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C hapter 1: C haracters

Bandit, Kreen -Eater

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

Blessed Bandit

Th wUDT T OwUPET wOl wOT PUWOE Oz Uwiid B1: seRsbiuske¥ bl wpDUOT wEwWi UOP 0T w
hatori scales that spread down across his neck and disappear

into his armor.

Blessed Bandit

Male human barbarian 5

LE Medium humanoid

Init +1; Sensed.isten+5, Spot+1
LanguagesCommon

CR5

AC 16,touch11, flat-footed 15;improved uncanny dodge
(+1 Dex, +3armor, +2natura)

hp 42 (5HD)

Fort +6, Ref +2, Will +2

Speed30 ft. (6 squaresfast movement

Meleegreat macahuitl +8 (2d6+5/43D) or
Rangedjavelin +6 (1d6+3)

Base Atk+5;Grp +8

Atk Options Cleave Power Attackrage2/day (8 rounds)

Abilities Str16,Dex13,Con 14, Int 10, Wis 12, Cha8

SQtrap sense1

FeatsDiehard Cleave Power Attack

Skills Handle Animah-3, Intimidate+7, Jump+7, Listen+5,
Ride +5, Spot+1, Sunival +9

Possessioniix hide armoy great macahuitjavelin (20)

When raging, a blessed bandit has the following statistics
AC 14,touch9, flat-footed13

hp 52 (5HD)

Fort +8, Will +4

Meleegreat macahuitl +10 (2d6+7/29) or

Rangedjavelin +6 (1d6+5

Grp +10

Abilities Str20,Con 18

Skills Jump+9

101 UUI EWEEOEPUUWEUT wlOi T weUOOwoOi w&®aOUz VUWEEOES w3iT 1 awEUT w

usually Eldaarish or Draji escapees. They are usually
devoted to Gozor, believing that he has given them a
second chance in life

The blessed banditpresented here had thefollowing
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,
shooting javelins while he is not within melee range.
When close to his foes, he will useCleave and Power
Attack .

Kreen Eater Shaman

This halfelf has an animalesque appearance. Dirty with sand
and wearing hatori hide, he utters screams towards you.
Kreen Eater Shaman CR6

Male half-elf druid 6
CN Medium humanaid _(elf)

LanguagesCommon Draji, Elvery speak with animals

AC 16,touch11, flat-footed 15
(+1 Dex, +3 armor, +2 natural)
hp 39 (6HD)

Fort +9, Ref +2, Will +9

Speed30 ft. (6 sqares);woodland stride

Meleemwk quarterstaffr4 (1d61) or

Rangedspear+5 (1d81/x3)

Base Atk+4; Grp +3

Special Actionsspontaneous casting @ mmo n
spells), wild shap@/day (6 hours)

Combat Gearfruit-potion of cure moderate wounds

Druids Spells Prepared CL 6th):

3rdd eye of the storpeall lightning (DC 16), greater magic
fang

2nd b ul | 6 s, clear waterecho df the lir{DC 15),
sleep(DC 15)

1s® cooling canopycharm animalDC 14), cure light
wounds detect animals or plantfongstrider

00 defiler scen{2), detect magicknow directionpurify food
and drink

nat

Abilities Str8, Dex12,Con 14, Int 13, Wis 16, Chal0
SQanimal companion, link with companion, share spells,
wild empathy +6 (+2 magical beasts), trackless step
Feas Combat CastingCraft Wondrous ItemNatural Spell

Wastelander
Skills Concentrationt+11, Craft (weaponsmithing}5,
Disguise+0 (+2 impersonating humansjandle Animal
+7, Heal +7, Knowledge (nature}8, Listen+6, Move
Silently+6, Search+4, Spot+6, Survival+18
Possessionsombat gear plus masterwork quarterstaff, 6
spears;+1 cloak of resistance

Animal Companion kluzd (ToA162)

The kreen eater shaman acts both as a support caster
during times of battle as a spiritual counselor during
times of peace. He also doubles as thee E OE z U w
weaponsmith.

The kreen eater shamanpresented here had thefollowing
ability scores before Hit Dice ability score increases and
racial adjustments: Str 8, Dex 10,Con 14, Int 13, Wis 15,
Cha12.

Strategies and Tactics

The kreen eater shaman tries to stay away from combat,

instead helping his allies by casting EUOOz UandUU1 O1 U1

U U OO OO0 wOo E.(Atletsumnoniriy @ Geature, he will
castgreater magic fangn it. If needed he will wild shape
into a lirr to help in t he attack.
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Gozor of the Kreen Eaters

wrist -razors attached as a backup, should his spear be
knocked from his grasp.

A handsome mul, with his body covered in scars, is wearing an

armor made out of kreen carapace. He seems tapyl
attention to your clothes and speech.

Gozor of the Kreen Eaters
Mul gladiator 8
CE Medium humanoid (dwarf)
Init +2; Sensed.isten+1, Spot+1
LanguagesCommon

CR9

AC 16,touch12, flat-footed 16; improved uncanny dodge

(+2 Dex, +4 armor)

hp 84 (8HD)

Resistextended activity, tireless (+4 @onchecks for
extended physical activities and +4aagtweakness
fatigue exhaustioror enfeeblement

Fort +10, Ref +4, Will +3

Speed30 ft. (6 squares)

Melee mwk doubletipped spear +14/+9 (1d8+5/x3) or

Meleewrist razor +13/+8 (1d6+2/180/x2) or

Melee mwk doubletipped spear +12/+7/+12 (1d8+5/x3) o

Meleewrist razor +11/+6/+11 (1d6+2/180/x2) or

Rangedmwk doubletipped spear +11 (1d8+5/x3)

Base Atk+8;Grp +13

Atk Options Combat Expertisdmproved Feintimproved
Grapple mercy, no mercyfwo Weapon Fighting

Abilities Str20,Dex15,Con 18, Int 10, Wis 13, Chal0

SQarmor optimization (chitin armor), insightful feint +2

FeatsCombat Expertisdmproved Feirft, Improved
Grapple Improved Unarmed Strile Exotic Weapon
Proficiency(doubletipped speaP) Exotic Weapon
Proficiency(wrist razo)®, Two Weapon Fighting

Skills Balancet+8, Bluff +11, Climb +10, Intimidate+6,
Jump+12, Perform (acting}#5, Sense Motiver12, Tumble
+11

Possessionmasterworlkkreen chitin armonmasterwork
doubletipped spear, 2 obsidian wrist razors

Hook i T h e t Hatoreveatches over me. Prepare to feel
mi ght . o

Founder and leader of the Kreen Eaters, Gozor has taught
the Kreen Eaters to hate all templars, whether Draji or
Eldaarish or Kurnan. Gozor the Kreen Eater leader is
Raamin by birth but was slave -apprenticed to be a chef in

Other Creatures and Allies

In addition to the tactics mentioned earlier, a bandit party
rides with a number of allies.

Eldaarish Mindblade (See? # B O O E PHESdaping »
Eldaarich with their lives, these former cultists sought a
new leader to give meaning to their lives. They found
Gozor.

Half -Giant Warriors (ToA 158): These gullible credures

i 6000PwWUT T wa®adUz UwOI EETI UUT Dxd

Tareks (ToA 138): Lured by promises of wealth and
plunder, these often follow Gozor.

Thumper (See Drylanders). These great maulwielding
half-giants 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 south as far
as Ket.

Typical Physical Characteristics: The keen eaters mostly
bear tattoos marking them as from the Tyr region. A few
have reptilian scales growing over their mamm al skin.

Alignment: As 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 Eatersregard all templars, regardless of
_nationality, as symbols of despised and evil authority, and

001 wOl w1 EEOZ Uwi @riplaid e he 0T | O[IH‘éPE{HEf‘CIySHdH persons on sight. Anyone wearing what

business andsold the adolescentGozor to an abusive
Draji templar. This templar survived the convulsions

appears to be templar attire is liable for such treatment.
The Kreen Eaters, as their name suggests, arelso

EEEOOxEGaPOl w3l E0VOUDUOEAZ UuybddetllomERbul Qbhmdd Hbublen. They

powerful member ofthe EPU0az UwUUOD OI wEOD%Jé@|u{§L@a|qu@LﬁéJd1{upDU| w OabpzEIi EOL

given the Draji name Tlautemoc, which he despises If
anyone calls him by that name now he is likely to fly into
arage.

Strategy and Tactics

This hardened warrior leads his men into battle, taking
the fight to his opponent s 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 ofimproved Feint to catch
opponents flat-footed or also attempt to use Improved
Trip to put opponents on the ground and gain an
additional attack upon the now prone enemy. He keeps

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 of Dry River 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,
ECEWEU] wi YT OwUIT 1 wubi
gain its strength.
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Those who do consume the hearts of slain hatori do

Special Actionsbardic musi&/day €ountesong fascinate2

experience change$ w3 i 1 WU OEYiI wOUDEI z UwU FERGEHWIEGUPigneespire courage 1)

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 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
successfulskill 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 edlaves has taken up tugitry
bet ween Azethoés Rest and Fo
Brother patrols.

15 The group calls themselves
particularly hate templars. A gladiator named Gozor leads the

20 Gozor, leader of the Kreen eaters, ismfer slave from Draj, bu
does notike to be reminded of the fact. Hostages saw Gozor
into a rage and kill a Draji woman who recognized him and
referred to him as ATl aumoc

Knowledge (Local [Draj])
DC Result

10 The mul that leads this group hastdos that identifying him as
former Draji slave.

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

21 The

Bandits of the Barrier Wastes

slaveds name was Tl aute

Combat Gearfruit-potionof darkvision fruit-potionof cure
light wounds 2 fruit-potionsof delay poison4 doses of
black adder poison

Power Points/Day2: Hidden Talent Powers Known(ML
1st):

1s® prevenom weapofDC 13)

Abilities Str12,Dex16,Con11,Int 10, Wis 8, Chal6

SQ bardic knowledge-4, poison usgtrade secret (poison
dealer)

FeatsHidden Talent)mproved Initiative Quick Draw?

Skills Bluff +5, Craft (alchemy}7, Craft (poisonmaking)
+7, Gather Informatior+5, Heal+5, Intimidate+5, Listen
+8, Perform+12, Ride+10, Searcht9, Sleight of Handt5,
Spot-1

Possessionsombat gear plusl studded leather armor

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 lefore racial adjustments: Str 12, Dex 14, Con 13,
Int 10,Wis 8, Cha 16.

Strategies and Tactics

The bandit bard keeps three doses of black adder poison

PPUT DOwx OUET T UwbOwi PUWEEUEZ Uwi |

combat when needed. The fourth dose he saves fora
crossbow bolt when he sees an opportunity to kill without
entering melee.

Bandit Defiler

A fralil, blackrobed figure looks at you. He pulls back his hood,

grinning and pointing his palm to the ground.

Bandit Defiler CR5

The following informa tion supplements the 6 EOE T Ul Uz Wislle human wizarddefiler) 5

Chronicledescription of the seven bandit villages and their
leaders.

Bandit Bard

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

Bandit Bard
Male elf bard 4
NE Medium humanoid (elf, psionic)
Init +3; Sensedow-light vision; Listen+8, Spot-1
LanguagesCommon Eloy, Elvish, Kurnan

CR 4

AC 17,touch13, flat-footed 14

(+3 Dex, +4 armor)

hp 16 (4HD)

Resistmundane extreme heat or cold
Fort +4, Ref +7, Wil l +3

Speed40 ft. (8 squares); elf run

Meleebone bardoés f r20ernd

Rangedmwk hand crossbow7 (1d6)

Base Atk+3;Grp +4

Atk Options poison(black adderDPC 11, 2d6Cor/ 2d6
Con), Quick Draw

+4

NE Medium humanoid
Init -1; Sensed.isten+2, Spot+2
LanguagesCommon Elvish, Eloy

AC 10,touch10, flat-footed 10
(-1 Dex, +1deflection)

hp 15 (5HD)

Fort +2, Ref +0, Will +6

Speed30 ft. (6 squares)

Meleedagger+0 (1d4/1920)

Base Atk+2;Grp +1

Atk Options Destructive Raze, Efficient Raze, Fast Raze

Combat Gearscroll of fireball, scroll of magic missile

Wizard Spells Prepared(CL 5th):

3rdd fireball (DC 16), lightning bolt(DC 16)

2ndd darknessflaming spheréDC 15), scorching ray(+2
rangedtouch, summon monster

1s® burning hand¢{DC 14), chill touch(DC 14), magic
missile shocking grasif+1 meleetouch

00 acid splash(+2 rangedouch), detect magicray of frost
(+2 rangedouch), read magic

Abilities Str8, Dex10,Con12,Int 16, Wis 14, Chal2

SQ summon familiar

FeatsAgonizing Radius, Destructive Raze, Efficient Raze
Fast RazeScribe Scroff
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Skills Bluff +8, Concentratior+9, Decipher Script-10,
Knowledge (arcana}10, Spellcraft+12

Possessionsombat gear plusng of protection +1

Spellbookspells prepared plu0all; 1s6 mage armor
,Summon monster |

In the Trembling Plains and Glowing Desert, m ost
wizards that become bandits do so because they were
exposed aswizards 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 the y 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
possible. He useshis raze feats to increase the power of
his fireballsand 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 ssurran at the same tintee
is scanning your purse location.

Bandit Rogue
Male human rogue 6
NE Medium humanoid
Init +7; Sensed.isten+7, Spot+11
LanguagesCommon Elvish

CR6

AC 15,touch13, flat-footed12; uncanny dodge
(+3 Dex, +2 armor)

hp 21 (6HD)

Resistevasion

Fort +2, Ref +8, Will +4

Speed30 ft. (6 squares)

Melee mwk wrist razor +6 (1d6+1/120)

Meleebar ddéds garrote

Rangedlight crossbowt+7 (1d8/1920)

Base Atk+4; Grp +5

Atk Options Improved Feintpoison(cham,DC 10, none,
dazed and sloveefor 1d4 hours)sneak attack4d6

Combat Gear3 doses of cham poison

+5 (2d4-

Abilities Str12,Dex 16,Con 10, Int 13, Wis 14, Cha8

SQtrapfinding trap sense2

Featsimproved Feintimproved Initiative Persuasive
Stealthy

Skills Balance+12, Bluff +10, Escape Artist#8, Gather
Information+6, Hide +10, Intimidate+12, Knowledge
(local [Ravish) +7, Listen+7, Move Silently+14, Search
+6, Sense Motivet7, Spot+11

Possessionsombat gear plusiasterworkwrist razor leather
armor, light crossbowwith 50bolts

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 beforeHit Dice ability score increases:Str 12, Dex
15,Con 10, Int 13,Wis 14,Cha8.

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 possible to be able to use hissneak attack

Bandit Warrior

A strong bald human with his body covered in scars. He lifts his

carrikal above his head before he starts to scream and run
towards you.

Bandit Warrior
Male human warrior 3
NE Medium humanoid
Init +1; Sensed.isten+1, Spot+1
LanguagesCommon

CR3

AC 12,touch11, flat-footed11
(+1 Dex, +1armoi)

hp 18 (3HD)

Fort +5, Ref +2, Will +2

Speed30 ft. (6 squares)
Meleecarrikal +6 (18+2/x3)

Base Atk+3; Grp +5

Atk Options Cleave Power Attack

Abilities Str15,Dex 13,Con14,Int 10, Wis 12, Cha8

FeatsCleave Power AttackWeapon Focuécarrikal)

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

Spot+1

Possessionsarrikal, padded armor
Bandit warriors are the bulk army of any bandit state.
Since bandits are usually poorly trained and equipped,
they compensate that with sheers numbers.

Strategies and Tactics

The bandit warrior tries to demoralize his opponents
before closing to be able to usePower Attack. Since they
are usually in overwhelming numbers, they care little for
strategies or tactics.

Bandit Wind Driver

A half-elfona strangecart approachegou making almost no
sound.No animal pulls the cart; it movess if blown by the
wind. The haHelf seems to lpreparing his crossbow.

Bandit Wind Driver
Male halfelf kineticist 3
NE Medium humanoid (elf, psionic)
Init +2; Sensesow-light vision; Listen+1, Spot+1
LanguagesEloy, Elven, Common

CR3

AC 13,touch13, flat-footed 10
(+2 Dex)

hp 12 (3HD)

Fort +2, Ref +4, Will +3

Speed30 ft. (6 squares)
Meleeshortspeait3 (1d6+3)
Rangedlight crossbowt+5 (1d8/1920)
Base Atk+1;Grp +3
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Special ActionsWind Racer

Power Points/Day14; Psion Powers Known(ML 3rd):

2ndd control air, energy missiléDC 14)*

1s® control object missive mind thrust{DC 13)*, skate
vigor

*The saveDCsfor these powers might increase with the u:
of augments

Abilities Str14,Dex15,Con 12, Int 15, Wis 10, Cha6

FeatsCombat ManifestationNarrow Mind Wind Racer

Skills Balancet4, Concentratior+7, Knowledge(geography
[Scorpion Plains]) +7l.isten+1, Professior(sailor) +6,
Psicraft+5, Searcht+1, Spot+1, Survival +0 (+2 to avoid
getting lost)

Possessionwoodenshortspeg studded leather armdight
crosshowwith 20bolts sail cart

Bandit drivers are the most fast and reliable way to move
while in the Scorpion and Trembling Plains. They are
mainly used as scouts, messengers and a way to quickly
attack minor caravans by the Bandit Lords.

The bandit wind driver presented here had the following
ability scores before Hit Dice ability score increases and
racial adjustments: Str 14,Dex 13,Con 12,Int 15, Wis 10,
Cha8.

Strategies and Tactics

The bandit warrior tries to st ay mobile as long as possible,
using his sail cart in conjunction with control windsand
skate He tries to usemind thrust and energy missilavhile

he has power points left, then switches to his light
crossbow.

Lask Brute

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

Lask Brute CR 10
Male laskbarbarian 7
CE Medium humanoidask)
Init +2; Senseglarkvision60 ft.; Listen+5, Spot+5
LanguagesEloy, Lask,Common

AC 20,touch12, flat-footed 18;improved uncanny dodge
(+2 Dex, +3natural +5armoi)

hp 82 (9HD); DR 1/

Fort +12, Ref +3, Will +2

Speed30 ft. (6 squares)

Meleecarrikal +14/+9 (1d8+6/x3) arfate +12 (1d4+6)

Base Atk+8; Grp +14

Atk Options Cleave Blind-Fight, Multiattack Power Attack
rage2/day (9 rounds)

Abilities Str22,Dex 14,Con 18, Int 8, Wis 10, Chal0

SQfast movementrap sense +2

FeatsBlind-Fight, Cleave Multiattack Power Attack
Toughness

Skills Intimidate+6, Survival+6

Possessiomshell armor, bone carrikal

When raging a lask brute has the following statistics

AC 17,touch12, flat-footed 16

hp 100 (9HD)

Fort +14,Will +4

Meleebone carrikal +16/+11 (1d8+8/x3) and bite +14
(1d4+8)

Grp +16

Abilities Str26,Con22

Many bandit | ords employ lasks in their bands because of
their sheer muscle and ferocity.

The lask brute presented here had thefollowing ability
scores beforeHit Dice ability score increases and racial
adjustments: Str 15, Dex 13,Con 14, Int 8, Wis 10,Cha 12.

Strat egies and Tactics

The 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 seemparticularly vicious and intimidating.
She wears a crimson cape and holds a big macahuitl.

Akive, Chief of Ravish CR11
Femalemul gladiator 10
CE Medium humanoid (dwarf)
Init +1; Sensegslarkvision30 ft.; Listen+0, Spot+0
LanguagesCommon

AC 15,touch14, flat-footed 14; uncanny dodgemproved
uncanny dodge

(+1 Dex, +3armor, +1deflection

hp 95 (10HD); DR 1/- nortlethal

Resistextended activity, tireless (+4 @onchecks for
extended physical activities and +4 againsakness
fatigue exhaustionor enfeeblement

Fort +10, Ref +4, Will +2

Speed30 ft. (6 squares)

Melee mwk great macahuitl +17/+12 (2d6+9/29)

Base Atk+10;Grp +16

Atk Options Improved Feintinsightful feint +2, mercy, no
mercy,Power Attack

Combat Gear psionic tatoo of animal affinity

Abilities Str22,Dex12,Con17,Int 8, Wis 7, Chal0

SQ armor optimization (chitin armor arsludded leathgr

FeatsAlertness Exotic Weapon Proficieno@cahulak?,
Exotic Weapon Proficiendy ma s t e 2, &eoticw h i
Weapon Profiiency(wrist razor¥, Improved Feirf,
Improved Unarmed Strile Mekillothead,Power Attack
Skill Focus (ntimidatée

Skills Bluff +10 (+15 in melee)Climb +8, Intimidate+21,
Jump+8, Listen+0, Perform+4, Sense Motive-6 (+11in
melee),Spot+0

Possesionscombat gear plustudded leather armaing of
protection +1

Hooki You can either face ce
or take your chances against that caravan. Which one
you prefer?09

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 16,
Dex 12,Con 15, Int 8, Wis 7,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
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in, so her opponents will not have any advantages over necessary since it would prevent him from effectively
her. leading the band.

Chilod, Chief of Pillage Densis, Chieftain of Spoil

he raises one of his twin impalers in some sort of signal to his over his face. There is something very eerie about him.

warriors. Densis, Chieftain of Spoil CR 14

Chilod, Chief of Pillage CR 10 Human wizarddefiler) 10/necromant 4

Male tarekbarbarian 5/ranger 3

LN Medium humanoidtarek)

Init +6; Sensesglarkvision30 ft.; Listen+13, Spot+13
LanguagesComnon, Plains Giant, Tarek

LE Medium humanoid
Init +0; Sensed.isten+4, Spot+4
LanguagesCommon Elvish, Tarekspeak with dead

AC 17,touch12, flat-footed17
(+2 Dex, +3natural +4armoi)
hp 78 (8HD); ferocity

Fort +10, Ref +2, Will +2

AC 15,touch13, flat-footed 15
(+2 armor, +3deflectior)
Immune fear

hp 49 (14HD)

Fort +5, Ref +4, Will +15

Speed40 ft. (8 squares)

Meleeimpaler +13/+8 (1d6+6/x4) and impaler +13
(1d6+6/x4) or

Ranged+1 mighty compositehortbow{+5 Strbonus]
+11/+6 (1d8+6/x3)

Base Atk+8;Grp +13

Atk Options Cleave Improved TweWeapon Fighting
favored enemyelves+4, humanst+2), rage2/day (6
rounds), Teamwork

Combat Gear 2 fruit-potions of cure light wounds

Abilities Str 20, Dex 14,Con 16, Int 11, Wis 10, Cha8

SQfast movementrap sense +Wwild empathy+3 (-1
magical beas)s

FeatsCleave Enduranc, Improved Initiative Improved
Two-Weapon FightinG LeadershipTeamwork, Traclé,
Weapon Focugimpaler)

Skills Climb +4, Handle Animak10,Jump+11, Knowledge

(nature)+5, Listen+13, Ride+10, Spot+13, Survival +13
(+15 in natural aboveground environments

Possessionsombat gear plusl studded leather armot1
mighty composite shortbof#5 Strbonus)

When raging Chdd has the following statistics

AC 10,touch9, flat-footed9

hp 94 (8HD)

Fort +12,Will +4

Meleeimpaler +15/+10 (1d6+8/x4) and impaler +15
(1d6+8/x4)

Grp +15

Abilities Str24,Con 20

Skills Climb +6, Jump+13

Speed30 ft. (6 squares)

Meleemwk steel dagger +7/+2 (1d419-20) or

Rangedheavy crossbow +7 (1d10/2®)

Base Atk+7; Grp +6

SpecialActions Gray casting

Combat Gear5 undead slaying bolt®C 20), scroll of
fireball, scroll of protection from evil

Wizard Spells Prepared(CL 14th, 1d20+16 to overcome
SR 5%arcane spell failurehance):

7thd control undeadDC 21),finger of deatDC 21)

6thd circle of deathDC 20), create undeadundeath to
death(DC 20)

5thd cone of coldDC 19), dominate perso(DC 19), silent
greater invisibility

4thd animate deagfear (DC 18), dimension dogresser
globe of invulnerabilityscrying(DC 18)

3rdd dispel magig fireball (DC 17), halt undeadDC 17),
nondetectionzombie bernf(DC 17)

2nd command undeadDC 16) (2),invisibility*, silent
detect undead, scorching r&y7 rangedouch

1s® alarm*, burning handgDC 15), cause fea{DC 15),
detect undead*protection from evil

00 detect magi€2), disrupt undead+7 rangectouch (2)

*Denotes spell that can be prepared without spellbook

Hooki Char ge, you |l az§l todenr

you mysel fl1o

Chilod has no tolerance for defilers or preservers, but
welcomes an astonishing variety of races into his band,

Abilities Str8, Dex10,Con12,Int 18, Wis 14, Chal3

SQundead presence, gravespeaker

FeatsAlertness Craft Magic Ams and Armay Efficient
Raze,Iron Will, LeadershipSilent Spell Scribe Scrofi,
Spell MasterySpell Penetration

Skills Bluff +18, Concentration+18, Decipher Script-14,
Diplomacy+3, Disguise+1 (+3 to act in character),
Intimidate+3, Knowledge (acana)+14, Knowledge
(geographyScorpion Plains) +3nowledge(history)
+14,Knowledge(religion) +9, Knowledge(the planes)9,
Literacy (Common)sleight of Handt3, Spellcraft+21,
Survival+2 (+4 to keep from getting lost)

s oA O UV ST = Jo! ions, t rpls masterworksteeldagger heavy
UEOI ®Ol wl UOOwOoUl I OwUOwEZ T UOT %ﬁ@ﬁ%ﬁ@g goe%[fﬁglammeredpaddedarmoing

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

Strategies and Tactics

Chilod is not afraid to fight, he is confident in his
combating abilities, but he prefers to stay back a little in
order to coordinate his band. He uses his ranged attacks
of the seemingly most powerful enemy or on any
apparent arcane caster. He only enters his rage when

of protection +3

Spellbook (bones) spells prepared plus @ll; 1s6 mage
armor, shield 2ndd arcane lockresist energy3rdd
darkvision see invisibility 4thd arcane eg, dimensional
anchor, 5thd dismissal hold monster

HookiHave we got a surpri se

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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During one of his many explorations, he found (or was
found by) the Jade Marquess, an ancient sentient ship
from the Green Age that sails on land (seeLife-Shaping
HandbooKor more information). He eventually fell under
its curse. If Densis try to leave the Marquess for more then
a day, he is compelled to return as if under a gaeas/quest
spell.

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 T actics

Densis, before his domination by Dote Mal Payne, was
more concerned about exploring the ruins nearby than to
be involved in such mundane tasks as combat, normally
preferring to avoid it to approach using invisibility and
quickly dispatch his foes wi th circle of deatland 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, h
looks like a creature raised from the grave.

Evartu, Chief of Plunder
Male elf fighter 12
NE Medium humanoid (elf)
Init +7; Sensegow-light vision; Listen+6, Spot+6
LanguagesCommon Elven Ssurran

CR 12

Strategies and Tactics

Evartu has a thing for drama. He prefers to demoralize
everyone in range using make-up and acting while his

warrio rs take care of the rest. He will neither hesitate to
jump into fray to fight opposing elves and to withdraw if

things start to go bad using his dorje of cloud minénd dust
of illusion
0s

Kel of Kel Lot

A short, hairless humanoid with low, his eyes betrgyis age,
his skin deeply tanned, his eyes appraising you steadily.

Kel CR 15

Male dwarf fighter 6/cleric 9

LN Medium humanoid (dwarf)

Init +3; Sensegslarkvision60 ft.; Listen+5, Spot+5
LanguagesCommon Dwarven

AC 16,touch12, flat-footed 16

(-1 Dex, +4armor, +3deflectior)

Immune kip poison,deafnes®r stunningby sonic spells or
abilities

hp 108 (15HD)

Resiststability (+8 againsbull rushandtrip), treated as one
size larger against wind effects

Fort +12, Ref +4, Will +12; +2 against pois (+4 inhaled),
spells, and spelike effects

AC 15,touch15, flat-footed 12; Dodge Mobility
(+3 Dex, +2 deflection)

Resistmundane extreme heat or cold

hp 66 (12HD)

Fort +8, Ref+7, Will +6

Speed20 ft. (4 squares)

Melee+2 defending bone dwarven waraxg7/+12/+7
(1d10+6/x3)

Spaceb ft.; Reachb5 ft.

Base Atk+12;Grp +16

Atk Options Blind-Fight, turn undeadt/day (+1, 2d6+10,
9th; can controdir creatures)

Special Actionsspontaneous castingure spells) Teamwork

Speed40 ft. (8 squares); elf ruigpring Attack

Meleemwk elven longblade +18/+13/+8 (1d8+7/28)

Base Atk+12;Grp +15

Atk Options CombatReflexes

Combat Geardorje of cloud minq17 charges), 2 doses of
dust of illusion

Abilities Str15,Dex 16,Con 10, Int 13, Wis 14, Chal0

FeatsAlertness Combat ExpertisecCombat ReflexgedDodge
GreaterWeapon FocysGreater Weapon Specialization
Improved Initiative LeadershipMobility, Spring Attack
Weapon Finess&Veapon Focugelven longblade),
Weapon Specializatiogelven longblade)

Skills Disguise+4, Intimidate+15, Jump+12, Listen+6,
Perform(act) +8,Search+2, Spot+6

Possessionsonbat gear plus2 ring of protection brooch
of shielding

Cleric Spells Prepared(CL 11th):

5thd elemental strikéDC 19), power word stufi

4thd divine powerice storn¥, summon monster IV

3rdd eye of the storpeall lightning (DC 17)°, dispel magig
magic circle against ev{IDC 16), summon monster ll|

2nd b u |l | 6 s, hddpersorfCt15), resist energy
silence(DC 15), sound burs{DC 16)°, summon monster |

1s8 bless elementommandDC 14)°, cooling canopy
cause feafDC 14), sanduary, divine favor

00 create elementure minor woundgletect magic
guidancelight, resistance

D: Domain spellElement: Air.Domains:Fury of Storms,
Rolling Thunder

Hooki For war d, my mi
fl esh!o

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

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

ni ons. T

Abilities Str18,Dex8, Con14,Int 12, Wis 17,Chal3

SQdwarven focus

FeatsAlertness Blind-Fight, Combat CastingDisciplined,
Improved Initiative Kipherd,LeadershipSpell Focus
(evocation) TeamworkWeapon Focus (dwarven waraxe

Skills Concentration+15, Intimidate +13, Jump+9,
Knowledge(the planes)}6, Knowledge(warcraft) +6
Listen+5, Spot+5, Survival+3 (+5 made while on other
planes)

Possessionsombat gear plus3 ring of protection+6 belt
of giant strength+2 defending bone dwarven waraxe.
studded leather armofive seasons cloak

Dwarven FocusWhen Kel is actiely pursuing to protect
Kel 6s Lot , maalerbencse dll skié s a
checks attack and damage rolkaving throwsand spell
saveDCs

Hook i | created the Bandit <

Dark Sun 3.5

Lost Cities of the Trembling Plaing1 of 181



An aged dwarf that is prejudiced towards anyone who is

OO0WEPEUYI O8w' 1 EEwOl wOi i wypadet#8.ReitSWili+d, 0umoad0owbi DET wix U]

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

Giki

Clad in sturdy chitin armor, this dwarf carries an enormous

wooden mallet.

Gi ki, Kel
Male dwarf fighter 11
LM Medium humanoid (dwarf)

Init +0; Senseglarkvision60 ft.; Listen+1, Spot+3
LanguagesCommon Dwarven

6s Co CR 11

AC 14, touch 10, flafooted 14

(+4 armoi)

Immune kip poison

hp 87 (11HD)

Resiststability (+4 againsbull rushandtrip)

Fort +9, Ref +3, Will +2; +2 against poison (+4 against
inhaled), spells, and spdike effects

Speed20 ft. (4 squargs

Melee+1 maul+16/+11/+6 (1d12+5/120)

Space5 ft.; Reachb5 ft.

Base Atk+11;Grp +13

Atk Options Cleave Improved Bull RushPower Attack

Abilities Str15,Dex11,Con14,Int 10, Wis 9, Cha6

SQdwarven focus

FeatsAlertness Cleave Greater Weapondeus(maul),
Improved Bull Rushimproved Critical (maul)improved
Initiative, Kipherd,Power Attack Weapon Focus (maul)
Weapon Specialization (maul)

Skills Climb +11, Jump+10, Listen+1, Ride +5, Spot+3

Possessionsombat gear plusiasterworkchitin armor,+1
maul

Dwarven FocusWhen Giki is actively pursuing his focus tc
protect Kel 6 s madlebonhse all skig
checks attack and damage rollsaving throwsand spell
saveDCs

Hooki Deat h to the enemies o«

Strategie s and Tactics

Kel castssummon monstefrom a distance until he is
certain that the numbers are favoring him. He will then
castdivine powerand go into combat, for he believes he
still is not too old for it yet. If the battle is not going well,
he orders his soldiers to fall back and castsice stormand
elemental strike

Lady Cesti of Wrath

You see a beautiful woman with an aristocratic look dressed up

a noble. Her entourage seems to be comprised only of dirty
creatures with jagged clothing and missingtbee

Lady Cesti of Wrath

Femalehuman gladiator 10

LE Medium humanoid

Init +2; Sensed.isten+1, Spot+1
LanguagesCommon

CR 10

AC 15,touch12, flat-footed 13;improved uncanny dodge
(+2 Dex, +3armol)

hp 75 (10HD)

Speed30 ft. (6 squares)

Meleemwk dagger +14 (1d4+3/120)

Base Atk+10;Grp +13

Atk Options Improved Feintmercy, no mercyower
Attack

Combat Gear 2 splashglobes of liquid darkness

Abilities Str16,Dex14,Con13,Int 10, Wis 8, Chal5

SQarmor optinization (chitin,studded leathgrinsightful
feint +2

FeatsAlertness Exotic Weapon Proficiendicahulak¥,
Exotic Weapon Proficiendffotulis)®, Exotic Weapon
Proficiency(thanak¥, Improved Unarmed Striée
Improved Feirfi, LeadershipNegotiator Peisuasive
Power Attack

Skills Balance+9, Bluff +18 (+23 in meleeDiplomacy+14,
Disguise+3 (+5 to act in characterptimidate+12,Jump
+10, Perform(oratory)+12, Sense Motive+16 (+21 in
melee), Tumble+9

Possessionsombat gear plusiasterworkdagger, +3 bracers
of armor, +2 cloak of Charisma

Hooki He ar me, Lords of Wrat
your deeds this day. Show your valor and give the barc
something to sing about.

The delusional chieftain of the bandit state of Wrath; she
believes that she isa noblewoman and set up her slave
tribe on the lines of a noble house.

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,ET EEUUT wEEEOUEDOT wl

lead and inspire her troops into victory, while
comfortably seating on her palanquin.

Talid the Bandit Lord

This handsome bladkinned mul sports a tattoo of a rtiul

headed lizard that seems almost to twitch as the mul speaks. His

tattoo gleams gold in the sunlight, and his deep voice carries
force and authority.

Talid the Bandit Lord
Male mul gladiator 1Qdarbarian 1/fighter 2
LN Medium humanoid (dwarf)
Init +1; Sensed.isten+1, Spot+1
LanguagesCommon

CR 14

AC 16,touch11, flat-footed 15;improved uncanny dodge

(+1 Dex, +5 armor

hp 121 (13HD); DR 1/i nortlethal

Resistextended activity, tireless (+4 @onchecks for
extended physical activities and adainstveakness
fatigue exhaustioror enfeeblement

Fort +12,Ref +3, Will +4

Speed30 ft. (6 squaresfast movement

Melee+1 talid of wounding+14 (1d6+5 plus Ton
damage/120)

Base Atk+13;Grp +17

Atk Options Cleave Improved Feintmercy, nanercy,rage
1/day (8 rounds)

Combat Gearpsionic tattoo of animal affinittML 8th)
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Abilities Str19,Dex 13, Con16, Int 10, Wis 8, Chal3

SQ armor optimization (chitinstudded leathgrinsightful
feint +2

FeatsAlertness Cleave EndurancegExotic Weapon
Proficiency(atlatl)®, Exotic Weapon Proficiencfotulis)®,
Exotic Weapon Proficiendftalid)®, Improved Unarmed
Striké?, Improved Feirft, LeadershipMekillothead,
Negotiatoy Persuasive

Skills Balancet8, Bluff +12 (+17 in melee)Climb +9,
Diplomacy+12, Disguise+1 (+3 to act in character),
Intimidate+23,Jump+11, Sense Motiver11l (+16 in
melee), Tumble+8

Possessionsombat gear plusracers of armor +5

When raging, Talid has the following statistics

AC 9,touch?9, flat-footed8

hp 147 (3 HD)

Fort +14,Will +6

Melee+1 talid of wounding+16 (1d6+7 plus Con
damage/120)

Grp +19

Abilities Str23,Con20

Skills Balance+10, Climb +11, Jump+13

Hookfi Di vi ded we f al | and f
stand. What better place than hereatbetter time than
now?o

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 towards 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 usually is one of
the firsts to jump into battle and one of the lasts to
withdraw from it. He activates his psionic tattoo of animal
affinity just a short while before 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.

I z U @rioA 11): Captured when they were young,

branded and enslaved in South Guard, these were

rescued by a daring raid led by Chilod, whomthe Ez U OT
now revere.

Braxat (ToA 17): Outcasts from their own kind, these have
been welcomed by Chilod and the bandit state of Pillage.

Eldaarish Mindblade (See RefugeeBscaping Eldaarich
with their lives, these former cultists sought people to tell
them what to do.

Gith (ToA58): Outcasts from their own kind, these often
take refuge among the bandits of the northern wastes.

Half -Giant Warriors (ToA 158): These gullible creatures
follow the leadership of various bandit leaders.

Inixes (ToA 158): These beasts are used as mounts.

Silt Runners (ToA 123): Captured when they were 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 136): Unlucky in trade and hopeful

forluckin EEOEDPUUaOwUT I Ul wUUUUUEOU WK

leadership in the bandit village of Plunder, partly for the
opportunity to revenge themselves on their own kind
who regard them as failures.

Tareks (ToA 138): Lured by promises of wealth and
plunder, these often follow the tarek Chilod and his
bandits in the village of Plunder.

Thri -kreen (ToA 142): Following humanoid dra that the
thri -kreen individuals had accepted as their clutch -
leaders, these kreen have thrown their lot in with what

the thri-kreenregardasd POOEz UwxEEOOWEEUI E

of Plunder.

Thumper (See Drylanders). These great maukwielding
half-giants find a place in various bandit groups.

Society

Most of the bandits that strike at travelers and settlements
of the Trembling Plains actually dwel | in villages in from
the Glowing Desert from the west. Their wind -carts are
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 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 ex peditions and
destroyed a bandit village more than once, but since
neither Kurn nor Azeth are willing to destroy an oasis, a
bandit settlement has just reformed 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.

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

jof the murder s 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.

House Azeth, the Kurnan militias, the Red Guards, and
the Draji contingent at Fort Ral have done a fairly
effective job at clearing the bandit groups that once lurked
along the trade route between Ket and Kurn. In the past
decade, 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 road. Recently a brazen

groupof ex-UOE YT UWEEOODOT wli 1 OUT OYI U
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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 their fellow bandits to avoid
revealing that they used to be herders. Most are exslaves
from the Tyr region or from South Guard, and a
surprising number are escaped Shtas soldiers. Because
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, herders sometime discover forgotten
stashes of less movable loot such as grain, hardwood,
lead, or even copper bricks. Clever bandits may stash
their loot in areas that the herders avoid, such as
dangerous areas haunted by undead. The prime ambush

strength, they will retreat. Nevertheless, if they see
opportunity to take wealth or hostages without effort,
they will take it. | f 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 8:1 bandit leader, 1 winddriver, 2 bandit warriors.

EL 9:Add 1 bandit defiler and 1 bandit bard to standard
Bandit Skirmish Party.

Bandit Attack Party (EL 10): 1 lask brute, 1 bandit leader,
3 winddrivers, 6 bandit warriors, 1 bandit defiler, 1 bandit
bard.

Kreen Eater Assault Party (EL 10): Gozor, 1 lask brute, 12
bandit warriors, 4 half -giants.

Ravage Assault Party (EL 16): Talid, 8 winddrivers, 2

UxO0wPUWET Ob1 1 6w al 01 z0w1l 0 PHEEE WrOUOWLIEOS W3i 1 WUEVUUEOEBE Uw

and long road are a great place for attacking caravans but
not for nesting up. If the bandits had a lair in the
scrublands, Azeth and Kurn chariot troops w ould locate
and destroy it. Any nesting bandits bivouacking in the
area would only last a couple of months. Azeth deals with
bandits who attempt to laager near the trade road by
hiring aarakocra from Storm Peak to fly over the area
(ignoring the herders wh o hurl sling stones at them
thinking they were after their herd animals, and would
usually be right) and locate the bandit nest, and then it
would be all over. The Trembling Plains contains many
burnt out nests that foolish bandit and belgoi groups once
used as a base. The nests stand in relatively defensible
positions, so the Bandit State raiders tend to use these
nests when they are in the area, but do not bother to
rebuild them.

Bandits take names from the Tyr region, tending towards
the names that aTyr 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!).

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 4:1 winddriver and 1 gith watrrior.

EL 5:Add 3 bandit warrio rs to standard Bandit Scouting
Party.

EL 6:Add 1 bandit bard to standard Bandit Scouting
Party.

EL 7:Add bandit sub -leader to standard Bandit Scouting
Party. The winddriver is the leader, and will avoid any

Plunder Assault Party (EL 14): Evartu, 8 winddrivers, 2
defilers, 1 bard.

Pillage Assault Party (EL 12): Chilod, 8 winddrivers, 4
thri-kreen, 8 silt runners, 2E z U (Piblaxat, 4 ssurran
warriors, 4 tareks.

Ravish Assault Party (EL 13): Akive, 8 Winddrivers, 20

bandit warriors.

*1 Oz Uw UUE U O Kel/ SEbdrénwipdirversyt A o

hul WEPEUYT OWPEUUDPOUUS w* 1 aspfll WE b E L
Kip poison around, which they are immune to (they all

have the Kipherd feat). They try not to kill but they come

close to the line. Mostly they rob herders for food. They

actually herd some kip in their oasis.

History

61 POI wWOT T wYPOPEWDWBU QA WBYWOODWE
Rest, the other bandit states have sprung up over the last
UPRw* BOT zUw T1TUWET Ol Uw*1 OQwpUl
OEOI OWEOEwWI EUT 1 UwoOil wlOT T welUUI
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 thes oases, using the wind carts to

strike from a distance and then to make their getaway.

[
O

Environment: Bandits of the Barrier Wastes dwell in the

Uil Yi Ow?! EOEPUW2U0UEDTI UO> wOEUPU WY H
Desert or Scorpion Plains. Without the use of sail carts,

most of these villages would lie impossible distances from

the Trembling Plains.

Typical Physical Characteristics: Bandits of the Barrier

Wastes mark themselves with tattoos designating their

' EOEPUwW2UEU]I WEOOI 1 PEOET Owbd1 6 wl
Lot, Wrath, Plunder, or Pillage.

confrontations unless odds are wildly inthe ba OE D Uz U Walignment: * 1 Oz Uw+ O0 WEGE w/ POOET 1 wli O

favor. Their mission is to obtain intelligence on the area
for other bandits, and if confronted with possibly superior

neutral, instilling strong loyalty and governing their own
village with a sense of order. The other Bandit States tend
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towards evil, and to a lesser degree, towards chaos. he Melee+ 1 bone scimitar10/+5 (1d6+3/180) or
leaders of these villages tend to govern by force or by Melee2 Elav\_IS+lO each (1d4+2 plustr damage)
fleeting popularity. Typically, a leader keeps the sails on Base Atk+8;Grp +10

. . . i Special Actionsspontaneous castingU mmon nat
his person so that the other bandits will not abandon him. pspells),wild shgpel/day G hours)g {

) Druid Spells Known (CL 5th):
Society 3 r ctall lightning (DC 15)
2 n dbarkskinb u | | 6 s, resist energyg t h

If there is little honor among thieves, there is even less 1 s ture light woundsendure elemenside form animals

among the bandits of the Trembling Plains. The bandit (DC 13),longstrider
leader keeps the sails on his person so that the other 0 ' defiler scentdetect magicdetect poisopmending purify
bandits will not abandon him. food and drink
Pstlike Abilities (CL 7th):
: 3/ d atyraction(+7 bonusPC 16*), brain lock(all targets,
Typical Treasure DC 14%[, ego w(hip(DC 14), empt)z mindpsioni(c dom?nate
Bandits have ¥ the normal gear for their Challenge (DC18).

*Il ncludes augmentation fo

Abilities Str14,Dex18,Con13,Int 10, Wis 15, Chal4

SQarimal companionbell ringing,link with companion
nat ur e Osharesspetideackless stepvild empathy
+7 (+3magical beasj)s

Bandit Lore FeatsAbility Focus (domination),Combat Castingron
Will, Natural Spell

Skills Concentrationt8, Hide +9, Intimidate+6, Knowledge

Rating, except for the leader, who has twice the normal
gear. The group leader also carries the cartsails of all of
the wind carts that the bandits arrived on.

Characters with ranks in Knowledge (local [ Trembling

Plains]) can learn more about the Bandits of the Barrier (nature)+8, Listen+4, Move Silently+9, Search+4, Spot
Wastes. When a character makes auccessfulskill check, +4, Survival+10 (+12 in aboveground natural
the following lore is revealed, including the information environments) o
from lower DCs. Possessionkather armar+ 1 bone scimitar, amulet of
) . tongues
Knowledge (Local [Trembling Plains]) Bell Ringing (Su)Belgoi use a bell to focus theisionic
DC Result dominatepower. A domination target who hears the
11 There are seven bandit villages in the barren wastes north of S be Ih gD o1 0 SE b2 pef“a'tyéofeh‘l‘(“"gswe-;m’*m
Trembling Plains: Spoil, Pillage, Plunde Kel 6s Lo trength Damage (Ex)A n . Fndi vi ua st
Ravish, and Wrath. claw attack takes 1d6 points of tempor&tydamage,
16 The bandits travel very quickly through the desert on wheelet unless the belgoi sqores a critital in which ca_se the
sail carts. Elgr%elt 3takes 2d6 points of tempor&ty damage instead.
o

21 Since the carts move slowly through the scrub plains, the bar
usually bury them at the edge of the desert when they come -

raid,and the bandit leader keeps the sails on his person so tt .
other bandits will not abandonphim_ P The leader and priestess of the Watchmen of Ral.

26 Since the sails of the carts gleam in the sunlight and glow in 3TTwWlIEOGzUwWUT EOE O wx GdlawihgbilityE wi 1 Ul
mooniight or starlight, they are probably made of shimmerclo  gcores beforeHit Dice ability score increases and racial

Belgoi Watchman Of Ral adjustments: Str 14, Dex 12,Con 13, Int 8, Wis 15,Cha 10.

Strategies and Tactics

A small and starving belgoi tribe, the Watchmen of Ral,

lurks in the badlands south of Dry Spring. These belgoi 31T WIEOZUwWUT ECEOQwWPDOOWUDOT wi PUL
usually hunt unintelligent game in the Trembling Plains, to attract an opponent to his hiding place. If that fails, he

retiring to the badlands when the sun rises or when will wild shape into a cheetah and withdraw to the rest of

Guthay is full. When game goes scace, they sometimes his band. Then he castsU U OOOO0wOE Gt and UWE OO a
eat each other. As a group, theywill not hunt herders; E U 00z U tolntrease dis nurmbers and offensive

although some individuals break the rule out of sheer power.

hunger.

Creatures and Allies
Ral ds Shaman Belgoi (seeTerrors of Athap

8OUwWI i EUWEWET OOwUubp Ol bHI wEUwq;[isitopyEDUUEééi owlUi i GwUbOi OEI &
Ral 6s Shaman CR9

Femalebelgoidruid 5 The Watchmen of Ral avoid hunting the Trembling

LE Medium monstrous humanoid (psionic) "1 UET UUOwU b (e thatiévery tieng the feeistor)

Init +4; Senseslarkvision 60 ft.Listen+4, Spot+4 a few herders, that the Spinefists plains giant clan attack
LanguagesBelgoi, Gith; speak with animals, tongues them soon after. The Watchmen always hunt at night in

AC 16,touch14, flat-footed 12 the light of the moon Ral, which they worship. They gave

(+4 Dex, +2armoi Oi 1 OUI OYI UwOi 1T wOEOI w?6 EUED O1 Ol
Egr?iélg;?lg Will +9 after they captured a Draji templar who possessed an

Speed30 ft. (6 square); woodland stride amulet that allowed him to communicate with the belgoi.
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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 that Tectuktitlay is a God and to
the practice of sacrifice 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

Power Points/Day156;Psion Powers Known(ML 12th;
1d20+14 to overcome SR):

6thd breath of the black dragofiDC 21), mass cloud mind
(DC 23),remote view traggDC 21)

5thd hallucination(DC 22)*, mind probg(DC 22), psydic
crush(DC 22), shatter mind blankDC 22)

4thd psionic dominatéDC 21)*, psionic modify memory
(DC 21), schismthieving mindlinDC 21)*

uponprey ? x Ei Ow&UOT EawEOOOU U WE E & FEYUILGHEa(DC 20)* false sensory inpyDC 20),

The newly converted Watchmen of Ral sacrificed and ate
the templar. They kept his amulet of tongueand his
templar signet; 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 was
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 successfuskill 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 huigatherers.

15 The Watchmen of Ral will hunt persons that do not dress as |

20 The Watchmen of Ral worshipectuktitlay and practice
sacrifices to the moon Ral.

Castaway

psionic blas{DC 20), touchsight

2ndd aversion(DC 19)*, brain lock(DC 19), psionic
suggestior{DC 19), read thought¢DC 19)

1s® attraction(DC 18)*, aura reading psionic charm(DC
18)*, psychic trackingsynesthete

*The saveDCsfor these powers might increase with the u:
of augments

Abilities Str14,Dex12,Con" , Int 20, Wis 16, Chal5

SQ ceaseless inquiry, create spawn, Gray toughness 2,
nyctalopic perceive, perceivendead traits

FeatsBlind-Fight, Combat Manifestatigrinquisitor,
Investigator PersuasivePower PenetratigriPsionic
EndowmentSkill Focus (Sense Motiveptand Still

Skills Bluff +14, Concentratior+19, Diplomacy+16,
Disguise+2 (+4 to act in charactei(gather Information
+21, Intimidate+6, Knowledge (local}20, Knowledge
(history)+17,Knowledge (psionics}14, Listen+9,
Literacy Common Eldaarish)Move Silently+11, Psicraft
+15, Search+9*, Sense Motive+29, Spot+9*, Survival+3
(+5 following tracks)

*Only with the synestheter touchsighipower manifested

Possessionsombat gear plugsionatrix of telepathy
penetrae power eygtorc of free wil| ring of protection
+5, cloak of resistance +2,steel dagger

Esmila the Eye -Blind

A woman of medium height, with coffeelored skin and

slightly lighter-colored hair, lying scraggly down to the middle

of her back. She wears a rough shift that appedrave once

been a rich gown of silk and metallic fibers. Her features are
fine, but aged, and her face is marred by two black pits where

her eyes should be.

Esmila the EyeBlind
Female humamorg castawajelepath8/auditor* 6
*Prestige class degbed inAppendix Il
NE Medium undead (augmented humanoid, psionic)
Init +1; Sensedblind, darkvision 60 ft.|isten+9, Spot+9*
Aura fear (60 ft.;DC 19)
LanguagesCommon, Eldaarish, Goblitgngues

CR 17

AC 20,touch16, flat-footed 19

(+1 Dex, +4natual, +5deflection

hp 119 (14HD); fast healindl; DR 10/magic
Resistcold 10

Immune undead immunities

Fort +6, Ref +7, Will +16

Weaknessbound to area, delusionaknsitivity to light

Speed30 ft. (6 squares)

Meleedagger+9/+4 (1d4+2/120) or

Meleetongue+9/+4 (1d4+2 plugnergy draip

Base Atk+7; Grp +9

Atk Options Blind-Fight, constrict 1d4+2improved grab
Power PenetratigriPsionic Endowmenstand Still

Special ActionsInquisitor, perceive 6/day, sense the far
thoughts 1/day

Combat Geardorje of dispel psionic&5 charges)

Bound to Area (Su)Esmila cannot leave her goblin city
without weakening its connection to the Gray. Each da
s heds awa ynegatehlevelVghan harsegaise
levelsequall 4, shebs destroyed.
recovers hegative leveper day.

Constrict (Ex) If Esmila successfullgrappleswith her
tongue attack deals automatic tongue damage.

Create Spawn (SUANny humanoi d sl ai
drainbecomes a namech 1d4 days after death. Spawn
under the command of the Esmila and remain enslavec
until death. Esmila can have namech spawn with up to
HD.

Delusional (Ex)Esmila presumes that any human she
encounters is her ally, which provided air&raction
bonusto the party. If the humans are accompanied by n
human allies, Esmila must mak®& 15 Int check. If not
successful, she will assume that the humans are captiv
or captors of the nehumans.

Energy Drain (Su) Living creatures hity Es mi | a ¢
attack gain oneegative levelFor eacmegative level
bestowed, Esmila gains 5 temporaiiypoints Esmila can
use her energy drain ability once per round.

Fear Aura (Su) Creatures of less thanHD within 60 feet
that look at Esmilare panickedand flee. Creatures with ¢
HD or more are allowed BC 19 Will save to avoid being
panicked If the save is successful, the creature is inste:
shakerfor one round. A creature that successfully save:
cannot be affect edr2alpad. n

Improved Grab (Ex) To use this ability, Esmila must hit ar
opponent ot argesize or smaller with her tongue attack
She can then attempt to stadrappleas afree action
without provoking arattack of opportunitylf she wins the
grapplecheck, she establishes a hold and can constrict.

Light Sensitivity (Ex) Esmila isdazzledn bright sunlight or
within the radius of aaylightspell.

Mind Probe (Ex) Once per day, she can manifeshd probe
at a reduced power point cost of 6 pp, to a minn of 1
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Perceive (Su)As a standard action, Esmila can create an
immobile psionic sensor in a familiar locale up to 110 fe
from her. The sensor lasts for 1 hour and is dismissible
free action This ability is otherwise similar tdairvoyant
sense

Read Thoughts (Ex)Once per day, she can manifesstd
thoughtsat a reduced power point cost of 6 pp, to a
minimum of 1 pp. Esmila gains a €Bcumstance bonus
Gather InformatiorandSense Motivehecks against
creatures that failed theivill sazes while in theead
thoughtsarea of effect. These bonuses last for 1 hour.

Sense the Far Thoughts (SUgsmila can usesad thoughts
with her perceive ability once per day.

Hook fi | can see what you see€

A notorious telepathic interrogator, Esmila gained high

The Cheka Order in Eldaarich also has several relics of
Esmila, having purloined them (at great risk) from the
treasure vaults of the Stone.

+1 U0 wki 00 wO O&ysmoce erdnbdidE their w
fiery green color and brightness, are themselves still in
circulation ¢ they were lost in the Grey in the process that
made Esmila a morg, and remain there, as independent
undead creatures

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

Thuil

3T PUwxOPT Ul UOwWI UOEOZ UwUOPOwWH U wl

Oi | PEI wbOWHEUODPOOUZ UwE UOa we BOssBTherajtligs fphtand sliexenlesiengsets wiglds a

through her terrifyingly effective interrogation technique.
She used her high office (and some say her psionics as

massive sword madad bone.

Thuil CR7

Pl OOKAWOOW! EPOWEEET UUwWU Ow# E U OPEE WHpampegicgsigwaparbarian 2/psychic warrior 2

As Esmila grew old, Daskinor grew le ss interested in her.
She begged him to restore her beauty, so Daskinor,
following the lead of Egendo and other Champions,

LE Medium undead (augmented humanoid, psionic)
Init +1; Sensegslarkvision60 ft.; Listen+14, Spot+9
Aura fear(60 ft.; DC 12)

LanguagesCommon tongues

EOPOEUI Ewil UWEVWEwWOOUT 6 w' 1 wE UG LBVGLERidoeied Broceumededds wii i w

process, intending to restore her young appearance.

The process made Esmila inb a morg, but failed to restore
her youth ¢ instead she emerged from the wash of Grey
powers without her eyes.

Daskinor lost all interest in Esmila, since she was now an
old-looking morg with no eyes. She grew

bitter, throwing herself into her work and bec oming his
chief interrogator, a figure renowned for her ferocity and

(+1 Dex, +4 natural, +3 armor)

hp 30 (4HD); fast healindl; DR 10/magic
Resistcold 10

Immune undead immunities

Fort +6, Ref+1, Will +3

Speed40 ft. (8 squares)

Meleegreatswordr8 (2d8+8/1920) or

Meleetongue+8 (1d4+5 plusnergy draih

Base Atk+3; Grp +8

Atk Options Cleave constrict 1d4+5improved grabGreat

EUUI OUawl YI OWEOOOT wrarkingd b OO U z U ubteavk Imuawdd Bill RushPower Attackragel/day (6

officers. Even loyal troops had reason to fear her

rounds)

POYI U0PT EOPOOUS w$ UEDEXELDUIEL é@ﬁ%@%ﬁﬁi@t%’?a%ﬂ??yghic Warrior Powers Known (ML

she can see (psionically) everthough her eye sockets are
dark empty pits.

1s® offensive presciencstomp(DC 14)

Abilities Str21,Dex13,Con" , Int 12, Wis 16, Chal0

law0i 1l wEOGOEUI UOOW#EUODPOOU W E ESWFeAts srRoWiiasHpyeBen & rayieaneass?ededy w

increasingly irrational witch hunts that he gave in to the
demands of his officers and immured her in the captured
goblin stronghold when he left. He sent her to interrogate
several score of important prisoners, then sealed up the
cavern behind her.

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 torn between her abiding love of Daskinor, and
an associated hope that she can find and reunite with him,
and he will explain the horrible mistake that left her
immured, and (on the other hand) a fierce hatred of
Daskinor and all his works, especially his military officers
and templars.

Tales of Esmila remain current in Eldaarich even today,
not only in the archives of the Takrits and Savak Orders,
but manuals used by 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.

traits

FeatsCleave Great Cleavelmproved Bull RushPower
Attack, Weapon Focus (longsword)

Skills Climb +10, Escape Artist4, Intimidate+7, Jump+12,
Knowledge (natte) +3, Listen+14,Move Silently+11,
Searcht7, Sense Motiver9, Spot+9, Survival+8

Possessionbonegreatsworgdstudded goblin leather armor

Bound to Area (Su)Thuil cannot leave Azghabar without
weakening its connect ivway
he gains aegative levelWhen hisnegativelevelsequal4,
heds destroyed. | fegdiiee levek
per day.

Constrict (Ex) If Thuil successfullygrappleswith his tongue
attack deals automatic tongue damage.

Create Spawn (SuAnyhumanoi d sl ain
drain becomes a namech 1d4 days after death. Spawn
under the command of the Thuil and remain enslaved t
death. Thuil can have namech spawn with up 8

Delusional (Ex) Thuil presumes that any human he
encountes is his ally, which provided a +#8teraction
bonusto the party. If the humans are accompanied by n
human allies, Thuil must make:C 15 Int check. If not
successful, he will assume that the humans are captive
or captors of the nehumans.

EnergyDrain(Su)Li vi ng creatures
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attack gain oneegative levelFor eactnegative level
bestowed, Thuil gains 5 tempordry points Thuil can use
his energy drain ability once per round.

Fear Aura (Su) Creatures of less thanHD within 60 feet
that look at Thuil arpanickedand flee. Creatures with 5
HD or more are allowed BC 12 Will save to avoid being
panicked If the save is successful, the creature is inste:
shakerfor one round. A creature that successfully save:
cannotbeafet ed again by Thuil

Improved Grab (Ex) To use this ability, Thuil must hit an
opponent ot.argesize or smaller with his tongue attack.
He can then attempt to starjeppleas afree action
without provoking arattack of opportunitylf he wins the
grapplecheck, he establishes a hold and can constrict.

Light Sensitivity (Ex) Thuil is dazzledn bright sunlight or
within the radius of aaylightspell.

When raging Thuil has the following statistics

AC 16,touch9, flat-footed 15

hp 38(4 HD)

Fort +8, Will +5

Meleebone greatsword +10 (2d8+10£29) or

Meleetongue +10 (1d4+7 plus energy drain)

Grp +10

Abilities Str25

Skills Climb +14, Jump+14

HookiDeat h wonodét stop me fr

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

OUEI Ul EwOT 1 weEUl EOwOT 1 wi OE Op FagkinppB&iled idssiend beling dhequraclipd i 1 601 U6

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

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.

Creating a Castaway

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

aWill save OC tuY wHuw huy | uHDBHUUWFFERIREEFWA 7 U w
OOEDPI DI UAwWUI OEPOUWPOOUDT wOOwWUT E

hours. On a failure, creatures with 4 or less HD become
panicked for 4d6 rounds and those with 5 or more HD
becomeshakenfor 4d6 rounds. Castaways ignore the aura
of other castaways.

Tongues (Su)A castaway can speak and understand any
language as thetonguesspell.

Level Adjustment: Same as the base creature.

History

Some Cleansing War champions, including Daskinor,

#UI T O0T OwsT 1 OEOOWEDE wW! OUaUwmpsT 1

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,

onwards from one conquest to the next. In Azghabar, he
abandoned not only scores of hastily-buried soldiers,
many of whom later rose as fallen.

mmured hirr all, from which Thuil escaped Environment: # EUODOOUZz UWEEUUOI I UwUUUE
000awUPBwW* DOT z 0w 11 VWET 08 w2 Bs@kelowilihel GHBIA ditBsDtRubtaiod wHers Badkrort w

abandoned them.

Typical Physical Characteristics: ( | WE OUx OUT EOOw# E

Castoffs 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 OE UET w# EVUODOOUZ US

2" EUUEPEa? wbU wE Gind Ead beeadtbdtau U | SO&iahE U
EOawUOETI EEwi UOEOWOT EQwUT UVYI Edlajs{:?éw#EU

(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)Castaways cannot leave its goblin city
without weakening its connection to the Gray. Each day
he is away, it gains anegative 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 provided a
+8interaction bonus to the party. If the humans are
accompanied by non-human allies, the castaway must
make aDC 15Int check. If not successful, it will assume

aways are stuc? |(r)1 %g &Jltlﬂrléj% vl\J/h(%ﬁl tWey 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.

Castaway Lore

Characters with ranks in Knowledge (history) and
Knowledge (religion) can learn more about castaways.
When a character makes a successfuskill check, the
following lore is revealed, including the information from
lower DCs.

Knowledge (History)
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DC  Result Psionic Siltfoot

104C castaways are undead human

R army. This result reveals all undead traits. This human seems tmlancehimself on nothing but air while

hestriding the Silt Sea.

Psionic Siltfoot
Male humarpsychic adept
N Medium humanoid (psionic)
Init +0; Sensed.isten+1, Spot+0
LanguagesCuurnu, Eldaarish
AC 10,touch10, flat-footed10; Run
hp 14 (4HD)
Fort +2, Ref +2, Will +4
Speed30 ft. (6 squares)
Meleedagger+1 (1d41/19-20)
Base Atk+2; Grp +1
Power Points/Day6: Psychic Adept Powers Knowrn(ML
4th):
2ndd body equilibrium
1s® inertial armor, skate
N L s oo s . . . . Abilities Str8, Dex11,Con13,Int 9, Wis 10,Chal3 _ .
31T wUl UOw?#DOOEOEIT U?2 wUI T 1 UU wUR4spdraHdbRE bbbt oS OEEEUDET w
EOQEwi UOOWS OEEEUPET zUwEODIT OU wVYsRIG AuEohybridsiss@arddntration & Qratt(pdt@i)E U 6 w
2$O0EEEUDUIT »icalyitolhimans tuadshtHe Eit df Knowledge (psionics}6, Listen+1, Psicraft+6, Speak
Eldaarich. Kurnans and Eloy often use the derogatory LanguaggCuurnu),Sense Mtive +3, Spot+0
01 UOW?UPOUI 60U wWOOWUI i T VwlOwPITEHIEBEI Wi EVi wi VEExT Ewli i w
dim islands, kinder -hearted persons may use the term
PUITTUOTTT 0?2 wEUOWOT EVwUIT UOwWE E O vt Bisedhid Boty LR hbolvéd 9 uh VU OO0 w
such as escaped Drylander slaves. across the silt to escape from Eldaarich, and may have
helped others to escape as well.

15+C Castaways were abandoned or assigned to remain in a rui
R goblin dty for the last 2,000 years.

CR3

Knowledge (Religion)
DC Result

10+C castaways are human undead, usually corporeal. This res
R reveals all undead traits.

15+C Castaways are bound to the area they were abandoned ar
R irradiate a strong aura of evil afehr.

20+C  Ccastaways were created by Daskinor over 2,000 years ag
R after a failure or great displeasment.

Dimlander

Eldaarish Mindblade

. . . . . (E\bility scores before Hit Dice ability increases: Str 8, Dex
This frightened looking man moves his emaciated arm as if par .
. . 11,Con 13,Int 9, Wis 10,Cha 12.
of some deliberate dance move, and suddenly his hand becomes

enveloped in a bright green glow. A bldite land protrudes
from his fist likea puchik

Eldaarish Mindblade

Male human fighter 4/soulknife 1
LN Medium humanoid (psionic)
Init +2; Sensed.isten-1, Spot-1

The psionic siltfoot presented here had the following

Craft Village Slave
CR5

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

Craft Villa ge Slave CR Y

LanguagesEldaarish

AC 12,touch12, flat-footed10; Dodge, Mobility
(+2 Dex)

hp 23 (5HD)

Fort +2, Ref +2, Will +3

Male human expert 1

LN Medium humanoid

Init +0; Sensed.isten+3, Spot+3
LanguagesCuurnu, village dialect

Speed30 ft. (6 squaresBpeed of Thought, Spring Attack

Meleemindblade+4 (1d6)

Base Atk+4; Grp +4

Power Points/Day2: Hidden Talent Powers Known(ML
1st):

1s® biofeedback

AC 10,touch10, flat-footed 10; Serene Path
hp 4 (1HD)
Fort +2, Ref +2, Will +3

Speed30 ft. (6 squares)
Meleebucket +0 1d4)
Base Atk+0; Grp +0

Abilities Str10,Dex 14,Con?9, Int 12, Wis 8, Chall

FeatsDodge Hidden Talent piofeedback Mobility, Psionic

Awarenessspeed of ThoughSpring Attack

Skills Handle Animak-2, Knowledge (local [Eldaarichp1,
Knowledge (psionics}3, Knowledge (religion}+2,
Literacy (picts),Sense Motiver1

Possessions

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:
Str12,Dex 13,Con 11, Int 12, Wis 8, Cha 10.

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

FeatsParanoid, Serene Path

Skills Balance+3, Craft (varies)}+3, Knowledge (psionics)
+1, Sense Motive+7, Literacy (Picts)Perform (danceyl

Possessionwooden bucket

Aside from fights with slaves from other villages in raids
for limited resources, dimlands craft villages only have
contact with the Red Guards and the peddlers. The
peddlers teach the craft villagers martial arts such as
Cuurnu.
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Sample Encounters Although weak and carrying little or no gear (often no
clothing), many of the refugees possess dramatic abilities
- - - with regard to psio nics, unarmed combat, or both. Some
slaves who are trying to escape the Dim Lands. Even if it of these abilities are almost unheard of in the Tyr region.

means accep tipg\slgvery |n a\mqtrjer Iand Othe[s t alfe W The people.of the Tremhling Plains have known for some
banditry. - 1 EU Og wl EOT wol l.u*pUriuIQlQnUBw E ltjereUal)ogtlthgjﬁo?fgr%ibnlﬂf unarmed combat skills in
refugeesfrom Eldaarich. Kurnans do not like or trust the the Dim Lands, but the upsurge in psionic refuge es is a
Dimlanders. Regardless of ancestry Kurnans generally new developm;ent

treat children born in Kurn as Kurnan and give the
children opportunities to rise above slavery, join claves,
and become full citizens.

Refugees are usually citizens or terrified and emaciated

Alignment: Dimlander alignment varies greatly, but
because of everything they went through, almost none are

Spidergrip Escape (EL 3):deadly but surprisingly good.

common escape route is climbing the underside of  — — Typical Tregsure

$OEEEUPEIl ZUWEUDEI | UwUOwUI | wOEDOOEOEG®

Most Dimlanders are lucky enough to escape with their

Wingfoot Escape (EL 1& character that possesses the .
9 pe (EL 1k P lives, and have no treasure.

psionic power body equilibriumcan run across the silt. (4
mil_es from Fort Crodlu to the mainland at i ts shortest For Player Characters
point).

A future product, Prison State of Eldaariclwill detail
playing characters within the Dim Lands. If the campaign
occurs outside the Dim Lands, but the players want to
play a character from the Dim Lands, the DM could just
assume that the PC has escagd, or the DM could role -
play through the escape:

History

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

Typical Physical Characteristics: In terms of ancestry,
human Dimlanders have a narrower g enetic selection
than Gulgs or Draji. Most Dimlanders have grey 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 (becausefor centuries, the Red
Guard have selected the tallest Kurnan males and
effectively removed them from the gene pool).

Siltfoot on Stilts (EL 3)The most common way to escape
the Dim Lands is on stilts. The siltfoot lashes bamboo
sticks together to form stilts.

Siltfoot Escape (EL 3} character that possesses the
psionic power body equilibriumcan run across the silt. (4
miles from Fort Crodlu to the mainland at its shortest
point.).

Dimlander Lore

Characters with ranks in Knowledge (local [ Trembling
Plains]) can learn more about Dimlanders. When a
enslaved for crimes of their relatives. All Eldaarish character makes a succssful skill check, the following
persons are branded on the index and middle fingertip of lore is revealed, including the information from lower
the left hand (with the exception of Red Guards, who are DCs.

branded on the index and middle fingertip of th e right Knowledge (local [Trembling Plains])
hand). Eldaarish humans who have been enslaved have DC Result

the t|p§ of thelr_f!ngers cut Of_f’ eras_lng their identity. 10 The number of refugees escaping Eldaarich has increased in
Sometimes a citizen does this to himself, for the same recent years. Few of the refugees will ever lauginbp and they
reason. have difficulty looking anyone in the face. Thay notlike
answering questions about where they are from, but they are
desperate to find work, food, and security, even if it means
slavery.

Humans from the city of Eldaarich were all at one time
citizens of that city, although some may have been

Slaves from Eldaarich itself are nearly all dwarven, mul,

or half-giant, although human slaves populate the client

villages, labor camps, which produce artisan goods. Both 15
citizens and slaves bear scars from whipping, and various

brands and marks on their backs. All refugees, even the

Refugees from the Dim Lands look helpless, hany of them

possess unarmed fighting abilities, and growing number of th
possess strange psionic abilities. All escaped Eldaarich, both
citizen and slave, have words tattooed up and down their bac

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.

as if someone mistook them for a piece of parchntertmost
refugees cover these markin
Dimlanderrefugees.

20 The easiest way to tell an Eldaarish citizen from one of their
slaves is to |l ook at the pe
branded on the fingertips of thight hand. They tend to cover
their faces, and instinctively show their branded fingertips as
means of identifying themselves.

* Normal Eldaarish citizens and Diamder slaves do not
learn Common, but agents of Savak often learn Common,
in order to infiltrade the Tyr region as spies. Note: some a
persons posing as Eldaarish refugees are actually Savalb
agents, and, ironically, some former Savak agents have

ctually beome genuine refugees, because of the psionic
an, or for other political reasons.
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25 The recent upsurge in psionic refugees occurred because the
of Eldaarich, recently ordered psionic persons imprisaned
killed. A small number of the Eldaarish refugees are spies, bt
not even all of the spies want to return to Eldaarich.

Dote Mal Payne

Thishandsome middlaged man, dressed as an aristqdras
an eerie, undistinguished quality that makes you feel
uncomfortable.

Dote Mal Payne

Male stage | dragomizard (defiler) 3telepath
3/cerebremancetO/necromant 5/Athasian dragon 1

NE Medium dragon (augmented humanoid, psionic)

Init +3; Senseglarkvision60 ft., low-light vision; Listen
+29, Spot+29

LanguagesCommon Elven Yuanti; speak with dead
tongues

CR 22

AC 14,touch14, flat-footed13
(+1 Dex, +3 deflection)

hp 125 (22HD)

Immune fear, sleepandparalysis
Fort +11, Ref +7, Will +23

Speed30 ft. (6 squares)

Meleemwk dagger12 (1d4+1/120)

Base Atk+10;Grp +11

Atk Options all-out attack |Burrowing PoweyQuicken
Power

Special Actionsdragon magic, Grey casting

Combat Gear2 scrolls of desecratéCL 3rd), wand of
animate deaqCL 10th, 30 charges)

Epic Spells/Day2; Epic Spells Known (CL 18th):

defiler metamorphosis mummy dustuin (DC 26)

Wizard Spells Prepared(CL 18th):

9thd gray rift, meteor swarnDC 25)

8thd create greater undeadpen the gray gaterotection
from time

7thd gray beckoningspell turning unliving identity

6thd braxatskin chain lightning(DC 22), create undead
disintegrate(DC 22), sands of time

5thd cerulean hail(DC 21), cone of coldDC 21),
permanencypersistent imagéDC 21), teleport

4thd claws of the temhalimensional anchqgreater
invisibility, ice storm, lesser globe of invulnerability

3rdd arcane sight, dispel magifireball (DC 19), lightning
bolt (DC 19), protection from energy

2ndd blur, command undegdC 19), protection from
arrows, rope trick, scorching rag#10 melee touch see
invisibility

1s® detect undeaddentify, mage armgmagic missile
protection from googshield

00 acid splashdetect magicdisrupt undead, read magic

Speltlike Abilities (CL 5th):

1/dayy animate dead

Power Points/Day186;Psion Powers Known(ML 13th):

7thd mindflame

6thd breath of the black dragafdC 22), mind switch(DC
22)*, psionic overland flight

5thd mindprobe(DC 21), psionic major creatioppsionic
plane shiff psychic crust{DC 21)

4thd empathic feedbackallucination(DC 20)*, psionic
dominatg(DC 20)*, psyclic reformation

3rdd body adjustmenenergy bol{DC 19)*, false sensory
input (DC 19), telekinetic force

2ndd psionic levitatehush(DC 18), psionic suggestio(DC
18), read thought¢DC 18)

1s® disable(DC 17)*, know location and directign
mindlink, mindthrust(DC 17)*, psionic charm(DC 17)*

*The saveDCsfor these powers might increase with the u:

of augments

Abilities Str13,Dex12,Con17,Int 23, Wis 18, Chal9

SQ agelessdragon traitsgravespeakesummon familiay
undead presence

Epic FeatsEpic Spellcasting

FeatsBurrowing PowerCraft Arms and ArmarCraft
Construct Craft Wondrous ltemGreat Fortitudglron
Will, Maximize Spell Quicken PowegrQuicken Spell

Skills Concentration+28, Diplomacy+29, Knowledge
(arcana)-31, Knowledge (naire)+18, Knowledge
(psionics) +31Knowledge(religion) +10,Knowledge(the
planes) +15Psicraft+29, Spellcraft+31

Possessionsombat gear plusorpse stongobe of
protection +3 masterwork bronze dagger. Payne's wan
the jawless skull of a Gulghaman who made the error o
crossing King Kalak.

Spellbook(scarring patterns) spells prepared plésall

Gravespeaker (Su)pot Mal Payne receives a +2 bonus to
Bluff, DiplomacyandSense Motiveehecks when
conversing with intelligent undeadppendix |

Hookii Not hi ng beauti ful Il ast

While mothers throughout the Tyr region tell stories

EEOUOwW?, EOOGEO2, wUOOwWI UPT T UI Owli it

find Dote Mal Payne surprisingly disarming and likable

in person. He is neither proud of his many atrocities, no r
is he ashamed of them. As he sees it, he does what he
needs to do to survive. Dote Mal Payne 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
smell the flowers before defiling the patch.

resistance. The village men knelt beaten in the dirt while
slavers loaded their wives and children into carts. No man
would "risk the death of a loved one by acting foolishly,"
said the man in the black cassock.

In the silence that grips those who wishytloeuld 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 blood red filled the
sky from horizon to horizon. As the sun disappeared, the
man with the cassock heaved a sight and moved his hand
toward the flower bush to power his foul sorcery. As the
flower bush withered and died berehis hand, one of the
beaten men heard him mutter sadly, "Nothing beautiful

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
Magic powers to drain the life from his enemy then target
them with area effect magic to kill them.
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Creatures and Allies defilers actually wanted to work w ith Payne. His teams
worked more quickly, produced in quality, so he rose to

Sssythril of House Tsalaxa prominence, teaching the defiling arts to students as

Kenku Assassin, of House Tsalaxa notable as Timor, who became senior templar after
Densis, Bandit chief of Spoil (controlled through psioric Tithian ascended the throne. He also gained accesstothe
dominatd. Royal TyrianLibr EU&4 OWEOEWEEOXx Ul Ewl BUwIl C

aristocratic lifestyle, purchasing the estate where he had

spent his adolescence. During the frenzied building of
*EOEOzUwabl T UUEOOwWI T wiEl EEOT wdOl
? C)Di ‘|' UwU'i‘ Di U? w(")i wEi EELurEeﬁ)tBeOEUi =
POUOWODI | WEUWEWEGOOOSI Uz U w O Updpite Ki8 ittitn R EsbeiitioPth tHiEdLitte

attractive even as a child, the templars sold him as a adolescence, Payne rejected undeath as a means to

plaything to a depraved noble. His master would often achieve his own immortality. As age began to creep on

wake him in the middle of the night to amuse himself or him, he sought means of prolonging his life. When Kalak

other noble friends, always threatening to kill Dote died, Payne used the opportunities of chaos to steal

should he embarrass his master or fail to cooperate. Dote Ef UUEPOWUOI ROV Wi UOOWOT T wul EBT Ew
became obsessively afraid of death. i 01 Uwi PUw3z OPawWOPUOUI UUwWi | Ox1
Dote used the resources available to him to teach himself texts, he rapidly accreted power. Leaving Tyr, he sold his

OOwUi EEWEOEWUOWEEVU VA Wi DOUI Ol skils Qutes eurGeftendry f6ra (in® uvorking deoCaehimbér U U 7 w
library, Dote read speculations that the sorcerer-kings of employers and gathering the resources he needed for

were immortal because they somehow combined the dragon transformation.

wizardly magic with psionics. Listening in on the psionic Payne opted for the draconic transformation because it
UUEDODBOT wol wi B U wOtEUgHY hinuselfzhe: E T Q‘@ﬁténédgli% Yt thihl uMdleath. He never intended to
rudiments of Tarandan psionics, but kept these abilities progress beyond the first stage, the bare mirimum to

secret for decades. stave off aging. Until the dragon transformation, he had

As an adolescent, Dote seized on an opportunity to no lust for power other than what he needed to live in

advance his status, planting evidence that allowed comfort, safety, and dignity. While Payne remains the

Ul Ox OEUUwWUOWEOGOI PUEEUIT wi BrU wOdas) ambitiodszofudragodsktheltranaf@miation Bag | E OT 1 wi O
EwxUOOPUT wOOWOUEDOwWT BOwE U wob Cawakénedurhin@ihitions abd loupgerautiiat hebeddr U U 6 w
Disliking the treacherous pretentious slave that had felt before. The feelings revolt him.

assisted their schemes, the templars betrayed Dote Dote Mal Payne has always hated to be woken up for any

cruelly. They fulfilled the promise to the letter, turning reason, and even before his dragon transformation, was
Dote over to the Arena necromancersfor training. True, been known to fly into a rage and kill those who wake
the necromancers wore the same black cassock that other him, regardless of the reason. Sice the transformation,

defilers and templars wore. However in the Tyrian social

Bandits of Spoil

History

. his rages after being unnaturally woken up have become,

[ UOOWOOEOI z UWEEUEODUI dw3i | wEQR R4 BikeUikkO GFeaithrb el hay Bobi@ O U w ol

blood and gore well enough, but necromancers smelled of Payne sleeps until he wakes up naturally.

dead flesh and all Tyrians shunned them. ) ) )
Other than those first few minutes after being woken up,

In exchange for a few weekly lessons, Dote spent his or unless someone is suicidal enough to soil or damage

nights cleaning dead carcasses from the arena sands. Dote ;| g 5 &| zZUwxUDPUUDOI WEUPUUOEUEUDE wi
EOUT wUT T wi 0OPOPEUDOOWUUODEE QRaRkuFQif 4 hoiteiPddrheatloPitpbssibie tb U 2

meckery, continued to speak and carry himself as an agitate, and apologetic to those who he finds necessaryto

aristocrat. kill. He holds no grudges, but does keep track of those

#0001 ZUWEEDPODPUaAawUOwWOI EUOw@ U b Etathadaugfudyé agaimtihin Uedtithéyeehdanped fisw

politeness kept him alive, and eventually gained him weII being He has a keen eye for detail and offers skilled

Uz ObPa wEil Ol E Wiz wdiaiwlBeDauEwlliliv bdte anddsaroibgeanip®auses many that mteract

Dote, who better than anyone else, managed to swallow with him to forget his deadly ruthlessness.

his horror and treat her as if she was a beautiful living Now based in the Glowing Desert, Dote controls the

woman. She saw through the flattery, but it amused her. Bandit State of Spoil though the bandit chief Densis,

She gave Dote training and knowledge that no one else bT O0wi i wi EVUwWOl OUEOOAWEOOPOEDI E
could or would provide. Dote became her eyes and ears in

building a new obsidian zig gurat to focus the mighty

arcane energies of the spell in the Troll Grave Chasm.
6EUWEEO] wOOwW3aUOWEOBEwW? #0011 w, 3w G aud¥ & U qrElud O Wi 3wk O E wE wE 04l ¢
U0aoil Ewi pOUI O AWEEOIT wlOw* E O Elezighwa foinith® Beast Ofuthe chasth énd © bonteIOP 41 U S
Undead war beetles needed building, and craftsmen and the slaves that the bandits and his agents in House

Tyr.
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Tsalaxa have captured over the last several years. Dote
knows that Hamanu has agents looking for him and he
wants to be ready to move to the next stage of the defiler

Strategies and Tactics

Field slaves prefer to run instead to fight; they know they

6l UEOOUxT OUPUWe? NUUOwpOwE EUIIPAR VYYPEPEHESET EQET Wil EEEEYWOO

power against Hamanu, Dote tells himself.). | f Hamanu
move to the next stage. Perhapsthen, he could finally live
in peace. Or so he keeps telling himself. As his dragon
instincts manifest more, his need for power will grow, but

I OU w O O b dairvcdniclogs Goncern is to live in safety
and luxurious comfort.

Adventure Hooks

Home Away From Home

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

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

15 Back in Kalakds time, royal
cassock.
28 This manis Dote M | Payne, Kal akds n

has not appeared in Tyr since Free Year 2.

29 After Kalak died, Dote plun
Golden Tower, carrying away several precious ancient texts.
attempted to steal Kal ak 6s

Drylanders

Kurnans and people of the Trembling Plains refer to

people fromthe Tyrregon E0w? # Ua OEOET UUS »

Escaped Field Slave

A ragged, dirtylooking human walks slowly towards you. He
seems to be almost collapsing from thirst and hunger.

Escaped Field Slave CR2
Male human commoner 3
LN Medium humanoid
Init +0; Sensed.isten+1, Spot+1
LanguagesCommon

AC 10,touch10, flat-footed 10
hp 10 (3HD)
Fort +2, Ref +1, Will +0

Speed30 ft. (6 squares)Run
Meleeclub+2 (1d6+1)
Base Atk+1; Grp +2
Special Acions Teamwork

Abilities Str12,Dex11,Con12,Int 8, Wis 9, Cha9

FeatsEnduranceRun, Teamwork

Skills Climb +3, Handle Animah-1, Jump+3, Listen+1,
Spot+1, Use Ropetr2

Possessions

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 a slave tribe.

This powerful halfgiant wieldsa massivenaul, butcarriesa
hesitant look on his face, asviiting for someone to come by
and order him to do something.
Raamin Thumper
Male half-giantbartarian 1/fighter 6
L? Large humanoid
Init +0; Sensegslarkvision60 ft.; Listen+1, Spot+1
LanguagesCommon

CR 10

AC 19,touch9, flat-footed 19
(-1 size +2natural +8armoi)
hp 84 (9HD)

Fort +13,Ref+2, Will +1

Speed30 ft. (6 squares)

Meleemwk mau +15/+10 (3d6+12/x2)

Base Atk+7;Grp +18

Atk Options Cleave, Improved Overrun, Power Attack, ra
1/day (7 rounds)

Combat Gear 2 fruit-potions of cure moderate wounds

Abilities Str25,Dex11,Con 18, Int 6, Wis 8, Cha4

SQ fast movement

FeatsCleave Exotic Weaponrhekillot sap, Endurance,
Improved Overrun, Power Attack, Weapon Focus (mau
Weapon Specialization (maul)

Skills Climb +3, Intimidate+0 (+4Medium' +8 Smal)), Jump
+9, Listen+1, Spot+1

Possessionkargebraxat chitinfull plate, Large masterwork
maul

When raging a Raamin thumper has the following statistis
AC 17,touch7, flat-footed17

hp 102 (9HD)

Fort +15,Will +3

Meleemwk maul+17/+12 (3d6+14/x2)

Grp +20

Abilities Str27,Con20

Skills Climb +5, Jump+11

HookAi You nog. @ he bos

Until Free Year 10, Abalach-Re used to keep some

semblance of order in Raam through a police force known

as the Mansabdar. A group of sap-wielding half -giants
POOOPOWEUW? 3T UOx1 UU> wbpbUTI DOWUOT |
in mass when it was no longer clear who was in charge.

Thumpers follow orders and do not ask questions, so long

asit is clear who is in charge. Slavers often use them to

quell rebellion. They all answer to the name of

23T UO0xT UO> wUDOET wOOWOST wi YI UWE(
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,Cha8.

Strategies and Tactics

In battle, a Raamin thumper uses his Improved Overrun
and Power Attack to kill his usu ally smaller opponents.
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When the little master says capture opponents alive,
Thumper uses his maul to inflict non -lethal damage.

Nibenese Gladiator

The broaeshoulderednul looks at yows if you were a worm.
As he flexes his muscléss exquisite color tattoos seem to
dance between his scars.
Nibenese Gladiator
Male mul gladiator5/fighter 2
NE Medium humanoid (dwarf)
Init +2; Senseglarkvision30 ft.; Listen+1, Spot+1
LanguagesCommon

CRS8

AC 18,touch12, flat-footed 14
(+2 Dex, +6armoi)

hp 30 (4HD)

Fort +5, Ref +3, Will +2

Speed20 ft. (4 squares)

Meleemwk alhulak +8 (1d6+4/x3) or
Meleeslodak +6 (1d6+2/1:20/x2) or
Rangedjavelin +6 (1d6+2)

Base Atk+4;Grp +6

Atk Options Cleave FreedomPower Attack
Special ActionsFreedom

AC 16,touch12, flat-footed 16

(+2 Dex, +4armo)

hp 57 (7HD); DR 1/- nonlethal

Resistimproved uncanny dodgextended activity, tireless

(+4 onConchecks for extended physical activities and -

againstweaknessfatigue exhaustioror enfeeblement
Fort +13,Ref +2, Will +1

Speed30 ft. (6 squares)

Melee mwk forearm axe +12/+7 (1d8+5/x3) andvk
forearm axe +12 (1d8+2/x3)

Base Atk+6; Grp +13

Atk Options Combat Expertisdmproved Feintno mercy

Abilities Str19,Dex14,Con 15, Int 10, Wis 13, Cha6

SQarmor optimization (chin armor), insightful feint +2,
mercy

FeatsCombat Expertisdmproved Feirft, Improved
Unarmed StrikeExotic Weapon Proficiencfdouble
tipped speaP) Two Weapon Fighting

Skills Balancet8, Bluff +11 (+15 in melee)Climb +10,
Intimidate+6, Jump+12, Listen+1, Perform (actingy5,
Sense Motiverl2 (+16 in melee)gpot+1, Tumble+11

Possessionmasterworkkank chitin armor, 2nasterwork
bronze forearm axesjasterworldoubletipped spear

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,Cha8.

Strategies and Tactics

These hardenedwarriors never shy away from battle,
taking the fight to their opponents in a rush of stabs and
thrusts from their deadly spears. They use the terrain and
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 gearednuscularhuman sports several tattoos
depicting freedom and the Free City. He obviously went
through and won several battles.
Tyrian Mercenary

Male human fighter 4

N Medium humanoid

Init +6; Sensed.isten+3, Spot+3

LanguagesCommon

CR 4

Abilities Str14,Dex14,Con13,Int 13, Wis 14, Chal0

FeatsCleave Freedom|mproved Initiative Power Attack
Weapon Focuglhulak, Weapon Specializatioalhulak)

Skills Climb +4, Intimidate+3, Jump+4, Knowledge
(warcraft) +4,Listen+3, Ride +7, Spot+3

Possessionmasterworkmekillot breastplatglight wooden
shield masterworlalhulak, slodak, 2avelins

These veterans of3a Uz UwPEUwPBUT w4 UPOwl E N

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 Di ce
ability score increases:Str 14, Dex 14,Con 13, Int 13, Wis
13,Cha 10.

Strategies and Tactics

Tyrian mercenaries often acting as rallying points for less
trained allied combatants such as caravan guards. They
will also lead a counter attack to drive o ff 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
flanking. Against lightly armored foes, the elite caravan
guards 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 -

Il UOEEODUIT T EwOUEET wEl U1 Uw* DOT z UL

Some in the Tyr region refer to Kurn and Eldaarich as the
? + O U U w'Many dhilabdérs inithe Trembling Plains
came north with one of the dynastic trade houses and
continue to serve as house agents. Some herder tribes
migrate 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 they resort to ban ditry 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; loving it

and hating it at the same time, everything seems
backwards and upside down. Tho se who return to the Tyr
region describe Kurn as a place where common sense has
been turned upside down, a place of tremendous

Dark Sun 3.5

Lost Cities of the Trembling Plaing4 of 181



opportunities and baffling restrictions. Of course, those The Moratuc prie st presented here had the following

who most enjoy Kurn rarely leave the city. ability scores before racial adjustments: Str 15, Dex 14,
Con 10,Int 13,Wis 12,Cha 8.

Society

Strategies and Tactics
Environment: Fort Ral, the village of Ket, and the City - 9

State of Draj are important trade partners to the Lost The Moratuc priest tries to avoid combat as much as
Cities and to the Trembling Plains, and are detailed in the possible, relying on spells such obscuring misend
supplement City -State of Draj. Fort Ral lies a few miles sanctuary to get himself out of trouble.

south of the southeastern edge of the Trembling Plains.

This remarkable fortified pyramid marks the northward History

E.O.U OEE U.a wOl w#UENzZUwWEOODBOD OOO'IlHe(I\}T"or%tﬁ)cDm%yEbgt(Reao(r?I%%Ht-EnHgo(cjletgy%%’] OEauw
originally established Fort Ral to preventtrade between Athasian dwarves that has completely forgotten their
Draj and the northern cities, and now it has turned into a history, which may account for why the Moratuc are more
9 I’it‘iC§| st0~p alqng the“tr,a dAe ‘route~. Fq.rt ‘Ra‘l t.r.afj e§ K,et Lo cheerfl’JI.,Ancient lost and forgatten writings inear, ly . ..
'UEDONUOWOEUEDOw"UE'UUZwEO%&%&Hw&ﬁM&%ﬁ&éb&#ﬂﬁ%&%@jﬁﬂw
car‘avar]s‘rarely §to\p‘at Fort R?I on_the way EO th, becauge . two thousand years ago. the ancestors of the.Moratuc.left . .. .
x UPET DwEUT wi BT 1 0w 1 OwlUxx ol PulGOWET E@ze L{Jﬁ(.) %EOUJ EWOUET w
) galayto reinforce a dwarven city inthe Charvass
1ts water. x1 OPOUUOEWET EPOUOWST | OEOZ UwpOxI
Dwarf, MoratUC Unfortunately, they arrived too late.
Language:3 T 1 w, OUEODUEwWUxT EOQwOBOa w?, ¢
dialect of dwarvish. They can barely communicate with
Moratuc Priest other Athasian dwarves, and they are illiterate. Until
Trenbull found them, learned their language, and

This dvarf wears an ash stripe on his forehead, and a serene connected them to the trade network of the Tyr region
smildg a0UZ YT wOl YI UwUIl I OwE wE P E Ulapi4a Prehbii@maias, tidMoFatdOwere isolated from
Moratuc Priest CR 3  the world.

Male dwarf expert 1/cleric 1/fighter 1

N Medium humanoid (dwarf)

Relations: As far as Athasian dwarves are concerned, the

Init +2; Senseslarkvision60 ft.; Listen+1, Spot+1 Moratuc are an unusually cheerful bunch. The Moratuc
LanguagesMoratuc caravaners all wear an ash stripe on their foreheads.
AC 14,touch12, flat-footed 12 Dwarves of the Tyr region can understand Moratuc with
(+2 Dex, +2armoj) 60% accuracy, although there will be amusing

hp 16 (3HD)

misunderstandings since some dwarven words mean

Resiststability (+4 againsbull rushandtrip); acid 1, fire 2 something strikingly different in Moratuc.

Immune aging effects
Fort +5, Ref +2, Will +5; +2 against spells, spéike effects Charvass and the Road of Fire are not part of the
and poison Trembling Plains region, but the A sh dwarves known as

Speed20 ft. (4 sgares) the Moratuc, and their human ally Trenbull have become

Melee mwk carrikal +4 (1d8+2/x3) . .
Base Atk+1: Grp +3 important trading partners to House Azeth. The Moratuc

Special Actionsspontaneous castingurespells) Teamwork ~ NOW supply nearly all obsidian that is imported to Kurn

Cleric Spells Prepared(CL 1st): and Eldaarich. Lightly di UEUDET EwbPOw#UET 00Oz U
1s6 magic ston®, obscuring mistsanctuary(DC 12) mountainous Charvass peninsula juts out to the
00 detect magicmendingresistance southwest, leading to a volcanic archipelago known as the

D: Domain spk. Element: EarthDomains Dance of Decay, 1 EE woi w%b Ul 6> w3l il w. OUEVOUE WE b E
Mountalnos Fury bi DEI w OUUI w, z Ol wii OOUWOOW OUUI

Abilities Str15,Dex 14,Con12,Int 13, Wis 12, Cha6 .
SQ dwarven focusno armor check penalties and and transports southward to Draj. The Moratuc also

encumbrance penalties @imb checks as long as both carefully trade with beasthead giants who visit them from
hands are free the Road of Fire, mostly trading obsidian blades and
FeatsAsh PriestEndurance Teamwork T OOEUVUwWI UOOwW* UUOWEOGEW# UENwWDOwI RE

Skills C_Iimb +4, Concentratior*_4, Craft (weaponsmithing) even more valuable commodity than obsidian.
+6, Diplomacy+1, Handle Animak1, Heal +4,
Knowledge (history}+4, Knowledge (religion)}+4, Listen
+1, Profession (miner}6, Spellcraft+4, Spot+1

Possessionmasterworlcarrikal, kip leather armor Moratuc Obsidian Wagon (EL17) :? 4 1 UOD UUO2 wx OUU

Moratuc dwarves. This caravan does not travel all the

Cheerful and nonconfrontational, this Moratuc dwarf way to Fort Ral, but heads to the Charvass peninsula, the

El 0PI Vi Owi POUT O wOOWET we wx UFPRPGUNS Maue. @nd & obsigiznaies s we 6 wo i

anyone tries to persuade him otherwise, he will just look aka Trenbull, uses his considerable ranger skills to erase

at her blankly until she changes the subject. the tracks. The dwarves push handcarts full of crafted
OEUPEDPEOWEOSEwWI PEOUZUWI EPUWUOXT 1
they bundle their purchased goods ¢ mostly Kurnan bone

Sample Encounter
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tools, but some Tyrian iron tools, and some copper and

precious metals, onto inixes that they purET EUT wbOw &l U1 z Uw
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 distinguish from the grey skin of his enlarged left forearm.

their wares to anyone other than House Azeth agents, Aside flom that deformity, and from the dagdie talons of his
who help to keep the Moratuc secret. The Moratuc are an left hand, he appears human. His eyes bear the burden of both
unusually cheerful bunch, for dwarves. This small guilt and resolve, and his stare makes your heart grow cold.

EEUEVEOWEOS UwOO0wi Gawlil w oUEIENHO0b CABYSO 00U Owo o U wE FRYET

Egendo of Carsys

A silver-haired man stands before you, powerfully built, his
ornate stondextured armor that you find difficult to

Trenbull advertise his association with that house, or Male human wizarddefiler) StelepatiB/cerebremacer 10/

share is 01 Ow3 Ul GEUOOW OOUEEOZ O1 GufFlf BEOCOWLEDu
EEOx 0T Ew0T i w, OUEOUEZ Owx 1 EUOD ERWY EQR B \%}Hﬁ,d)ﬁaﬂg\hgign%@ﬁyépgtgig,au w
head and wears the ash stripe. He has also accepted the Listen+15

name that the Moratuc gave him: Uhrnius and he now Aura tainted (15 ft.)

goes by that name exclusively except when dealing with LanguagesCarsys Dwarven Remaanpsionic tongues

I POWUOEOT WEOEwWDPOwWI PUwWUI Ei 00 wdT 3P fBtdraieddfifanI&d $P0SE w, z O1 w
superiors. (+1Dex +2natural, +6 armor) _
hp 168 (2HD); regeneratiorl0; DR 10/epic
Immune disease, poison, stunning, sleep, paralysis, deat
effects, disintegration, energy drain, ability drain and

301 GEUOOW4T UOPUUAG W21 1 wo, | UEjIEREEsAPmOrPhing, petrfication

Creatures and Allies

Trenbull and the Moratuc have made each other prosper, Fort +12, Ref +7, Will +27
but the relationship goes beyond any business Speed30 ft. (6 squares)
partnership. Because of his unique relationship with the Meleeclaw +16/+11 (1d4+6)

i s A e A NN om oz 2 2 [N ~ PN se Atk+1Q;Gr+16 x -~ - PN PPN ~
’.OU EUUE OuJ3_ U | OEVOOWI EU wOQwOU ! lm%bti%né%r?w%%m}e?Pgm%rm%r%\)ecFéér%Héﬁz%t%rWbD Ul w
him, although kreen visit at least one per year, and will OverchannelQuicken Power

EUUPUCwWPDUT wOT 1T wUOEEwWx UONI E U dggecial RdtidHRanmbdlizing rakeErfidi¥rt Rhaewdddrgy O w

because of the political situation in Raam, so when storing, spontaneous casting (signatspells)

Trenbull says that he can manage the operation with the Epic Spells/Day2; Epic Spells Known(CL 18th):

Moratuc alone, they do not second-guess him. eclipse spell worm(DC 30) _
Wizard Spells Prepared(CL 18th; 15%arcane spell failure

History chancg:

9 t Hsijunction wail of the banshefDC 29), wish
Environment:  ®a bi i Ul wEi Opi i Qw" i EUVE 95@%@ g (O Pe) ngﬂ'&?d cone of co[®C

,mass charm monstéb ,mind blank

Rest. 7 t hyuickened firebal(DC 23), mass hold persofDC 27),
Typical Physical Characteristics: Gear will be mostly greater telepo_ntstat_ue _ _
obsidian weapons. A grey ash stripe on the forehead. 6t h' ant i margeiotdeat{D@26)dmislead(DC

) ) 26), transformationgreater dispel magienaximized
Alignment: The Moratuc are ferociously loyal to each fireball (DC 23)
other and (despite their outwardly friendly demeanor) 5t h" bal ef u(DC2bjpdoneofecaldDa 25),
UUOUxPEPOUUWOI wOUOUDET UUB w' ObI Wehaenepesgal faGhuedg toredk@endte O1 w
shows, this suspicion can be overcome. rock to mud

4 t Iblack tentaclescharm monste(DC 24), scrying(DC
24),lesser globe of invulnerabilifgtone shapewvall of fire
(DC 24)

3 r link, dispel magicfireball (DC 23), haste hold person
(DC 23), protection from energy

2 ndblur,bul | 6 s,darknes$x®),ggidar climbtouch
of idiocy(DC 22),web(DC 22)

Moratuc Lore 1 s wisguise selfidentify, obscuring mistray of
enfeeblemen(DC 21), shield true strike unseen servant

0 'detect magi€x2), read magic¢ prestidigitation

Typical Treasure

Ash dwarves carry normal trea sure for their Challenge
Rating, usually in the form of obsidian items.

Characters with ranks in Knowledge (local [Trembling

Plains]) can learn more about Dimlanders. When a Signature Spellsl s tcharm persofDC 21);
character makes a successfukkill check, the following 2 n dinvisibility; 3 r dzampiric touch(DC 23),
lore is revealed, including the information from lower 4 t hanimate deapb t hmind fog 6 t fehain lighting
DCs. (DC_Z 26);7 t rpr'is_matic spray(DC 27);8 t Igreater
] ) prying eyes9 t Hhirme stop

Knowledge (local [Trembling Plains]) Power Points/Day212;Psion Powers Known(ML 13th):
10 This is a Moratuc tribe dwarf; also know as an ash dwarf. 6 :et:'?g:/%nlc disintegrat¢DC 26), psionic overland flight
15 The Moratuc are more joyful than reguttwarves arand most 5 t fedtapsj mind probg(DC 25), shatter mind blankDC

wor ship the el ement of #AAsh 25) ’
20 The Moratuc have joined the 4 t tpdonic modify memorymindwipe(DC 24)*, psychic
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reformation schism

3 r dlispel psionicsenergy burs(DC 23)*, hostile
empathic transfe(DC 23)*, telekinetic force

2 n dbrain lock(DC 22), ego whip(DC 22)*, mass missiye
read thought¢DC 22)*

1 s wétectpsionics empathyfar hand mindlink mind
thrust(DC 21)*, vigor

*The saveDCsfor these powers might increase with the u:
of augments

Abilities Str22,Dex12,Con18,Int 31, Wis 17,Chal5

SQdanger sensémmortality, life-draining radius

Epic FeatsEpic Spellcastingimproved Cannibalization

FeatsCombat CastingCombat ManifestatigrEfficient
Raze Empower PowelGreat FortitudeOverchannel
Maximize Spell Quicken PowerQuicken Spell

Skills Bluff +18, Concentrationt+28, Craft +29Diplomacy
+18, Gather Informatior+18, Knowledge (arcanah34,
Knowledge(psionics)+34, Listen+15, Psicraft+34, Sense
Motive +23, Spellcraft+34, Spot+15

Possessionmithral masterwork breastplatebsidian orbs of
varying size totaling 25 inches, heavyling cloak, two
masterwork rings, masterwork amulet

Cannibalizing RazeWhile casting a spell, Egendo can
increase his effective caster level by one by taking 1d8
points of damage.

Energy Storing (Su)Egendo can store life energy from
nearby creatures ipsionically enchanted obsidian orbs.
Gathering and storing energy is a ftdund action that
provokes an attack of opportunity. Creatures within 10C
feet gain one negative level each round he uses energ
storing.

Genocidal Focus (Sugpells and powers @ deal damage
do +4d6 bonus damage against dwarves. Any weapon
Egendo wields in combat is considered a dread weapo
against dwarves. The weapon loses this dread ability if
ceases to wield it. Agai
enhancement baos is +4 better than its normal
enhancement bonus and it deals +4d6 points of bonus
damage.

Life-draining RadiusLi vi ng beings ca
defiling radius suffer 1 point of damage per level of the
spell being cast. Egendo must have an obsidian feotih
at least 250 Cp in order to use {deaining radius.

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

Tainted Aura People feel uncomfortable and wary when
Egendo is present and animals whimper when he
approaches. Egendo suffer®ecircumstance penalty to
Bluff, Diplomacy Gather InformatiorandHandle Animal
checks. He receés a similar circumstance bonus to
Intimidatechecks.

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

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
opponent before entering combat. If Egendo feels
seriously threatened, he will teleportaway and then trail
his opponent 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 eyet® scout the

enemy and summon Listana to help him. When

opponents appear to pose a threat, he usegime stopto
increase his abilities, strengths, and protections. Egendo
will focus on casters and manifesters first, as he feels that
these are the bigger threat. He usedly to rain down spells
and powers on his opponents, casting greater dispel magic
and anti-magic fieldon spellcasters, usingcatapsito nullify
psionics.

An intelligent and ruthless combatant, Egendo will use

Oxx 001 O0UUzwUOUIT O1T UT UwET EDPOUUOWUI

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 over three thousand 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: PCs 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, PCs may notice that his voice and face

EPUxOEawEDI i1 Ul O0wi OO6UDOOUO wsT 1

remain formal and precise, but his body language and
facial expressions often betray his eagerness.

$171 OEOsUw" OEP

$ 1 1 Oédgitkd left forearm and hand ends in four
daggerlike talons t the middle talon, of five, is

conspicuously deformed, black and shrunken. A thick,
rough hide similar to that of an earth drake ha s replaced

Ol T wEUOGZzZUwUOPOWUx wOOwWOT 1 wlUT 6UOE

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 +1natural armor bonus to Armor Class and a +1
enhancement bonusto Strength.

Creatures and Allies

+PDUUVUEOGEwWmxT wWA AOwWOO] woOi wsT 1 OE Oz

remained behind and became a wraith following the sack
of Hogalay, in order to continue to serve her lord. For

OPOOI OGOBPEOWUT T wi EVI 1 Ul Ewi ExO1 UL

spells, and continues to serve Egendo loyally and without
guestion. 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

"EUUaUzwUI UPETI OUUWEOOUDEIT Ul EwlI
[ UOEOwW?T 1 EUUOEOE? wEl U1 UwOT T wi EC

cities of the former Tanysh Empir e generally took turns
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dominating and looting each other. By the Time of Magic, had freely taught, often misusing that power for their

Carsys suffered from disarray, mismanagement and OpOwUIl OI PUT wxUUxOUI UBweT DOT wlET
corruption on a grand scale. Egendo and his younger, remained his loyal servants, the others were peddling
inseparable brother Tristero were taught from a young their magical abilities to increase their wealth, and to

agethatallgreataE EOOx OPUT 01 OUUwUIT @ U badviareautield fowet @nd imfléehcé oven cities and

Their elders drove this harsh lesson home repeatedly, and kingdoms. These traitors would bring all of Athas under

the brothers grew up watching their city leaders sacrifice their yoke unless the faithful put a stop to their misuse of

their people to amass power. power. At the foot of the Pristine Tower, Rajaat beseeched

$1T1 OEOzUwWxEUI B0UWUI 60wOT i Ul HESLIEREYEe MBS of INESRSLBEPI® we £a w
at Hogalay, a distant dwarven city boasting a prominent preservers before their desire for ultimate power reached

psionic academy. At that time, human psionics academies fruition. With cheers and shouts for victory, began th?
in the cities of the Heartland had a reputation of being too struggle that history would record as the Preserver Jihad.

soft and undemanding with noble -born students. Rajaat initially gave his disciples a specific list of
OT EOEazUwWEEEE] OawUi Obl Ews T lidliehial ArésErvess toEcty/er assdsair@itdn court
pivD Ol T 1 wi OUwWUT T PUWUE OOOWE OE uddwskr Witasuhal hbdiofedad theirokinGdhéi, dndP D U1 w
glacial disdain. Despite their solidarity against the renowned mages who had taken nobles as apprentices.
mocking dwarves, the brothers competed ferociously with During this initial phase of the struggle, Irikos, the Left
each other for psionic mastery. Egendo showed greater Hand of Rajaat, placed Egend in command of an
psionic potential and mastery than his brother Tristero, to independent assassination squad, and allowed Egendo to

OT1T waoduUudl 1 UwUPEODLOT z Uwl U OGP b Gakeilistefods$ His second. After dozens of flawless
Years later, now men of high standing within their clan, Oxl UEUDOOUOwW( UBOOUwWUI PEUET EwUT |
$11 OEOWEOEW3UDPUOI UOwi 11 ET EwEHTPERIFERAE S WNEu2 GUET UT Uz UWOEU

rallying calls for new students of wizardry. From under 1ENEEOzUwi OO600PI| ttemandiieDEOOa wol
the looming height of the Pristine Tower, the two brothers shadows, sowing suspicion between preservers. Even

once again competed to master the arcane arts, and once when some of the more powerful preservers began to

again, Egendo proved to be the more scholarly. During accuse Rajaat and to try to rally other preservers to their

the initial training, Tristero failed a simple transmutation defense, many refused to accept that Rajaat was

and his brother stepped in to help. Plunging his arm into responsible. However, opposition formed, and secret

the spell to try to stop it, Egendo became wounded while strikes escalated to open war. Soon, any city or town who

in the shadow of the Pristine Tower and his arm mutated UT1 001 Ul EwxUT UT UYT UUVWET EEOT wUE!
to become a hideous claw. Determined to escape his Owx OPb1 UWE] EEOT woOOUl wpOx OUUEBUL

EUOUT T UUz wUT EE OP Gatidiied TuistedU | w qgallle Hr%r@o%?arger strike force. Restless for his own
decided to prove his worth by wielding steel rather than command, Tristero became increasingly reckless, often

magic. After Tristero proved his combat prowess, one of forcing Egendo.to use more force_than necessary.to save
1ENEEOZUwPEUOOUEUWEUOI Ews UDUﬂJ"[JI fé%Wéﬁ@tﬁ‘H&é‘b%l@W&h@%lW&Jb’uﬁr@anlé‘guaﬂu I WEw

UOGEOOwi 6000PDOT woi w1ENEEUZ UuPde D BiHPws 1 1 OEOwpEUWUUERNT EOT E
Uws$i 1 OEOwWDPOOT UUIT Ewl POUIT O wbnbherng ditack white Shielingchis bra@h® T 0y QuuwBEECERDRDG T W E

magic became hispassion. After only a few years of [ OUOB w31 PUWUEEUDI PET WUEYI Ew3 UD L
UOUEaOQws$T 1 OEOQWEEO] wUOw1 E N E E Uapdbaaxdiwould oeéeCmoie gron adtbietbnfes w

Delighted at the attention and eager to prove himself to silvered strands of a wizened, ancient man. Furious at the
1ENEEOOwWI 1 WEEET xU1l EWE Owb OY b UshggeRtidtnath® stilNnddni€dlwoltse $upepdBidn,Ttistad OUE T U
privileged inner circle of students. Even though t his new began to refer to his older brother as Silvermane The name

way of spellcasting t defiling ¢ offered an immediate EEUT T OwOOWEOOOT UOwWUT 1 PUwi 6OOOPI
increase in power, the new methods troubled Egendo. EPUOEaAOWOOOawUI UY]I EwOOwWDOEUI EUI
$Yi O0OUEOGa w1 ENEEUZ UwEUT UOI OUUIUU}WdUBLEﬁEL@I%LUu%UC?dJIqaLquJUH'EI i
that only the most elite students were learning this new x1l UUOOEOWUEEUDPI PEI UwoOdWEDUUOI U (

method of spellcasting; theseelites must use their best sense_of camaraderie towards his follqwers, adopting the

NUET OI G0wOOwWET 01 UODOT whi E O wx G fhiettQitite bt hibtds Wt Fuldd bt the T U 0 U w

and grasslands needed to be sacrificed for the greater Carsys of his childhood. Mercilessly executed missions

good. brought his troop further notoriety though, and Egendo

Over time, the brothers gained power, honor and rank UOUT wpOwUT | weedUEUDOT 1 Uz wi UU
PDUI DOquENEEUz Uwl D1 UEUET awo'(“@x'lﬁ%dﬂéuﬁ%ﬁﬁ{ﬂﬁ%’é‘{ﬁcﬂﬂ' u{ﬁpzuumuf
brought with it other changes - changes that would soon UUEETI UUI UOwW( UPOOUWOEUO] Ewsi i OFE
tear Athas apart. NPT EEzUwi PUUOwWOYI VOWEVUEEOWOOWE
After years of conditioning and hints of a great purpose Ul EOUEV0wWOl waUAUUEODPSwW1UOOUWI EEL

EOEwl OEODPOI wx ObI UUOwW1 ENE E U wi bEdur td HarodE poivedfl) human@rdsarversunarket by O 1 1 U w
EOQEwi RxOEDOI Ewli i PUWODPYI Uz wirajaa BiKdmebctad thé dordal pratdcdl by idelivering) i w
those who had taken advantage of the power that Rajaat OT 1T weEUUD] OO1I OUwWwPHUT POwWI EVUUT OU w(
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the city of Urztraki through any means necessary, and to redeem himself to the Carsys eIders to the human race,

200POPOT WEUUDPOT wiOi i wédDT | uow$dPW36@%f?%tﬂ?c?P'@&PE°W%‘@’M”‘%9%PE?DEaLu

into the city deeps before the enemy could raise a general Egendo accepted, and returned with his master to the
alarm. Within minutes, the human mages lay dead, while Pristine Tower.

Egendo and Tristero engaged the dwarven lord. As the Preparing for his transformation, Egendo became vaguely
brothers beat their powerful foe to the ground, showing EUT wOi EQwOT 1 Ul wpl Ul wo woO Ui
\ 194

Of | wOOwl 601 UOEPOWDT 1 BUWOT 00 il ik ds QR Wikl wibetbh U €
the crumbling palace complex, rallying troops for a why Irikos was not among them. Rajaat brought the
counter-assault. champions into the Pristine Tower in groups of four,

U w3 V] b U] Ui U Oz U WwEOEEI LuU U OO wb OCJa@omrﬁphriedr@ hiésﬂa‘h@eﬁaﬁltﬁgﬁdjlﬁ/i@rél\mhﬁ ielte OO wU T

leader that cared so little for their lives, and let the and transformatlon took minutes or days, but he emerged
mindbending brothers make their own escapes. as the Butcher of Dwarves, and he was hungry.

The battle spilled out of the stronghold and into the After some time in a daze, contemplating the changes to
streets of the overcity. As Egendo and his bodyguards his form and mind, Egendo noticed that the world had
turned to follow their troops, Tristero recklessly assaulted changed as well. The yellow sun had grown and turned

OT1T wiTPUzUwxT UUOOE OwT UE UE O wictingdéhUmhedmagnituBelbfihis bely Brishdd subkiiniad) U b O U U w
cry to withdraw. Egendo fought his way back towards his Rajaat explained that the power that coursed through

EUOUT 1 Uz UwUPET OWEUU wbB U wb E U wUi@idweitsthadireduine ithe sufktb give thimGal bf itsbifd z U w
hammer, a gift from the Earth Lord of Hogalay, howled and light.

OT UOUT T wOT 1T wEPUawUGUEUI OwE Ooﬁggid‘o%ﬁn(dgohig’t%gé‘isléhaHQrénHeWbswglowE OB w
shattering his skull bivouacked around the Pristine Tower were thousands of

{01 w0l 01 xO6UUDOT wi PUWEUOBUT 1 niég, thanf d themwdietansbl the Brédertied Jihbd] w
encampment O w( UPOOUz wEUOaOws$ T 1 O Egatheredtégethebftr the fibshtime. Rajaat divided the

returned to Urztraki, leading the men on a three -day men among Egendo and his transformed brethren, and

massacre of the city. In his wrath, Egendo drew upon the declared them the nucleus of armies that Egendo and his

life energy of everything around him; the landscape, his fellow Champions were to lead.

enemies, and allies alike turned to ash to fuel his deadly L EGawOl wsT i OEOZz UwoOl Owi EEWUI UYI

spells. At the end of the day, Egendo stood alone in a field

the new Champions who had been a mighty warlord even
of ash and rubble.

before Rajaat recruited him. Egendo did not idolize, or

$71 OEOQwWOI EUOGawx1 UDUT I Ewi U OO udespige| ke Oldest Ofiné Charbpisits et pelrespettdl O U O w
vainly spending spells and powers in vengeance for #UIl 1T O0T zUWEEDPOPUAWUOWEOOOEDE woI
3UPUUI UOZUWEUOOT OWEOE a 8 w3 O wthefrdh discipliaedhattDretyofh il énariti€dl ifrdivuni® Sdhwu
understand why his wish spells failed to return Tristero to On the long march south, to the great deep of Ulyan,

life. Finally abandoning hope, he carried his brother to $1T1 OEOz UWET U lath e rdspddtdd mdhO wi

Carsys the city of their birth. many of Whom had once foIIowed Dregoth He sacrificed

he and Tristero had abandoned to follow Rajaat ages River, but learned from his mistake and fought with far

before, EEET x Ul Ew3UPUUI UOz UWEOEa Wivd EWwE WuEDOEWE D®WDIWEDW D OT wiUi 1 wl
shunned Egendo himself. Carsys had suffered because of When Nagarvosz WOE A wP OWEUT I UwpUUwoOUO U
the jihad, unable to protect itself after ejecting its slaughtered, Rajaat held a final council with his

preservers as Rajaat demanded. Psionic nomad raiders Champions and then launched them into the wider world

from Hogalay and wemic mercenaries had just struck to.cleanse it of jts. unwprthﬁraces Egendo made short

"EVUVaAUw0OwUi DEOPEUT wi OVwST I %&&H%&&é%@s n%iyéh%r@ﬁfhéé&vﬁtlydflzoaow
taking a child from every noble family to serve as slaves. this isolated southern fastness and commencing the
The city elders cursed and banished Egendo. Shattered extirpation of the dwarven race.

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.

The immense losses suffered by Egendo and his peers in

O1T1 wEOGOBUI U0wWOI w- ET EUYOUZ WEDE wi

them with far smaller armies than they would require to

even begin the great Cleansing Wars that Rajaat had

rophesied. Mare, mapy.of the men_ who_marched, north

LRGN iRy LG 1 the i PMh it

for raids on ill -armed preservers, not for an endless war

against all the dwarves on Athas.

Expecting Rajaat to slay him for his reckless incompetence
EQEwWOI 1T wel EUT wOi w(UDPOOUZz wUI
forward, and was surprised when his hideous ma ster
embraced him. After sitting in silence with him for hours,
Rajaat offered Egendo a chance to begin again. A chance
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Duringthe i PUUOw* OT zUw 11 UwOi wiildQudil e U eed xupsCEIB O ubusd aluD E Oz U wi (

the Champions tasked with destroying the weakest of Champion panicking at the loss of his army, the mightiest
races, kobolds and pixies, managed to eradicate their race  of his opponents, the dwarven king, struck the final blow.
from the heartland. Most of the Champions were still A cleric of incredible power, the dwarf was more stone
scheming to gather armies and gain followers: Rajaat than living being, having made a powerful pact with the
insisted that they gather fully human armies, and few of elemental lords of Earth. As the multitude of clerics

the Champions showed the discipline that Egendo was blasted Egendo with divine magic, knocking down his
able to enforce on his followers. Tired of waiting and psionic and magical defenses more quickly than he could
hungry to see dwarves die, Egendo led his small force raise them, the king cast an epic spell that sealed Egendo
against a small dwarven mining colony, killing the in a stone cocoon buried deep within the heart of
inhabitants down to the last child. Getting away was more Hogalay, isolated and alone. It was there that Egendo lay
EPI I PEUOUWUT EOQwI Rx1 EUI EOQwWEIT EMppédifoutidde uhbubandiyBats GOvinafreeihguhimself
unexpected wealth. Even with psionics and magic, from a physical prison that so ironically mimicked the
Egendo was unable to carry away more than half the emotional prison he had constructed within his mind.

EOOOOaz Uwpl E O bnreintoicémeritsibegantoE U YNow, three millennia later, Egendo finds hims elf in a land

arrive, making it risky to dwindle. that looks nothing like the one he left behind. He is weak,

i 0l UwUT ECwi PUVUODWUEDPEOWS T 1 O En® defeat Byth@ Eartk King, IbBginiprisBrmenty ah®d 1 P wOi w

new recruits, as stories of dwarven wealth inflamed desperate efforts to escape having reduced him to a shell
human jealousy and greed. Dwarven retaliatory strikes of what he once was, his physical and mental strength
against human cities just generated more recruits for having been depleted and even his enchanted gear gone,

behind these attacks; Irikos continued the Preserver Jihad $1 1 OEOz Uwli PUUOwxUDPOGUDPUaAawbhbUwb Ol (

in the south, attacking Bodach and besieging Celik. enter the great temple behind the opening to the passage
Attacks on pixies, kobolds, and dwarves on the edges of shaking down to his open cyst will find him. He will

the heartland looked like nothing more than human greed interrogate them, and then probably let them go after
and expansion. altering their memories to keep himself secret. If the PCs

Refugees from Carsys and other men that had reason to are well connected, he may leave their memories intact, to

T EOI wEPEUYI Uwi OUOT Ewli | woUE GFY BUAIPU8I0q2ReEdYqyalscA e R o w, .
but there were few of these among the humans. Other EDEwPDUl wEwl I'U EestUbgdndd @rows hais Ul z U
than their religious wars that Hogalay ag ainst the gnomes " @ weakened exposed position, and does not want a full

of Udreegas, the dwarves generally attacked to retaliate scale explorgnon of the ruins. He prefers to take
ETEPOUCWOT OUT woT EQw EUOT Ewo PAIRYGE B eMgleh q53e;19 qefeab @iayns gig has

strikes against dwarven colonies sparked more dwarven suffered a long time trapped away for his mistake long

reprisals, and led to ever-OO U1 wUT EVUUP U U wi 6 REPsA] Negegs nqyish to be destroyed from

gathering army. carelessness.

After hi s army grew large enough to take on small cities, Egendo spends his time gathering information on the

Egendo became careless. His followers fell to their polltlcal,_mllltgry situation in Athas. He has a partu_:ular

Ol EEI Uz UWOET PEWEVU WO 01 dwE UwUBEH & RERI M e e EOanRiens Hallvsei 1 eow

of battle, Egendo cared only for the death of dwarves, but OUtdat?d terminology '_n his que§t|ons, prob_ably

after the battle, the death of his followers weighed on him,  confusing the PCs at first. He will tell them little about -~~~

To avoid killing his own troops, Egendo surrounded . Q' E OI§ 5} O L“ E P U Ob U_U BYI OawEOOOI OUB(

himself with animated fallen soldiers, but this tactic O_' _L“ uo E QMEQQ“SGGWM n th? party, Egendo

isolated him further from the living. In the attack on will lighten his rhetoric only slightly, being both ashamed
Ol EOEaOwUi PUWPUOOEUDOOWx U Y ¥l heRkaeiKingdiditodia sdjon reey 8 o1

) admit it. He will be fascinated by kreen and half -giants,
In a dream, Rajaa commanded Egendo that he was to interested in any halflings present. Exotic

o e T e S T RS T . and mild] -
0EOI wOi | wEUUUEET wEl a00EwOT | whibob U Qe QL Ao HE RefeB 0T W
all of Athas clean of the dwarven stench. Flush from a and very personal questions. One glanceat the half-blood

series of victories, Egendo chose Hogalay as his first g5, \as engugh evidence, for Egendo to deduce, that the
UEUT T US w1 1 OEOZz UwUUOOx Uwl EE wQi kg Uard & AIbdEBhEMhY BRI e

Hogalay for its punitive raids against the cities of the details. So far, Egendo knows nothing about the

heartland. Rumor said that Hogalay was the richest of xEUUPEUOEUUWOT wiOii wui E1 0O0POOWE (
dwarven cities.

Ou

If he learns of the Bandit States, Egendo will see these as
the place to lay low while gathering information. He will

; ) ) i be especially interested in Talid. He will offer his services
further into the city, laying waste to all who stood in- as an advisor to Talid, giving him the opportunity to unite
opposition, he found himself caught in a trap, drawn in the Bandit States under his banner. Egena will aid Talid,
by a large gathering of Earth clerics whose sole purpose seeking 1o become his second and Wi||iI:§lO wait while

PEUWUOWET UOUOGawsT 1 OEOZ UWUOE‘aﬁm&s%&%&%@é%ﬁ’o@&%}rba L EQRRA

When Egendo attacked the city of Hogalay, his isolation
left his exposed. As he directed his forces further and
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three thousand years to gain his freedom; a few more
decades seem a small price to pay.

Environment: Egendo of Carsys currently resides in

" OTEOEazUwUUPOUB W T wbUwl ECT 1 UBnQiagesBanizrdyddrmbhEEduiseEdEub OU 0D O1 w

to discover his place in the world he has rejoined.

Alignment: Egendo is Lawful Evil, and will do what is
necessary for his own survival. His manner is cautious,
resolved and calculated; he will do whatever it takes to
remain free, as he develops his own plans for his future t
the most obvious course of action is for him to gradually
regain the arcane and military power necessary to
establish himself as king, preferably of a major city-state,
but such a goal will take time to achieve. He will form
complex long term plans to reach his goals, and will do
what is necessary to evade detection from the remaining
Champions of Rajaat.

Typical Treasure

Egendo wears a masterwork breastplate formed from
Earth Drake scales, and carries various obsidian orbs
totaling 25 inches in diameter.

Egendo Lore

Characters with ranks in Knowledge (Ancient History)

can learn more about Egendo. When a character makes a
successfulskill 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 o1
Rajaatds Champi ons.

37 This Champion is not Borys, Inenek, Dregoth, Keltis, Sacha,
Wyan, Gallard, noany of the other Champions portrayed on tl
mur al in Kurndés Great Libra

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

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

Eldaarish Templar

In Eldaarich as in Kurn, the word ?templar? does not
always relate to a person of the templar class, but to
anyone who serves the King in an official capacity and

i R1T UEPUI UwUI EVUOEUWEVOT ouwm%*g%@@%@?is' UwET L OOV WOl EQWEOWAOU

take the templar class may exercise secular authority (at
least enough authority to prevent themselves from being
arrested by someone from a competing Eldaarish Order)
through documents known as a letter of marque or a
letter of reprisal.

Gudra Gnuzdrning

Female humatemplar 4fvizard (defiler) 3imystic theurge
10/necromant 1/ royal defiler 3

LE Medium humanoid

Init +0; Sensed.isten+3, Spot+3

AC 26,touch18, flat-footed23
(+3 Dex, +8armor, +5deflection
Immune disease

hp 127 (21HD)

Fort +12,Ref +7, Will +24

Speed30 ft. (6 squares)

Meleeczoglu +9/+4 (1d14)

Base Atk+10;Grp +9

Atk Options rebuke undeatiO/day (+9, 2d6+9, 2nd)

Special ActionsGray casting

Combat Gearepic spellcaster rodyreater quicken
metamagic rod, wand of steskin(20 charges)

Templar Spells/Day6/8/8/8/7/7/6/4Templar Spells
Known (CL 14th):

7t conf es s Yorudae f | ame

6thd greater dispel magftslay living (+9 melee touchDC
23), wisdom of Daskinor

5thd elemental strikéDC 22), k | a r 0,snark ofjusticed,
true seeindDC 22)

4thd divine powey greater commarf{DC 21), lesser geas
(DC 21), status wrath of Daskino(DC 21)

3rdd cure serious woungeedication dispel magi& magic
vestmentimage of Daskino(+9 melee touchDC 20)

2nd battlefield realing calm emotiongDC 19), death knell
(DC 19), enthrall (DC 19), hold persoA(DC 19), zone of
truth (DC 19)

1sB bles$, cause fea(DC 18), deathwatchdoom(DC 18),
hand of Daskingrhide from undea¢DC 18)

08 defiler scen(2), detect magit(5), read magic

A: Assigned spell

Epic Spells/Day2; Epic Spells Known(CL 17th):

greater spell resistand@®C 27), rift

Wizard Spells Prepared(CL 17th):

9thd vampiric youthfulnesgDC 26)

8thd mind blank moment of prescience

7thd greater teleportgreater scryiig, mass hold persofDC
23), silent still dominate persofDC 21)

6thd contingencydisintegrate(DC 22), silent still charm
monster(DC 20), silent still greater invisibilitytrue seeing

5thd break enchantmepdominate perso(@) (DC 21), hold
monster(DC 21), teleport

4thd bestow curs€DC 20), charm monste(2) (DC 20),
greater invisibility lesser gea¢DC 20), locate creature

3rdd dedication deep slumbefDC 19), hold person(DC
19), magic circle against evisuggestiof{DC 19),
vampiric touch(+9 mele touch)

2nd alter selfe a g | e 0 s, death maekDG 19),
invisibility, touch of idiocy(+9 melee touch wakefulness

1s® charm persor2) (DC 18), detect undeaddentify,

ight, mage hangslave scen{2)
SpelHike Abilities (CL 17th):
1/dayd fear(DC 21)

Abilities Str8, Dex17,Con 16, Int 24, Wis 16, Cha25

SQkingbés library, secul ar
undead presence

Epic FeatsEpic Spellcasting

FeatsEschew Materialdron Will, Negotiator Paranoid,
Persuasig, Skill Focus (Diplomacy)Silent Spell Scribe
ScrolP, Still Spell

This short, richly dressed woman wears two shrunken heads as  Skills Bluff +27, Concentration+21, Diplomacy+40,

earrings. Disguise+7 (+9 act in characterj;ather Information+27,

Gudra Gnuzdrning Takrits High CR 21 Intimidate+35, Knowledge (arcana)31, Knowledge

T | ' (local [Eldaarich) +31, Knowledge (religion}+23,
empiar Knowledge (the planes)9, Literacy 2 (Common,
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Eldaarish, Sense Motiver23, Spellcraft+33
Possessionsombat gear plulsracers of armor +8cloak of
charisma+6Da s ki n o gldves of Déxigrityl+6
periapt of healthring of protection +5ring of greater

spell storing the one book of latw
*New item described on page 166

Female humatemplarl4

LE Medium humanoid

Init +2; Sensed.isten+6, Spot+6
LanguagesCommon Eldaarich

Hookfi What strong
take a closer

and young
| ook. o

AC 22,touch15, flat-footed 20
(+2 Dex, +7 armor, +3deflection
hp 66 (14HD)

Resistevasion

Fort +9, Ref +7, Will +13

Speed30 ft. (6 squares)

BEOUPUUwW, EVUUPEUET Ow& UE UE wb U w#MIoeadiCstodak 411016 ELY10E20) O w

handmaiden in the last tho usand 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 hasbeen his nurse, his slave, his councilor, 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 sexual interest in her and stopped
prolonging her life, she came close to dying of old age
before gaining sufficient power to reduce her own age.
She currently appears fifty years old, and finds it difficult
to find and lure or victims of sufficient power (21st level)
to be of use for her vampiric youthfulnesspell. She
considers every creature of sufficient power fair game for
her use, exept 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

Ranged+2 seeking longbow of distaned4/+9 (1d10+2/x3)
Base Atk+10;Grp +10
Atk Options rebuke undead/day (+4, 2d6+16, 12th)

Templar Spells/Day6/7/7/7/7/6/5/3Templar Spells
Known (CL 14th):

7td conf es s Yorudae f | ame

6thd control tides greater dispelling, wisdom of Daskinor

5thd elemental strikDC 19), k | a r 0,snarkof jasticg
spell resistance

4thd cure critical woundsdivine powey greater commarfd
(DC 18), status wrath of Daskino(DC 18)

3rdd cure serious woungdsispel magi image of Daskinor
(+10 melee toucH)C 17),surface walkwo r mé s b

2nd battlefield healingc a t 6 s, cuge maderate woungs
hold persofi(DC 16), resist energyzone of trut{DC 16)

1s® cure light woundsbles$, deathwatchdetect undead
,endure elementdand of Daskinor

08 detect magit; guidancelight (2), mending(4), resistance
(2)

A: Assigned spell

Abilities Str10,Dex15,Con10,Int 12, Wis 18,Chal8
SQsecular autbrity 14/day (requisition property)
FeatsAlertness Negotiator ParanoidPersuasiveSkill

Focus (Profession [pilot])Trader
Skills Appraise+8, Balancet+12, Bluff +20,Diplomacy+22, .

EUOUEEUOWEW? EEOT 1 UOUU» wi 0000P D Yisfierd FeRQ fn thE Lt & Bt FristRissU O E w

paranoia. Some have noticed that the eternal and

Intimidate+23, Knowledge (geographipim Lands) +6,

Listen+6, Profession (pilot}22, Sense Motiver20,

UOET EAT POT WOEPUWOI wli i wEDOawUC§69"Q'?§+éli’5tﬁ’%+§’§c)€fr‘é‘éﬁstﬁSiiUgu{C)l('jEDgiODi E w

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
increase: 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 such occasions, if inevitable she prefersto cast
her spells from a safe distance such aslisintegrateand
elemental strikéo quick slay her prey. If she notice a target
for vampiric youthfulnessshe will instead castdominate
persoruntil she can cast the spell.

Kerillis

The woman could be aagxdmother. Silveshairedandslim, her

face lightly creased with care and years under the unrelenting

sun. Yet she stands straight, her light blue cotton robes
trimmed in brown leather. Her blugreen eyes sparkle with
intelligence, and her grip is firm.

Kerillis, Kulag High Templar CR 14

PossessionDa s k1 n
of reflexes +1QBalancg, +5 glammered leather armor,
ring of evasion, ring of protection +3,+2 seeking longbc
of distancemasterworkslodak

Hooki Avast! Prepare to be ¢k

Kerillis is the high templar of the Kulag Order, Eldaa UBET z Uw
silt fleet, which currently acts as the 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,

EOE w1l E Oz U wlnd Odiiloareth med i0 thed U w E

village of Silt Side. They bring goods agreed on in the last

exchange and also 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 Adventures: The Pregnant Mul).

5] UAwUEUT 0aowUuoOTl Ul w*x UOET UwYDOOE
ashore to trade or to raid for slaves, but when they do so,

they do not identify themselves as Kulags.

%OUw* DOT zUw 11 UOw* UOEetari EUWE OUC
mining operation the Huuros Islands. Normally such

administration of slave labor would fall to the Neshtap,
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skimmers, and cooperation between powerful orders is
dicey in Eldaarich; Red Guards seaned to keep falling
overboard.

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 traders and pirates to
death.

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 skimmer, The DauntlessShe will

Skill Focus (Gather Informationyilent Spell Still Spell

Skills Bluff +24, Concentratior+19, Diplomacy+28,
Disguise+5 (+7 act in characterzather Inbrmation+31,
Intimidate+26, Knowledge (loca[Eldaarich) +22,
Literacy (Eldaarich)Move Silently+15, Sense Motive
+27,Spellcraft+22, Survival +6

Possessionsombat gearpluBa s ki n o +3&keen s i
puchik of speedijng of protection +5, leatherrmor of
greater silent moves

Hookil nnocence i S nNno excuse
prevent family members from committing crimes again:
the state, are unworthy of citizenship, and shall be
ensl aved. Liberty requir

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.

stay behind in order to cast her healing spellsandOOE Uz Uw

heartand crusadeon her sailors or elemental striken major
opponents.

Udmech Uhrdeelto

Fromout of the shadows walks a small man with a large

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 as potential spies

presencetle looks at you as if he owned you, as if he had powefg pe returned to their homes later, with magical

of life and death over you.

Udmech Uhrdeelto, Savak High

Templar
Male humartemplar 16
NE Medium humanoid
Init +0; Sensed.isten+3, Spot+3
LanguagesCommon, Eldaarish, Eloy, Kurnan

CR 16

AC 17,touch15, flat-footed 17
(+2 armor, +5deflectior)

hp 75 (16HD)

Fort +10, Ref +6, Will +13

Speed30 ft. (6 squares)

Melee+3 keen puchik of speed 5/+15/+10/+5 (1d4+3/19
20/x3)

Base Atk+12;Grp +12

Atk Options rebuke undea8/day (+5, 2d6+19, 14th)

Combat Gearwand of greater invisibilit{12 charges)

Templar Spells/Day6/8/7/7/7/7/6/5/3;Templar Spells
Known (CL 16th):

8thd discern locationsymbol of death(DC 23)

7thd ¢ o n f e flamed, grédsr scrying unliving identity

6thd braxatskin greater dispelling, geas/questDC 20),
word of recall

5thd mark of justic®, fire track spell resistangescrying
true seeing

4thd greater commarfy neutralize poisorsendingtongues

wrath of Daskinoi(DC 19)

3rdd dispel magié, discern lies protection from energy
speak with deadsurface walk

2ndd calm emotiongenthrall (DC 17),hold persofi (DC
17), lesser restoratiojreturn to the earthundetectable
alignment

1s® bles$, comprehend languagesure light wounds
detect undeadlivine favor magic weapon

00 cure minor woundsdefiler scentdetect mag& detect
poison guidancelight, mendingread magicresistance

A: Assigned spell

Ul bOI OUET O1 OUUWOT wlOT 1T w?Uxaz U wl
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.

Justice is a coirtidence that the wealminded mistake

for evidence that the univer
Instructords notes for 0
Justice, 6 by Udmec

0The Carverb

A slightly stooped and gray haired, the slight man silently sits
POwWOT 1 WEOGUOT UwoOl wOT T wUOOOWE OE wi
toy from the block of wood isthands. His strokes are clean
and the pile of thin shaving upon the floor attests to the
UT EUx Ol U0wOi wOT 1T wOEOZ UWUBEOOWOE
The Carver, Ud me CR14

Male human rogue 6/ fighter 4/ honed blade* 4

*Prestige class described Appendix|

NE Medium humanoid

Init +7; Sensed.isten+7, Spot+8

LanguagesCommon Cuurnu, Eldaarish

Abilities Str10,Dex 10, Con10,Int 16, Wis 17, Cha20
SQ secularauthority 16/day (requisition property)
FeatsInvestigatoy LeadershipParanoid, Reign of Terror,

AC 13,touch13, flat-footed 10; uncanny dodge
(+3Dex)

hp 70 (14HD)

Resistevasion

Fort +8, Ref+14, Will +4
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Speed30 ft. (6 squares)

Meleeunarmed +14/+9/+41d3+2) or

Melee+1 keen obsidian carving knife15/+10/+5 (1d4+3/
19-20)

Base Atk+11, Grp+17

Atk Options death attackdistracting woundsneak attack
+5d6 Combat Expertisdmproved Feintimproved
Grapple Strangler, Serene Path

Abilities Str 14, Bex 17, Con 13, Int 14, Wis 10, Cha 12

SQblend into crowd, trapfinding, trap sense +2

FeatsCombat Expertisdmproved Feintimproved Grapple
Improved Initiative Improved Unarmed Strikdéaranoid,
Serene Patl$tealthy Strangler

Skills Balance+11, Bluff +13,Climb +10, Craft (carving)
+6, Disable Devicet+10, Diplomacy+5, Disguise+11 (+13
to act in characterfscape Artis#9, Gather Information
+9, Hide +16, Intimidate+9, Jump+10, Knowledge (local
[Eldaarich) +10,Move Silently+15,0pen Lock+11,
Perform (dancey4, Sense Motiver14, Sleight of Hand
+10, Tumble+15

Possessionsombat geamnasterwork disguise kit
mast er wor k ,shiunken head od weaporo |
finesseskin shirt(detect hostile intepectoplasmic form
inertial armor, psioric darkvision;ML 10th)

HookA The mos't honest
who is dying. o

This deadly and silent figure is much younger then he
appears. Using his skills, he constantly shifts minor
aspects of his appearance and almost never looksike the

man yo
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spiderlike dark -faced sun with glowing eyes.
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long that that there are none who knows his true name.
He has served Udmech for half a dozen years and is only
answerable to him or any other High Templar.

Strategies and Tactics

The Carver will never engage a foe headon 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 to learn their habits,
spot weaknesses, and to gain other information on them.
He will then make use of his death attack upon his chosen
kill, then disappear t using this kind of hit and run tactics
until all h is 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.

Creatures and Allies

The Takrits and Savak bureaus make extensive use of
undead, willing, unwilling, or walking, corporeal or
incorporeal.

History

Environment: Most Eldaarish templars are encountered
only within their city -state, with the exception of Kulags,
Neshtaps and Savaks, which conduct regular incursions
in the Trembling Plains.

Typical Physical Characteristics: Eldaarish templars are
only humans and are usually taller and stronger than the
rest of the population.

Alignment: Since they are constantly requires to oppress,
aggress and vigilate their population, most templars are
evil. Since they reinforce the law, they are usually lawful.

Society

OOwWS$ OEEEUDPUT wET 1 OUUWET O0O00T wlOL
?. UE | TakKite ept EUODPOOUz Uw' EOQEOEDEIT OL
Guards), Neshtap (the mounted Red Guards), Savak (the

Secret Police)Kulag (the Silt Fleet), Haleban
(Management of Knowledge, Facts, and Public Works);

311 wx UOET UWEUT w$ OEEEUDEIT z Uw(SHeslTpd Idantyyg@d Cheka (Truth Extraction). Each

Emblem: A silt drake, coiled in front of a fiery wheel.

templar order is similarly structured with a rigid

hierarchy from the acolytes and novitiates at the bottom

UPUDOT wOOwWOT 1 wOUET Uz U0w?T i T wOi (
the ranks to gain office is common, but all seven orders
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