Languages Common, Draji, Elven

AC 18, touch 14, flat-footed 14; uncanny dodge

(+4 Dex, +4 armor)

hp 28 (8 HD)

Resist mundane extreme heat or cold; evasion

Weakness obsession

Fort +2, Ref +12, Will +4

Speed 40 ft. (8 squares); elf run

Melee mwk bard’s friend +6 (1d4/18-20) or
Melee bard’s garrote +5 grapple (2d4)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Atk Options Improved Feint, sneak attack +3d6

Combat Gear masterwork bard’s friend, bard’s garrote
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Abilities Str 10, Dex 19, Con 11, Int 12, Wis 14, Cha 8

SQ obsession, secret door finding, trapfinding, trap sense +2

Feats Improved Initiative, Improved Feint, Trader

Skills Appraise +14, Bluff +12, Climb +5, Diplomacy+3,
Disable Device +12, Escape Artist +10, Gather
Information +6, Hide +20, Knowledge (local [Sons of the
Free clan]) +7, Listen +10, Move Silently +20, Open
Lock+12, Perform +1, Profession (merchant) +7, Search
+10, Sense Motive +8, Sleight of Hand +14, Spot +10

Possessions combat gear plus shadow studded leather armor
of silent moves +1

Obsession Traako must make a DC 12 Will save to avoid
snooping around any closed door or tent opening.

Secret Door Finding If Traako merely passes within 5 feet
of a secret or concealed door, he’s entitled to a Search
check to notice it as if he were actively looking for it.

Traako was just a simple cutpurse before Elo’uga met him.
He perceived the boy’s aptitude and recruited him for his
tribe. There he learned how to hone his abilities in order
to help the Sons of the Free grow.

Traako had the following ability scores before racial
adjustments and Hit Dice ability increases: Str 10, Dex 15,
Con 13, Int 12, Wis 14, Cha 8.

Strategies and Tactics

Elo’uga is extremely cautious and almost never gets
involved in direct combat, preferring more subtle ways of
dealing with his enemies, and only uses lethal force if
required — usually in the form of poisons.

Traako avoids direct confrontation and tries to lurk in the
shadows and feint his opponent so he can use his sneak
attack. He’s remarkably loyal for an elf and will try
everything possible to protect Elo'uga.

History

The elves of the Trembling Plains are nomads in the truest
sense, living and dying by their speed and the distance
they can cross before the sun sets. They know every stretch
of the rolling grasslands, every hidden spring, and every
trick of the wind that signals a coming storm. To them,
stillness is death, and only those who run truly live.

These elves are deeply intertwined with the Eloy herders,
crossing their paths in trade, marriage, and conflict. While
some elves take Eloy lovers, such unions are fleeting, for
when the time for their tribe to move on comes, the elf
invariably leaves. In the elven view, those who cannot run
with the tribe are not truly of the tribe. Even so, a few
return seasonally to visit their spouse and children, a rare
but respected act of loyalty. The Eloy, in turn, bear no
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grudges, accepting if not envying the elves’ ways. To the
elves, the only true freedom is the one found beneath the
open sky, where the wind sings and the horizon is endless.

Environment: Elves thrive in good running grounds and
wherever there is opportunity for gain. Nomadic elves travel
the Trembling Plains except during the Flamesky season.
Originally an Elven city, Kurn was abandoned and resettled
by humans, but some of the original Kurnan elves have
returned to the city of their ancestors.

Typical Physical Characteristics: Like other elves, the tribes
on the Trembling Plains are tall and lean. They sport clan
affiliation marks in their clothing.

Alignment: Most elves tend to have chaotic alignment
because of their love for freedom and their nomad lifestyle.

Society

The principal elven tribes of the Trembling Plains are the
Mirage Makers, the Moon Racers, the Swift Wings, and the
Sons of the Free. Each of these tribes has different traditions
and dialects but they also have a number of things in
common: there are preservers in the tribe, they do not accept
defilers into the tribe, and they are pureblood like most elf
tribes of the Tyr Region — they do not accept half-elves. They
recognize their half-elven children as their own, but not as
part of the tribe, and feel limited responsibility for them.

All four tribes follow the calendar of the Trembling Plains,
which they call “The Elven Calendar.” In each of the 75-day
seasons, there are two periods of multiple consecutive nights
when Ral is at its brightest, and for most of the night, Guthay
does not appear in the sky. The elves call these nights “the
Feast of Ral,” and it is the time when elves have the greatest
visual advantage over most other humanoid races. The Feast
of Ral is a time for raiding non-elves and otherwise
demonstrating elven superiority over the slower races.

Since trin have low-light vision, the Trembling Plains are a
poor place for elves to celebrate the Feast of Ral during
Flamesky season. Only the Sons of the Free remain in the
Trembling Plains during Flamesky. Other elves generally
shun the Trembling Plains and celebrate their superiority
elsewhere during Flamesky.

For elven names, see Elves of Athas or Wisdom of the
Drylanders.

The Mirage Makers: The only elven clan of the Trembling
Plains whose main territory lies north of the city-state of
Kurn, the Mirage Makers say little about what they have seen
in those northern lands. Their path cuts northeast of Fort
Protector into barrens and badlands beyond. Mirage Makers
regularly migrate through the Trembling Plains, sojourning
a few weeks in Kurn on their way south, and again on their
way back north. They spend the first few weeks of the
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Flamesky season in Kurn, until the crowds become
unpleasantly thick, at which point they depart for their
territories northeast of Fort Protector.

The Mirage Makers have tried unsuccessfully to trade
with the wagon trains that House Azeth sends to Silt Side.
Corik Azeth refuses to trade with anyone at Silt Side itself
other than his Eldaarish trade partner. To avoid losing the
Mirage Makers’ business, Azeth makes special efforts to
bring goods to trade whenever they pass through the area.

The Mirage Makers speak their own dialect, the Elven
tongue, Gith, and the herder dialect; many also speak
Kurnan but only a handful of them have any grasp of the
Common tongue of the Tyr Region. Their worship of
paraelemental Sun alienates them somewhat from the
many wind-worshippers of the Trembling Plains.
Nevertheless, because the Mirage Makers hold many of
the same traditions as the herders, they get along tolerably
with the herding clans.

The Moon Racers: About 45 strong excluding children,
the Moon Racers move rapidly across the wastes to humor
their leader Dalbra, who is eager to encounter other elves.
The Moon Racers chose Dalbra as their leader not because
of his vision but because he has the ability to locate trading
opportunities, such as caravans stopped along the road.

As Flamesky approaches, the Moon Racers travel
southwest towards the Ringing Mountains and then cut
south to Urik through a parched stretch of barrens known
as The Sun’s Fist. They do not return until after the
Windflood season has passed. In some years, they have
bypassed Urik and have continued as far south as Tyr.
When they think that Urik might not welcome them, the
Moon Racers cross north of the Ringing Mountains into
the Blood Prairie and into the badlands beyond. The Moon
Racers’ attempts to trade with the Forest Ridge halflings
have all ended in skirmishes.

The Moon Racers speak Elven, the herder dialect, and the
Common tongue. Many of them speak Urikite as well.
They have no special tribal dialect, but claim that all elves
are in their tribe, even if they do not know it yet. They refer
to half-elves as “half-humans” and make the point of
correcting anyone who uses any other term. The Moon
Racers worship the winds.

The Sons of the Free: This newly formed tribe counts
more than 60 adult elves as members. Its territory is
mainly east of the trade road and their leader is named
Elo’uga. Though Elo’uga knows better than to annoy the
larger and better-armed caravans (such as those of House
Azeth), most merchants who have taken the road from
Draj to Kurn have encountered the “taxation” of the Sons.
Many of these travelers accuse the Sons of the Free of
banditry, but Elo’uga (through messengers, since he never
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visits Azeth’s Rest) insists that what he does is no different
than what Oronis of Kurn does. Elo’uga’s messengers also
point out that he has not killed anyone except in self-defense.
Of course, many of his “attackers” were responding to
Elo’uga’s threats or were attempting to drive their wagons
over the Sons of the Free who blocked their path.

The Sons of the Free pitch fortified camps during the
Flamesky season, often in the rocky badlands south of Togas
Peninsula where it is easier to fend off rampaging trin. They
worship Air, and speak their own dialect of the Elven tongue,
Common, and Draji.

Swift Wings: Members of the Swift Wings elf tribe frequent
the desert wastes from north of Urik as far east as the
southern edge of the territory of the Hozi'chak thri-kreen
pack. These elves trade with the nikaal of the Crisisss tribe,
as well as with the Bandit States of Wrath, Spoil, Ravage, and
Ravish. Relations with the Bandit States are always
dangerous, but the Swift Wings rarely venture this far north
without large enough numbers to raid any of the villages, so
they find it safer to trade with the bandits than to become
subject to bandit attacks. Even though the Swift Wings are

Air worshippers and otherwise follow the code of the
plains (e.g. no defiling), their rumored trade with bandits
taints their reputation with the herders, who generally
shun them. House Azeth trades with the Swift Wings but
does not give them trust tokens or allow them to stay
overnight within the walls of Azeth’s Rest.

Elf Lore

Characters with ranks in Knowledge (Heraldry and
Royalty) can learn more about elves. When a character
makes a successful skill check, the following lore is
revealed, including the information from lower DCs.

Knowledge (Heraldry and Royalty)

DC Result

10 Elves identify their clan with the markings in their clothing.
15 This elf belongs to the [clan’s name].

20 This result reveals basic information about the elf’s clan.

Eloy

The Eloy are a proud half-elven herding community that
dwells in the Trembling Plains. Many have strong elven
racial characteristics.

Eloy Herder

You notice a woman in a hooded cloak almost blending into the
scrub bushes behind her; she seems to be standing watch over a
group of erdlus. She does not look at you directly, but as you gaze
at her, her fingers tighten around her staff.

Eloy Herder

Female half-elf expert 2
LN Medium humanoid (elf)
Init +1; Senses low-light vision; Listen +5, Spot +2

CR1

Languages Eloy, Elven, Kurnan

AC 12, touch 11, flat-footed 11

(+1 Dex, +1 armor)

hp 7 (2 HD)

Resist mundane extreme heat or cold

Fort +0, Ref +1, Will +3

Speed 30 ft. (6 squares)

Melee quarterstaff +1 (1d6)

Ranged sling +2 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Combat Gear quarterstaff, sling with 20 sling stones
Abilities Str 10, Dex 13, Con 10, Int 11, Wis 10, Cha 9
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Feats Elfish Eloy*

Skills Craft (varies) +4, Disguise -1 (+1 impersonating elves
or humans), Handle Animal+4, Hide +6 (+8 in
aboveground natural terrain), Listen +5, Move Silently +6,
Ride +5, Spot +2, Search +1, Survival +2

Possessions combat gear plus padded armor, three-season
cloak*

The typical young Eloy herder is not well-experienced in
combat and yet does a fair job surviving the rigors of the
Trembling Plains.

The Eloy herder presented here had the following ability
scores before racial adjustments: Str 10, Dex 11, Con 10, Int
11, Wis 10, Cha 11.

Strategies and Tactics

Most Eloy tend to avoid combat, instead preferring to hide
themselves and wait until the danger is passed or until
they call others for help.
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Eloy Seasoned Warrior

Several warriors appear as if out of the bushes, holding spears. They
look like elves, but they are not armed or decorated like any elven
tribe that you have seen before - none of them carry an elven
longblade or longbow, and their mottled cloaks have bits of dried
scrub brush stuck to them.

Eloy Seasoned Warrior CR5

Male half-elf expert 4/ warrior 2

LN Medium humanoid (elf)

Init +1; Senses low-light vision; Listen +3, Spot +3
Languages Eloy, Elven, Kurnan

AC 18, touch 11, flat-footed 17

(+1 Dex, +5 armor, +2 shield)

hp 29 (6 HD)

Resist mundane extreme heat or cold

Fort +5, Ref +1, Will +4

Speed 30 ft. (6 squares),

Melee spear +8 (1d8+3)

Ranged sling +6 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8

Atk Options Power Attack

Combat Gear spear, sling with 20 sling stones
Abilities Str 16, Dex 13, Con 12, Int 13, Wis 10, Cha 9
Feats Alertness, Elfish Eloy*, Power Attack

Skills Craft (varies) +10, Disguise -1 (+1 impersonating elves
or humans), Handle Animal +8, Hide +9 (+12 in
aboveground natural terrain), Intimidate +5, Jump +7,
Listen +3, Move Silently +8, Ride +11, Spot +3, Search
+2, Survival +2

Possessions combat gear plus chitin armor +1, buckler +1,
three-season cloak™

Most Eloy seasoned warriors act as stewards of their clans,
protecting them from wild animals and the many bandits
that roam the Trembling Plains.

The Eloy seasoned warrior presented here had the following
ability scores before racial adjustments: Str 14, Dex 13, Con
10, Int 13, Wis 10, Cha 11.

Strategies and Tactics

Eloy seasoned warriors prefer to sit quietly until their
opponent approaches and then ambush them, using Power
Attack to quickly slay the weaker opponents.
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Eloy Wind Walker

The insect calls stop, and a tiny dart whistles through the air as
if out of nowhere.

Eloy Wind Walker

CR9
Male half-elf rogue 1/ ranger 3/ wind walker 5*

LN Medium humanoid (elf)

Init +4; Senses low-light vision; Listen +11, Spot +11
Languages Eloy, Elven, Kurnan

AC 16, touch 14, flat-footed 12; uncanny dodge
(+4 Dex, +2 armor)

hp 49 (9 HD)

Resist mundane extreme heat or cold

Fort +5, Ref +13, Will +3

Speed 40 ft. (8 squares); plainswalker
Melee mwk puchik +9/+4 (1d4+2/x3)
Ranged +/ blowgun of distance +11 (1d2+1)
Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +8

Atk Options poison (giant wasp, DC 18, 1d6 Dex/1d6 Dex),
sneak attack +1d6

Special Actions hide in plain sight, traceless

Combat Gear masterwork puchik, +7 blowgun of distance
with 20 blowgun needles, 3 doses of giant wasp poison

Abilities Str 14, Dex 19, Con 13, Int 10, Wis 12, Cha 6

SQ favored terrain (scrub plains +2), plainswalker +20 ft.,
trapfinding, wild empathy +3 (-1 magical beasts)

Feats Alertness, Endurance®, Longshanks*, Eloy Scout*,
Rapid Shot®, Stealthy, Track®

Skills Bluff -2 (+2 to deliver secret messages), Disguise -2
(+0 impersonating elves or humans), Handle Animal +5,
Hide +24 (+27 in scrub plains), Jump +7, Knowledge
(geography [Trembling Plains]) +5, Knowledge (nature)
+5, Listen +11, Move Silently +14 (+3 in scrub plains),
Profession (herder) +2, Ride +10, Search +6, Spot +11,
Survival +8 (+10 to keep from getting lost/in aboveground
natural terrain/following tracks)

Favored Terrain An Eloy wind walker receives a bonus to
Hide, Knowledge (Nature), Move Silently, Spot and
Survival checks made within their favored terrain.

Plains Blending (Ex) The Eloy wind walker gains a +3 bonus
to Hide and Spot checks while on the Trembling Plains.

Possessions combat gear plus leather armor, three-season
cloak*, ring of chameleon power
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Wind Walkers are their clans” most capable scouts. Usually
the first ones to find out about any incoming dangers, Wind
walkers communicate what they see using a code of bird and
insect calls.

The Eloy wind walker presented here had the following
ability scores before racial adjustments: Str 14, Dex 15, Con
13, Int 10, Wis 12, Cha 8.

Strategies and Tactics

Eloy wind walkers use their knowledge of the terrain and
speed to the fullest, quickly and silently approaching their
targets. They prefer to shoot poisoned needles from
concealment. If discovered, they will attempt to escape and
take another position which they can again attack from
concealment. Wind Walkers prefer to not let strangers ever
see them, allowing others in the clan to do the talking. When
violence is not necessary, they sometimes follow strangers for
days at a time, listening to every conversation, to report to
their clan later.

Eloy Scout

A tall half-elf in a mottled cloak appears from a scrub bush with a
rope in both hands. He pulls backward, and several feet of the rope
emerge from the ground in a straight line towards you. You hear a
click beneath your feet, and the ground begins to give way.

Eloy Scout CR1

Male half-elf rogue 1

LN Medium humanoid (elf)

Init +2; Senses low-light vision; Listen +7, Spot +7
Languages Eloy, Kurnan

AC 14, touch 12, flat-footed 12

(+2 Dex, +2 armor)

hp 6 (1 HD)

Fort +2, Ref +4, Will +2

Speed 40 ft. (8 squares)

Melee quarterstaff +0 (1d6)

Ranged sling +2 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +0

Atk Options sneak attack +1d6

Combat Gear quarterstaff, sling with 20 sling stones
Abilities Str 10, Dex 15, Con 14, Int 12, Wis 15, Cha 6
SQ trapfinding
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Feats Longshanks*

Skills Bluff +2, Disguise -2 (+0 impersonating elves or
humans), Gather Information +2, Hide +6, Knowledge
(local [Trembling Plains]) +5, Listen +7, Move Silently
+6, Search +7, Sense Motive +6, Spot +7, Survival +4

Possessions combat gear plus three-season cloak™*

Eloy scouts monitor the perimeter of the clan’s territory,
to warn them if slavers or other strangers approach. They
also set and sometimes trigger traps to dissuade strangers
from advancing farther into their territory. In Eloy raiding
parties, scouts search for traps in advance of the rest of
their group while sneaking into another clan’s land.

The Eloy scout presented here had the following ability
scores before racial adjustments: Str 10, Dex 13, Con 14, Int
12, Wis 15, Cha 8.

Strategies and Tactics

Since they do not fare well in combat, Eloy scouts try to
avoid direct combat as long as possible and to stay away
from melee if needed.
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Pfadra Zkeet

This well-preserved elderly woman has a distant look.

Pfadra Zkeet

Female human wilder 6/soulknife 1/thrallherd 7
LE Medium humanoid (human, psionic)

Init +5; Senses Listen +6, Spot +6

Languages Fldaarish, Eloy

CR 14

AC 19, touch 16, flat-footed 18; Dodge
(+1 Dex, +8 armor)

hp 30 (14 HD)

Fort +3, Ref +7, Will +14

Weakness psychic enervation

Speed 30 ft. (6 squares)

Melee mindblade +9 (1d6+1/19-20) or

Ranged mindblade +9 (1d6+1/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +9

Atk Options psionic charm, psionic dominate

Special Actions Inquisitor, surging euphoria +1, throw
mindblade, wild surge +2

Power Points/Day 158; Wilder Powers Known (ML 12t):

6™ - retrieve

5t~ adapt body

4t _ death urge (DC 20)2, psionic dominate (DC 20)*

31 - energy burst (DC 18)*

2" - energy push (DC 17)A, energy stun (DC 17)»

1%t - energy ray (DC 16)*, mindlink (DC 17), mind thrust (DC
17)A, psionic charm (DC 17)A

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 12, Dex 13, Con 9, Int 13, Wis 14, Cha 20

SQ clude touch, greater dominate, psychic enervation,
mindblade, volatile mind (1 power point)

Feats Dodge, Expanded Knowledge (energy stun), Hidden
Talent (mindlink), Improved Initiative, Inquisitor, Psionic
Endowment

Skills Bluff +18, Concentration +15, Diplomacy +19,
Intimidate +7, Knowledge (psionics) +14, Listen +6,
Psicraft +13, Sense Motive +16, Spot +6

Possessions bracers of armor +8, psionatrix of telepathy,
torc of power preservation

Greater Dominate (Ex) Pfadra does not have to pay 2
additional power points when she augments psionic
dominate to affect animals, fey, giants, magical beasts, and
monstrous humanoids.

Psionic Charm (Ex) Once per day, Pfadra can manifest
psionic charm reduced by 6 power points, to a minimum
of 1 pp.

Psionic Dominate (Ex) Once per day, Pfadra can manifest
psionic dominate reduced by 6 power points, to a
minimum of 1 pp.

61

Psychic Enervation (Ex) After a wild surge, Pfadra might
become dazed and lose 6 power points.

Surging Euphoria (Ex) +1 morale bonus on attack rolls,
damage rolls, and saving throws for 2 rounds.

Volatile Mind (Ex) Telepathy powers directed at Pfadra cost
1 power point more to manifest.

Wild Surge (Su) +2 to Pfadra’s manifester level when she
manifests a power.

Hook “Has anyone seen my second-favorite husband?”

Unknown in the plains until a few years ago, Pfadra is
now the matriarch of the largest herding clan in the history
of the Trembling Plains. Most Eloy disliked Pfadra from
the moment she formed her own clan. First, Pfadra was
obviously Eldaarish. Not a mere Dimlander, but a full
Eldaarish, brand and all, although she acted as if she
didn’t understand the question when people would ask
her about Eldaarich. Eldaarish and Dimlanders usually
aspire to be slaves, too timid to do anything else, although
they were also prone to sudden and unexpected violence.
However, there was more to it than her origin. Pfadra’s
clan grew suspiciously quickly. It’s not that unusual for
new clans to form, and for the young to run off to join a
new clan where they have found love, or where they
expect to be given new responsibilities, or a chance to
escape old conflicts. With Pfadra, however, people were
flocking to her before she even announced she was
forming a new clan. Idolizing her, husbands left wives and
children to go follow her, and that is very unusual in the
Trembling Plains.

Pfadra had the following ability scores before Hit Dice
ability increases and age modifiers: Str 15, Dex 16, Con 12,
Int 11, Wis 12, Cha 15.

Scar

Raamin tattoos and a huge scar across the left side of his face
mark this mul as a gladiator.

Scar, Pfadra’s Thrall
Male mul gladiator 1/psychic warrior 5/soulknife 6

CR 12

NE Medium humanoid (dwarf, psionic)
Init +5; Senses darkvision 30 ft.; Listen +2, Spot +2
Languages Common

AC 14, touch 11, flat-footed 13
(+1 Dex, +3 armor)
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hp 98 (12 HD); DR 1/- non-lethal

Resist extended activity, tireless (+4 on Con checks for
extended physical activities and +4 against weakness,
fatigue, exhaustion or enfeeblement)

Fort +11, Ref +9, Will +8
Speed 30 ft. (6 squares)

Melee +3 keen sundering bastard sword mindblade +20/+15
(1d10+12/17-20) or

Ranged +3 keen sundering bastard sword mindblade +17
(1d10+12/17-20)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15

Atk Options bladewind, Cleave, Improved Sunder, mercy,
Power Attack, psychic strike +1d8, throw mindblade

Special Actions free draw, shape mindblade

Power Points/Day 12; Psychic Warrior Powers Known (ML
Sth):

2" - animal affinity, body adjustment

15t - inertial armor, expansion, offensive prescience

Abilities Str 21, Dex 12, Con 16, Int 10, Wis 14, Cha 6

SQ mindblade

Feats Cleave, Exotic Weapon Proficiency (mindblade)B,
Greater Weapon Focus (mindblade), Improved Critical
(mindblade), Improved Initiative®, Improved SunderB,

Power Attack, Weapon Focus (mindblade), Weapon
Specialization (mindblade)®

Skills Bluff +3, Climb +9, Concentration +6, Diplomacy +2,
Intimidate +5, Jump +9, Knowledge (psionics) +4, Listen
+2, Ride +6, Sense Motive +5, Spot +2

Possessions carru leather armor +1

One of the many husbands that abandoned their families to
serve Pfadra, Scar is an ex-gladiator with a huge scar on the
left side of his face, hence the nickname.

Scar had the following ability scores before racial
adjustments and Hit Dice ability increases: Str 15, Dex 12,

Con 13, Int 10, Wis 14, Cha 8.

Strategies and Tactics

Pfadra prefers to send her thrall, Scar, and her followers into
combat. If needed, she will manifest psionic dominate on
whomever seems to be the strongest enemy and energy burst
on the remaining ones.

Scar is completely devoted to Pfadra and will not hesitate to
die in order to protect her. If has the opportunity, he will
manifest animal affinity and offensive prescience before entering
combat.
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History

Not long ago, Pfadra Zkeet had everything that a
respectable Eldaarish grandmother could want: a lovely
new 13-year-old husband, an exquisitely talented mul
concubine, and one of the largest cults of worshippers in
the city. Daskinor was the official object of worship, but
that distinction was lost on her worshippers, and Pfadra
could not help forgetting it herself from time to time. None
of the other Haleban cult leaders dared attack her
anymore; Pfadra’s believers were too many and too
strong. Pfadra seemed destined to become the next High
Templar of the Haleban Order.

Then came Daskinor’s degree: all psionic persons were to
be rounded up and imprisoned or killed. The Haleban
Order came to her rescue, arranging for Pfadra to be
assigned to doing copywork in Haleban’s house of scribes;
all she had to do was provide a list of her students. All of
the orders had to give up some of their own to satisfy
Daskinor’s decree, and the Haleban High Templar had
wisely arranged to save the leaders and sacrifice the lowly
assistants and worshippers. Pfadra sat in the copy house,
put brush to paper to write the names, and forgot. Forgot
everything. Who was she? What was she doing here? Why
was the city so ugly? Why was she wearing these hideous
blue robes? She tore off her robes, pulled down the room’s
gray curtains to make herself a toga, and walked out of the
city. The Shtas soldiers stationed at the gates glanced at
each other in amusement: another fugue.

Pfadra followed the road, managed to stay out of sight of
the Red Guards, and when she crossed the last bridge to
South Guard, the Shtas tried to enslave her. Pfadra simply
glanced at the one who was yelling the orders, and he
collapsed, rimed in ice and frozen to the bone. The Shtas
soldiers that attacked Pfadra collapsed when a sudden
burst of fire emanated from Pfadra’s body. In the
confusion, about thirty of the slaves at South Guard
escaped, and led Pfadra to Azeth’s Rest. When the ex-
slaves told the story at Azeth’s Rest of how Pfadra had
saved them, some herders and even a few Azeth
employees abandoned their posts and families and
followed Pfadra. Pfadra had the nucleus of a new cult, and
she did not even know it.

Pfadra has forgotten her second Eldaarish name, and
following the nomenclature of herder clans, identifies
herself simply as Pfadra, indicating that she is her clan’s
matriarch. Pfadra does not comprehend the difference
between preserving and defiling, and when a defiler
became one of her followers, she had no objections.

The color blue frightens her.
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Teima’a’ani
As you look closer, you note to your surprise that this tall one-
legged Eloy looks like a full-blooded elf, and a tattoo on his hand

marks him as a member of the Moon Racers clan. He notices you
looking at his tattoo, and scowls.

Teima’a’ani CR 11
Male elf ranger 2/wizard (preserver) 7/arcane archer 2
CG Medium humanoid (elf, psionic)

Init +5; Senses low-light vision; Listen +3, Spot +3
Languages Common, Elven, Kurnan, Urikite

AC 15, touch 15, flat-footed 10

(+5 Dex)

hp 35 (11 HD)

Resist mundane extreme heat or cold

Fort +8, Ref +13, Will +6

Speed 10 ft. (2 squares); elf run

Ranged +2 longbow +15/+10 (1d8+2/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +7

Atk Options imbue arrow, Point Blank Shot, Precise Shot

Combat Gear +2 longbow with 50 arrows
Wizards Spells Prepared (CL 7%):
4t _jce storm

3 _ flame arrow, protection from energy, sand pit

2M - cat’s grace, glitterdust (DC 15), protection from arrows,
scorching ray (+10 melee touch)

15t - charm person* (DC 14), cooling canopy, disguise self*,
grease, true strike

0 - detect magic, detect poison, mage hand, message
*Denotes spell that can be prepared without spellbook
Power Points/Day 2; Powers Known (ML 1%):

1t - inertial armor

Abilities Str 10, Dex 20, Con 10, Int 16, Wis 13, Cha 9

SQ enhance arrow (+1), favored terrain (scrub plains +2),
summon familiar, wild empathy +1 (-3 magical beasts)

Feats Hidden Talent (inertial armor), Leadership, Point
Blank Shot, Precise Shot, Rapid Shot®, Scribe Scroll®,
Spell Mastery®, Track®, Weapon Focus (longbow)

Skills Bluff +13, Concentration +14, Craft (bowmaking) +11,
Diplomacy +1, Disguise +6 (+8 to act in character), Gather
Information +3, Knowledge (arcana) +8, Knowledge
(geography [Trembling Plains]) +15, Knowledge (local
[Trembling Plains]) +13, Knowledge (nature) +11, Listen
+3, Perform +1, Search +5, Spellcraft +10, Survival +11
(+13 to keep from getting lost/ aboveground natural
terrain), Spot +3

Possessions combat gear plus gloves of Dexterity +4

Spellbook (woven patterns) spell prepared plus 0 - all; 1 -
magic missile; 2" - acid arrow, dedication; 3" - fireball

Favored Terrain Teima’a’ani receives a bonus to Hide,
Knowledge (Nature), Move Silently, Spot and Survival
checks made within his favored terrain.
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Hook “What are you looking at? I don’t feel like standing
up. Do you have a problem with that, human?”

Many in the Moon Racers clan expected Teima’a’ani to
become chief within a few years. They did not mind the
fact that his wife and most of his children were herders;
many elves take on a human spouse as a seasonal hobby.
Then Teima’a’ani was captured by Red Guards and
enslaved at South Guard. After several escape attempts,
the Shtas cut off Teima’a’ani’s right leg at the knee.
Released after years of slavery in South Guard,
Teima’a’ani took his place in his wife’s herder clan, since
he could no longer run with the Moon Racers. Elected clan
patriarch against his wishes, Teima’a’ani has become the
butt of many elven jokes. To recover some of his savaged
dignity, Teima’a’ani refuses to allow anyone to see him
being carried or riding a pack animal, so he hides in a box
as cargo or otherwise disguises himself whenever the clan
needs to move. His clan members love him, and secretly
consider his maiming to be a blessing from the winds,
although none of them, even his wife and children, will
ever say this to his face. They know that if Teima’a’ani
were ever to recover his leg, he would abandon them
again to run with the Moon Racers.

Teima’s clan (Eloy tradition names the clan after the
current patriarch) numbers 45 adults. The clan possesses
50 kanks, 40 sygra, and 10 inix. They capture wild inixes.

Teima’a’ani had the following ability scores before racial
adjustments, Hit Dice ability increases, and equipment
bonuses: Str 10, Dex 14, Con 12, Int 15, Wis 13, Cha 8.

Strategies and Tactics

Teima avoids entering melee, since he cannot walk or run,
and hates to allow anyone to see him ride. He imbues his
arrows with area spells such as glitterdust, sand pit, and ice
storm.

Creatures and Allies

Since most Eloy are herders, they use many creatures in
their day-to-day life. Teima’s clan is becoming notorious
for their special breed of war inixes.

Inixes (ToA, pg 193): These beasts are used as mounts and
cattle.

Kanks (ToA, pg 218): These beasts are used as mounts and
source of nectar.

Mekillots (ToA, pg 201): These beasts serve as beasts of
burden.
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Sygra (ToA, pg 184): These beasts are raised for their meat
and milk.

War Inix (see House Azeth): These specially bred inixes are
becoming the main source of income for many Eloy.

Sample Enceounters

Eloy War Party (EL 10): 2d6 Eloy scouts, 2d4 elven runners,
and 2d3 Eloy seasoned warriors. If intruders move boldly
towards the clan camps unannounced, starts digging on a
clan’s territory, or otherwise takes what appears to be hostile
action, and if the intruders appear weak enough to handle,
the Eloy will make a show of force in order to frighten the
intruders away. The Eloy scouts and Elven runners will
secretly get into position before the seasoned warriors make
their appearance, asking: “What are you doing on our land,
Drylander?”

Small Eloy clan or branch of large Eloy clan (EL 8): The
largest clans often have to split up by several miles to avoid
overgrazing an area. Normally the clan’s scouts will spot the
PCs before they come within range. One Eloy cleric (as Azeth
wind priest), 2d6 Eloy herders, 2d4 Eloy scouts (most clan
scouts will remain in the perimeter unless the central camp is
under attack), 2d12 Eloy children.

Multi-clan Eloy War Party (EL 13): Combine 1d4+1 Eloy war
parties, and add 1d4 Eloy clerics (as Azeth wind priests)
ready to use the defiler scent spell, trying to locate a defiler
who has defiled large circles of scrublands.

History

Most of the nomadic herders of the Trembling Plains descend
from Kurnans and Eldaarish who fled their cities when their
kings began to gather levies for the Dragon. Since then, they
have intermarried with other peoples, including elves.

Environment: The Eloy dwell in the Trembling Plains,
although they may be encountered trading in Kurn or in
Azeth’s Rest, particularly during Flamesky season.

Typical Physical Characteristics: Like other half-elves, the
Eloy are bulkier than elves and taller than humans. Most Eloy
tend to look more elvish than human.

Alignment: Most Eloy are chaotic neutral due to their wind
worship, but many are lawful neutral. They value
unpredictability, but also tend to work together.

Society

An Eloy encampment is normally circular, with the tents and
yurts of individual families arranged facing inwards, toward
the open space traditionally left in the center. This space is
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reserved for ritual and communal functions, and as a
refuge for the tribe's most valuable animals should danger
threaten outside.

The ring of tents, stiffened on the outside with bones and
often surrounded by a ditch, fosse, or spikes, is pierced by
two entrances. These are oriented to the wind direction -
as the seasons change, and wind direction changes, the
entrances are adjusted to match, guaranteeing that the
prevailing wind can always flow easily through the center
of camp.

The chieftain of each tribe usually has their tent pitched so
that the entrance faces the direction of wind, so that the
clan leader can bless the wind as it enters the camp.

Eloy herders typically travel alongside their herds, their
possessions borne on travois constructed of mekillot
bones and drawn by mekillots or other draft animals. The
Eloy unload their goods at the site of the camp and then
use the best-trained beasts to help set up their tents and
yurts.

All herder clans use scouts and a complex code of insect
and birdcalls as signals to warn when dangers approach.

Typical Treasure

The Eloy make it a strong policy to not carry gold, silver,
or gems, in order to minimize their attractiveness as
bandit targets. Their wealth is in their herds, and
occasionally invested with House Azeth.

Eloy Lore

Characters with ranks in Knowledge (local [Kurn]) or
Knowledge (local [Trembling Plains]) can learn more
about the Eloy. When a character makes a successful skill
check, the following lore is revealed, including the
information from lower DCs.

Knowledge (Kurn)
DC Result

10 These people are Eloy. AImost all have some human and some
elven ancestry, and they see no shame in that, but dislike being
called half-elves.

15 Most Eloy worship the winds, and many of their clan leaders are
Air clerics.
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Knowledge (local [Trembling Plains])

DC

10

15

20

Result

These people are Eloy, herders of the Trembling Plains and
masters in concealing themselves. They aren’t ashamed by their
mixed heritage, but do not think of themselves as half-elves.

The Eloy’s “three-season cloaks” look filthy, but in fact have
been carefully prepared to let them blend into the landscape.
Most worship the winds and many clan leaders are experienced
air clerics.

The Eloy are not a unified tribe and often raid each others’
herds, but most of them follow a code of behavior called the
Code of the Trembling Plains which, among other things,
requires them to unite to fight defilers and the bandits from the
Barrier Wastes.

Rumors Among the Eloy

Characters that spend time gossiping with the Eloy may hear
the following rumors:

Gather Information

DC

10

10

10

10

Result

The Dragon is coming. (True and False - This will come up in
almost any conversation with an Eloy, whenever anyone says
anything negative or complains. This rumor has circulated the
Trembling Plains for two thousand years since Eldaarich and
Kurn took their first and last levies for the Dragon. This was the
year that most of the ancestors of the herders left those cities
to hide from the levies. Despite two thousand years of time
passing, there are still those that say year after year that the
Dragon is coming back. Very few people believe the rumor from
the Tyr Region that the Dragon is dead. They will probably never
believe it. Those who insist that they mean this as more than
simply a pessimistic expression may be gifted with enough
precognitive ability (magical or psionic) to perceive the advent
of Egendo or Dote Mal Payne, both of whom are new and
dangerous beings active in the Trembling Plains.)

The Azeth wind priests have had ominous dreams lately. (True -
See Adventure Hooks: Child of the Winds.)

Last Flamesky, an entire herder clan was devoured by kreen
within sight of Azeth’s Rest. (True and False - People outside
forts tend to get devoured by trin during Flamesky season, but
few actual thri-kreen participate in these attacks.)

Dim Lands refugees are spies, come here to destroy us. (True
and False - Nearly all refugees escape in order to avoid death or
torment. Some of these refugees are in fact former templars or

12

14

15

16

17

19

former members of Eldaarich’s secret police who found
themselves on the wrong side of what passes for law in
Eldaarich. However, some refugees are active spies of the Savak,
Eldaarich’s secret police. These spies send information back to
their homeland and assassinate other Eldaarish refugees
(mostly former Savak agents) who know too much and must be
silenced.)

Daskinor trains Dimlanders in unarmed combat so that they can
infiltrate our lands and destroy us. (False - Daskinor’s Red
Guards burn people alive for possessing weapons, even a dagger
or a sling. The Dimlanders teach themselves unarmed combat
skills because their lives depend on it; the strong prey on the
weak.)

Unarmed fighting skills are part of the Eldaarish religion. (True
and False - While Eldaarich’s Haleban templars pretend that
there is a single unifying “Eldaarish Religion,” there might be
more cults in Eldaarich than in any other city on Athas. However,
many of these cults do teach martial arts, and two of these cults
once taught their followers to become soulknives.)

More refugees than ever are escaping the Dim Lands these days,
and more and more of them have strange and terrible psionic
powers. (True - Daskinor recently ordered that persons
demonstrating psionic abilities be imprisoned or put to death.
Consequently, Eldaarish persons with the most flashy and overt
psionic abilities are fleeing for their lives.)

Daskinor is experimenting with the Eldaarish people and
creating psionic monsters. (False - Eldaarish are no more prone
to psionics than any other people in the Dim Lands. Recently, a
disproportionate number of refugees possess psionic powers,
because Daskinor has ordered such persons imprisoned or put
to death. Some of these persons have escaped Daskinor’s
dungeons; others have lived as fugitives since Daskinor’s decree
and finally despaired of the decree being reversed. Others
managed to keep their psionic abilities a secret, but were
recently unmasked, and fled for their lives.)

Some crazy refugee woman bought my entire herd, in gold
pieces, and then she took my husband, my children, and half of
my clan! (True - Most herders are satisfied with their crodlu,
sygra, and aprig herds, but Pfadra Zkeet is a herder of men. It is
also true that Pfadra is mentally ill; she suffers from fugue, does
not know who she is, and does not care to remember. See
Adventure Hooks: Herder of Men.)

There’s a powerful defiler in the Trembling Plains. (True - One of
the bandits that Pfadra won as a thrall is a defiler)

Adventure Hooks

Gone Astray; Herder of Men; Save Our Well

Gith, Filthspit Tribe

Filthspit Warrior

Standing hunched before you is a vaguely reptilian humanoid with
hairless, greenish-gray skin and jet-black lidless eyes. The creature
seems to be chewing something very disgusting.
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Filthspit Warrior

CR 1/2

Male gith warrior 1
CE Medium humanoid (gith)
Init +6; Senses low-light vision; Listen +0, Spot +0

Languages Gith
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AC 16, touch 12, flat-footed 14

(+2 Dex, +2 armor, +2 natural)

hp 4 (1 HD)

Fort +2, Ref +2, Will +0

Speed 30 ft. (6 squares)

Melee spear +2 (1d8+1/x3) or

Ranged spit +3 (poison)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +2

Atk Options poison (filthspit, DC 16, 1d6 Con/1d6 Con)
Combat Gear spear, 3 doses of filthspit poison
Abilities Str 12, Dex 15, Con 11, Int 7, Wis 10, Cha 6
Feats Improved Initiative

Skills Climb +3, Hide +6, Jump +13, Move Silently +6
Possessions combat gear plus leather armor

This is the most common member of any filthspit tribe.

The filthspit warrior presented here had the following ability
scores before racial adjustments: Str 12, Dex 13, Con 11, Int 9,
Wis 10, Cha 8.

Strategies and Tactics

Filthspit warriors usually ambush their prey, attempting to
leap into the fray and spit on their opponents before thrusting

their spear at them. Gith are not very brave and withdraw
if they are outnumbered.

Creatures and Allies

Gith are hated by most intelligent Athasian races and
usually keep to themselves.

Sample Encounters

The Filthspit are usually encountered around the Basalt
Barrens. Filthspit gith are only encountered outside their
camps in groups. Since gith are not very strong or
cunning, they often rely on superior numbers or
ambushes to succeed.

Gith Ambush (EL 6): A group of five gith warriors (ToA,
pg 71) led by a 3d-level gith Fire cleric waits from higher
ground for incautious travelers to pass by.

History

The Filthspit derive their name from their habit of
scavenging corpses from the desert wastes. They eat what
they can of the dead, then place the remaining body parts
and bones in enclosed buildings within their camp, where
the remains grow molds and diseases of decay.
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The Filthspit have learned which of these fungi they are
immune to and they will often fill their cheeks with chewed-
up disease-bearing fungi before battle, spitting the globs of
spittle and fungi at opponents in melee.

The Filthspit live in a camp that was once used by Keltis’
army as it marched south from the Thunder Mountains.
Turrjahk leads the Firthspits; his father was the first gith to
discover the fungi-spitting technique, and their family has
used this fact to dominate the tribe. Each of the four families
lives in a different quarter of the old army camp, pitching
their filthy hide yurts among the sand-washed remains of the
few stone buildings.

Environment: Filthspits can be found in any environment
within the Trembling Plains, although they are much more
common around their camp in the Basalt Barrens.

Typical Physical Characteristics: Like other gith, the
Filthspits are tall and lanky, but because they’re usually in a
crouching stance, they only stand about 5 feet tall.

Alignment: Filthspit gith are bloodthirsty, savage, and cruel,
taking pleasure in the suffering of others. Therefore, they are
usually chaotic evil.

Typical Treasure

Gith have standard treasure for their Challenge Rating. They
usually have great interest in magic and psionic items. Bards
would probably pay a hefty price to discover how to
reproduce their poison.

Filthspit Lore

Characters with ranks in Knowledge (local [Trembling
Plains]) or Knowledge (nature) can learn more about the
Filthspit gith. When a character makes a successful skill
check, the following lore is revealed, including the
information from lower DCs.

Knowledge (Local [Trembling Plains])

DC Result

10 This is a Filthspit gith, member of a tribe that inhabits the
northern Trembling Plains.

15 The Filthspit get their name from their diseased spit.

20 Kurn’s Healers Clave has offered a reward to anyone who brings
samples of the mushrooms, fungi, and plants that the Filthspit
tribe use to cultivate their diseased spittle.

Knowledge (Nature)
DC Result

10 Thisis a gith, a savage humanoid creature. This result reveals all
humanoid traits.

15 Gith usually ambush their prey in massive numbers, jumping
recklessly at their foes.

20 A gith will eat anything and they stay in one place until they’ve
stripped everything they can before moving on to somewhere
else.

Adventure Hooks

My Kingdom for a Spittoon

Giant, Squid-head

Squid-head Giant

Striding through the silt towards you is a hulking humanoid with
a gray rubbery head that sports a number of writhing tentacles. As
it catches sight of you, the giant hefts a large rock and prepares to
throw it.

Squid-head Giant CR 12
NE Huge giant (psionic)
Init +1; Senses low-light vision; Listen +8, Spot +8
Languages Giant
AC 22, touch 9, flat-footed 21
(-2 size, +1 Dex, +2 armor, +11 natural)
hp 148 (15 HD)
Fort +14, Ref +6, Will +7
Speed 40 ft. (6 squares), Swim 40 ft.
Melee spear +20 (2d8+10/x3) or
Melee slam +19 (1d8+10) or
Melee tentacle +19 (1d6+10) or
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Melee bite +19 (2d6+10) or

Ranged rock +10 (2d8+10)

Space 15 ft.; Reach 15 ft.

Base Atk +11; Grp +33

Atk Options constrict (1d8+10), improved grab, ink spray
(DC 15), rock throwing

Combat Gear spear

Psi-Like Abilities 3/day - adapt body, aura sight, biofeedback
(damage reduction 6/-*), clairvoyant sense, conceal
thoughts (self only), detect hostile intent, ego whip (4d4
Cha, DC 20%), know direction and location, offensive
precognition (+4 bonus*), thought shield (power
resistance 25, 13 rounds*) ultrablast (15d6, DC 19%).
Manifester level 15th. The save DCs are Charisma-based

Abilities Str 31, Dex 12, Con 21, Int 7, Wis 14, Cha 15

Feats Alertness®, Cleave, Combat Reflexes, Dichard®,
Endurance®, Great Cleave, Power Attack, Toughness (2)B,
Weapon Focus (spear)

Skills Climb +12, Jump +12, Listen +8, Spot +8, Survival +8,
Swim +18

Possessions combat gear plus silt horror leather armor, net
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Squid-head giants are a type of beasthead giant native to the
coastal areas near the Trembling Plains. Today, they largely
dwell along the coast of the Siltflow Canyons, just north of
Silt Side and the Storm Coast, and the narrow sandbars and
islets offshore of Thorlo’s ruins.

Strategies and Tactics

Squid-head giants usually attack their foes with thrown rocks
before moving into melee range and attacking with their
great strength. The giants use their spears and impressive
reach to keep enemies at arm’s length, but attack foes that
come too close with their tentacles. If hard pressed, a squid-
head giant will use their ink spray to blind their foes.

Creatures and Allies

The squid-head giants mostly keep to themselves and avoid
other intelligent races; they have learned to be especially
careful of Eldaarich’s Kulag fleet.

Sample Encounters

Squid-head giants are usually encountered around the
Siltflow Canyons, just north of Silt Side. The giants will avoid
attacking especially powerful-looking groups or slit
skimmers, but will quickly move to attack lone individuals
or parties that look weak.

Lone Squid-head Giant (EL 12): A lone squid-head giant,
foraging for silt mussels or silt spawn.

Clan of Squid-head Giant (EL 15): A group of three squid-
head giants, hunting for prey along the coast.

History

Squid-head giants have lived along the coast of the
Trembling Plains since the Green Age, when the Sea of Silt
was still known as the Sunrise Sea.

During the Time of Magic, Thorlo’s King Ungild VI pressed
squid-head giants from nearby islands into the city’s army as
mamluks. These giant mamluks eventually came to dominate
Thorlo, capturing the royal family and seizing control of the
city’s government. The giants controlled Thorlo until the
apostate Rain priest Togovas led an army of Fire-worshiping
pterrans to overtake the city, driving the squid-head giants
out of the city once more.

Today, the Forgotten North's squid-head giants eke out a sad
existence, living impoverished lives along the coast of the Sea
of Silt. A number of the giants are kept as slaves at Eldaarich’s
Camp Zero, using their great strength to transport mud to the
top of the cliffs.
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Environment: Squid-head giants can be found all along
the coastal areas of Trembling Plains, although they are
much more common near the Siltflow Canyons that lie
north of the Storm Coast.

Typical Physical Characteristics: Like other giants, squid-
head giants are huge, human-shaped creatures, but squid-
heads have gray, rubbery heads and tentacles around their
mouths.

Alignment: Squid-head giants are cruel, savage, and
selfish, but they are generally far more interested in seeing
to their survival than causing others to suffer. Therefore,
they are usually neutral evil.

Typical Treasure

Squid-head giants have standard treasure for their
Challenge Rating. Much of their individual wealth is
usually tied up in their oversized weapons and armor.
Bards are often willing to pay a premium for squid-head
giant ink.

Squid-bead Giant Lore

Characters with ranks in Knowledge (local [Trembling
Plains]) or Knowledge (nature) can learn more about
squid-head giants. When a character makes a successful
skill check, the following lore is revealed, including the
information from lower DCs.
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Knowledge (Local [Trembling Plains])
DC Result

11 This is a squid-head giant, a type of beasthead giant that dwells
along the coast of the Trembling Plains region.

16 If approached carefully, the giants might be willing to trade,
looking for food and giant-sized weapons and armor.

21 Squid-head giants live on small coastal islands in the Sea of Silt
and along the coast north of Silt Side. The giants create
sanctuaries and pavilions in what they call “holy groves” of
coastal bamboo.

Knowledge (Nature)
DC Result

11 This is a beasthead giant, a huge and savage creature with the
head of an animal. This result reveals all giant traits.

16 Squid-head giants usually attack their foes with thrown rocks
before moving into melee range and attacking with their great
strength.

21 Squid-head giants get their name from the shape of their heads
- that of a squid. Squids are thought to be ancient relatives of
silt horrors and are believed to be long extinct.

Halfling, Roberind

(+10 to keep from getting lost/ in aboveground natural

Rohoerind Sniper

terrain/ following tracks)

Possessions combat gear plus shadow studded leather armor

Arrows hiss through the air but you cannot tell where they are . °
+1, gloves of Dexterity +2

coming from. —
Animal Companion kivit (To4, pg 196).

Rohorind Sniper CR 8
Male halfling fighter 2/ranger 4/elite sniper 2 . . .
CN Small humanoid (halfling) Rohorind snipers are halfling hunters, scouts, and
Init +4- Senses Listen +12. Spot +8 guardians. Almost impossible to spot in the woods, many
L ’ _— »oP outsiders are afraid to roam the Rohorind Forest because
anguages Halfling of them.
AC 19, touch 15, flat-footed 15
(+1 size, +4 Dex, +4 armor) The Rohorind sniper presented here had the following
hp 47 (8 HD) ability scores before racial adjustments, Hit Dice ability
Fort +8, Ref +11, Will +3; +2 against spells and spell-like increase, and equipment bonuses: Str 13, Dex 15, Con 12,

effects Int 10, Wis 14, Cha 8.

Speed 20 ft. (4 squares)

Ranged composite shortbow +15/+10 (1d4+1/x3) or

Ranged javelin +14/+9 (1d4+1) or

Ranged net +14 touch (entangle, PH 119)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +5

Atk Options Far Shot, poison (large scorpion, DC 18, 1d6
Str/1d6 Str), Point Blank Shot, Precise Shot, Rapid Shot,
ranged sneak attack +1d6

Combat Gear 10 javelins, composite [+1 Str bonus] shortbow
with 20 arrows, net, 3 doses of Large scorpion venom

Ranger Spells Prepared (CL 2"9):

15 - pass without trace

Abilities Str 12, Dex 19, Con 12, Int 10, Wis 15, Cha 8

SQ +4 on Wis checks that assess smell or taste, favored
terrain (forests +2), sniper, poison use, wild empathy +4
(+0 magical beasts)

Feats Endurance®, Far Shot, Rapid Shot®, Point Blank Shot,
Precise Shot?, Sniper, Track®, Weapon Focus (shortbow)?

Skills Climb +8, Hide +13, Jump +8, Knowledge (geography
[Rohorind Forest]) +5, Knowledge (nature) +5, Listen
+12, Move Silently +13, Search +5, Spot +8, Survival +8
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Strategies and Tactics

A Rohorind sniper will always shoot from concealment,
using their Sniper feat, and preferentially targeting
humans, particularly with their poisoned arrows.

Dragonfly Rider

Between the branches of surrounding trees, you catch sight of a
small humanoid riding upon a fast winged insect.

Dragonfly Rider CR6

Female halfling druid 5/psychic warrior 1
N Small humanoid (halfling, psionic)
Init +3; Senses Listen +8, Spot +4
Languages Halfling; speak with animals
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AC 16, touch 13, flat-footed 13

(+1 size, +3 Dex, +2 armor)

hp 27 (6 HD)

Fort +6, Ref +4, Will +8; +2 against spell and spell-like
effects

Speed 20 ft. (4 squares); Ride-By Attack, woodland stride

Melee lance +3 (1d6/x3) or

Ranged javelin +5 1d4(1d4) or

Ranged shortbow +5 (1d4/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp -1

Atk Options Mounted Combat, poison (giant wasp, DC 18,
1d6 Dex/1d6 Dex), Spirited Charge

Special Actions spontaneous casting (nature’s ally spells),
wild shape 1/day (5 hours)

Combat Gear 10 javelins, shortbow with 20 arrows, lance, 3
doses of giant wasp poison

Druid Spells Prepared (CL 5t):

34 - cure moderate wounds, snare

2% fog cloud, hold animal (DC 16), resist energy

18t - charm animal (DC 15), cure light wounds, entangle (3)
(DC 15), magic fang

0 - cure minor wounds (2), detect poison, know direction,
mending

Power Points/Day 2; Psychic Warrior Powers Know (ML
1%Y:

15t - chameleon

Abilities Str 11, Dex 16, Con 10, Int 12, Wis 18, Cha 8

SQ animal companion, link with companion, share spells,
trackless step, wild empathy +6 (+2 magical beasts)

Feats Mounted Archery, Mounted Combat, Ride-By Attack,
Spirited Charge®

Skills Climb +2, Concentration +9, Handle Animal +4, Hide
+8, Jump +2, Knowledge (nature) +10, Listen +8, Move
Silently +10, Ride +12, Spot +4, Survival +11 (+13 in
aboveground natural terrain)

Possessions combat gear plus leather armor, periapt of

Wisdom +2, military saddle

Animal Companion dire bat (MM, pg 62).

Giant Dragonfly CR 4

Always N Large vermin
Init +3; Senses darkvision 60 ft.; Listen +0, Spot +5
Languages —

AC 17, touch 12, flat-footed 14
(-1 size, +3 Dex, +5 natural)
hp 38 (7 HD)

Fort +6, Ref +5, Will +2

Speed 10 ft. (2 squares), fly 60 ft. (poor)

Melee bite +7 (1d8+4)

Space 10 ft.; Reach 5 ft.

Base Atk +5; Grp +12

Atk Options devour, improved grab, rake 1d6+1
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Abilities Str 16, Dex 16, Con 13, Int —, Wis 11, Cha 3
Skills Spot +5

Devour (Ex) Once a giant dragonfly has achieved a hold, it

automatically deals bite damage each round it maintains
the hold.

Improved Grab (Ex) To use this ability, a giant dragonfly
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a
hold and can rake with two claws.

Rake (Ex) Attack bonus +7 melee, damage 1d6+1.

Dragonfly riders are support casters that join battles when
snipers are not capable of taking their prey down or when
a particular foe is too powerful. Like other Rohorind
halfling druids, dragonfly riders will not fight against
fellow Rohorind halflings except for renegades and those
who are seen working with outsiders; they will not even
offer surveillance services for one Rohorind halfling group
against another. Similarly, Rohorind halflings will not
attack a Rohorind halfling druid, since druids act as sacred
messengers between tribes.

The dragonfly rider presented here had the following
ability scores before racial adjustments, Hit Dice ability
increase, and equipment bonuses: Str 13, Dex 14, Con 10,
Int 12, Wis 15, Cha 8.

Strategies and Tactics

A dragonfly rider uses entangle or snare from a safe height
and then uses poisoned arrows to strike helpless
entangled enemies. If out of spells but confident that their
enemies are weak, a dragonfly rider uses Ride-By Attack
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to pick off individuals with their lance. If they feel threatened,
a dragonfly rider uses their superior speed to escape,
abandoning their landbound allies if necessary, in order to
save their own life and to convey tactical information to their
tribe and allies.

Cther Creatures and Allies

In addition to the tactics mentioned earlier, Rohorind
halflings associate with a number of creatures.

Halflings (ToA, pg 88): These make up the bulk of a Rohorind
halfling tribe.

Sample Encounter

Rohorind halflings are usually found in the Rohorind Forest,
but might also be encountered in the western White
Mountains.

Mounted Scout (EL 7): One dragonfly rider, one giant
dragonfly. This lone dragonfly rider may be scouting ahead
of a larger group of halflings, but most likely is exploring the
forest for spell components or delivering a message to
another halfling tribe.

Rohorind Sniper (EL 8): One Rohorind sniper. This lone
sniper is settled into position.

Rohorind Patrol (EL 10): One Rohorind sniper, followed by
one Mounted Scout (see above encounter) and eight 1+*-level
halfling warriors (ToA, pg 88) patrol the woods.

History

The Rohorind halflings descend from refugees that escaped
the ruins of Basrai during the Cleansing Wars. Like many of
the halflings of the Forest Ridge, they have forgotten most of
their ancient history in the struggle to survive. Those
Rohorind halfling tribes that were driven from Oronha
Valley do remember that part of their history, and retain a
special hatred for Kurnans.
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Environment: Rohorind halflings inhabit the Rohorind
Forest, located west of the Snow Crown Mountains, in
huts built in the canopies of the Rohorind’s massive trees.

Typical Physical Characteristics: A Rohorind halfling is
about 3 to 3 1/2 feet in height and weighs around 55
pounds. Their hair and skin is usually covered with leaves
and natural dyes.

Alignment: A Rohorind halfling is often neutral.
Typically, 50% of a tribe will be neutral-aligned, and 40%
will share the alignment of the tribe’s leader. Like Forest
Ridge halflings, Rohorind halflings tend to have no mercy
or pity towards non-halflings, and they are fiercely loyal
to each other within their tribe, but unlike the halflings of
the Forest Ridge, they often war with other halfling tribes.

Typical Treasure

Rohorind halflings have standard treasure for their
Challenge Rating. Rohorind warriors usually adorn
themselves with trinkets from fallen foes.

Roberind Halfling Lere

Characters with ranks in Knowledge (local [Rohorind
Forest]) can learn more about Rohorind halflings. When a
character makes a successful skill check, the following lore
is revealed, including the information from lower DCs.

Knowledge (Local [Rohorind Forest])
DC Result

11 This is a halfling, a savage humanoid that belongs to the
Rohorind tribe. This result reveals all humanoid traits.

16 Most people are wary to enter the Rohorind forest because
of the halfling snipers and dragonfly riders that dwell in the
woods.

21 Most halflings employ poisons from the creatures that
inhabit their domain.

Adventure Hooks

Blank Map, Empty Bellies; Silver, Silver Everywhere, and
Nary a Bite to Eat
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Hogalayan

Egendo of Carsys ruined the dwarven city of Hogalay during
the Cleansing Wars. All of the undead in Hogalay, both
human and dwarven alike, share certain characteristics from
having stayed in this city for over 2,000 years.

Hortruly Hammerfall

Entering the temple, two pairs of glowing red eyes stare out of the
darkness. Out of the shadows walks a dwarf, striated muscles
rippling exposed by his missing skin. A dark metal breastplate,
ancient but still gleaming, obscures his broad chest, but there’s no
mistaking the large iron battleaxe in his left hand. Next to him floats
the ghostly figure of a dwarven woman; she speaks to you saying,
“Who enters this holy Earth temple?”

Hortruk Hammerfall CR 13

attack that does not provoke an attack of opportunity. If he
hits, the victim suffers 13d6 points of nonlethal damage
and becomes fatigued. A creature that makes a Fortitude
save reduces the damage by half. The nonlethal damage
cannot be recovered until the creature drinks its daily
requirement of water.

Enduring Focus (Su) Even if the Hortruk is destroyed, he
rises again the following sunset. The only way to
permanently destroy him is to complete the task he could
not. Killing Hortruk Hammerfall in the Gray prevents him
from returning to life.

Gaze of Frenzy (Su) Living creatures within 30 ft. that meet
Hortruk’s gaze must make a Will save or enter an
uncontrollable frenzy for 2d6 minutes. During this time,
victims attack the nearest creature as though confused; if
no creatures are nearby, a victim goes in search of foes. An
affected creature never attacks the banshee while in a
frenzy. Whether or not the save is successful, that creature
cannot be affected again by his gaze for 24 hours unless he

Male dwarf banshee fighter 4/cleric 4

LE Medium undead (augmented humanoid, dwarf, psionic)
Init +0; Senses darkvision 60 ft.; Listen +12, Spot +12
Languages Common, Dwarven

actively gazes at it. Once per day as a full-round action,
Hortruk Hammerfall can actively gaze at all creatures
within 30 ft. Each must make a Will save or frenzy.
Immunity to Bane (Ex) Hortruk is immune to the type of
damage that originally killed him (piercing damage).

AC 26, touch 10, flat-footed 26

(+5 natural, +7 armor, +4 shield)

hp 68 (8 HD); DR 15/magic

Immune piercing damage, undead immunities

Resist fire 10; stability (+4 bonus against bull rush or trip)

Fort +8, Ref +2, Will +7; +2 against spells and spell-like
effects

Speed 20 ft. (6 squares)

Melee slam +14/+9 (1d6+7) or

Melee +2 iron battleaxe +16/+11 (1d8+9)
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +14

Atk Options dehydrating touch, gaze of frenzy, Cleave,
Combat Reflexes, Improved Sunder, Power Attack

Combat Gear +2 iron battleaxe

Psi-Like Abilities (ML 8™):

3/day - hostile empathic transfer (80 hp, DC 15%), inflict pain
(3 targets, DC 16%*), recall agony (7d6, DC 16%*)

*Power augmented for Hortruk’s manifester level.

Abilities Str 24, Dex 10, Con —, Int 12, Wis 15, Cha 15

SQ enduring focus, Gray toughness 2, undead traits

Feats Cleave®, Combat Casting, Combat
Endurance, Improve Sunder®, Power Attack®

Skills Intimidate +7, Concentration +9, Craft +6, Heal +7,
Knowledge (religion) +7, Spellcraft +7, Listen +12, Spot
+12

Possessions combat gear plus iron breastplate +2, iron
heavy shield +2

Reflexes,

Dehydrating Touch (Su) Hortruk can drain the moisture
from a living creature as a standard action, making a touch
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Hook “Guess who’s coming to dinner? YOU ARE!”

Hortruk Hammerfall is undead, a dwarven banshee. In
life, he was a cleric of Earth and a stalwart defender of the
temple that is his eternal resting place. His armor and axe
are covered with runes of his faith and his eyes burn with
a cold malicious light. He is sullen and gruff. Hortruk
Hammerfall is quick to anger and prone to attack
interlopers on sight.

Even in undeath, Hortruk has held fast to his faith in the
Earth lords, and has so far refused to make a pact with
either Magma or Silt.

Terrasi Hammertfall

“Have you come with questions for the Lords of Earth, or have
you come to steal from us?” asks the ghostly dwarven female.
She floats forward. “If for the latter, then you will meet your
doom.” Her form rises above you and a creature of ectoplasm
takes shape before your eyes.
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Terrasi Hammerfall CR11

Female dwarf raaig shaper 8

LE wundead (augmented humanoid, dwarf, psionic,
incorporeal)

Init +4; Senses darkvision 60 ft.; Listen +7, Spot +7

Languages Common, Dwarven; tongues

AC 12, touch 12, flat-footed 12

(+2 deflection)

Miss Chance 50% (incorporeal)

hp 84 (8 HD); DR 10/magic

Immune undead immunities

Resist stability (+4 bonus against bull rush or trip)

Fort +2, Ref +2, Will +7; +2 against spells and spell-like
effects

Weakness bound to area, vulnerability to wood

Speed 20 ft. (4 squares), fly 50 ft. (perfect) (10 squares)

Melee (corporeal only) claw +6 (1d6+2 plus disease)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp - (+6)

Atk Options disease (red ache, DC 15, 1d3 days, 1d6 Str),
Empower Power

Special Actions Boost Construct, Psionic Meditation

Power Points/Day 70, Psion Powers Known (ML 8t):

4" _ mindwipe (DC 17)4, telekinetic maneuver (DC 17)%,
wall of ectoplasm

31 _ dispel psionics, energy burst (DC 16)*, psionic repair
damage, time hop

27 - biofeedback, ego whip (DC 15)2, psionic identify,
swarm of crystals (DC 15)A

18t - astral construct, detect psionics, force screen, mind
thrust (DC 14)A, vigor

AThe save DCs for these powers might increase with the use
of augments

Spell-Like Abilities (CL 8™):

At will - bless weapon, cure moderate wounds, invisibility

Abilities Str —, Dex 10, Con —, Int 16, Wis 12, Cha 13

SQ Gray toughness 4,
corporeality, undead traits

incorporeal ftraits, temporary

Feats Boost Construct, Combat Manifestation, Improved
Initiative, Empower Power®, Psionic Meditation®

Skills Bluff +10, Concentration +11, Craft +11, Knowledge
(psionics) +11, Listen +7, Psicraft +13, Search +9, Sense
Motive +17, Spot +7

Bound to Area (Su) If Terrasi strays more than 500 ft. from
her temple she begins to weaken her bond to the Gray.
Each day she is away, she gains a negative level. When
Terrasi‘s negative levels equal her HD, she is destroyed.
When she returns to her temple, she recovers 1 negative
level per day.

Enduring Focus (Su) Even if the Terrasi is destroyed, she
rises again the following sunset. The only way to
permanently destroy her is to complete the task she could
not. Killing Terrasi Hammerfall in the Gray prevents her
from returning to life.
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Temporary Corporeality (Su) Terrasi Hammerfall can
become corporeal as a standard action, seemingly
becoming flesh and blood. In corporeal form, she loses the
incorporeal subtype, her deflection bonus to armor class
becomes a natural armor bonus, and she has a Strength
score equal to her Strength in life +2. When corporeal she
makes 2 claw attacks (adjusted by her Strength). She can
grapple creatures and manipulate objects. Terrasi
Hammerfall can become incorporeal again as a standard
action.

In the Gray, Terrasi Hammerfall is forced into corporeal
form; she cannot exist there in incorporeal form.

Vulnerability to Wood (Ex) Terrasi’s damage reduction can
be bypassed by wooden weapons.

Hook “Who enters this holy Earth temple?”

Terrasi Hammerfall was a talented shaper when she was
alive. She shaped her constructs to resemble earth
elementals in reverence to the element she worshiped.
Now an undead, she is still just as devoted to her faith as
before. She is a counterpoint to Hortruk’s gruffness and
anger, if the PCs can talk to her and convince her that they
are there to honor the faith of Earth rather than steal from
the temple, then she will talk to them in a pleasant manner
(for an ancient undead dwarf).

Strategies and Tactics

Hortruk will enter into combat by attacking those he
perceives to be characters with the ability to turn undead.
Eliminating them first, then casters will be his priority.
Terrasi will use astral construct and ectoplasmic wall to
isolate and separate groups. She does not hesitate to fully
augment ego whip or energy burst against opponents.
Against groups, Hortruk will use his area gaze and psi-
like abilities to do maximum damage to casters to prevent
their attempts at using spells and powers. Hortruk and
Terrasi had fought together for years before undeath
claimed them, and use tactics and abilities to aid each
other.

History

When they became of courting age, Hortruk and Terrasi
met during the annual Birth of the Mountain festival.
Hortruk was a warrior priest, and Terrasi was a mystic.
Their love of the Earth faith brought them together; they
would spend their free time with one another, and quickly
fell in love. They were married within a year and were
about to start a family when Egendo the Dwarf-Butcher
began his march towards Hogalay. As the city prepared
for the assault, the two were assigned to separate parts of
the city. Hortruk took on the focus of defending the
Temple of Earth, while Terrasi’s focus was to help as many
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dwarves escape the city as she could. After three years of
siege, Egendo’s forces broke through the city walls. During
the fighting, Hortruk took a blow that was meant for Terrasi,
dying. His wife, realizing the sacrifice that was made for her,
cried out a curse on herself and those around her. They died
together, taking those who attacked the city with them. The
pair rose quickly into undeath, with Hortruk as a banshee
and Terrasi as a raaig. They guard one of the elemental Earth
temples to this day, and remain as husband and wife.

Environment: The Hammerfalls reside in the ruins of
Hogalay, and defend one of the temples of elemental Earth.

Alignment: Both of the Hammerfalls are Lawful Evil, and
have very little regard for the living. They assume that
anyone entering their domain is there to take from them.
Only dwarves and obvious worshipers of elemental Earth
can avoid being attacked when first encountered.

Typical Treasure

The two dwarves protect the treasures of the Temple of
Elemental Earth in Hogalay. It is one of the few places that
were not looted by those who sacked the city thousands of
years ago.

Typical items found include enchanted metal weapons, often
with the bane, keen, disruption, and holy special abilities.

Armors typically possess the sonic resistance, fortification,
and etherealness abilities.

Hogalayan Lore

Characters with ranks in Knowledge (religion) can learn
more about Hogalayans. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Religion)

DC Result

20 These creatures are undead, one is a dwarven banshee, the
other is a raaig. This result reveals all undead traits.

25 These two creatures are Hortruk and Terrasi Hammerfall, two
dwarves that died in the sack of Hogalay. They will show favor
towards Earth worshipers and dwarves.

30 These dwarves have knowledge of the ancient past and know
about Egendo the first Butcher of Dwarves. They know the
secrets of Hogalay and will give the history of the city to those
who worship Earth.

Adventure Hooks

Gone Astray; Home Sweet Hogalay

House Azeth

Azetb Bard

A slender woman in a House Azeth tunic gazes confidently at you
from her place in the inix howdah. Her features suggest mixed
human and elf ancestry, and she carries herself with confidence and
dignity.

Azeth Bard CR 4

Female half-elven bard 4

LN Medium humanoid (elf, psionic)

Init +3; Senses low-light vision; Listen +8, Spot +8
Languages Baazrag, Common, Eloy, Elven, Kurnan
AC 17, touch 13, flat-footed 14

(+3 Dex, +4 armor)

hp 18 (4 HD)

Fort +5, Ref +7, Will +4

Speed 30 ft. (6 squares)

Melee bard’s friend +3 (1d4/18-20) or

Ranged mwk splashbow +7 (1d4 plus1d6 fire) or
Ranged mwk fixed crossbow +7 (2d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp 13
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Atk Options poison (black adder, DC 11, 2d6 Con/ 2d6 Con),
Quick Draw

Special Actions bardic music 4/day (countersong, fascinate 2
creatures, inspire competence, inspire courage +1)

Combat Gear masterwork fixed crossbow, masterwork
splashbow, potion-fruit of darkvision, 2 potion-fruits of
cure light wounds, 2 potion-fruits of delay poison, 6 doses
of black adder poison

Power Points/Day 2: Hidden Talent Powers Known (ML 15%):

1 - prevenom weapon (DC 13)

Abilities Str 10, Dex 16, Con 13, Int 12, Wis 10, Cha 14

SQ bardic knowledge +4, poison use, trade secret (poison
dealer)

Feats Hidden Talent, Exotic Weapon Proficiency
(splashbow), Quick Draw®

Skills Bluff +5, Craft (poisonmaking) +7, Diplomacy +7,
Disguise +2 (+4 impersonating elves or humans), Gather
Information +5, Heal +3, Intimidate +4, Listen +8,
Perform +9, Ride +8, Sense Motive +7, Sleight of Hand
+5, Spot +8

Possessions combat gear plus bard’s friend, 20 +/ distance
hinged pelota with alchemist’s fire splash-globes, chitin
armor +1, 45 Cp.
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Loyal House Azeth agents who were often born into the
Azeth family, Azeth bards tend to lead groups of friends and
mercenaries such as the inix war howdah team.

The Azeth bard presented here had the following ability
scores before racial adjustments and Hit Dice ability
increases: Str 10, Dex 14, Con 13, Int 12, Wis 10, Cha 16.

Strategies and Tactics

Azeth bards keep watch and usually have a leadership role,
even though in combat they often take on seemingly
subordinate roles, such as loading the crossbows for more
combat-oriented individuals, and using bardic music to
inspire their allies.

Azetbh Wind Priest

This human sporting the House Azeth symbol is dressed as a wind
priest.

Azeth Wind Priest

Male human cleric 4

N Medium humanoid (human, psionic)
Init +2; Senses Listen +3, Spot +3
Languages Common, Eloy

AC 14, touch 12, flat-footed 12

(+2 Dex, +2 armor)

hp 18 (4 HD)

Resist +4 bonus against bull rush and trip

CR 4
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Fort +4, Ref +3, Will +7

Speed 30 ft. (6 squares)

Ranged hand crossbow +5 (1d4/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Special Actions fireedom of movement 4 rounds/day,
Inquisitor, spontaneous casting (cure spells), turn undead
4/day (+1, 2d6+5, 4™)

Combat Gear hand crossbow with 50 bolts

Cleric Spells Prepared (CL 4™"):

2" - eye of the storm®, silence, sound burst, zone of truth

1%t - bless element, comprehend languages, cooling canopy,
divine favor, gust of wind®,

0 - create element, guidance (2)

D: Domain spell. Element: Air. Domains: Furious Storm,
Soaring Spirit

Power Points/Day 2: Hidden Talent Power Known (ML 1%):

15t - inertial armor

Abilities Str 8, Dex 14, Con 10, Int 13, Wis 16, Cha 12
SQ treated as one size larger against wind effects
Feats Hidden Talent, Inquisitor, Negotiator

Skills Concentration +7, Diplomacy +11, Heal +8,
Knowledge (the planes) +6, Sense Motive +10

Possessions combat gear plus leather armor

Hook “There is an ill wind in your voice.”



Faces of the Forgotten North

Many Azeth wind priests accompany the house’s caravans,
both as a good luck charm and to use their ability to notice
lies.

The Azeth wind priest presented here had the following
ability scores before racial adjustments and Hit Dice ability
score increases: Str 8, Dex 14, Con 10, Int 13, Wis 15, Cha 12.

Strategies and Tactics

An Azeth wind priest usually stays as far from combat as
possible, instead using divine favor to increase their accuracy
and offensive spells like gust of wind and sound burst to help
the melee combatants. They also serve as combat medics for
the wounded.

Wind Priest — Child Variant

A child dressed in flowing priestly robes gives you a piercing
glance.

Azeth Wind Priest, Child

Male human cleric 1

CR1

N Small humanoid (human)

Init +1; Senses Listen +1, Spot +1
Languages Common

AC 12, touch 12, flat-footed 11

(+1 size, +1 Dex)

hp 3 (1 HD)

Resist +4 bonus against bull rush and trip
Fort +1, Ref +1, Will +3

Speed 20 ft. (4 squares)

Ranged hand crossbow +2 (1d4/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp -1

Special Actions fieedom of movement 1 round/day,
spontaneous casting (cure spells), turn undead 3/day (+0,
2d6+1, 1%Y)

Cleric Spells Prepared (CL 1%):

1%t - bless element, divine favor, gust of wind®

0 - create element, guidance

D: Domain spell. Element: Air. Domains: Furious Storm,
Soaring Spirit

Abilities Str 8, Dex 12, Con 9, Int 10, Wis 13, Cha 11

SQ treated as one size larger against wind effects

Feats Negotiator, Open Minded

Skills Concentration+2, Diplomacy +5, Heal +4, Hide +5,
Knowledge (the planes) +1, Sense Motive +3

Possessions hand crossbow with 20 bolts

Hook “He’s lying to you, uncle!”

A surprising number of House Azeth family members are
taken by the winds when they are children. Being of such
a young age, they have no fixed duties within House
Azeth, but other members of the House take their advice
seriously when they take an interest in matters.

The Azeth child wind priest presented here had the
following ability scores before racial adjustments: Str 8,
Dex 12, Con 9, Int 10, Wis 13, Cha 11.

Strategies and Tactics

As an adult Azeth wind priest, except that among
strangers, a child wind priest tends to hide their abilities
and act like any other child.

Azetb Team Driver

A tall, slender man riding a kank, this warrior is too solidly built
to be a full-blooded elf.

Azeth Team Driver CR3

Male half-elf ranger 2/psychic warrior 1

NG Medium humanoid (elf, psionic)

Init +2; Senses low-light vision; Listen +8, Spot +8
Languages Eloy, Elven

AC 16, touch 12, flat-footed 14
(+2 Dex, +4 armor)

hp 19 (3 HD)

Fort +7, Ref +5, Will +2
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Speed 30 ft. (6 squares)

Melee lance +3 (1d6+1/x3) or

Melee carrikal +3 (1d6+1/x3) or

Ranged fixed crossbow +4 (1d12/19-20) or

Ranged light crossbow +4 (1d8/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp 13

Atk Options Mounted Combat, Rapid Shot, Ride-by Attack,
Psionic Shot

Combat Gear carrikal, lance, fixed crossbow, 2 potion-fruits
of true strike, potion-fruit of cure serious wounds, potion-
fruit of keen edge

Power Points/Day 1: Psychic Warrior Powers (ML 1%%):

1t - force screen

Abilities Str 12, Dex 15, Con 14, Int 10, Wis 15, Cha 8

SQ Favored Terrain (scrub plains +2), wild empathy +1 (-3
magical beasts)

Feats Mounted Combat, Rapid ShotB, Psionic Shot®, Ride-
by Attack, Track®

Skills Concentration +4, Disguise -1 (+1 impersonating
humans), Listen +8, Handle Animal +7, Ride +8, Survival
+10, Spot +8

Possessions combat gear plus 10 +/ crossbow bolts of

distance, 10 +1 crossbow bolts of thunder, masterwork
chitin armor, howdah of missile barrier*

Favored Terrain A team driver receives a +2 bonus to Hide,
Knowledge (Nature), Move Silently, Spot and Survival
checks made within their favored terrain.

Azeth War Inix
Always N Large animal
Init +2; Senses low-light vision; Listen +10, Spot +8
Languages —

CR 4

AC 21, touch 11, flat-footed 15; Dodge
(-1size, +2 Dex, +6 natural, +4 armor)
hp 59 (7 HD)

Fort +9, Ref +7, Will +4

Speed 50 ft. (10 squares)

Melee bite +10 (1d6+6) or

Melee tail slap (1d4+6)

Space 10 ft.; Reach 5 ft. (10 ft. with tail)
Base Atk +4; Grp +14

Atk Options Combat Reflexes, improved grab, swallow
whole

Abilities Str 22, Dex 15, Con 19, Int 2, Wis 14, Cha 8
SQ improved carrying capacity

Feats Alertness, Combat Reflexes, Dodge

Skills Listen +10, Spot +8

Azeth team drivers act both as couriers and as cavalry,

forming part of Azeth’s inix teams, and often driving kank

7

wagons as well. They usually ride a special breed of inix
that the Eloy, especially Teima’a’ani’s clan, herd and
breed. Azeth’s inix howdahs and kank wagons are
equipped with fixed crossbows.

The Azeth team driver presented here had the following
ability scores before racial adjustments: Str 12, Dex 13, Con
14, Int 10, Wis 15, Cha 10.

Azeth Team Driver — Cart Variant

The Azeth team driver is best suited to driving kank and mekillot
wagons.

Use the Azeth team rider stats from above, with the
following changes:
Skills Concentration +4, Handle Animal +6, Survival +3,
Spot +8

Strategies and Tactics

When engaging in combat with a group at long range, an
Azeth team driver uses their potion-fruits of keen edge early
in the combat, since keenness increases the usefulness of
the bolts of thunder. Azeth teams group their crossbow
bolts together in groups of 50 so that multiple team
members can take advantage of the keen edge effect. The
driver uses their Psionic Shot on whatever foe looks most
threatening and least armored, and then either closes to
make ride-by attacks with their lance or maintains a
distance from foes so that the team can continue to use
missile attacks.

Baazrag Runner

Moving towards you through the scrublands on its legs and
knuckles at an unbelievable pace, this broad-shouldered, furry,
hunchbacked creature looks like it could tower over you if it were
to stand up straight. Its filthy cloak, spattered with dried mud
and bits of dried scrubweed, opens in the front to reveal
masterfully crafted well-fitting chitin armor. It carries a silver
whistle in its mouth, an enormous spear in its hand, and has a
massive bow and quiver resting on its back.

Baazrag Runner CR5

Male baazrag barbarian 1/psychic warrior 2
N Large monstrous humanoid (psionic)
Init +2; Senses low-light vision; scent; Listen +3, Spot +6
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Languages Baazrag, Eloy

AC 18, touch 11, flat-footed 16

(-1 size, +2 Dex, +2 natural, +5 armor)

hp 61 (7 HD)

Fort +6, Ref +7, Will +8

Speed 50 ft. (10 squares), Climb 20 ft.; Psionic Charge,
Speed of Thought

Melee spear +10 (2d6+7/x3) or

Melee slam +10 (1d4+5) or

Melee spear +10/+5 (2d6+7/x3) and bite +5 (1d6+2) or

Melee 2x slam +10 (1d4+5) and bite +5 (1d6+2) or

Ranged +1 composite longbow +8/+3 (2d6+6)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +15

Atk Options improved grab, rage 1/day (8 rounds), Stand
Still
Special Actions Rotate Lines

Combat Gear spear, +1 composite longbow with 40 arrows,
potion-fruit of flaming arrow, potion-fruit of cure
moderate wounds, potion-fruit of enlarge person

Power Points/Day 4: Psychic Warrior Powers Known (ML
2nd):

15t - biofeedback, skate

Abilities Str 21, Dex 15, Con 16, Int 4, Wis 16, Cha 2

SQ fast movement, speech difficulty

Feats Psionic Body®, Psionic Charge®, Rotate Lines, Speed
of Thought, Stand Still

Skills Climb +16, Concentration +4, Hide -2, Jump +6, Listen
+3, Spot +6

Possessions combat gear plus chitin armor +1, cloak of
resistance +1

When raging a baazrag runner has the following statistics
AC 16, touch 9, flat-footed 14

hp 75 (7 HD)

Fort +8, Will +10

Melee spear +12 (2d6+9/x3) or

Melee slam +12 (1d4+7) or

Melee spear +12/+5 (2d6+9/x3) and bite +7 (1d6+3) or
Melee 2x slam +12 (1d4+7) and bite +7 (1d6+3) or
Grp +17

Abilities Str 25, Con 20

Skills Climb +18, Jump +8,

Cousins to the baazrags of the Teamsters Clave in Kurn,
Azeth baazrag have dwelt in the oasis at Azeth’s Rest for
generations, as “friends of Azeth.” They make no effort to
communicate with anyone other than Azeth agents, who all
know how to speak the Baazrag language. Baazrag runners
are their clan’s elite warriors.

The baazrag runner presented here had the following ability
scores before racial adjustments: Str 15, Dex 13, Con 14, Int
10, Wis 12, Cha 8.
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Strategies and Tactics

Every baazrag on the perimeter carries a unique whistle in
its mouth, and periodically blows a brief burst to allow the
baazrag runners to know where they are. Baazrag runners
supervise the other baazrags that scout the perimeter,
using their astonishing speed to close to the scene of a
conflict or to search for team members (including other
runners) that have failed to “sound in.” Every baazrag that
reaches a scene of conflict blows long bursts with the
whistle, calling other baazrag to the fight. Even when
using their rage ability, baazrag runners use Rotate Lines
to maximize the attacks on the enemy and to minimize
their own casualties. If it becomes safe and convenient, the
runners and other baazrag may use their grapple abilities
to take an enemy leader prisoner for questioning, to use as
a hostage, or - in the case of a bandit leader or a defiler -
for hanging when the caravan returns to Azeth’s Rest.

Coril; Azeth

A handsome human in his mid thirties, Corik Azeth is somewhat
shorter and stockier than a typical Eloy or member of House
Azeth.

Corik Azeth

Male human bard 4/fighter 1/dune trader 5
LN Medium humanoid (human)
Init +1; Senses Listen +13, Spot +13

Languages Baazrag, Common, Eldaarish, Eloy, Elven,
Kurnan, Neshtap Hand Signals, Savak Drumcode

CR 10

AC 19, touch 11, flat-footed 18

(+1 Dex, +5 armor, +2 shield, +1 deflection, +1 natural)
hp 50 (10 HD)

Fort +8, Ref +6, Will +9

Speed 30 ft. (6 squares)

Melee lance +7 (1d8/x3)

Ranged repeating heavy
(1d10+1/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +7

Atk Options Mounted Combat, Ride-By Attack

Special Actions bardic music 4/day (countersong, fascinate 2
creatures, inspire courage +1, inspire competence), Quick
Draw

crossbow of thunder +9
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Combat Gear repeating heavy crossbow of thunder +1,
lance, 2 potion-fruits of flame arrow, 2 potion-fruits of
keen weapon, psionic tattoo of elfsight, psionic tattoo of
vigor (ML 9™), wand of greater invisibility (7 charges),
wand of cure light wounds (5 charges)

Abilities Str 10, Dex 12, Con 12, Int 17, Wis 12, Cha 15
SQ agent (two cohorts, up to 15th level), bardic knowledge

+7, contact 1/week, distributive bargaining, fast talk,
poison use, trade secret (coolheaded)

Feats Investigator, Leadership, Mounted Combat®,
Negotiator, Quick Draw®, Ride-by Attack, Trader

Skills Appraise +18, Bluff +18, Diplomacy +20, Disguise +3,
Gather Information +19, Intimidate +6, Knowledge (local
[Eldaarich]) +9, Listen +13, Perform (string instruments)
+13, Profession (merchant) +3, Ride +13 (+15 to stay on
saddle), Search +14, Sense Motive +13, Sleight of Hand
+3, Speak Language (Baazrag, Eldaarish, Neshtap Hand
Signals, Savak Drumcode), Spot +13, Use Magic Device
+15

Possessions combat gear plus figurine of wondrous power
(golden inix*), buckler +1, chitin armor +1, ring of
protection +1, cloak of Charisma +2, amulet of natural
armor +1, military saddle

Contact Appointment/meeting with Kerillis and, access to
purchasing spellcaster services (Makers Clave)

Hook “What do you think, Envek?”

Giant Wasp Mount CR3

Always N Large Vermin

Init +1; Senses darkvision 60 ft.; Listen +1, Spot +9
AC 14, touch 10, flat-footed 13

(-1 size, +1 Dex, +4 natural)

Immune mind-affecting effects

hp 32 (5 HD)

Fort +6, Ref +2, Will +2

Speed 20 ft. (4 squares), fly 60 ft (good)

Melee sting +6 (1d3+6 plus poison)

Space 10 ft.; Reach 5 ft.

Base Atk +3; Grp +11

Atk Options poison (DC 14, 1d6 Dex/1d6 Dex)
Abilities Str 18, Dex 12, Con 14, Int —, Wis 13, Cha 11
SQ vermin traits

Feats Fly-by Attack

Skills Listen +1, Spot +9, Survival +1

Recognized as the greatest Azeth leader in two millennia,
Corik Azeth was born an Eloy herder, but married into
House Azeth. Corik is reserved and seems to usually defer to
his counselors, but recognizes opportunity when he sees it.
He conceals his knowledge of Eldaarich and the Eldaarish
tongue, pretending not to understand it when Kerillis and
other Eldaarish templars speak in front of him.
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Corik had the following ability scores before racial
adjustments and Hit Dice ability score increases: Str 10,
Dex 12, Con 12, Int 15, Wis 12, Cha 13

Strategies and Tactics

Before entering combat, Corik uses his ability to inspire
courage in his allies. After that, he uses his wand of greater
invisibility and tries to stay as far from melee combat as
possible, using his ranged weapons after using his potion-
fruits flame arrow and keen weapon.

Cozely Azetb

A beardless older man, his right arm missing below the elbow,
stands close to Corik Azeth, his eyes seeming to miss nothing.
He wears the garb of an Eloy herder.

Cozek Azeth CR 8

Male human kineticist 7/red guard* 1
CN Medium humanoid (human, psionic)
Init +0; Senses Listen +1, Spot +1

Languages Common, Eldaarish, Eloy, Kurnan, Neshtap
Hand Signals, Savak Drumcode

AC 17, touch 10, flat-footed 17
(+5 armor, +2 shield)

hp 22 (8 HD)

Fort +4, Ref +2, Will +6

Speed 30 ft. (6 squares)

Melee mwk steel dagger +5 (1d4/19-20)

Ranged lasso +4 touch (grapple, Core Rules 54)

Ranged sling +4 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options enflame weapon, Maximize Power, Point-blank
Shot, Widen Power

Combat Gear lasso, masterwork steel dagger, dorje of energy
wall (30 charges), dorje of vigor (ML 7™, 10 charges),
potion-fruit of lighten load

Power Points/Day 60, Psion Powers Known (ML 7t"):

4t _ detonate (DC 18), inertial barrier

3" dispel psionics, energy burst (DC 17)%, energy cone (DC
17)4, energy wall (DC 17)

2% _ body equilibrium, ego whip (DC 16)%, specified energy
adaptation, energy push (DC 16)*

1%t - attraction (DC 15)A, detect psionics, mind thrust (DC
15)A, missive, vigor
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AThe save DCs for these powers might increase with the use
of augments

Abilities Str 10, Dex 10, Con 11, Int 18, Wis 12, Cha 10
SQ vow of silence

Feats Combat Manifestation®, Craft Dorje, Maximize Power,
Point-blank Shot, Widen Power

Skills Auto-Hypnosis +6, Concentration +10, Handle Animal
+6, Intimidate +7, Knowledge (local [Eldaarich]) +10,
Knowledge (local [Kurn]) +11, Profession (trader) +6,
Ride +9, Speak Language (Neshtap Hand Signals, Savak
Drumcode)

Possessions combat gear plus goggles of dust watch®,
blanket of sustenance™, amulet of non-detection, saddle of
missile barrier*®, chitin armor +1, buckler +1, three-
season cloak™

Cozek is Corik’s father. There is a secret that he keeps from
everyone except from the wind priests of House Azeth:
Cozek is an escaped Red Guard who only pretends to be
mute to hide his Eldaarish accent. Some Eldaarish people,
and Red Guards in particular, sometimes cut off parts of their
right index and middle finger in order to hide their old
identity, to the point where anyone missing those particular
fingertips is suspected of being Eldaarish and hiding their
identity. Cozek was careful to remove more than that,
namely his whole lower right arm, to allay suspicion.

Cozek had the following ability scores before racial
adjustments, age bonuses, and Hit Dice ability score
increases: Str 13, Dex 12, Con 14, Int 15, Wis 10, Cha 8.

Strategies and Tactics

Cozek stays by Corik’s side in combat, mounting his own
giant wasp when Corik rides mounted. He avoids using
abilities that would give away his Red Guard past, such as
Enflame Arrow, but he still believes that spectacular terror
and demoralizing the enemy is the quickest route to victory.
For example, if he gets the opportunity, he will use his lasso
to catch an opponent, pull the opponent into the air, and then
drop them on their allies.

Envels Azeth

This older dwarven woman wears the loose-fitting garb of an Azeth
wind priest and an exquisite silver and turquoise necklace that
spreads across her throat and chest.

80

Envek Azeth

CR 13

Female dwarf cleric 13
LG Medium humanoid (dwarf)
Init +2; Senses darkvision 60 ft.; Listen +4, Spot +19

Languages Baazrag, Common, Dwarven, Elven, Eloy,
Kurnan

AC 21, touch 13, flat-footed 19

(+2 Dex, +5 armor, +2 shield, +1 deflection, +1 natural)
hp 71 (13 HD)

Resist stability (+4 against bull rush and trip); elec 13

Fort +9, Ref +6, Will +13; +2 against poison, spells and spell-
like effects

Speed 20 ft. (4 squares)

Ranged +1 seeking composite shortbow +12 (1d6+1)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +8

Atk Options Silent Spell

Special Actions spontaneous casting (cure spells), turn
undead 4/day (+6, 2d6+17, 13™)

Combat Gear +/ seeking composite shortbow

Cleric Spells Prepared (CL 13t):

7t - chain lightning® (DC 21), elemental chariot

6™ - geas/quest, mass owl’s wisdom, summon Tyr-storm®

(DC 20)

5t - control winds®, elemental strike (DC 19), greater
command (DC 19), spell resistance

4th _ discern lies, elemental armor, ice stormP® (DC 18),
neutralize poison, tongues

3 - eye of the storm, prayer, call lightning® (DC 17), wind
wall, worm’s breath

2" _ augury, eye of the storm®, shatter (DC 16), silence (DC
16), sound burst (DC 16), zone of truth (DC 16)

1t - bless, cooling canopy, deathwatch, endure elements,
gust of wind® (DC 15), obscuring mists

0 - create element (3), detect magic, detect poison, guidance

D: Domain spell. Element: Air. Domains: Furious Storm, Sky
Blitz

Abilities Str 8, Dex 14, Con 13, Int 14, Wis 18, Cha 12

SQ dwarven focus, treated as one size larger against wind
effects

Feats Combat Casting, Disciplined, Maintenance Focus*,
Negotiator, Silent Spell

Skills Concentration +14, Diplomacy +10, Knowledge
(religion) +7, Knowledge (the planes) +7, Listen +19,
Speak Language (Baazrag, Kurnan), Ride +7, Sense
Motive +11, Spot +4

Possessions combat gear plus goggles of dust watch®,
blanket of sustenance*, saddle of missile barrier*, chitin
armor +1, shield +1, ring of protection +1, amulet of
natural armor +1

Dwarven Focus When Envek is actively pursuing the goal
of protecting the Great Caravan, she receives a +1 morale
bonus to all skill checks, attack and damage rolls, saving
throws and spell save DCs.
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Hook “Focus on the Caravan!”

Visitors to Azeth’s Rest are often astonished to hear Azeth
human and half-elven children refer to the dwarf Envek as
“aunt,” but it is true, in a manner of speaking. Long ago, an
Azeth agent fell victim to a powerful dwarven psion bandit
lord who used true mind switch in a cunning scheme to
infiltrate house Azeth and take over Azeth’s Rest. The
attempt would have been successful if the agent had not
escaped captivity in the dwarf’s body, and somehow
managed to persuade the wind priests of the deception and
to kill the psion. With his own body dead, the agent had to
make do with his new dwarven body. He married a dwarven
friend of Azeth, and Envek was their second of eleven
children. The pyreen at Stonegate sometimes remark that
they have not seen a single family like Azeth split across so
many races since the Rebirth.

Envek Azeth had the following ability scores before racial
adjustments and Hit Dice ability score increases: Str 8, Dex
13, Con 11, Int 16, Wis 16, Cha 14.

Strategies and Tactics

In combat, Envek mounts her giant wasp and keeps an eye
on any wagons. She prefers to stay away from combat, using
her spells from a safe distance. She uses her ability to
spontaneously cast cure spells to help turn the tide in a battle.

Huzbug Azeth

You see a tall, long-limbed humanoid with tanned skin, pointed
ears, and imperious arched brows, wearing a very finely-crafted
cloak. Something about him inspires trust.

Huzbug Azeth CR 13

Male elf bard 8/dune trader 5

LG Medium humanoid (elf)

Init +10; Senses low-light vision; Listen +4, Spot +4

Languages Common, Eldaarish, Eloy, Halfling, Elven,
Giant, Kurn

AC 19, touch 14, flat-footed 15

(+4 Dex, +5 armor)

hp 47 (13 HD)

Resist mundane extreme heat or cold

Fort+7, Ref+11, Will +10; +2 against telepathic powers and
enchantment/charm spells
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Speed 40 ft. (8 squares); elf run

Melee +1 bard’s friend of venom +14/+9 (1d4+2/ 18-20 x2)
or

Ranged dart +13/+8 (1d4+1/x2)
Space 5 ft.; Reach 5 ft.
Base Atk +9; Grp +14

Special Actions bardic music 8/day (countersong, fascinate
2 creatures, inspire courage +2, inspire competence,
suggestion), fast talk, improved poison use, poison (trin,
DC 13, paralysis 2d6 minutes/ paralysis 2d6 minutes),
Quick Draw

Combat Gear +/ bard’s friend of venom, spell twig* of
haste, spell twig of protection from arrow, 2 potion-fruits
of cure serious wounds, potion-fruit of gaseous form

Abilities Str 12, Dex 18, Con 11, Int 13, Wis 10, Cha 16

SQ agent (Rotiart), chance 1/day, contact 1/week,
distributive bargaining, poison use, quick thinking +2,
trade secrets (skilled: Diplomacy and Perform [wind
instruments])

Feats Improved Grapple, Improved Initiative, Improved
Unarmed Strike, Quick Draw®, Trader, Weapon Finesse
Skills Appraise +10, Bluff +16, Craft (poisonmaking) +10,
Hide +13, Diplomacy +25, Disguise +9, Escape Artist
+14, Gather Information +15, Intimidate +7, Listen +4,
Literacy (Common), Perform (wind instruments) +17,
Move Silently +12, Profession (merchant) +5, Search +7,
Sense Motive +13, Sleight of Hand +17, Speak Language

(Eldaarish, Eloy, Giant, Halfling), Spot +4, Tumble +11

Possessions combat gear plus belt of Strength +2, gloves of
Dexterity +2, glammered shadowed studded leather armor
of silent moves +2, hat of disguise, vest of escape, slippers
of spider climb, ring of mindshielding, assorted finery
worth 2,000 Cp.

Hook “I have traveled to strange worlds within the walls of
Azeth’s Rest.”

Huzbug is elven by physical race, but both of his parents
were half-elves from the Azeth family, and he has one
younger sister that looks human. He feels the urge to run
with the elves, but feels a stronger sense of duty towards
his House. Huzbug instead releases his need to run by
learning as much as he can about far off lands.

Huzbug Azeth had the following ability scores before
racial adjustments and Hit Dice ability score increases: Str
8, Dex 13, Con 11, Int 16, Wis 16, Cha 14.
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Rotiart of Azeth

Dark-eyed and with a shaggy mane of black hair, this young man’s
unwavering gaze seems to catch the slightest movement of those
around. The multitude of small cuts and scars that cross-cross his
hands and forearms give silent testament to the battles he’s seen.

Rotiart, Huzbug's Cohort CR 10

Male human psychic warrior 4/psionic monk 6

LN Medium humanoid (human, psionic)

Init +2; Senses Listen +3, Spot +3

Languages Common, Cuurnu, Eldaarish

AC 18, touch 18, flat-footed 15

(+3 Dex, +3 insight, +2 deflection)

hp 58 (10 HD)

Resist evasion

Fort +10, Ref +8, Will +9

Speed 50 ft.

Melee +1 shock unarmed strike +10/+5 (1d10+3 plus 1d6
electricity)

Ranged +/ shock bolts +10/+5 (1d8+1
electricity/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +9

Atk Options flurry of blows, Greater Psionic Fist, leap
attack, sundering blow, Stunning Fist 2/day

Special Actions Deflect Arrows, Psionic Meditation, skill
boost +20, Snatch Arrows

Combat Gear +/ shock amulet of mighty fists, glove of
missile casting™®, +1 shock bolts

plus 1d6

Power Points/Day 13; Psychic Warrior Powers Known
(ML 4t):

2% - psionic lion’s charge

15 - biofeedback, empty mind, inertial armor, vigor

Abilities Str 14, Dex 15, Con 12, Int 10, Wis 16, Cha 8

SQ wholeness of body (12 hp)

Feats Deflect Arrows®, Expanded Knowledge (biofeedback),
Greater Psionic Fist, Improved Unarmed Strike®, Psionic
Fist, Psionic Meditation, Psionic Talent®, Snatch Arrows,
Stunning Fist®

Skills Auto-Hypnosis +5, Balance +4, Concentration +12,
Escape Artist +4, Hide +45, Jump +412, Knowledge
(psionics) +43, Speak Language (Common, Cuurnu),
Tumble +15, Use Rope +4

Possessions Azeth trust token*, five-season cloak®, ring of
protection+2

Silent and given to brooding, Rotiart learned the basics of
unarmed combat as part of his normal pattern of life in an
Eldaarish production village but, wanting more out of his
existence than the yoke of servitude and the fear that gripped
all within his village, fled and successfully avoided capture.
He made his way to Azeth’s Rest after quite an ordeal and
began trying to build a better life for himself. Soon after
coming to the Rest, he also began developing his psionic
abilities.
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One night, after some men with whom he was guarding a
caravan became drunk and belligerent toward the caravan
master, Rotiart stepped forward and confronted one of the
men, hoping to divert violence. He failed, and the man
attempted to kill him; fighting to save himself, he slew his
attacker. Upon returning to Azeth’s Rest, his actions were
brought to Huzbug's attention, and Huzbug invited the
young man to work with him. Over the next few years,
Rotiart proved himself time and again until he was asked
to become Huzbug's personal guard. The young man
accepted, and now takes his duty very seriously.

If Huzbug is threatened, Rotiart will do everything within
his ability to see that his employer and friend makes it
clear, going so far as to sacrifice himself if the situation
calls for a stand against impossible odds as long as there
is a chance Huzbug escapes.

Strategies and Tactics

In combat, Huzbug makes every effort to diffuse the
situation, even attempting to bribe foes to disengage if
necessary. He hangs back if possible, allowing Rotiart to
defend him.

Rotiart prefers to meet foes head-on, attacking with his
fists, but will engage his enemies with missile fire if
necessary. Rotiart manifests inertial armor and biofeedback if
given the chance to prepare for combat, and uses Greater
Psionic Fist, Stunning Fist, and psionic lion’s charge to make
quick work of those who would threaten his employer.

Meraan Azeth

Something about this old man’s posture seems odd as he
stumbles along with his cane. Then you realize that his cloak
extends several feet behind his waist, and that his knees do not
seem to be bending in the right place, but it is hard to tell under
that long cloak. From his gait, he might be riding a big sygra or
a very small kank, but then why would he cover his mount’s
face?

Meraan Azeth CR 17

Male unique tauric-human cleric 12/elemental master 5
LN Medium monstrous humanoid (human)

Init -2; Senses Listen +7, Spot +7

Languages Common, Elven, Kurnan
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AC 18, 11 touch, 18 flat-footed

(-2 Dex, +5 armor,+2 shield, +3 deflection)
hp 80 (17 HD)

Immune cold

Fort +11, Ref +7, Will +21

Speed 50 ft. (10 squares)

Melee +1 bane vs. humanoids (reptilian) frost distance
returning steel trident +12/+8/+3 (1d8+1 plus 1d6 cold)
Ranged +/ bane vs. humanoids (reptilian) frost distance
returning steel trident +11/47/+1 ranged (1d8+1 plus 1d6

cold)

Space 5 ft.; Reach 5 ft.

Base Atk +11; Grp +11

Special Actions power element, Point Blank Shot,
spontaneous casting (cure or domain spells), turn undead
S/day (+4, 2d6+14)

Combat Gear +/ bane vs. humanoids (reptilian) frost
distance returning steel trident, scroll of true resurrection,
wand of cure critical wounds (CL 15", 26 charges)

Spells Prepared (CL 17%):

9% - mass heal, waterways®

8 — elemental storm (DC 27), empowered harm, horrid
wilting® (DC 25)

7% - extended mass bull’s strength, mass cure serious
wounds, prismatic wall® (DC 24), word of recall

6™ - awaken water spirits®, braxatskin, banishment, blade
barrier (DC 23), empowered poison (DC 23)

5% break enchantment, elemental strike (DC 24), greater
command (DC 22), mark of justice, shining sands® (DC
22), true seeing

40 _ coat of mists®, death ward, dismissal, divine power,
freedom of movement, silent dispel magic, spell immunity

31 _ pestow curse (DC 20), extended cat’s grace, extended
eagle’s splendor, magical vestment, silent cure moderate
wounds, surface walk, worm’s breathP

28d _ cqlm emotions, glitterdust® (DC 19), lesser restoration,
silence, silent sanctuary (DC 18), shatter (DC 19), status

18 - bless, comprehend languages, cooling canopy, divine
favor, entropic shield®, extended read magic, obscuring
mist, shield of faith

0 - create element, detect poison, detect magic, guidance (2),
mending

D: Domain spell. Element: Water. Domains: Desert Mirage,
Living Waters

Spell-Like Abilities (CL 17t):

2/day - summon monster IX (water elemental only)

Abilities Str 11, Dex 7, Con 11, Int 14, Wis 25, Cha 15

SQ elemental focus

Feats Empower Spell, Extend Spell, Lightning Reflexes,
Point Blank Shot, Scribe Scroll, Silent Spell, Skill Focus
(Knowledge [religion])

Skills Concentration +15, Diplomacy +17, Heal +17,
Knowledge (ancient history) +15, Knowledge (religion)
+23, Literacy, Profession (merchant) +17, Spellcraft +14,
Sense Motive +10

83

Possessions combat gear plus belt of health +4 (as amulet of
health +4), blanket of sustenance®, bracers of armor +5,
periapt of Wisdom +4, ring of protection +3, ring of
resistance +2, dreamless helm*, Kurnan shimmercloth
robe*, clay holy symbol, masterwork steel breastplate,
masterwork heavy steel shield, assorted art, fine clothing,
and jewelry totaling 10,000 Cp. Meraan’s armor and shield
are both worked with the coat of arms used by Keltis
during the Cleansing Wars.

Hook “T am older than the sands, don’t question me.”

Meraan calls himself “the last of the centaurs.” None but
Meraan knows the whole truth, but he tells his family
members that a human woman among the Kel Tas gave
birth to him after they had settled in Kurn, and none of
Keltis” people actually knew what a centaur looked like.

Meraan loves life and has sacrificed himself for his
descendants, but thinks the Azeth are a little straight-
laced. He enjoys spending the day with Azeth leaders in
between his year-long naps, but insists that they provide
some type of entertainment for him throughout the day.

Strategies and Tactics

If forced into battle, Meraan Azeth will begin by casting
blade barrier in an attempt to hedge his foes away from him
and also give him some additional cover to cast spells. In
the subsequent rounds of combat, he will call upon an
elder water elemental by using his summon monster IX
ability and cast area effect spells at any foes clumped
together.

Meraan keeps a scroll of true resurrection hidden in his
chambers, not for himself - for he knows that his time is
coming to an end, but to ensure the survival of his family.
If House Azeth were to lose the last blood heir to his
family, Meraan would use this scroll to bring back a long-
deceased young blood-relative to keep the name of House
Azeth from fading into the silt.

Preserver Apprentice

This gangly teenage boy fingers a wand nervously. A fine silver
chain attaches the wand to the sleeve of his robe.

Preserver Apprentice CR 2

Male human wizard (preserver) 2
NG Medium humanoid (human)
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Init +1; Senses Listen +3, Spot +3

Languages Common, (Baazrag, Eloy, or Elven), Kurnan

AC 11, touch 11, flat-footed 10

(+1 Dex)

hp 9 (2 HD)

Fort +2, Ref +2, Will +4

Speed 30 ft. (6 squares)

Melee dagger +0 (1d6-1/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +0

Combat Gear dagger, wand of protection from arrows (10
charges) or wand of haste (10 charges)

Wizard Spells Prepared (CL 2"9):

1t - expeditious retreat, mage armor, true strike

0 - acid splash, daze (DC 12), message, slave scent
Abilities Str 8, Dex 13, Con 14, Int 15, Wis 12, Cha 10

SQ summon familiar, link with familiar, share spells

Feats Alertness®, Enlarge Spell, Still Spell, Scribe Scroll®

Skills Concentration +7, Decipher Script +7, Knowledge
(arcana) +7, Knowledge (local [Trembling Plains]) +7,
Listen +3, Spellcraft +7, Spot +3 (+6 in bright light)

Spellbook spells prepared plus 0 - all; 1% - cooling canopy,
Jump

Familiar hawk (MM, pg 273)

Kurnan society allows wizards to practice openly. In Azeth’s
Rest and farther north, House Azeth employs Kurnan
wizards extensively as mercenaries. The apprentices usually
have never been away from Kurn before.

The preserver apprentice presented here had the following
ability scores before racial adjustments: Str 8, Dex 13, Con 14,
Int 15, Wis 12 Cha 10.

Strategies and Tactics

Preserver apprentices usually prefer to stand away from
combat, instead using their spells to increase their speed and
ferry messages amongst everyone on their team. Their flying
familiars enable them to learn of incoming threats earlier than
usual. In combat, they use their wands to improve their allies’
fighting abilities.

Cther Creatures and Allies

In addition to the tactics mentioned earlier, an Azeth caravan
rides with a number of monstrous creatures and mercenaries.
House Azeth has ties to a number of Kurnan claves,
particularly the prestigious Makers Clave.

Baazrags (ToA, pg 11): A clan of baazrags dwells within the
fortified village of Azeths” Rest and serve as scouts for the
house’s Great Caravan. Each carries a unique whistle to
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identify themselves when on patrol and to call for aid.
Baazrag Runners supervise their clan-mates when
scouting.

Elven Runner (see Elf): Elven runners are Azeth’s scouts
and messengers, running ahead of any caravans in order
to ensure the path is safe and to dispatch minor threats.

Inixes (ToA, pg 193): These beasts are used as mounts.

Kurnan Mindbow (see Kurnan): Kurnan mercenaries are
often employed to protect Azeth’s Rest or the Great
Caravan.

Mekillots (ToA, pg 201): These serve as beasts of burden
and are managed by noncombatant psionic handlers
(female half-elven psychic adept 3).

War Inix: Azeth purchases these especially bred inixes,
and uses them as fighting mounts.

Sample Encounters

Other than their occasional embassies (see Embassy
Party), Azeth generally only sends caravans along the
trade road between Kurn and Draj and along the side path
from Conak’s Rock to Silt Side. South of Azeth’s Rest,
House Azeth sends Mekillot Wagons, Azeth-Ket
Expeditions, Southbound Cattle Coffles, and Northbound
Draj-Azeth War Wagons. North of Azeth’s Rest, Azeth
only uses the Great Caravan, Silt Side Parties, and the Silt
Side Expedition.

Southbound Cattle Coffle (EL 9): Four war inix teams,
twenty-four baazrags, four baazrag runners, one wind
priest, and one dune trader accompany a coffle of cattle.
Most Azeth caravans that head south from Azeth’s Rest
are essentially a coffle procession of livestock, including
kanks, inixes, etc. Azeth ties small packs to the backs of
different herd creatures, some with water and food for the
journey, others with goods such as nuts, dried fruit, or raw
cotton. The more skittish animals in the group are packed
with stones to keep them from bolting away too quickly,
and also to deceive raiders into believing that a
particularly bad-tempered and disposable animal is laden
with precious goods. Cattle coffle expeditions are
particularly frequent during Coldnights season, when
House Azeth has bought all the cattle that it could afford
to feed from desperate herders during Flamesky season.

Mekillot Wagon (EL 12): One standard covered wagon
(two mekillot and two team drivers), two war inix teams,
two baazrag runners, twelve baazrags, one Azeth wind
priest, and one dune trader (DS3, pg 224). This wagon
travels south from Azeth’s Rest to Draj, carrying copper,
dyes, jade, giant’s hair rope, mirrors, rugs, cosmetics,
hardwood, incense, ink, paper, statues from the Dim
Lands, perfume from Kurn, and obsidian from Charvass.
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Northbound Draj-Azeth War Wagon (EL 14): On the return
voyage north from Draj, Azeth caravans purchase and drive
a standard two-mekillot war wagon, which they strip for its
precious agafari wood once they reach Azeth’s Rest. In
addition to the agafari wood, the caravan carries prized Draji
cotton, chitin armor and weapons, and exotic feathers.

Embassy Party (EL 9): One wind priest, one dune trader, one
Azeth bard, one Azeth team driver on war inix, and eleven
elven runners. House Azeth sends embassies to establish or
strengthen trade relations, or when it wishes to avoid or
defuse a conflict and believes that the other party will listen
to reason.

Azeth-Ket Expedition (EL 11): Eleven kank wagons each
with one Azeth team driver, two extra Azeth team drivers,
one wind priest, one dune trader, twenty elven runners, and
one war inix team. The wagons contain tuns of Kurnan ale
and liquor, Kurnan tools, Eldaarish silver, live sygra, and
skin-sealed packages of sausages (made in Azeth’s Rest) on
the southbound journey. On the return, the wagons are laden
with grain from Ket.

Silt Side Party (EL 12): One open mekillot wagon (two
mekillots, two Azeth team drivers, six baazrags, two baazrag
runners, and one Embassy Party. To avoid alarming the
paranoid Eldaarish prior to trade, Corik Azeth uses these
small Silt Side parties to fill the village of Silt Side prior to
trade. Wagons contain tuns of Kurnan ale, broy, and cider,
cooking oil, salt, wax, wine, Kurnan berries, fruit, hardwood,
livestock, and lamp oil from Draj. Corik Azeth himself
accompanies the last Silt Side party, carrying the most
precious items: Kurnan ink, medicines, paper, and resins, as
well as agafari wood from Gulg and Tyrian iron.

Silt Side Evacuation (EL 16): Sixty-six baazrags, twenty-two
baazrag runners, eleven Embassy Parties, and Corik Azeth.
At the conclusion of seasonal trading at Silt Side, Corik Azeth
evacuates all of the Azeth contingent at once. The eleven
open mekillot wagons are laden with copper, dyes, jade,
giant’s hair rope, mirrors, rugs, and statues from the Dim
Lands.

The Great Caravan (EL 18): Azeth’s Great Caravan consists
of one mekillot ram, four argosy wagons, one stable wagon,
two wasp riders, eight inix howdah teams, ten elven runners,
and five baazrag runners. Corik Azeth and the Azeth high
chaplain, Envek Azeth, move from one argosy wagon to the
other, making sure that everything is running smoothly. The
Great Caravan only travels the route between Azeth’s Rest
and Kurn, heading north on the 37th day of each season
(except for Flamesky) and heading south on the 65th day of
each season.

On the northbound journey, each argosy wagon contains
agafari wood, candy, iron, kank nectar, obsidian, hemp and
silk rope, salt, raw silk, and tuns of Draji lamp oil. On the
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southbound journey they contain cinnabar, copper,
cosmetics, dyes, jade, giant’s hair rope, hardwood,
incense, ink, medicines, mirrors, paper, perfume, rugs,
statues, wax, and tuns of Kurnan ale, broy, cider, liquor,
cooking oil, and wine.

Other merchant houses are astonished that House Azeth
makes such a large and important caravan run at regular
intervals on the darkest nights of the season. The fact is
that like most of the herders of the Trembling Plains,
House Azeth has intermarried with the elvish tribes for
generations. Most people in Azeth’s family have some
elvish blood, and the house is intimately familiar with the
road north of Azeth’s Rest, and wants to increase the
attractiveness of what it considers to be a death trap for
bandits. The Great Caravan is nothing short of a small
army, and bandits that failed to realize it perished years
ago from their own ignorance. The caravan makes it a
point of pride and security that the caravan does not stop
for any reason. During these five days, all other Azeth
business stops and everything is on high alert. Even in
faraway Azeth posts such as Ket and Draj, Azeth ventures
slow down and agents keep the “Great Caravan in mind
and beseech the elements for its safe arrival.” (House
Azeth’s devotion to Air does not exclude an occasional
plea to other elements.)

Argosy Wagon (EL 10): Four mindbows, ten dispatchers,
four Azeth bards, two wind priests, two Kurnan wizards,
and forty Kurnan 1%-level experts man a typical argosy
wagon. There are twenty fixed crossbows atop the walls,
one to each side. Half the crew is at their post at any time,
and the rest can wake up and join a fight within 1d4
minutes notice. House Azeth only uses argosy wagons on
the route between Azeth’s Rest and Kurn.

Inix War Howdah Team (EL 7): An inix war howdah team
includes one Azeth war inix, one Azeth patrol leader, two
Azeth team drivers, and one Azeth bard.

Mekillot Ram (EL 9): In addition to the noncombatant
crew, a mekillot ram is manned by Ausar Maker, four
mindbows, ten dispatchers, three Azeth bards, two wind
priests, one Kurnan wizard, and thirty Kurnan clavers.
There are sixteen fixed crossbows at the top level and
another sixteen on the middle level, four to each side on
each level. The dispatchers ensure that each fixed
crossbow is loaded with a bolt of distance. Half the crew is
at their post at any time, and the rest can wake up and join
a fight within 1d4 minutes.

Stable Wagon (EL 10): This adapted argosy wagon has
ramps at the side and back that open when necessary to
allow inix riders and runners to enter and exit. The top of
the wagon has the same complement as the argosy wagon.
Twelve dispatchers work inside the wagon, sending inix
teams and runners out to meet any emergency.
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History

Meraan Azeth founded House Azeth at the same time that
Kurn was founded, towards the end of the Cleansing Wars.
Since that time, House Azeth has intermarried with herders,
Draji, and other people with whom they have had contact.

Despite its relatively small size, the sheer scale of Azeth’s
Great Caravan, its exclusive trade rights to Eldaarich, its near
stranglehold on trade to Kurn, its enormous history, and the
extraordinary strategic and political importance of Azeth’s
Rest require that one treat Azeth as a “major” trading house
within this region.

Environment: House Azeth is based in the fortified village of
Azeth’s Rest, has permanent posts in Ket, Draj, and Kurn,
and seasonal posts at Silt Side and Fort Stench. However, the
greatest bulk of its strength sits in its Great Caravan.

Typical Characteristics: Azeth-blood family members tend
to have dark hair and eyes, and light brown skin that they
cover from the sun when possible. All Azeth agents know the
Common tongue of the Tyr Region; they also usually speak
Kurnan, Elven, and the Eloy herder dialect.

The Azeth House emblem is a golden lizard with the torso
and upper body of a man, standing between two palm trees.
The emblem of the oasis of Azeth’s Rest is a palm tree
between four stones.

Alignment: House Azeth has a strong reputation in the
Trembling Plains for competence and fair dealing. Even more
scrupulously law-abiding than House Inika, House Azeth
bards and merchants emphasize lawfulness, taking great care
that their business does not fall afoul of whatever passes for
law and order in the lands that they deal with. House Azeth
believes that the wind spirits send them opportunities to do
good at small risk, and that persons of good character seize
on these opportunities. The Azeth Air clerics emphasize
goodness and determine a person’s character as whether they
“listen to the winds.” However, survival and success of the
House usually comes foremost. Most of the agents in House
Azeth are either lawful good, lawful neutral, or neutral good.

Religion: Azeth enjoys a special relationship with the
element of Air and regards its Air priests as prophetic. Most
Azeth priests were “taken by the winds” when they were
children, sometimes as young as babies. Strangers find it
extraordinary to see Corik Azeth taking counsel from his
five-year-old great niece. These “wind’s gift” children have
an extraordinary gift for identifying trustworthy people, and
for predicting future marriages. Not all of their prophecies
come true, because “the future is not written in stone, people
are free to follow the winds, or to burn their own path.”
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Society

Azeth calls those it employs hirelings, slaves, friends, and
agents.

Hirelings are persons who undertake a specific project or
agree to work through one or two seasons, such as the
Kurnan mercenaries that help to defend Azeth’s Rest
during the Flamesky season.

“Slaves,” to House Azeth, refers to any person who agrees
to work for a period of years without making a permanent
commitment. Azeth pays its “slaves” daily, pays bonuses
after seasons when their labor was particularly needed,
and reserves half of their pay until the end of their service
period. After the “slave’s” period of service has expired,
House Azeth takes the ceremony of setting a “slave” free
very seriously, refusing to contract for another period of
service until the "slave” has enjoyed their freedom for at
least a week.

A friend of Azeth is a trustworthy person of great abilities
who has rendered service to House Azeth. Eager to bring
good blood into the family, Azeth tries to match such
persons with single Azeth family members. When this is
impractical (for example, if the friend is already married,
or is an aarakocra or half-giant), the wind priests proclaim
the person a “Friend of Azeth,” and that person is given
land within the walls of Azeth’s Rest. The friend can build
a permanent residence there that is theirs for as long as
they live (the friend cannot sell the land or convey it to
anyone else). Friends of Azeth are expected to assist with
the defense of the oasis, and the House often draws on
their efforts in other ways. Some friends participate in the
caravans as if they were agents.

Agents are all family members by either blood or
marriage. When House Azeth Air priests perform the
marriage ceremony, anyone who marries into House
Azeth takes the Azeth name and is treated as a full family
member; such “non-blood” Azeth members can rise to full
leadership in the House.
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Politics: Azeth is acutely aware that, despite its importance
to the North, it is a very small house compared to Tsalaxa or
the other great Trade houses. Azeth is wary of trying to
extend their trade links much farther into the Tyr Region, at
least until the situation there stabilizes. Azeth has done well
in the very stable, very predictable environment of the North;
it knows its environment well and has adapted to it. They
recognize these conditions for their success and avoid major
risks in far larger regions with less predictable conditions.
Azeth prefers to create more links to the northern Tyr Region
by creating direct routes from Azeth to Raam and Urik that
do not pass through Draj, and House Tsalaxa’s stranglehold.
Azeth does not think that it is realistic to even think about
serving routes to cities south of Raam (trying to trade from
Tyr to Urik or Draj to Balic). On the other hand, Azeth is
willing to pretend to be larger than it is, and to pretend to
consider expansion. This was the bargaining chip that
persuaded House Inika to partner exclusively with Azeth for
the northern trade in Gulgan spices on the condition that
Azeth sells Kurnan and Eldaarish spices exclusively to Inika
for trade in Gulg, Tyr, and Nibenay. Both Inika and Azeth
think that they received the better end of the bargain, but the
truth is that the bargain was good for both houses: Inika is
the only house with the savvy to give Azeth a run for its
money on the Draj-Eldaarich road, but Azeth’s Great
Caravan really seems to be the safest and most economical
solution to the region’s bandit threat in the long term.

For Player Characters

Azeth characters who select the dune trader prestige class
(see DS3, page 224 for more information) treat the Sense
Motive skill as the skill of choice. This is part of what the
Azeth wind priests call “listening to the winds.”

Typical Treasure

Azeth agents (but not baazrag, or mercenaries such as elf
runners) have double the normal gear for their Challenge
Rating. Many Azeth agents carry magical arrows and
crossbow bolts prepared for them by the Makers Clave in
Kurn, with which House Azeth has an alliance. Almost every
agent, mercenary, or friend of Azeth carries an Azeth trust
token*.

House Azeth Lore

Characters with ranks in Knowledge (Local [Draj]) or
Knowledge (Local [Trembling Plains]) can learn more about
House Azeth. When a character makes a successful skill
check, the following lore is revealed, including the
information from lower DCs.
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Knowledge (Local [Trembling Plains])

DC Result

10

12

14

20

25

House Azeth owns a heavily protected oasis along the trade
road called “Azeth’s Rest.” Azeth’s Great Caravan departs Kurn
on the 20th of every season except for Flamesky, and arrives in
Azeth’s Rest on the 25th. Azeth’s Rest holds a trade fair shortly
after the Great Caravan arrives. The Great Caravan departs
Azeth’s Rest on the 53" day of the season, and arrives in Kurn
on the 58" day. The Great Caravan stops for nothing, and the
guards assume that anyone or anything that stands in the
Caravan’s path is a bandit.

Corik Azeth always accompanies the Great Caravan.
House Azeth has a solid reputation for fair dealing in Kurn and
among the Eloy of the Trembling Plains.

Corik Azeth, leader of House Azeth, gained the trust of an
Eldaarish high templar and established trade relations with
Eldaarich. Trade occurs four times a year at the village of Silt
Side, a few days after the Great Caravan arrives in Kurn.

Like the Eloy, most members of House Azeth have some human
and some elven ancestry. The local elven tribes respect House
Azeth and use the House to mediate their disputes with the Eloy.
House Azeth is elf-like in one respect — Azeth priests apply elf-
like tests of character to the persons that they wish to trust.

House Azeth’s wind priests advise the house, and have a keen
ear for truth. Some of them claim to prophesy the future. Only
through the advice of the wind priests could a relative outsider
like Corik Azeth (an Eloy herder that married into House Azeth)
have risen to become head of the house.

Knowledge (Local [Draj])

DC Result

10 House Azeth is a trade house that does some business in Draj.

15 House Azeth has a small emporium in Draj, and does most of its
business far to the north. Its trade route includes the Lost Cities
of Kurn and Eldaarich.

20  While a small house by the standards of the Tyr Region, House
Azeth is very important in the north, and owns a key oasis along
the trade road called “Azeth’s Rest.” This oasis holds trade fairs
four times per year.

25 House Azeth has an exclusive trade relationship with the city-

state of Eldaarich, and holds an even greater influence in Kurn
than House Tsalaxa has in Draj.

Rumors Among House Azeth

Characters that spend time gossiping with house Azeth
agents and mercenaries may hear the following rumors:

Gather Information

DC Result

10

12

House Azeth has an exclusive trade relationship with the city-
state of Eldaarich, and holds an even greater influence in Kurn
than House Tsalaxa has in Draj.

Refugees from the Dim Lands look helpless, but many of them
possess unarmed fighting tactics that would put them on a par
with a gladiator from the Tyr Region. Daskinor trains Dimlanders
in unarmed combat so that they can infiltrate our lands and
destroy us. (False - Daskinor’s Red Guards burn people alive for
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possessing weapons, even a dagger or a sling. The Dimlanders
teach themselves unarmed combat skills because their lives
depend on it — the strong prey on the weak.)

14 More refugees than ever are escaping the Dim Lands these days,
and more and more of them have strange and terrible psionic
powers. Daskinor is experimenting with the Eldaarish people
and creating psionic monsters. (False - Eldaarish are no more
prone to psionics than any other people in the Dim Lands.
Recently, a disproportionate number of refugees possess
psionic powers, because Daskinor has ordered such persons
imprisoned or put to death. Some of these persons have
escaped Daskinor’s dungeons; others have lived as fugitives
since Daskinor’s decree and finally despaired of the decree
being reversed. Others managed to keep their psionic abilities a
secret, but were recently unmasked, and fled for their lives.)

16 That strange Eldaarish matriarch must be a persuasive priestess:
several of her herders sport bandit tattoos and admit to having
been former bandits, but say that they have changed their lives
and taken up honest herding.

21 An Eldaarish spy seduced King Oronis of Kurn, and she took his
secrets right to Eldaarich. (True and False - Oronis privately
married Prodigy, a gifted telepath whose parents had escaped
from Eldaarich, though she herself was born in Kurn. Prodigy
was indeed a spy, but not for Eldaarich: she served in Oronis’
School of Spies, was the first of Oronis’ spies to return alive from
Eldaarich, and the information she brought back paved the way
for many other spies and preservers to enter and leave
Eldaarich. They had no children and Prodigy has disappeared.)

25  Although he publicly denies it, Huzbug Azeth fears that a spy in
Azeth’s Rest tells bandits when the caravans come and go.

Adventure Hoolss

Child of the Winds; Delayed Caravan; Herder of Men;
Homesick Spirit; Investigation; Monstrance of the Winds;
Oasis Runs Dry; Obsidian Origin; Sweet Dreams; Token of
Trust

House Ptellac

Slimabacc Rider

This lightly armored pterran rides behind the enormous horns of a

serpent-like creature.

Slimahacc Rider CR 6

Male pterran ranger 6
LN Medium humanoid (psionic, reptilian)
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Init +1; Senses Listen +4, Spot +8
Languages Common, Pterran

AC 13, touch 11, flat-footed 12
(+1 Dex, +2 armor)

hp 33 (6 HD)

Fort +6, Ref +6, Will +5

Speed 30 ft. (6 squares)

Melee thanak +7 (2d6+1/x3) or

Melee thanak +7/+2 (2d6+1/x3) and bite +2 (1d4) or
Melee mwk thanak +8/+3 (2d6+1/x3) or

Melee claw +7 (1d3+1) or

Melee 2 claws +7 each (1d3+1) and bite +2 (1d4) or
Ranged mwk shortbow +8/+3 (1d6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +7

Atk Options favored enemy (thri-kreen +2), Manyshot,
Mounted Combat, Rapid Shot, Trample

Combat Gear masterwork shortbow, thanak
Psi-Like Abilities (ML 6™):
At will - missive (reptiles only)

Abilities Str 13, Dex 13, Con 12, Int 13, Wis 16, Cha 12

SQ favored terrain (scrub plains +4), wild empathy +9 (+5
magical beasts)

Feats Animal Affinity, Endurance®, Manyshot®, Mounted
Combat, Rapid Shot®, TrackB, Trample

Skills Handle Animal +12, Jump +6, Knowledge (geography)
+10, Knowledge (nature) +8, Listen +4, Profession
(merchant) +8, Ride +14, Search +6, Spot +8, Survival +9
(+11 to keep from getting lost/ following
tracks/aboveground natural terrain), Tumble +3

Possessions combat gear plus belt of giant strength +4,
leather armor, exotic saddle

Animal Companion hawk (MM, pg 273)
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Favored Terrain A slimahacc rider receives a bonus to Hide,
Knowledge (Nature), Move Silently, Spot and Survival
checks made within their favored terrain.

Slimahacc Mount CR 8

Always N Huge animal

Init +5; Senses low-light vision, tremorsense 30 ft.; Listen
+20, Spot +8

Languages —

AC 19, touch 9, flat-footed 18
(-2 size, +1 Dex, +10 natural)
hp 168 (16 HD)

Fort +16, Ref +11, Will +8

Speed 40 ft. (8 squares), burrow 20 ft.
Melee bite +20 (2d8+13)

Base Atk +12; Grp +29

Space 15 ft.; Reach 10 ft.

Atk Options constrict 2d8+13, improved grab, Power Attack,
Snatch, swallow whole

Abilities Str 29, Dex 12, Con 22, Int 2, Wis 16, Cha 7
SQ tricks (attack, defend, stay)

Feats Improved Initiative, Improved Natural Armor, Power
Attack, Skill Focus (Move Silently), Snatch, Weapon
Focus (bite)

Skills Hide -7, Listen +20, Move Silently +8%, Spot +8,
Survival +8

*Slimahaccs receive a +4 racial bonus to all Move Silently
checks when moving over sand or rock.

Constrict (Ex) On a successful grapple check, a slimahacc
deals 2d8+13 points of damage.

Improved Grab (Ex) To use this ability, a slimahacc must hit
with its bite attack. It can then attempt to start a grapple as
a free action without provoking an attack of opportunity.
If it wins the grapple check, it establishes a hold and can
attempt to swallow the foe the following round.

Swallow Whole (Ex) A slimahacc can try to swallow a
grabbed opponent of a smaller size than itself by making a
successful grapple check. Once inside, the opponent takes
1d8+13 points of crushing damage plus 2 points of acid
damage per round from the slimahacc’s stomach. A
swallowed creature can cut its way out by using a light
slashing or piercing weapon to deal 20 points of damage to
the stomach (AC 15). Once the creature exits, muscular
action closes the hole; another swallowed opponent must
cut its own way out. A Gargantuan slimahacc’s interior can
hold 2 Large, 8 Medium, 32 Small, 128 Tiny, or 512
Diminutive or smaller opponents.

After eating more than one Large creature or the equivalent,
a slimahacc enters a torpor, giving it a -4 penalty to attacks,
saves, and skill checks.

Skills Slimahaccs receive a +12 racial bonus to all Listen
checks.

The slimahacc rider presented here had the following
ability scores before Hit Dice ability increases and racial
adjustments: Str 8, Dex 15, Con 12, Int 13, Wis 14, Cha 10.

Strategies and Tactics

A slimahacc rider takes advantage of his mount’s size,
trying to command his slimahacc to Snatch or Trample his
opponents while attacking them with ranged weapons.

This pterran rides a slimahacc.

Ptellac Goldeye

Like other pterrans you have seen, this one wears a lizard hide
tunic and carries a slodak, the characteristic pterran wooden
sword, at his side. He speaks perfect Common and seems
civilized, even charming, but you find it difficult to not stare at
his right eye, which glows warm gold, like sunlight through
amber.

Ptellac Goldeye

Male pterran rogue 5/dune trader 3

CR 8

NG Medium humanoid (psionic, reptilian)
Init +1; Senses Listen +4, Spot +9

Languages Common, Elven, Pterran, Ssurran

AC 16, touch 11, flat-footed 15; uncanny dodge
(+1 Dex, +5 armor)

hp 28 (8 HD)

Resist evasion

Fort +3, Ref +6, Will +5

Speed 30 ft. (6 squares)

Melee +2 thanak +9 (2d6+4/x3) or

Ranged +2 hand crossbow +8 (1d6+2)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Atk Options sneak attack +3d6

Combat Gear +2 hand crossbow with 40 bolts, +2 thanak
Psi-Like Abilities (ML 8™):

At will - missive (reptiles only)

Abilities Str 14, Dex 12, Con 10, Int 13, Wis 13, Cha 16

SQ contact 1/week, distributive bargaining, fast talk,
trapfinding, trap sense +1

Feats Negotiator, Trader, Wastelander
Skills Appraise +16, Bluff +16, Diplomacy +20, Gather

Pterran merchants use slimahacc to carry light merchandise
Information +16, Intimidate +5, Knowledge (local [Lost

and fight to protect their caravans, just as some other ‘ ’ ¢
Scale]) +12, Listen +4, Profession (merchant) +12, Ride

merchant houses use inix teams.
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+8, Sense Motive +14, Speak Language (elven, ssurran),
Spot +9, Survival +3

Possessions combat gear plus chitin armor +1, military
saddle

Slimahacc Mount, see slimahacc rider.
Hook “What do you have?”

Leader and founder of House Ptellac, Ptellac Goldeye likes to
close a deal, but he will not agree to a bad deal that might
hurt his village in the long run. The bag slung across his
shoulder bulges with goods for sale. A consummate trader,
Ptellac has a passion for making deals. If he sees something
that he likes or if he encounters potential customers of any
sort, he immediately begins to haggle.

Strategies and Tactics

Ptellac prefers to avoid combat when possible, but is resolute
when members of his merchant house are threatened. He
moves to flank foes with his fellow pterrans and their
slimahaccs in order to use his sneak attack.

History

Based in Lost Scale, Ptellac trades with Tyr, various kreen
packs in the Hinterlands, the Big Lizard and Skyglass clans
of plains giants, and Azeth’s Rest.

Occasionally Ptellac travels to Ket, but will not risk his
venture in Kurn because of the inexplicable hostility of many
Kurnans whom Ptellac has met in Azeth’s Rest. It seems that
many Kurnans still remember the “lizard demons” that their
ancestors battled many King’'s Ages ago (during the
Cleansing Wars).

For Player Characters

House Ptellac characters who select the dune trader prestige
class (see Prestige Class Appendix I for more details) treat the
Appraise skill as the skill of choice. This is because of its
founder’s eye for bargains.
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Creatures and Allies

Pterrax (ToA, pg 203): These flying reptilian creatures are
used as airborne mounts.

Slimahaccs (ToA, pg 206): These huge serpentine
creatures are used as mounts.

Sample Encounters

Merchant pterrans are usually encountered in convoys to
or from either Tyr or Azeth’s Rest.

Ptellac Caravan (EL 16): Ptellac Goldeye, accompanied by
seven slimahacc riders, is traveling to Azeth’s Rest for the
Azeth’s Rest trade fair.

Typical Treasure

House Ptellac characters usually have double their
Challenge Rating in treasure, at least 50% of which is
miscellaneous goods and trinkets for trade.

House Ptellac Lore

Characters with ranks in Knowledge (Local [Trembling
Plains]) can learn more about House Ptellac. When a
character makes a successful skill check, the following lore
is revealed, including the information from lower DCs.
Knowledge (Local [Trembling Plains])
DC Result
10 This caravan belongs to House Ptellac.

15 Ptellac travels biannually through the Blood Prairie to Azeth’s
Rest, arriving a few days before a trade fair, bringing furs, rare
feathers, raw chitin, raw animal skins, herbs, exotic spices,
amber, and Tyrian iron.

20 Ptellac’s caravan to Azeth’s Rest leaves shortly after the close of
the fair, carrying copper, ink, glass, gold, incense, mirrors, silk
cloth, fine wine, and rotgut liquor.

Adventure Hoolis

Golden Opportunity
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Inner Demon, Fragment

Fragments are splintered elements of Daskinor’s mind
brought to individual life. They possess many qualities that
may seem fiendish, as well as abilities derived from their
origin as components of Daskinor’s own consciousness.

Tacitus

A dignified middle-aged man looks you over. As you meet his kindly
eyes, you catch a whiff of brimstone.

Tacitus CR 18

Male human fragment telepath 12/psiologist 3

LE Medium humanoid (human, psionic)

Init +0; Senses darkvision 60 ft.; Listen +4, Spot +4

Languages Common, Eldaarish, Elven, Goblin, Raamite;
polyglot

AC 12, touch 12, flat-footed 12

(+2 deflection)

hp 82 (15 HD)

Immune acid and poison

Resist cold 20, fire 20, electricity 20

Fort +8, Ref +5, Will +15

Speed 30 ft. (6 squares)

Melee +1 keen mindfeeder shortspear +9 (1d6+2/19-20) or

Ranged +1 keen mindfeeder shortspear +8 (1d6+2/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +8

Atk Options possession, psychic leech, Greater Psionic
Endowment
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Special Actions fragmentary forms, incorporeality,
Inquisitor, Narrow Mind, Psionic Meditation, summon
figment, summon phthisic

Combat Gear +/ keen mindfeeder shortspear, dorje of force
screen (25 charges)

Power Points/Day 232; Psion Powers Known (ML 15%™):

8™ - mind seed (DC 23)

7t - crisis of life (DC 22), fission, insanity (DC 22)4,
personal mind blank

6" - co-opt concentration (DC 21), mass cloud mind (DC
21), mind switch (DC 21)

5t - leech field, metaconcert, mind probe (DC 20), psychic
crush (DC 20)

4% - psionic dominate (DC 19)A, psionic modify memory (DC
19), schism, thieving mindlink (DC 19)A

31 - crisis of breath (DC 18)*, false sensory input (DC 18),
hostile empathic transfer (DC 18), mind trap

2" _ aversion (DC 17)A, brain lock (DC 17), psionic
suggestion (DC 17), read thoughts (DC 17)

1t - attraction (DC 16)A, mind thrust (DC 16)2, psionic
charm (DC 16)*, psionic daze (DC 16), telempathic
projection (DC 16)

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 12, Dex 10, Con 16, Int 21, Wis 18, Cha 18

SQ fragmentary fiend, magical aversion, master discipline
(telepathy)

Feats Extend Power®, Inquisitor, Maximize Power®,
Metamorphic Transfer, Narrow Mind®, Psionic Affinity,
Psionic Meditation, Skill Focus (Knowledge [psionics]),
Skill Focus (Psicraft)

Skills Auto-Hypnosis +16, Bluff +22, Concentration +20,
Diplomacy +24, Gather Information +19, Knowledge
(history) +20, Knowledge (psionics) +25, Psicraft +25,
Sense Motive +20

Possessions combat gear plus ring of protection +2, personal
finery worth 250 Cp.

Fragmentary Fiend (Ex) Tacitus cannot be raised or
resurrected. He always smells strongly of brimstone. This
imposes a -8 penalty to all Hide checks when a creature
with a sense of smell is nearby.

Fragmentary Forms (Su) Tacitus can assume the form of
any race of Athas. These forms cannot be penetrated by a
true seeing spell or similar effect. For all intents and
purposes, they are treated as Tacitus’ natural form.
Additionally, Tacitus may take the form of Daskinor’s
concept of a fiend. A true seeing (or similar effect) will
penetrate this fiendish form, and reveal his natural form as
being the one he had assumed before taking on his fiendish
appearance.

Incorporeality (Su) Tacitus can become incorporeal as a
standard action, and return to corporeality as a standard
action. When incorporeal, Tacitus gains the incorporeal
subtype.
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Magical Aversion (Su) Any time Tacitus is subject to a spell
that allows a saving throw he must roll the appropriate save
regardless if the effect is beneficial.

Master Discipline The cost of manifesting a telepathy power
is reduced by one point for Tacitus.

Possession (Su) Once per round when incorporeal, Tacitus
can attempt to possess another creature. This ability is
similar to a magic jar spell (caster level 15%, except that it
does not require a receptacle. To use this ability, Tacitus
must move into the target’s space, which does not provoke
attacks of opportunity. The target can resist the attack with
a successful DC 19 Will save. A creature that successfully
saves is immune to Tacitus’ possession for 24 hours, and
Tacitus cannot enter the target’s space. If the save fails,
Tacitus vanishes into the target’s body. Tacitus cannot use
supernatural special attacks while possessing a creature.
The save DC is Charisma-based.

Psychic Leech (Ps) As a standard action, Tacitus can deal
2d4 points of Int damage to a target up to 100 ft. Will save
DC 21 half.

Summon Figment (Sp) 3/day Tacitus can summon one
figment. This is the equivalent of a 9"-level spell.

Summon Phthisic (Sp) 3/day Tacitus can summon 1d4
phthisics with a 40% chance of success.

Hook “Think of me as a midwife. The truth is within you,
and I’m going to help you bring it out.”

Ages ago, when Daskinor attempted to summon fiends to
intimidate the Dragon, Tacitus was one of several inner
demons that broke loose from the sorcerer-king’s mind.
Tacitus is not actually a fiend, but an amalgam of Daskinor’s
former curiosity and other aspects of his personality,
combined with Daskinor’s idea of what a fiend should be,
look like, and smell like. With no desire to return to
Daskinor’s mind, Tacitus set out to explore his new world.
He studied psionics at the Psiumarkh in Raam, at the feet of
Tarandas herself, but has yet to approach her power.

Through various telepathic maneuvers, Tacitus has
convinced the members of Cheka that burning sulfur in the
interrogation rooms helps make victims pliable. (It also
causes everyone who spends time in Cheka headquarters to
smell of brimstone, which deflects questions about the slight
brimstone odor that constantly follows Tacitus about).
Interrogations have become so effective under Tacitus’
command that the Savak have begun to burn sulfur in

conjunction with their own illegal interrogations.

Tacitus is manipulative and entirely selfish, but generally
true to his word. He has a genuine disgust for the very idea
of coercing false confessions. He much prefers the honest
sadism of the Neshtap to the hypocritical self-deluding
justifications of the Savak and Haleban. It is one thing to use
such lies to hold on to power, but with such a powerful king
and state, the lies could only be for one purpose: self-
deception.
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Although he has a fiendish personality and believes
himself to be a fiend, Tacitus has no desire to leave
Eldaarich. Tacitus found that even without personally
lifting a finger to hurt a soul, the pervasive terror and
suffering of Eldaarich sustains and satisfies him better
than any banquet of the netherworld.

Tacitus has no grand plan to overthrow anything, but
when he feels he can get away with it, he takes small steps
to ratchet up the conflict. Tacitus thinks that refusing to
play along with false confessions will increase the conflict
between the templar orders and eventually lead to
another one of Daskinor’s meltdowns. Tacitus hopes that
his little amusements don’t go too far and lead to
Eldaarich’s disintegration and destruction. On the other
hand, Tacitus “remembers” his master in the netherworld
once telling him, “You never know how much is enough,
until you've had too much.”

Tacitus almost never appears in his fiendish form and
would certainly never reveal this aspect of himself to his
subordinates. Daskinor has personally probed Tacitus’
mind, subjected him to epic enchantments to search for
any sign of treachery, and found less to concern him than
he has found with any of his other templars. Tacitus has
no intentions of betraing Daskinor, but sincerely wishes to
fulfill Cheka’s commission to seek truth through torture.
Thus, the creature that Daskinor most feared has become
one of his high templars. Tacitus dresses finely; while
businesslike and abrupt when talking to his subordinates,
he is otherwise suave and charismatic.

Strategies and Tactics

In combat, Tacitus chooses one opponent and attacks until
it falls, then moves on to the next. He uses his best attacks
first, right away, even when he does not know what he is
facing. He fares poorly in hand-to-hand combat, but if
forced into such a choice of action, he uses his dorje to
protect himself and strikes swiftly with his enchanted
shortspear. Wherever possible, he makes use of crushing
telepathic attacks to render his targets insensible or dead
as swiftly as he can.

On the rare occasions (such as when he is cornered in an
uneven melee) that Tacitus assumes his fiendish form -
that of a horned devil (a cornugon), he makes use of his
Metamorphic Transfer feat to gain access to the horned
devil’s fear aura, infernal wound, or stun supernatural
ability. He also summons phthisics and figments freely in
such an instance. Tacitus believes that the phthisics he
summons are fiends from his home plane, but the
phthisics spring from Daskinor’s own mind. If Tacitus
fails to summon them, that means that the king saw them
emerging from himself and destroyed them and will likely
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have another meltdown; life in Eldaarich will soon become
even more agitated and difficult.

Zteng

A quarterstaff-wielding figure wearing fine armor accompanies a
group of shadowy figures, and appears to be their leader. As he
approaches, the smell of brimstone meets your nostrils.

Zteng CR 16

Male human, fragment nomad 13

NE Medium humanoid (human, psionic)

Init +0; Senses darkvision 60 ft.; Listen +4, Spot +4

Languages Common, Eldaarish, Elven, Goblin, Ulyanese;
polyglot

AC 17, touch 10, flat-footed 17

(+7 armor)

hp 61 (13 HD)

Immune acid and poison

Resist cold 20, fire 20, electricity 20

Fort +5, Ref +4, Will +12

Speed 35 ft. (7 squares); Speed of Thought

Melee +1 shock quarterstaff +10/+7 (1d6+5 plus 1d6
electricity) or

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +9

Atk Options Deep Impact, Ghost Attack, Greater Psionic
Weapon, possession, Psionic Weapon, psychic leech

Special Actions fragmentary forms, incorporeality, Psionic
Meditation, summon figment, summon phthisic

Combat Gear +/ shock quarterstaff

Power Points/Day 179; Psion Powers Known (ML 13t):

7% - dream travel (DC 22)A

6™ - breath of the black dragon (DC 21), psionic banishment
(DC 21)4, psionic disintegrate (DC 21)

5% baleful teleport (DC 20)2, power resistance, psionic
teleport, teleport trigger

4 empathic feedback, psionic dimensional anchor, psionic
dismissal (DC 19), psionic fly

3" - astral caravan, body adjustment, forced share pain (DC
18)A, mental barrier

2% _ piofeedback, dimension swap (DC 17), inflict pain (DC
17)A, psionic levitate

15t - burst, detect teleportation, force screen, inertial armor,
offensive precognition

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 16, Dex 10, Con 12, Int 21, Wis 18, Cha 18

SQ fragmentary fiend
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Feats Armor Proficiency (Light), Combat Manifestation,
Deep Impact, Ghost Attack, Greater Psionic Weapon®,
Psionic Body, Psionic Meditation®, Psionic Weapon®,
Speed of Thought

Skills Climb +15, Concentration +17, Jump +15, Knowledge
(the planes) +21, Knowledge (psionics) +21, Psicraft +23,
Ride +15, Survival +20 (+22 on other planes)

Possessions combat gear plus iron chain shirt of quickness
+3

Fragmentary Fiend (Ex) As Tacitus, above.
Fragmentary Forms (Su) As Tacitus, above.
Incorporeality (Su) As Tacitus, above.
Possession (Su) As Tacitus, above.

Psychic Leech (Ps) As Tacitus, above.
Summon Figment (Sp) As Tacitus, above.
Summon Phthisic (Sp) As Tacitus, above.

Hook “Leave the mindbender to me, boys.”

Zteng is one of several inner demons that broke loose from
Daskinor’s mind when Daskinor attempted to summon
fiends to battle the Dragon. Zteng is not actually a fiend,
but an amalgam of Daskinor’s former courage and other
aspects of his personality, along with Daskinor’s idea of
what a fiend should be, look like, and smell like.

Zteng has explored Athas; he studied in war after war,
and led undead to an unsuccessful rebellion against their
lords in the Dead Lands. Following this failure, Zteng has
returned to Eldaarich, where, to his surprise, he was
“recognized” by the group of wraiths that call themselves
the Founders. They call him Master, but he still does not
understand that they believe him to be Daskinor, whom
they served in the Cleansing Wars. They speak to him of
battles, and their stories sound familiar to him; he
remembers leading these men and women to battle, but
does not remember why.
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Although he has a fiendish personality and believes himself
to be a fiend, Zteng has no desire to leave Eldaarich. Zteng
believes that he has found his place in the universe, at the
head of this small but loyal undead army, and plans to lead
them to glory, if he could only come up with a cause.

Zteng almost never appears in his fiendish form. Zteng
dresses in the finest armor and carries weapons which his
loyal officers provided him with, including an exquisitely
crafted quarterstaff engraved with ancient symbols of storm
and rain.

Strategies and Tactics

In combat, Zteng seeks out the thick of the battle and issues
commands as he fights. He relishes battle with verve
uncommon amongst other psions. He uses his superior skill,
speed, and maneuverability to command the battlefield,
felling his opponents with powerful psionic abilities. He
defaults to his strongest attacks (such as breath of the black
dragon and psionic disintegrate) when threatened, and defends
himself with inertial armor, force screen, and mental barrier.

When cornered, Zteng assumes his incorporeal form and
uses his Ghost Attack to deal damage to his enemies,
enhanced wth Psionic Weapon. When corporeal, he amplifies
his combat effectiveness with Deep Impact and multiple
blows from his rune-carved quarterstaff.

Uda Nadil

This unarmored man carries only a dagger, and the glances that
others in his group give him suggest that he is their leader. He
smells of brimstone.

Uda Nadil

Male human fragment telepath 9/thrallherd 7
NE Medium humanoid (human, psionic)

Init +0; Senses darkvision 60 ft.; Listen +3, Spot +3
Languages Eldaarish, Goblin; polyglot

AC 21, touch 13, flat-footed 21

(+3 deflection, +4 armor, +4 natural)

hp 89 (16 HD)

Immune acid and poison

Resist cold 20, fire 20, electricity 20

Fort +8, Ref +5, Will +14

Speed 30 ft. (6 squares)

Melee +1 dagger +9/+4 (1d4+2/19-20)

CR 19
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Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +8

Atk Options Empower Power, Greater Psionic Endowment,
Maximize Power, possession, Power Penetration, psionic
charm, psionic dominate, Psionic Endowment, psychic
leech, Quicken Power

Special Actions fragmentary forms, incorporeality,
Inquisitor, Narrow Mind, Psionic Meditation, summon
figment, summon phthisic

Combat Gear +/ dagger, dorje of detect psionics (15
charges)

Power Points/Day 232; Psion Powers Known (ML 15™):

8" - mind seed (DC 23)

7t - crisis of life (DC 22), decerebrate (DC 22), ultrablast
(DC 22)

6™ - mind switch (DC 21)A, psionic overland flight, temporal
acceleration

5% _ metaconcert, mind probe (DC 20), power resistance,
psychic crush (DC 20)A

4 _ death urge (DC 19)2, psionic dominate (DC 19)%,
psionic modify memory (DC 19), schism, thieving mindlink
(DC 19)A

31 - crisis of breath (DC 18)*, false sensory input (DC 18)4,
hostile empathic transfer (DC 18)A, time hop

2 gversion (DC 17)A, brain lock (DC 17), psionic
suggestion (DC 17), read thoughts (DC 17)

15t - conceal thoughts, empty mind, mind thrust (DC 16)A,
mindlink (DC 16), missive, psionic charm (DC 16)*

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 12, Dex 10, Con 16, Int 21, Wis 17, Cha 20
SQ fragmentary fiend, thrallherd

Feats Empower Power, Greater Psionic Endowment®,
Inquisitor, Maximize Power, Narrow Mind, Power
Penetration, Psionic Endowment®, Psionic Meditation,
Quicken Power

Skills Auto-Hypnosis +13, Bluff +24, Concentration +22,
Diplomacy +28, Gather Information +17, Knowledge
(history) +17, Knowledge (psionics) +26, Psicraft +26,
Sense Motive +22

Possessions combat gear plus ring of protection +3, bracers
of armor +4, skin of the defender, psionatrix of telepathy,
250 Cp of personal gear

Fragmentary Fiend (Ex) As Tacitus, above.

Fragmentary Forms (Su) As Tacitus, above.

Greater Dominate (Ex) Uda Nadil does not have to pay 2
additional power points when he augments psionic
dominate to affect animals, fey, giants, magical beasts, and
monstrous humanoids. This reduced point cost does not
increase the save DC of the power as if he had spent the
additional power points.

Incorporeality (Su) As Tacitus, above.

Possession (Su) As Tacitus, above.

Psionic Charm (Ex) Once per day, Uda Nadil can manifest
psionic charm with 7 power points less, to a minimum of
1 power point. The effect of this power is still restricted by
his manifester level.
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Psionic Dominate (Ex) Once per day, Uda Nadil can manifest
psionic dominate with 7 power points less, to a minimum
of 1 power point. The effect of this power is still restricted
by his manifester level.

Psychic Leech (Ps) As Tacitus, above.

Summon Figment (Sp) As Tacitus, above.

Summon Phthisic (Sp) As Tacitus, above.

Thrallherd (Ex) Uda Nadil’s Leadership score is 28. He has
one 15"-level thrall, one hundred thirty-five 1%-level
believers, thirteen 2"-level believers, seven 3%-level
believers, four 4M-level believers, two 5™-level believers
and two 6™M-level believers.

Hook “Do not fear! Remember that those that die for me
shall live forever.”

Uda Nadil is one of several inner demons that broke loose
from Daskinor’s mind when Daskinor attempted to summon
fiends to battle the Dragon. Nadil is not actually a fiend, but
an amalgam of Daskinor’s former ambition and other aspects
of his personality, along with Daskinor’s idea of what a fiend
should be, look like, and smell like.

Nadil has founded cults devoted to his own greatness across
Athas, but they have all met with disaster. The fate of his cults
in Yaramuke, and later in Kalidnay, were not Nadil’s fault,
but he probably was too ostentatious in Urik, leading to a
purge and extermination by Hamanu. Nadil was having
some success in the free city of Tyr - one of his thralls was a
senator of the city, until the Order stepped in. The Order took
Nadil prisoner, studied him, and then banished him to the
Dim Lands, on pain of death. “If Daskinor wants to set his
inner Demons loose on the world, let him manage them in his
own city.” Unsure what the Order meant by inner demons,
Nadil returned to Eldaarich, founded a cult, and was quickly
recruited into the Haleban. He supports whoever seems the
most likely contender to be the Haleban High templar, since
he does not wish to meet with Daskinor.

Although he has a fiendish personality and believes himself
to be a fiend, Nadil has no desire to leave Athas. Nadil would
prefer to leave Eldaarich, where his ambitions are checked
and stifled by Daskinor’s domineering and paranoia, but he
takes the Order’s warning seriously and plans to remain in
the Dim Lands for a few mortal generations, just to be safe,
before returning to the outside world.

During his earlier years, Nadil used the mind seed power
liberally as a means of gathering followers, but discovered to
his dismay that these duplicates of himself had minds of their
own, and ended up his competitors rather than his
worshippers. Consequently, he has resolved not to use the
mind seed power again. He knows of Abu Bdalug’s cult, and
finds it a threat, both as a Haleban and as a purported fiend
from planes beyond the Gray.

95

Strategies and Tactics

Uda Nadil’s philosophy regarding combat is to avoid it. If
forced into battle, Nadil prefers not to be hit and places
great stock in his defensive items. Wherever possible, he
attempts to charm, coerce, or dominate his foes. Where
this fails, he uses his psionic powers to still their hearts,
destroy their brains, or force them to end their own lives.
He is also regularly accompanied by members of his cults
of personality and is not above sending these thralls into
battle before him. They are so much expendable chaff to
him — Nadil knows all too well that his own psionic
magnetism will replace them in short order.

Abu Bdalug

This elderly unarmored elf carries a shortspear.

Abu Bdalug

Male elf nomad 5/thrallherd 9
NE Medium humanoid (elf, psionic)

CR 14

Init +2; Senses low-light vision; Listen +5, Spot +5
Languages Common, Eldaarish, Elven, Eloy, Goblin, Kurnan

AC 14, touch 14, flat-footed 12

(+2 Dex, +2 deflection)

hp 36 (14 HD)

Resist mundane extreme heat or cold
Fort +4, Ref +6, Will +13

Speed 40 ft. (8 squares); elf run; Speed of Thought, Up the
Walls

Melee +1 shortspear +6/+1 (1d6) or

Ranged +/ shortspear +9 (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +5

Atk Options Greater Psionic Endowment, Maximize Power,
psionic charm, psionic dominate

Special Actions Narrow Mind, Psionic Meditation

Combat Gear +/ shortspear

Power Points/Day 179; Psion Powers Known (ML 13™):

7t - dream travel

6™ - psionic banishment (DC 21)A, psionic overland flight,
suspend life

5t baleful teleport (DC 20)2, psionic plane shift, psionic
teleport, teleport trigger

4 metamorphosis, psionic dimension door, psionic
dimensional anchor, psionic dismissal (DC 19), psionic
dominate (DC 19)*, psionic fly
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3% - astral caravan, energy bolt (DC 18)*, energy burst (DC
18)A, mind trap

20 _ dimension swap (DC 17), ego whip (DC 17)*, mental
disruption (DC 17)A, psionic levitate

1t - burst, déja vu (DC 16), detect teleportation, psionic
charm (DC 16)*, disable (DC 16)*, force screen

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 8, Dex 14, Con 10, Int 20, Wis 17, Cha 20

Feats Expanded Knowledge (metamorphosis), Greater
Psionic Endowment, Maximize Power, Narrow Mind,

Psionic Endowment, Psionic Meditation, Speed of
Thought®, Up the Walls®
Skills  Auto-Hypnosis +14, Bluff +22, Climb +7,

Concentration +12, Diplomacy +26, Jump +7, Knowledge
(psionics) +24, Listen +5, Perform +7, Psicraft +24, Ride
+10, Search +7, Sense Motive +12, Spot +5, Survival +11

Possessions combat gear plus dreamless helm®, ring of
protection +2

Greater Dominate (Ex) Abu Bdalug does not have to pay 2
additional power points when he augments psionic
dominate to affect animals, fey, giants, magical beasts, and
monstrous humanoids. This reduced point cost does not
increase the save DC of the power as if he had spent the
additional power points.

Psionic Charm (Ex) Once per day, Abu Bdalug can manifest
psionic charm with 9 power points less, to a minimum of
1 power point. The effect of this power is still restricted by
his manifester level.

Psionic Dominate (Ex) Once per day, Abu Bdalug can
manifest psionic dominate with 9 power points less, to a
minimum of 1 power point. The effect of this power is still
restricted by his manifester level.

Superior Dominate (Ex) Abu Bdalug does not have to pay 4
additional power points when he augments psionic
dominate to affect aberrations, dragons, elementals, and
outsiders (in addition to the creature types mentioned in
the greater dominate ability). This reduced point cost does
not increase the save DC of the power as if he had spent
the additional power points.

Thrallherd (Ex) Abu Bdalug’s Leadership score is 27. He has
one 13"-level thrall, one hundred thirty-five 1%-level
believers, thirteen 2"-level believers, seven 3%-level
believers, four 4-level believers, two 5™-level believers,
and two 6™M-level believers.

Hook “I will teach you fear.”

Bdalug is a ranking member of the Savak and the most
powerful of Nadil’s mind seeds. Abu Bdalug’s “memories”
extend back thousands of years to the time that Nadil himself
“remembers” coming into existence on another plane. Bdalug
shares Nadil’s “memories” of being “summoned” to Athas,
but Bdalug has only existed as an independent entity since
Nadil manifested mind seed on an elvish merchant-prince
who had short-changed him some 400 years ago, just north
of Celik. Bdalug eventually found his way back to Eldaarich.
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Abu Bdalug has the memories and personality of a fiend
(or rather, what Daskinor thinks a fiend would have), but
lacks the fiendish qualities which Daskinor projected into
his fragments, such as the ability to feed on the misery and
fear in Eldaarich. While Eldaarich’s torment and terror
sates Uda Nadil’s hunger, it only makes Bdalug hungrier
for what he cannot taste. He wishes to “return” to his
“homeworld”.

Bdalug has managed to take over one of the undervillages,
where he has built his own little approximation of the
underworld - his home away from home, so to speak. The
villagers worship him as a dark god, which seems to sate
his
metamorphosis power to take on the appearance of a
fiendish deity, according to his warped understanding of
such a concept. If Bdalug is unable to leave the Prime
Material plane, he plans to extend his little netherworld
and craft it into its own sub-plane. Bdalug correctly
believes that sufficiently powerful psionics will unlock the
keys that he needs to accomplish that goal.

soul’'s hunger to some extent. He uses his

While the undervillagers are effectively a “captive
audience”, Bdalug has used his thrallherd powers to
gather an above-ground cult. While they were drugged,
Bdalug smuggled them down a secret shaft to his
underworld and then back up to the surface, so they have
seen their “god” in all his metamorphosed glory.

Unlike the fragments, Bdalug is mortal. He is alive today
because he used suspend life over several centuries, a
decade here and a decade there, to escape the wrath of
enemies. He knows of the true mind switch power and
aspires to learn and use that power before his body
expires. When he knows he will not have much time to test
and expand his abilities, he tries to delegate duties to
subordinates and then hide himself and use suspend life.

Strategies and Tactics

Abu Bdalug abhors combat, seeing it as little more than a
threat to his continued existence and his ultimate plans for
immortality. He prefers to allow his thralls and believers
to throw their lives away in his defense, and actively
encourages this mentality in his followers. When faced
with no other option, Bdalug unleashes maximized rapid
blasts of energy, strikes with his enchanted shortspear,
and then uses his psionic powers to flee to a position of
greater security.

Creating a Fragment

“Fragment” is an inherited template that can be applied to
any humanoid or monstrous humanoid (referred to
hereafter as the “base creature”).
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The template is not actually ever applied to a creature — one
cannot become a fragment. Instead, a fragment is born from
a positive element of Daskinor’s consciousness (the three
known fragments were derived from his curiosity, courage,
and ambition — other fragments may exist that were derived
from Daskinor’s loyalty or love, for example). A fragment
takes on a full life of its own, in the form of one of the
countless bodies that Daskinor possessed in past ages, while
believing itself to actually be a fiend from another plane of
existence. It may have levels in one or more classes, usually
those with psionic powers. All fragments share a similar set
of abilities, as represented by the powers granted by the
template. Beyond that, they believe themselves to be unique
individuals.

Size and Type: The creature gains the psionic subtype.
Challenge Rating: Same as the base creature +3.

Abilities: A fragment always uses the elite ability array (15,
14, 13, 12, 10, 8) and gains an additional point per 4 class
levels or Hit Dice gained, as with any other creature. It also
gains ability enhancements derived from Daskinor’s status as
a Champion of Rajaat. Increase from the base creature as
follows: Str +4, Con +4, Int +4, Wis +4, Cha +4.

Attack Options: A fragment has all the attack options of the
base creature, plus the following special qualities. Saves have
a DC of 10 + V4 fragment’s Hit Dice + fragment’s Cha bonus
unless noted otherwise.

Possession (Su): Once per round, an incorporeal fragment can
attempt to possess another creature. This ability is similar to
a magic jar spell (caster level 10™ or the fragment’s Hit Dice,
whichever is higher), except that it does not require a
receptacle. To use this ability, the fragment must move into
the target’s space, which does not provoke attacks of
opportunity. The target can resist the attack with a successful
Will save (DC 15 plus the fragment’s Cha bonus). A creature
that successfully saves is immune to that same fragment’s
possession for 24 hours, and the fragment cannot enter the
target’s space. If the save fails, the fragment vanishes into the
target’s body. The fragment cannot use supernatural special
attacks while possessing a creature.

Psychic Leech (Ps): A fragment was born from an aspect of
Daskinor’s mind, and is able to feed upon the thoughts and
emotions in other creatures. This ability is a standard action,
affects a single target within a range of 100 ft. and deals 2d4
points of ability damage to this target (Will save for half). The
ability that is damaged depends upon the nature of the
fragment, but most fragments deal damage to either Int, Wis,
or Cha.

Summon Figment (Sp): Three times per day, a fragment can
summon one or more figments. Figments are identical to the
evil outsiders or fiendish creatures summoned by the spell
summon monster IX, but they are not drawn from the outer
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planes; rather, they are quasi-real creatures created by the
Fragment and reflect what they imagine fiends would be
like. This ability otherwise functions identically to the
spell summon monster IX. Consult the Summon Monster -
Athasian Variant list in Terrors of Athas for a suggested list
of appropriate base creatures to apply the fiendish
creature template to..

Summon Phthisic (Sp): Three times per day a fragment can
summon 1d4 phthisics with a 40% chance of success. This
is the equivalent of a 7*"-level spell.

Special Qualities: A fragment has all the special qualities
of the base creature, plus the following special qualities.

Darkvision (Ex): A fragment has darkvision out to a range
of 60 ft.

Fragmentary Fiend (Ex): A fragment cannot be raised or
resurrected. A fragment always smells strongly of
brimstone. This imposes a -8 penalty to all Hide checks
when a creature with a sense of smell is nearby.

Fragmentary Forms (Su): A fragment always takes one of a
number of alternate forms, as per the alternate form
special ability. In the past, Daskinor took possession of
countless numbers of bodies and a fragment may take on
the form of any one of these individuals. This effectively
means that a fragment may take the form of a member of
any one of the races of Athas, of either gender. Unlike the
standard alternate form special ability, these forms cannot
be penetrated by a true seeing spell or similar effect. For all
intents and purposes, they are treated as the fragment’s
natural form. The fragment, however, incorrectly believes
these forms to be illusory.

Additionally, the fragment may take the form of a fiend
(or, more correctly speaking, Daskinor’s concept of a
fiend). The fragment incorrectly believes this to be its
natural form. A true seeing (or similar effect) will penetrate
this fiendish form, and reveal the fragment’s natural form
as being the one it had assumed before taking on its
fiendish appearance.

A fragment'’s fiendish form appears much like a horned
devil. Use the statistics for a horned devil when the
fragment assumes this alternate form.

Immunities (Ex): A fragment is immune to acid and poison.

Incorporeality (Su): A fragment can become incorporeal as
a standard action, and return to corporeality as a standard
action. When incorporeal, the fragment gains the
incorporeal subtype. While incorporeal, a fragment may
attempt to possess another creature.

Polyglot (Ex): A fragment can speak, read, and write all
languages (not including magical script).
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Resistances (Ex): A fragment has resistance to cold, fire and
electricity 20.

Level Adjustment: Same as the base creature +4.

History

Desperate to wield a power great enough to best the Dragon,
Daskinor unleashed his psionic might against what he
mistakenly believed to be the Planar Gate, with devastating
consequences. Daskinor hoped to summon powerful fiends
that would battle the Dragon. Instead, his last remaining
personality strengths were sundered from his consciousness
and took on life of their own, becoming the entities known as
fragments (other less potent aspects of his mind also burst
forth at the same time, becoming the constructs known as
figments).

Daskinor believes the fragments to be fiends that he
summoned from other planes to fight the Dragon, and does
not realize that they were born from his own mind. The
fragments share this delusion, likewise believing themselves
to be fiendish outsiders. They possess many qualities that
Daskinor believed to be fiendish qualities, as well as abilities
derived from their origin as components of Daskinor’s own
consciousness. Since their creation, the fragments have
immersed themselves in their illusory lives and there is now
little hope that either they or their creator will ever discover
the truth about their true nature.

Ecology

Fragments take pleasure and nourishment from the suffering
and fear of those around them, regardless of whether they are
personally inflicting it.
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Environment: Daskinor’s
encountered outside Eldaarich.

fragments are rarely

Typical Physical Characteristics: All fragments smell of
brimstone, regardless of the form they have taken.

Alignment: Believing that they come from some
netherworld, all fragments are evil. They generally behave
selfishly.

Typical Treasure

Fragments have double the treasure for their Challenge
Rating, usually in magic and psionic items.

Inner Demon Lore

Characters with ranks in Knowledge (psionics) can learn
more about fragments. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

The base creature and its characteristics must be identified
using the appropriate skill according to the base creature’s

type.

Knowledge (Psionics)

DC Result
20 This is a fragment; a creature spawned from a troubled
psyche.
20+ DC Fragments can be of any kind of character trait, and they

reflect their creator’s shifting personality, feeding upon
other creature’s feelings and emotions.
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Khvakhas are one of the many types of undead created by the
brutal manner of their executions during the Cleansing Wars.

Kbvalkbas Asb Priest

This 4 Y2 foot tall humanoid’s flat face and high forehead have been
brutally skinned, exposing its face muscles, bald skull, and lidless
eyes. Tusks, six inches long, protrude from each side of its lipless
mouth. Yellow phlegm oozes from a bulbous sore on its throat.

Khvakhas Priest CR6

Male goblin khvakhas cleric 4

NE Small undead (augmented humanoid, goblinoid)
Init +3; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Classic Dwarven, Classic Tanysh, Goblin
Aura despair (DC 13)

AC 19, touch 16, flat-footed 16

(+1 size, +3 Dex, +3 armor, +2 deflection)

hp 26 (4 HD)

Immune undead immunities

Fort +4, Ref +4, Will +6

Weakness bound to area, distractible
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Kbvakbas
Speed 30 ft. (6 squares)

Melee mwk scythe +8 (1d6+3/x4)

Ranged composite longbow +7 (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Atk Options poison spit 3/day (DC 15, 1d6 Str/-), rebuke
undead 8/day (+6, 2d6+10, 9t)

Special Actions ambulatory limbs, spontaneous casting
(inflict spells)

Possessions masterwork scythe, composite longbow with 40
arrows

Cleric Spells Prepared (CL 4):

3" - animate dead®, cure serious wounds, searing light (+8
ranged touch)

2% _ cure moderate wounds (2), desecrate, resist energy,
speak with dead®

15t - death knell® (DC 13), deathwatch, hide from undead (2),
protection from evil (2)

0 - guidance (2), mending, resistance (2)

D: Domain spell. Element: Magma. Domains: Dead Heart,
Mountain’s Fury

Abilities Str 17, Dex 16, Con —, Int 12, Wis 14, Cha 12

SQ +4 bonus on interaction checks and rebuke attempts when
dealing with undead, bound to area, distractible, immunity
to undead, no armor check and encumbrance penalties to
Climb checks while both hands are free, undead traits

Feats Extra Turning, Improved Turning

Skills Climb +5, Concentration +8, Hide +7, Knowledge
(history) +3, Knowledge (religion) +3, Knowledge (the
planes) +3, Listen +2, Move Silently +9, Ride +7,
Spellcraft +3, Spot +2

Possessions combat gear plus masterwork studded leather
armor

Ambulatory Limbs (Ex) As Gzeztgel.
Bound to Area (Su) As Gzeztgel.
Despair (Su) As Gzeztgel.

Distractible (Ex) As Gzeztgel.
Immunity to Undead (Su) As Gzeztgel.

Many goblins worshiped the element of “Ash” before
Daskinor exterminated them.

The khvakhas priest presented here had the following
ability scores before racial adjustments, Hit Dice ability
increase, and templates: Str 15, Dex 12, Con 8, Int 10, Wis
14, Cha 13.

Strategies and Tactics

Against undead enemies, the khvakhas priest uses his
rebuke undead and searing light, or hide from undead if they
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are too powerful. Against living creatures, he prefers to use
his poison spit and inflict spells.

Asherakb the Meorty

You hear a pop sound from behind you and turn to see a four-foot
tall humanoid, wearing metal armor and carrying a spiked iron
chain that crackles with electricity. It speaks to you in an
unfamiliar, guttural language.

Asherakh the Meorty of CR 15
Juhudhuzar

Male goblin meorty fighter 9

LE Small undead (augmented humanoid, goblinoid, psionic)

Init +7; Senses darkvision 60 ft.; Listen +14, Spot +14

Languages Classic Tanysh, Goblin

AC 30, touch 14, flat-footed 27; Dodge, Mobility

(+1 size, +3 Dex, +5 armor, +1 shield, +10 natural)

hp 76 (9 HD); DR 15/magic

Immune cold, electricity, undead immunities

SR 19

Fort +6, Ref +6, Will +5

Weakness bound to area

Speed 30 ft. (6 squares)

Melee +/ shocking burst iron spiked chain +18/+13 (1d6+9
plus 1d6 electricity) or

Melee slam +15/+10 (1d4+5)

Space 5 ft.; Reach 5 ft. (10 ft. w/ spiked chain)

Base Atk +9; Grp +10

Atk Options ability damage, Combat Reflexes, Power
Attack, rebuke undead 3/day (+0, 2d6+9, 9t

Combat Gear +1 shocking burst iron spiked chain

Psi-Like Abilities (ML 9t):

At will - aura sight (65 ft.*), body equilibrium, catfall (90
ft.*), clairvoyant sense, detect remote viewing, mindlink (5
unwilling targets, DC 10%*), psionic teleport

3/day - body adjustment (3d12%*), crisis of breath (any
creature, DC 15%), dissolving touch (7d6%*), psionic
dimensional anchor

*Includes augmentation for manifester level.
Abilities Str 20, Dex 16, Con —, Int 12, Wis 14, Cha 10

SQ bound to area, create spawn, enhanced senses, Gray
toughness 2, undead traits

Feats Combat Reflexes, Dodge®, Exotic Weapon Proficiency
(spiked chain), Greater Weapon Focus (spiked chain)B,
Improved Initiative, Mobility®, Power Attack, Weapon
Focus (spiked chain)®, Weapon Specialization (spiked
chain)B

100

Skills Climb +8, Hide +3, Intimidate +11, Jump +8,
Knowledge (warcraft) +6, Listen +14, Move Silently +3,
Ride +9, Search +11, Sense Motive +12, Spot +14

Possessions combat gear plus masterwork buckler,
masterwork shell armor

Ability Damage (Su) Living creatures hit by Asherakh’s
natural attacks must succeed on a Fortitude save or take
1d6 points of Constitution damage. On each such
successful attack, Asherakh gains 5 temporary hit points.

Bound to Area (Su) As Gzeztgel.

Create Spawn (Su) Any humanoid slain by Asherakh
becomes an ioramh 1d4 days after death if it has less than
S HD. If it has 5 HD or more, it becomes a namech. Spawn
are under Asherakh’s command and remain enslaved until
death. At one time, Asherakh can control 18 HD worth of
spawn.

Enhanced Senses (Ex) Asherakh gains an additional +2
racial bonus to Listen and Spot checks.

Hook “I charge you with violating a sacred law of
Juhudhuzar: knifing or poisoning of a human or other
animal. The fine is nine copper pieces.”

Asherakh was made a meorty long before Daskinor came
to Juhudhuzar. He defended the city against foreign
invaders and was one of the few meorties that the city’s
nobles made, due to the major infighting within the city.
During the siege and fall of Juhudhuzar, Asherakh fought
valiantly against the attackers and was able to rally the
goblins many times. He was buried in a cave-in just before
the fighting ended, and was only able to free himself after
the army of the Champion left. Since then, he has enforced
the laws of Juhudhuzar upon the khvakhas there.

Asherakh had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str
15, Dex 13, Con 14, Int 10, Wis 12, Cha 8.
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Strategies and Tactics

Asherakh uses his rebuke undead ability against his fellow

undead, and crisis of breath against the living.

Gzeztgel Bloodstump

Before you stands a small humanoid with large tusks protruding
from his mouth. He looks at you with malice in his eyes, and then

licks the oozing stump of his missing hand.

Gzeztgel Bloodstump CR 15

Male khvakhas goblin cleric 12
NE Small undead (augmented humanoid, goblinoid)
Init +3; Senses darkvision 60 ft.; Listen +4, Spot +4

Languages Classic Dwarven, Classic Giant, Classic Tanysh,
Goblin

Aura despair (DC 17), fear (60 ft., DC 17)

AC 31, touch 16, flat-footed 28

(+1 size, +3 Dex, +5 armor, +10 shield, +2 deflection)
hp 83 (12 HD)

Immune undead immunities

Fort +8, Ref +7, Will +12

Weakness bound to area, distractible

Speed 30 ft. (6 squares)
Melee +1 flaming burst iron heartpick +11/+6 (1d6+2 plus
1d6 fire/19-20/x4)
Space 5 ft.; Reach 5 ft.
Base Atk +9; Grp +6
Atk Options poison spit 3/day (DC 15, 1d6 Str/-), rebuke
undead 8/day (+7, 2d6+17, 16%)

Special Actions ambulatory limbs, rotting touch,
spontaneous casting (inflict spells)

Combat Gear +/ flaming burst iron heartpick, Clanging
Gnasher*

Cleric Spells Prepared (CL 12'):

6™ - acid fogP, antilife shell

5t - cloudkill® (DC 19), commune, righteous might

4" _ elemental armor, freedom of movement, lesser planar
ally, spell immunity, vampiric touch®

3% - animate dead®, bestow curse (DC 17), dispel magic,
invisibility purge, prayer, protection from energy

20 _ calm emotions (DC 16), desecrate, hold person (DC 16),
silence (DC 16), speak with deadP, spiritual weapon

1%t - command (DC 15), death knell® (DC 15), deathwatch,
divine favor, hide from undead, sanctuary (DC 15),
protection from evil
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0 - detect magic, guidance, inflict minor wounds (DC 14),
light, read magic, resistance

D: Domain spell. Element: Magma. Domains: Dead Heart,
111 Winds

Spell-Like Abilities (CL 12t):
2/day - detect poison

Abilities Str 12, Dex 16, Con —, Int 15, Wis 18, Cha 12

SQ +4 bonus on interaction checks and rebuke attempts when
dealing with undead, bound to area, distractible, enhanced
ability (+1 skill point per HD), immunity to undead,
undead traits

Feats Combat Casting, Extra Turning, Exotic Weapon
Proficiency (heartpick), Improved Critical (heartpick),
Leadership

Skills Concentration +16, Diplomacy +10, Heal +7, Hide +7,
Knowledge (ancient history) +7, Knowledge (religion) +9,
Move Silently +9, Ride +6, Search +6, Spellcraft +11.

Possessions combat gear plus boots of speed, iron chain shirt
+/

Ambulatory Limbs (Ex) A khvakhas can detach a hand or
foot as a standard action, the separated part becoming a
Diminutive creeping claw (7otDL, pg 40). Detaching a
limb deals a khvakhas damage equal to the creeping claw’s
hit points; when reattaching it, the undead regains the
claw’s current hit points. A creeping claw is under the
khvakhas’ control as long as it stays animated and within
100 ft. Otherwise, it behaves as a mindless undead.

Bound to Area (Su) A khvakhas cannot move more than five
miles from its city’s central plaza without weakening its
connection to the Gray. Each day a khvakhas is away, it
gains a negative level. When its negative levels equal its
HD, a khvakhas is destroyed. If it returns, it recovers 1
negative level per day.

Despair (Su) At the mere sight of a khvakhas, the viewer
must succeed on a DC 17 Will save or be paralyzed with
fear for 1d4 rounds.

Distractible (Ex) Seeing a humanoid of Small size or smaller
aggravates a khvakhas to the point of rage. In combat, the
undead rids itself of the distraction, eliminating the Small
humanoid even before dealing with prominent threats.

Fear Aura (Su) Creatures in a 60-foot radius that look at the
undead must make a DC 17 Will save. Creatures with
fewer than 5 HD that fail their save become panicked.
Creatures with fewer HD than the undead that fail their
save become shaken.

Immunity to Undead (Su) If an undead creature played any
direct role in its death, a khvakhas cannot be permanently
killed; its body reforms 1 day after its apparent death.

Rotting Touch (Su) Gzeztgel’s touch turns living plants into
a useless, rotting mess. He can make a touch attack against
a plant creature, dealing 15d4 points of damage.

Hook “Pain! Loss! You have no idea what these words truly
mean until you watch your entire race die. But...you will
have a much clearer understanding.”

Since acquiring the Clanging Gnasher, Gzeztgel has taken
on a higher profile among the khvakhas of Juhudhuzar,
gathering an army to revenge himself on the human
world.
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Gzeztgel had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str 10,
Dex 12, Con 8, Int 13, Wis 15, Cha 14.

Strategies and Tactics

A cunning opponent, Gzeztgel will coordinate his attacks
and movements in order to take advantage of his cohort’s
psionic powers. If truly threatened or faced with a large force,
he will retreat using his boots of speed and make his stand in
his temple, which he has maintained an unhollow effect on,
renewing it every year. The spell effect fixed within this
unhallowed area is freedom of movement and only affects those
who worship the paraelement of Magma.

Whoertjava the Martyr

Before you stands a small humanoid female, her muscles lying
exposed over her bones, and a look of sadness and madness on her
face. She wears a cloak that makes her look ghostly and
insubstantial. Looking at you, she seems to fill with rage and as you
see her scream without words, you feel her assault your mind.

Whortjava the Martyr CR 13

Female khvakhas goblin wilder 10

NE Small undead (augmented humanoid, goblinoid, psionic)

Init +3; Senses darkvision 60 ft.; Listen +1, Spot +1

Languages Classic Giant, Classic Tanysh, Goblin, Orcish

Aura despair (DC 18)

AC 23, touch 19, flat-footed 20

(+1 size, +3 Dex, +3 armor, +4 natural, +2 deflection)

hp 70 (10 HD)

Immune undead immunities

Fort +5, Ref +8, Will +8

Weakness bound to area, delusional, distractible, psychic
enervation

Speed 30 ft. (6 squares), fly 60 ft. (good)

Melee +1 keen puchik +8 (1d3+2/19-20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +4

Atk Options brand, Overchannel, poison spit 3/day (DC 15),
rebuke undead 6/day (+3, 2d6+13, 10™)

Special Actions ambulatory limbs, surging euphoria +1, wild
surge +3

Combat Gear +1 keen puchik, psicrown of fiery ruin (190
power points), Shroud of Martyrs*

Power Points/Day 103; Wilder Powers Known (ML 10%):
5t _ psychic crush (DC 18)
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4" _ energy adaptation
3" _ dispel psionics, energy cone (DC 16)*
2% feat leech (DC 15)2, sensory suppression (DC 15)
15t - empty mind, energy ray (+9 ranged touch)
AThe save DCs for these powers might increase with the use
of augments
Psi-Like Abilities (ML 10™):
1/day - death urge (DC 20), energy burst (10d6, DC 20%*),

energy retort (15 minutes*, DC 20), psionic suggestion (4
targets*, DC 20)

*Includes augmentation for the shroud’s manifester level.

Abilities Str 12, Dex 17, Con —, Int 16, Wis 8, Cha 17

SQ bound to area, elude touch, immunity to undead, psychic
enervation, surging euphoria +1, undead traits, volatile
mind (2 power points)

Feats Alertness®, Expanded knowledge (feat leech),
Expanded Knowledge (energy cone), Overchannel,
Talented

Skills Auto-Hypnosis +11, Bluff +15, Concentration +16,
Diplomacy+19, Hide +7, Intimidate +17, Knowledge
(psionics) +15, Move Silently +7, Psicraft +15, Ride +7,
Sense Motive +11

Possessions combat gear plus amulet of resistance +2, skin
of the defender, masterwork wooden bucket, masterwork
studded leather armor

Ambulatory Limbs (Ex) As Gzeztgel.
Bound to Area (Su) As Gzeztgel.

Brand (Su) Three times per day, Whortjava can make a
touch attack that deals 1d8 points of damage and inflicts a
-2 penalty on any interaction checks the victim makes
(such as Bluff, Diplomacy, Intimidate, and Sense Motive).
The brand also leaves a disturbing impression on anyone
who sees it.

Delusional (Ex) Whortjava believes that the Cleansing Wars
are still on-going, and that any non-humans that enter
Juhudhuzar in the company of humans must be captives.
She will move to free and ally with any non-humans she
encounters, at least until they prove themselves to be
‘collaborating’ with Daskinor’s forces.

Despair (Su) As Gzeztgel.
Distractible (Ex) As Gzeztgel.
Immunity to Undead (Su) As Gzeztgel.

Shapesmith (Ps) The shroud’s wearer can use the alter
shape psionic power on themselves or any of their
believers or thralls at will.

Holy War (Ex) The shroud’s wearer gains a thrall and
believers as if they were a first-level thrallherd. These
fanatics will willingly die for the shroud’s owner, but if the
character passes more than seventy-seven days without
killing at least one of Daskinor’s servants or descendants,
the thrall and believers turn on the owner.

Secret Servants (Ps) The shroud wearer’s thrall and all of
their believers are affected as by the personal mind blank
power.

Correspond (Ps) The shroud’s wearer can correspond with
their thrall or any of their believers, individually, or all at
once, at any time.
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Familiar Servant (Ps) The shroud’s wearer can use the psi-
like powers of the shroud, and any spells or powers that
they know through their thrall or believers that are within
a 20 mile radius. This ability can be used on only one
believer or the thrall per day.

Hook “You work for him, don’t you? He failed to destroy me
before, but I will not fail to destroy you.”

Whortjava the Martyr was one of the many thralls of the
Shroud of Martyrs. While Juhudhuzar was besieged,
Mountain Mother sent one Martyr after another to harass
Daskinor’s attack. Whortjava is the only known female
khvakhas, because Daskinor managed to sever her
connection to the Shroud of Martyrs, held her in stasis during
the siege, and then gave her the same treatment as he gave
the male goblin leaders: forcing her to watch the torture and
destruction of her people before slaying her cruelly.

Whortjava tracked down and recovered the Shroud of Martyrs
not long after she arose in undeath. Powerful, passionate, and
(by goblin standards) beautiful, she is everything that an
undead goblin male could desire. She lacks the tusks of other
khvakhas, and has traditionally served as the consort of the
most powerful male khvakhas in Juhudhuzar —whoever
that might be at the time.

Whortjava had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str 10,
Dex 13, Con 12, Int 14, Wis 8, Cha 15.

Strategies and Tactics

In battle, Whortjava will first focus her psychic crush, fully
augmented and further empowered with her wild surge, to
target any spellcasters or other psionic wielding opponents
as long as no other formidable opponent threatens her at the
time.

Ezgruz

Standing before you is a small humanoid creature with large tusks
protruding from its lower jaw. His eyes burn with malice and hate
as he turns to face you. You feel despair pouring off of him as he
comes closer, raising a warhammer as he approaches. ”"Did Tvakch
send you?”

0

Ezgruz

CR 13

Male goblin khvakhas cleric 9

NE Small undead (augmented humanoid, goblinoid)
Init +2; Senses darkvision 60 ft.; Listen +5, Spot +5
Languages Goblin

Aura despair (DC 15)

AC 21, touch 15, flat-footed 19

(+1 size, +2 Dex, +6 armor, +2 deflection)

hp 58 (9 HD); DR 5/magic

Immune spell turning, turning, undead immunities
Fort +8, Ref +7, Will +11

Weakness bound to area, distractible

Speed 30 ft. (6 squares)

Melee mwk iron warhammer +10/+5 (1d6+2/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +4

Atk Options death touch (9d6 hp), disease, poison spit 3/day
(DC 15, 1d6 Str/-), rebuke undead 4/day (+1, 2d6+10, 9')

Special Actions ambulatory limbs

Combat Gear masterwork iron warhammer

Cleric Spells Prepared (CL 9™):

5t commune, sands of time”

4 _ elemental armor, spell immunity, vampiric touch®

3" - animate dead®, bestow curse (DC 16), dispel magic,
prayer, protection from energy

2% _ calm emotions (DC 15), desecrate, silence (DC 15),
speak with deadP, spiritual weapon

15t - command (DC 14), death knell® (DC 14), deathwatch,
divine favor, hide from undead, protection from evil

0 - detect magic, guidance, inflict minor wounds (DC 13),
light, read magic, resistance

D: Domain spell. Element: Silt. Domains: Dead Heart,
Decaying Touch

Spell-Like Abilities (CL 12):

3/day - charm person

Abilities Str 14, Dex 14, Con —, Int 10, Wis 16, Cha 13

SQ +4 bonus on interaction checks and rebuke attempts when
dealing with undead, bound to area, distractible, immunity
to undead, undead traits

Feats Alertness, Combat Casting, Track, Weapon Focus
(warhammer)

Skills Concentration +13, Hide +6, Knowledge (history) +2,
Knowledge (religion) +2, Listen +5, Move Silently +6,
Ride +6, Spellcraft +2, Spot +5, Survival +6

Possessions combat gear plus chitin armor of invulnerability
+2, cloak of resistance +2

Ambulatory Limbs (Ex) As Gzeztgel.
Bound to Area (Su) As Gzeztgel.
Despair (Su) As Gzeztgel.

Disease (Su) Fortitude DC 15, 50% chance for either filth
deaver or red ache.

Distractible (Ex) As Gzeztgel.
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Immunity to Turning (Ex) Ezgruz cannot be turned or
rebuked.

Immunity to Undead (Su) As Gzeztgel.

Spell Turning (Su) Ezgruz is protected from 1d4+6 spell
levels per day, as per the spell turning spell. He can
suppress this ability as a free action

Hook “Infidels! Human beasts, and worse. But you’ll serve.
There’s something I want...”

Ezgruz is one of the two original priests that brought the
Clanging Gnasher to Juhudhuzar. He has spent much of his
time since becoming undead fighting over the Gnasher, trying
to regain possession of it. He has come to hate the krag
Tvakch and actively works against his former friend.

Ezgruz had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str 12,
Dex 10, Con 13, Int 8, Wis 15, Cha 14.

Strategies and Tactics

Ezgruz knows that his melee combat abilities are not good
and he tries to stay away as far as possible from actual
combat, instead directing nearby gluk’kiuks to fight on his
behalf.

Giggles

As you enter the room, you hear laughter, incessant non-stop
laughter. It fills you ears and infects your mind as you see a small
creature with a scimitar running towards you.

Giggles CR 8

Male blue khvakhas psychic warrior 6

CE Small undead (augmented humanoid, goblinoid, psionic)
Init +1; Senses darkvision 60 ft.; Listen +3, Spot +4
Languages understand Classic Tanysh, Goblin

Aura despair (DC 17), laughter (30 ft., DC 15)

AC 22, touch 14, flat-footed 21

(+1 size, +1 Dex, +5 armor, +3 shield +2 deflection)
hp 55 (6 HD)

Immune undead immunities

Fort +5, Ref +4, Will +4

Weakness bound to area, distractible

Speed 30 ft. (6 squares); Psionic Charge, Speed of Thought,
Up the Walls
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Melee +1 icy burst scimitar +10 (1d4+6 plus 1d6 cold/18-
20)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options poison spit 3/day (DC 15, 1d6 Str/-), Psionic
Weapon, rebuke undead 3/day (+0, 2d6+6, 6™)

Special Actions ambulatory limbs, Psionic Meditation

Combat Gear +/ icy burst iron scimitar

Power Points/Day 18; Psychic Warrior Powers Known (ML
61}1):

2 _ animal affinity, concealing amorpha, body adjustment

15 - biofeedback, offensive prescience, thicken skin

Abilities Str 18, Dex 14, Con —, Int 12, Wis 14, Cha 11

SQ bound to area, immunity to undead, naturally psionic,
undead traits

Feats Psionic Weapon, Psionic Body®, Psionic Charge,
Psionic Meditation®, Speed of Thought®, Up the Walls

Skills Autohypnosis +7, Climb +6, Concentration +9, Hide -
2, Jump +6, Knowledge (psionics) +6, Move Silently +6,
Ride 19, Search +5

Possessions combat gear plus iron chain shirt +1, large
shield +1

Ambulatory Limbs (Ex) As Gzeztgel.
Bound to Area (Su) As Gzeztgel.
Despair (Su) As Gzeztgel.

Distractible (Ex) As Gzeztgel.
Immunity to Undead (Su) As Gzeztgel.

Laughter Aura (Su) Any person within 30 feet who hears
Giggles is subject to hideous laughter, as the spell.
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However, unlike his opponents, Giggles has no problem
fighting while laughing. However, his continuous laughter
makes it difficult for him to hide, giving Giggles a -8
penalty on Hide checks.

Giggles never stops laughing. Ever. He started laughing
when Daskinor skinned his mother alive in front of him, and
his laughter only briefly paused when his torturers gave up
on making him stop laughing and speared his heart. All of
the other khvakhas in Azghabar awoke to undeath to the
sound of Giggles’ laughter, and none of them like him.

Giggles had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str 15,
Dex 12, Con 10, Int 8, Wis 14, Cha 13.

Strategies and Tactics

Giggles relies on his laughter aura, concealing amorpha and
speed to take him away every time trouble finds him. His first
targets are always those around him who are not laughing
(see his Laughter Aura, above).

Javzanda

From out of the darkness, a small humanoid approaches. With a
spear in hand, the creature smiles, its lower jaws having wicked
looking tusks. It furrows its brow, and your mind explodes in pain.

Javzunda CR 10

Male blue khvakhas telepath 7
NE small undead (augmented humanoid, goblinoid, psionic)
Init +2; Senses darkvision 60 ft.; Listen +4, Spot +4

Languages Classic Dwarven, Classic Tanysh, Goblin,
Orcish, Thri-Kreen

Aura despair (DC 13)

AC 24, touch 15, flat-footed 22

(+1 size, +2 Dex, +6 armor, +3 shield, +2 deflection)
hp 45 (7 HD); DR 1/—

Immune undead immunities

Fort +2, Ref +4, Will +9

Weakness bound to area, distractible

)

Speed 30 ft. (6 squares)

Melee +1 iron shortspear +5 (1d4+1) or
Melee tongue +4 (1d3) or

Ranged +2 composite longbow +8 (1d6+2)

Space 5 ft.; Reach 5 ft.
Base Atk +3; Grp -1
Atk Options constrict 1d3, improved grab, poison spit 3/day

(DC 15, 1d6 Str/-), putrefying touch, Quicken Power,
rebuke undead 3/day (+0, 2d6+7, 7™)

Special Actions ambulatory limbs

Combat Gear +/ iron shortspear, +2 composite longbow,
dorje of psionic blast (12 charges), dorje of psionic
dominate (30 charges)

Power Points/Day 64; Psion Powers Known (ML 7%):

4™ _ psionic dominate (DC 19)A, thieving mindlink (DC 19)*

3" - hostile empathic transfer (DC 18), false sensory input
(DC 18), mind trap, psionic blast (DC 18)

2~ aversion (DC 17)%, brain lock (DC 17), psionic
suggestion (DC 17), read thoughts (DC 17)

15t - conceal thoughts, demoralize (DC 16), inertial armor,
psionic charm (DC 16)2, telempathic projection (DC 16)

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 10, Dex 14, Con —, Int 20, Wis 14, Cha 11

SQ bound to area, immunity to undead, naturally psionic,
undead traits

Feats Alertness®, Combat Manifestation, Craft Dorje®,
Psicrystal Affinity®, Psicrystal Containment, Quicken
Power

Skills Autohypnosis +, Bluff +7, Concentration +10,
Diplomacy +11, Gather Information +9, Hide +6,
Knowledge (local [Azghabar]) +12, Knowledge (history)
+10, Knowledge (psionics) +12, Listen +4, Psicraft +14,
Sense Motive +9, Spot +4

Possessions combat gear plus adamantine chain shirt +2,
large shield +1

Ambulatory Limbs (Ex) As Gzeztgel.

Bound to Area (Su) As Gzeztgel.

Despair (Su) As Gzeztgel.

Distractible (Ex) As Gzeztgel.

Immunity to Undead (Su) As Gzeztgel.

Putrefying Touch (Su) A touch from Javzunda causes boils
and sores. Affected creatures must make a Fortitude save
or take a -4 penalty to Dexterity and on interaction checks
(such as Bluff, Diplomacy, Intimidate, and Sense Motive).
The wounds last 1d8 days or until cured by a remove
disease or heal spell.

Hook “You will feed my flesh worms nicely.”
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Javzunda’s Psicrystal CR —
NE Diminutive construct
Init -5; Senses Listen +4, Spot +4

Languages understand creator’s orders; telepathic link,
telepathic speech

AC 12, touch 9, flat-footed 12
(+4 size, -5 Dex, +3 natural)
hp 22 (7 HD); Hardness 8

Resist improved evasion

Immune construct immunities
Fort +2, Ref +4, Will +7

Speed O ft.

Melee —

Space 1 ft.; Reach 0 ft.

Base Atk +0; Grp —

Atk Options deliver touch powers

Special Actions self-propulsion

Abilities Str —, Dex —, Con —, Int 9, Wis 10, Cha 10

SQ alertness, construct traits, personality (resolved), share
powers, sighted

Skills Bluff +7, Concentration +10, Diplomacy +7, Gather
Information +7, Knowledge (local [Azghabar]) +6,
Knowledge (history) +4, Knowledge (psionics)+6, Listen
+4, Psicraft +6, Search +4, Sense Motive +7, Spot +4

With its self-propulsion ability activated, the psicrystal has
the following statistics

Init +2

AC 22, touch 16, flat-footed 20

Speed 30 ft. (6 squares), climb 20 ft.

Grp -17

Abilities Str 1, Dex 15

Skills Climb +3, Hide +14, Move Silently +6

Javzunda, the third most powerful khvakhas in Azghabar,
was not a warrior in life but a potent telepath. When the city’s
defenses collapsed, he psionically concealed the escape of
many goblins using side tunnels and passages. Since his
torment, death, and undeath, Javzunda has devoted himself
to opposing the intrigues of the human undead, particularly
Esmila the Eye-Blind.

Javzunda had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str 8,
Dex 12, Con 10, Int 15, Wis 14, Cha 13.

Strategies and Tactics

Javzunda tries to dominate or rebuke the strongest member of
any group and uses psionic blast on the remaining ones. He
usually uses his psicrystal to scout for Esmila’s agents, which
he will then sneak up on using false sensory input.
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Gbhazrasbuna the Changeling

Before you stands a small humanoid that looks like a halfling.
Then, a moment later, it looks like a dwarf, then a tari. Finally,
he changes into a small humanoid with large tusks. He smiles at
you, and readies his sword.

Ghazrashuna the Changeling CR9

Male goblin khvakhas rogue 7

NE small undead (augmented humanoid, goblinoid)

Init +5; Senses darkvision 60 ft.; Listen +7, Spot +7

Languages Classic Dwarven, Classic Tanysh, Goblin
Aura despair (DC 11)

AC 22, touch 18, flat-footed 17; Dodge, uncanny dodge
(+1 size, +5 Dex, +4 armor, +2 deflection)

hp 45 (7 HD)

Resist evasion

Immune undead immunities

Fort +2, Ref +10, Will +4

Weakness bound to area, distractible, turn submission (3
HD)

Speed 30 ft. (6 squares)

Melee mwk macahuitl +8 (1d6+1/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +2

Atk Options Improved Feint, poison spit 3/day (DC 15, 1d6
Str/-), rebuke undead 1/day (-2, 2d6+5, 7™), sneak attack
+4d6

Special Actions ambulatory limbs, change shape
Combat Gear masterwork macahuitl

Abilities Str 12, Dex 20, Con —, Int 15, Wis 14, Cha 6

SQ bound to area, change shape, immunity to undead,
trapfinding, trap sense +2, undead traits

Feats Dodge, Improved Feint, Stealthy

Skills Balance +10, Bluff +8, Climb +6, Diplomacy +2,
Disable Device +9, Disguise +6 (+8 to act in character),
Escape Artist +10, Hide +21, Jump +6, Listen +7, Move
Silently +20, Open Lock +9, Ride +9, Search +7, Sense
Motive +12, Sleight of Hand +10, Spot +7

Possessions combat gear plus glamered studded leather
armor +1
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Ambulatory Limbs (Ex) As Gzeztgel.

Bound to Area (Su) As Gzeztgel.

Change Shape (Su) Ghazrashuna can mimic the voice and
appearance of any Small humanoid. He gains a +10
circumstance bonus on Disguise checks while in another
form. A true seeing spell or ability reveals his natural form.

Turn Submission (Ex) Ghazrashuna turns as if he were an
undead with 4 fewer Hit Dice.

Despair (Su) As Gzeztgel.
Distractible (Ex) As Gzeztgel.
Immunity to Undead (Su) As Gzeztgel.

Hook “You’re ugly. The penalty for ugly is death.”

Ghazrashuna was an infiltrator before his transformation
into undeath. Since becoming a khvakhas, he has gained the
ability to change his shape, and moves from area to area,
becoming whatever is most appropriate for that region of the
city. Ghazrashuna always had a highly-developed aesthetic
taste, which has only become more acute since his undeath
and ability to change shape. He regards all non-goblins as
ugly, though he may make an exception for a short, attractive
female.

Ghazrashuna had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str 10,
Dex 15, Con 12, Int 13, Wis 14, Cha 8.

Strategies and Tactics

Ghazrashuna dislikes combat and usually uses his change
shape ability to disguise himself until another member of
either faction shows up. He likes to make sneak attacks and
will flee from danger, often leading pursuers into crevasses,
pits, and other traps.

Hortzell the Fox

This small humanoid looks at you with a sneer, its tusks protruding

from its lower jaw. It rubs a ring on his finger and disappears from
sight. You hear the sound of a metal blade being drawn from a
scabbard.

Hortzell the Fox

Male goblin khvakhas rogue 5

NE small undead (augmented humanoid, goblinoid)
Init +5; Senses darkvision 60 ft.; Listen +12, Spot +12
Languages Classic Giant, Classic Tanysh, Goblin
Aura despair (DC 12)

CR7
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AC 20, touch 18, flat-footed 15

(+1 size, +5 Dex, +2 armor, +2 deflection)

hp 32 (5 HD)

Immune undead immunities

Fort +1, Ref +9, Will +3

Weakness bound to area, distractible, vulnerability to mind-
affecting effects, vulnerability to sunlight

Speed 30 ft. (6 squares)

Melee dagger of venom +4 (1d3/19-20) or

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp -1

Atk Options poison spit 3/day (DC 15, 1d6 Str/-), rebuke
undead 3/day (+0, 2d6+5, 5™

Special Actions ambulatory limbs

Combat Gear small dagger of venom

Spell-Like Abilities (CL 5'):

At will - deeper darkness

Abilities Str 10, Dex 20, Con —, Int 15, Wis 14, Cha 10

SQ bound to area, nondetection, immunity to undead, undead
traits

Feats Alertness, Stealthy

Skills Balance +11, Bluff +8, Diplomacy +10, Disguise +6
(+8 to act in character), Escape Artist +11, Gather
Information +8, Hide +19, Intimidate +2, Knowledge
(local [White Mountains]) +10, Listen +12, Move Silently
+19, Ride +9, Sense Motive +8, Spot +12, Use Rope +5
(+7 involving bindings)

Possessions combat gear plus leather armor, ring of
invisibility

Ambulatory Limbs (Ex) As Gzeztgel.

Bound to Area (Su) As Gzeztgel.

Despair (Su) As Gzeztgel.

Distractible (Ex) As Gzeztgel.

Immunity to Undead (Su) As Gzeztgel.

Nondetection (Su) Hortzell is difficult to detect using
divination spells, as though it were protected by the
nondetection spell. The DC to detect him is 15.

Vulnerability to Mind-Affecting Effects (Ex) Unlike most

undead, Hortzell is susceptible to mind-affecting effects,
which affect him as if he were a living goblin.

Vulnerability to Sunlight (Ex) Direct sunlight deals 1d6
points of damage each round to Hortzell.

Hook “You’ll never catch me.”

Hortzell was an advanced scout, patrolling the region and
keeping watch for Daskinor’s forces. When they came, he
spent many nights attacking the Champion’s officers in
their tents. He was finally captured and tortured by
Daskinor after Hortzell killed one of his top aides while he
slept.

Hortzell had the following ability scores before racial
adjustments, Hit Dice ability increase, and templates: Str
8, Dex 15, Con 10, Int 13, Wis 14, Cha 12.
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Strategies and Tactics

Hortzell constantly uses his ring of invisibility and
nondetection ability to ensure that he is never being followed.

Creating a Khvakbas

“Khvakhas” is an acquired template that can be added to any
goblinoid creature (referred to hereafter as the base creature).

A khvakhas uses all the base creature’s statistics and special
abilities except as noted here.

Size and Type: The creature’s type changes to undead
(augmented humanoid).

Challenge Rating: Same as base creature +2.
Hit Dice: Increase all current and future Hit Dice to d12s.

Armor Class: Natural armor is the same as the base creature,
but it gains a +2 deflection bonus.

Attack: A khvakhas retains all the attacks of the base creature
and also gains a slam attack if it didn’t already have one. If
the base creature can use weapons, the base creature retains
this ability. A khvakhas with natural weapons retains those
natural weapons. A khvakhas fighting without weapons uses
either its slam attack or its primary natural weapon (if it has
any). A khvakhas armed with weapons uses its slam or the
weapon, as it desires.

Damage: A khvakhas has a slam attack (1d4 for a Small
creature).

Special Attacks: A khvakhas retains all the special attacks of
the base creature and also gains the following special
abilities.

Despair (Su): At the mere sight of a khvakhas, the viewer must
succeed on a Will save (DC 10 + Y2 the base creature’s HD +
the base creature’s Cha modifier) or be paralyzed with fear
for 1d4 rounds. Whether or not the save is successful, that
creature cannot be affected again by the same khvakhas’
despair ability for 24 hours.

Poison Spit (Su): Each khvakhas has a bulbous sore caused
when Daskinor’s men ensured the goblin’s death by stabbing
it with a poisoned spear. A khvakhas can expel a glob of vile
poison up to 30 feet up to three times per day as a ranged
touch attack or it can envenom its weapon at any time, using
a move-equivalent action (Contact DC 15, 1d6 Str/none).

Rebuke Undead (Su): A khvakhas can rebuke or command
undead as an evil cleric of level equal to its HD. If a khvakhas
could already rebuke undead, its effective cleric level equals
its HD + 4.

Special Qualities: A khvakhas has all the special qualities of
the base creature, plus the following special qualities.

108

Ambulatory Limbs (Ex): A khvakhas can detach a hand or
foot as a standard action, the separated part becoming a
Diminutive creeping claw (TotDL, pg 40). Detaching a
limb deals a khvakhas damage equal to the creeping
claw’s hit points; when reattaching it, the undead regains
the claw’s current hit points. A creeping claw is under the
khvakhas’ control as long as it stays animated and within
100 ft. Otherwise, it behaves as a mindless undead.

Bound to Area (Su): A khvakhas cannot move more than
five miles from its city’s central plaza without weakening
its connection to the Gray. Each day a khvakhas is away,
it gains a negative level. When its negative levels equal its
HD, a khvakhas is destroyed. If it returns, it recovers 1
negative level per day.

Distractible (Ex): Seeing a humanoid of Small size or
smaller aggravates a khvakhas to the point of rage. In
combat, the undead rids itself of the distraction,
eliminating the Small humanoid even before dealing with
prominent threats.

Immunity to Undead (Su): If an undead creature played any
direct role in its death, a khvakhas cannot be permanently
killed; its body reforms 1 day after its apparent death.

Abilities: Change from the base creature as follows: Str +4,
Dex +2, Int +2. Being undead, a khvakhas has no
Constitution score.

Level Adjustment: Same as base creature +3.

Sample Encounter

One normally only encounters khvakhas in or near ancient
goblin ruins. Because of their curse, khvakhas normally
can never leave the area around their cities.

Khvakhas Patrol (EL 7-10): A khvakhas and his flesh
worms scout the area for intruders.

EL 7: One Khvakhas Ash priest, six gluk’kiuks.
EL 8: One Khvakhas Ash priest, two flesh rinds.
EL 10: One Khvakhas Ash priest, three flesh worms.

Creatures and Allies

Flesh worms, including the lesser varieties: gluk’kiuks
and flesh rinds. These unintelligent goblinoid undead
serve the khvakhas mindlessly, and if left to their own
devices, would simply wander the goblin ruins,
devouring any living thing that they encountered.
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History

When assaulting a goblin city, Daskinor always ordered his
men to capture the goblin leaders alive if at all possible. It
was his custom to torture them, and then once he had
extracted all useful information from them, torment them
further by hanging them from the ceilings of the largest
chambers in their caverns, suspended by their arms, wrists,
or fingers, and forced to watch as his men slowly flayed alive
any common goblins — males, females, and children — they
had captured.

The symbolism of the hanging was deliberate — not only did
it shame and mock the goblin leaders, but it pleased
Daskinor’s men. He had deliberately recruited primarily
mountain tribesmen into his army, men whose tribes had
long histories of conflict with goblins.

Many of these men believed in mountain spirits, glorifying
the magnificent peaks and the skies in which they towered,
so it proved easy to convince them that goblins, tunneling in
darkness at the roots of these mighty mountains, were
blasphemous and degenerate. Hanging the goblin leaders off
the ceiling symbolically separated them from the Earth and
lifted them into the sky as sacrifices to the Air spirits in which
Daskinor’s primitive troops still believed.

Environment: The khvakhas appear in most of the goblin
cities that Daskinor destroyed, such as Azghabar, Dzhuzhak,
Whal Khozdem, Juhudhuzar, and Ghozer.

Typical Physical Characteristics: A typical khvakhas stands
between 4 and 5 feet tall and weighs around 100 pounds.

Alignment: khvakhas are always chaotic evil. They retain the
chaotic in-fighting prevalent among the goblins before they
were cleansed, but now are evil in undeath. They still fight
each other for dominance.

Society

Khvakhas are as vicious and greedy in undeath as they
were in life. They possess many of the psionic and priestly
powers they had in life, and their personalities are intact
as well, if twisted. Each is engaged in an endless power
struggle with any other free-willed undead near it,
attempting to dominate as many undead creatures as
possible and use them to control their surroundings.
Individual khvakhas may disagree and struggle for
primacy, but once one khvakhas clearly predominates, all
other goblin undead defer to it.

Typical Treasure

Khvakhas have standard treasure for their Challenge
Rating.

Kbvakbas Lore

Characters with ranks in Knowledge (religion) can learn
more about khvakhas. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Religion)
DC Result

15+CR  This is a khvakhas, a goblinoid undead creature. This result

reveals all undead traits.

20+CR  Khvakhas were once goblin leaders, but were tortured to

death in ancient times. They possess the ability to command
undead goblins.

Adventure Hooks

Silver, Silver Everywhere, and Nary a Bite to Eat; The
Goblinfather’s Children are Hungry.

1L,
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Kurnan

All Kurnan militia members are citizens of one of Kurn’s
claves, so they are typically artisan craftworkers. Oronis’
Black Brethren are Kurn's elite army.

Black Captain

The man before you rests a hand on the sword at his waist. He
stands tall and proud, exuding an air of confidence and command.
The men around him ready their bows and spears.

Black Captain CR 10

Male human psychic warrior 7/templar knight 3
NG Medium humanoid (human, psionic)

Init +3; Senses Listen +3, Spot +3

Languages Common, Baazrag, Eloy, Elven, Kurnan
AC 18, touch 9, flat-footed 18

(-1 Dex, +6 armor, +3 shield)

hp 58 (10 HD)

Fort +10, Ref +5, Will +7

Speed 30 ft. (6 squares)

Melee +1 flaming iron longsword +12/+7 (1d8+4 plus 1d6
fire) or

Ranged glove of missile casting +7/+2 (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +10

Attack Options Great Cleave, Power Attack, smite 1/day

Combat Gear 30 crossbow bolts, +1 flaming iron longsword,
glove of missile casting*®

Power Points/Day 25; Psychic Warrior Powers Known (ML
71]1):

31 - dimension slide

2™ _ animal affinity, dimension swap, dissolving weapon

18t - burst, detect psionics, offensive precognition

Templar Knight Spells (CL 3 2/1):

204 pear’s endurance, bull’s strength, cure moderate

wounds, death knell (DC 15), hold person (DC 15), inflict
moderate wounds, rage, resist energy

18t - cause fear (DC 14), command (DC 14), cure light
wounds, detect magic, divine favor, doom (DC 14),
entropic shield, inflict light wounds, magic weapon, shield
of faith, true strike

Spell-Like Abilities (CL 10™):

5/day (total) - defiler scent, detect magic, slave scent

Abilities Str 14, Dex 8, Con 12, Int 10, Wis 16, Cha 14

SQ fearless presence

Feats Cleave, Great Cleave®, Improved Initiative,
Leadership, Lightning Reflexes, Power Attack, Rotate
Lines®, Teamwork®, Quick Draw, Weapon Focus
(longsword)®
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Skills Autohypnosis +5, Climb +1, Concentration +14,
Diplomacy +7, Jump +1, Knowledge (psionics) +1, Ride -
2, Sense Motive +6

Possessions combat gear plus cloak of resistance +1, shell
armor +1, large wooden shield +1, skill shard (ride) +3,
skill shard (ride) +9

Strategies and Tactics

Black captains typically command other troops. While
capable melee combatants, they tend to rely on their
underlings to work for them. They make full use of their
fearless presence and spells available. When they have set
their troops to task, they will use dimensional slide or




Faces of the Forgotten North

dimensional swap to take them where they are needed on the
battlefield, and will generally use their dissolving weapon
power when needed.

Black Chaplain

With a long blade drawn before you, this half-elf moves with a grace
that tells of deadly ability.

Black Chaplain CR9
Male half-elf cleric 5/battledancer 4
NG Medium humanoid (elf)
Init +3; Senses low-light vision; Listen +4, Spot +4
Languages Eloy, Elven, Kurnan
AC 18, touch 14, flat-footed 15; Dodge, Mobility, sidestep +1
(+3 Dex, +4 armor, +1 deflection)
hp 44 (9 HD)
Fort +9, Ref +6, Will +9
Speed 30 ft. (6 squares)
Melee elven longblade +9/+4 (1d8+2/19-20)
Ranged sling +10/+5 (1d4)
Space 5 ft.; Reach 5 ft.
Base Atk +7; Grp +9

Special Actions battle dance +1, death touch (4d6 hp), imbue
arms

Combat Gear black chaplain’s staff (10 charges), elven
longblade, 9 potion-fruits of cure light wounds, 2 potion-
fruits of cure serious wounds, wand of bless (20 charges)

Cleric Spells Prepared (CL 7%):

4% _ acid rain® (DC 17), elemental weapon

31 - contagion® (DC 16), dispel magic, meld into stone,
speak with dead

2 - qid, delay poison, enthrall, rusting grasp® (DC 15),
silence

18t - bless, deathwatch, divine favor, doom (DC 14), return to
the earth®, shield of faith

0 - detect magic, detect poison, purify food and drink, read
magic, resistance

D: Domain spell. Element: Earth. Domains: Decaying
Touch, Mountain’s Fury

Abilities Str 14, Dex 16, Con 10, Int 12, Wis 16, Cha 6

SQ no armor check and encumbrance penalties to Climb
while both hands free

Feats Combat Casting, Dodge, Mobility, Teamwork®,
Weapon Focus (elven longblade)

Skills Climb +9, Concentration +12, Heal +3, Handle Animal
+5, Knowledge (religion) +9, Listen +4, Perform (dance)
+0, Search +2, Spellcraft +6, Spot +4, Survival +5

Possessions combat gear plus cloak of resistance +1, ring of
protection+1, studded leather armor +1
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Battle Dance (Ex) As a move-equivalent action, a battle
dancer can initiate the ritual of combat, an energetic dance
with rhythmical chants. Their patron element grants them
a sacred bonus to attack rolls and damage rolls for 4
rounds.

Imbue Arms (Sp) Once per day a battle dancer can imbue
an elven longblade or any bow with elemental power. This
has the effect of an elemental weapon spell (from DS3
Core Rules) on the weapon.

Sidestep (Ex) At the beginning of each combat round, a
battle dancer designates an enemy against whom they
receive a +1 dodge bonus. This bonus stacks with the
Dodge feat.

Strategies and Tactics

Black chaplains are generally in the thick of the fight with
their troops, making the best of their capacities. Black
chaplains will use their battle dance ability and their spells
to full advantage.

Black Investigatoer

This black robed man looks at you with eyes that command
respect. He holds an arrow in his hand, and raises the other hand
to his temple. Furrowing his brow, you feel your mind assaulted
as the man stares into you.

Black Investigator CR 8

Male human telepath 8

NG Medium humanoid (human, psionic)

Init +2; Senses Listen +2, Spot +2

Languages Common, Baazrag, Eloy, Elven, Kurnan

AC 18, touch 13, flat footed 16
(Dex +2, armor +5, deflection +1)
hp 20 (8 HD)

Fort +3, Ref +5, Will +9

Speed 30 ft. (6 squares)

Melee dagger +5 (1d4+1) or

Ranged glove of missile casting +6 (1d8/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Attack Options Empower Power, Maximize Power

Special Actions Psionic Mediation

Combat Gear 20 crossbow bolts, dagger, glove of missile
casting®, 5 potion-fruits of cure light wounds

Power Points/Day 70; Psion Powers Known (ML 8™):

4™~ psionic dominate (DC 17)%, mindwipe (DC 17)A,
psionic modify memory (DC 17)
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31 - dismiss ectoplasm, dispel psionics, energy bolt (DC
16)A, energy wall (DC 16).

2% _ prain lock (DC 15), ego whip (DC 15)*, mass missive,
read thoughts

18t - psionic charm (DC 14)2, detect psionics, entangling
ectoplasm (DC 14), mindlink, mind thrust ( DC 14)*

AThe save DCs for these powers might increase with the use
of augments

Abilities Str 12, Dex 14, Con 10, Int 16, Wis 14, Cha 8

Feats Combat Manifestation, Empower Power®, Inquisitor,
Maximize Power, Psionic Meditation®, Teamwork

Skills Concentration +15, Diplomacy +3, Knowledge (local
[Trembling Plains]) +14, Knowledge (psionics) +14,
Psicraft +16, Sense Motive +13

Possessions combat gear plus cloak of resistance +1, ing of
protection +1, studded leather armor +2

Strategies and Tactics

Black inquisitors generally operate behind the front lines.
They will use their offensive powers to greatest effect,
making sure to avoid hitting their own allies. They will often
use energy wall and entangling ectoplasm to control the
battlefield and isolate enemies. Against more powerful
adversaries, they will use ego whip fully augmented to
weaken opponents, as well as brain lock and charm to avoid
killing those they would like to interrogate later.

Black Lancer

Before you is a soldier dressed in black, riding a powerful crodlu.
With shield at the ready, he lowers his lance at you and charges
forward.

Black Lancer CR6

Male human psychic warrior 4/fighter 2
NG Medium humanoid (human, psionic)
Init +1; Senses Listen +2, Spot +2
Languages Baazrag, Eloy, Kurnan

AC 18, touch, 11, flat-footed 17

(+1 Dex, +5 armor, +2 shield)

hp 29 (6 HD)

Fort +7, Ref +2, Will +3

Speed 30 ft. (6 squares); Ride-by Attack
Melee +1 lance +9 (1d8+5/x3) or
Ranged composite longbow +7 (1d8+3/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8

>

Attack Options Point Blank Shot, Greater Psionic Shot,
Spirited Charge
Special Actions Psionic Meditation, Mounted Combat

Combat Gear +/ lance, masterwork composite longbow
(+3 Str), 6 potion-fruits of true strike

Power Points/Day 9; Psychic Warrior Powers Known
(ML 4h):

27 _ psionic lion’s charge

18t - force screen, offensive precognition, vigor

Abilities Str 16, Dex 13, Con 10, Int 12, Wis 14, Cha 8

Feats Greater Psionic Shot, Mounted Archery, Mounted
Combat, Point-Blank ShotB, Psionic Meditation®, Psionic
Shot®, Ride-By Attack®, Spirited Charge

Skills Autohypnosis +4, Climb +3, Concentration +9, Jump
+3, Knowledge (psionics) +6, Ride +8, Handle Animal +8

Possessions combat gear plus chitin armor +1, large wooden
shield +1

Mount heavy warmount crodlu (704, pg 188)

Strategies and Tactics

Black lancers will first pepper their foes with arrows using
Greater Psionic Shot to maximize damage. After their foes
are weakened, they will charge into combat using their
mounted combat feat.

Black Mindbow

In unison, ten bowmen dressed in black armor draw their bows.
With perfect synchronicity, the bowmen close their eyes and
concentrate. When their eyes open, their arrows glow with latent
psionic power and they raise their bows together, aiming for you.
Without a word, they loose their arrows simultaneously at you.

Black Mindbow CR5

Human psychic warrior 3/fighter 2

NG Medium humanoid (human, psionic)
Init +3; Senses Listen +6, Spot +6
Languages Common, Eloy, Kurnan

AC 20, touch 14, flat-footed 17
(+3 Dex, +6 armor, +1 deflection)
hp 34 (5 HD)

Fort +7, Ref +4, Will +3

Speed 20 ft. (4 squares)

Melee club +4 (1d6) or

Ranged mwk composite longbow +8 (1d8/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4
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Atk Options Far Shot, Point Blank Shot, Psionic Shot

Special Actions Concentrated Fire, Psionic Meditation

Combat Gear club, masterwork composite longbow with 10
arrows, 2 potion-fruits of true strike

Power Points/Day 6; Psychic Warrior Powers Known
(ML 39y

15t - chameleon, elfsight, vigor

Abilities Str 10, Dex 16, Con 13, Int 12, Wis 14, Cha 8

Feats Concentrated Fire, Far Shot®, Point Blank ShotB,
Psionic Body, Psionic Meditation®, Psionic ShotB,
Teamwork

Skills Concentration +9, Listen +6, Search +9, Spot +6

Possessions combat gear plus 4 +1 arrows of distance, ring
of protection +1, shell armor +1

Strategies and Tactics

Black Mindbows will wuse their Shot and
Concentrated Fire feats to great effect in combat. They move,
aim, and shoot as a group, and will move about the battlefield
to improve their position. When firing, they all attack a single
creature, riddling it with arrows until it is down, before
moving on to the next.

Psionic

Black Scout

Hovering in the air ten feet off the ground is a woman with a bow
drawn and aimed at you. She floats down and stops a foot off the
ground.

Black Scout

Female human psychic warrior 5/elocator 2

CR7

NG Medium humanoid (human, psionic)

Init +8; Senses Listen +7, Spot +7

Languages Eloy, Elven, Kurnan

AC 19, touch 14, flat-footed 15; Dodge, Mobility
(+4 Dex, +5 armor)

hp 29 (7 HD)

Fort +4, Ref +8, Will +6

Speed 30 ft. (6 squares); scorn earth

Melee club +5 (1d6+1) or

Ranged mwk composite longbow +9 (1d8+1/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Atk Options opportunistic strike +2, Point Blank Shot,
Psionic Shot, Spring Attack

Special Actions Psionic Meditation
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Combat Gear club, masterwork composite longbow (+1
Str), 9 potion-fruits of true strike

Power Points/Day 17; Psychic Warrior Powers Known
(ML 6%™):

2% _ concealing amorpha, dimension swap, hustle

15t - burst, chameleon, detect psionics

Abilities Str 13, Dex 18, Con 10, Int 12, Wis 14, Cha 8

Feats Dodge®, Improved Initiative, Mobility®, Point Blank
Shot, Psionic Meditation, Psionic Shot, Sidestep ChargeP,
Spring Attack®

Skills Concentration +10, Hide +8, Listen +7, Move Silently
+8, Search +7, Sense Motive +6, Spot +7

Possessions combat gear plus 5 +1 shocking arrows, gloves
of Dexterity +2, chitin armor +1

Opportunistic Strike (Ex) A black scout gains a +2 insight
bonus on their attack roll and her damage roll (if the attack
hits) for the first attack they make against an opponent that
has been dealt damage in melee by another character since
the elocater’s last action.

Strategies and Tactics

Black scouts make full use of their maneuverability when
facing opponents. They will often use their scorn earth
ability to maneuver into hard to reach positions and rain
down arrows against opponents who will be unable to
attack them. When entering into combat, black scouts
typically start with a fully augmented psionic lion’s charge
and then rely on their opportunistic strike to help them.
Once in melee combat, they use their psionic powers to
augment their fighting abilities, often using dimensional
swap to line up another charge.

Black Shield

Rushing up to meet you is a tightly packed formation of armored
warriors. They all wield spears and shields, and are dressed in
black. As they close, they form a wall and ready themselves for
attack.

Black Shield

Male human psychic warrior 3/fighter 2

CR5

NG Medium humanoid (human, psionic)
Init +5; Senses Listen +2, Spot +2
Languages Eloy, Kurnan

AC 19, touch 11, flat-footed 18
(+1 Dex, +6 armor, +2 shield)
hp 29 (5 HD)

Fort +7, Ref +2, Will +3
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Speed 20 ft. (4 squares)

Melee +1 shortspear +8 (1d6+4)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7

Atk Options Psionic Weapon

Special Actions Psionic Meditation, Shield Wall, Spear
Wall, Teamwork

Combat Gear +1 shortspear, 2 potion-fruits of bull’s
strength, 2 potion-fruits of true strike

Power Points/Day 6: Psychic Warrior Powers Known
(ML 319y

18t - biofeedback, offensive precognition, vigor

Abilities Str 16, Dex 12, Con 13, Int 10, Wis 14, Cha 8

Feats Improved Initiative, Psionic Meditation®, Psionic
Weapon®, Shield WallB, Spear Wall, Teamwork, Weapon
Focus (shortspear)®

Skills Climb +6, Concentrate +9, Jump +6

Possessions combat gear plus masterwork large shield, shell
armor +1

Strategies and Tactics

Black shields train, fight, and move in groups. They will
typically start combat by using vigor or offensive precognition.
They will then use Greater Psionic Weapon to increase the
damage from their attacks. Black shields also freely use their

Teamwork feat to aid each other when needed.

Black Signet

The black robed figure before you holds a wooden staff. He begins
waving his arms and you see a shimmer of energy rise from the
ground to his hand. Without a word, he smiles and disappears from

sight.
Black Signet

Male human wizard (preserver) 8

NG medium humanoid (human)

Init +2; Senses Listen +4, Spot +4

Languages Baazrag, Common, Eloy, Elven, Kurnan

CR 8

AC 12, touch 12, flat-footed 10
(+2 Dex)

hp 28 (8 HD)

Fort +3, Ref +4, Will +8

Speed 30 ft. (6 squares)
Melee dagger +3 (1d4-1) or
Ranged light crossbow +6 (1d8/19-20)
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Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +3

Special Actions Augment Summoning

Combat Gear dagger, light crossbow with 20 crossbow bolts
Wizard Spells Prepared (CL 8™):

4" _ hallucinatory terrain (DC 17), summon monster IV

31 - dispel magic, fireball (DC 16), haste, summon monster
i

20— pull’s strength, invisibility, summon monster II, web
(DC 15)

18 - mage armor, magic missile, obscuring mist, sleep (DC
14), summon monster 1

0 - detect poison, detect magic, read magic, message

Abilities Str 8, Dex 14, Con 12, Int 16, Wis 14, Cha 10

SQ summon familiar, link with familiar, share spells

Feats Alertness®, Augment Summoning, Combat Casting,
Enlarge Spell®, Scribe ScrollB, Spell Focus, Teamwork

Skills Concentration +12, Knowledge (arcana) +14,
Knowledge (geography) +14, Knowledge (nature) +7,
Knowledge (psionics) +14, Listen +4, Spellcraft +16, Spot
+4

Possessions combat gear plus ring of invisibility

Spellbook spells prepared plus 0 - all; 1% - protection from
evil, wakefulness; 2" - dedication, resist energy; 3" - sand
pit

Familiar hawk (MM, pg 273)

Strategies and Tactics

Black Signets often enter combat making full use of their
ring of invisibility. When they have the opportunity, they
will summon help or use obscuring mist or web to separate
their enemies. They will also use hallucinatory terrain to set
up illusionary protective hills and boulders that their
allies can fire through or hide behind. They also typically
have a familiar that they use to full effect.

Iotef the Healer

With hands stained from mixing chemicals and plant reagents,
this man looks up from his desk and stops humming a quiet tune.
His eyes are bright and quick, showing a great intelligence and
a deep respect and love.

Iotef of the Healers Clave
Male human expert 4/bard 4
NG Medium humanoid (human)
Init +5; Senses Listen +7, Spot +7
Languages Common, Dwarven, Eloy, Kurnan

CR7
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AC 13, touch 11, flat-footed 12; Dodge
(+1 Dex, +2 armor)

hp 28 (8 HD)

Fort +5, Ref +6, Will +10

Speed 30 ft. (6 squares)

Melee iron short sword +5/+0 (1d6-1/19-20) or
Ranged shortbow +7/+2 (1d6/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +6

Special Actions bardic music 4/day (countersong, fascinate
2 creatures, inspire courage +1, inspire competence)

Combat Gear iron short sword, shortbow with 20 arrows, 2
splash globes of acid, 2 splash globes of liquid darkness, 3
splash globes of liquid fire, 4 potion-fruits of cure
moderate wounds, 2 doses of blue whinnis poison, 2 doses
of Large scorpion venom poison

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 14
SQ bardic knowledge +7, poison use

Feats Dodge, Improved Initiative, Quick Draw®, Self-
Sufficient, Skill Focus (Craft [alchemy])

Skills Appraise +10 (+12 alchemical items), (Bluff +15,
Craft (alchemy) +17, Gather Information +15, Heal +13,
Intimidate +17, Knowledge (history)* +13, Knowledge
(local)* +13, Knowledge (nature)* +13, Knowledge
(nobility)* +13, Listen +7, Performance (dwarven
chanting) +13, Sleight of Hand +16, Spot +7
*includes bonus from Bardic Knowledge

15

Possessions combat gear plus alchemical tools, leather armor

Hook “You have need of my skills, yes?”

Iotef is the inventor of mulbirth*, and is a valued member
of his community. His knowledge of herbs and alchemy
are legendary, and many come to seek his aid.

Strategies and Tactics

Iotef avoids combat, as he prefers healing to killing. If
pressed, he will use his splash globes to allow a chance to
escape starting with liquid darkness and moving to liquid
fire. When he must fight, Iotef will use ranged combat first
and will coat his arrows with blue whinnis poison. He will
use large scorpion venom poison in melee if need be.
When with a group, he will use his bardic music to aid
those around him.

Iotef had the following ability scores before Hit Dice
ability increases: Str 8, Dex 12, Con 10, Int 15, Wis 14, Cha
13.
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Kurnan Charioteer

Riding before you on a crodlu-drawn chariot is a finely dressed man
with a lance in his hand. He looks at you with superiority in his

eyes, his immaculate appearance showing his wealth and status.

Kurnan Charioteer CR2

Male human aristocrat 3

NG Medium humanoid (human)
Init +1; Senses; Listen +4, Spot +4
Languages Common, Kurnan

Kurnan Field Slave

From the fields of grain, a modestly dressed man carrying a
spear approaches. Moments later two more individuals stand -
aman and a woman. They look at you with distrust in their eyes.

Kurnan Field Slave CR1

Human commoner 2

NG Medium humanoid (human)

Init +1; Senses Listen +4, Spot +4

Languages Any 2 (Common, Eldaarish, Eloy, Kurnan)

AC 16, touch 11, flat-footed 15
(+1 Dex, +5 armor)

hp 10 (3 HD)

Fort +0, Ref +2, Will +2

AC 13, touch 11, flat-footed 12

(+1 Dex, +1 armor, +1 shield)

hp 5 (2 HD)

Fort +0, Ref +1, Will -1; Faithful Follower

Speed 20 ft. (4 squares)

Melee lance +2 (1d8/x3) or

Melee heavy mace +2 (1d8) or

Ranged composite shortbow +2 (1d6)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2

Atk Options Mounted Archery, Ride-by-Attack
Special Actions Mounted Combat

Combat Gear composite shortbow, heavy mace, lance

Abilities Str 10, Dex 12, Con 8, Int 13, Wis 9, Cha 11
Feats Mounted Archery, Mounted Combat, Ride-by-Attack

Skills Bluff +5, Diplomacy +9, Intimidate +4, Listen +4,
Ride +7, Sense Motive +4, Spot +4
Possessions breastplate, buckler, chariot

Kurnan nobles patrol their lands outside the city, typically
riding around in chariots. This allows them to command their

field slaves and direct their small militias.

Strategies and Tactics

When not directing their underlings, Kurnan nobles will use
their ranged weapons against opponents and then charge
with their chariot, making full use of Spirited Charge and
Power Attack. They will flee combat if sorely pressed, but
make sure to help as many as possible survive the encounter.

Speed 30 ft. (6 squares)

Melee shortspear +1 (1d6) or

Ranged sling +2 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Special Actions Teamwork

Combat Gear shortspear, sling with 20 sling stones

Abilities Str 10, Dex 13, Con 11, Int 12, Wis 9, Cha 8

Feats Faithful Follower, Teamwork

Skills Handle Animal +4, Listen +4, Profession (farmer) +4,
Spot +4

Possessions combat gear plus buckler, padded armor

Kurnan nobles are required to drill their slaves for battle
in case of invasion.

Strategies and Tactics

Field slaves avoid combat, alerting their nobles and
overseers when threatened. If they must fight, or when
they form a militia, they will work together to grapple
foes, drag them to the ground, and then finish them off.
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Kurnan Maker

Sitting at a desk overlooking a series of Kurnan cards, a woman
with a long br aid and a sharp eye looks up from her documents. She
speaks, and her confidence is plain to hear. “So, you saw what we
did for the Healers Clave, and want my help now on your building
project? Let’s talk.”

Kurnan Maker CR 8

Female human wizard (preserver) 5/Kurnan maker* 3
NG Medium humanoid (human)

Init +5; Senses Listen +2, Spot +2

Languages Baazrag, Common, Eloy, Kurnan

AC 14, touch 12, flat-footed 13

(+1 Dex, +2 armor, +1 deflection)

hp 31 (8 HD)

Fort +3, Ref +3, Will +9

Speed 30 ft. (6 squares)

Melee quarterstaff +3 (1d6) or

Ranged glove of missile casting +4 (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +3

Special Actions devisor 75%, sandstone, team creation
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Combat Gear 20 crossbow bolts, glove of missile casting*,
battle staff* (20 charges), quarterstaff, wand of lightning
bolt (21 charges)

Wizard Spells Prepared (CL 8%):
4%~ empowered scorching ray (DC 15), stone shape
3" dispel magic, fireball (DC 16), haste, tiny hut

2% _ pull’s strength, invisibility, scorching ray (DC 15), web
(DC 15)

18 - charm person (DC 14), magic missile, obscuring mist,
sleep (DC 14), summon monster |

0 - detect magic, mending, message, read magic

Abilities Str 10, Dex 13, Con 12, Int 17, Wis 14, Cha 8

Feats Alertness®, Craft Magic Arms and Armor, Craft
Wondrous Item®, Craft Wand, Empower Spell, Improved
Initiative, Scribe Scroll®

Skills Concentration +12, Craft (alchemy) +7, Craft
(stoneworking) +14, Knowledge (arcana) +14, Knowledge
(architecture and engineering) +14, Spellcraft +16

Possessions combat gear plus bracers of armor +2, ring of
protection +1

Spellbook spells prepared plus 0 - all; 1% - protection from
evil, wakefulness; 2™ - dedication, resist energy; 3" - sand
pit
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Deviser (Ex) A Kurnan maker needs only 75% of the normal
time, XP, and material costs to create magical traps and
magical ammunition, or to repair broken items, and to
recharge items.

Sandstone (Su) A Kurnan maker can cause as much as 32
10-foot cubes of mud or sand to harden into sandstone per
day, simply by concentrating for one minute.

Team Creation A Kurnan maker can split the time and XP
costs of item creation with any participant, including the
use of spells or powers with XP cost.

Familiar hawk (MM, pg 273)

Makers are the most prestigious wizards in Kurn; as such,
they have great authority.

Strategies and Tactics

Makers prefer building rather than destroying. However, if
need be, they make full use of their magical abilities. They do
not hesitate to use their battle staff or wand of lightning to rain
down magic on foes. Makers will use their spells and
sandstone ability to prepare the terrain for combat, if given
time. Makers are often hired as military engineers for
projects, and excel in defensive fortifications that utilize their
creation and deviser abilities, setting up the battlefield faster
than an enemy might expect.

Kurnan Master Maker

The man before you wears an ornate robe and carries a staff. He
looks at the surrounding terrain, and mutters, “I think I'll put a hill
right there, beyond that pile of stones.”

Kurnan Master Maker CR 15

Female human wizard (preserver) 5/Kurnan maker* 10
NG Medium humanoid (human)

Init +5; Senses Listen +2, Spot +2

Languages Baazrag, Common, Eloy, Kurnan

AC 23, touch 15, flat-footed 22

(+1 Dex, +8 armor, +4 deflection)

hp 55 (15 HD)

Fort +5, Ref +5, Will +13

Speed 30 ft. (6 squares)

Melee quarterstaff +7 (1d6) or

Ranged glove of missile casting +8 (1d8/19-20)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +7

Atk Options quicken charged device, widen charged device
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Special Actions arcane making (Craft Wondrous Item),
devisor 50%, metamorphose stone, move earth or sand,
sandstone, sculpt mud or sand, team creation

Combat Gear 20 crossbow bolts, glove of missile casting*,
battle staff* (20 charges), quarterstaff, wand of haste (11
charges), wand of lightning bolt (21 charges), wand of slow
(12 charges)

Wizard Spells Prepared (CL 15%):

8t polymorph any object

7t - delayed blast fireball (DC 22), mass invisibility

6™ - chain lighting (DC 21), disintegrate (DC 21), wall of
iron

5t - cloudkill (DC 20), cone of cold (DC 20), empowered
fireball (DC 18), major creation, wall of stone

4™ _ black tentacles, minor creation, stone shape, stoneskin,

wall of fire (DC 19)

31 _ arcane sight, dispel magic, fireball (DC 18), hold person
(DC 18), shrink item

2™ _ qcid arrow (DC 17), invisibility, shatter, web (DC 17),
whispering wind

1% - burning hands (DC 16), enlarge person, magic missile,
obscuring mist, true strike, unseen servant
0 - detect magic, mending, message, read magic

Abilities Str 10, Dex 13, Con 12, Int 18, Wis 14, Cha 8

Feats Alertness®, Craft Magic Arms and Armor, Craft Staff,
Craft Wand, Craft Wondrous Item®, Empower Spell,
Extend Spell, Heighten Spell, Improved Initiative, Scribe
Scroll®

Skills Concentration +19, Craft (alchemy) +7, Craft
(stoneworking) +21, Disable Device +15, Knowledge
(arcana) +21, Knowledge (architecture and engineering)
+21, Search +15, Spellcraft +23

Possessions combat gear plus bracers of armor +7,
headband of intellect +2, ring of protection +4

Spellbook spells prepared plus 0 - all; 1% - floating disk,
identify; 2™ - bull’s strength, sandstone; 3" - phantom
steed, tiny hut; 4™ - mass enlarge person, secure shelter;
5t - sandflow, sacred chest; 6™ - fabricate, sands of time;
7™ - instant summons; 8™ - telekinetic sphere

Arcane Making At 9th level, a Kurnan master maker
specializes in making Wondrous Items. Providing they
possess the appropriate Craft skill to at least participate in
making the object, the maker can create these items at 75%
of the normal time, XP cost, and raw materials.

Deviser (Ex) A Kurnan master maker needs only 50% of the
normal time, XP, and material costs to create magical traps
and magical ammunition, or to repair broken items, and to
recharge items.

Metamorphose Stone (Su) At 8th level, by focusing on a
10-foot cube of sandstone for one minute, a Kurnan master
maker can transform it into granite. This makes for
stronger walls and fortifications; the stone is now treated
as unhewn stone as described in the Dungeon Master’s
Guide. The stone remains useless for making weapons.
This ability can be used one time per spellcaster level per
day.

Move Earth or Sand (Sp) At 6th level, a Kurnan master
maker can use move earth as a spell-like ability once per
day (caster level equal to their character level).
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Quicken Charged Device (Ex) At 10th level, a Kurnan
master maker can use a charged device (such as a rod, staff,
or wand) as a quick action rather than as a standard action.
This uses up two extra charges from the device

Sandstone (Su) A Kurnan master maker can cause as much
as 32 10-foot cubes of mud or sand to harden into
sandstone per day, simply by concentrating for one minute.

Sculpt Mud or Sand (Sp) At 4th level, a Kurnan master
maker can, once per day per maker level, cause up to a ten-
foot cube (7,500 gallons) of mud or sand to form itself into
any shape that can fit into a ten-foot radius by
concentrating for a minute.

Team Creation A Kurnan master maker can split the time
and XP costs of item creation with any participant,
including the use of spells or powers with XP cost.

Widen Charged Device At 5th level, when using a charged
device (such as a rod, staff, or wand), a Kurnan master
maker can double the normal area of effect. This draws one
extra charge from the device.

Familiar hawk (MM, pg 273)

Master Makers direct the tasks of the clave, and command an
enormous amount of respect in Kurn.

Strategies and Tactics

Master makers rarely enter into combat directly, though one
focused on the military applications of their craft is a deadly
thing a nd an asset to any of the militias or Brethren in Kurn.
They will use their spells and abilities of widen charged
device and quicken charged device to attack foes. Master
makers excel at supporting other troops and will use their
spells in ways that maximize their opponent’s suffering
without harming their own troops at all.

Fort +2, Ref +1, Will +2

Speed 20 ft. (4 squares)

Melee club +1 (1d6) or

Ranged composite longbow +2 (1d8/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Atk Options Concentrated Fire

Special Actions Teamwork

Combat Gear club, composite longbow with 30 arrows

Abilities Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 8

Feats Concentrated Fire, Teamwork

Skills Climb -4, Craft (any) +5, Diplomacy +3, Heal +4, Hide
-1, Jump -4, Listen +4, Profession (any) +4, Search +5,
Spot +4

Possessions combat gear plus shell armor, buckler

She is a Kurnan artisan, a proud member of a clave, and
probably a wife and mother, but as a citizen, it is a Kurnan
militia archer’s duty to spend nearly two months every
year serving in Kurn’s militia.

These are Kurnan citizens with lives and jobs, who have
honed their archery skills for Kurn’s defense. When
demand for their goods and skills dip, they sell their skills
as mercenaries to House Azeth.

Strategies and Tactics

Kurnan militia archers begin combat by firing at their
opponents from range, using Concentrated Fire to
improve their attacks. They tend to fight in groups and use
their training and teamwork to full effect.

Kurpnan Militia Archer

This woman is tall and lean, and her long hair falls in a single braid;
she carries a longbow at her back and a quiver at her hip.

Militia Archers CR1

Female human expert 1/warrior 1
NG Medium humanoid (human)
Init +1; Senses Listen +4, Spot +4
Languages Eloy, Kurnan

AC 16, touch 11, flat-footed 15
(+1 Dex, +5 armor)

hp 6 (2 HD)
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Kurnan Militia Mindbow

This tall woman has a fierce look in her eye. She holds an arrow
in her hand, ready to notch it when her commander gives the
order.

Militia Mindbow

Female human psychic adept 2/warrior 1

CR2

NG Medium humanoid (human, psionic)
Init +1; Senses Listen +2, Spot +2
Languages Eloy, Elven, Kurnan

AC 16, touch 11, flat-footed 15
(+1 Dex, +5 armor)
hp 10 (3 HD)
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Fort +2, Ref +1, Will +2

Speed 20 ft. (4 squares)

Melee club +2 (1d6) or

Ranged composite longbow +3 (1d8/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2

Atk Options Concentrated Fire, Point Blank Shot, Psionic
Shot

Combat Gear club, composite longbow with 30 arrows

Power Points/Day 2: Psychic Adept Powers Known (ML
2ndy:

15 - biofeedback

Abilities Str 10, Dex 13, Con 11, Int 12, Wis 8, Cha 10
Feats Concentrated Fire, Point Blank Shot, Psionic Shot

Skills Concentration +6, Handle Animal +5, Heal +5, Listen
+2, Ride +5, Spot +2

Possessions combat gear plus shell armor

Kurnan militia mindbows are Kurnans who have worked to
combine their archery and psionic abilities for Kurn's
defense. When demand for their goods and skills dip, they

sell their skills as mercenaries to House Azeth.

Strategies and Tactics

A Kurnan militia mindbow will use their psionic abilities to
increase their attacks with psionic shot. When pressed into
hand-to-hand combat, they will use biofeedback to defend

themselves.

Kuarnan Militia Spearman

The plainly dressed man before you stands with shield and spear
ready. While he wears the badge of an artisan, his stance and

demeanor show the confidence of a trained warrior.

Militia Spearman CR2

Male human expert 2/warrior 1
NG Medium humanoid (human)
Init +0; Senses Listen +4, Spot +4
Languages Eloy, Kurnan

AC 16, touch 11, flat-footed 15

(+1 Dex, +5 armor)

hp 12 (3 HD)

Fort +2, Ref +0, Will +2; Faithful Follower

Speed 20 ft. (4 squares)
Melee spear +3 (1d8+1) or

J 20

Ranged composite longbow +2 (1d8)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3

Special Actions Teamwork

Combat Gear spear, composite longbow with 30 arrows

Abilities Str 13, Dex 11, Con 10, Int 12, Wis 9, Cha 8

Feats Faithful Follower, Spear Wall, Teamwork

Skills Climb -2, Craft (any) +6, Diplomacy +4, Heal +4,
Jump -2, Listen +4, Profession (any) +4, Ride +0, Search
+6, Spot +4

Possessions combat gear plus shell armor

This man is a Kurnan artisan, a proud member of a clave,
and probably a husband and a father, but as a citizen, he
spends nearly two months every year serving in Kurn’s
militia.

These are Kurnan citizens with lives and jobs, who have
honed their military skills for Kurn’s defense. When
demand for their goods and skills dips, they sell their
skills as mercenaries to House Azeth.

Strategies and Tactics

Kurnan militia spearmen fight in groups. They use their
Teamwork and Shield Wall feats to full advantage when
faced with combat.

Kurnan Mindbow

The woman before you holds a bow ready at her side. Floating
above her left shoulder, a crystal glows with a soft inner light.
The tip of her arrow glows with power and in a flash she is gone,
only to appear on an overhang above you, raining down arrows.

Mindbow CR 8

Female human psychic warrior 8

NG Medium humanoid (human, psionic)
Init +6; Senses Listen +8, Spot +8
Languages Baazrag, Elven, Eloy, Kurnan

AC 19, touch 13, flat-footed 17
(+2 Dex, +6 armor, +1 deflection)
hp 44 (8 HD)

Fort +7, Ref +4, Will +5

Speed 20 ft. (4 squares)
Melee club +6/+1 or
Ranged composite longbow +8/+3 (1d8/x3)
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Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +6

Atk Options Greater Psionic Shot

Special Actions Psionic Meditation

Combat Gear club, composite longbow with 50 arrows, 6
potion-fruits of true strike

Power Points/Day 31; Psychic Warrior Powers Known
(ML 8hy:

3" dimensional slide, greater concealing amorpha

2% _ animal affinity, dissolving weapon, hustle

15 - biofeedback, elfsight, force screen

Abilities Str 10, Dex 14, Con 12, Int 14, Wis 16, Cha 8

SQ psicrystal (single-minded), share powers, sighted,
telepathic link, deliver touch powers

Feats Alertness®, Far Shot®, Greater Psionic Shot®,
Improved Initiative, Point Blank Shot, Psicrystal Affinity,
Psicrystal Containment, Psionic Meditation®, Psionic
Shot®

Skills Autohypnosis +7, Climb +7, Concentrate +15, Listen
+10, Ride +13, Spot +10

Possessions combat gear plus 5 +3 arrows, 5 +1 arrows of

distance, 10 +1 arrows of shocking burst, ring of
protection +1, shell armor +1

The mindbow presented here had the following ability scores
before racial adjustments: Str 10, Dex 13, Con 12, Int 14, Wis
15, Cha 8.

Strategies and Tactics

A mindbow uses elfsight for night duty. They often rely on
other members of their team to reload their crossbow while
they meditate to regain their focus to use Greater Psionic
Shot, and then consume a potion of true strike. Their psicrystal
focus allows the mindbow one extra use of Greater Psionic
Shot without regaining psionic focus in between. They will
also use their psionic powers of hustle and dimensional slide to
gain a tactical advantage.

Kurnan Apprentice

Sitting on a rock, a man with a hawk on his shoulder thumbs
through a stack of cards. Wearing clothes common to Kurn, this
man looks up from his cards and extends an arm, palm towards the
ground.
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Kurnan Apprentice CR2

Male human wizard (preserver) 2

NG Medium humanoid (human)

Init +5; Senses Listen +3, Spot +3

Languages Common, Elven, Kurnan

AC 11, touch 11, flat-footed 10

(+1 Dex)

hp 11 (2 HD)

Fort +2, Ref +1, Will +4

Speed 30 ft. (6 squares)

Melee dagger +0 (1d6-1/19-20) or

Ranged sling +2 (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +0

Combat Gear dagger, sling with 10 sling stones, wand of
protection from arrows (10 charges) or wand of haste (10
charges) or wand of keen weapon (10 charges) or wand of
magic missiles (10 charges)

Wizard Spells Prepared (CL 2"):

15 - expeditious retreat, ray of enfeeblement (2)

0 - acid splash, daze (DC 12)

Abilities Str 8, Dex 13, Con 14, Int 15, Wis 12, Cha 10

SQ summon familiar, link with familiar, share spells

Feats Alertness®, Improved Initiative, Still Spell, Scribe
Scroll®

Skills Concentration +7, Decipher Script +7, Knowledge
(arcana) +7, Knowledge (local [Trembling Plains]) +7,
Listen +3, Spellcraft +7, Spot +3

Spellbook spells prepared plus 0 - all; 1% - cooling canopy,
Jjump, mage armor

Familiar hawk (MM, pg 273)

A Kurnan apprentice always plays a supportive role,
usually far from the front line. They are low-level
preservers that work in groups, often as mercenaries. They
will also give their help in exchange for magical education.

The Kurnan apprentice presented here had the following
ability scores before racial adjustments: Str 8, Dex 13, Con
14, Int 15, Wis 12 Cha 10.

Strategies and Tactics

Kurnan apprentices cast their spells to benefit those
around them, largely depending on their wands and
attacking when able with their ranged attacks. They cast
expeditious retreat to escape when needed.
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Kurnan Wasp-Herder

A buzzing fills your ears as you crest the hill. Before you is a man
dressed in a dark robe covered in wasps. He is working with a nest,
and looks up at you. His mouth moves, but no words are audible

above the drone of the buzzing.

Kurnan Wasp-Herder CR3

Male human cleric 3

NG Medium humanoid (human)
Init +1; Senses Listen +4, Spot +4
Languages Eloy, Elven, Kurnan
AC 13, touch 11, flat-footed 12
(+1 Dex, +2 armor)

hp 16 (3 HD)

Fort +6, Ref +2, Will +5

Speed 30 ft. (6 squares)

Melee spear +1 (1d8) or
Ranged shortbow +3 (1d6/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1

A