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CC hhaapptteerr  11::  CC hhaarraacctteerrss  
 

Bandit, Kreen -Eater  

This band of humans, muls, half-elves, and half-giants 

roam across the desert south of the Two-Moon Cairn.  

Blessed Bandit  

ThÌɯÙÐÎÏÛɯÚÐËÌɯÖÍɯÛÏÐÚɯÔÈÕɀÚɯÍÈÊÌɯÐÚɯÊÖÝÌÙÌËɯÞÐÛÏɯÈɯÎÙÖÞÛÏɯÖÍɯ

hatori scales that spread down across his neck and disappear 

into his armor. 

Blessed Bandit CR 5 
Male human barbarian 5 
LE Medium humanoid  
Init  +1; Senses Listen +5, Spot +1 

Languages Common 

AC 16, touch 11, flat-footed 15; improved uncanny dodge 
 (+1 Dex, +3 armor, +2 natural) 
hp 42 (5 HD) 
Fort  +6, Ref +2, Will +2 

Speed 30 ft. (6 squares); fast movement 
Melee great macahuitl +8 (2d6+5/19-20) or 
Ranged javelin +6 (1d6+3) 

Base Atk +5; Grp +8 

Atk Options Cleave, Power Attack, rage 2/day (8 rounds) 

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

Feats Diehard, Cleave, Power Attack 
Skills Handle Animal +3, Intimidate +7, Jump +7, Listen +5, 

Ride +5, Spot +1, Survival +9 

Possessions inix hide armor, great macahuitl, javelin (20) 

When raging, a blessed bandit has the following statistics 
AC 14, touch 9, flat-footed 13 
hp 52 (5 HD) 
Fort  +8, Will +4 
Melee great macahuitl +10 (2d6+7/19-20) or 
Ranged javelin +6 (1d6+5) 

Grp +10 
Abilities  Str 20, Con 18 
Skills Jump +9 

 

!ÓÌÚÚÌËɯÉÈÕËÐÛÚɯÈÙÌɯÛÏÌɯÉÜÓÒɯÖÍɯ&ÖáÖÙɀÚɯÉÈÕËȭɯ3ÏÌàɯÈÙÌɯ

usually Eldaarish or Draji escapees. They are usually 

devoted to Gozor, believing that he has given them a 

second chance in life. 

The blessed bandit presented here had the following 

ability scores before Hit Dice  ability increases and racial 

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

Strategies and Tactics  

The blessed bandit will enter rage before closing in, 

shooting javelins while he  is not within melee range. 

When close to his foes, he will use Cleave and Power 

Attack . 

Kreen Eater Shaman  

This half-elf has an animalesque appearance. Dirty with sand 

and wearing hatori hide, he utters screams towards you. 

Kreen Eater Shaman CR 6 
Male half-elf druid 6 
CN Medium humanoid (elf) 
Init  +1; Senses Listen +6, Spot +6 

Languages Common, Draji, Elven; speak with animals 

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

hp 39 (6 HD) 
Fort  +9, Ref +2, Will +9 

Speed 30 ft. (6 squares); woodland stride 
Melee mwk quarterstaff +4 (1d6-1) or 

Ranged spear +5 (1d8-1/x3) 
Base Atk +4; Grp +3 

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

Combat Gear fruit-potion of cure moderate wounds 

Druids Spells Prepared (CL 6th): 
3rdðeye of the storm, call lightning (DC 16), greater magic 

fang 

2ndðbullôs strength, clear water, echo of the lirr (DC 15), 
sleep (DC 15) 

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

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

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

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

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

Skills Concentration +11, Craft (weaponsmithing) +5, 
Disguise +0 (+2 impersonating humans), Handle Animal 
+7, Heal +7, Knowledge (nature) +8, Listen +6, Move 
Silently +6, Search +4, Spot +6, Survival +18 

Possessions combat gear plus masterwork quarterstaff, 6 

spears, +1 cloak of resistance 

Animal Companion kluzd (ToA 162)  

 

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 the ÉÈÕËɀÚɯ

weaponsmith.  

The kreen eater shaman presented here had the following 

ability scores before Hit Dice  ability score increases and 

racial adjustments: Str 8, Dex 10, Con 14, Int  13, Wis 15, 

Cha 12. 

Strategies and Tactics  

The kreen eater shaman tries to stay away from combat, 

instead helping his allies by casting ÉÜÓÓɀÚɯÚÛÙÌÕÎÛÏ and 

ÚÜÔÔÖÕɯÕÈÛÜÙÌɀÚɯÈÓÓà. After summoning a creature, he will 

cast greater magic fang on 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  

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

armor made out of kreen carapace. He seems to pay careful 

attention to your clothes and speech. 

Gozor of the Kreen Eaters CR 9 
Mul gladiator 8 
CE Medium humanoid (dwarf) 
Init  +2; Senses Listen +1, Spot +1 

Languages Common 

AC 16, touch 12, flat-footed 16; improved uncanny dodge 
 (+2 Dex, +4 armor)  
hp 84 (8 HD) 
Resist extended activity, tireless (+4 on Con checks for 

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

Fort  +10, Ref +4, Will +3 

Speed 30 ft. (6 squares) 
Melee mwk double-tipped spear +14/+9 (1d8+5/x3) or 
Melee wrist razor +13/+8 (1d6+2/18-20/x2) or 
Melee mwk double-tipped spear +12/+7/+12 (1d8+5/x3) or 
Melee wrist razor +11/+6/+11 (1d6+2/18-20/x2) or 
Ranged mwk double-tipped spear +11 (1d8+5/x3) 

Base Atk +8; Grp +13 
Atk Options Combat Expertise, Improved Feint, Improved 

Grapple, mercy, no mercy, Two Weapon Fighting 

Abilities  Str 20, Dex 15, Con 18, Int 10, Wis 13, Cha 10 
SQ armor optimization (chitin armor), insightful feint +2 
Feats Combat Expertise, Improved FeintB, Improved 

Grapple, Improved Unarmed StrikeB, Exotic Weapon 
Proficiency (double-tipped spear)B, Exotic Weapon 
Proficiency (wrist razor)B, Two Weapon Fighting 

Skills Balance +8, Bluff  +11, Climb +10, Intimidate +6, 
Jump +12, Perform (acting) +5, Sense Motive +12, Tumble 
+11 

Possessions masterwork kreen chitin armor, masterwork 
double-tipped spear, 2 obsidian wrist razors 

Hook ñThe Great Hatori watches over me. Prepare to feel his 
might.ò 

 

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 

ÖÕÌɯÖÍɯ1ÈÈÔɀÚɯÍÐÕÌÚÛɯÉÙÖÛÏÌÓÚȮɯÉÜÛɯtemplars raided the 

business and sold the adolescent Gozor to an abusive 

Draji templar. This templar survived the convulsions 

ÈÊÊÖÔ×ÈÕàÐÕÎɯ3ÌÊÛÜÒÛÐÛÓÈàɀÚɯËÌÈÛÏɯÈÕËɯÛÖËÈàɯÐÚɯÈɯ

powerful member of the  ÊÐÛàɀÚɯÙÜÓÐÕÎɯÊÓÐØÜÌȭɯ&ÖáÖÙɯÞÈÚɯ

given the Draji name Tlautemoc, which he despises. If 

anyone calls him by that name now he is likely to fly into 

a rage. 

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 of Improved 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 

wrist -razors attached as a backup, should his spear be 

knocked from his grasp.  

Other Creatures and Allies  

In addition to the tactics mentioned earlier, a bandit  party 

rides with a number of allies.  

Eldaarish Mindblade  (See Ɂ#ÐÔÓÈÕËÌÙȭɂ) Escaping 

Eldaarich with their lives, these former cultists sought a 

new leader to give meaning to their lives. They found 

Gozor. 

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

ÍÖÓÓÖÞɯÛÏÌɯ&ÖáÖÙɀÚɯÓÌÈËÌÙÚÏÐ×ȭ 

Tareks (ToA 138): Lured by promises of wealth and 

plunder, these often follow Gozor.  

Thumper (See Drylanders). These great maul-wielding 

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 Eaters regard all templars, regardless of 

nationality, as symbols of despised and evil authority, and 

they attack such persons on sight. Anyone wearing what 

appears to be templar attire is liable for such treatment. 

The Kreen Eaters, as their name suggests, are also 

inveterate enemies of the kreen packs of the desert. They 

ÊÓÈÚÏɯÙÌÎÜÓÈÙÓàɯÞÐÛÏɯ'ÖáÐɀÊÏÈÒɯÛÖɯÛÏÌɯÚÖÜÛÏÞÌÚÛȭɯ4ÕÓÐÒÌɯ

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, 

ÈÕËɯÈÙÌɯÎÐÝÌÕɯÛÏÌɯÙÐÎÏÛɯÛÖɯÌÈÛɯÖÍɯÛÏÌɯÏÈÛÖÙÐɀÚɯÏÌÈÙÛɯÚÖɯÈÚɯÛÖɯ

gain its strength. 



Dark Sun 3.5 Lost Cities of the Trembling Plains 7 of 181 

Those who do consume the hearts of slain hatori do 

experience changesȭɯ3ÏÌɯÚÓÈÝÌɯÛÙÐÉÌɀÚɯÚÏÈÔÈÕÚɯÜÚÌɯ

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 

successful skill check, the following lore is revealed, 

including the information from lower DCs. 

Knowledge (Local [Trembling Plains]) 

DC Result 

10 A small and vicious group of ex-slaves has taken up banditry 

between Azethôs Rest and Fort Stench, evading Azeth and Black 

Brother patrols. 

15 The group calls themselves the ñKreen Eaters,ò and they 

particularly hate templars. A gladiator named Gozor leads them. 

20 Gozor, leader of the Kreen eaters, is a former slave from Draj, but 

does not like to be reminded of the fact. Hostages saw Gozor fly 

into a rage and kill a Draji woman who recognized him and 

referred to him as ñTlaumoc.ò 

 

Knowledge (Local [Draj]) 

DC Result 

10 The mul that leads this group has tattoos that identifying him as a 

former Draji slave. 

18 This slave once belonged to an important Draji templar, who had 

the reputation of being somewhat of a sadist.  

21 The slaveôs name was Tlautemoc. 

Bandits of the Barrier Wastes  

The following informa tion supplements the 6ÈÕËÌÙÌÙɀÚɯ

Chronicle description 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 CR 4 
Male elf bard 4 

NE Medium humanoid (elf, psionic) 
Init  +3; Senses low-light vision; Listen +8, Spot -1 

Languages Common, Eloy, Elvish, Kurnan 

AC 17, touch 13, flat-footed 14 
 (+3 Dex, +4 armor)  
hp 16 (4 HD) 
Resist mundane extreme heat or cold 

Fort  +4, Ref +7, Wil l +3 

Speed 40 ft. (8 squares); elf run 
Melee bone bardôs friend +4 (1d4+1/18-20) or 
Ranged mwk hand crossbow +7 (1d6) 
Base Atk +3; Grp +4 

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

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

Combat Gear fruit-potion of darkvision, fruit-potion of cure 

light wounds, 2 fruit-potions of delay poison, 4 doses of 
black adder poison 

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

1stðprevenom weapon (DC 13) 

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

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

Feats Hidden Talent, Improved Initiative, Quick DrawB 
Skills Bluff  +5, Craft (alchemy) +7, Craft (poisonmaking) 

+7, Gather Information +5, Heal +5, Intimidate +5, Listen 
+8, Perform +12, Ride +10, Search +9, Sleight of Hand +5, 
Spot -1 

Possessions combat gear plus +1 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 before 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 

ÞÐÛÏÐÕɯ×ÖÜÊÏÌÚɯÐÕɯÏÐÚɯÉÈÙËɀÚɯÍÙÐÌÕËȮɯËÐÚ×ÌÕÚÐÕÎɯÛÏÌÔɯÐÕɯ

combat when needed. The fourth dose he saves for a 

crossbow bolt when he sees an opportunity to kill without 

entering melee. 

Bandit Defiler  

A frail, black-robed figure looks at you. He pulls back his hood, 

grinning and pointing his palm to the ground. 

Bandit Defiler  CR 5 
Male human wizard (defiler) 5 
NE Medium humanoid 
Init  -1; Senses Listen +2, Spot +2 

Languages Common, Elvish, Eloy 

AC 10, touch 10, flat-footed 10 
 (-1 Dex, +1 deflection) 
hp 15 (5 HD) 
Fort  +2, Ref +0, Will +6 

Speed 30 ft. (6 squares) 
Melee dagger +0 (1d4/19-20) 

Base Atk +2; Grp +1 

Atk Options Destructive Raze, Efficient Raze, Fast Raze 
Combat Gear scroll of fireball, scroll of magic missile 
Wizard Spells Prepared (CL 5th): 
3rdðfireball (DC 16), lightning bolt (DC 16) 
2ndðdarkness, flaming sphere (DC 15), scorching ray (+2 

ranged touch), summon monster II 
1stðburning hands (DC 14), chill touch (DC 14), magic 

missile, shocking grasp (+1 melee touch) 
0ðacid splash (+2 ranged touch), detect magic, ray of frost 

(+2 ranged touch), read magic 

Abilities  Str 8, Dex 10, Con 12, Int 16, Wis 14, Cha 12 
SQ summon familiar 
Feats Agonizing Radius, Destructive Raze, Efficient Raze, 

Fast Raze, Scribe ScrollB 
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Skills Bluff  +8, Concentration +9, Decipher Script +10, 
Knowledge (arcana) +10, Spellcraft +12 

Possessions combat gear plus ring of protection +1 

Spellbook spells prepared plus 0ðall; 1stðmage armor 
,summon monster I 

 

In the Trembling Plains and Glowing Desert, m ost 

wizards that become bandits do so because they were 

exposed as wizards in the seven cities, or because they 

were exposed as defilers in Kurn or in the Trembling 

Plains. Unlike the Kurnans, Eloy, and elves of the 

Trembling Plains, t he 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 uses his raze feats to increase the power of 

his fireballs and lightning bolts, so his accomplices can 

quickly finish the job.  

Bandit Rogue  

A languid human with ragged leather armor is staring at you. 

He seems to be negotiating with an ssurran at the same time he 

is scanning your purse location. 

Bandit Rogue CR 6 
Male human rogue 6 
NE Medium humanoid 
Init  +7; Senses Listen +7, Spot +11 
Languages Common, Elvish 

AC 15, touch 13, flat-footed 12; uncanny dodge 
 (+3 Dex, +2 armor)  
hp 21 (6 HD) 
Resist evasion 
Fort  +2, Ref +8, Will +4 

Speed 30 ft. (6 squares) 

Melee mwk wrist razor +6 (1d6+1/18-20) 
Melee bardôs garrote +5 (2d4+1) 
Ranged light crossbow +7 (1d8/19-20) 
Base Atk +4; Grp +5 

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

Combat Gear 3 doses of cham poison 

Abilities  Str 12, Dex 16, Con 10, Int 13, Wis 14, Cha 8 
SQ trapfinding, trap sense +2 
Feats Improved Feint, Improved Initiative, Persuasive, 

Stealthy 
Skills Balance +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 Motive +7, Spot +11 

Possessions combat gear plus masterwork wrist razor, leather 
armor, light crossbow with 50 bolts 

 

The second most common variety of bandit, the bandit 

rogue is usually employed either as a negotiator when 

dealing with other tribes or as an infiltrator.  

The bandit rogue presented here had the following ability 

scores before Hit Dice  ability score increases: Str 12, Dex 

15, Con 10, Int  13, Wis 14, Cha 8. 

Strategies and Tactics  

The bandit rogue avoids close-quarters fighting as much 

as possible. He prefers to sneak around a distracted foe 

and deliver a poisoned blow or strike from a distance 

with his crossbow. If forced into melee, he will  feint as 

much possible to be able to use his sneak 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  CR 3 
Male human warrior 3 
NE Medium humanoid 
Init  +1; Senses Listen +1, Spot +1 

Languages Common 

AC 12, touch 11, flat-footed 11 
 (+1 Dex, +1 armor) 
hp 18 (3 HD) 
Fort  +5, Ref +2, Will +2 

Speed 30 ft. (6 squares) 
Melee carrikal +6 (1d8+2/x3) 

Base Atk +3; Grp +5 

Atk Options Cleave, Power Attack 

Abilities  Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8 
Feats Cleave, Power Attack, Weapon Focus (carrikal) 
Skills Climb +6, Intimidate +5, Jump +6, Listen +1, Ride +5, 

Spot +1 

Possessions carrikal, 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 use Power Attack . Since they 

are usually in overwhelming numbers, they care little for 

strategies or tactics. 

Bandit Wind Driver  

A half-elf on a strange cart approaches you making almost no 

sound. No animal pulls the cart; it moves as if blown by the 

wind. The half-elf seems to be preparing his crossbow. 

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

Init  +2; Senses low-light vision; Listen +1, Spot +1 

Languages Eloy, Elven, Common 

AC 13, touch 13, flat-footed 10 
 (+2 Dex) 
hp 12 (3 HD) 
Fort  +2, Ref +4, Will +3 

Speed 30 ft. (6 squares) 
Melee shortspear +3 (1d6+3) 
Ranged light crossbow +5 (1d8/19-20) 
Base Atk +1; Grp +3 
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Special Actions Wind Racer 
Power Points/Day 14; Psion Powers Known (ML 3rd): 
2ndðcontrol air, energy missile (DC 14)* 

1stðcontrol object, missive, mind thrust (DC 13)*, skate, 
vigor 

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

Abilities  Str 14, Dex 15, Con 12, Int 15, Wis 10, Cha 6 
Feats Combat Manifestation, Narrow Mind, Wind Racer 

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

Possessions wooden shortspear, studded leather armor, light 
crossbow with 20 bolts, 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, 

Cha 8. 

Strategies and Tactics  

The bandit warrior tries to st ay mobile as long as possible, 

using his sail cart in conjunction with control winds and 

skate. He tries to use mind thrust and energy missile while 

he has power points left, then switches to his light 

crossbow. 

Lask Brute  

This lask is tall and strong for a member of his race. He holds a 

bone carrikal and he has a bloodlust quality about him.  

Lask Brute CR 10 
Male lask barbarian 7 
CE Medium humanoid (lask) 
Init  +2; Senses darkvision 60 ft.; Listen +5, Spot +5 

Languages Eloy, Lask, Common 

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

 (+2 Dex, +3 natural, +5 armor) 
hp 82 (9 HD); DR 1/ï 
Fort  +12, Ref +3, Will +2 

Speed 30 ft. (6 squares) 
Melee carrikal +14/+9 (1d8+6/x3) and bite +12 (1d4+6) 
Base Atk +8; Grp +14 
Atk Options Cleave, Blind-Fight, Multiattack, Power Attack, 

rage 2/day (9 rounds) 

Abilities  Str 22, Dex 14, Con 18, Int 8, Wis 10, Cha 10 
SQ fast movement, trap sense +2 
Feats Blind-Fight, Cleave, Multiattack, Power Attack , 

Toughness 
Skills Intimidate +6, Survival +6 
Possessions shell armor, bone carrikal 

When raging a lask brute has the following statistics 
AC 17, touch 12, flat-footed 16 
hp 100 (9 HD) 
Fort  +14, Will +4 
Melee bone carrikal +16/+11 (1d8+8/x3) and bite +14 

(1d4+8) 

Grp +16 
Abilities  Str 26, Con 22 

 

Many bandit l ords employ lasks in their bands because of 

their sheer muscle and ferocity. 

The lask brute presented here had the following ability 

scores before Hit Dice  ability score increases and racial 

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

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 seems particularly vicious and intimidating. 

She wears a crimson cape and holds a big macahuitl. 

Akive, Chief of Ravish CR 11 
Female mul gladiator 10 
CE Medium humanoid (dwarf)  
Init  +1; Senses darkvision 30 ft.; Listen +0, Spot +0 

Languages Common 

AC 15, touch 14, flat-footed 14; uncanny dodge, improved 

uncanny dodge 
 (+1 Dex, +3 armor, +1 deflection) 
hp 95 (10 HD); DR 1/- non-lethal 
Resist extended activity, tireless (+4 on Con checks for 

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

Fort  +10, Ref +4, Will +2 

Speed 30 ft. (6 squares) 
Melee mwk great macahuitl +17/+12 (2d6+9/19-20) 
Base Atk +10; Grp +16 
Atk Options Improved Feint, insightful feint +2, mercy, no 

mercy, Power Attack 
Combat Gear psionic tattoo of animal affinity 

Abilities  Str 22, Dex 12, Con 17, Int 8, Wis 7, Cha 10 

SQ armor optimization (chitin armor and studded leather) 
Feats Alertness, Exotic Weapon Proficiency (cahulak)B, 

Exotic Weapon Proficiency (masterôs whip)B, Exotic 
Weapon Proficiency (wrist razor)B, Improved FeintB, 
Improved Unarmed StrikeB, Mekillothead, Power Attack, 
Skill Focus (Intimidate) 

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

melee), Spot +0 

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

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

 

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 

her. 

Chilod, Chief of Pillage  

The muscle-ÉÖÜÕËɯÛÈÙÌÒɀÚɯÕÖÚÛÙÐÓÚɯÍÓÈÙÌɯÈÚɯÏÌɯÓooks at you, and 

he raises one of his twin impalers in some sort of signal to his 

warriors. 

Chilod, Chief of Pillage CR 10 
Male tarek barbarian 5/ranger 3 
LN Medium humanoid (tarek) 
Init  +6; Senses darkvision 30 ft.; Listen +13, Spot +13 
Languages Common, Plains Giant, Tarek 

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

hp 78 (8 HD); ferocity 
Fort  +10, Ref +2, Will +2 

Speed 40 ft. (8 squares) 
Melee impaler +13/+8 (1d6+6/x4) and impaler +13 

(1d6+6/x4) or 
Ranged +1 mighty composite shortbow [+5 Str bonus] 

+11/+6 (1d8+6/x3) 

Base Atk +8; Grp +13 
Atk Options Cleave, Improved Two-Weapon Fighting, 

favored enemy (elves +4, humans +2), rage 2/day (6 
rounds), Teamwork 

Combat Gear 2 fruit-potions of cure light wounds 

Abilities  Str 20, Dex 14, Con 16, Int 11, Wis 10, Cha 8 
SQ fast movement, trap sense +1, wild empathy +3 (-1 

magical beasts) 
Feats Cleave, EnduranceB, Improved Initiative, Improved 

Two-Weapon FightingB, Leadership, TeamworkB, TrackB, 
Weapon Focus (impaler) 

Skills Climb +4, Handle Animal +10, Jump +11, Knowledge 
(nature) +5, Listen +13, Ride +10, Spot +13, Survival +13 
(+15 in natural aboveground environments 

Possessions combat gear plus +1 studded leather armor, +1 

mighty composite shortbow (+5 Str bonus) 
When raging Chilod has the following statistics 
AC 10, touch 9, flat-footed 9 
hp 94 (8 HD) 
Fort  +12, Will +4 
Melee impaler +15/+10 (1d6+8/x4) and impaler +15 

(1d6+8/x4) 
Grp +15 
Abilities  Str 24, Con 20 

Skills Climb +6, Jump +13 

Hook ñCharge, you lazy cowards! Otherwise Iôll deal with 
you myself!ò 

 

Chilod has no tolerance for defilers or preservers, but 

welcomes an astonishing variety of races into his band, 

ÙÈÕÎÐÕÎɯÍÙÖÔɯÒÙÌÌÕɯÛÖɯÉɀÏÙÖÏÎɯÈÕËɯÉÙÈßÈÛȭ 

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 

necessary since it would prevent him from effectively 

leading the band. 

Densis, Chieftain of Spoil  

This humanoid is wearing a gray cloak with his hood pulled 

over his face. There is something very eerie about him. 

Densis, Chieftain of Spoil CR 14 
Human wizard (defiler) 10/necromant 4 
LE Medium humanoid  
Init  +0; Senses Listen +4, Spot +4 

Languages Common, Elvish, Tarek; speak with dead 

AC 15, touch 13, flat-footed 15 

 (+2 armor, +3 deflection) 
Immune fear  
hp 49 (14 HD) 
Fort  +5, Ref +4, Will +15 

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

Base Atk +7; Grp +6 

Special Actions Gray casting 
Combat Gear 5 undead slaying bolts (DC 20), scroll of 

fireball, scroll of protection from evil 

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

7thðcontrol undead (DC 21), finger of death (DC 21) 
6thðcircle of death (DC 20), create undead, undeath to 

death (DC 20) 
5thðcone of cold (DC 19), dominate person (DC 19), silent 

greater invisibility 
4thðanimate dead, fear (DC 18), dimension door, lesser 

globe of invulnerability, scrying (DC 18) 
3rdðdispel magic, fireball (DC 17), halt undead (DC 17), 

nondetection, zombie berry (DC 17) 
2ndðcommand undead* (DC 16) (2), invisibility* , silent 

detect undead, scorching ray (+7 ranged touch) 
1stðalarm*, burning hands (DC 15), cause fear (DC 15), 

detect undead*, protection from evil 
0ðdetect magic (2), disrupt undead (+7 ranged touch) (2) 
*Denotes spell that can be prepared without spellbook 

Abilities  Str 8, Dex 10, Con 12, Int 18, Wis 14, Cha 13 
SQ undead presence, gravespeaker 

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

Skills Bluff  +18, Concentration +18, Decipher Script +14, 
Diplomacy +3, Disguise +1 (+3 to act in character), 
Intimidate +3, Knowledge (arcana) +14, Knowledge 
(geography [Scorpion Plains) +9, Knowledge (history) 
+14, Knowledge (religion) +9, Knowledge (the planes) +9, 

Literacy (Common), Sleight of Hand +3, Spellcraft +21, 
Survival +2 (+4 to keep from getting lost) 

Possessions combat gear plus masterwork steel dagger, heavy 
crossbow with 20 bolts, +1 glammered padded armor, ring 
of protection +3 

Spellbook (bones) spells prepared plus 0ðall; 1stðmage 
armor, shield; 2ndðarcane lock, resist energy; 3rdð
darkvision, see invisibility; 4thðarcane eye, dimensional 

anchor; 5thðdismissal, hold monster 

Hook ñHave we got a surprise for you.ò 

 

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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Dur ing 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 (see Life-Shaping 

Handbook for 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 death and animate 

them later. 

Evartu, Chief of Plunder  

Even taller and thinner than the average elf, this elf has his face 

coated in white powder, but his eyes, nostrils, and mouth are 

painted black. Along with the yellowing sheets he wears, he 

looks like a creature raised from the grave. 

Evartu, Chief of Plunder CR 12 
Male elf fighter 12 
NE Medium humanoid (elf) 
Init  +7; Senses low-light vision; Listen +6, Spot +6 

Languages Common, Elven, Ssurran 

AC 15, touch 15, flat-footed 12; Dodge, Mobility 
 (+3 Dex, +2 deflection)  
Resist mundane extreme heat or cold 

hp 66 (12 HD) 
Fort  +8, Ref +7, Will +6 

Speed 40 ft. (8 squares); elf run, Spring Attack 
Melee mwk elven longblade +18/+13/+8 (1d8+7/18-20) 

Base Atk +12; Grp +15 
Atk Options Combat Reflexes 
Combat Gear dorje of cloud mind (17 charges), 2 doses of 

dust of illusion 

Abilities  Str 15, Dex 16, Con 10, Int 13, Wis 14, Cha 10 
Feats Alertness, Combat Expertise, Combat Reflexes, Dodge, 

Greater Weapon Focus, Greater Weapon Specialization, 

Improved Initiative, Leadership, Mobility, Spring Attack, 
Weapon Finesse, Weapon Focus (elven longblade), 
Weapon Specialization (elven longblade) 

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

Possessions combat gear plus +2 ring of protection, brooch 
of shielding 

Hook ñForward, my minions. Tonight weôll feast on living 
flesh!ò 

 

Chief of the Ghosts of Plunder, Evartu especially despises 

the elf tribes of the Scorched Plateau. 

Evartu had the following ability  scores before Hit Dice  

ability score increases and racial adjustments: Str 15, Dex 

13, Con 12, Int  13, Wis 14, Cha 8. 

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 mind and dust 

of illusion. 

Kel of Kelõs Lot 

A short, hairless humanoid with low, his eyes betraying his 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; Senses darkvision 60 ft.; Listen +5, Spot +5 
Languages Common, Dwarven 

AC 16, touch 12, flat-footed 16 
 (-1 Dex, +4 armor, +3 deflection) 

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

hp 108 (15 HD) 
Resist stability (+8 against bull rush and trip), treated as one 

size larger against wind effects 
Fort  +12, Ref +4, Will  +12; +2 against poison (+4 inhaled), 

spells, and spell-like effects 

Speed 20 ft. (4 squares) 
Melee +2 defending bone dwarven waraxe +17/+12/+7 

(1d10+6/x3) 
Space 5 ft.; Reach 5 ft. 
Base Atk +12; Grp  +16 
Atk Options Blind-Fight, turn undead 4/day (+1, 2d6+10, 

9th; can control air creatures) 
Special Actions spontaneous casting (cure spells), Teamwork 

Cleric Spells Prepared (CL 11th): 
5thðelemental strike (DC 19), power word stunD 
4thðdivine power, ice stormD, summon monster IV 
3rdðeye of the storm, call lightning (DC 17)D, dispel magic, 

magic circle against evil (DC 16), summon monster III 
 2ndðbullôs strength, hold person (DC 15), resist energy, 

silence (DC 15), sound burst (DC 16)D, summon monster II 
1stðbless element, command (DC 14)D, cooling canopy, 

cause fear (DC 14), sanctuary, divine favor 
0ðcreate element, cure minor wounds, detect magic, 

guidance, light, resistance 
D: Domain spell. Element: Air. Domains: Fury of Storms, 

Rolling Thunder 

Abilities  Str 18, Dex 8, Con 14, Int 12, Wis 17, Cha 13 
SQ dwarven focus 

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

Possessions combat gear plus +3 ring of protection, +6 belt 

of giant strength ,+2 defending bone dwarven waraxe, +1 
studded leather armor, five seasons cloak 

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

Hook ñI created the Bandit States, boy. Do not try me.ò 
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An aged dwarf that is prejudiced towards anyone who is 

ÕÖÛɯËÞÈÙÝÌÕȭɯ'ÌÈËɯÖÍɯÛÏÌɯÝÐÓÓÈÎÌɯÖÍɯ*ÌÓɀÚɯÓÖÛȮɯÞÏÐÊÏɯ×ÙÌ-

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. 

Giki, Kelôs Cohort CR 11 
Male dwarf fighter 11 
LM Medium humanoid (dwarf) 
Init  +0; Senses darkvision 60 ft.; Listen +1, Spot +3 
Languages Common, Dwarven 

AC 14, touch 10, flat-footed 14 
 (+4 armor) 

Immune kip poison 
hp 87 (11 HD) 
Resist stability (+4 against bull rush and trip) 
Fort  +9, Ref +3, Will +2; +2 against poison (+4 against 

inhaled), spells, and spell-like effects 

Speed 20 ft. (4 squares) 
Melee +1 maul +16/+11/+6 (1d12+5/19-20) 

Space 5 ft.; Reach 5 ft. 
Base Atk +11; Grp  +13 
Atk Options Cleave, Improved Bull Rush, Power Attack 

Abilities  Str 15, Dex 11, Con 14, Int 10, Wis 9, Cha 6 
SQ dwarven focus 
Feats Alertness, Cleave, Greater Weapon Focus (maul), 

Improved Bull Rush, Improved Critical (maul), Improved 

Initiative, Kipherd, Power Attack, Weapon Focus (maul), 
Weapon Specialization (maul) 

Skills Climb +11, Jump +10, Listen +1, Ride +5, Spot +3 
Possessions combat gear plus masterwork chitin armor, +1 

maul 

Dwarven Focus When Giki is actively pursuing his focus to 
protect Kelôs Lot, he receives a +1 morale bonus to all skill 

checks, attack and damage rolls, saving throws and spell 
save DCs. 

Hook ñDeath to the enemies of Kelôs Lot!ò 

Strategie s and Tactics 

Kel casts summon monster from a distance until he is 

certain that the numbers are favoring him. He will then 

cast divine power and 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 casts ice storm and 

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 missing teeth. 

Lady Cesti of Wrath CR 10 
Female human gladiator 10 
LE Medium humanoid 
Init  +2; Senses Listen +1, Spot +1 

Languages Common 

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

hp 75 (10 HD) 
Fort  +8, Ref +5, Will +2 

Speed 30 ft. (6 squares) 
Melee mwk dagger +14 (1d4+3/19-20) 
Base Atk +10; Grp +13 
Atk Options Improved Feint, mercy, no mercy, Power 

Attack 
Combat Gear 2 splashglobes of liquid darkness 

Abilities  Str 16, Dex 14, Con 13, Int 10, Wis 8, Cha 15 
SQ armor optimization (chitin, studded leather), insightful 

feint +2 
Feats Alertness, Exotic Weapon Proficiency (cahulak)B, 

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

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

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

Hook ñHear me, Lords of Wrath! Legends will remember 

your deeds this day. Show your valor and give the bards 
something to sing about.ò 

 

The delusional chieftain of the bandit state of Wrath; she 

believes that she is a 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, ÉÌÊÈÜÚÌɯÈÊÊÖÙËÐÕÎɯÛÖɯÏÌÙɯɁÐÛɯÐÚɯ

ÖÕÓàɯÍÖÙɯ×ÌÈÚÈÕÛÚɂȭɯ2ÏÌɯ×ÙÌÍÌÙÚɯÛÖɯÜÚÌɯÏÌÙɯÕÖÉÓÌɯÚÒÐÓÓÚɯÛÖɯ

lead and inspire her troops into victory, while 

comfortably seating on her palanquin.  

Talid the Bandit Lord  

This handsome black-skinned mul sports a tattoo of a multi -

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

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

force and authority. 

Talid the Bandit Lord  CR 14 
Male mul gladiator 10/barbarian 1/fighter 2 
LN Medium humanoid (dwarf) 
In it  +1; Senses Listen +1, Spot +1 

Languages Common 

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

 (+1 Dex, +5 armor) 
hp 121 (13 HD); DR 1/ï non-lethal 
Resist extended activity, tireless (+4 on Con checks for 

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

Fort  +12, Ref +3, Will +4 

Speed 30 ft. (6 squares); fast movement 

Melee +1 talid of wounding +14 (1d6+5 plus 1 Con 
damage/19-20) 

Base Atk +13; Grp +17 
Atk Options Cleave, Improved Feint, mercy, no mercy, rage 

1/day (8 rounds) 
Combat Gear psionic tattoo of animal affinity (ML 8th) 
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Abilities  Str 19, Dex 13, Con 16, Int 10, Wis 8, Cha 13 

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

Feats Alertness, Cleave, Endurance, Exotic Weapon 
Proficiency (atlatl)B, Exotic Weapon Proficiency (lotulis)B, 
Exotic Weapon Proficiency (talid)B, Improved Unarmed 
StrikeB, Improved FeintB, Leadership, Mekillothead, 
Negotiator, Persuasive 

Skills Balance +8, Bluff  +12 (+17 in melee), Climb +9, 

Diplomacy +12, Disguise +1 (+3 to act in character), 
Intimidate +23, Jump +11, Sense Motive +11 (+16 in 
melee), Tumble +8 

Possessions combat gear plus bracers of armor +5 

When raging, Talid has the following statistics 
AC 9, touch 9, flat-footed 8 
hp 147 (13 HD) 

Fort  +14, Will +6 
Melee +1 talid of wounding +16 (1d6+7 plus 1 Con 

damage/19-20) 
Grp +19 
Abilities  Str 23, Con 20 
Skills Balance +10, Climb +11, Jump +13 

Hook ñDivided we fall and flounder but united, united we 

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

 

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. 

!ɀÙÖÏÎ (ToA 11): Captured when they were young, 

branded and enslaved in South Guard, these were 

rescued by a daring raid led by Chilod, whom the ÉɀÙÖÏÎ 

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 Refugees) Escaping Eldaarich 

with their lives, these former  cultists sought people to tell 

them what to do.  

Gith  (ToA 58): 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 

for luck in  ÉÈÕËÐÛÙàȮɯÛÏÌÚÌɯÚÚÜÙÙÈÕÚɯÑÖÐÕɯÞÐÛÏɯ"ÏÐÓÖËɀÚɯ

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 -kreen regard as CÏÐÓÖËɀÚɯ×ÈÊÒȮɯÉÈÚÌËɯÐÕɯÛÏÌɯÝÐÓÓÈÎÌɯ

of Plunder.  

Thumper (See Drylanders).  These great maul-wielding 

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 l 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 

of 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 

group of ex-ÚÓÈÝÌÚɯÊÈÓÓÐÕÎɯÛÏÌÔÚÌÓÝÌÚɯɁ3ÏÌɯ*ÙÌÌÕɯ$ÈÛÌÙÚɂɯ
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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 ex-slaves 

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 

Ú×ÖÛɯÐÚɯÉÌÛÞÌÌÕɯ áÌÛÏɀÚɯ1ÌÚÛɯÈÕËɯ%ÖÙÛɯ1ÈÓȭɯ3ÏÌɯÚÊÙÜÉÓÈÕËÚɯ

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 a Tyr  region gladiator would take, even if 

the bandits originally came from Kurn, Eldaarich, or the 

herder clans, and had a previous name. (No self-

respecting bandit wants to go by a Kurnan name like 

Amunet!).  

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 warrior.  

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 

confrontations unless odds are wildly in the ba ÕËÐÛɀÚɯ

favor. Their mission is to obtain intelligence on the area 

for other bandits, and if confronted with possibly superior 

strength, they will retreat. Nevertheless, if they see 

opportunity to take wealth or hostages without effort, 

they will take it. I 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 

defilers. 

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, 2 ÉɀÙÖÏÎ, 2 braxat, 4 ssurran 

warriors, 4 tareks. 

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

bandit warriors.  

*ÌÓɀÚɯ ÚÚÈÜÓÛɯ/ÈÙÛàɯȹ$+ɯƕƚȺȯ Kel, 8 dwarven winddrivers, 

ƕƖɯËÞÈÙÝÌÕɯÞÈÙÙÐÖÙÚȭɯ*ÌÓɀÚɯËÞÈÙÝÌÚɯÛÌÕËɯÛÖɯÛÏÙÖÞɯÓots of 

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  

6ÏÐÓÌɯÛÏÌɯÝÐÓÓÈÎÌɯÖÍɯ*ÌÓɀÚɯ+ÖÛɯÐÚɯÕÌÈÙÓàɯÈÚɯÖÓËɯÈÚɯ áÌÛÏɀÚɯ

Rest, the other bandit states have sprung up over the last 

ÚÐßɯ*ÐÕÎɀÚɯ ÎÌÚɯÈÍÛÌÙɯ*ÌÓɯȹÛÏÌɯÛÌÕÛÏɯÐÕɯÏÐÚɯÓÐÕÌɯÛÖɯÊÈÙÙàɯÛÏÈÛɯ

ÕÈÔÌȮɯÈÕËɯÍÈÛÏÌÙɯÖÍɯÛÏÌɯÊÜÙÙÌÕÛɯÓÌÈËÌÙɯÖÍɯ*ÌÓɀÚɯ+ÖÛȺɯ

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 these oases, using the wind carts to 

strike from a distance and then to make their getaway. 

Environment:  Bandits of the Barrier Wastes dwell in the 

ÚÌÝÌÕɯɁ!ÈÕËÐÛɯ2ÛÈÛÌÚȮɂɯÖÈÚÐÚɯÝÐÓÓÈÎÌÚɯÐÕɯÛÏÌɯ&ÓÖÞÐÕÎɯ

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 

!ÈÕËÐÛɯ2ÛÈÛÌɯÈÓÓÌÎÐÈÕÊÌȮɯÐȭÌȭɯÛÖɯ2×ÖÐÓȮɯ1ÈÝÈÎÌȮɯ1ÈÝÐÚÏȮɯ*ÌÓɀÚɯ

Lot, Wrath, Plunder, or Pillage. 

Alignment:  *ÌÓɀÚɯ+ÖÛɯÈÕËɯ/ÐÓÓÈÎÌɯÛÌÕËɯÛÖÞÈÙËÚɯÓÈÞÍÜÓɯ

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. The 

leaders of these villages tend to govern by force or by 

fleeting popularity. Typically, a leader keeps the sails on 

his person so that the other bandits will not abandon him.  

Society  

If there is little honor among thieves, there is even less 

among the bandits of the Trembling Plains. The bandit 

leader keeps the sails on his person so that the other 

bandits will not abandon him.  

Typical Treasure  

Bandits have ¾ the normal gear for their Challenge 

Rating, except for the leader, who has twice the normal 

gear. The group leader also carries the cart-sails of all of 

the wind carts that the bandits arrived on.  

Bandit Lore  

Characters with ranks in Knowledge (local [ Trembling 

Plains]) can learn more about the Bandits of the Barrier 

Wastes. When a character makes a successful skill check, 

the following lore is revealed, including the information 

from lower DCs. 

Knowledge (Local [Trembling Plains]) 

DC Result 

11 There are seven bandit villages in the barren wastes north of the 

Trembling Plains: Spoil, Pillage, Plunder, Kelôs Lot, Ravage, 

Ravish, and Wrath. 

16 The bandits travel very quickly through the desert on wheeled 

sail carts. 

21 Since the carts move slowly through the scrub plains, the bandits 

usually bury them at the edge of the desert when they come to 

raid, and the bandit leader keeps the sails on his person so that the 

other bandits will not abandon him. 

26 Since the sails of the carts gleam in the sunlight and glow in 

moonlight or starlight, they are probably made of shimmercloth. 

Belgoi, Watchman of Ral 

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

lurks in the badlands south of Dry Spring. These belgoi 

usually hunt unintelligent game in the Trembling Plains, 

retiring to the badlands when the sun rises or when 

Guthay is full. When game goes scarce, they sometimes 

eat each other. As a group, they will not  hunt herders; 

although some individuals break the rule out of sheer 

hunger. 

Ralõs Shaman 

8ÖÜɯÏÌÈÙɯÈɯÉÌÓÓɯÙÐÕÎÐÕÎɯÈÛɯÛÏÌɯËÐÚÛÈÕÊÌȱɯÛÏÌÕɯÚÐÓÌÕÊÌȭ 

Ralôs Shaman CR 9 
Female belgoi druid 5 
LE Medium monstrous humanoid (psionic) 
Init  +4; Senses darkvision 60 ft.; Listen +4, Spot +4 

Languages Belgoi, Gith; speak with animals, tongues 

AC 16, touch 14, flat-footed 12 
 (+4 Dex, +2 armor) 
hp 55 (10 HD) 
Fort  +6, Ref +9, Will +9 

Speed 30 ft. (6 squares); woodland stride 

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

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

Druid Spells Known (CL 5th): 
3rdˈcall lightning (DC 15) 
2ndˈbarkskin, bullôs strength, resist energy 
1stˈcure light wounds, endure elements, hide form animals 

(DC 13), longstrider 
0 d̍efiler scent, detect magic, detect poison, mending, purify 

food and drink 
Psi-like Abilities  (CL 7th): 
3/dayˈattraction (+7 bonus, DC 16*), brain lock (all targets, 

DC 14*), ego whip (DC 14), empty mind, psionic dominate 
(DC 18). 
*Includes augmentation for the belgoiôs manifester level. 

Abilities  Str 14, Dex 18, Con 13, Int 10, Wis 15, Cha 14 

SQ animal companion, bell ringing, link with companion, 
natureôs speech, share spells, trackless step, wild empathy 
+7 (+3 magical beasts) 

Feats Ability Focus (domination), Combat Casting, Iron 
Will, Natural Spell 

Skills Concentration +8, Hide +9, Intimidate +6, Knowledge 
(nature) +8, Listen +4, Move Silently +9, Search +4, Spot 
+4, Survival +10 (+12 in aboveground natural 

environments) 
Possessions leather armor, + 1 bone scimitar, amulet of 

tongues 

Bell Ringing (Su) Belgoi use a bell to focus their psionic 
dominate power. A domination target who hears the 
belgoiôs bell receives a ï2 penalty on his Will  save. ToA 13 

Strength Damage (Ex) An individual struck by a belgoiôs 

claw attack takes 1d6 points of temporary Str damage, 
unless the belgoi scores a critical hit, in which case the 
target takes 2d6 points of temporary Str damage instead. 
ToA 13 

 

The leader and priestess of the Watchmen of Ral. 

3ÏÌɯ1ÈÓɀÚɯÚÏÈÔÈÕɯ×ÙÌÚÌÕÛÌËɯÏÌÙÌɯÏÈËɯÛÏÌɯfollowing ability 

scores before Hit Dice  ability score increases and racial 

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

Strategies and Tactics  

3ÏÌɯ1ÈÓɀÚɯÚÏÈÔÈÕɯÞÐÓÓɯÙÐÕÎɯÏÐÚɯÉÌÓÓɯÞÏÐÓÌɯÏÐËËÌÕɯÈÕËɯÛÙàɯ

to attract an opponent to his hiding place. If that fails, he 

will wild shape into a cheetah and withdraw to the rest  of 

his band. Then he casts ÚÜÔÔÖÕɯÕÈÛÜÙÌɀÚɯÈÓÓà I to III  and 

ÉÜÓÓɀÚɯÚÛÙÌÕÎÛÏ to increase his numbers and offensive 

power. 

Creatures and Allies 

Belgoi (see Terrors of Athas) 

History  

The Watchmen of Ral avoid hunting the Trembling 

'ÌÙËÌÙÚȮɯÚÐÕÊÌɯÛÏÌàɀÝÌɯÍÖÜnd that every time they feast on 

a few herders, that the Spinefists plains giant clan attack 

them soon after. The Watchmen always hunt at night in 

the light of the moon Ral, which they worship. They gave 

ÛÏÌÔÚÌÓÝÌÚɯÛÏÌɯÕÈÔÌɯɁ6ÈÛÊÏÔÌÕɯÖÍɯ1ÈÓɂɯÈɯÍÌÞɯàÌÈÙÚɯÈÎo 

after they captured a Draji templar who possessed an 

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 

up on prey Ɂ×ÈÏȮɯ&ÜÛÏÈàɯÈÓÔÖÚÛɯÉÈËɯÈÚɯÚÜÕȭɂ 

The newly converted Watchmen of Ral sacrificed and ate 

the templar. They kept his amulet of tongues and 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 successful skill check, the following 

lore is revealed, including the information from lower 

DCs. 

Knowledge (Local [Trembling Plains) 

DC Result 

10 The Watchmen of Ral is a band of belgoi hunter-gatherers. 

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

20 The Watchmen of Ral worship Tectuktitlay and practice 

sacrifices to the moon Ral. 

Castaway 

Esmila the Eye -Blind  

A woman of medium height, with coffee-colored skin and 

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

of her back. She wears a rough shift that appears to have once 

been a rich gown of silk and metallic fibers. Her features are 

fine, but aged, and her face is marred by two black pits where 

her eyes should be. 

Esmila the Eye-Blind  CR 17 
Female human morg castaway telepath 8/auditor* 6 
 *Prestige class described in Appendix II 
NE Medium undead (augmented humanoid, psionic) 
Init  +1; Senses blind, darkvision 60 ft.; Listen +9, Spot +9* 
Aura  fear (60 ft.; DC 19) 
Languages Common, Eldaarish, Goblin; tongues 

AC 20, touch 16, flat-footed 19 
 (+1 Dex, +4 natural, +5 deflection) 
hp 119 (14 HD); fast healing 1; DR 10/magic 
Resist cold 10 

Immune undead immunities 
Fort  +6, Ref +7, Will +16 

Weakness bound to area, delusional, sensitivity to light 

Speed 30 ft. (6 squares) 
Melee dagger +9/+4 (1d4+2/19-20) or 
Melee tongue +9/+4 (1d4+2 plus energy drain) 
Base Atk +7; Grp +9 

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

Special Actions Inquisitor, perceive 6/day, sense the far 
thoughts 1/day 

Combat Gear dorje of dispel psionics (25 charges) 

Power Points/Day 156; Psion Powers Known (ML 12th; 
1d20+14 to overcome SR): 

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

5thðhallucination (DC 22)*, mind probe (DC 22), psychic 
crush (DC 22), shatter mind blank (DC 22) 

4thðpsionic dominate (DC 21)*, psionic modify memory 
(DC 21), schism, thieving mindlink (DC 21)* 

3rdðcrisis of breath (DC 20)*, false sensory input (DC 20), 
psionic blast (DC 20), touchsight 

2ndðaversion (DC 19)*, brain lock (DC 19), psionic 
suggestion (DC 19), read thoughts (DC 19) 

1stðattraction (DC 18)*, aura reading, psionic charm (DC 
18)*, psychic tracking, synesthete 

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

Abilities  Str 14, Dex 12, Con ˈ, Int 20, Wis 16, Cha 15 

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

Feats Blind-Fight, Combat Manifestation, Inquisitor, 
Investigator, Persuasive, Power Penetration, Psionic 
Endowment, Skill Focus (Sense Motive), Stand Still 

Skills Bluff  +14, Concentration +19, Diplomacy +16, 
Disguise +2 (+4 to act in character), 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 synesthete or touchsight power manifested 
Possessions combat gear plus psionatrix of telepathy, 

penetrate power eye, torc of free will, ring of protection 
+5, cloak of resistance +2,steel dagger 

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

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

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

Delusional (Ex) Esmila presumes that any human she 
encounters is her ally, which provided a +8 interaction 
bonus to the party. If the humans are accompanied by non-
human allies, Esmila must make a DC 15 Int check. If not 

successful, she will assume that the humans are captives of 
or captors of the non-humans. 

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

Fear Aura (Su) Creatures of less than 5 HD within 60 feet 
that look at Esmila are panicked and flee. Creatures with 5 

HD or more are allowed a DC 19 Will save to avoid being 
panicked. If the save is successful, the creature is instead 
shaken for one round. A creature that successfully saves 
cannot be affected again by Esmilaôs aura for 24 hours. 

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

grapple check, she establishes a hold and can constrict. 
Light Sensitivity (Ex) Esmila is dazzled in bright sunlight or 

within the radius of a daylight spell. 
Mind Probe (Ex) Once per day, she can manifest mind probe 

at a reduced power point cost of 6 pp, to a minimum of 1 
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pp. 

Perceive (Su) As a standard action, Esmila can create an 
immobile psionic sensor in a familiar locale up to 110 feet 
from her. The sensor lasts for 1 hour and is dismissible as a 
free action. This ability is otherwise similar to clairvoyant 
sense. 

Read Thoughts (Ex) Once per day, she can manifest read 
thoughts at a reduced power point cost of 6 pp, to a 
minimum of 1 pp. Esmila gains a +6 circumstance bonus to 

Gather Information and Sense Motive checks against 
creatures that failed their Will  saves while in the read 
thoughts area of effect. These bonuses last for 1 hour. 

Sense the Far Thoughts (Su) Esmila can use read thoughts 
with her perceive ability once per day. 

Hook ñI can see what you see not.ò 

 

A notorious telepathic interrogator, Esmila  gained high 

ÖÍÍÐÊÌɯÐÕɯ#ÈÚÒÐÕÖÙɀÚɯÈÙÔàɯËÜÙÐÕÎɯÛÏÌɯ"ÓÌÈÕÚÐÕÎɯ6ÈÙÚɯ

through her terrifyingly effective interrogation technique. 

She used her high office (and some say her psionics as 

ÞÌÓÓȺɯÛÖɯÎÈÐÕɯÈÊÊÌÚÚɯÛÖɯ#ÈÚÒÐÕÖÙɀÚɯÉÌËȭ 

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, 

ÈÕÐÔÈÛÌËɯÏÌÙɯÈÚɯÈɯÔÖÙÎȭɯ'ÌɯÈÛÛÌÔ×ÛÌËɯÛÖɯɁÐÔ×ÙÖÝÌɂɯÛÏÌɯ

process, intending to restore her young appearance. 

The process made Esmila into a morg, but failed to restore 

her youth ɬ 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 

ÊÙÜÌÓÛàɯÌÝÌÕɯÈÔÖÕÎɯ#ÈÚÒÐÕÖÙɀÚɯÖÛÏÌÙɯÏÐÎÏ-ranking 

officers. Even loyal troops had reason to fear her 

ÐÕÝÌÚÛÐÎÈÛÐÖÕÚȭɯ$ÚÔÐÓÈɯÐÚɯÊÈÓÓÌËɯÛÏÌɯɁÌàÌ-ÉÓÐÕËɂɯÉÌÊÈÜÚÌɯ

she can see (psionically) even though her eye sockets are 

dark empty pits.  

!àɯÛÏÌɯÊÖÕØÜÌÚÛȮɯ#ÈÚÒÐÕÖÙɯÏÈËɯÎÙÖÞÕɯÛÐÙÌËɯÖÍɯ$ÚÔÐÓÈɀÚɯ

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 he r 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 al l 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. 

The Cheka Order in Eldaarich also has several relics of 

Esmila, having purloined them (at great risk) from the 

treasure vaults of the Stone.  

+ÌÚÚɯÞÌÓÓɯÒÕÖÞÕȮɯ$ÚÔÐÓÈɀÚɯeyes, once renowned for their 

fiery green color and brightness, are themselves still in 

circulation ɬ 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  

3ÏÐÚɯ×ÖÞÌÙÍÜÓɯÏÜÔÈÕɀÚɯÚÒÐÕɯÐÚɯÚÔÖÖÛÏɯÈÕËɯÉÙÖÕáÌËɯÞÐÛÏɯÈÕɯÖÐÓàɯ

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

massive sword made of bone. 

Thuil  CR 7 
Male human morg castaway barbarian 2/psychic warrior 2 
LE Medium undead (augmented humanoid, psionic) 
Init  +1; Senses darkvision 60 ft.; Listen +14, Spot +9 
Aura  fear (60 ft.; DC 12) 
Languages Common; tongues 

AC 18, touch 11, flat-footed 17; uncanny dodge 

 (+1 Dex, +4 natural, +3 armor) 
hp 30 (4 HD); fast healing 1; DR 10/magic 
Resist cold 10 
Immune undead immunities 
Fort  +6, Ref +1, Will +3 

Speed 40 ft. (8 squares) 
Melee greatsword +8 (2d8+8/19-20) or 

Melee tongue +8 (1d4+5 plus energy drain) 
Base Atk +3; Grp +8 

Atk Options Cleave, constrict 1d4+5, improved grab, Great 
Cleave, Improved Bull Rush, Power Attack, rage 1/day (6 
rounds) 

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

1stðoffensive prescience, stomp (DC 14) 

Abilities  Str 21, Dex 13, Con ˈ, Int 12, Wis 16, Cha 10 
SQ create spawn, fast movement, Gray toughness 2, undead 

traits 
Feats Cleave, Great Cleave, Improved Bull Rush, Power 

Attack, Weapon Focus (longsword) 
Skills Climb +10, Escape Artist +4, Intimidate +7, Jump +12, 

Knowledge (nature) +3, Listen +14, Move Silently +11, 

Search +7, Sense Motive +9, Spot +9, Survival +8 
Possessions bone greatsword, studded goblin leather armor 

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

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

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

Delusional (Ex) Thuil presumes that any human he 
encounters is his ally, which provided a +8 interaction 
bonus to the party. If the humans are accompanied by non-

human allies, Thuil must make a DC 15 Int check. If not 
successful, he will assume that the humans are captives of 
or captors of the non-humans. 

Energy Drain (Su) Living creatures hit by Thuilôs tongue 
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attack gain one negative level. For each negative level 

bestowed, Thuil gains 5 temporary hit points. Thuil can use 
his energy drain ability once per round. 

Fear Aura (Su) Creatures of less than 5 HD within 60 feet 
that look at Thuil are panicked and flee. Creatures with 5 
HD or more are allowed a DC 12 Will save to avoid being 
panicked. If the save is successful, the creature is instead 
shaken for one round. A creature that successfully saves 
cannot be affected again by Thuilôs aura for 24 hours. 

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

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

When raging Thuil has the following statistics 
AC 16, touch 9, flat-footed 15 

hp 38 (4 HD) 
Fort  +8, Will +5 
Melee bone greatsword +10 (2d8+10/19-20) or 
Melee tongue +10 (1d4+7 plus energy drain) 
Grp +10 
Abilities  Str 25 
Skills Climb +14, Jump +14 

Hook ñDeath wonôt stop me from raising my legion.ò 

 

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 

ÖÙËÌÙÌËɯÛÏÌɯÉÙÌÈÒɯÛÏÌɯÎÖÉÓÐÕÚɀɯÐÕÕÌÙÔÖÚÛɯÙÐÕÎɯÖÍɯËÌÍÌÕÚÌÚȭɯ

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 

ÖÕÓàɯÚÐßɯ*ÐÕÎɀÚɯ ÎÌÚɯÈÎÖȭɯ2ÐÕÊÌɯÛÏÌÕɯ3ÏÜÐÓɯÏÈÚɯÓÈÉÖÙÌËɯ

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 

Ɂ"ÈÚÛÈÞÈàɂɯÐÚɯÈÕɯÈÊØÜÐÙÌËɯÛÌÔ×ÓÈÛe that can be added to 

ÈÕàɯÜÕËÌÈËɯÏÜÔÈÕɯÛÏÈÛɯÚÌÙÝÌËɯÐÕɯ#ÈÚÒÐÕÖÙɀÚɯÈÙÔàɯ

(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 a negative level. When its negative 

levels equal its HD , the castaway is destroyed. If it 

returns, it recovers 1 negative level per day. 

Delusional (Ex): Castaways tend to presume that any 

humans they encounter are their allies, which provided a 

+8 interaction bonus  to the party. If the humans are 

accompanied by non-human allies, the castaway must 

make a DC 15 Int  check. If not successful, it will assume 

that the humans are captives of or captors of the non-

humans. 

Fear Aura (Su): Castaways generate a powerful aura of 

death and evil. Creatures within a radius of 60 feet are 

subject to the effect if they have fewer HD than the 

castaway. A potentially affected creature that succeeds on 

a Will  save (DC ƕƔɯǶɯƕɤƖɯÊÈÚÛÈÞÈàɀÚɯHD  ǶɯÊÈÚÛÈÞÈàɀÚɯCha 

ÔÖËÐÍÐÌÙȺɯÙÌÔÈÐÕÚɯÐÔÔÜÕÌɯÛÖɯÛÏÈÛɯÊÈÚÛÈÞÈàɀÚɯÈÜÙÈɯƖƘɯ

hours. On a failure, creatures with 4 or less HD become 

panicked for 4d6 rounds and those with 5 or more HD  

become shaken for 4d6 rounds. Castaways ignore the aura 

of other castaways. 

Tongues (Su): A castaway can speak and understand any 

language as the tongues spell. 

Level Adjustment:  Same as the base creature. 

History  

Some Cleansing War champions, including Daskinor, 

#ÙÌÎÖÛÏȮɯ$ÎÌÕËÖȮɯÈÕËɯ!ÖÙàÚɯȹ$ÎÌÕËÖɀÚɯÚÜÊÊÌÚÚÖÙȺȮɯ

included a minority of undead officers, usually morgs and 

wraiths. A champion would raise favorite  officers into 

unlife, officially to reward their loyalty, but actually to 

allow the champion to squeeze more service out of their 

knowledge and experience. 

Known for his ruthlessness but not for his loyalty, 

Daskinor often left his dead behind when marchi ng 

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. 

Environment:  #ÈÚÒÐÕÖÙɀÚɯÊÈÚÛÖÍÍÚɯÜÚÜÈÓÓàɯÊÖÕÛÐÕÜÌɯÛÖɯ

stake out ruined goblin cities, the location where Daski nor 

abandoned them. 

Typical Physical Characteristics:  (ÍɯÊÖÙ×ÖÙÌÈÓȮɯ#ÈÚÒÐÕÖÙɀÚɯ

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 ÔÈÛÊÏɯ#ÈÚÒÐÕÖÙɀÚȭ 

Society  

Castaways are stuck in the culture in which they lived 

their lives. No matter how many eons pass, they will 

never be able to get over the betrayal that did not allow 

them a proper burial.  

Typical Treasure  

Castaways have normal treasure for their Challenge 

Rating, mostly weapons and armor. 

Castaway Lore  

Characters with ranks in Knowledge (history)  and 

Knowledge (religion)  can learn more about castaways. 

When a character makes a successful skill check, the 

following lore is revealed,  including the information from 

lower DCs. 

Knowledge (History) 



Dark Sun 3.5 Lost Cities of the Trembling Plains 19 of 181 

DC Result 

10+C

R 

Castaways are undead humans who were part of Daskinorôs 

army. This result reveals all undead traits. 

15+C

R 

Castaways were abandoned or assigned to remain in a ruined 

goblin city for the last 2,000 years. 

 

Knowledge (Religion) 

DC Result 

10+C

R 

Castaways are human undead, usually corporeal. This result 

reveals all undead traits. 

15+C

R 

Castaways are bound to the area they were abandoned and 

irradiate a strong aura of evil and fear. 

20+C

R  

Castaways were created by Daskinor over 2,000 years ago 

after a failure or great displeasment. 

Dimlander 

3ÏÌɯÛÌÙÔɯɁ#ÐÔÓÈÕËÌÙɂɯÙÌÍÌÙÚɯÛÖɯ×ÌÙÚÖÕÚɯÍÙÖÔɯ$ÓËÈÈÙÐÊÏɯ

ÈÕËɯÍÙÖÔɯ$ÓËÈÈÙÐÊÏɀÚɯÊÓÐÌÕÛɯÝÐÓÓÈÎÌÚɯÖÕɯÛÏÌɯ#ÐÔɯ(ÚÓÈÕËÚȭɯ

Ɂ$ÓËÈÈÙÐÚÏɂɯÙÌÍÌÙÚɯÚ×ÌÊÐÍically to humans from the city of 

Eldaarich. Kurnans and Eloy often use the derogatory 

ÛÌÙÔɯɁÚÐÓÛÍÖÖÛɂɯÛÖɯÙÌÍÌÙɯÛÖɯ×ÌÙÚÖÕÚɯÞÏÖɯÏÈÝÌɯÌÚÊÈ×ÌËɯÛÏÌɯ

dim islands, kinder -hearted persons may use the term 

ɁÙÌÍÜÎÌÌȮɂɯÉÜÛɯÛÏÈÛɯÛÌÙÔɯÊÈÕɯÈÓÚÖɯÈ××ÓàɯÛÖɯÖÛÏÌÙɯ×ÌÙÚÖÕÚɯ

such as escaped Drylander slaves. 

Eldaarish Mindblade 

This frightened looking man moves his emaciated arm as if part 

of some deliberate dance move, and suddenly his hand becomes 

enveloped in a bright green glow. A blade-like land protrudes 

from his fist like a puchik. 

Eldaarish Mindblade CR 5 
Male human fighter 4/soulknife 1 
LN Medium humanoid (psionic) 
Init  +2; Senses Listen -1, Spot -1 
Languages Eldaarish 

AC 12, touch 12, flat-footed 10; Dodge, Mobility 

 (+2 Dex) 
hp 23 (5 HD) 
Fort  +2, Ref +2, Will  +3  

Speed 30 ft. (6 squares); Speed of Thought, Spring Attack 
Melee mindblade +4 (1d6) 
Base Atk +4; Grp  +4 
Power Points/Day 2: Hidden Talent Powers Known (ML 

1st): 
1stðbiofeedback 

Abilities  Str 10, Dex 14, Con 9, Int 12, Wis 8, Cha 11 
Feats Dodge, Hidden Talent (biofeedback), Mobility, Psionic 

Awareness, Speed of Thought, Spring Attack 
Skills Handle Animal +2, Knowledge (local [Eldaarich]) +1, 

Knowledge (psionics) +3, Knowledge (religion) +2, 

Literacy (picts), Sense Motive +1 
Possessions ˈ 

 

Most Eldaarish citizens that demonstrate any psionic 

ability usually flee or are executed. 

The Eldaarish mindblade presented here had the 

following ability scores before Hit Dice  ability increases: 

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

Psionic Siltfoot  

This human seems to balance himself on nothing but air while 

he striding the Silt Sea. 

Psionic Siltfoot CR 3 
Male human psychic adept 4 
N Medium humanoid (psionic) 
Init  +0; Senses Listen +1, Spot +0 
Languages Cuurnu, Eldaarish 

AC 10, touch 10, flat-footed 10; Run 

hp 14 (4 HD) 
Fort  +2, Ref +2, Will  +4 

Speed 30 ft. (6 squares) 
Melee dagger +1 (1d4-1/19-20) 
Base Atk +2; Grp  +1 
Power Points/Day 6: Psychic Adept Powers Known (ML 

4th): 
2ndðbody equilibrium 
1stðinertial armor, skate 

Abilities  Str 8, Dex 11, Con 13, Int 9, Wis 10, Cha 13 
Feats Paranoid, Run, Scribe Tattoo 
Skills Autohypnosis +5, Concentration +8, Craft (pottery) +4, 

Knowledge (psionics) +6, Listen +1, Psicraft +6, Speak 

Language (Cuurnu), Sense Motive +3, Spot +0 
Possessions bone dagger 

 

This character used his body equilibrium power to run 

across the silt to escape from Eldaarich, and may have 

helped others to escape as well. 

The psionic siltfoot presented here had the following 

ability scores before Hit Dice  ability increases: Str 8, Dex 

11, Con 13, Int  9, Wis 10, Cha 12. 

Craft Village Slave  

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 ½ 
Male human expert 1 
LN Medium humanoid  
Init  +0; Senses Listen +3, Spot +3 
Languages Cuurnu, village dialect 

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

Speed 30 ft. (6 squares) 
Melee bucket +0 (1d4) 
Base Atk +0; Grp  +0 

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

+1, Sense Motive +7, Literacy (Picts), Perform (dance) +1 
Possessions wooden 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 

Refugees are usually citizens or terrified and emaciated 

slaves who are trying to escape the Dim Lands. Even if it 

means accepting slavery in another land. Others take up 

banditry. -ÌÈÙÓàɯÏÈÓÍɯÖÍɯ*ÜÙÕɀÚɯÊÜÙÙÌÕÛɯÚÓÈÝÌɯpopulation is  

refugees from Eldaarich. Kurnans do not like or trust the 

Dimlanders . Regardless of ancestry, Kurnans generally 

treat children born in Kurn as Kurnan and give the 

children opportunities to rise above slavery, join claves, 

and become full citizens. 

Spidergrip Escape (EL 3): A deadly but surprisingly 

common escape route is climbing the underside of 

$ÓËÈÈÙÐÊÏɀÚɯÉÙÐËÎÌÚɯÛÖɯÛÏÌɯÔÈÐÕÓÈÕËȭ 

Wingfoot Escape (EL 1): A character that possesses the 

psionic power body equilibrium can run across the silt. (4 

miles from Fort Crodlu to the mainland at i ts shortest 

point).  

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 (because for centuries, the Red 

Guard have selected the tallest Kurnan males and 

effectively removed them from the gene pool).  

Humans from the city of Eldaarich were all at one time 

citizens of that city, although some may have been 

enslaved for crimes of their relatives. All Eldaarish 

persons are branded on the index and middle fingertip of 

the left hand (with the exception of Red Guards, who are 

branded on the index and middle fingertip of th e right 

hand). Eldaarish humans who have been enslaved have 

the tips of their fingers cut off, erasing their identity. 

Sometimes a citizen does this to himself, for the same 

reason. 

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 

citizens and slaves bear scars from whipping, and various 

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

craft slaves and the half-giants, are literate in Eldaarish 

picts. None of them* learned the Common tongue in the 

Dim Lands, but some of them learn it after escaping. 

                                                             

*  Normal Eldaarish citizens and Dimlander slaves do not 

learn Common, but agents of Savak often learn Common, 

in order to infiltrade the Tyr region as spies. Note: some 
persons posing as Eldaarish refugees are actually Savak 

agents, and, ironically, some former Savak agents have 

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 

of these abilities are almost unheard of in the Tyr region . 

The people of the Trembling Plains have known for some 

time about the proliferation of unarmed combat skills in 

the Dim Lands, but the upsurge in psionic refuge es is a 

new development.  

Alignment:  Dimlander alignment varies greatly, but 

because of everything they went through, almost none are 

good. 

Typical Treasure  

Most Dimlanders  are lucky enough to escape with their 

lives, and have no treasure. 

For Player Characters 

A future product, Prison State of Eldaarich, will 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 escaped, or the DM could role -

play through the escape: 

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): A character that possesses the 

psionic power body equilibrium can 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 

character makes a successful skill check, the following 

lore is revealed, including the information from lower 

DCs. 

Knowledge (local [Trembling Plains]) 

DC Result 

10 The number of refugees escaping Eldaarich has increased in 

recent years. Few of the refugees will ever laugh openly, and they 

have difficulty looking anyone in the face. They do not like 

answering questions about where they are from, but they are 

desperate to find work, food, and security, even if it means 

slavery. 

15 Refugees from the Dim Lands look helpless, but many of them 

possess unarmed fighting abilities, and growing number of them 

possess strange psionic abilities. All escaped Eldaarich, both 

citizen and slave, have words tattooed up and down their backs, 

as if someone mistook them for a piece of parchment, but most 

refugees cover these markings. Half of Kurnôs slaves are 

Dimlander refugees. 

20 The easiest way to tell an Eldaarish citizen from one of their 

slaves is to look at the personôs fingertips. Eldaarish citizens are 

branded on the fingertips of the right hand. They tend to cover 

their faces, and instinctively show their branded fingertips as a 

means of identifying themselves. 

                                                                                                  
actually become genuine refugees, because of the psionic 

ban, or for other political reasons. 
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25 The recent upsurge in psionic refugees occurred because the king 

of Eldaarich, recently ordered psionic persons imprisoned or 

killed. A small number of the Eldaarish refugees are spies, but 

not even all of the spies want to return to Eldaarich.  

Dote Mal Payne  

This handsome middle-aged man, dressed as an aristocrat, has 

an eerie, undistinguished quality that makes you feel 

uncomfortable. 

Dote Mal Payne CR 22 
Male stage I dragon wizard (defiler) 3/telepath 

3/cerebremancer 10/necromant 5/Athasian dragon 1 
NE Medium dragon (augmented humanoid, psionic) 
Init  +3; Senses darkvision 60 ft., low-light vision; Listen 

+29, Spot +29 
Languages Common, Elven, Yuan-ti; speak with dead, 

tongues 

AC 14, touch 14, flat-footed 13 
 (+1 Dex, +3 deflection)  
hp 125 (22 HD) 

Immune fear, sleep and paralysis 
Fort  +11, Ref +7, Will +23 

Speed 30 ft. (6 squares) 
Melee mwk dagger +12 (1d4+1/19-20) 
Base Atk +10; Grp +11 
Atk Options all-out attack I, Burrowing Power, Quicken 

Power 

Special Actions dragon magic, Grey casting 
Combat Gear 2 scrolls of desecrate (CL 3rd), wand of 

animate dead (CL 10th, 30 charges) 

Epic Spells/Day 2; Epic Spells Known (CL 18th): 
defiler metamorphosis I, mummy dust, ruin (DC 26) 
Wizard Spells Prepared (CL 18th): 
9thðgray rift, meteor swarm (DC 25) 
8thðcreate greater undead, open the gray gate, protection 

from time 
7thðgray beckoning, spell turning, unliving identity 
6thðbraxatskin, chain lightning (DC 22), create undead, 

disintegrate (DC 22), sands of time 
5thðcerulean hail (DC 21), cone of cold (DC 21), 

permanency, persistent image (DC 21), teleport 
4thðclaws of the tembo, dimensional anchor, greater 

invisibility, ice storm, lesser globe of invulnerability 

3rdðarcane sight, dispel magic, fireball (DC 19), lightning 
bolt (DC 19), protection from energy 

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

1stðdetect undead, identify, mage armor, magic missile, 
protection from good, shield 

0ðacid splash, detect magic, disrupt undead, read magic 

Spell-like Abilities  (CL 5th): 
1/dayðanimate dead 
Power Points/Day 186; Psion Powers Known (ML 13th): 
7thðmindflame 
6thðbreath of the black dragon (DC 22), mind switch (DC 

22)*, psionic overland flight 
5thðmindprobe (DC 21), psionic major creation, psionic 

plane shift, psychic crush (DC 21) 
4thðempathic feedback, hallucination (DC 20)*, psionic 

dominate (DC 20)*, psychic reformation 
3rdðbody adjustment, energy bolt (DC 19)*, false sensory 

input (DC 19), telekinetic force 
2ndðpsionic levitate, hush (DC 18), psionic suggestion (DC 

18), read thoughts (DC 18) 
1stðdisable (DC 17)*, know location and direction, 

mindlink, mind thrust (DC 17)*, psionic charm (DC 17)* 
*The save DCs for these powers might increase with the use 

of augments 

Abilities  Str 13, Dex 12, Con 17, Int 23, Wis 18, Cha 19 
SQ ageless, dragon traits, gravespeaker, summon familiar, 

undead presence 
Epic Feats Epic Spellcasting 
Feats Burrowing Power, Craft Arms and Armor, Craft 

Construct, Craft Wondrous Item, Great Fortitude, Iron 
Will , Maximize Spell, Quicken Power, Quicken Spell 

Skills Concentration +28, Diplomacy +29, Knowledge 

(arcana) +31, Knowledge (nature) +18, Knowledge 
(psionics) +31, Knowledge (religion) +10, Knowledge (the 
planes) +15, Psicraft +29, Spellcraft +31 

Possessions combat gear plus corpse stone, robe of 
protection +3, masterwork bronze dagger. Payne's wand is 
the jawless skull of a Gulg shaman who made the error of 
crossing King Kalak. 

Spellbook (scarring patterns) spells prepared plus 0ðall 

Gravespeaker (Su) Dot Mal Payne receives a +2 bonus to 
Bluff , Diplomacy and Sense Motive checks when 
conversing with intelligent undead. Appendix I 

Hook ñNothing beautiful lastséò 

 

While mothers throughout the Tyr region tell stories 

ÈÉÖÜÛɯɁ,ÈÓÔÈÖɂɯÛÖɯÍÙÐÎÏÛÌÕɯÛÏÌÐÙɯÊÏÐÓËÙÌÕȮɯÔÈÕàɯ×ÌÖ×ÓÌɯ

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.  

3ÏÌɯÚÓÈÝÌÙÚɯÚÛÙÜÊÒɯÚÞÐÍÛÓàȮɯØÜÐÊÒÓàɯÖÝÌÙÊÖÔÐÕÎɯÛÏÌɯÝÐÓÓÈÎÌɀÚɯ

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 wish they could have 

died, the man in the black cassock reached through the 

thorns of a nearby bush. A stem snapped, and the man 

removed a surprisingly lovely flower. He lifted the flower to 

smell it, and gazed towards the sunset. The setting sun lit a 

thoughtful expression on his face, until 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 beneath his hand, one of the 

beaten men heard him mutter sadly, "Nothing beautiful 

ÓÈÚÛÚȭɂ 

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 

Sssythril of House Tsalaxa 

Kenku Assassin, of House Tsalaxa 

Densis, Bandit chief of Spoil (controlled through psionic 

dominate). 

Bandits of Spoil 

History  

#ÌÚ×ÐÛÌɯ#ÖÛÌɯ,ÈÓɯ/ÈàÕÌɀÚɯÈÙÐÚÛÖÊÙÈÛÐÊɯÉÌÈÙÐÕÎȮɯÏÌɯÊÈÔÌɯ

ÐÕÛÖɯÓÐÍÌɯÈÚɯÈɯÊÖÔÔÖÕÌÙɀÚɯÖÙ×ÏÈÕȭɯ2ÐÕÊÌɯ#ÖÛÌɯÞÈÚɯ

attractive even as a child, the templars sold him as a 

plaything to a depraved noble. His master would often 

wake him in the middle of the night to amuse himself or 

other noble friends, always threatening to kill Dote 

should he embarrass his master or fail to cooperate. Dote 

became obsessively afraid of death. 

Dote used the resources available to him to teach himself 

ÛÖɯÙÌÈËɯÈÕËɯÛÖɯÊÈÙÙàɯÏÐÔÚÌÓÍɯÈÚɯÈɯÕÖÉÓÌȭɯ(ÕɯÏÐÚɯÔÈÚÛÌÙÚɀɯ

library, Dote read speculations that the sorcerer-kings 

were immortal because they somehow combined 

wizardly magic with psionics. Listening in on the psionic 

ÛÙÈÐÕÐÕÎɯÖÍɯÏÐÚɯÔÈÚÛÌÙÚɀɯÊÏÐÓËÙÌÕȮɯ#ÖÛÌɯtaught himself the 

rudiments of Tarandan psionics, but kept these abilities 

secret for decades. 

As an adolescent, Dote seized on an opportunity to 

advance his status, planting evidence that allowed 

ÛÌÔ×ÓÈÙÚɯÛÖɯÊÖÕÍÐÚÊÈÛÌɯÏÐÚɯÔÈÚÛÌÙÚɀɯÌÚÛÈÛÌȮɯÐÕɯÌßÊÏÈÕÎÌɯÍÖr 

Èɯ×ÙÖÔÐÚÌɯÛÖɯÛÙÈÐÕɯÏÐÔɯÈÚɯÖÕÌɯÖÍɯ*ÐÕÎɯ*ÈÓÈÒɀÚɯËÌÍÐÓÌÙÚȭɯ

Disliking the treacherous pretentious slave that had 

assisted their schemes, the templars betrayed Dote 

cruelly. They fulfilled the promise to the letter, turning 

Dote over to the Arena necromancers for training. True, 

the necromancers wore the same black cassock that other 

defilers and templars wore. However,  in the Tyrian social 

ÏÐÌÙÈÙÊÏàȮɯɁÈÙÌÕÈɯÕÌÊÙÖÔÈÕÊÌÙɂɯÞÈÚɯÈÊÛÜÈÓÓàɯÈɯÚÛÌ×ɯËÖÞÕɯ

ÍÙÖÔɯÕÖÉÓÌɀÚɯÊÈÛÈÔÐÛÌȭɯ3ÏÌɯÉÓÈÊÒɯÊÈÚÚÖÊÒɯÏÐËɯÛÏÌɯÚÛÈÐÕÚɯÖÍɯ

blood and gore well enough, but necromancers smelled of 

dead flesh and all Tyrians shunned them. 

In exchange for a few weekly lessons, Dote spent his 

nights cleaning dead carcasses from the arena sands. Dote 

ÉÖÙÌɯÛÏÌɯÏÜÔÐÓÐÈÛÐÖÕɯÚÛÖÐÊÈÓÓàȮɯÈÕËɯËÌÚ×ÐÛÌɯÏÐÚɯ×ÌÌÙÚɀ 

mockery, continued to speak and carry himself as an 

aristocrat. 

#ÖÛÌɀÚɯÈÉÐÓÐÛàɯÛÖɯÓÌÈÙÕɯØÜÐÊÒÓàȮɯÈÕËɯÏÐÚɯÜÕÍÓÈÎÎÐÕÎɯ

politeness, kept him alive, and eventually gained him 

ÈÓÓÐÌÚɯÐÕɯÚÛÙÈÕÎÌɯ×ÓÈÊÌÚȭɯ#ÖÛÌɀÚɯÔÈÚÛÌÙɯÚÌÊÙÌÛÓàɯÚÌÙÝÌËɯÈɯ

ÛɀÓÐáɯÉÌÕÌÈÛÏɯÛÏÌɯÊÐÛàȭɯ3ÏÌ ÛɀÓÐáɯÛÖÖÒɯÈɯÚÛÙÈÕÎÌɯÓÐÒÐÕÎɯÛÖɯ

Dote, who better than anyone else, managed to swallow 

his horror and treat her as if she was a beautiful living 

woman. She saw through the flattery, but it amused her. 

She gave Dote training and knowledge that no one else 

could or would provide. Dote became her eyes and ears in 

Tyr.  

6ÈÙɯÊÈÔÌɯÛÖɯ3àÙȮɯÈÕËɯɁ#ÖÛÌɯ,ÈÓɯ/ÈàÕÌɂɯȹÈÚɯÏÌɯÕÖÞɯ

ÚÛàÓÌËɯÏÐÔÚÌÓÍȺɯÊÈÔÌɯÛÖɯ*ÈÓÈÒɀÚɯÈÛÛÌÕÛÐÖÕɯÈÚɯÈÕɯÖÙÎÈÕÐáÌÙȭɯ

Undead war beetles needed building, and craftsmen and 

defilers actually wanted to work w ith Payne. His teams 

worked more quickly, produced in quality, so he rose to 

prominence, teaching the defiling arts to students as 

notable as Timor, who became senior templar after 

Tithian ascended the throne. He also gained access to the 

Royal Tyrian Libr ÈÙàȮɯÈÕËɯÈËÖ×ÛÌËɯÏÐÚɯÍÖÙÔÌÙɯÔÈÚÛÌÙÚɀɯ

aristocratic lifestyle, purchasing the estate where he had 

spent his adolescence. During the frenzied building of 

*ÈÓÈÒɀÚɯáÐÎÎÜÙÈÛȮɯÏÌɯÉÌÊÈÔÌɯÕÖÛÖÙÐÖÜÚɯÞÏÌÕɯÏÌɯÍÖÙÔÌËɯÈɯ

ɁÕÐÎÏÛɯÚÏÐÍÛɂɯÖÍɯËÌÈËɯÈÕÐÔÈÛÌËɯÚÓÈÝÌɯÓÈÉÖÙȭɯ'ÌɯÎÈÐned the 

ÕÐÊÒÕÈÔÌɯɁ,ÈÓÔÈÖȭɂ 

Despite his intimate association with undead since 

adolescence, Payne rejected undeath as a means to 

achieve his own immortality. As age began to creep on 

him, he sought means of prolonging his life. When Kalak 

died, Payne used the opportunities of chaos to steal 

ÊÌÙÛÈÐÕɯÛÌßÛÚɯÍÙÖÔɯÛÏÌɯÚÌÈÓÌËɯÖÍÍɯ×ÖÙÛÐÖÕɯÖÍɯ*ÈÓÈÒɀÚɯÓÐÉÙÈÙàȭɯ

 ÍÛÌÙɯÏÐÚɯ3ɀÓÐáɯÔÐÚÛÙÌÚÚɯÏÌÓ×ÌËɯÏÐÔɯÛÖɯËÌÊÐ×ÏÌÙɯÛÏÌɯÈÕÊÐÌÕÛɯ

texts, he rapidly accreted power. Leaving Tyr, he sold his 

skills out as a mercenary for a time, working for a number 

of employers and gathering the resources he needed for 

the dragon transformation.  

Payne opted for the draconic transformation because it 

frightened him less than undeath. He never intended to 

progress beyond the first stage, the bare minimum to 

stave off aging. Until the dragon transformation, he had 

no lust for power other than what he needed to live in 

comfort, safety, and dignity. While Payne remains the 

least ambitious of dragons, the transformation has 

awakened in him ambitions and h ungers that he never 

felt before. The feelings revolt him.  

Dote Mal Payne has always hated to be woken up for any 

reason, and even before his dragon transformation, was 

been known to fly into a rage and kill those who wake 

him, regardless of the reason. Since the transformation, 

his rages after being unnaturally woken up have become 

even more uncontrollable and deadly. His servants, living 

and undead alike, take great care to ensure that Dote Mal 

Payne sleeps until he wakes up naturally. 

Other than those first few minutes after being woken up, 

or unless someone is suicidal enough to soil or damage 

/ÈàÕÌɀÚɯ×ÙÐÚÛÐÕÌɯÈÙÐÚÛÖÊÙÈÛÐÊɯÊÓÖÛÏÌÚȮɯ/ÈàÕÌɯÙÌÔÈÐÕÚɯ

unnaturally calm and polite in demeanor, impossible to 

agitate, and apologetic to those who he finds necessary to 

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

that hold a grudge against him, lest they endanger his 

well -being. He has a keen eye for detail, and offers skilled 

compliments for beauty and good work of any kind. His 

polite and disarming beari ng causes many that interact 

with him to forget his deadly ruthlessness.  

Now based in the Glowing Desert, Dote controls the 

Bandit State of Spoil though the bandit chief Densis, 

ÞÏÖÔɯÏÌɯÏÈÚɯÔÌÕÛÈÓÓàɯËÖÔÐÕÈÛÌËȭɯ#ÖÛÌɀÚɯÔÐÕÐÖÕÚɯÈÙÌɯ

building a new obsidian zig gurat to focus the mighty 

arcane energies of the spell in the Troll Grave Chasm. 

3ÞÖɯÖÍɯ#ÖÛÌɀÚɯÔÖÙÎÚɯÈÕËɯÈɯËÖáÌÕɯ ÛÏÈÚÐÈÕɯÞÙÈÐÛÏÚɯÎÜÈÙËɯ

the ziggurat from the beasts of the chasm and to control 

the slaves that the bandits and his agents in House 
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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 

ÔÌÛÈÔÖÙ×ÏÖÚÐÚɯȹɁÑÜÚÛɯÐÕɯÊÈÚÌɂɯÏÌɯÚÏÖÜÓËɯÕÌÌËɯÛÏÌɯÌßÛÙÈɯ

power against Hamanu, Dote tells himself.). I f Hamanu 

ËÖÌÚɯÓÌÈÙÕɯÖÍɯ#ÖÛÌɀÚɯÓÖÊÈÛÐÖÕȮɯ#ÖÛÌɯÞÈÕÛÚɯÛÖɯÉÌɯÙÌÈËàɯÛÖɯ

move to the next stage. Perhaps then, he could finally live 

in peace. Or so he keeps telling himself. As his dragon 

instincts manifest more, his need for power will grow, but 

ÍÖÙɯÕÖÞȮɯ#ÖÛÌɀÚ main conscious concern 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 a successful skill check, 

the following lore is revealed, including the information 

from lower DCs. 

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

DC Result 

15 Back in Kalakôs time, royal defilers also used to wear the black 

cassock. 

28 This man is Dote Mal Payne, Kalakôs notorious necromancer. He 

has not appeared in Tyr since Free Year 2. 

29 After Kalak died, Dote plundered the Kingôs library in the 

Golden Tower, carrying away several precious ancient texts. He 

attempted to steal Kalakôs body. 

Drylanders 

Kurnans and people of the Trembling Plains refer to 

people from the Tyr region ÈÚɯɁ#ÙàÓÈÕËÌÙÚȭɂ 

Escaped Field Slave  

A ragged, dirty-looking human walks slowly towards you. He 

seems to be almost collapsing from thirst and hunger. 

Escaped Field Slave CR 2 
Male human commoner 3 

LN Medium humanoid 
Init  +0; Senses Listen +1, Spot +1 
Languages Common 

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

Speed 30 ft. (6 squares); Run 
Melee club +2 (1d6+1) 
Base Atk +1; Grp  +2 
Special Actions Teamwork 

Abilities  Str 12, Dex 11, Con 12, Int 8, Wis 9, Cha 9 
Feats Endurance, Run, Teamwork 
Skills Climb +3, Handle Animal +1, Jump +3, Listen +1, 

Spot +1, Use Rope +2 
Possessions ˈ 

 

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. 

Strategies and Tactics  

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

dÖÕɀÛɯÚÛÈÕËɯÈɯÊÏÈÕÊÌɯÈÎÈÐÕÚÛɯÔÖÚÛɯÌÕÌÔÐÌÚȭ 

Raamin Thumper 

This powerful half-giant wields a massive maul, but carries a 

hesitant look on his face, as if waiting for someone to come by 

and order him to do something. 

Raamin Thumper CR 10 
Male half-giant barbarian 1/fighter 6 
L? Large humanoid 
Init  +0; Senses darkvision 60 ft.; Listen +1, Spot +1 
Languages Common 

AC 19, touch 9, flat-footed 19 
 (-1 size, +2 natural, +8 armor) 
hp 84 (9 HD) 
Fort  +13, Ref +2, Will  +1 

Speed 30 ft. (6 squares) 
Melee mwk maul +15/+10 (3d6+12/x2) 
Base Atk +7; Grp  +18 

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

Combat Gear 2 fruit-potions of cure moderate wounds 

Abilities  Str 25, Dex 11, Con 18, Int 6, Wis 8, Cha 4 
SQ fast movement 
Feats Cleave, Exotic Weapon (mekillot sap), Endurance, 

Improved Overrun, Power Attack, Weapon Focus (maul), 

Weapon Specialization (maul) 
Skills Climb +3, Intimidate +0 (+4 Medium/ +8 Small), Jump 

+9, Listen +1, Spot +1 
Possessions Large braxat chitin full plate, Large masterwork 

maul 

When raging a Raamin thumper has the following statistics 
AC 17, touch 7, flat-footed 17 
hp 102 (9 HD) 

Fort  +15, Will +3 
Melee mwk maul +17/+12 (3d6+14/x2) 
Grp +20 
Abilities  Str 27, Con 20 
Skills Climb +5, Jump +11 

Hook ñYou not the boss.ò 

 

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 

ȹÒÕÖÞÕɯÈÚɯɁ3ÏÜÔ×ÌÙÚɂɯÞÐÛÏÐÕɯÛÏÌɯ,ÈÕÚÈÉËÈÙȺɯÓÌÍÛɯ1ÈÈÔɯ

in mass when it was no longer clear who was in charge. 

Thumpers follow orders and do not ask questions, so long 

as it is  clear who is in charge. Slavers often use them to 

quell rebellion. They all answer to the name of 

Ɂ3ÏÜÔ×ÌÙȮɂɯÚÐÕÊÌɯÕÖɯÖÕÌɯÌÝÌÙɯÉÖÛÏÌÙÌËɯÛÖɯÕÈÔÌɯÛÏÌÔɯ

anything else. 

The Raamin thumper presented here had the following 

ability scores before racial adjustments and Hit Dice  

ability score increases: Str 15, Dex 13, Con 14, Int  10, Wis 

12, Cha 8. 

Strategies and Tactics  

In battle, a Raamin thumper uses his Improved Overrun  

and Power Attack  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 broad-shouldered mul looks at you as if you were a worm. 

As he flexes his muscles, his exquisite color tattoos seem to 

dance between his scars.  

Nibenese Gladiator CR 8 
Male mul gladiator 5/fighter 2 
NE Medium humanoid (dwarf) 
Init  +2; Senses darkvision 30 ft.; Listen +1, Spot +1 
Languages Common 

AC 16, touch 12, flat-footed 16 
 (+2 Dex, +4 armor) 

hp 57 (7 HD); DR 1/- non-lethal 
Resist improved uncanny dodge, extended activity, tireless 

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

Fort  +13, Ref +2, Will  +1 

Speed 30 ft. (6 squares) 
Melee mwk forearm axe +12/+7 (1d8+5/x3) and mwk 

forearm axe +12 (1d8+2/x3) 
Base Atk +6; Grp  +13 
Atk Options Combat Expertise, Improved Feint, no mercy 

Abilities  Str 19, Dex 14, Con 15, Int 10, Wis 13, Cha 6 
SQ armor optimization (chitin armor), insightful feint +2, 

mercy 
Feats Combat Expertise, Improved FeintB, Improved 

Unarmed Strike, Exotic Weapon Proficiency (double-
tipped spear)B, Two Weapon Fighting 

Skills Balance +8, Bluff  +11 (+15 in melee), Climb +10, 
Intimidate +6, Jump +12, Listen +1, Perform (acting) +5, 
Sense Motive +12 (+16 in melee), Spot +1, Tumble +11 

Possessions masterwork kank chitin armor, 2 masterwork 
bronze forearm axes, masterwork double-tipped 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, Cha 8. 

Strategies and Tactics  

These hardened warriors 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 geared, muscular human sports several tattoos 

depicting freedom and the Free City. He obviously went 

through and won several battles. 

Tyrian Mercenary  CR 4 
Male human fighter 4 
N Medium humanoid 
Init  +6; Senses Listen +3, Spot +3 

Languages Common 

AC 18, touch 12, flat-footed 14 

 (+2 Dex, +6 armor) 
hp 30 (4 HD) 
Fort  +5, Ref +3, Will  +2 

Speed 20 ft. (4 squares) 
Melee mwk alhulak +8 (1d6+4/x3) or 
Melee slodak +6 (1d6+2/19-20/x2) or 
Ranged javelin +6 (1d6+2) 

Base Atk +4; Grp  +6 
Atk Options Cleave, Freedom, Power Attack 
Special Actions Freedom 

Abilities  Str 14, Dex 14, Con 13, Int 13, Wis 14, Cha 10 
Feats Cleave, Freedom, Improved Initiative, Power Attack, 

Weapon Focus (alhulak), Weapon Specialization (alhulak) 
Skills Climb +4, Intimidate +3, Jump +4, Knowledge 

(warcraft) +4, Listen +3, Ride +7, Spot +3 
Possessions masterwork mekillot breastplate, light wooden 

shield, masterwork alhulak, slodak, 2 javelins 

 

These veterans of 3àÙɀÚɯÞÈÙɯÞÐÛÏɯ4ÙÐÒɯÏÈÝÌɯÉÌÊÖÔÌɯ

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 -

ÌÚÛÈÉÓÐÚÏÌËɯÛÙÈËÌɯÈÍÛÌÙɯ*ÐÕÎɀÚɯ ÎÌÚɯÖÍɯÙÌÓÈÛÐÝÌɯÐÚÖÓÈÛÐÖÕȭɯ

Some in the Tyr region refer to Kurn and Eldaarich as the 

Ɂ+ÖÚÛɯ"ÐÛÐÌÚȭɂɯMany drylanders in the 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 
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opportunities and baffling restrictions. Of course, those 

who most enjoy Kurn rarely leave the city.  

Society  

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

State of Draj are important trade partners to the Lost 

Cities and to the Trembling Plains, and are detailed in the 

supplement City -State of Draj. Fort Ral lies a few miles 

south of the southeastern edge of the Trembling Plains. 

This remarkable fortified pyramid marks the northward 

ÉÖÜÕËÈÙàɯÖÍɯ#ÙÈÑɀÚɯËÖÔÐÕÐÖÕȭɯ(ÙÖÕÐÊÈÓÓàȮɯ3ÌÊÛÜÒÛÐÛÓÈàɯ

originally established Fort Ral to prevent trade between 

Draj and the northern cities, and now it has turned into a 

critical stop along the trade route. Fort Ral trades Ket 

ÎÙÈÐÕɯÛÖɯÖÉÛÈÐÕɯÏÌÙËÌÙÚɀɯÈÕÐÔÈÓÚɯÍÖÙɯÚÓÈÜÎÏÛÌÙȭɯ áÌÛÏɯ

caravans rarely stop at Fort Ral on the way to Ket, because 

×ÙÐÊÌÚɯÈÙÌɯÏÐÎÏȰɯ*ÌÛɯÚÜ××ÓÐÌÚɯÈÓÓɯÖÍɯ1ÈÓɀÚɯÎÙÈÐÕɯÈÕËɯÔÜÊÏɯÖÍɯ

its water. 

Dwarf, Moratuc  

Moratuc Priest 

This dwarf wears an ash stripe on his forehead, and a serene 

smileɭàÖÜɀÝÌɯÕÌÝÌÙɯÚÌÌÕɯÈɯËÞÈÙÍɯÚÔÐÓÌɯÓÐÒÌɯÛÏÈÛȭ 

Moratuc Priest CR 3 
Male dwarf expert 1/cleric 1/fighter 1 
N Medium humanoid (dwarf) 
Init  +2; Senses darkvision 60 ft.; Listen +1, Spot +1 

Languages Moratuc 

AC 14, touch 12, flat-footed 12 
 (+2 Dex, +2 armor) 
hp 16 (3 HD) 
Resist stability (+4 against bull rush and trip); acid 1, fire 2 
Immune aging effects 
Fort  +5, Ref +2, Will  +5; +2 against spells, spell-like effects 

and poison 

Speed 20 ft. (4 squares) 
Melee mwk carrikal +4 (1d8+2/x3) 
Base Atk +1; Grp  +3 
Special Actions spontaneous casting (cure spells), Teamwork 
Cleric Spells Prepared (CL 1st): 
1stðmagic stoneD, obscuring mist, sanctuary (DC 12) 

0ðdetect magic, mending, resistance 
D: Domain spell. Element: Earth. Domains: Dance of Decay, 
Mountainôs Fury 

Abilities  Str 15, Dex 14, Con 12, Int 13, Wis 12, Cha 6 
SQ dwarven focus, no armor check penalties and 

encumbrance penalties to Climb checks as long as both 
hands are free 

Feats Ash Priest, Endurance, Teamwork 
Skills Climb +4, Concentration +4, Craft (weaponsmithing) 

+6, Diplomacy +1, Handle Animal +1, Heal +4, 
Knowledge (history) +4, Knowledge (religion) +4, Listen 
+1, Profession (miner) +6, Spellcraft +4, Spot +1 

Possessions masterwork carrikal, kip leather armor 

 

Cheerful and nonconfrontational, this Moratuc dwarf 

ÉÌÓÐÌÝÌÚɯÏÐÔÚÌÓÍɯÛÖɯÉÌɯÈɯ×ÙÐÌÚÛɯÖÍɯɁÌÓÌÔÌÕÛÈÓɯÈÚÏȮɂɯÈÕËɯÐÍɯ

anyone tries to persuade him otherwise, he will just look 

at her blankly until she changes the subject. 

The Moratuc priest presented here had the following 

ability scores before racial adjustments: Str 15, Dex 14, 

Con 10, Int  13, Wis 12, Cha 8. 

Strategies and Tactics  

The Moratuc priest tries to avoid combat as much as 

possible, relying on spells such obscuring mist and 

sanctuary to get himself out of trouble.  

History  

The Moratuc may be the only tight -knit society of 

Athasian dwarves that has completely forgotten their 

history, which may account for why the Moratuc are more 

cheerful. Ancient lost and forgotten writings in ear ly 

Moratuc ruins in the Charvass peninsula may reveal that 

two thousand years ago, the ancestors of the Moratuc left 

Hogalay to reinforce a dwarven city in the Charvass 

×ÌÕÐÕÚÜÓÈɯÈÎÈÐÕÚÛɯ$ÎÌÕËÖɀÚɯÐÔ×ÌÕËÐÕÎɯÈÛÛÈÊÒȭɯ

Unfortunately, they arrived too late.  

Language: 3ÏÌɯ,ÖÙÈÛÜÊɯÚ×ÌÈÒɯÖÕÓàɯɁ,ÖÙÈÛÜÊȮɂɯÛÏÌÐÙɯÖÞÕɯ

dialect of dwarvish. They can barely communicate with 

other Athasian dwarves, and they are illiterate. Until 

Trenbull found them, learned their language, and 

connected them to the trade network of the Tyr r egion 

and the Trembling Plains, the Moratuc were isolated from 

the world.  

Relations:  As far as Athasian dwarves are concerned, the 

Moratuc are an unusually cheerful bunch. The Moratuc 

caravaners all wear an ash stripe on their foreheads. 

Dwarves of the Tyr  region can understand Moratuc with 

60% accuracy, although there will be amusing 

misunderstandings since some dwarven words mean 

something strikingly different in Moratuc.  

Charvass and the Road of Fire are not part of the 

Trembling Plains region, but the A sh dwarves known as 

the Moratuc, and their human ally Trenbull have become 

important trading partners to House Azeth. The Moratuc 

now supply nearly all obsidian that is imported to Kurn 

and Eldaarich. Lightly dÌÚÊÙÐÉÌËɯÐÕɯ#ÙÈÎÖÕɀÚɯ"ÙÖÞÕȮɯÛÏÌɯ

mountainous Charvass peninsula juts out to the 

southwest, leading to a volcanic archipelago known as the 

Ɂ1ÖÈËɯÖÍɯ%ÐÙÌȭɂɯ3ÏÌɯ,ÖÙÈÛÜÊɯËÞÈÙÝÌÚɯÔÐÕÌɯÍÖÙɯÖÉÚÐËÐÈÕȮɯ

ÞÏÐÊÏɯ'ÖÜÚÌɯ,ɀÒÌɯÚÌÓÓÚɯÛÖɯ'ÖÜÚÌɯ áÌÛÏɯÈÛɯ áÌÛÏɀÚɯ1ÌÚÛȮɯ

and transports southward to Draj. The Moratuc also 

carefully trade with beasthead giants who visit them from 

the Road of Fire, mostly trading obsidian blades and 

ÎÖÖËÚɯÍÙÖÔɯ*ÜÙÕɯÈÕËɯ#ÙÈÑɯÐÕɯÌßÊÏÈÕÎÌɯÍÖÙɯÎÐÈÕÛɀÚɯÏÈÐÙȮɯÈÕɯ

even more valuable commodity than obsidian.  

Sample Encounter  

Moratuc Obsidian Wagon (EL 17) : Ɂ4ÏÙÕÐÜÚȮɂɯ×ÓÜÚɯƘËƚɯ

Moratuc dwarves. This caravan does not travel all the 

way to Fort Ral, but heads to the Charvass peninsula, the 

home of the Moratuc, and its obsidian mines. Uhrnius, 

aka Trenbull, uses his considerable ranger skills to erase 

the tracks. The dwarves push handcarts full of crafted 

ÖÉÚÐËÐÈÕɯÈÕËɯÎÐÈÕÛɀÚɯÏÈÐÙɯÙÖ×ÌɯÕÖÙÛÏȭɯ.ÕɯÛÏÌɯÙÌÛÜÙÕɯÛÙÐ×Ȯɯ

they bundle their purchased goods ɬ mostly Kurnan bone 
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tools, but some Tyrian iron tools, and some copper and 

precious metals, onto inixes that they purÊÏÈÚÌɯÐÕɯ áÌÛÏɀÚɯ

Rest. They eat the inix on return to Charvass. Trenbull 

believes that this strategy of arriving on foot and 

departing mounted keeps people from thinking of them 

as a regular trade caravan. The dwarves refuse to show 

their wares to anyone other than House Azeth agents, 

who help to keep the Moratuc secret. The Moratuc are an 

unusually cheerful bunch, for dwarves. This small 

ÊÈÙÈÝÈÕɯËÖÌÚɯÕÖÛɯÍÓàɯÛÏÌɯ'ÖÜÚÌɯ,ɀÒÌɯÊÖÓÖÙÚȮɯÕÖÙɯËÖÌÚɯ

Trenbull advertise his association with that house, or 

share his naÔÌȮɯ3ÙÌÕÉÜÓÓɯ ÓÓÙÈÈÔɀÒÌȭɯ3ÙÌÕÉÜÓÓɯÏÈÚɯ

ÈËÖ×ÛÌËɯÛÏÌɯ,ÖÙÈÛÜÊɀÚɯ×ÌÊÜÓÐÈÙɯÙÌÓÐÎÐÖÕȮɯÏÈÚɯÚÏÈÝÌËɯÏÐÚɯ

head and wears the ash stripe. He has also accepted the 

name that the Moratuc gave him: Uhrnius  and he now 

goes by that name exclusively except when dealing with 

ÏÐÚɯÜÕÊÓÌɯÈÕËɯÐÕɯÏÐÚɯÙÌÊÌÕÛɯÓÌÛÛÌÙÚɯÛÖɯÏÐÚɯ'ÖÜÚÌɯ,ɀÒÌɯ

superiors. 

Creatures and Allies 

3ÙÌÕÉÜÓÓɯȹ4ÏÙÕÐÜÚȺȭɯ2ÌÌɯɁ,ÌÙÊÏÈÕÛȭɂ 

Trenbull and the Moratuc have made each other prosper, 

but the relationship goes beyond any business 

partnership. Because of his unique relationship with the 

,ÖÙÈÛÜÊȮɯ3ÙÌÕÉÜÓÓɯÏÈÚɯÕÖɯÖÛÏÌÙɯ,ɀÒÌɯÈÎÌÕÛÚɯÛÏÈÛɯÚÛÈàɯÞÐÛÏɯ

him, although kreen visit at least one per year, and will 

ÈÚÚÐÚÛɯÞÐÛÏɯÛÏÌɯÙÖÈËɯ×ÙÖÑÌÊÛȭɯ,ɀÒÌɯÐÚɯÚ×ÙÌÈËɯÝÌÙàɯÛÏÐÕɯ

because of the political situation in Raam, so when 

Trenbull says that he can manage the operation with the 

Moratuc alone, they do not second-guess him. 

History  

Environment:   ÕàÞÏÌÙÌɯÉÌÛÞÌÌÕɯ"ÏÈÙÝÈÚÚɯÈÕËɯ áÌÛÏɀÚɯ

Rest. 

Typical Physical Characteristics:  Gear will be mostly 

obsidian weapons. A grey ash stripe on the forehead. 

Alignment:  The Moratuc are ferociously loyal to each 

other and (despite their outwardly friendly demeanor) 

ÚÜÚ×ÐÊÐÖÜÚɯÖÍɯÖÜÛÚÐËÌÙÚȭɯ'ÖÞÌÝÌÙȮɯÈÚɯ3ÙÌÕÉÜÓÓɀÚɯÌßÈÔ×ÓÌɯ

shows, this suspicion can be overcome. 

Typical Treasure  

Ash dwarves carry normal trea sure for their Challenge 

Rating, usually in the form of obsidian items.  

Moratuc Lore  

Characters with ranks in Knowledge (local [Trembling 

Plains]) can learn more about Dimlanders. When a 

character makes a successful skill check, the following 

lore is revealed, including the information from lower 

DCs. 

Knowledge (local [Trembling Plains]) 

DC Result 

10 This is a Moratuc tribe dwarf; also know as an ash dwarf. 

15 The Moratuc are more joyful than regular dwarves are and most 

worship the element of ñAshò. 

20 The Moratuc have joined themselves with House Môke. 

Egendo of Carsys  

A silver-haired man stands before you, powerfully built, his 

ornate stone-textured armor that you find difficult to 

distinguish from the grey skin of his enlarged left forearm. 

Aside from that deformity, and from the dagger-like talons of his 

left hand, he appears human. His eyes bear the burden of both 

guilt and resolve, and his stare makes your heart grow cold. 

Egendo of Carsys CR 27 
Male human wizard (defiler) 5/telepath 3/cerebremancer 10/ 

leech 3 
LE Medium humanoid (psionic) 
Init  +1; Senses low-light vision, darkvision 60 ft.; Spot +15, 

Listen +15 
Aura  tainted (15 ft.) 
Languages Carsys, Dwarven, Remaan; psionic tongues 

AC 19, touch 11, flat-footed 18; danger sense 

 (+1 Dex, +2 natural, +6 armor)  

hp 168 (21HD); regeneration 10; DR 10/epic 
Immune disease, poison, stunning, sleep, paralysis, death 

effects, disintegration, energy drain, ability drain and 
damage, polymorphing, petrification 

PR 32; SR 32 

Fort  +12, Ref +7, Will +27 

Speed 30 ft. (6 squares) 
Melee claw +16/+11 (1d4+6) 
Base Atk +10; Grp +16 
Atk Options Empower Power, Improved Cannibalization, 

Overchannel, Quicken Power 
Special Actions cannibalizing raze, Efficient Raze, energy 

storing, spontaneous casting (signature spells) 

Epic Spells/Day 2; Epic Spells Known (CL 18th): 
eclipse, spell worm (DC 30) 
Wizard Spells Prepared (CL 18th; 15% arcane spell failure 

chance): 
9thˈdsijunction, wail of the banshee (DC 29), wish 
8thˈhorrid wilting (DC 28), maximized cone of cold (DC 

25), mass charm monster (DC 28), mind blank 
7thˈquickened fireball (DC 23), mass hold person (DC 27), 

greater teleport, statue 

6thˈantimagic field, circle of death (DC 26), mislead (DC 
26), transformation, greater dispel magic, maximized 
fireball (DC 23) 
5thˈbaleful polymorph (DC 25), cone of cold (DC 25) , 

permanency, passwall, transmute mud to rock, transmute 
rock to mud 
4thˈblack tentacles, charm monster (DC 24), scrying (DC 

24), lesser globe of invulnerability, stone shape, wall of fire 

(DC 24) 
3rdˈblink, dispel magic, fireball (DC 23), haste, hold person 

(DC 23), protection from energy 
2ndˈblur, bullôs strength, darkness (x2), spider climb, touch 

of idiocy (DC 22), web (DC 22) 
1stˈdisguise self, identify, obscuring mist, ray of 

enfeeblement (DC 21), shield, true strike, unseen servant 
0 d̍etect magic (x2), read magic, prestidigitation 

Signature Spells 1stˈcharm person (DC 21); 
2ndˈinvisibility; 3rdˈvampiric touch (DC 23), 
4thˈanimate dead; 5thˈmind fog; 6thˈchain lighting 
(DC 26); 7thˈprismatic spray (DC 27); 8thˈgreater 
prying eyes; 9thˈtime stop 

Power Points/Day 212; Psion Powers Known (ML 13th): 
7thˈmindflame (DC 27) 
6thˈpsionic disintegrate (DC 26), psionic overland flight, 

retrieve 
5thˈcatapsi, mind probe (DC 25), shatter mind blank (DC 

25) 
4thˈpsionic modify memory, mindwipe (DC 24)*, psychic 
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reformation, schism 
3rdˈdispel psionics, energy burst (DC 23)*, hostile 

empathic transfer (DC 23)*, telekinetic force 
2ndˈbrain lock (DC 22), ego whip (DC 22)*, mass missive, 

read thoughts (DC 22)* 
1stˈdetect psionics, empathy, far hand, mindlink, mind 

thrust (DC 21)*, vigor 
*The save DCs for these powers might increase with the use 

of augments 

Abilities  Str 22, Dex 12, Con 18, Int 31, Wis 17, Cha 15  
SQ danger sense, immortality, life-draining radius 
Epic Feats Epic Spellcasting, Improved Cannibalization 
Feats Combat Casting, Combat Manifestation, Efficient 

Raze, Empower Power, Great Fortitude, Overchannel, 
Maximize Spell, Quicken Power, Quicken Spell 

Skills Bluff  +18, Concentration +28, Craft +29, Diplomacy 
+18, Gather Information +18, Knowledge (arcana) +34, 

Knowledge (psionics) +34, Listen +15, Psicraft +34, Sense 
Motive +23, Spellcraft +34, Spot +15 

Possessions mithral masterwork breastplate, obsidian orbs of 
varying size totaling 25 inches, heavy traveling cloak, two 
masterwork rings, masterwork amulet 

Cannibalizing Raze While casting a spell, Egendo can 
increase his effective caster level by one by taking 1d8 

points of damage. 

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

Genocidal Focus (Su) Spells and powers that deal damage 

do +4d6 bonus damage against dwarves. Any weapon that 
Egendo wields in combat is considered a dread weapon 
against dwarves. The weapon loses this dread ability if he 
ceases to wield it. Against dwarves, the weaponôs effective 
enhancement bonus is +4 better than its normal 
enhancement bonus and it deals +4d6 points of bonus 
damage. 

Life-draining Radius Living beings caught in Egendoôs 

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

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

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

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

 

Egendo, the first Butcher of Dwarves, stalks the ruins of 

Hogalay after his recent escape from his prison-cyst. 

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 teleport away 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 eyes to scout the 

enemy and summon Listana to help him. When 

opponents appear to pose a threat, he uses time stop to 

increase his abilities, strengths, and protections. Egendo 

will focus on casters and manifesters first, as he feels that 

these are the bigger threat. He uses fly to rain down spells 

and powers on his opponents, casting greater dispel magic 

and anti-magic field on spellcasters, using catapsi to nullify 

psionics. 

An intelligent and ruthless combatant, Egendo will use 

Ö××ÖÕÌÕÛÚɀɯÚÛÙÌÕÎÛÏÚɯÈÎÈÐÕÚÛɯÛÏÌÔȭɯ'ÌɯÞÐÓÓɯÕÖÛɯÑÌÖ×ÈÙËÐáÌɯ

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 

ËÐÚ×ÓÈàɯËÐÍÍÌÙÌÕÛɯÌÔÖÛÐÖÕÚȯɯ$ÎÌÕËÖɀÚɯÝÖÐÊÌɯÈÕËɯÞÖÙËÚɯ

remain formal and precise, but his body language and 

facial expressions often betray his eagerness. 

$ÎÌÕËÖȿÚɯ"ÓÈÞ 

$ÎÌÕËÖɀÚ oversized left forearm and hand ends in four 

daggerlike talons ɬ 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 

ÛÏÌɯÈÙÔɀÚɯÚÒÐÕɯÜ×ɯÛÖɯÛÏÌɯÚÏÖÜÓËÌÙȮɯÈÕËɯÛÏÌɯÛÈÓÖÕÚɯÛÞÐÛÊÏɯ

involuntarily.  

The talons allow Egendo to make claw attacks that deal 

1d4 plus his Str modifier in slashing damage. The talons 

are treated as an evil and epic weapon for the purpose of 

bypassing damage reduction. Additionally, the Claw 

confers a +1 natural armor bonus  to Armor Class and a +1 

enhancement bonus to Strength. 

Creatures and Allies 

+ÐÚÛÈÕÈɯȹ×ÎɯƜƛȺȮɯÖÕÌɯÖÍɯ$ÎÌÕËÖɀÚɯÍÖÙÔÌÙɯÊÈ×ÛÈÐÕÚȮɯ

remained behind and became a wraith following the  sack 

of Hogalay, in order to continue to serve her lord. For 

ÔÐÓÓÌÕÕÐÈȮɯÚÏÌɯÎÈÛÏÌÙÌËɯÏÈ×ÓÌÚÚɯÊÙÌÈÛÜÙÌÚɯÛÖɯÍÜÌÓɯ$ÎÌÕËÖɀÚɯ

spells, and continues to serve Egendo loyally and without 

question. She has given Egendo the gem that serves as her 

focus. 

History  

Egendo was born during the Time of Magic to a noble 

clan in Carsys, on the shores of the Sunrise Sea. Although 

"ÈÙÚàÚɀɯÙÌÚÐËÌÕÛÚɯÊÖÕÚÐËÌÙÌËɯÛÏÌÐÙɯÊÐÛàɯÛÏÌɯÏÌÈÙÛɯÖÍɯÛÏÌɯ

ÏÜÔÈÕɯɁÏÌÈÙÛÓÈÕËɂɯÈÍÛÌÙɯÛÏÌɯÍÈÓÓɯÖÍɯ3ÈÕàÚȮɯÛÏÌɯÖÛÏÌÙɯÎÙÌÈÛɯ

cities of the former Tanysh Empir e generally took turns 
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dominating and looting each other. By the Time of Magic, 

Carsys suffered from disarray, mismanagement and 

corruption on a grand scale. Egendo and his younger, 

inseparable brother Tristero were taught from a young 

age that all great aÊÊÖÔ×ÓÐÚÏÔÌÕÛÚɯÙÌØÜÐÙÌËɯɁÚÈÊÙÐÍÐÊÌȭɂɯ

Their elders drove this harsh lesson home repeatedly, and 

the brothers grew up watching their city leaders sacrifice 

their people to amass power. 

$ÎÌÕËÖɀÚɯ×ÈÙÌÕÛÚɯÚÌÕÛɯÛÏÌÐÙɯÚÖÕÚɯÛÖɯÓÌÈÙÕɯÛÏÌɯ4ÕÚÌÌÕɯ6Èàɯ

at Hogalay, a distant dwarven city boasting a prominent 

psionic academy. At that time, human psionics academies 

in the cities of the Heartland had a reputation of being too 

soft and undemanding with noble -born students. 

'ÖÎÈÓÈàɀÚɯÈÊÈËÌÔàɯÚÏÖÞÌËɯ$ÎÌÕËÖɯÈÕËɯ3ÙÐÚÛÌÙÖɯÕÖɯ

priv ÐÓÌÎÌɯÍÖÙɯÛÏÌÐÙɯÙÈÕÒȮɯÈÕËɯÛÙÌÈÛÌËɯÛÏÌɯÉÖàÚɀɯÈÕÛÐÊÚɯÞÐÛÏɯ

glacial disdain. Despite their solidarity against the 

mocking dwarves, the brothers competed ferociously with 

each other for psionic mastery. Egendo showed greater 

psionic potential and mastery than h is brother Tristero, to 

ÛÏÌɯàÖÜÕÎÌÙɯÚÐÉÓÐÕÎɀÚɯÎÙÖÞÐÕÎɯÚÏÈÔÌȭ 

Years later, now men of high standing within their clan, 

$ÎÌÕËÖɯÈÕËɯ3ÙÐÚÛÌÙÖɯÏÌÌËÌËɯÖÕÌɯÖÍɯÛÏÌɯ%ÐÙÚÛɯ2ÖÙÊÌÙÌÙɀÚɯÓÈÚÛɯ

rallying calls for new students of wizardry. From under 

the looming height of the Pristine Tower, the two brothers 

once again competed to master the arcane arts, and once 

again, Egendo proved to be the more scholarly. During 

the initial training, Tristero failed a simple transmutation 

and his brother stepped in to help. Plunging his  arm into 

the spell to try to stop it, Egendo became wounded while 

in the shadow of the Pristine Tower and his arm mutated 

to become a hideous claw. Determined to escape his 

ÉÙÖÛÏÌÙÚɀɯÚÏÈËÖÞȮɯÛÏÌɯÔÖÙÌɯÔÈÙÛÐÈÓÓà-oriented Tristero 

decided to prove his worth by wielding steel rather than 

magic. After Tristero proved his combat prowess, one of 

1ÈÑÈÈÛɀÚɯÞÈÙÓÖÙËÚɯÈÚÒÌËɯ3ÙÐÚÛÌÙÖɯÛÖɯÚÛÈàɯÈÕËɯÛÙÈÐÕɯÞÐÛÏɯÈɯ

ÚÔÈÓÓɯÍÖÓÓÖÞÐÕÎɯÖÍɯ1ÈÑÈÈÛɀÚɯÞÈÙÙÐÖÙÚȭ 

 Úɯ$ÎÌÕËÖɯÐÔÔÌÙÚÌËɯÏÐÔÚÌÓÍɯÐÕɯ1ÈÑÈÈÛɀÚɯÛÌÈÊÏÐÕÎÚȮɯÈÙÊÈÕÌɯ

magic became his passion. After only a few years of 

ÚÛÜËàȮɯ$ÎÌÕËÖɯÊÈÔÌɯÛÖɯ1ÈÑÈÈÛɀÚɯ×ÌÙÚÖÕÈÓɯÈÛÛÌÕÛÐÖÕȭɯ

Delighted at the attention and eager to prove himself to 

1ÈÑÈÈÛȮɯÏÌɯÈÊÊÌ×ÛÌËɯÈÕɯÐÕÝÐÛÈÛÐÖÕɯÛÖɯÑÖÐÕɯÛÏÌɯ%ÐÙÚÛɯ2ÖÙÊÌÙÌÙɀÚɯ

privileged inner circle of students. Even though t his new 

way of spellcasting ɬ defiling ɬ offered an immediate 

increase in power, the new methods troubled Egendo. 

$ÝÌÕÛÜÈÓÓàɯ1ÈÑÈÈÛɀÚɯÈÙÎÜÔÌÕÛÚɯÞÖÕɯÛÏÌɯËÈàȮɯÌÔ×ÏÈÚÐáÐÕÎɯ

that only the most elite students were learning this new 

method of spellcasting; these elites must use their best 

ÑÜËÎÔÌÕÛɯÛÖɯËÌÛÌÙÔÐÕÌɯÞÏÈÛɯ×ÈÙÛÚɯÖÍɯ ÛÏÈÚɀɯÝÈÚÛɯÍÖÙÌÚÛÚɯ

and grasslands needed to be sacrificed for the greater 

good. 

Over time, the brothers gained power, honor and rank 

ÞÐÛÏÐÕɯ1ÈÑÈÈÛɀÚɯÏÐÌÙÈÙÊÏàɯÖÍɯÚÌÊÙÌÛɯÍÈÕÈÛÐÊÚȭɯ3ÐÔÌɯÈÓÚÖɯ

brought with it other changes - changes that would soon 

tear Athas apart. 

After years of conditioning and hints of a great purpose 

ÈÕËɯÎÖËÓÐÒÌɯ×ÖÞÌÙÚȮɯ1ÈÑÈÈÛɯÎÈÛÏÌÙÌËɯÏÐÚɯɁÌÓÐÛÌɂɯÛÖÎÌÛÏÌÙɯ

ÈÕËɯÌß×ÓÈÐÕÌËɯÛÏÌÐÙɯÓÐÝÌÚɀɯÔÐÚÚÐÖÕɯÛÖɯÛÏÌÔȭɯ3ÏÌÙÌɯÞÌÙÌɯ

those who had taken advantage of the power that Rajaat 

had freely taught, often misusing that power for their 

ÖÞÕɯÚÌÓÍÐÚÏɯ×ÜÙ×ÖÚÌÚȭɯ6ÏÐÓÌɯ1ÈÑÈÈÛɀÚɯÍÈÐÛÏÍÜÓɯËÌÍÐÓÌÙÚɯ

remained his loyal servants, the others were peddling 

their magical abilities to increase their wealth, and  to 

advance their power and influence over cities and 

kingdoms. These traitors would bring all of Athas under 

their yoke unless the faithful put a stop to their misuse of 

power. At the foot of the Pristine Tower, Rajaat beseeched 

his elite servants to purge Athas of these self-righteous 

preservers before their desire for ultimate power reached 

fruition. With cheers and shouts for victory, began the 

struggle that history would record as the Preserver Jihad. 

Rajaat initially gave his disciples a specific list of 

influential preservers for covert assassination: court 

advisers, wizards that had opened their own schools, and 

renowned mages who had taken nobles as apprentices. 

During this initial phase of the struggle, Irikos, the Left 

Hand of Rajaat, placed Egendo in command of an 

independent assassination squad, and allowed Egendo to 

take Tristero as his second. After dozens of flawless 

Ö×ÌÙÈÛÐÖÕÚȮɯ(ÙÐÒÖÚɯÙÌÞÈÙËÌËɯÛÏÌɯÉÙÖÛÏÌÙÚɀɯÓÖàÈÓÛàɯÈÕËɯ

competence by extending their lives. 

1ÈÑÈÈÛɀÚɯÍÖÓÓÖÞÌÙÚɯÐÕÐÛÐÈÓÓàɯÔÈÕÈÎÌËɯto remain in the 

shadows, sowing suspicion between preservers. Even 

when some of the more powerful preservers began to 

accuse Rajaat and to try to rally other preservers to their 

defense, many refused to accept that Rajaat was 

responsible. However, opposit ion formed, and secret 

strikes escalated to open war. Soon, any city or town who 

ÚÏÌÓÛÌÙÌËɯ×ÙÌÚÌÙÝÌÙÚɯÉÌÊÈÔÌɯÛÈÙÎÌÛÚɯÖÍɯ1ÈÑÈÈÛɀÚɯÞÙÈÛÏȭ 

 Úɯ×ÖÞÌÙɯÉÌÊÈÔÌɯÔÖÙÌɯÐÔ×ÖÙÛÈÕÛɯÛÏÈÕɯÚÜÉÛÓÌÛàɯ$ÎÌÕËÖɀÚɯ

team grew into a larger strike force. Restless for his own 

command, Tristero became increasingly reckless, often 

forcing Egendo to use more force than necessary to save 

the mission and to keep his brother alive. During one such 

ÐÕÊÐËÌÕÛȮɯ$ÎÌÕËÖɯÞÈÚɯÚÜÉÑÌÊÛÌËɯÛÖɯÈɯÙÌÉÌÓɯÞÐáÈÙËɀÚɯ

withering attack while shielding his brothe ÙɀÚɯÉÈÛÛÌÙÌËɯ

ÍÖÙÔȭɯ3ÏÐÚɯÚÈÊÙÐÍÐÊÌɯÚÈÝÌËɯ3ÙÐÚÛÌÙÖɀÚɯÓÐÍÌȭɯ$ÎÌÕËÖɀÚɯÏÈÐÙɯ

and beard would forever more grow as the brittle, 

silvered strands of a wizened, ancient man. Furious at the 

suggestion that he still needed close supervision, Tristero 

began to refer to his older brother as Silvermane. The name 

ÊÈÜÎÏÛɯÖÕɯÈÔÖÕÎÚÛɯÛÏÌÐÙɯÍÖÓÓÖÞÌÙÚȮɯÉÜÛɯÛÖɯ3ÙÐÚÛÌÙÖɀÚɯ

ËÐÚÔÈàȮɯÖÕÓàɯÚÌÙÝÌËɯÛÖɯÐÕÊÙÌÈÚÌɯ$ÎÌÕËÖɀÚɯÈ××ÌÈÓȭ 

 ÍÛÌÙɯÓÖÚÐÕÎɯÏÐÚɯÉÙÖÛÏÌÙɀÚɯÈÍÍÌÊÛÐÖÕÚȮɯËÌÚ×ÐÛÌɯÏÐÚɯÔÈÕàɯ

×ÌÙÚÖÕÈÓɯÚÈÊÙÐÍÐÊÌÚɯÖÕɯ3ÙÐÚÛÌÙÖɀÚɯÉÌÏÈÓÍȮɯ$ÎÌÕËÖɀÚɯÓÖÚt his 

sense of camaraderie towards his followers, adopting the 

cold ruthless attitude of the lords that ruled over the 

Carsys of his childhood. Mercilessly executed missions 

brought his troop further notoriety though, and Egendo 

ÙÖÚÌɯÐÕɯÛÏÌɯ6ÈÙÉÙÐÕÎÌÙɀɯÌÚÛeem. 

(Ô×ÙÌÚÚÌËɯÉàɯÛÏÌɯÉÙÖÛÏÌÙÚɀɯÚÛÙÐÕÎɯÖÍɯÐÕÊÙÌÈÚÐÕÎÓàɯÉÓÖÖËàɯ

ÚÜÊÊÌÚÚÌÚȮɯ(ÙÐÒÖÚɯÛÈÚÒÌËɯ$ÎÌÕËÖɀÚɯÚÛÙÐÒÌɯÍÖÙÊÌɯÞÐÛÏɯÛÏÌɯ

ÑÐÏÈËɀÚɯÍÐÙÚÛɯÖÝÌÙÛɯÈÛÛÈÊÒɯÖÕɯÈɯÕÖÕÏÜÔÈÕɯÊÐÛàȮɯÛÏÌɯËÞÈÙÝÌÕɯ

ÙÌËÖÜÉÛɯÖÍɯ4ÙáÛÙÈÒÐȭɯ1ÜÔÖÙɯÏÈËɯÐÛɯÛÏÈÛɯÛÏÌɯÊÐÛàɀÚɯÓÖÙËɯÏÈËɯ

begun to harbor powerful human preservers marked by 

Rajaat. Irikos breached the normal protocol by delivering 

ÛÏÌɯÈÚÚÐÎÕÔÌÕÛɯÞÐÛÏÐÕɯÌÈÙÚÏÖÛɯÖÍɯ$ÎÌÕËÖɀÚɯÛÙÖÖ×Úȯɯ$ÕÛÌÙɯ
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the city of Urztraki through any means necessary, and 

ÚÓÈàɯÈÓÓɯÏÜÔÈÕÚɯÐÕɯÛÏÈÛɯÈ××ÌÈÙÌËɯÛÖɯÉÌɯÐÕɯÛÏÌɯÊÐÛàɀÚɯÚÌÙvice. 

2ÛÙÐÒÐÕÎɯËÜÙÐÕÎɯÛÏÌɯÕÐÎÏÛȮɯ$ÎÌÕËÖɀÚɯÔÌÕɯÊÜÛɯÛÏÌÐÙɯÞÈàɯ

into the city deeps before the enemy could raise a general 

alarm. Within minutes, the human mages lay dead, while 

Egendo and Tristero engaged the dwarven lord. As the 

brothers beat their powerful foe to the ground, showing 

ÖÍÍɯÛÖɯÌÕÛÌÙÛÈÐÕɯÛÏÌÐÙɯÔÌÕȮɯÛÏÌɯËÞÈÙÝÌÕɯÓÖÙËɀÚɯÏÌÐÙɯÌÚÊÈ×ÌËɯ

the crumbling palace complex, rallying troops for a 

counter-assault. 

 Úɯ3ÙÐÚÛÌÙÖɀÚɯÉÓÈËÌɯÚÜÕÒɯÐÕÛÖɯÛÏÌɯËÞÈÙÝÌÕɯÓÖÙËɀÚɯÊÏÌÚÛȮɯÛÏÌɯ

ÏÌÐÙɀÚɯÍÖÙÊÌÚɯÚÛÙÜÊÒɯÍÙÖÔɯÉÌÏÐÕËȮɯÙÖÜÛÐÕÎɯ$ÎÌÕËÖɀÚɯÔÌÕȭɯ

*ÕÖÞÐÕÎɯÛÏÈÛɯÛÏÌɯËÞÈÙÝÌÕɯÓÖÙËɀÚɯÍÈÓÓɯÏÈËɯÍÜÓÍÐÓÓÌËɯ(ÙÐÒÖÚɀɯ

ÐÕÚÛÙÜÊÛÐÖÕÚȮɯ$ÎÌÕËÖɀÚɯÔÌÕɯÚÈÞɯÓÐÛÛÓÌɯÕÌÌËɯÛÖɯËÌÍÌÕËɯÛÏÌɯ

leader that cared so little for their lives, and let the 

mindbending brothers make their own escapes. 

The battle spilled out  of the stronghold and into the 

streets of the overcity. As Egendo and his bodyguards 

turned to follow their troops, Tristero recklessly assaulted 

ÛÏÌɯÏÌÐÙɀÚɯ×ÌÙÚÖÕÈÓɯÎÜÈÙËȮɯÐÎÕÖÙÐÕÎɯÏÐÚɯÉÙÖÛÏÌÙɀÚɯÍÜÙÐÖÜÚɯ

cry to withdraw. Egendo fought his way back towards  his 

ÉÙÖÛÏÌÙɀÚɯÚÐËÌȮɯÉÜÛɯÐÛɯÞÈÚɯÛÖÖɯÓÈÛÌȭɯ3ÏÌɯËÞÈÙÝÌÕɯÏÌÐÙɀÚɯ

hammer, a gift from the Earth Lord of Hogalay, howled 

ÛÏÙÖÜÎÏɯÛÏÌɯÊÐÛàɯÚØÜÈÙÌȮɯÊÖÓÓÈ×ÚÐÕÎɯ3ÙÐÚÛÌÙÖɀÚɯÏÌÓÔɯÈÕËɯ

shattering his skull.  

 ÍÛÌÙɯÛÌÓÌ×ÖÙÛÐÕÎɯÏÐÚɯÉÙÖÛÏÌÙɀÚɯÉÖËàɯÛÖɯÛÏÌɯÕÌÈÙÌÚÛɯ

encampment ÖÍɯ(ÙÐÒÖÚɀɯÈÙÔàȮɯ$ÎÌÕËÖɯÐÔÔÌËÐÈÛÌÓàɯ

returned to Urztraki, leading the men on a three -day 

massacre of the city. In his wrath, Egendo drew upon the 

life energy of everything around him; the landscape, his 

enemies, and allies alike turned to ash to fuel his deadly 

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

of ash and rubble. 

$ÎÌÕËÖɯÕÌÈÙÓàɯ×ÌÙÐÚÏÌËɯÍÙÖÔɯÛÏÐÙÚÛɯÐÕɯ4ÙáÛÙÈÒÐɀÚɯÙÜÐÕÚȮɯ

vainly spending spells and powers in vengeance for 

3ÙÐÚÛÌÙÖɀÚɯÉÙÖÒÌÕɯÉÖËàȭɯ3ÖɯÛÏÐÚɯËÈàȮɯ$ÎÌÕËÖɯËÖÌÚɯÕÖÛɯ

understand why his wish spells failed to return Tristero to 

life. Finally abandoning hope, he carried his brother to 

Carsys, the city of their birth.  

(Õɯ"ÈÙÚàÚȮɯ$ÎÌÕËÖɀÚɯÖÞÕɯÊÓÈÕȮɯÐÕÊÓÜËÐÕÎɯËÌÚÊÌÕËÈÕÛÚɯÛÏÈÛɯ

he and Tristero had abandoned to follow Rajaat ages 

before, ÈÊÊÌ×ÛÌËɯ3ÙÐÚÛÌÙÖɀÚɯÉÖËàɯÍÖÙɯÉÜÙÐÈÓȮɯÉÜÛɯÛÏÌàɯ

shunned Egendo himself. Carsys had suffered because of 

the jihad, unable to protect itself after ejecting its 

preservers as Rajaat demanded. Psionic nomad raiders 

from Hogalay and wemic mercenaries had just st ruck 

"ÈÙÚàÚɯÛÖɯÙÌÛÈÓÐÈÛÌɯÍÖÙɯ$ÎÌÕËÖɀÚɯÈÛÙÖÊÐÛÐÌÚɯÐÕɯ4ÙáÛÙÈÒÐȮɯ

taking a child from every noble family to serve as slaves. 

The city elders cursed and banished Egendo. Shattered 

and hopeless, Egendo accepted the decision without 

blinking, and returned to the ashes of Urztraki to 

contemplate his failure. On the spot where Tristero had 

fallen, he met Rajaat. 

Expecting Rajaat to slay him for his reckless incompetence 

ÈÕËɯÛÏÌɯËÌÈÛÏɯÖÍɯ(ÙÐÒÖÚɀɯÚÌÊÖÕËɯÓÌÎÐÖÕȮɯ$ÎÌÕËÖɯÙÈÕɯ

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 

to redeem himself to the Carsys elders, to the human race, 

and to Tristero. A chance to become a god. All he had to 

do was cleanse the heartland of dwarven arrogance. 

Egendo accepted, and returned with his master to the 

Pristine Tower.  

Preparing for his transformation, Egendo became vaguely 

ÈÞÈÙÌɯÛÏÈÛɯÛÏÌÙÌɯÞÌÙÌɯÛÖɯÉÌɯÖÛÏÌÙɯɁÊÏÈÔ×ÐÖÕÚȭɂɯ2ÖÔÌɯÖÍɯ

these he recognized as warlords, and he dimly wondered 

why Irikos was not among them. Rajaat brought the 

champions into the Pristine Tower in groups of four, 

accompanied by his strange halfling followers who never 

spoke to them. Egendo was part of the fourth group of 

Champions to enter the Steeple of Crystals and gaze upon 

the Dark Lens. Egendo could not tell whether the ritual 

and transformation took minutes or days, but he emerged 

as the Butcher of Dwarves, and he was hungry. 

After some time in a daze, contemplating the changes to 

his form and mind,  Egendo noticed that the world had 

changed as well. The yellow sun had grown and turned 

crimson. The magnitude of his new crusade sunk in as 

Rajaat explained that the power that coursed through 

their veins had required the sun to give up much of its life 

and light.  

Egendo found something else had changed as well: 

bivouacked around the Pristine Tower were thousands of 

men, many of them veterans of the Preserver Jihad, 

gathered together for the first time. Rajaat divided the 

men among Egendo and his transformed brethren, and 

declared them the nucleus of armies that Egendo and his 

fellow Champions were to lead.  

,ÈÕàɯÖÍɯ$ÎÌÕËÖɀÚɯÔÌÕɯÏÈËɯÚÌÙÝÌËɯÜÕËÌÙɯ#ÙÌÎÖÛÏȮɯÖÕÌɯÖÍɯ

the new Champions who had been a mighty warlord even 

before Rajaat recruited him. Egendo did not idolize, or 

despise, the oldest of the Champions, but he respected 

#ÙÌÎÖÛÏɀÚɯÈÉÐÓÐÛàɯÛÖɯÊÖÔÔÈÕËɯÔÌÕȮɯÈÕËɯÚÖÜÎÏÛɯÛÖɯÔÈÛÊÏɯ

the iron discipline that Dregoth demanded from his men.  

On the long march south, to the great deep of Ulyan, 

$ÎÌÕËÖɀÚɯËÌÛÌÙÔÐÕÈÛÐÖÕɯÛÖɯÌarn the respect of his men, 

many of whom had once followed Dregoth,. He sacrificed 

many of his men in an ill -advised charge at Tforkatch 

River, but learned from his mistake and fought with far 

ÎÙÌÈÛÌÙɯËÐÚÊÙÌÛÐÖÕɯËÜÙÐÕÎɯÛÏÌɯÚÐÌÎÌɯÖÍɯ-ÈÎÈÙÝÖÚɀȭ 

When NagarvosɀɯÓÈàɯÐÕɯÈÚÏÌÚɯÐÛÚɯÔÜÓÛÐÙÈÊÐÈÓɯ×Ö×ÜÓÈÛÐÖÕɯ

slaughtered, Rajaat held a final council with his 

Champions and then launched them into the wider world 

to cleanse it of its unworthy races. Egendo made short 

work of the dwarven holds in Ulyan, marching swiftly of  

this isolated southern fastness and commencing the 

extirpation of the dwarven race.  

The immense losses suffered by Egendo and his peers in 

ÛÏÌɯÊÖÕØÜÌÚÛɯÖÍɯ-ÈÎÈÙÝÖÚɀɯÈÕËɯÌÓÚÌÞÏÌÙÌɯÐÕɯ4ÓàÈÕɯÓÌÍÛɯ

them with far smaller armies than they would require to 

even begin the great Cleansing Wars that Rajaat had 

prophesied. More, many of the men who marched north 

out of Ulyan quickly deserted ɬ they had been recruited 

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

against all the dwarves on Athas. 
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During the  ÍÐÙÚÛɯ*ÐÕÎɀÚɯ ÎÌÚɯÖÍɯÛÏÌɯ"ÓÌÈÕÚÐÕÎɯ6ÈÙÚȮɯÖÕÓàɯ

the Champions tasked with destroying the weakest of 

races, kobolds and pixies, managed to eradicate their race 

from the heartland. Most of the Champions were still 

scheming to gather armies and gain followers: Rajaat 

insisted that they gather fully human armies, and few of 

the Champions showed the discipline that Egendo was 

able to enforce on his followers. Tired of waiting and 

hungry to see dwarves die, Egendo led his small force 

against a small dwarven mining  colony, killing the 

inhabitants down to the last child. Getting away was more 

ËÐÍÍÐÊÜÓÛɯÛÏÈÕɯÌß×ÌÊÛÌËȮɯÉÌÊÈÜÚÌɯÖÍɯÛÏÌɯÊÖÓÖÕàɀÚɯ

unexpected wealth. Even with psionics and magic, 

Egendo was unable to carry away more than half the 

ÊÖÓÖÕàɀÚɯÞÌÈÓÛÏɯÉÌÍÖÙÌɯËÞÈÙÝen reinforcements began to 

arrive, making it risky to dwindle.  

 ÍÛÌÙɯÛÏÈÛɯÍÐÙÚÛɯÙÈÐËȮɯ$ÎÌÕËÖɀÚɯÈÙÔàɯÈÛÛÙÈÊÛÌËɯÈɯÚÓÌÞɯÖÍɯ

new recruits, as stories of dwarven wealth inflamed 

human jealousy and greed. Dwarven retaliatory strikes 

against human cities just generated more recruits for 

$ÎÌÕËÖɀÚɯÈÙÔàȭɯ-ÖɯÖÕÌɯÜÕËÌÙÚÛÖÖËɯÛÏÈÛɯ1ÈÑÈÈÛɯÞÈÚɯ

behind these attacks; Irikos continued the Preserver Jihad 

in the south, attacking Bodach and besieging Celik. 

Attacks on pixies, kobolds, and dwarves on the edges of 

the heartland looked like nothing more than human greed 

and expansion. 

Refugees from Carsys and other men that had reason to 

ÏÈÛÌɯËÞÈÙÝÌÚɯÍÖÙÔÌËɯÛÏÌɯÕÜÊÓÌÜÚɯÖÍɯ$ÎÌÕËÖɀÚɯÕÌÞɯÈÙÔàȮɯ

but there were few of these among the humans. Other 

than their religious wars that Hogalay ag ainst the gnomes 

of Udreegas, the dwarves generally attacked to retaliate 

ÈÎÈÐÕÚÛɯÛÏÖÚÌɯÛÏÈÛɯÏÈÙÔÌËɯÖÛÏÌÙɯËÞÈÙÝÌÚȭɯ$ÎÌÕËÖɀÚɯ

strikes against dwarven colonies sparked more dwarven 

reprisals, and led to ever-ÔÖÙÌɯÙÌÊÙÜÐÛÚɯÍÖÙɯ$ÎÌÕËÖɀÚɯ

gathering army.  

After hi s army grew large enough to take on small cities, 

Egendo became careless. His followers fell to their 

ÓÌÈËÌÙɀÚɯÔÈÎÐÊɯÈÚɯÖÍÛÌÕɯÈÚɯÛÖɯÌÕÌÔàɯÞÌÈ×ÖÕÚȭɯ(ÕɯÛÏÌɯÏÌÈÛɯ

of battle, Egendo cared only for the death of dwarves, but 

after the battle, the death of his followers weighed on him. 

To avoid killing his own troops, Egendo surrounded 

himself with animated fallen soldiers, but this tactic 

isolated him further from the living. In the attack on 

'ÖÎÈÓÈàȮɯÛÏÐÚɯÐÚÖÓÈÛÐÖÕɯ×ÙÖÝÌËɯÛÖɯÉÌɯ$ÎÌÕËÖɀÚɯÜÕËÖÐÕÎȭ 

In a dream, Rajaat commanded Egendo that he was to 

ÛÈÒÌɯÛÏÌɯÊÙÜÚÈËÌɯÉÌàÖÕËɯÛÏÌɯÏÌÈÙÛÓÈÕËɀÚɯÉÖÙËÌÙÚȮɯÞÐ×ÐÕÎɯ

all of Athas clean of the dwarven stench. Flush from a 

series of victories, Egendo chose Hogalay as his first 

ÛÈÙÎÌÛȭɯ$ÎÌÕËÖɀÚɯÛÙÖÖ×ÚɯÏÈËɯÓÖÕÎɯËÌÚÐÙÌËɯÛÖɯ×ÜÕÐÚÏɯ

Hogalay for its punitive raids against the cities of the 

heartland. Rumor said that Hogalay was the richest of 

dwarven cities.  

When Egendo attacked the city of Hogalay, his isolation 

left his exposed. As he directed his forces further and 

further into the city,  laying waste to all who stood in 

opposition, he found himself caught in a trap, drawn in 

by a large gathering of Earth clerics whose sole purpose 

ÞÈÚɯÛÖɯËÌÚÛÙÖàɯ$ÎÌÕËÖɀÚɯÜÕËÌÈËɯÛÙÖÖ×ÚɯÈÕËɯÉÙÐÕÎɯËÖÖÔɯ

ÛÖɯÛÏÌɯ"ÏÈÔ×ÐÖÕȭɯ Úɯ$ÎÌÕËÖɀÚɯÍÖÙÊÌÚɯÍÌÓÓɯÈÙÖÜÕËɯÏÐÔȮɯÛÏÌ 

Champion panicking at the loss of his army, the mightiest 

of his opponents, the dwarven king, struck the final blow. 

A cleric of incredible power, the dwarf was more stone 

than living being, having made a powerful pact with the 

elemental lords of Earth. As the multitude of clerics 

blasted Egendo with divine magic, knocking down his 

psionic and magical defenses more quickly than he could 

raise them, the king cast an epic spell that sealed Egendo 

in a stone cocoon buried deep within the heart of 

Hogalay, isolated and alone. It was there that Egendo lay 

trapped for three thousand years, slowly freeing himself 

from a physical prison that so ironically mimicked the 

emotional prison he had constructed within his mind.  

Now, three millennia later, Egendo finds hims elf in a land 

that looks nothing like the one he left behind. He is weak, 

his defeat by the Earth King, long imprisonment, and 

desperate efforts to escape having reduced him to a shell 

of what he once was, his physical and mental strength 

having been depleted and even his enchanted gear gone, 

having been magically cannibalized in the process. 

$ÎÌÕËÖɀÚɯÍÐÙÚÛɯ×ÙÐÖÙÐÛàɯÐÚɯÐÕÍÖÙÔÈÛÐÖÕȮɯÈÕËɯÈÕàɯ/"ÚɯÞÏÖɯ

enter the great temple behind the opening to the passage 

snaking down to his open cyst will find him. He will 

interrogate them, and then probably let them go after 

altering their memories to keep himself secret. If the PCs 

are well connected, he may leave their memories intact, to 

draw more knowledgeable individuals to the area, as he 

ËÐËɯÞÐÛÏɯÈɯÏÌÙËÌÙɯÍÙÖÔɯ áÌÛÏɀÚ Rest. Egendo knows he is 

in a weakened exposed position, and does not want a full 

scale exploration of the ruins. He prefers to take 

challengers in smaller, easier to defeat groups. He has 

suffered a long time trapped away for his mistake long 

ago, and he does not wish to be destroyed from 

carelessness. 

Egendo spends his time gathering information on the 

political, military situation in Athas. He has a particular 

interest in Rajaat and the other Champions. He will use 

outdated terminology in his questions,  probably 

confusing the PCs at first. He will tell them little about 

'ÖÎÈÓÈàȮɯËÐÚÔÐÚÚÐÝÌÓàɯÊÖÔÔÌÕÛÐÕÎɯÛÏÈÛɯÐÛɯÞÈÚɯɁÈɯÞÈÙÙÌÕɯ

ÖÍɯÙÖÊÒɯËÖÎÚɂɯɬ if there is a dwarf in the party, Egendo 

will lighten his rhetoric only slightly, being both ashamed 

of what the Earth King did to him, and too haughty to 

admit it. He will be fascinated by kreen and half -giants, 

and mildly interested in any halflings present. Exotic 

races, such as lask, belgoi, etc, will also invite his interest, 

and very personal questions. One glance at the half-blood 

Eloy was enough evidence for Egendo to deduce that the 

Cleansing Wars had failed, but he wishes to know the 

details. So far, Egendo knows nothing about the 

×ÈÙÛÐÊÜÓÈÙÚɯÖÍɯÛÏÌɯÙÌÉÌÓÓÐÖÕɯÈÕËɯ1ÈÑÈÈÛɀÚɯÐÔ×ÙÐÚÖÕÔÌÕÛȭ 

If he learns of the Bandit States, Egendo will see these as 

the place to lay low while gathering information. He will 

be especially interested in Talid. He will offer his services 

as an advisor to Talid, giving him the opportunity to unite 

the Bandit States under his banner. Egendo will aid Talid, 

seeking to become his second and willing to wait while 

amassing knowledge and power. Silvermane has waited 
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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 

'ÖÎÈÓÈàɀÚɯÙÜÐÕÚȭɯ'ÌɯÐÚɯÎÈÛÏÌÙÐÕÎɯÐÕÍÖÙÔÈÛÐÖÕɯÈÕËɯÞÖÙÒÐÕÎɯ

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 ɬ 

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 

successful skill check, the following lore is revea led, 

including the information from lower DCs. 

Knowledge (Ancient History) 

DC Result 

32 The way this man used an obsidian globe shows that he is one of 

Rajaatôs Champions. 

37 This Champion is not Borys, Inenek, Dregoth, Keltis, Sacha, 

Wyan, Gallard, nor any of the other Champions portrayed on the 

mural in Kurnôs Great Library. 

42 This man matches the description of Egendo, a Champion who 

disappeared early in the Cleansing Wars. 

47 Egendo, known as Silvermane, was appointed by Rajaat to 

exterminate the dwarves, and was replaced by one of his captains, 

Borys of Ebe, after his disappearance during the destruction of 

Hogalay. 

Eldaarish Templar 

In Eldaarich as in Kurn, the word Ɂtemplarɂ does not 

always relate to a person of the templar class, but to 

anyone who serves the King in an official capacity and 

ÌßÌÙÊÐÚÌÚɯÚÌÊÜÓÈÙɯÈÜÛÏÖÙÐÛàȭɯ#ÈÚÒÐÕÖÙɀÚɯÈÎÌÕÛÚɯÛÏÈÛɯËÖɯÕÖÛɯ

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 

This short, richly dressed woman wears two shrunken heads as 

earrings. 

Gudra Gnuzdrning, Takrits High 

Templar 

CR 21 

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

LE Medium humanoid 

Init  +0; Senses Listen +3, Spot +3 
Languages Baazrag, Common, Eldaarish, Elvish 

AC 26, touch 18, flat-footed 23 
 (+3 Dex, +8 armor, +5 deflection) 
Immune disease 
hp 127 (21 HD) 

Fort  +12, Ref +7, Will  +24 

Speed 30 ft. (6 squares) 
Melee czoglu +9/+4 (1d10-1) 
Base Atk +10; Grp +9 
Atk Options rebuke undead 10/day (+9, 2d6+9, 2nd) 
Special Actions Gray casting 
Combat Gear epic spellcaster rod, greater quicken 

metamagic rod, wand of stoneskin (20 charges) 

Templar Spells/Day 6/8/8/8/7/7/6/4; Templar Spells 

Known (CL 14th): 
7thðconfessorôs flamea, crusade 
6thðgreater dispel magica, slay living (+9 melee touch, DC 

23), wisdom of Daskinor 
5thðelemental strike (DC 22), klarôs heart, mark of justicea, 

true seeing (DC 22) 
4thðdivine power, greater commanda (DC 21), lesser geas 

(DC 21), status, wrath of Daskinor (DC 21) 
3rdðcure serious wounds, dedication, dispel magica, magic 

vestment, image of Daskinor (+9 melee touch, DC 20) 
2ndðbattlefield healing, calm emotions (DC 19), death knell 

(DC 19), enthrall (DC 19), hold persona (DC 19), zone of 
truth (DC 19) 

1stðblessa, cause fear (DC 18), deathwatch, doom (DC 18), 
hand of Daskinor, hide from undead (DC 18) 

0ðdefiler scent (2), detect magica (5), read magic 
A: Assigned spell 
Epic Spells/Day 2; Epic Spells Known (CL 17th): 
greater spell resistance (DC 27), rift  
Wizard Spells Prepared (CL 17th): 
9thðvampiric youthfulness (DC 26) 
8thðmind blank, moment of prescience 

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

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

5thðbreak enchantment, dominate person (2) (DC 21), hold 
monster (DC 21), teleport 

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

3rdðdedication, deep slumber (DC 19), hold person (DC 
19), magic circle against evil, suggestion (DC 19), 
vampiric touch (+9 melee touch) 

2ndðalter self, eagleôs splendor, death mark (DC 19), 
invisibility, touch of idiocy (+9 melee touch), wakefulness 

1stðcharm person (2) (DC 18), detect undead, identify, 
mage armor, shield 

0ðlight, mage hand, slave scent (2) 

Spell-like Abilities  (CL 17th): 
1/dayðfear (DC 21) 

Abilities  Str 8, Dex 17, Con 16, Int 24, Wis 16, Cha 25 
SQ kingôs library, secular authority 5/day (judge templar), 

undead presence 
Epic Feats Epic Spellcasting 
Feats Eschew Materials, Iron Will, Negotiator, Paranoid, 

Persuasive, Skill Focus (Diplomacy), Silent Spell, Scribe 
ScrollB, Still Spell 

Skills Bluff  +27, Concentration +21, Diplomacy +40, 
Disguise +7 (+9 act in character), Gather Information +27, 
Intimidate +35, Knowledge (arcana) +31, Knowledge 
(local [Eldaarich]) +31, Knowledge (religion) +23, 
Knowledge (the planes) +9, Literacy 2 (Common, 
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Eldaarish), Sense Motive +23, Spellcraft +33 

Possessions combat gear plus bracers of armor +8, cloak of 
charisma +6, Daskinorôs sigil, gloves of Dexterity +6, 
periapt of health, ring of protection +5, ring of greater 
spell storing, the one book of law*  

*New item described on page 166 

Hook ñWhat strong and young body you have. Come, let me 
take a closer look.ò 

 

3ÈÒÙÐÛÚɯ,ÈÛÙÐÈÙÊÏȮɯ&ÜËÙÈɯÐÚɯ#ÈÚÒÐÕÖÙɀÚɯÍÈÝÖÙÐÛÌɯ

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 has been 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 o wn 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 youthfulness spell. She 

considers every creature of sufficient power fair game for 

her use, except for Daskinor himself. For the last five 

years, she has personally taken charge of scheduling 

arena games, in order to structure an environment where 

a handful of gladiators may advance sufficiently to 

eventually be of use to her. The Haleban high templar has 

repeatedly complained that she is letting gladiators live 

much longer than they used to, long enough for some to 

ÈÛÛÙÈÊÛɯÈɯɁËÈÕÎÌÙÖÜÚɂɯÍÖÓÓÖÞÐÕÎȭɯ.ÙËÐÕÈÙÐÓàɯ&ÜËÙÈɯÞÖÜÓËɯ

have agreed with this, but prolonging her life has become 

second-highest priorit àȮɯÈÍÛÌÙɯ×ÓÈÊÈÛÐÕÎɯ#ÈÚÒÐÕÖÙɀÚɯËÈÐÓàɯ

paranoia. Some have noticed that the eternal and 

ÜÕÊÏÈÕÎÐÕÎɯÓÈÞÚɯÖÍɯÛÏÌɯÊÐÛàɯÚÖÔÌÛÐÔÌÚɯËÖÕɀÛɯÎÌÛɯÔÖËÐÍÐÌËɯ

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 prefers to cast 

her spells from a safe distance such as disintegrate and 

elemental strike to quick slay her prey. If she notice a target 

for vampiric youthfulness, she will  instead cast dominate 

person until she can cast the spell. 

Kerillis 

The woman could be a grandmother. Silver-haired and slim, her 

face lightly creased with care and years under the unrelenting 

sun. Yet she stands straight, her light blue cotton robes 

trimmed in brown leather. Her blue-green eyes sparkle with 

intelligence, and her grip is firm. 

Kerillis, Kulag High Templar  CR 14 

Female human templar 14 
LE Medium humanoid 
Init  +2; Senses Listen +6, Spot +6 

Languages Common, Eldaarich 

AC 22, touch 15, flat-footed 20 
 (+2 Dex, +7 armor, +3 deflection) 
hp 66 (14 HD) 
Resist evasion 
Fort  +9, Ref +7, Will  +13 

Speed 30 ft. (6 squares) 
Melee mwk slodak +11/+6 (1d10/19-20) or 
Ranged +2 seeking longbow of distance +14/+9 (1d10+2/x3) 
Base Atk +10; Grp +10 
Atk Options rebuke undead 7/day (+4, 2d6+16, 12th) 

Templar Spells/Day 6/7/7/7/7/6/5/3; Templar Spells 

Known (CL 14th): 
7thðconfessorôs flamea, crusade 
6thðcontrol tides, greater dispellinga, wisdom of Daskinor 
5thðelemental strike (DC 19), klarôs heart, mark of justicea, 

spell resistance 
4thðcure critical wounds, divine power, greater commanda 

(DC 18), status, wrath of Daskinor (DC 18) 
3rdðcure serious wounds, dispel magica, image of Daskinor 

(+10 melee touch, DC 17), surface walk, wormôs breath 
2ndðbattlefield healing, catôs grace, cure moderate wounds, 

hold persona (DC 16), resist energy, zone of truth (DC 16) 
1stðcure light wounds, blessa, deathwatch, detect undead 

,endure elements, hand of Daskinor 
0ðdetect magica, guidance, light (2), mending (4), resistance 

(2) 
A: Assigned spell 

Abilities  Str 10, Dex 15, Con 10, Int 12, Wis 18, Cha 18 
SQ secular authority 14/day (requisition property) 
Feats Alertness, Negotiator, Paranoid, Persuasive, Skill 

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

Disguise +4 (+6 act in character), Gather Information +6, 
Intimidate +23, Knowledge (geography [Dim Lands]) +6, 

Knowledge (local [Eldaarich]) +16, Literacy (Eldaarich), 
Listen +6, Profession (pilot) +22, Sense Motive +20, 
Spellcraft +11, Spot +6, Survival +6 

Possessions Daskinorôs sigil, goggles of dust watch, necklace 
of reflexes +10 (Balance), +5 glammered leather armor, 
ring of evasion, ring of protection +3,+2 seeking longbow 
of distance, masterwork slodak 

Hook ñAvast! Prepare to be boarded by the Kingôs sailors!ò 

 

Kerillis is the high templar of the Kulag Order, Eldaa ÙÐÊÏɀÚɯ

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, 

ÈÕËɯ1ÈÓɀÚɯ1ÌÚÛȮɯ*ÌÙÐÓÓÐÚɯÈnd Corik Azeth meet in the 

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). 

5ÌÙàɯÙÈÙÌÓàȮɯÙÖÎÜÌɯ*ÜÓÈÎÚɯÝÐÖÓÈÛÌɯ*ÌÙÐÓÓÐÚɀɯÖÙËÌÙɯÈÕËɯÚÛÖ×ɯ

ashore to trade or to raid for slaves, but when they do so, 

they do not identify themselves as Kulags. 

%ÖÙɯ*ÐÕÎɀÚɯ ÎÌÚȮɯ*ÜÓÈÎɯÏÈÚɯÈÓÚÖɯÔÈÕÈÎÌËɯÛÏÌ metal-

mining operation the Huuros Islands. Normally such 

administration of slave labor would fall to the Neshtap, 

ÉÜÛɯÛÙÈÝÌÓɯÛÖɯ'ÜÜÙÖÚɯÙÌØÜÐÙÌÚɯÛÏÌɯÜÚÌɯÖÍɯ*ÜÓÈÎɀÚɯÚÐÓÛɯ
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skimmers, and cooperation between powerful orders is 

dicey in Eldaarich; Red Guards seemed 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 w ith her trading assignments. She does however 

enjoy piloting her silt skimmer, The Dauntless. She will 

stay behind in order to cast her healing spells and ÒÓÈÙɀÚɯ

heart and crusade on her sailors or elemental strike on major 

opponents. 

Udmech Uhrdeelto  

From out of the shadows walks a small man with a large 

presence. He looks at you as if he owned you, as if he had power 

of life and death over you. 

Udmech Uhrdeelto, Savak High 

Templar 

CR 16 

Male human templar 16 
NE Medium humanoid 
Init  +0; Senses Listen +3, Spot +3 

Languages Common, Eldaarish, Eloy, Kurnan 

AC 17, touch 15, flat-footed 17 
 (+2 armor, +5 deflection) 
hp 75 (16 HD) 
Fort  +10, Ref +6, Will  +13 

Speed 30 ft. (6 squares) 
Melee +3 keen puchik of speed +15/+15/+10/+5 (1d4+3/19-

20/x3) 
Base Atk +12; Grp  +12 
Atk Options rebuke undead 8/day (+5, 2d6+19, 14th) 
Combat Gear wand of greater invisibility (12 charges) 

Templar Spells/Day 6/8/7/7/7/7/6/5/3; Templar Spells 

Known (CL 16th): 
8thðdiscern location, symbol of deathA (DC 23) 
7thðconfessorôs flameA, greater scrying, unliving identity 
6thðbraxatskin, greater dispellingA, geas/quest (DC 20), 

word of recall 
5thðmark of justiceA, fire track, spell resistance, scrying, 

true seeing 
4thðgreater commandA, neutralize poison, sending, tongues, 

wrath of Daskinor (DC 19) 
3rdðdispel magicA, discern lies, protection from energy, 

speak with dead, surface walk 
2ndðcalm emotions, enthrall (DC 17), hold personA (DC 

17), lesser restoration, return to the earth, undetectable 
alignment 

1stðblessA, comprehend languages, cure light wounds, 
detect undead, divine favor, magic weapon 

0ðcure minor wounds, defiler scent, detect magicA, detect 

poison, guidance, light, mending, read magic, resistance 
A: Assigned spell 

Abilities  Str 10, Dex 10, Con 10, Int 16, Wis 17, Cha 20 
SQ secular authority 16/day (requisition property) 
Feats Investigator, Leadership, Paranoid, Reign of Terror, 

Skill Focus (Gather Information), Silent Spell, Still Spell 

Skills Bluff  +24, Concentration +19, Diplomacy +28, 
Disguise +5 (+7 act in character), Gather Information +31, 
Intimidate +26, Knowledge (local [Eldaarich]) +22, 
Literacy (Eldaarich), Move Silently +15, Sense Motive 
+27, Spellcraft +22, Survival +6 

Possessions combat gear plus Daskinorôs sigil, +3 keen 
puchik of speed, ring of protection +5, leather armor of 
greater silent moves 

Hook ñInnocence is no excuse for the law. Those who fail to 
prevent family members from committing crimes against 
the state, are unworthy of citizenship, and shall be 
enslaved. Liberty requires constant vigilanceò 

 

Udmech is the High Templar of the Savak. He is a man of 

power and influence who can get to the bottom of any 

issue with relative ease. He has immense power and runs 

things from the shadows.  

Strategies and Tactics  

Udmech prefers to allow others to fight for him. If 

pressed, he will use spells to attack foes, from a distance, 

and then close as needed. He will not endanger his life, 

and will slip away if pressed. He prefers to take prisoners 

when he can, both for information and as potential spies 

to be returned to thei r homes later, with magical 

ÙÌÐÕÍÖÙÊÌÔÌÕÛÚɯÖÍɯÛÏÌɯɁÚ×àɀÚɂɯÕÌÞɯÓÖàÈÓÛàɯÖÍɯÊÖÜÙÚÌȭ 

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 coincidence that the weak-minded mistake 

for evidence that the universe does not hate them. ò 

ˈInstructorõs notes for òIntroduction to Criminal 

Justice,ó by Udmech Uhrdeelto 

 òThe Carveró 

A slightly stooped and gray haired, the slight man silently sits 

ÐÕɯÛÏÌɯÊÖÙÕÌÙɯÖÍɯÛÏÌɯÙÖÖÔɯÈÕËɯÊÈÙÝÌÚɯÞÏÈÛɯÈ××ÌÈÙÚɯÛÖɯÉÌɯÈɯÊÏÐÓËɀÚɯ

toy from the block of wood in his hands. His strokes are clean 

and the pile of thin shaving upon the floor attests to the 

ÚÏÈÙ×ÕÌÚÚɯÖÍɯÛÏÌɯÔÈÕɀÚɯÚÔÈÓÓɯÖÉÚÐËÐÈÕɯÉÓÈËÌȭɯ 

The Carver, Udmechôs Cohort CR 14 
Male human rogue 6/ fighter 4/ honed blade* 4 
 *Prestige class described in Appendix II  
NE Medium humanoid 
Init  +7; Senses Listen +7, Spot +8 
Languages Common, Cuurnu, Eldaarish 

AC 13, touch 13, flat-footed 10; uncanny dodge 
 (+3 Dex) 
hp 70 (14 HD) 
Resist evasion 
Fort +8, Ref +14, Will +4 
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Speed 30 ft. (6 squares) 

Melee unarmed +14/+9/+4 (1d3+2) or 
Melee +1 keen obsidian carving knife +15/+10/+5 (1d4+3/ 

19-20) 
Base Atk +11; Grp +17 
Atk Options death attack, distracting wound, sneak attack 

+5d6, Combat Expertise, Improved Feint, Improved 
Grapple, Strangler, Serene Path 

Abilities  Str 14, Dex 17, Con 13, Int 14, Wis 10, Cha 12 
SQ blend into crowd, trapfinding, trap sense +2 
Feats Combat Expertise, Improved Feint, Improved Grapple, 

Improved Initiative, Improved Unarmed Strike, Paranoid, 
Serene Path, Stealthy, Strangler 

Skills Balance +11, Bluff  +13, Climb +10, Craft (carving) 
+6, Disable Device +10, Diplomacy +5, Disguise +11 (+13 
to act in character), Escape Artist +9, Gather Information 

+9, Hide +16, Intimidate +9, Jump +10, Knowledge (local 
[Eldaarich]) +10, Move Silently +15, Open Lock +11, 
Perform (dance) +4, Sense Motive +14, Sleight of Hand 
+10, Tumble +15 

Possessions combat gear, masterwork disguise kit, 
masterwork thievesô tools, shrunken head of weapon 
finesse, skin shirt (detect hostile intent, ectoplasmic form, 
inertial armor, psionic darkvision; ML 10th) 

Hook ñThe most honest man you will ever meet is the man 
who is dying.ò 

 

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 looks like the 

ÚÈÔÌɯÔÈÕɯÛÞÐÊÌȭɯ3ÏÌɯÖÕÓàɯÕÈÔÌɯÏÌɯÞÐÓÓɯÈÕÚÞÌÙɯÛÖɯÐÚɯɁÛÏÌɯ

"ÈÙÝÌÙɂȮɯÈɯÍÈÓÚÌɯÕÈÔÌɯÍÖÙɯÚÜÙÌȮɯÏÌɯÏÈÚɯÎÖÕÌɯÉàɯÐÛɯÍÖÙɯÚÖɯ

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 head-on if he can 

avoid it ɬ 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 ɬ 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  

3ÏÌɯ*ÜÓÈÎÚɯÈÙÌɯ$ÓËÈÈÙÐÊÏɀÚɯÚÐÓÛɯÍÓÌÌÛȭ 

Emblem: A silt drake, coiled in front of a fiery wheel.  

 

3ÏÌɯÞÖÙËɯɁ2ÈÝÈÒɂɯÔÌÈÕÚɯɁÜÕÒÕÖÞÕɂɯÖÙɯɁ(ɯËÖÕɀÛɯÒÕÖÞȭɂɯ

2ÈÝÈÒɯ$ÔÉÓÌÔȯɯ$ÓËÈÈÙÐÊÏɀÚɯÚÌÝÌÕ-pointed star as a 

spiderlike dark -faced sun with glowing eyes.  

 

 

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  

 ÓÓɯ$ÓËÈÈÙÐÚÏɯÈÎÌÕÛÚɯÉÌÓÖÕÎɯÛÖɯÖÕÌɯÖÍɯ$ÓËÈÈÙÐÊÏɀÚɯÚÌÝÌÕɯ

Ɂ.ÙËÌÙÚȯɂɯTakrits  ȹ#ÈÚÒÐÕÖÙɀÚɯ'ÈÕËÔÈÐËÌÕÚɯÈÕËɯ/ÈÓÈÊÌɯ

Guards), Neshtap  (the mounted Red Guards), Savak (the 

Secret Police); Kulag  (the Silt Fleet), Haleban  

(Management of Knowledge, Facts, and Public Works); 

Shtas (The Infantry), and Cheka (Truth Extraction). Each 

templar order is similarly structured with a rigid 

hierarchy from the acolytes and novitiates at the bottom 

ÙÐÚÐÕÎɯÛÖɯÛÏÌɯÖÙËÌÙɀÚɯɁÏÐÎÏɯÛÌÔ×ÓÈÙȭɂɯ!ÈÊÒÚÛÈÉÉÐÕÎɯÞÐÛÏÐn 

the ranks to gain office is common, but all seven orders 


