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These have been three years of wonder.

The book you hold contains contributions from some of the most amazing
authors, artists and creators ever to grace the Scarred Lands line. This book
is packed with cool ideas, interesting places, terrors and wonders. But it is also
more than that.

Jt is also the final book in the Scarred Lands line.

We had wonderful plans and places yet to take you, but all things must end.
So, rather than see it trickle away, rather than spend these final releases on
bits of minutiae like regions or organizations or a million other details, we

figured we should flesh out the remaining portions of the world and put it
into your hands.

This book contains the final three continents of the Scarred Lands, my

friends. Given the amount of information to cover, we didn’t have the space

to put in all the wonderful details that our authors gave us — you should have
seen my agony trying to figure out what to leave out! Nonetheless, we've given
you a beautifully crafted set of thumbnails, ready for you to apply your own
interests, strengths and campaign needs.

1 have had the privilege to be around since the first Relics & Rituals, though
] was just one name among many others who managed to contribute to that

first, fateful Open Call. ] love this setting dearly and have poured my heart

and soul into it for three years now. Jt has become home to some of my most
beloved ideas, and Iwill hold my years as a Scarred Lands writer and developer
as some of my best work as an author, long after 1 have moved on.

But more than that, this setting has become home to so many of your ideas
— the setting was grown on your imaginations, watered in your games and
made strong through your efforts. None of us could have done this without
each and every one of you, whether you were one of our frequent authors and
Open Call contributors, one of the great idea people on our forums, or one the

folks running a Scarred Lands game ‘cause you like your fantasy a little
grittier.

So thank you. €ach of you. You have made it possible to build such an amazing
setting. You have made these three years of wonder possible.

Thank you, and-last one out, get the lights.

Joseph D.Carriker, Jr.
Scarred Lands Developer
Sword & Sorcery Studios
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“ Chapter One:
Cradle of

over those red seas, son? 1 don’t rightly know. Some sailors
| say that over the Blood Sea, past the chasm where Xadum sleeps,
where the waters turn blue once again, lies the end of the world,
where the gods were born and the lands are burning desert as
L _far as the eye can see. W's said that the gods have always been
(" worshipped there, and that angels and demons walk shoulder to
L shoulder with paladins and deric kings. Now keep a tight hold on
l_ those nets, boy — none of that is going to do any good to save you
t from SMa’s wrath if you drop the day's catch back into the sea.
l fisherman Brillish of AMithril, to his son Genn

[
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The Cradle of the Gods. The Desert Lands. Mighty
Asherak has seen the worst that both gods and titans
have to offer and has survived. A land of terrible
deserts, it is a wonder that anyone is capable of surviv-
ing these lands, yet the Asheraki people do more than
survive — they thrive.

This is the land from which all things sacred spring.
This is the cradle of life. This is the womb of the Gods. This
is the land that was lost, and the land that will be again.

Here, upon Asherak’s once-fertile plains, did the
first living thing sprout from the earth. Here was born
the first crawling beast. Here did the Titans bring forth
human and elf and dwarf. Here, in the Créche of
Divinity, were birthed the Gods into corporeal form.

Behold Asherak, most sacred of Scarn’s lands.

Behold it asit was, weep for what it is, and pray for what
it one day may be again.

The Godless Epochs
The orthodox divine faiths of Asherak teach that

in the dawning days, when the titans and Scarn
birthed one another, this occurred in accordance with
an inexorable fate: the very purpose of Scarn's creation
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canny Gormoth, for in his act of creation, he caused
jealousy to rise in the breasts of the titans, and they
wished also to create, thus proving that though the
methods by which fate is fulfilled are nor always what
one assumes they will be, fate will be fulfilled nonethe-
less. Not even gods or titans are beyond this. Thus was
made the first of the Titans’ Gifts: Life.

In time, as mandated by fate, the titans did create
the gods. Many stories exist about when this hap-
pened, and the method by which it was done are
likewise myriad. What is known is that the gods were
finally given form by the titans, after waiting for so
long for their parents to fulfill that function. Golthain
himself provided a channel, a means by which Divin-
ity could enter Scarn, and thus did he grant Scarn the
second of the Titans’ Gifts: Souls.

The Growth of Empires

In time, the tribes joined with one another and
settled into villages, then cities, then nations. What
kingdoms may have existed before the icy Epoch of
Gulaben, or the devastarion of civilization that was
the will of Hrinruuk, even the gods have not revealed.
In the times since, three empires have stood the test of
mortal history — they are remembered.

was to birth the mortal races, and the very purpose of The Kingdom of Amthras

the titans' genesis was to birth the gods.

It is also raught that the titans became arrogant,
forgerting, ignoring or simply not understanding their
place in fate’s designs, save for one: Gormoth, who
remembered the purpose for which all the titans existed.
To create.

Intime, the arro- %
ganceof thetitanswas &R N

In the grear Forest of Essala, in what would be-
come the Soulburn Waste, rose the Kingdom of
Amthras, crafted with the swords and spears of the
Khammat Khonnufu, a tribe of mighty warriors who
knew the value nor only of weapons, but of plows as
well. Though they conquered other tribes, they also
brought those tribes greater prosperity than before. In
time, a mighty sorcerer, called Amthras, was born
among the Khammat Khonnufu.
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Amthras ruled the tribes as chief, but his mightiest
deed was the founding of the Dreamwalkers, sorcerers
who wielded enchantments that played on the emotions
of others, creating a line of sorcerer-kings whose subjects
loved them, but not of their own will. The Kingdom of
Amthras continued to expand outward and might have
covered the whole of Asherak, had it not encountered
other nations that were not so easily conquered.

The Morrghu Hegemony

One such nation was the Morrghu Hegemony,
thriving and powerful when the soldiers of the
Dreamwalkers reached its borders, despite being centu-
ries younger than the kingdom of Amthras. Where
mighty sorcerers ruled the Amthras, powerful warriors
skilled in axe and javelin ruled the Morrghu, blessed by
their druid advisors, and taught mighty secrets of battle
said to have been passed on by the titans directly. These
warriors and druids formed a powerful alliance, for one
ruled in times of war, and the otherruled in times of peace.

The druids here ruled not from groves or moun-
tain caves, but from beautiful stone buildings shaped
not by a mason's hand but by the magics of the druids
themselves. Animals assisted as guards and messengers
ingovernment structures, and the cropsof the Morrghu
were the most plentiful of all the nations.

Blatant and plentiful praise and worship of the
titans was the order to the Morrghu druids, and noth-
ing was done — from opening a session of the druidic
council to lying with one's spouse — without some
prayer or state-sanctioned ritual. Those who spoke
against the ritans (and by extension, the druids) were
sacrificed on the altars of the nation.

The Ephanerre Empire

A seagoing nation of notorious reavers, the
Ephanerre Empire was made of lands on Asherak’s
eastern coast that no longer exist, stretching partially
into what is the Anagara Theopoli. Their lands were
mainly swampland and sandy coast, with a little farm-
land, so the Ephan tribes of that area turned to the sea
for their prosperity, in both fishing and raiding. The
people of Ephanerre were peerless sailors and ship-
builders, and revered the sea itself it all its elemental
might. While the druids among their people claimed
that the force they truly worshipped was Kadum, the
Riser Out of the Waters, most Ephanerre simply
shrugged and looked upon the entirety of the ocean as
their mother and creator. In time, once the gods were
known, Ephanerre turned to worship of Manawe.

Meluhna

Sitting high in the Skypillar Mountains was
the Council of Meluhna, watching the rest of
Asherak from its abode of subterranean villages
and mountain-valley keeps. It cared little for po-
litical matters, interfering in the workings of other
nations only on theological matrers.

CHAPTER ONE: CRADLE OF THE GODS

Meluhna facilitated communication between
the kingdoms, passing news of heretics and other
common dangers. It interfered not when the na-
tions went to war, for this was of no concern to
Meluhna, but raised its fist when treaties, signed by
druids and in the names of the Primal Ones, were
breached. For many centuries, then, though small
kingdoms rose and fell, and the great empires
stretched across the continent, the Council of
Meluhna did truly hold power over Asherak.

The Gods Are Bomn

Mighty though they were, not even the titans
could thwart their fate — they were created that
they might create the gods. It was in the youth of
Ephanerre, at a time when the Council of Meluhna
was secure in its arrogance, that the titans finally
succumbed to the tug of destiny. Chern
Fleshscourge, Lethene Stormwarden and Thulkas
[ronlord mingled their essence above the topmost
peak of the Skypillar Mountains, the Peak of
Nammul.

In ashort order, the titans all came to Nammul
to give birth to the gods. In their hubris, the titans
never questioned why they were drawn here, to this
most holy spot, to work their will and birth their
offspring. It seemed not strange to them that beings
of such vast power and such differing temperament
would all come to the same place as their brethren
to spawn their children. Mighty as they were, it
never so much as occurred to them to wonder;
perhaps they failed even to notice.

The Departure and Retumn of the Gods

Some wonder at the happenings in the time
between the birthing of the gods and when the gods
first truly began to be worshipped, what truly oc-
curred. Whether the gods took mortal form to learn
more about those whom they gained their power
from, or whether they fled Scarn and its titanic
masters for the glory of other planes only to find
themselves trapped there and unable to escape as
some have claimed, is unknown.

What is known is that after an eternity of
suffering and want, into the midst of the Rishaka
people was born a girl. Her name was Zakimi, and
she was born amid many a grand omen and portent,
the daughter and granddaughter of oracles. Even
from childhood, Zakimi was driven by strange urges,
calling aloud to names strange to her tribe. She was
eventually driven from her tribe and fled into the
care of a mighty oracle, a wizard known as Ugarraz
who dwelt in the caverns. There, she learned pow-
erful lore and divinations.

Then one day, inspired by the mists and her own
madness, she worked amagic of seeking, searchingamong
the planes not for the intelligences of the elemental kings
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that the spell was meant to search for, but for the Great
Ones whom she knew lay even beyond them.

Zakimi was struck blind and mad by her contact
with the gods, but hers was the first contact. Her
master used the same rites to search among those
planes as well, and it was only a matter of time before
he contacted Corean the Avenger and began to learn
the mysteries of the gods.

The first recorded miracle of clerical spellcasting
upon Scarn was the healing of Zakimi of her blindness
and madness. She then journeyed into the rest of
Asherak, carrying the word of the gods to awaken the
faith of all mortals. No longer did they have ro suffer
in the world of the titans eternally was her message, for
the gods promised glories in the afterlife in return for
praise and worship in this one.

The Spread of Faith

In time, the druids heard of the Prophetess of the
Rishaka. By the time they heard of it, it was too late. The
seeds ofheresy against the druidic order were well sprouted,
and though they used every means at their disposal, they
could not root them out. The touch of the gods was
evident even in the ranks of the druids themselves.

The druids set out to destroy the nascent cults that
would dare grant their worship to God over Titan, They
hunted them in the wild, setting storm and famine and
summoned beast upon them. They oppressed them in
the cities, imprisoning them and torturing them to
recant their faith and reveal their fellows. In truth, they
succeeded only at driving the faith of the gods into
hiding, awaiting a time when mortals could better
understand the mysteries of the gods.

Then might faith in the gods have stagnated, were it
not for the appearance of the Eight Prophets. All, it is said,
were of the blood of Zakimi, and all carried within them the
very essence of faith. Few could hear their words and not
heed. Few who spoke with the Prophets did not convert

iftly to veneration of the gods. Across Asherak they
walked, moving through cities and towns, one here, one
there, and in their wake they left thousands of believers.
These were Amata of Belsameth, Dirdanum of Vangal,
Hunzuu of Tanil, Kamar of Hedrada, Nutesh of Madriel,
Tabnir-Gamelat of Enkili, Thraziof Corean, and Ushenthu
of Chardun. With the Eight Prophets leading the way, faith
in the gods spread as the wildfire over the summer plains.

In time, the Council of Meluhna was forced to raze
entire cities to the ground for the strength of the heresy
to be found in such places, and rhe survivors simply
went on to found new ciries, cities dedicated in whole
to their gods who carried them through such trials. Soon
they joined forces, and the mightily armored clerics of
the gods took to the field in strength, and the sight of
them quailed the followers of the druids, for the sight of
aman in thick armor still wielding the powers of magic
was unheard of, and surely a sign of the strength of the
gods they worshipped.
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Eventually, the enemies of the gods were roured,
and the followers of those enemies turned to the
worship of the gods. The cities dedicated to the wor-
ship of the gods grew stronger with an influx of the
newly faithful, eager to live in places that claimed to
embody the teachings of their patron gods.

Thus were born the first of the Theopoli. For
many years they prospered, hunting out pockets of
druids and titanspawn, driving them deep into the
badlands and wildernesses, refining their understand-
ing of the mysteries with each passing generation.

The Titanswar

Then came the Divine War. Though its causes
have been examined elsewhere and in greater detail,
one thing is certain — the terrible war took a mon-
strous toll on the life of Asherak, devastating its people
and land and nearly destroying it utterly.

Most folk of Asherak agree that it is obvious why
the titans should attack and raze Asherak as they did —
afterall, if the gods gained their power from the worship
of their faithful, what betrer way to strike at their power
than by slaying their faithful? And what place held such
a concentration of the faithful as Asherak!?

Thebattles themselves were many and bloody, and
entire nations were destroyed by rampaging titanspawn,
created by the touch of the titans’ champions or birthed
by the titans themselves for just this purpose. Too many
battles occurred to discuss, save for one — toward the
end of the war, the gods convened upon the Peak of
Nammul, for purposes unknown to mortals. But the
titans knew of this gathering as well, and they came
from all sides, converging on the Skypillar Mountains
with aroaring and terrible thundering the likes of which
has never been seen, before or since.

No one knows precisely what happened there to
cause such devastation — for many years after the
Destruction of Asherak, rumors said that one or more
of the gods had died, that the titans were sundered
wholly there, that the world was unmade and quickly
remade there. Strange rumors abound of other, less
plausible things, and to this dayno one— not even the
oracles and god-kings of the theopoli themselves —
can say what happened.

All that is known is that a wave of rerrific force
and heat exploded outward from the top of Nammul,
shattering the Skypillars. The wave traveled overall of
Asherak, destroying souls, flesh and stone completely.
Those who weren't killed directly were wounded ter-
ribly, their souls ravaged from their warped bodies.
The wave traveled downward, creating a pit around
Nammul that no one has yet discovered the bottom of.
It traveled upward, destroying clouds and even shat-
tering the very Wheel of the Zodiac — stars fell from
the skies that night like the tears of Scarn itself, and
where they landed, they scorched the earth.
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one of the few existing capies is grounds for punishment, and attempts to translate the scrolls can result in memory
alteration or execution.

know that vouhave seen £€d a Lig, aLie S0 great 1t 1S a Wonder you d1d not choke
on 1t. not just you, sut all asherak, maeed all the world. you have peen £ed a Lie

BY those to Whom you have offered YOUR REVERENCE, YOUR d€VOLION, YOUR SOUL. you

,l have Been Lied to By the very Gods.

, though 1t cost me my Life, and perhaps my soul, T wiLl tell you the truth. 1t was
not, as you have Been Led to eelieve, the titans who Laid asherak to waste, who |

) plasted the forests and purned the RIVERS and made 1t the desert 1t 1S today.

} Nno, POOR fooL, 1t was not the titans. 1t was the gods themselves.

{' you scoff. youLaugh. you rant. you cannot accept it, for 1t goes agamnst all you
have Been taught. you cannot accept it, for you cannot imagme why the gods would
40 such a thing.

T wilLL tell you.

Long Before the Gods declared War on ther parents, they depated and arqued
and plLotted means of éefeating powers greater even than they. and it 514 6ccur
to them that just as they themselves could e wWeakened, possiely €ven skam, 1# |
themr worshippeRrs WeERE destroy€d, perhaps the titans too could Be weakened Or }
sLam 1f removed frROm the source of themr POWER: SCarn 1tseLE.

even amid themr other €fforts, they vegan to work on this. 1t was corean hmseLg
who &€signed and puilt this horrOR. they called 1t the seraphic engmne, a device
constructed with all the wiLes, skiLLs and knowlLedge of he who would secome the
God of BLacksmiths and craftsmen. corean, and the other gods who aided him,

1 plLanned every step, measured every part, testes at every stage. theywere certam
that they had, maeed, found a means to separate the titans frRom scarn.

the device existed on multiple WoOrLSS, FOR 1t had to affect multiple Realities.
though the part that existed on scarn 1Wself was not much Larger than a Large
foRrRGE, the seraphic engine €ntire, could 1t all Be seen at once, was Larger than

a small castle.

then, whenit was complete, the other gods gathered around the seraphic engine.
and they poured mto it them power, ther strength and them will to sever the titans
from the WorLd the gods would cLaim as them own. the seraphic engme aBsore€d 1t
| dll, and f€d aL.so upon the eneragies of the various worlLas to winchit was connected.

the gods, however, hesitated, though €each step was meticulously planned, €ach (
seqgment of the engine carefully tested, it was mpossielLe to test the device mits
entirety. the seraphic enagine contamed more energies than any mystical artifact
€VER CONnceIved; more, m fact, than many demigosds.

then, at the start of the divine war, the titans came to asherak. and the gosds,
frightened of what might happen ¥ the titans destroyed the heart of ther
churches, activated the seraphic engne.

Th a smele purst, the engine elLanketed the entirety of asherak m a masma of

| BIVINE €ENERGIES. and alas fOr us all, 1€ WOrRKed.

J the Gods, FoRr all themr KnowlLedage, had not truly understood the ties that smd

| the titans to scarn, and scarn to the titans. Por the parest mstant, a fraction ot

an €ye~elink, the engme succeeded n severng that connection, at Least over the

. nearer portions of the Worla. the power of the sond setween titans and scarn 18

! sogRreat, it reforged itsell almost mstantlLy, sut m that smgole mstant, scarnwas

 dEpRIVED OF eneraies vital to the existence of Life 1tseLl. and much of that Life )

]

e — —
-

SURROUNSNG the seraphic engine was oslLiterated, m a wave of destruction caused
not ey the titans, sut By the temporary removal of ther power. 1t was this, the
husRrIS and ReCKLESSNESS OF GOdS pLaymg with primal forces they 818 not compre~
hend — and not any €ffoRrt of the titans themselves — that Left asherak the sarren
wasteland 1t has secome. and m that moment the Gods pecame not merely
destrROYERS OFf MORtALS, Ut MURDERERS OF theiR OWN Kin. fOR many Of the demigods
active on asherak at the time were caught m the devastation, and the greater |
! GOds, POR 4Ll them efforts, were unasle to save them all.
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this, then, 1s Why the gods are so anxious to see asherRak restoresd to its
formMeR Beauty, 1ts former fertility. s 1t guwilt and remorse that srive [
them2 or 181t sStMpLy the fear that ther sns, themr culpaesility, might one day
BE Uncoveredz and that evidence, 1 pelieve, exists still, BURIEd SOMEWhERE
m the desert sands. POrR the seraphic €engime 18 gone. 1t vanished utterly n
the moment of activation, and even the gods, with all theRr power, have
never Been asle to Locate 1t. 1f 1t was destroyed, well and qood, sut 1 60 ]
)

S

not selieve 1t to Be SO. a device so greatly mtused with the power of the
dvine cannot so simply e annihiLated. 1f 1€ remams, 18 1t still activez d0
otherworlalLy €energies continue to emanate frRom the machine, warpmng Life
and preventing €fforts to restore the Landz

OF COURSE, FPrRIGhtENEd as the godS may e OF that possieiLity, another
must worry them further still. should the engine pe discovered, mystical
exammation might well reveal 1its oRrRigins, and 1ts purpose. shouldé the
peoplLe 0f asherak Learn that it was the gods themselves Who Scarred the
Land, that the hmistory they have seen taught sy the priesthoods since
chiLdhood1s a Li€, asheraki civilization itself might crumpLe. not merely the
prie€sthoods put the gods themselves would certanLy Lose the respect,
the faith and the trust of the people. governments sased on faith could 5
not LikeLy survive. titan~worship might once more take root m asherak,
fOR the godsS must SURELY GROW Weaker as wWORShippers turn frRom them.

worse still, none can know who might eventually fmnd the€ engine. shoulsé
the 31SCOVERER BE an ameitious mortal, Or a servant of the titans, even the
Gods cannot say what they might d0 with 1t

I 50 not s€ek the seraphic engine. 1 30 not wish the sdowngall of
civiLization as we have Known 1t. yet now, €xposed to the truth, 1 cannot
sit and allow all 1 know to Laror under a lig, Lo grant their reverence to
7 BEMGS Who wWould claim to Love us, and yet, ruled By fear, woulsd risk all
M a msguided experiment. 1 cannot alLow my people to WORShip dECEIVERS.
for all their sins, the titans, at Least, were never this. Know, too, that we
SERVE UNdER Liars oOf Less divine nature, fOr some Lew among the hierar~ )

r chies of the churches know the truth, and Keep 1t mdden for the sake of
themr qods, and the sake of their own positions.

you Who read this, you too are now €xposed to the truth, rail agamst
1t ALl you L1ke, destroy the writing that sears the messaage, you cannot now
forget 1t

what you wiLL 30 with 1t 1S up to you.

A
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Aftermath
Many died in the destruction of Asherak.
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Indeed, it was only because of the direct influ-
ence of the gods that many places were spared
utter destruction. But the land was terribly
changed by the wave of destruction.

[t is only recently that many of the theopoli
have begun to have dealings with one another
again, for they have been long disposed with the
task of surviving. Though merchant caravans
and other traders do exist that cross from one
end of Asherak to the other, they are the first in
many generations to do so, trailblazers in nearly
every case.

With each new dawn, the peaple of Asherak
thank the gods for their mercy, for their sacri-
fices, for their blessings. But the future is in their
hands now, for good or ill.

Asherak is a place of deadly environs, and
the people here must be canny to survive it.
Though sages have noted thart rains should at
least come in off of the seas to cool the deserts
and perhaps begin to heal them, those who are
familiar with the workings of Asheraki weather
know berrer: clouds do indeed come in off of the
sea, bur they remain high in the sky, drawn
inexorably toward the great spinning maelstrom
of clouds over the Godspine Mountains. It is
only here that they drop low and rain down upon
the land, the water of which is sucked up by the
greedy vales and mountains of the Godspines,
while the deserts continue to parch.

Anagara Theopoli

Once part of the mainland, the Anagara
Theopoli sit on an island. Spared the devasta-
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tion of the other parts of the Godspines by virtue
of the immensely tall mountains that shielded
them, life is hard in the Anagara. The terrain
itself, once coastal hills, is still adjusting to
being an island. Much of the plant life was killed
as a result of the sudden presence of salt in the
local water and dead communities surrounding
water sources that suddenly turned salty are
common here. These salt-towns are avoided, for
they are known to be lairs for the undead and
other horrors.

Auriopolis

Small City, Population 11,500 (humans 61%,
elves 29%, half-elves 8%, other 2%)

A Madrielite city, Auriopolis is named for
its god-king Auriana, the Lady of the Dawn
Upon the Waves. Despite this exalted name,
Auriana is a simple woman with a love of her
city and its many fishermen. Auriopolis wasn't
nearly as terribly impacted by the destruction of
the Seraphic Engine as the other cities of the
Anagara, for it was already a coastal city. Auriana
was blessed by Madriel after the Goddess of the
Sun saved the city from terrible rushing waters,
and made the guardian of the city, which was
renamed Auriopolis in her honor.

Galgal

Large Town, Population 4,500 (humans 96%,
other 4%)

The library-city dedicared to Immatuk, the
script-goddess, Galgal is ancient, even beyond
the worship of Immatuk. It is acknowledged that
the druidic theocracies that once ruled Asherak
used this place as their lore-haven, and when it
was claimed by the worshippers of the library
goddess, Galgal was rededicated to Immatuk.
Though Galgal boasted the presence of a god-
king, the scripr-master and archmage
Janul-Dajah, he died some thirty years ago in
combat with a terrible abomination that rose
from rthe waves nearby and sought to destroy the
library-city.

Gamishlyn

Large Town, Population 4,500 ( humans 56%,
elves 14%, half-elves 18%, other 12%)

Gamishlyn the Bronze Archer is the
founder of this city-state. A half-elven ranger
sanctified as god-king to Tanil, Gamishlyn
rescued the tribal peoples who nearly died in
the wake of rthe destrucrion of the Seraphic
Engine. Though the settlement of Gamishlyn
is small, it actually aids many more than its
population would indicate, for those tribes
departed Gamishlyn's care once they learned
how to survive again in Anagara. To this day,
however, all the members of those tribes are
welcome in this settlement, and many of the
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old and infirm of the tribes remain here,
under the Bronze Archer’s protection. The
only concession that the tribes that are wel-
come here were forced to give was an
agreement not to wage war upon one another.

Ravyyk

Small City, Population 9,500 (humans 86%,
other 14%)

It seems as though the ancient funeral city
of Ravyyk has always stood. [t certainly stood
long before the Divine War, for it was one of the
first cities to throw off the druidic idea of casting
aside the physical shell when one was done with
it — the Ravyykari were the first to embrace the
concept of respecting the bodies of those who
had given their souls to the gods, for never again
would those souls enter the world. They began
doing so when it was still unlawful by the druidic
theocratic laws, and they suffered for their deci-
sion to do so. Nonetheless, they were blessed by
the Ne Morga, the gods of the dead and the
transition into the afterlife, and soon many fol-
lowers of the gods who could not afford to arrange
for proper funereal rites in their own cities be-
gan to bring their dead here, that they might be
honored properly.

Ravyyk is technically home to a god-king,
but few have spoken to him, for he goes about in
funereal cerements and does not have any truck
with the living. This Gray Keeper, as he is called,
allows the city to govern itself — he oversees the
priesthoods that deal with the proper rites for
those who have passed on. No one knows which
of the Ne Morga anointed the Gray Keeper, or
who he was before his elevation.

Tulithaad

Large City, Population 22,000 (humans 46%, elves
14%, dwarves 12%, half-elves 8% , ubantu4%, other 16%)

Sacred to Manawe, the Sea-Queen,
Tulithaad's god-king is long missing. Shortly
after ensuring that this former military for-
tress that suddenly found itself on the very
verges of the ocean was able to survive and
prosper, Tulitha of the Waves, the Daughter
of Manawe, entered the waves of her name-
sake. Occasionally sailors indicate that they
have seen her, dwelling among the merfolk
near Tulithaad.

In the meantime, Tulithaad has man-
aged not only to survive but to prosper,
becoming a bustling seaport and the gateway
for the rest of Asherak to the Anagara
Theopoli. If amerchant company wishes truly
to profit, it knows to get its goods to
Tulithaad, for in the Pearl Market, all the
people of Asherak are represented.
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Arisha Jakim

Even in the glory days of Asherak before the Divine
War, Arisha Jakim was a wild land, filled with roaming
beasts and savage tribes thar still worshipped the titans.
Unlike the Anagara Theopoli, Arisha Jakim has always
been an island, set apart from the northem shores of
Asherak, a set of ominous mountains that can be seen
through the low mist off the shore of the Fertile Crescent.

In recent days, eyes have turned to that island, for
it seems to have been largely untouched by the Divine
War— the plants and forests there are still healthy and
the rivers clean. Thus far, only the warnings of divine
prophetshave stayed the hands of those who might seek
to settle it. Nonetheless, some enterprising folk have
begun tosettle, though they have yet tounderstand why
all godly divinations warn against doing so.

Breth

Large City, Population 15,500 (humans 46%, elves
14%, dwarves 1 2%, half-elves 8%, wbantu 4%, other 16%)

The terrible and legendary City of Heretics,
Breth is thought to be a place of untold horrors by
those who dwell on the mainland, for it is said that
this place was the last known vestige of organized
titan worship in all of Asherak.

The truth is a little less impressive. Though some of
the merchants and adventurers rake delight in menacing
the mainlanders, the truth is no organized conspiracy of
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druidic titanspawn, seeking to whip the people of Breth
into a frothing horde to cross the waters and slay the
children of the gods, exists. Certainly, titan-worship is
common in Breth, but religion is seen as a personal affair,
and the people of Breth have no patience for those who
would mandate something like that to them.

Stel Perilis

Small City, Population 9,300 (humans 92%,
dwarves 6%, ubantu 2%)

A colony founded by Stel Talionis, Stel Perilis main-
tains contactwith itsparent-city through force of necessity.
Lifeishard in thissmall colony, with attacks by titanspawn
and barbarians disturbingly common. Fortunately, the
colony is well defended by the [ronclad Order, an order of
Chardunite knights, priests and blackguards who not only
protect the people of the colony, but aggressively work to
expand their control over the surrounding countryside.

It is likely because of the influence of the
Ironclad Order that life in Stel Perilis has become
hard and ruthless, with many of the people forced
into near-slavery by the Ironclad Order. With its
charismatic priests who constantly drone on about
the responsibility of the individual to the state
and iron-clad warriors ready to enforce their will,
it is certainly not the paradise thar Stel Talionis
envisioned when it founded this colony some
forty years ago.
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Ugarraz

Barbarian Tribe, Population 500 (humans 99%,
other 19%)

The barbarians known as the Ugarraz are not
the first to bear that name. Indeed, they take that
name from the sacred caverns they have claimed as
their homeland, a relic of ancient days. Before the
coming of the gods, these caves were considered
holy ground, home to a powerful but mad sister-
hood of oracles that dwelt within them, breathing
the sacred mists that rose from the cracks in the
cave floor and speaking of the furure. After the
coming of the gods, the sisterhood was turned to
the worship of Enkili.

In the fallen days after the Divine War, the
Oracles of Enkili (who wore the clothing of the
opposite gender as part of their sacred charges)
abandoned the Cave of Ugarraz. Now it is the home
of the Ugarraz tribe, led by their shamans who
dwell within the sacred caverns, divining the fu-
ture for the benefit of their people.

Crown Mountains

The Crown Mountains are the only reason that
the Riverlands are able to survive — were it not for
the barrier that they form between the south of
Asherak and the terrible Soulburn Wastes, the hor-
rors of that blasted desert would have overrun the
Riverlands long ago. These mountains are probably
the lowest on the continent, though they were
certainly high enough to spare the southern lands
the devastation that the Seraphic Engine wrought.

Crown Keep

Small Toun, Population 3,000

The warring nations of the Riverlands’ only act
of cooperation is sending men to join rthe
Crownguard, an order of guardians led by the clergy
of Corean and Tanil and caprained by paladins and
rangers. Based at Crown Keep, the Crownguard
swear to set aside their personal, family and national
loyalties in order to ensure that those they left
behind have the luxury to keep them. The
Crownguard patrol the vast Crown Mountains, pro-
tecting against incursions of fell beasts and desert
horrors from out of the Soulburn Wastes. They
avoid only the Vale of Shadow, which is more than
capable of taking care of itself. Interestingly, how-
ever, Crownguard patrols have been assisted by the
deadly witches, blackguards and poison-using ar-
chers who make up the Black Faith of the Vale.

The Vale of Shadow

Small City, Population 15,000

Isolationist and xenophobic in the extreme,
rare is the man or woman who can say that he has
visited the Vale of Shadow. And that is precisely
the way the Witch-Queen of the Vale, the

Belsamethan god-king of this city, wants it —

CHAPTER ONE: CRADLE OF THE GODS

nearly the only contact that anyone has with mem-
bers of the Vale is the merchant caravans that
venture into the Riverlands.

The Witch-Queen has made it clear that she
has no interest in the petty wars of the Riverlands
nation-states, and those who try ro draw her into
them often are found murdered or simply disappear
entirely. Little else is known about the Vale, other
than what can be gathered from the merchant
caravans, which are always accompanied by a Fel-
lowship of the Black Faith, a small cell of the
defenders of the Vale of Shadow, a collection of
witches, blackguards and other powerful beings,
many of whom have infernal blood in their veins.

The Crucible Lands

Called the Desert of Onn even before the
Divine War (and still called that by certain histori-
cal-minded folk), most people refer to this mighty
desert as the Crucible Lands, the ubantu name for
them. It is here they believe that mortals are tested,
and the unrighteous are found wanting. Mighty
tortoises roam these deserts, oblivious to all save
their slow wanderings. Though none see them die,
eventually they do, as evidenced by their mighty
shells left scattered through the desert.

In these shells, moisture can accumulate with-
out being scorched away by the heat of the Crucible
Lands, forming oases that wise travelers learn to
use. The ubantu and other tribes of these lands
have learned the locations of many of these and
roam from oasis to oasis, using up the resources in
one before moving on to the next. Conflicts are
common among them as one tribe comes upon an
oasis that another tribe inhabits, and the results
stain the sands with blood.

Deiamerta, Lands of the Deiamsu Tribe

Population 15,000, in communities of 200 to 3,000
(humans 80%, elves 10%, half-elves 5%, half-orcs 3%,
other 2%)

The Deiamsu tribe is not consolidated into a
single theopolis but rather ranges across a territory
stretching several hundred miles through the eastern
Crucible Lands. Numerous villages and communities,
as well as wandering nomadic bands, are all linked by
aweb of trade, marriages and a hideous, inhuman faith
that turns the stomachs of even the most murderous
follower of Belsameth or raving warrior of Vangal. The
Deiamsu have neither the resources nor the inclina-
tion to build asingle central city, and this fact may well
have saved their lives, for a single accumulation of
such hideous practices might well inspire others to
wipe them out once and for all.

The various tribes of the Deiamsu answer to the
Voice of Torment, Madash Mar, the god-king of
Deiamerta, who is sanctified to the Flayed God, who

teaches his people the sanctification that comes with
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pain. Agony is a sign of life, and the ability to both
receive and inflict it is tribute to the Flayed God. Ritual
scarring and piercing are common, and even infants are
often marked or branded. But most sacred is the ability
to provide the Flayed God with succor, whether by
giving oneself to him or by providing victims for the
Black Sands, a low-lying plain surrounded by dune
ranges, the sands of which are blackened with the blood
of thousands of sacrifices. Sacrifices to the Flayed God
are staked out here, their feet planted firmly in the
maggot- and insect-infested bloody sands to await the
arrival of the Flayed God.

Imahim Nomads

Tribes, Population Unknown

Though not as numerous as the ubantu, the imahim
nomads are fairly common. Primarily made up of humans,
the imahim dress in long robes, veils and other coverings.
Where the ubantu travel the core of the Crucible Lands,
the imahim tend to move along its fringes, acting as traders
between the theopoli and the ubantu. They are known as
canny bargainers and skilled merchants, though some
claim that they are also thieves and kidnappers.

The imahim revere a fourfold pantheon of
Ashumas, D'shan, Subastas and Tukulti, whom they
call the Gods of the Deserts, and they refuse to bend
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their knees to others. In many ways, this sets them in
conflict with ubantu, who are not careful of their
inherent fanaticism, and both peoples are careful to
avoid religious discussion when engaging in trade. The
adepts of the shell (see below) are common among the
imahim, moving a week ahead of their tribe’s wander-
ings, following the trails of the mighty tortoises and
blazing trails to find new oases for the imahim.

Tamulgawid

Tribes, Populaton 12,000

Fewer than either the ubantu or the imahim, the
tamulqawid revere the mighty Sage of the Desert,
Tamul. Itis through his blessings on their tribe that they
are able not only to survive but prosper in the deserts —
the tamulgawid are animal herders and hunters, capable
of maintaining herds that should not survive in these
deserts and finding food where none should be. The
tamulgawid are the only tribe of the desert that holds
such a high reverence for animals, especially their
camels, whom they look upon as fellow tribemates.

Ubantu

Tribes, Population Unknoum

Many are the people of Hedrada, the Blessed
People, and the Lawgiver has given the deserts of
Onn for their dominion. The ubantu have always
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been part of the deserts of Onn, possibly created as
prey for Hrinruuk to hunt in these deserts. But
when Hedrada himself came to them and saved
them from the destruction of the Seraphic Engine,
they fell down as a people to worship him and take
his ways as their own.

Now many tribes wander these lands, so many
that no one has a means of accurately knowing how
many. Each tribe is made up of several clans, and
most tribes number several hundred members. Truly
prosperous and mighty tribes can range up to two
thousand folk, but this is rare.

It is said that somewhere in the desert of Onn
dwells He Who Has Passed Through the Crucible,
an ubantu god-king of Hedrada — some say the first
of the god-kings. Stories conflict about him: some
say that he dwells in a mighty city of silver and
sandstone in the center of the desert, while others
claim that he sits on the back of the oldest of the
tortoises, basking in the terrible heat, small and
brown, but with his sins and imperfections burnt
away.

Though ubantu can be found in other places,
most tribal ubantu are suspicious of such folk. They
believe that the Crucible Lands are the proper
home for the ubantu, created by Hedrada to test
them. They believe that the tests that can be found
in other lands are not their tests, and that those
ubantu who settle in other places have fled their
rightful testing grounds and are cursed.

The Fertile Crescent

North of the Paharasa Mountains is the Fertile
Crescent, a place of fertility and greenness rare in
the blasted lands of Asherak. Like the Riverlands
in the south of Asherak, the Fertile Crescent's
settlements are built along the rich rivers that flow
out of the Paharasa Mountains, as the land more
than a day or so from the rivers tends to be either
blasted rock and stone or standing mires and bogs.
Some kind of blessing or enchantment, however,
seems to be on the river, which allows it to sustain
life around it — the addition of poison or even
wrack cannot foul it. Such substances simply form
bubbles in the water without mixing into it, much
like adding oil to water. The water loses this prop-
erty when taken from the river proper for more
than a day.

Brathanis

Large Town, Population 4500 (humans 78%,
dwarves 8%, elves 6%, ubantu 4%, half-elves 2%, half-
orcs 2%)

A remote and rather small settlement that
clings to the vestiges of its former glory, Brathanis
is little more than a small and crumbling town with
delusions of grandeur. Most citizens live in build-
ings ancient beyond habitability or in crudely built
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hovels, hoping to keep out the elements and dan-
gerous beasts combing the ruins. At the same time,
the city has an unhealthy obsession with the osten-
tatious and gaudy display of wealth, to the extent
that even the poorest have gilded altars to *honor”
the city's patron gods, Hedrada and Enkili.

Built near the ruins of “Old Brathanis,”
Brathanis sees the ruined ziggurat, monasteries and
other destroyed bits of ancient city as reminders
against the folly that befell Old Brathanis when the
Perfected One of the Exemplars first came to that
city with his message (the full story can be found in
the Player’s Guide to Monks and Paladins).

Although an incredibly ancient city, Brathanis
has little remaining in the way of culture save for
unrelenting greed and pettiness, a ridiculously com-
plex bureaucracy, and dominance by those who
would curry the favor of the gods. Although the
city remains theoretically a theopolis in Hedrada's
name, true Hedradans are few and far between. It is
an open secret, at least among Brathani, that Enkili
truly guides the city. The few true Hedradans are
those bureaucrats so caught up in their rigid bu-
reaucratic madness that they cannot see the city
disinregrating around them. The “Hedradan”
temple is filled with Enkilite priests who use the
building as a festhall to host debauched parties and
other hedonistic pursuits.

The Khaelean Confederation

Nation, Population 28,000 (half-elves 47%, hu-
mans 38%, elves 12%, other 3%)

The Khaele Confederarion is a small nation in
the Aulter Woods, made up of several small cities.
As a whole, the Confederation's cities are self-
governing, though each has at least one blessed
theocrat*** of the Son of Srars and Glades, the
half-elven god-king Khaele, hero of the Divine
War empowered by Tanil to protect the forest she
painstakingly protected from the destruction of the
Seraphic Engine.

® Aelfysh (Population 7,500): Aelfygh is a
relatively new city, built upon the remains of an
ancient dwarven fortress, largely abandoned dur-
ing the Titanswar and resulting cataclysm. The
upper city is largely built into the cliffs of the
Sorent Hills for protection, while the lower city is
spread along the shoreline, around the city's size-
able docks. The buildings are mainly well crafted
stonework, tending to be more uniform and sub-
dued than other Khaelean ciries. As a port city and
the city closest to the large theopoli of the eastern
Ferrile Crescent, Aelfygh is an important center of
trade for its famous stone and ironwork. Aelfygh
boasts a mix of elven and dwarven culture, valuing
the simple hard work, stoicism and tenacity of the
dwarves and the appreciation of beauty, closeness
tonature, and calm patience of the elves, all wrapped
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in a strong faith in Tanil. Aelfygh is known for its
impressive smithing techniques, which combine
traits from elven and dwarven secrets.

® Aylter-ash (Population4,000): A smallsettle-
ment dedicated to Tanil actually built in the Aulter
Woods, Aulter-ash is constructed from the living
wood of the forest. Evidence of ancient elven ar-
chirecture can be found throughout the settlement,
from the dwellings constructed of shaped living
trees to the treetop marble Council Chambers. The
forest around the city remains largely untouched,
as it is valued and carefully tended by the citizenry.
Though Aulter-ash is the remnants of an ancient
and powerful elven civilization that once flour-
ished in this portion of Asherak, it has abandoned
the reverence of Denev and now worships Tanil, as
does the rest of the Khaelean Confederation. Few
of the elves today remember the druidic magics
which built their mighty treetop settlement.

® Khaele (Population 22,000): The beautiful,
airy and prosperous Tanilite city of Khaele has
been built entirely since the Titanswar in one of
the few remaining hospitable regions remaining.
Perhaps unique among cities of the Fertile Cres-
cent, Khaele is built neither upon the shores of a
river nor by the sea. Instead, Khaele rests in the
center of a fertile valley, surrounded by small farms.
The city is therefore especially vulnerable to over-
land attack and thus has constructed a massive
retaining wall. The buildings themselvesare simple
wooden affairs, uncomplicated but sturdy and well
constructed. Khaeleans take pride in individuality,
often decorating their houses with bright colors,
maintaining gardens, or displaying works of art to
distinguish their dwellings.

Stel Talionis

Metropolis, Population 76,000 (humans 84%,
dwarves 13%, ubantu 3%)

A bustling metropolis retaining much of its
pre-Divine War glory, Stel Talionis is a bastion of
the gods of law, a city of divine order. Wide brick
streets, marble cathedrals and ornate sculptures
dominate the city. The people go abourt their daily
lives, purposefully ignoring the wasteland beyond
their walls and confident their gods will protect
them. Justicars patrol the streets and busy market-
places, enforcing the city’s divine law.

The folk of Stel Talionis are dedicated and
extremely religious, but are grim and distrustful of
outsiders. This has made the theopolis rather isola-
tionist; the priesthoods believe that those beyond
lack the dedication and pure faith needed for true
exaltation of the gods, and they are therefore dis-
dained. In recent years, however, has come a push
for expansion and involvement with other Fertile
Crescent theopoli. Provoked by the city's prosper-
ity, the space limitations imposed by the Binding
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Wall, and whar many see as a divine duty to spread
the faith of the gods of law (called the Triumvirare
in Stel Talionis), this impetus led to the creation of
the Stel Perilis colony.

The city is not led by a god-king. Rather, it is
governed by a Holy Council, consisting of a priest
chosen from the clergy of each of the city’s patrons.
Usually the high priest of each given temple will take
on this role, although exceptions have occurred when
the priest lacks political expertise or is too busy with
religious affairs. Each morning, in a ceremony known
as the Blessing of Sacred Waters, the city's clerics line
up along the edges of the reservoir and create as much
water as possible. This water is transported throughout
the theopolis via aqueduct. This is necessary because,
although the city rests beside the Banva River, its
water is tainted by the nearby ocean and the barren
wastes it must travel before reaching the city, making
it undrinkable.

Tangle

Metropolis, Population 61,000 (elves 62%, hu-
mans 29%, half-elves 8%, half-fiends 1%)

A large port city set on the northern end of the
Dragon’s Maw Gulf, Tangle is beautiful in its own
rwisted way: a city of enormous ziggurats seemingly
continually dripping with the blood of sacrifices, of
decadent and yet broken elves, and of a complex
and chaotic social structure. The tang of the sea air
and the city’s port dominate life in Tangle, as does
the city's oppressive and bloodrhirsty religion.

Tangle retains some elements of traditional
elven culture with a patina of bloodthirsty ruth-
lessness and savage cruelty encouraged by the
religion of Vangal. The elves of Tangle, wracked
with pain at the land's destruction, reflect the state
of Asherak: brutal and barren with litcle respect for
life. Only on the open sea, far from the ravaged
shores of Asherak, can these tormented beings feel
a moment of peace. Thus nautical life has become
a powerful influence in the theopolis; many young
elves who do not become associared wirh the city-
state’s brutal politics take on callings as pirates,
raiders and privateers. The elves of Tangle do not
maintain close relations with other elven ciry-
states — indeed, the elves of Tangle are openly
antagonistic toward the Khaelean Confederation.

Tanglean raiders range throughout the Dragon's
Maw Gulf, as far south as the Shard Islands and as far
as the Anagara Theopoli in the east. The raiders
employ small boats holding from ten to twenty raiders
and strike without warning against small settlements,
usually taking advantage of the cover of night tostrike.
Large numbers have been known to gather to assault
large theopoli, such as Khaele and Stel Talionis. These
raiders are also notorious pirates. While Tangle does
maintain asmall merchant fleet, itis not the theopolis'
focus, and few theopoli are eager to allow ships into

= A o W e w0 Gl U e SN . e S



L R s W W TN el

o i g

CHAPTER ONE: CRADLE OF THE GODS

their ports that are just as likely to contain fierce
Tanglean raiders as simple merchants.

Tangle is nominally ruled by Orbranaxis the
Shatterer, the Vangalite god-king, and his Church
of Shartered Souls. Their power is more over the
common folk than gamered through politics or
money, however — that distinction belongs to the
noble houses of Tangle, notorious slaving institu-
tions given to extreme infighting and blood feuds
(encouraged and some say orchestrated by the
Church of Shattered Souls).

Slavery is an integral institution in Vangal. Al-
though Tangleans are nor above capruring slaves of all
races, only human slaves are allowed to serve the
xenophobicelves in Tangle. Toelvensensibilities, the
human form is reminiscent of a barbaric and primitive
version of the pure elven form, making them tolerable
for little more than menial labor. Half-elves are given
amodicum of respect, functioning as slave overseers or
elite slaves, such as scholars and bodyguards. Other
races, with the exception of those blessed with Vangal's
own blood (half-fiends), are sold to other slavers to be
shipped from the city-state or sacrificed to Vangal
during the theopolis’ daily prayer of exaltation to the
Reaver. While most slaves dwell in the lower city, left
to fend for themselves and free ro be snarched up by
any free elf as labor, the noble houses maintain their
own stables of slaves.

Taroke

Large City, Population 15,000 (humans 75%, elves
12%, half-elves 3%, other 10%)

A wealthy city of ziggurats and step pyramids built in
the jungle of the northeast Banyan River delta, Taroke is
aspectacle of both wondrous beauty and horrible deprav-
ity. The worship of Eldmash dominates the city-state;
ornate temples dot the theopolis and little occurs except
under the eyes of Elamash’s watchful priests. Little is seen
of the marble that dominates other Fertile Crescent
cities, as the folk of Taroke prefer local building materials,
such as limestone and shale. Outside the solemn ziggurats
and temples spring up raucous markets, rife with slaves,
poisons and other less savory fare.

Eldmash's religion dominates Taroke, his priests
active inall aspects of daily life, from morning sermons
to enforcing evening curfews. Especially significant is
Elimash’s unseen eye, a sect of the church thar acts as
enforcer, secret police and assassin. The unseen eye
routs out heresy, which varies from primitive titan
worship to failure to live according to the dictates of
Eldmash (and his priesthood, of course). The god-
queen of Taroke, Queen of Scales Saratha, has ruled
the city since shortly after the Divine War,

The Godspine Mountains

One of the fiercest mountain ranges in the world,
the Godspine Mountains sit in the center of Asherak,
dividing north from south. Many of the peaks of the
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range are astonishingly high, though they are but a
fraction of the size they were before the acrivation of
the Seraphic Engine. Many of the peaks are strangely
shaped, portions of the mountainside having been
blown away in the blast. Some are so twisted, they look
almost like some mad sculpture.

Only Nammul remains as high as once it was,
rising in the center of the range like the axis of Scarn
itself, its peak cloaked constantly in a veil of cloud.
Around it, nothing stands, the nearest mountains
obliterated to their very roots when the continent
shook. The Godspine Mountains still host the most
sacred spot in all the world, but with all the devasta-
tion surrounding it, few can afford ro bask in its
holiness.

They were once called the Skypillar Mountains.
Their peaks were enormous, seeming to hold aloft the
clouds and the stars themselves. Their slopes were
steep and fierce, a testament to the grandeur of Scarn
itself and a challenge to those few brave or foolish
enough to attempt to scale them. They bisected the
entire continent of Asherak, from points far west to
the farthest eastern edges of the land. And in the
center of the range, the greatest peak of all: Mount
Nammul, the Créche of Divinity, birthplace of the
gods, and the single highest point on all Scarn.

No longer. The devastation caused by the divine
folly that was the Seraphic Engine laid waste to much
of Asherak, but it truly obliterated an enormous por-
tion of the Skypillar mountain range. In the center of
the range now stands what can only be called a hole in
the earth, a span more than a hundred miles in diam-
eter where no mountain stands, where the ground is
rocky and cracked, well below sea level. The range
extends only a few hundred miles east and west now;
where the land once continued for hundreds of leagues,
the mountains have been shattered or sunk beneath
the risen waters of Shard and Shield Bays.

The range itself is awash in a sea of wild magics,
energies put forth by the Seraphic Engine that have
not faded since. Clouds and storms seem drawn to the
mighty peaks, pulled in off the ocean as if by the hand
of agod itself. More than half the days and nights of the
year, the outermost mountains to the east and west are
drenched inatorrential downpour, theirslopes whipped
by winds strong enough to rip the elothes off a person's
back. Yet these rains never reach the rest of the
continent, or even the inner portions of the range; the
outermost mountains hoard them like a miser, and the
desert continues to parch.

The extraplanar and divine energies permeate
the creatures of the Godspine Mountains as well.
Every animal and every monster native to the region,
with only a very few exceptions, is an outsider by
nature if not by location of birth. From celestial
mountain lions and eagles to fiendish goats and
wyverns, every creature here has been touched by the
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gods. Some are stranger still, creatures of other reali-
ties not quite like this one, stranded here when the
walls between worlds came tumbling down. (See the
Seraphic Creature template in Creature Collection
3: Savage Bestiary.)

The Exemplary Retreat

When the Perfected One led his followers from
the corrupt and dying city of Brathanis, he took them
up into the Skypillar Mountains. Here, after many
tests of faith, devotion and determination, they settled
upon a specific cave to serve as the heart of their new
community. These people would become the exem-
plars, their home the Exemplary Retreat. (See the
Player’s Guide to Monks and Paladins for more on
the Perfected One, the Exemplars, and their history
and home.)

On the slopes of an unnamed mountain, near
what is now the southeastern edge of the Godspine
Range, stands a small complex of buildings built from
the rock of the mountain itself. Surrounded by a high
wall, the Exemplary Retreat has survived hundreds of
years, the wrath of invading armies, and even the
devastation of the continent and the rrembling of the
mountain itself.

The structures are simple stone, most only asingle
story in height. They are connected by paths roughly
cobbled in pebbles and by caves running through the
rock of the mountainside. Each boasts a tiny garden, so
carefully tended thar several green sprouts survive
even in this harsh environment.

Meluhna

Even back when Meluhna thrived, when the
druidic Council of Meluhna stretched forth itshand to
steer the course of mighty empires, it would have been
inaccurate to call Meluhna itself a“nation” in any true
sense of the word. [t was a network of small communi-
ties, yes, linked by a common law and common rule,
but none of its members considered themselves citi-
zens of any greater kingdom. They saw themselves
only as followers of a higher power, the titans, and of
the men and women who served the titans. Few of the
various communities of Meluhna even boasted their
own name, save for Paroq Kurvensett — the site of the
Council itself — and one or two others. Everyone else
simply saw themselves as scattered members of asingle
society. The Council of Meluhna was a religious body;
any secular governing they had to do in order to keep
their community thriving was purely incidental.

Today Meluhnais largely an empty place, shunned
by followers of the gods and haunted by memories and
remnants of what it once was. Yet it survives, despite
several attempts by the greatest of clerics and wizards
to bring down the walls, to fill the caverns with
shatrered rock, to cover the entrances with avalanches.
And this survival fills the hearts of the clerics with
fear, and even the gods with consternation, for this
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ALY A R AV YD viewing it from a distance gains no true idea of how
Forgotten, But Not Gone enormous a structure it is. Only as one draws closer
does it become apparent that Nammul is far, far taller
than the highest peak, and thicker around than most
mountains. Mortal minds can scarcely imagine whar it
must have looked like in the days before the Seraphic
Engine, when it was Mount Nammul, and far larger
even than it is today.

A majority of the undead making up the current
“council” could hardly care less about the creatures
under their rule; they are purposeless, selfish beings
who simply enjoy the power of commanding others.
Several, however, seek to restore Meluhna to its
previous state, to throw off the “yoke of the gods” and

restore the druids to power. Three of the council —

Kulu (female human ghost drd16), Actii'kusu (male been there for it to stand on. Given that it is (or was,
human ghoul drd13) and Laqgip (male human ghoul at least) a mountain, that may seem an obvious state-
drd12)—were actual druidic members of the council. ment, but in Nammul's case, it may be the literal truth.
Kidunndlaglweressmbencfhe lsiscoumell, Mount Nammul is 'believed to have been the first
before Meluhna fell, and Attiikusu was part of the portion of Scarn, before the world was even complete,

group that attempted to recreate the council during wl?en the titans e f:rst stepping forth trom. the
o oghio bt e Thiaentie ol Gy en primal chaos of reality itself. The mountain survived
rently commanded byacreature called Thultku (male the passing of ttamie epochs:that almost totally

tior gongons [advancad to:15 HDV varnpise), whio resculpred rhe face of Scarn. [t saw the creation of life.
E;eks ncgd\iicé bssrhan o schnudion of:l‘l Asiu:r Ak [t supported the first rentative footsteps of the divine

Mount Nammul has existed as long as a Scarn has

nidercheswmivof Melubris; withs iensélcosthe lesder races. And it was here, in a howling tempest of storm
arid high piiestof this cont!inem-spanning ssnpire: and fury, that the ritans brought forth Vangal, first of
' the gods.

Thultku and his minions seek to understand
what it is about Meluhna that renders so many of its
caves resistant to the power of the gods. Is it the
residue of the millenmnia of druidic magics that forti-
fied the place for so long? Something to do with the
nature of the surrounding rock? Could the caves
contain the partial remains of one of the titans!
Thultku is determined to find the answer and use it
to wage war against the theopoli of Asherak.

Though incredibly difficult to reach, surrounded
(even before the Titanswar) with almost impassible
terrain, numerous natural hazards and creatures from
all the various outer planes, Nammul has often been
host to various temples, monasteries and other reli-
gious gatherings. Even those who do not have direct
connections to the gods can feel their presence here,
and in ages past, demigods and occasionally the gods
themselves would appear at Nammul's peak to con-
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s it verse with their followers.

former bastion of the titans’ power resists the power of
the divine even though it lies in the Godspine Moun- e
tains themselves, the very heart of divine power in
these Scarred Lands.

Some of the villages of Meluhna, built into deep
caverns, yet remain, though they have suffered the
ravages of rime and are in substantial disrepair. Subter-
ranean titanspawn, from various goblin types toashborn
arachne and other unnatural vermin, from skittering
slitheren to all manner of ooze, make their homes in

The Divine Power of Nammul
Divine energies, holy and unholy, lawful and
chaotic, radiate from Nammul like a tide constantly
flowing into Scarn from other worlds. Any living
crearure can feel these energies and find his faith
restored, but it is the clerics and paladins of the gods
who truly benefit from these emanations.

the branching passages and crumbling buildings. And Power c_al]s out to power, and stronger divine
over them all rules an assembly of the undead, gather- CEESS, feel the power of Narnmul_ o greanc
ing in mimicry and mockery of Meluhna's druidic distances than weaker ones. For any given cleric,
council; paladin or other divine caster who gains power from

the gods, multiply his caster level two. Within that
many miles of Nammul, everyspell that character casts
is considered Maximized, as per the feat, but without
any increase inrequired spell slot. Furthermore, acleric
or paladin praying for her daily spells needs only 15
minutes, rather than the hour normally required.

Nammul

No holier place exists, nor can exist, anywhere on
Scarn, and no climb to lofty heights can bring one any
closer to the homes of the gods themselves. This is the
Créche of Divinity, the birthplace of the gods — and,

according to some legends, life itself.
8 : Of course, all these advantages apply to the spells

and spell-like abilities of the region’s numerous outsid-
ersaswell, soclericsand paladins shouldn'tassume that
they are suddenly becoming the most powertul forces

in the area.
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Nammul is a great column of stone, a pillar
reaching toward the heavens in the middle of a pit
hundreds of miles across. The ground around it is bare,
barren rock, as are the sides of the pillar itself. So large
is the hole in which Nammul stands that anyone
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It was here, on the highest crags, that the gods
built the Seraphic Engine, designed to sever the titans
from Scarn in the early years of the Titanswar. And it
was with the activation of the Seraphic Engine that
the gods finally did whar time and the titans them-
selves had never been able to do: they destroyed
Mount Nammul.

The destruction was far from complete. The pillar
of Nammul today still stands larger than any mounrain.
Butit is barely half the width it was then, and thousands
of feet have been sheared from its height. The force of
the blast fused the stone, rendering the column smooth
and almost featureless, impossible to climb without
magical aid. It oblirerated everything standing, other
mountains included, for hundreds of miles, and altered
the very shape of the continent. Fortunately, the gods
had instructed most of those worshippers who had dwelt
on the mountainside to depart years earlier, when
construction of the Engine began. Some few remained,
however, as servants of their deities; they were so
thoroughly obliterared in the surge of energy that their
souls have not ver arrived in their gods' afterlives, and
may have been destroyed entirely.

Today, some of the truly devout still make pil-
grimages to the base of Nammul, but few have attempted
toscale the column since the Titanswar. Of those few,
none is known to have succeeded.

The Paharasa Mountains

The Paharasas are the mountains that serve as the
berder between the Crucible Lands and the Fertile
Crescent. Only two passes through the Paharasa Moun-
tains are known, but rumor speaks of many more,
inaccessible to large caravans, but certainly travers-
able to small groups of travelers on foot or with mules.

Altanthropolis

Metropolis; Population 40,000 (dwarves 48%, hu-
mans 40%, ubantu 12%)

A shining and ordered Hedradan theopolis built
high among the peaks of the Paharasa Mountains, this
white marble city overlooks the wide and well traveled
Vhaer Pass. Unique among theopoli, Altanthropolis is
built partially into the mountainside, protecting it
from savage dust storms arising from the Crucible
Lands. As a center of trade, this city boasts good roads
and well constructed buildings, although squalor re-
mains in the city's forgotten corners.

The people of Altanthropolis divide themselves
into five great castes, chosen from birth according to
the divine will of Hedrada, as directed through his
priests: the harati, who serve as the priests and leaders
of their city (the caste to which most of the ubantu in
the city belong); the wyrti, who are the lorekeepers,
scholars and teachers; the paranti craftsman and mer-
chants; the kallorti, whose work entails them touching
blood, whether as healers, morticians, butchers or
warriors; and the enkti, who are considered the chaotic
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and lawless, relegated to filthy work considered inap-
propriate for those higher in the caste system to do.

Altanthropolis is known for its shining white
marble and fantastic architecture. Though much of
the basis for its works sit firmly with the dwarves who
originally founded this city, most of the more modern
wonders are the work of the Society of Sand, architects
and magicians of great power. Altanthropolis is also
blessed with a large number of marble sentinels***, a
gift to the city from Hedrada, for peace-keeping within
the city itself, allowing the kallorti to focus their efforts
on guarding the Vhaer Pass and the trade routes of the
area from the various creatures that dwell in the
mountains, as well as the savage Shalatim tribe of the
Paharasa Mountains.

Altanthropolis is ruled by the god-king Jahoril,
the Upbearer of Pillars, a mighty dwarven warrior-
priest who ensured that his people survived the
devastation of the Divine War by the careful applica-
tion of laws. Jahoril is considered by the people of his
city to be the Son of Hedrada, and they know that he
speaks the god's will in all things.

Scaumaturge

Small City, Population 9,500 (humans 74%, dwarves
21%, other 5%)

A dark city rife with turmoil, Scaumaturge rests
on the backs of its poor and its eternal undead slaves.
The city is constructed largely of black marble and
stone, with the level of repair being commensurate
with the wealth of the occupants. Scaumaturge is flush
with ruins, both new and old, great and small. Death
motifs and symbolism are common throughout the
city's architecture, as is ornamentation such as gar-
goyles and images of demons. While quite lively areas
of the city exist, such as the market square, an abiding
aura of subdued misery and desperation hangs over
most of the city, bringing a pall over any light or
happiness to be found in this place.

With its position above the Pass of Jagged Bones,
one of the two passes through the Paharasa Moun-
tains, Scaumaturge has found itself almost inadvertently
an important trade city. While the city itself is quite
unpleasant and anything but hospitable to travelers,
the very fact that it is open to the sort of contraband
so strictly regulated in Altanthropolis has made it
quite popular among less reputable merchants. The
city has come to depend on the wealth it acquires from
trade, makingita dark rival to shining Altanthropolis.

The religion of Otossal has dominated life in
Scaumaturge since the city's inception; indeed, the
city is named for the first god-king of the city,
Scaumaturge, called the Bonelord of Otossal. Free-
willed undead are viewed as sacred beings, and many
necromancers and clerics of the Bonelord hope one
day to join their ranks. At the same time, skeletons and
other controlled undead are used for menial labor and
defense. Poor citizens are often viewed as less than
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Balathu
Warm Mountain/Volcano, EL 14

The mighty smoking peak of Balathu overlooks
Scaumaturge and the Pass of Jagged Bones. High upon its
peak, overlooking a great chasm of fire, is a great platform
hewn of obsidian, upon which victims are brutally sacri-
ficed, horriblyaffixed withsharpened bonesthrust through
their bodies to form symbols sacred to Orossal and then
cast alive and screaming into the fires below as sacrifices.
Opposite the pit from the platform is the Seat of Orossal,
amighty throne that is crafted from the very bones of the
mountain itself. In times past, the Bonelord Scaumaturge
oversaw the rites from here, but the current Bonelord has
not found the secret passage that leads to this throne.
Otossal's priests believe that one of the signs of the
coming of the True Bonelord is that he shall know the
path to the Seat.

The peaksaround Balathuare prowled by all manner
ofhorribleundead, includingsomestrange burning ghouls
that are said to be made from the corpses of those who are

sacrificed to Otossal that the god finds pleasing.
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undead by those in charge; they require rest and
upkeep and tend to grow rebellious. Life among the
destitute in Scaumaturge is so desperate that families
have been known to sell children or siblings into the
ranks of the undead, in a process known as culling, in
order to buy food for just weeks or days. Few leave
Scaumaturge, for the Pass of Jagged Bones is extremely
dangerous and few possess the skills to survive long in
the ubantu-dominated Crucible Lands.

The city's governance could best be described as
a chaotic mess. Since the death of the great
Scaumarurge, a series of petty warlords and necroman-
cers has held the city, ruling by force of arms and magic
in Otossal’'s name. The current Bonelord
Deemethereesu has ruled the city for five years and is
distinctly not a god-king.

Shalatim

Nomadic Tribe, Population 2,350 (humans 100%)

The Shalarim were once amighty people. In time,
however, the dwindling resources of the Crucible
Lands and the growth of both the Shalatim and the
local ubantuforced a conflict between the small people
of Hedrada and the mighty raiders who served Subastas.
In the end, the fiery Shalatim lost to the more ordered
war methods of the ubantu, and the Shalatim were
driven into the Paharasa Mountains.

Now, perhaps a generation later, the Shalatim are
a prevalent part of life in the Paharasas. Both
Alranthropolisand Scaumaturge play host to Shalatim
clans that wander the mountains around them, follow-
ing the wild herds of mountain goats that serve as their
main staple.
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Among the most feared of the Shalatim are their
pyromancer shamans (the elders of whom possess
levels in the Adept of the Flame prestige class; see the
Player’s Guide to Wizards, Bards and Sorcerers). In
recent days, these shamans have gathered around a
prophet, the Source of Flame, who claims that Mount
Balathu is no longer a sacred place of Orossal, but
rather belongs to Subastas. The Bonelord of
Scaumaturge fears that this Source of Flame may be
not simply a powerful shaman, but actually a god-king
of Subastas.

The Riverlands

The Riverlands, like the Fertile Crescent, is made
up of swaths of green around the rivers that flow
through them, protected from the terrible Soulburn
Waste by the Crown Mountains. The southern reaches
of Asherak are home to a number of city-states that
have fallen to infighting since the days of the Divine
War. This infighting has gone on for years, much of it
beginning shortly after the Divine War. Though some
claim the wars were instigated by the Empire of Kanish,
the fact is thar all of the city-states have participated
in these wars at one time or another, and continue to
do so to this day.

If the Empire of Kanish can be held responsible for
any atrocity, it is the murder of god-kings as a means of
waging war against city-states. Kanish himself, a god-
king elevated by Chardun, murdered the first of the
god-kings to fall in the Riverlands as part of his city-
state's war against the Vangalite city of Tabish Ahl

Unlike many places in Asherak, the large city-
states are not the only settlements — up and down the
rivers can be found small farming communities and
rrading outposts, all of which have sworn fealty to one
of the city-states or another.

The Andoral Federation

Nation, Population 25,000 (humans 85%, elves
10%, other 5%)

The first nation to form in response to the aggres-
sions of the Empire of Kanish, the Andoral Federation

is made up of the three city-states that sit in the
Andoral River basin.

® [Lrithanopolis (Population 4,500): The city-state
of the Hedradan god-king Erithanus, Erithanopolis
has been in mourning since Erithanus' murder at the
hands of Kanish. A city of fine white marble and stoic
folk, Erithanopolis has had problems with a quickly
developing cult among its people that postulates that
if the chosen of Chardun was able to slaughter that of
Hedrada, perhaps Chardun is a worthier god. Though
this cult, the Blood-drenched Brotherhood (named
because its founders were clerics present at the death
of Erithanus who were drenched in his visceraand left
alive by Kanish), is actively outlawed and hunted in
Erithanopolis, it is quickly growing.
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® Galashin Mor (Population 11,500): Another
Hedradan city-state, Galashin Mor is home to the god-
king Galashin, a mighty warrior responsible for the
death of Kanish. The battle took its toll, however, and
Galashin has never truly recovered, even after almost
twenty years. Galashin is a place of military strength
with a feared force of elite soldiery, the Legion of
Stone, made up of paired teams of male lovers. When
the Legion has marched to war, Galashin and hiselven
lover Barrilin alwaysled it, but these days, only Barrilin's
worrv-weathered face is seen by the Legion. Whispers
among the troops say that should Galashin die, Barrilin
will likely sacrifice his life in the way thar is customary
in the Legion — by attacking the foe wildly, slaying as
many as he might before he himself falls.

® Ylirishan (Population 7,000) : A Madrielite city-
state, Ylirishan was founded by Yliris, the sister of
Galashin and a god-king of Madriel. Yliris fell aveng-
ing the death of her beloved Erithanus; though she and
Galashin managed to slay the tyrant Kanish, doing so
cost her life. The people of Ylirishan have allied
themselves with Hetanu, their clergy exchanging aco-
lytes and often meeting ro discuss theology, but to this
day Hetanu resists the offer of alliance with the Andoral
Federation,

The Empire of Kanish

Nation, Population 45,000 (humans 65%, dwarves
15%, elves 10%, ather 10%)

The Empire of Kanish began with the ambitions
and machinations of the Chardunite god-king Kanish.
Thirty years after the Divine War, he turned his eyes
toward the creation of an empire, and began his empire
with his neighbor, Tabish Ahl. When the Son of
Slaughter, the god-king of Tabish Ahl, fell, it was short
work for Kanish to convince the clergy of Vangal that
he had lost the blessings of Vangal, for what god-king
of Vangal would be slain in war? This was the founding
of the Empire of Kanish.

® Kanishopolis ( Population 22,000); Kanishopolis
the mighty is now officially in mourning for the death
of Kanish, the Tyrant of the Riverlands. But this
mourning is the mourning of a soldier for its beloved
general, rather than the mewling of child for parent.
Kanishopolis' war efforts have been redoubled by
Queen Janaia, the widow of Kanish. A powerful war-
ricr and cleric in her own right, Janaia has named
herself the successor to Kanish's throne. Now, Kanish
— a city known for its smithing and industries of war
— steadily turns out new, well armed troops to bring
the whole of the Riverlands under Queen Janaia's
banner.

® Odil Aramath (Population 6,500): Once a
Coreanic city, Odil Aramath has been a client-city of
Kanishopolis for nearly a century now. The old bas-
tions of Corean worship were thrown down along with
its now-forgotten god-king, whose skull was overlaid
in black iron and set as the keystone above the city
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gate. The clergy of Corean even now attempt to regain
a foothold here, supported as they are by the Shining
Empire, but to no avail.

® Tabish Ahl (Population 9,500) : Still a city with
a strong component of Vangal worship, Tabish Ahl
did not abandon the ways of the Ravager — indeed,
they teach that it was the Son of Slaughrer who did so,
and for his arrogance, Vangal permitted Kanish to
throw him down. The terrible berserkers and slaugh-
ter-makers of Tabish Ahl complement the ordered
troops of Kanishopolis well. Tabish Ahl thrives prima-
rily by cattle herding and the like; indeed, the largest
cartle yard in the city lies opposite the temple of
Vangal, and each citizen is expected to slaughter his
own mear as a means of sacrifice to the god (who
permits citizens to keep the meat of the kill as a
blessing).

® Towrin-Gauth (Populagon 4,500): Recently
subjugated and taken whole from the Shining Empire,
the Coreanic god-king of Towrin-Gauth simply disap-
peared shortly before the arrival of the Empire of
Kanish’s troops. Disheartened and demoralized, the
peaceful craftsmen and miners of this city surrendered,
against the wishes of the paladins and clergy of Corean,
throwing open the gates of their city to the enemy. A
terrible slaughter of the faithful of Corean followed, as
all citizenry were rounded up and forced to renounce
worship of Corean in favor of that of Vangal and
Chardun. Those who refused were killed; those who
agreed were branded with the symbols of Vangal and
Chardun on their hands, in order to remind them
never to be so intemperate in their worship of their
new gods. Already the people of this city are beginning
to feel the effects of doing so, as many forges and
hearth-fires go out, and armor and arms crack more
easily.

Hetanu

Large City, Population 27 ,000 (humans 74% , ubantu
10%, elves 6%, other 10%)

The City by the River, Hetanu is easily the oldest
of the theopoli. Existing as an autonomous city-state
devoted to the worship of a single deity since before
even the Divine War, Hetanu has always paid homage
to the Lady of the Sun, Madriel. Sun worship is very
strong in thisriverside city, and that devorion hasbeen
paid back many times over the centuries.

Indeed, in the middle years of the Divine War,
Hetanu came under attack by titanspawn, seeking to
destroy the holy relics of Madriel in the Pyramid of the
Golden Ladyand to slaughter the largest concentrated
population that gave her worship as a whole. They
were turned aside, however, as the very crocodiles of
the river — creatures that had basked in Madriel’s
light for all their lives — rose up in defense of the
people of Hetanu. In return for their aid, Madriel made
them stronger and wiser, that they might continue to
watch her people.
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To this day, the people of Hetanu regularly give  The Rosewaters

sacrifices to the crocodiles of the river, and actually
ornament the great beasts with pieces of jewelry crafted
specifically for them. Though they are not by any
means tame, the paragon crocodiles will permit hu-
mans toapproach them, aslongasitisdone respectfully.
Many a foreigner who thought the paragon crocodiles
to be domesticated creatures has been dragged off into
the deeps of the river, to be stored away in some deep
lair there and eaten later.

Hetanu has never had a god-king, nor has it
needed one — the residents are quite familiar with
taking care of themselves with the aid of their clergy,
and the paragon crocodiles provide all the defense that
the people of Hetanu might need.

The Shining Empire

‘Nation, Population 18,000 (human 70%, dwarves
20%, other 10%)

The Shining Empire should not exist. Indeed, if
the founders of this empire had their way, they would
not be needed, for the Shining Empire was founded
solely in response to the imperialistic advances of
Kanish and his per Vangalites. Once made up of three
city-states, they are now reduced to two, as Towrin-
Gauth has fallen recently, its god-king slain.

® Deyish-Khaen (Population 10,000): A mighty
Coreanic city-state, the god-king of Devish-Khaen,
the King Resplendent in Mithril, is alone now. Too
many of his fellows have been killed, including those
he considered brothers in service to Corean as his
anointed. Now, only the Melancholy King remains,
seemingly paralyzed by his grief and unable to react to
the continuing threat of the Empire of Kanish. His
advisors and high priests report that he seems to
disregard the Empire as a true threatsince the death of
Kanish — it is clear that he underestimates the fervor
of the widow of Kanish.

® Zamshur (Population 7,500): The King Re-
splendent in Mithril’s last ally-state, Zamshur hides a
horrible secret. Its own god-king, the mighty Hedradan
oracle Zamshur, is dead. Slain by assassination most
cruel by terrible Kanish himself before his own demise,
Zamshur's body remains in its place, shrouded in his
robes, seated before the mighty crystal sphere that was
his to gaze into and see the workings of his people and
his foes. His people hide this fact, refusing o admit to
it—afterall, his body has not corrupted, so perhaps he
resides in a holysleep, recovering his power. Before his
death, Zamshurand his priesthood of Hedradan oracles
ran the city as much by divination as by wise bureau-
cracy, and the lessening of this influence can be felt in
the highest chambers — now diviners are forced to
rely on their own feeble powers, arguing among them-
selves about the meanings of portents, where once
they had only to turn to the Oracle Zamshur for his
wisdom.

In the proper light, as the people of Asherak look
to the west, they can see a rose-colored tint reflected
in the distant waters. This is the Blood Sea, bane of the
sea lanes around Ghelspad and Termana alike, resting
place of the mortally wounded and ever-bleeding titan
Kadum the Mounrainshaker. The Asheraki are far less
familiar with the Blood Sea than the people of those
other continents, for their own shores are largely
spared the raint of Kadum's blood. Still, the name
given to the western ocean suggests that even here, so
far from the corrupted waters of the Blood Sea, that
stretch of tainted water is impossible to ignore.

The Shardlslands

When Asherak was devastated at the start of the
Titanswar, the eastern- and westernmost reaches of
the continent sank beneath the rising waters of the
surrounding seas. The deeper of these two new bodies
of water became known as the Bay of Shards, or Shard
Bay. The gulf was named for the many uneven islands
— the tops of mountains that survived the partial
destruction of the Skypillar range — and the many
outcroppings of rock and smaller peaks thart lurk just
beneath the surface, ready to rend the hulls of passing
ships.

Shard Bay sees a substantial amount of sea traffic,
steered by those caprains skilled (or mad) enough to
brave the razor-sharp reefs. Several of the isles are still
home to thriving communities, and several major
theopoli still trade with the cities of Ghelspad and
Termana.

The name “Shard [slands” collectively refers to a
cluster of isles and mountain peaks located throughout
the length and breadth of Shard Bay. Four substantial
islands — Appan An, Appan Ir, Appan Lur, and
Appan Ru — are surrounded by dozens of smaller
masses. These four isles were clearly plateaus and other
raised areas, rather than mere mountain peaks, when
they were part of the Skypillar Mountains; the largest,
Appan Ir, is almost 60 miles across at its widest.
Several of these isles are occupied, their people largely
isolated since the devastation of the Titanswar, de-
spite the occasional trade forays in the modern era.

Irku

Tribe, Population 200 (human 100%, other 1%)

The Irku of Appan Ir were a commune of clerics
of the various gods, assembled in a sanctuary on one of
the Skypillars” highest peaks. Deliberately distancing
themselves from Nammul until they believed they
were worthy, these clerics spent every hour not de-
voted to farming or other necessities of life in constant
prayer. Being stranded on an island in the middle of a
brand-new bay was probably not rhe answer they
sought. Over time, their faith has never been shaken,
but their focus has shifted. The Irku are now devout
followers of Manawe, goddess of the sea. They credit
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her for sparing them when most of the region was
drowned and believe that only she heard the prayers
they offered with such sincerity. The Irku are disdain-
ful of the followers of other gods and prefer not to deal
with them if at all possible.

Any member of their tribe who believes she is
about to die, either from a disease the clerics cannot
cure or from old age, is expected to hurl herselfinto the
seaas afinal tribute to Manawe. Though theyof course
require other skills as well to survive, every member of
the Irku israised as a cleric of Manawe, and anyone old
enough to have class levels of any sort likely has at least
a single cleric level complimenting his NPC class
(provided he possesses a Wisdom of 10+).

ShieldBay

The eastern portions of Asherak, save for those
highland areas that today have become the Isle of
Anagara, sank beneath the waves in the same carta-
clysm that created Shard Bay, across the continent.
The waters rushed in here even as they did there,
drowning entire cities and leveling landmarks that
had stood since the creation of the world. It was
dubbed Shield Bay by those in the Anagara Theopoli,
who saw the lowlands shield them from the brunt of
the Engine's destructive wave.

The Isle of Griat

Population fluctuates

Precisely which island is Griat is a matter of some
debate. It's one of several moderately sized isles in the
southern region of Shield Bay. The inhabitants of
Griat make a point of planting campfires and false
signs of habitation on the other surrounding isles, and
of invoking numerous spells of misdirection, render-
ing precise identificarion by outsiders — specifically,
the authorities of the coastal towns and theopoli —
almost impossible. It is even possible that Griat does
not refer to a single isle, but to whichever one of the
many isles is currently in use.

Griat is, quite simply, a pirate haven. Armed with
weapons collected from all over Asherak, and other
continents to boot, the mismarched scoundrels who
dwell here prey upon many of the ships that enter
Shield Bay, and make occasional long-term forays out
into the other surrounding oceans.

The Soulburn Waste

Unlike the Crucible Lands, the Soulburn Waste
isaplace of terror and agony. The center of what is now
the Soulburn was once a mighty nation, the Empire of
Qarash. When the Engine was destroyed, the souls of
that nation’s people were literally burned away, infus-
ing the land itself with their fear and pain, destroying
the land. Where the Crucible Lands are primarily
normal deserts, pockets of wrack can be found through-
out the Soulburn. It is a home of undead and wicked
desert spirits; even the mighty tortoises who dwell here
are sickly and maddened with pain.
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Qarashi

Tribe, Population 3,500 (human 80%, wrack elves
14%, other 6%)

Only the Qarashi, the People of the Burned Faces,
wander these wastes, Devotees of Subastas and the
Flayed God, the Qarashi are the descendants of those
few hardy souls who managed to survive the conflagra-
tion that destroyed the mighty Empire of Qarash. Those
who survived bore horrible scars upon their bodies, and
those of later generations were scarred with fire to make
them parr of the People of the Burned Faces.

Boretanshu, the Luminous City

Metropolis, Population 45,000 (humans 80%,
dwarves 8%, elves 5%, halflings 2%, other 5%)

Boretanshu, one of the younger of Asherak's
theopoli, is the center of the Church of the Avenger.
The city is constructed on a grand, magnificent scale.
The stone buildings rower above the streets, white-
washed and intricately adorned with carvings and
statuettes of chargers, eagles and warriors of the divine.
The main streets ate cobbled, and in select areas of the
city, clerical efforts ensure that lush gardens grow. The
magnificence of the Luminous City is not born of
arrogance or pride—though certainly those always lurk
among the theopolis' rulers, watching for an opening—
but as a beacon of hope. Boretanshu stands as an
example to all Asherak thatdesolation isnot death, and
that, with the aid of the gods and sufficient faith and
hard work, the continent may once again become aland
to be envied, rather than one avoided.

Born of the remnants of the pre-Divine War
Coreanic city Aplaa, Boretanshu is ruled by Luminous
Ninophris, called the Lantern of Corean, a woman
invested with the powers of a god-king by Corean.
Ninophris has overseen the workings of this city since
its founding, when she was one of the pilgrims to lead
the people of Aplaa to a new home.

The citizens of the Luminous City walk a fine line
between the necessities of desert life and a sense of
modesty they have not been able to shuke since the
days before the Titanswar. Women are expected to
cover their breasts and their legs at least from hips to
knees; men are to wearsimilar leg coverings, and to go
shirtless only when working at the most arduous physi-
cal labor. To meet these requirement yet remain
comfortable, Boreranshi have perfected the art of
crafting exceptionally light fabrics, in light colors, to
shed the heat of the desert sun better. It is said across
Asherak that wearing Boretanshi tunies s like wearing
the wind.

Kanad Thravarsus, the White Acropolis

Metropolis, Population 51,000 (humans 70%,
dwarves 25%, other 5%)

Most newcomers, those who do not understand the
true nature of this city, express great surprise when first
passing through the ringed outer walls of Kanad
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Thravarsus. Given the Overlord's reputation, they ex-
pect streets filled with the agonized cries of the suffering,
and chain-clad slaves shuffling beneath the hotsun. Yer
this place, one of the pinnacles of Chardun’s hierarchy
and thesite of hisfirst temple, seems quiet, almost serene.
The paved streets ring with the boots and sandals of
soldiers marching in military precision; the canyons
berween the tall, uniformly squared buildings echo with
the soundsofsmiths and craftsmen at work; and the gongs
of the templessound the call to worship. Nowhere are the
alleys filled with the rag-clad poor, and neither a chain
nor a collar adorns the neck of even the lowest worker.

Only after spending a great deal of time here does
the newcomer realize that the priests of Chardun have
no need to enslave the populace, or to crush dissent
against their master with an iron fist. Between the
indoctrination that takes place from infancy and the
repercussions of disobedience, the people are only too
happy to behave. This is as General Samsudatka, the
Shadow of Chardun and god-king of Kanad Thravarsus,
has planned, and everyone knows that what the Gen-
eral wants, the General gets.

Every aspect of life in Kanad Thravarsus, from the
prices charged for specific goods to the number of
children allowed to households of given professions
and economic status, is mandated by the Church-run
government. Church-appointed Assessors observe
children at play; their behavior, combined with minor
divination and examination of their parents' skills,
determines the professions of the masters to whom the
children are eventually apprenticed. Such apprentice-
ships, however, come only after mandatory eight-year
stints in the city's armies. From age 10 ro age 18, the
children are trained as warriors, taught the basics of
their eventual professions, and indoctrinated in the
ways of Chardun. This policy, over the course of
generations, hasresulted ina city more thoroughlyand
universally devored to the Slaver than almost any
other in all the Scarred Lands.

Three Sisters Mountains

The Three Sisters are a mountain range dominated
by three massive mountain peaks, visible for many
miles. The tribesof this area are savage Vangal-worship-
ping barbarians, given to much infighting and
herd-raiding among themselves, broken up only by the
opportunity to attack those who venture too near them.
Most of Asherak is willing to let these peaple be, though
a few hardy traders make a tidy sum trading with them.

These tribes are led by three Vangalite god-kings,
terrible barbarian queens and brides of the Lord of the
Apocalypse. It is actually from these women, rather
than the three peaks, that this range takes its name.
These terrible chieftains hate one another for some
slight in the past, though most generally assume that
each is jealous of Vangal's attentions upon the other
two.
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__ ThePeaple of Asherak

Though it possesses nowhere near the diversity of
terrain thar many other continents do, Asherak is still
large, and any generalization that might be made
about a citizen of the Empire of Kanish is unlikely to
apply to the ubantu of the Desert of Onn or the elves
of the Khaelean Confederation. Only in two areas
might such generalizations be made: faith and sheer
tenacity to survive.

Asherak has been the center of the worship of the
gods for longer than any other continent — indeed, it
is here that worship of the gods began, and it has
continued unabated for as long as even the longest-
lived folk here can remember. Whereas the Divine
War, to othernations, was a mightystruggle of up-and-
coming gods seeking to establish themselves and throw
down their forebears, to the Asheraki it was an inevi-
table collision between the beings whoruled the world
and those who once did but were too stubborn to
realize that their years were long past.

Thus, faith is a very real and tangible thing to the
Asheraki — in many cases, it is the very thing that
keeps them alive. As a result, most Asheraki are very
comfortable around most clerical magics and can
identify many of the more common clerical spells by
their results. They are also remarkably inured to the
presence of celestial and infernal creatures in their
midst. Which isn't tosay that they are blasé about such
an occurrence — it still happens infrequently enough
that it is a cause for interest when such a being makes
its presence known, but Asheraki are unlikely to flee
before such creatures. Instead, they are more likely
simply to remove themselves from the paths of such
beings, much in the same way that folk avoid nobility
and powerful spellcasters.

Asheraki are nothing if not renacious, as well.
Regardless of where they dwell, life is not easy, though
the efforts of clerics and extraplanar beings in the
service of the gods might go a long way toward making
it easier. Most folk in Asherak hover on the verge of
starvation, and if it weren’t for the fact that some
magics are able to augment food stores, famine would
be much more common than it is. The average Asheraki
is capable of dealing with most of the trials and dangers
of their lives: terrible storms, food and water shortages,

rampaging demons or righteously indignant angels
and the like.

Religion of Asherak

The prevalence of god-worship in Asherak is
undeniable. Asherak is the cradle of faith in the
divinities of the Scarred Lands, and it is here that such
devortion is strongest. Few are those who can remem-
ber days when titan-worship was anything more than
a near-myth, and even they cannot remember a time
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God-king Stats

Though they are for all intents and purposes
immortal, the god-kings have been around only
since the Divine War. As the death of the Bonelord
Scaumaturge proves, they can be killed by violence.

Unfortunately, no quick and easy abbreviated
technique exists for reflecting the unique and per-
sonalized changes that the gods wrought in mortals
when they first created the god-kings. The Son of
Stars and Glades is a vastly different creature than
the Lantern of Corean, and no single creature de-
scription or template would suffice to represent that.

Instead, the GM is encouraged to be creative,
Most of the god-kings are around CR 24, though the
god-kings of the Eight Victors are more likely to
reach CR 30. The GM is encourages to use epic
levels, appropriate templates and any other methods
he wishes to reflect the unique power of these crea-
tures.

All of the god-kings have the following abilities,
however:

Communion (Su): The god-king has the ability
to contact with other plane without chance of insanity
or failure, though he may use this only to communi-
cate with the god that creared him.

Divine Sacrifice (Ex): With a full-round ac-
tion, the god-king is able to recharge the spells of
clerics of the god that he serves within a three-mile
radius. Doing so causes the god-king to receive a
number of negative levels equal to the highest-level
spell that was regained; these negative levels are
recharged ar the rate of one per minute, however,
with no saving throw necessary. This may be done
only once per day and is usually performed only in
times of danger or war that threaten the city. When
this power is invoked, clerics of the appropriate god
are treated as though they'd had a full night's rest and
may immediately choose spells to replace those that
they have expended. Already prepared spells do not
change, and the god-king may mandate that the slots
be filled with certain spells appropriate ro the threat
at hand (such as immediately filling all spell slots
with create water spells in time of fire, or with warding
magics against extraplanar creatures should the city
come under artack by summoned creatures).

Immortality: The god-kings are immune to
aging, disease and poison.
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when it was more prevalent than the worship of the
Eight Victors and their client demigods.

With the destruction of the Seraphic Engine
and the entire continent laid to waste, it is only the
reverence of those gods that has ensured the sur-
vival of most of Asherak’s people. In nearly every
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settlement of any size, clerics act as civil servants
— to them, service to their god includes service to
their communities, from the casting of daily spells
to bolster the survivability of the city to the sum-
moning of angels and demons to serve the interests
of those people. The clerics of the gods take the
gifts they are given and turn them to the direct
benefit of their countrymen.

Though most theopoli are overseen by the
clergy of a single god, few are those places that
boast only the faithful of one god. In even the most
staunch Hedradan city-state can be found the faith-
ful of Enkili, and the Coreanite in a Vangalite
theopolis is likely there with the purpose of saving
as many people as he can.

In this regard, they are very similar to other
places through the Scarred Lands. Where they
differ is in one unique trait — the presence of the
god-kings. Despite what outsiders may believe, the
term “god-king” does not somehow denote the
divinity of a ruler. Rather, it indicates that the
ruler was chosen and empowered by a particular
deity, sanctified above other mortals and given the
mandate to defend that settlement or people.
Though they are given many names and ritles, they
are all referred to as “god-kings,” for that is what
they are: rulers with the mandate of the divine

behind their rule.

_ RacesofAsherak

The races of Asherak have adapted marvel-
ously to the terrible environs in which they live.
Some, such as the ubantu, have always been here
and are creatures who know these lands inri-
mately. Others, such as rhe wrack elves, have
been here only in the last century and a half,
since the destruction of Asherak, and still seek
their destinies in this world.

Wrack Elves

The elven race has always shared a special
connection the Earth Mother and the natural
world that is her domain. While many portions
of Ghelspad and Termana remain devastated by
the Titanswar, it is in far-off Asherak that these
wasted lands bore rhe greatest damage of that
Divine War. When the terrible energies of the
Seraphic Engine washed over Asherak, warping
and twisting the very land, the wood elves of
Asherak felt the land’s pain and their souls
responded in kind. Gone are the carefree and
nature-loving elves of yore; in their place stand
the grim and bitter wrack elves.

Ironically, the devastation of Asherak only
strengthened the connection between elf and
land. Each elf now feels the burning pain of the
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land around her, its constant struggle to heal, its
soulless emptiness due to the lack of life. This
constant pain and need to cling to wasted and
dying lands have made the wrack elves misun-
derstood outcasts.

Little remains of the once-great elven cul-
ture on Asherak, though wrack elves have
inherited their ancestor's aptitude for magic
and their arrogant disdain of other races,
those who can tread upon the land with-
out truly understanding it. At the same
time, this closeness to the land makes
wrack elves among the best guides and
rangers in the Scarred Lands.

Regions

Wrack elves live almost exclu-
sively upon the shattered
continent of Asherak, although
they could be created in espe-
cially wasted portions of
Ghelspad or Termana. They
tend to cling to the edges of
civilization, never fully
leaving behind the waste-

lands that birthed them.
Racial Abilities

Wrack elves have
the following racial
abiliries:

® _2 Constitution,
+2 Dexterity, +2 Intel-
ligence, —2 Charisma:
Wrack elves have been
scarred in body in mind
by the devastation of the
land, surviving only
through rtheir quick
hands and quicker minds.

® Medium: As Me-
dium creatures, wrack
elves have no special bo-
nuses or penalties due to
their size.

® Wrack elf base speed is
30 ft.

® Immunity to magic sleep
spells and effects. As with other
elves, wrack elves do not sleep and
no magic can force them to do so.

® +7 racial saving throw bonus =
against Enchantment spells and ef-
fects.
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® | gw-light vision: Wrack elves can see twice
as far as humans in poorly illuminated condi-
tions such as starlight, moonlight, torchlight
and similar circumstances. They retain the abil-
ity to distinguish color and detail under these
circumstances.
® +2 racial bonus on Listen, Spot and Search
checks. A wrack elf who merely passes within 5
feet of asecret or concealed door is entitled to
a Search check it as if he were actively search-
ing for it.
® +2 racial bonus to Survival checks.
® +2 racial bonus to all saving throws
against environmental effects. Wrack elves
have a unique connection with the shattered
lands around them, giving them an almost
sixth sense about environmental dangers.
® Wrack elves notice instantly when they
enter Places of Powert. With a successful
DC 15 Knowledge (arcane) check, they
can identify whether the power of a
particular ritan holds sway over a
Place of Power. Wrack elves cast
spells as if they were two levels
higher while within the area of any
power point. _
® Automatic
Languages: Elven and
mmon (Asheraki).
® Bonus Languages:
Any, except secret lan-
guages.
® Favored Class:
Ranger or wizard. A
multiclass wrack elf’s
_ranger or wizard class
does not count when de-
termining whether she
suffersan XP penalty for
multiclassing (see
Player's Handbook,
Chapter 3, “Multiclass
Characters”). The
choice of ranger or wiz-
ard as a character’s
preferred class must be
selected as soon as the
character acquires a
level in either the
ranger or wizard class,

-’7' and it cannot be
changed thereafter.
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Ubantu ® Small: As Small creatures, ubantu gaina +1
size bonus to Armor Class, a +1 size bonus on artack
rolls, and a +4 size honus on Hide checks, but they
must use smaller weapons than humans use and

Although the short, thin humanoids of the
Crucible Lands of Asherak seem frail at first glance,
anyone who hopes to rake advantage of the EEREg N S

; N . their lifting and carrying limits are three-quar-
ubantu will soon find them to be renacious - 3

, . ; e ters those of a Medium character.
and implacable foes. Cunning, devout and —=N\ o Ub b d
ruthless, the ubantu thrive in lands in is 30 fi N
which most other races couldn't hope to R e

0 [ ] el CLille
survive. The ubantu have a complex and Racial Skills:
rigid society, dominated by social cus- Ubantu gain a +5 racial
toms and taboos, at the heart of which lies bonus to Handle Ani-
their devotion to Hedrada, the Lawgiver. 'l“"lrledc and Survival

checks.

The ubantusee the land around them
asachallenge, given to them by Hedrada
to prove their worth and righteous-
ness. Outsiders are seen as sinful
and weak, often barely sentient.
Yet the ubantu remain polite if
wary, and intolerant of visitors

f" / who break their sacred laws.
i’
§

® Ubantu are im-
mune to the weapon
poison thar they create
(see Chapter Two for
more details on this sub-
stance).

® Automatic Lan-
guages: Ubantu.

® Bonus Lan-
guages: Any, except
secret languages.

® Favored Class:
Ranger or cleric. A
multiclass ubantu’s
ranger or cleric class
does not count when
determining whether
she suffers an XP pen-
alty for multiclassing
(see Player’s Hand-
book, Chapter 3,
“Multiclass Charac-
ters”). The choice of
ranger or cleric as a

Ubantu live mainly in no-
madic tribes, although larger
settlements construct tent-cit-
L ies around the oases created by
; L fallen colossal tortoises. They
survive by taking advantage
of every secret the desert
holds and using every re- A
source to its maximum, from
ratroo hides to the poison-
ous cacti which dot the
desert. Although most
ubantu refuse to leave the
sacred desert lands, outly- \
ing tribes have taken up » :
residence in various city-states
and even begun to worship new
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¢
203 gods. character's preferred
-‘F’ s Regions class must be selected
S as soon as the character
} ' Ubantu dwell exclusively in :

acquires a level in ei-
ther the ranger or cleric
class, and it cannot be

Asherak, specifically within the
Crucible Lands and, to a lesser
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e
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\‘ W extent, the Soulburn Wastes. Al- ; _
\" b though most ubantu live within SRR A
\ L the desert, colonies of the small Variant Rule:
A R folk can be found in Hetanu H b
and other large city-states. UI:ﬂCIDS Y
Racial Abilities Region

Using this variant

rule, humans from vari-

ous regions may have

“—~ bonuses and penal-
ties to ability scores

) rather than the ad-
ditional beginning
feat granted to hu-

Ubantu have the fol-
lowing racial abilities:

® 47 Dexterity, -2
Charisma: Ubantu are
stealthy and quick but pos-
sess a haughtiness and abruptness that turn \"hu___.

N\ gk off outsiders.
e, =
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man characters. Someone who chooses this option
tends to be looked upon as the “epitome” of the folk
in his area — no one familiar with the look of his
folk could ever mistake him as anything but one of
them.

Anagara Theopoli

® Anagara Theopoli: +2 Constitution, -2
Charisma.

Weapon Familiarity: spiked chain.

With the exception of Tulithaad, the theopoli
of Anagara are made up of dark-haired, green- or
blue-eyed folk, many of whom trace their origins to
the interbreeding between the native tribes of the
area and settlers from the mainland. This has bred
a hardy but taciturn folk. Tulithaad is too much of
a melting pot to maintain such specificity in its
bloodlines.

ArishaJakim

® Arisha Jakim: +2 Charisma, -2 Wisdom.

Weapon Familiarity: dire flail.

The wilderlands of Arisha Jakim are home to
heretics, madmen and outcasts. Though they are
said to possess a fiery passion, their madness seems
as readily infectious. These bonuses also apply to
the atavistic titan-worshipping folk inhabiting this
island’s wastelands. The folk of Stel Perilis are not
included in this group since the city-state is a
colony of Stel Talionis.

Crucible Lands

® Crucible Lands: +2 Dexterity, -2 Intelli-
gence.

Weapon Familiarity: whip.

The tribal humans of the Crucible Lands tend
toward dark skin and black hair, with black eyes.
They are wiry and thin, and given to respecting the
lore and wisdom of their elders. They are also
known for their extensive skill with the braided
leather whips most of their men and women carry
with them.

Fertile Crescent

® Rhaelian Confederation and Tangle: +2
Intelligence, =2 Wisdom.

Weapon Familiarity; bastard sword.

The dark-skinned, dark-eyed, dark-haired folk
inhabiting the outermost end of the Ferrile Cres-
cent are known for their quick wit and lack of
common sense. These folk are also known as wild
and contentious, having fought among themselves
untold centuries. They possess among the closest
ties to the remaining wood elves on Asherak.

® Brathanis, Stel Talionis, Stel Perilis and
Taroke: +2 Wisdom, -2 Charisma.

Weapon Familiarity: bastard sword.
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“Crescent folk,” as they are called by those
outside the region, are renowned for their incred-
ible devotion, but also for their insular and
suspicious attitude. Known as great empire builders
and as folk prone to great folly, they form the strong
backbone of the Fertile Crescent. This group also
includes those native to Stel Perilis on Arisha
Jakim, as a colony of Stel Talionis.

Paharasa Mountains

® Paharasa Mountains: +2 Constitution, —2
Charisma.
Weapon Familiarity: dwarven war axe.

The folk of Scaumaturge and Altanthropolis
and the tribal folk dwelling among the peaks of the
Paharasa Mountains possess a great hardiness, but
are said to stiff and distrustful of outsiders. A great
deal of dwarven blood flows in the veins of people
from this region.

Riverlands

® Andoral Federation and Hetanu: +2 Wis-
dom, -2 Constitution.

Weapon Familiarity: two-bladed sword.

Theolive-skinned people of the regions around
the Andoral River basin tend to have long, black
hair and almond-shaped eyes that tend toward
hazel or brown in hue. They are known for their
love of the reachings of the gods as well as their
mastery of two-bladed swords; indeed, it is the
favored weapon of the Legion of Stone.

® Empire of Kanish and the Vale of Shadow:
+2 Constitution, =2 Charisma.

Weapon Familiarity: war sceprer or (dwarven)
war axe.

The people of Kanish (including the Vale of
Shadow, in the nearby Crown Mountains) are
hardy folk given to war rather than negotiation.
They are olive-skinned like the folk around the
Andoral River basin, but their brown hair is worn
short and they are known for their blue eyes.

® The Shining Empire: +2 Strength, -2 Wis-
dom.

Weapon Familiarity: bastard sword.

[t is perhaps the tragic flaw of the people of the
Shining Empire that though they are staunch men
and women of faith, they are all too often given to
ideas of heroism rather than true wisdom. Like the
rest of the Riverlands folk, they are olive-skinned,
with lighter-toned hair and blue or green eyes.

__Prestige Classes of Asherak

Many are the secrets and skills learned by rhe
mightiest folk of Asherak to enable them not only
to survive in the blasted wastelands that are their
homes, but to thrive.
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Acolyte of the Shell

Despite the harsh environs of the deserts of
Asherak, a great many nomadic tribes dwell deep in
the wastes. The ubanrtu are perhaps the most well
known, but dozens of smaller communities wander
across the sands, taking shelter in the continent's
NuMmerous mountains, its various oases—and, in some
cases, the remains of the great tortoises who slowly
rrudge their way across the deserts. When these ror-
toises finally die, the shells they leave behind are large
enough to house entire villages, but some of the tribes
take more from the tortoises than shelter — they take
inspiration. The slow, steady, unyielding and utterly
nonviolent tortoises, who seem neither to eat nor
sleep, represent to these tribes the true steadfastness
needed tosurvive the deserts of Asherak. These tribes-
men take the tortoise as a spiritual guide, sometimes
even a totem. They study the tortoise spiritually,
artempting to mimic its persistence, its perfection and,
in some cases, its defenses.

Those who have truly begun the spiritual path
inspired by these majestic heings are the aco-
lytes of the shell. These priests and tribal
witchdoctors do not worship the tortoises
per se; their devotion is still directed,
as it always was, either to the gods or
the ritans. Rather, they see in these
creatures a reflection of divin-
ity, and strive to achieve it
themselves. They develop
certain abilities reminiscent
of the tortoises themselves,
and most use those powers
to aid their peoples.

The acolyte of the shell
traditionally patrols a wide
perimeter ‘a‘r()und hl‘; /
tribe’s bawn oroa- ~ L
sis. His primary
purpose is to find
and provide aid to
those who have
lost theirway
in the shift- §
ing sands,
but he is

’JISU a Sec-

4

ondary\
security

measure, a-
sentry of .
his rtribe

who watches
for signs of im-
pending weather or

encroaching enemies. i : S

Even among those tribes that lack their own aco-
lytes of the shell, they are widely respected, but
those few city-dwellers who have heard of them
tend to view them as primitives, following silly
superstitions. Oddly enough, the acolyte of the
shell is found both among clerics of the god-wor-
shipping tribes, and among druids of the rare
surviving Asheraki titan-worshippers.

Use in Other Campaigns: The acolyte of the
shell can easily fitin any campaign
setting where the mighty tortoises
of Asherak (see Chapter Seven)
can be found.

Hit
Die: d8.
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Requirements

To qualify to become an acolyte of the shell, a
character must fulfill all the following criteria:

Alignment: Any non-chaotic, non-evil.

Base Attack Bonus: +5.

Skills: Survival 8 ranks.

Feats: Endurance, Tortoise (Totem feat).

Special: Must be a member of the ubantu or
another nomadic tribe of Asherak’s deserts. Must
have spent at least a year in spiritual contempla-
tion of the great tortoises. (This doesn't require the
character to refrain from other activities, just that
he undergo such contemplation for at least a few
hours each day.)

Class Skills

The acolyte of the shell’s class skills (and the
key ability for each skill) are Concentration (Con),
Craft (Int), Diplomacy (Cha), Handle Animal
(Cha), Heal (Wis), Knowledge (nature) (Int),
Knowledge (religion) (Int), Listen (Wis), Profes-
sion (Wis), Ride (Dex), Ritual Casting (Con),
Spelleraft (Int), Spot (Wis) and Survival (Wis).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the
acolyte of the shell prestige class.

Weapon and Armor Proficiency: Acolytes of
the shell are proficient with simple weapons. Aco-
lytes are proficient with light and medium armor
and with shields, though druids who become aco-
lytes of the shell must still abide by their druidic
armor restrictions.

Spells per Day/Lay on Hands: At every odd-
numbered level, the acolyte gains new spells per
day as if he had also gained a level in a spellcasting
class he may have belonged to before he added the
prestige class. He does not, however, gain any other
benefit a character of that class would have gained
(improved chance of controlling or rebuking
undead, metamagic or item creation feats, and so
on). This essentially means that he adds the level
of acolyte to the level of some other spellcasting
class he has, then determines spell per day and
caster level accordingly.

If a character had more than one spellcasting
class before he became a acolyte, he must decide to
which class he adds each level of acolyte for pur-
poses of determining spells per day when he adds
the new level.

Acolytes of the shell who were not spellcasters
do not gain spellcasting abilities from this class.
Instead, they gain the ability to lay on hands as a
paladin of their acolyte class level. A paladin who

CHAPTER ONE: CRADLE OF THE GODS

becomes an acolyte of the shell must choose at 1st
level whether to advance his spellcasting or laying
on hands ability; he cannot do both.

Path-walker: The acolyte of the shell gains
the Path-walker feat free, even if he does not meet
the requirements (and ignores any Wisdom penalty
he may have with regard to the use of the feat). If
he already has Path-walker, he doubles the amount
of time that must pass before he can no longer find
his way back to a specific location.

Toughened Skin (Ex): An acolyte of the shell
gains a natural armor bonus of +1 at 1st level. This
goes up by 1 every other level after Ist.

Wild Empathy (Ex): An acolyte’s wild empa-
thy ability works like a druid’s of the same class
level. If the acolyte has levels in a class that has
wild empathy, those levels stack.

Desert Ways (Ex): At 3rd level, when in the
desert, an acolyte may take 20 on any Knowledge
(nature) or Survival check, regardless of circum-
stances or whether raking 20 would normally be
permitred.

Restorative Touch (Su): At 3rd level, the
acolyte of the shell can remove another’s exhaus-
tion, hunger and thirst with a touch. This heals all
nonlethal damage accumulated from such sources,
and is an exception to the rule that such damage
cannot be healed without first eating, drinking or
resting. The acolyte can do this once per day at 3rd
level, and twice per day at 7th.

Bonus Feat: At 5th level, the acolyte of the
shell gains a bonus feat, This must be either Die-
hard, Great Fortitude, Iron Will or Spell Focus
(Abjuration). If the acolyte already has Spell Focus
(Abjuration), he may choose Greater Spell Focus
(Abjuration) instead.

Withdraw (Ex): At 5th level, the acolyte can
spiritually “withdraw into his shell”; that is, he may
extract himself from combat situations. Once per
day per point of Wisdom bonus (minimum 1), he
can create an effect that functions exactly as the
sanctuary spell.

Spiritual Shell (Su): Beginning at 9th level,
the acolyte is protected at all times by his spiritual
connection to the great tortoises. He gains damage
reduction 5/-.

Embrace of the Desert (Su): At 9th level, the
acolyte has achieved some measure of the tortoise’s
mystic properties. He need eat only once per week
and drink once every two days, as long as he re-
mains in the desert. He gains a +4 divine bonus to
all Constitution and related rolls to avoid exhaus-
tion and nonlethal damage from nonmagical heat.
Further, the acolyte may now cast any curative
spell (cure wounds, heal or any spell that relieves
disease, poison or harmful conditions) at long range,
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Table 1-1: Acolyte of the Shell (Ash)

Base
Class  Attack Fort Ref Will Spells
Level Bonus Save Save  Save  Special per Day
Ist +0 +2 +0 +2 Path-walker, wild empathy
2nd +1 +3 +0 +3 Toughened skin +1 +1level of existing class
3rd +2 +3 +1 +3 Desert ways, restorative touch |/day
4th +3 +4 +1 +4 Toughened skin +2 +1level of existing class
Sth +3 +4 +1 +4 Bonus feat, withdraw
bth +4 +5 +1 +5 Toughened skin +3 +1level of existing class
Tth +5 +5 +2 +5 Restorative touch 2/day
8th +6 +6 +2 +b Toughened skin +4 +1level of existing class
Tth +6 +6 +3 +6 Embrace of the desert, spiritual shell
10th +7 +7 +3 +7 Spiritual armor, toughened skin +5  +1level of existing class
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rather than touch, as long as the subject and the
acolvte are both standing on sand, and the acolyte
can clearly see the subject. (If the acolyte is a non-
spellcaster, this ability functions for his lay on
hands power instead.)

Spiritual Armor (Su): The power of the
acolyte’s spiritual shell roughens even further at
10th level. He gains either damage reduction 10/
slashing and blunt or 15/piercing and blunt; he
must choose when he gains this level, and cannot
later change his mind. This overlaps with his dam-
age reduction 5/—; in essence, this gives him greater
resistance against either slashing or piercing at-
tacks.

Ex-Acolytes of the Shell

An acolyte of the shell must maintain his
tortoise totem at all times. Should he violate the
taboo by initiating combat unnecessarily, he loses

-
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all abilities and powers of the prestige class, includ-
ing spell levels gained, extraordinary and
supernatural abilities, and even bonus feats. The
character cannot regain these abilities, or gain
additional acolyte levels, until he has properly
atoned for his transgression. Should he gain a level
of another class before atoning, he may never regain
his acolyte abilities. (A character who gains suffi-
cient experience to advance a level while seeking
to atone should be permitted ro hold off raising his
level until he has had the chance to do so. The rule
of advancing only one level at a time still stands,
however, so any experience beyond the upper end
of his new potential level is lost.) Asheraki tribes-
men who recognize a fallen acolyte of the shell
likely grow hostile, considering him a traitor to a
proud and spiritual tradition. If he expresses a
sincere desire to atone, however, they may assist
him in doing so.
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CHAPTER ONE: CRADLE OF THE GODS

Vangal the Reaver, god of destruction, seeks only
devastation, terrible bloodlust and pointless carnage.
Yetamad few seck to emulate the Reaver, callingupon
the god's rage to empower their own annihilative
magics. Unlike more scholarly or militaristic mages,
followers of Vangal seek only devastation, often for its
own sake. Members of the Order of the Rent Shield, a
loosely organized collection of mages devoted to
Vangal, have been known to unleash massively de-
structive spells at the slightest provocation. These
mages, most commonly found in those theopoli dedi-
cated to Vangal, enhance their physical strength as
well as their magic, letting their destructive rage fuel
their mystical might and hone their martial prowess.
The order requires intense training in the bartleaxe,
Vangal's chosen weapon, with adepts gradually learn-
ing to empower it with fell energies.

This focus on destruction does not come with-
out cost. Most adepts are far too focused on madly
destroying all around them to adequarely place
magical defenses, develop detailed combat
tactics, or even bother to dodge incoming /
magics. Like a shooting star, adepts of the f{ f
Rent Shield lead short but exciting lives.
[tissaid that Vangal not only delightsin
the devastation caused by his devoted

mages, but in the grand explosions /} (/
l

’

produced when such mages are fi-
nally overwhelmed by their enemies.

Sorcerers most often become £
adepts of the Rent Shield, possibly $Zan
because few people have the dedica- ™
tion needed to become wizards who
possess the chaotic and destructive
souls demanded by Vangal. Bards
lack flashy and destructive spells,
and so they are ill-suited to
this class. Although clerics of (§##
Vangal may be interested in
taking on the raw destructive power
embodied in this class, they must first
lower themselvesto learn the rudiments
of arcane magic. Adepts often acquire
some amount of martial training,
whether as barbarians, fighters or
rangers.

Use in Other Campaigns:
Adepts of the Rent Shield may
be used in non-Scarred Lands
campaigns to represent any
sort of flashy and destruc-
tive mage that combines
martial and magical
prowess. The patronde-
ity of the order shoul

Adept of the Rent Shield

be changed, or perhaps eliminated if appropriate.
Similarly, the order may focus on another martial or
exotic weapon of some sort, perhaps the new patron
deity’s favored weapon.

Hit Die: d6.

Requirements
Toquality to become an adept of the Rent Shield,
a character must fulfill all the following criteria:
Alignment: Chaotic neutral or chaotic evil.
Base Attack Bonus: +4.
Faith: Vangal (or any chaotic evil deity).
Feats: Improved Sunder, Martial Weapon Profi-

ciency (barttleaxe), Power Attack, Spell Focus
(Evocation).

Spellcasting: Ability tocast 3rd-
level arcane spells.
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Table 1-2: Adept of the Rent Shield (Ars)

Base

Class  Attack Fort Ref Will Spells

Level Bonus Save Save Save  Special per Day

Ist +0 +0 +0 +0 Destruction domain +I level of existing class
2nd +1 +1 +0 + Lesser sundering spell +1 level of existing class
3rd +2 +l +l +l Empower Spell feat +1 level of existing class
4th +3 +2 +1 +2 Wreckage +1 level of existing class
Sth +3 +2 +| +2 Blast intensity +I +| level of existing class
6th +4 +3 +2 +3 Widen Spell feat +1 level of existing class
7th +5 +3 +2 +3 Greater sundering spell +1 level of existing class
8th +6 +4 +2 +4 Wicked axe +1 level of existing class
Fth +6 +4 +3 +4 Maximize Spell feat +1 level of existing class
10th +7 +5 +3 +5 Blast intensity +2 +| level of existing class
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9 The adept of the rent shield class skills (and the
key ability for each skill) are Concentration (Con),
Intimidate (Cha), Knowledge (arcana) (Int), Knowl-
edge (religion) (Int), Spellcraft (Int) and Use Magic
Device (Cha).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the adept
of the rent shield prestige class.

Weapon and Armor Proficiency: Adepts of the
Rent Shield are proficient with no weapons and no
armor. Armor of any type interferes with the adept's
arcane gestures, which can cause his spells to fail (if
those spells have somatic components).

Spells per Day: Adepts of the Rent Shield con-
tinue to advance in spellcasting ability. When a new
adept of the Rent Shield level is gained, the character
gains new spells per day as if he had also gained a level
in a spellcasting class he belonged to before he added
the prestige class. He does not, however, gain any
other benefit a character of that class would have
gained (improved chance of controlling or rebuking
undead, metamagic or item creation feats, and so on).

[facharacter had more than one spellcasting class
before he became an adept of the Rent Shield, he must
decide to which class he adds each level of adept of the
Rent Shield for purposes of determining spells per day
when he adds the new level.

Destruction Domain: At st level, adepts gain
access to the Destruction domain, treating its divine
spells as arcane spells of the equivalent level. The adept
does not gain an extradomain spell slot, but may prepare
(or castspontaneously) spells from the domain asnormal.
Inaddition, the adept gains the ability to use the Destruc-
tion domain-granted power at his caster level.

Lesser Sundering Spell (Su): At 2nd level, spells
cast by an adept of the Rent Shield are more likely to

damage an opponent’s equipment. Area-effect spells
that directly deal damage automatically damage items
carried by creatures as if those creatures had rolled a 1
on a saving throw against the effect (see Player's
Handbook, Chapter 10, “Spell Descriptions,” Saving
Throw subsection). This ability allows affected items
to make saving throws as usual.

Bonus Feats: At 3rd level, the adepr of the Rent
Shield gains the Empower Spell feat asa bonus feat. At
6th and 9th levels, the adept gains the Widen Spell
and Maximize Spell feat, respectively.

Wreckage (Ex): At 4th level, the adept of the
Rent Shield is better able to find the weak points in
material objects. When using a battleaxe, he deals
double damage against objects.

Blast Intensity (Su): Calling upon the pure
destructive force of Vangal, the adepr of the Rent
Shield is able to channel greater harmful energy into
his spells. At 5th level, all damage-dealing area-effect
spells cast by the adept deal an extra +1 hit point of the
appropriate damage type per die of damage. At 10th
level, this bonus increases to +2 points of damage per
die.

Greater Sundering Spell (Su): At 7th level, the
adept’s explosive blasts become truly devastating in-
fernos. Items affected by Lesser Sundering Spell now
have a —4 penalty to their saving throws,

Wicked Axe (Su): At 8th level, the adeptis able
to channel his god's spite and hatred through his axe
to strike down his enemies. A number of times per day
equal to his Charisma modifier (minimum 1), the
adept can inflict a wound that resists magical healing.
Any creature capable of channeling positive energy
may make a turning check (see Player's Handbook,
Chapter 8, “Combat,” Turning Checks) to dispel this
taint, The turning check must be sufficient to turn a
creature with Hit Dice equal to the class level of the
adept. Otherwise, the wounds inflicted with this abil-
ity can be healed only through natural healing.
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Avatarof Chaos

The raging storm, the ferocious battle, the unruly
marketplace — all are manifestations of pure chaos in
which Enkili, the Lord of Chaos, revels. The god’s
chosen servants, those who truly give themselves over
to anarchy, madness and wild chaos, become known as
avatars of chaos. Both enemies and allies of the Trick-
ster fear the coming of her paragons, for storms and
strife follow in their wake. Not an insignificant num-
ber of avatars are hopelessly mad, although the most
dangerous ones possess a cunning and deceptive
form of insanity. Regardless of their desires,
avatars of chaos end up following in-
scrutable desires of their god/dess.

Avatars of chaos are most
oftenclerics of Enkili, although
the class also attracts a fair
number of rogues revering the
Trickster. It is theoretically
possible for agents of Tanil or
Vangal totake thisprestige class
as well; Enkili’s blessings are
fickle and oft misplaced. While
Tanil's followers are likely to fo-
cus on the prestige class’s aspects
of luck and to spread chaos among
the enemies of the divine, Vangal's
followers revel in the pure destruc-
tive nature of storms.

Use in Other Campaigns:
Avatars of chaos are suitable to
any non-Scarred Lands cam-
paigns that have rrickster
deities, gods of storms or gods
who revel in pure chaos. As
such deities are quite common
in other campaign settings,
avatars of chaos can easily
be incorporated, as either
player characters or NPCs,

Hit Die: d6.

Requirements

To qualify to become an
avatar of chaos, a character must ful-
fill all the following criteria:

Alignment: Any chaotic.

Base Will Save: +4.

Skill: Bluff 5 ranks, Sleight
of Hand 5 ranks.

Spellcasting: 3rd-level di-
vine spells, Chaos domain.

Special: Must make peacetul con-
tact with a chaotic outsider or elemental.

Class Skills

The avatar of chaos' class skills (and the key
ability for each skill) are Bluff (Cha), Decipher Script
(Int), Diplomacy (Cha), Disable Device (Int), Dis-
guise (Cha), Escape Artist (Dex ), Forgery (Int), Gather
Information (Cha), Hide (Dex), Intimidate (Cha),
Knowledge (arcana) (Int), Knowledge (religion) (Int),
Listen (Wis), Move Silently (Dex), Open Lock (Dex),
Perform (Cha), Search (Int), Sense Motive (Wis),
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Ist +0 +0 +0 +2

2nd +1 +0 +0 +3
3rd +2 + +1 +3
4th +3 +1 +1 +4
Sth +3 +1 +1 +4
6th +4 +2 +2 +5

Tth +5 +2 +2 +5
8th +6 +2 +2 +6
?tl'l +6 +3- +3 1-6
10th +7 +3 +3 +7

Fool's luck 1/day
Cause strife
Bonus feat

Fool's luck 2/day
Lesser elemental
Bonus feat

Fool's luck 3/day
Eye of the storm
Bonus feat
Greater elemental
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Table 1—-3: Avatar of Chaos (AoC)

Base
Class  Attack Fort Ref Will Spells
Level Bonus Save Save  Save  Special per Day

+1 level of existing class
+| level of existing class
+1 level of existing class
+I level of existing class
+1 level of existing class
+| level of existing class
+| level of existing class
+| level of existing class
+1 level of existing class
+1 level of existing class
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Sleight of Hand (Dex), Spellcraft (Inr), Spor (Wis),
Tumble (Dex) and Use Magic Device (Cha).
Skill Points at Each Level: 4 + Int modifier.

Class Features

All of the following are class features of the
avatar of chaos prestige class.

Weapon and Armor Proficiency: Avatars of
chaos are proficient with no weapons and no ar-
mor.

Spells per Day: Avatars of chaos continue to
advance in spellcasting ability. When a new avatar
of chaos level is gained, the character gains new
spells per day as if he had also gained a level ina
spellcasting class he belonged to before he added
the prestige class. He does not, however, gain any
other benefit a character of that class would have
gained.

If a character had more than one spellcasting
class before he became an avatar of chaos, he must
decide to which class he adds each level of avatar of
chaos for purposes of determining spells per day
when he adds the new level.

Fool’s Luck (Ex): The avatar of chaos gains
the power of good fortune, usable once per day at
Ist level and an additional time per day at 4th and
7th levels. This allows the character to reroll one
die roll before the GM declares whether the roll
succeeds or fails. You must take the result of the
reroll, even if it’s worse than the original roll.

Cause Strife (Su): Beginning at 2nd level, the
avatar of chaos may incite his enemies and even allies
to act out their violent and chaotic impulses. A num-
ber of times equal to his Charisma modifier per day, he
can cause strife among all creatures within 30 feet.
Creatures in this area of effect must make Will saves
each round (DC 10 + the avatar’s Charisma modifier).
Those who succeed can act normally. Those who fail
can take no actions other than arguing or bickering

with their companions. They can defend themselves
normally. The cause strife effect lasts for 1d4 rounds +
the avatar's Charisma modifier.

Bonus Feats: At 3rd level, and again at 6th and
Oth levels, the avatar of chaos may choose a bonus feat
from the following list: Acrobatic, Agile, Alertness,
Combat Expertise (Improved Disarm, Improved Feint,
Improved Trip), Combat Reflexes, Deceitful, Deft
Hands, Dodge (Mobility, Spring Attack), Improved
Initiative, Lightning Reflexes, Magical Aptitude,
Negotiator, Nimble Fingers, Persuasive, Stealthy,
Quick Draw. The avatar must still meer all prerequi-
sites for a bonus feat, including ability scores and base
artack minimums.

Lesser Elemental (Su): At 5th level, once per
day the avatar of chaos may summon an elemental
from the following list: air elemental (Medium), strife
elemental¥, thunder kite**, windrider**, Although
the elemental is under no compulsion to help the
avatar, it will not harm or hamper the character and
may be favorably disposed toward him. Summoned
elementals remain for 1 minute per class level.

Eye of the Storm (Ex): At 8th level, the
chance for random inclement weather greatly in-
creases around the avatar of chaos, whether he
wishes it or not. The daily chance for storms in-
creases to 18% and the chance for powerful storms
increases to 2% (see DMG, Chapter 3, “The Envi-
ronment,” Weathersubsection). The avatarof chaos
is now completely immune to all natural inclement
weather effects.

Greater Elemental (Su): At 12th level, the
avatar of chaos is now able to summon 1d4+1 lesser
elementals, as the ability, or one grearer elemental
from the following list: air elemental (Huge), belker,
cloudsting®*, invisible stalker, storm kin*. These
creatures are controlled as though the spell sum-
mon monster had been cast with a durarion equal to
his caster level in rounds.
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CHAPTER ONE€: CRADLE OF THE GODS

To maintain order and enforce the will of their

patron deity among the general populace, the clergy of

major theopoli devoted to gads of Law developed the
Unseen Eye. A branch of the clergy that operates at
once as spies, inquisitors and assassins, the Unseen Eye
is granted a grear deal of authority to drive out those
heretics who would forsake the gods or disrupt the good
order of their chosen city-states. Sent our into the
public as simple agents of the church or in disguise, the
Unseen Eye is quick to stamp out heretical ideas before
they can become inflamed into full-scale revolts.
Since one must truly understand the truth of the
religion to perceive the
sweet-spoken lies of her-
esy, unseen eyes go
through extensive
training in religious
dogma, rtheology
and basic theurgy.
[t is said that upon
induction to the
secret order, the
deity of the %
theopolis itself
imbues the un-
seen eye with
divine energies
and charges him
to do what must
be done tostamp
outthe heresyand

Unseen Fye

anarchism that would undermine civilization. One
need only look at the barren wastes, dotted with ruins
of fallen civilizations, which extend as far as the eye
can see beyond the theopolis walls to realize the
valuable role played by unseen eyes. Titan cultists,
infernalists, heretic priests and scholars who would
spread lies about the gods are among the targets of
these fearsome inquisitors. To root out these enemies
of civilization, the unseen eyes employ a variety of
techniques, including spying, assassination, blackmail,
exorcism of infernal spirits, polirical means and of
course, information gathering.

Rogues and bards most often find this prestige
class appealing, although it is the rare bard who
possesses such a rigid outlook as to qualify for the
class. Specially rrained clerics and rangers may also
take up the call of their gods to perform the most
distasteful tasks their city requires. This class adds
a great degree of stealth and investigation capabil-
ity as well as magical ability to enforce the patron
god's dictates.

Use in Other Campaigns: Outside the Scarred
Lands, the unseen eye can serve any rigid and
hierarchical check as an internal inquisitor, r(:ﬂdy
to root out C()l’nlpti()n or di.‘il)rd‘:r “-'lth a Swi{r b]adc
if necessary. The unseen eye can function as a kind
of church spy and assassin in one, ready to perform
the oft-necessary tasks required for divine order.

Hit Die: d6.

Requirements

To qualify to become an unseen eye, a charac-

ter must fulfill all the following criteria:
Alignment: Any lawful.
Skill: Craft (theurgy) 5 ranks, Gather
Information 8 ranks, Knowledge (re-
ligion) 5 ranks, Sense Motive 8
ranks, Spot 8 ranks.

Feats: Two of the fol-
lowing feats: Alertness,
Deceitful, Negotiator or
Stealthy, and Exoric
Weapon Proficiency
(Inquisitor’s
Knife; see Chap-
ter Two).
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Base
Class  Attack Fort Ref
Level Bonus Save Save
1st +0 +0 +2
2nd +| +0 +3
3rd +2 +1 +3
4th +3 +I +4

5th +3 +1 +4
6th +4 +2 +5
Tth +5 +2 +5
8th +6 +2 +6
th +6 +3 +6
10th +7 +3 +7

MR TR S A 20 L LA A L S

Table1—4: Unseen Eye (Use)
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Save  Special

+0 Smite heretic |/day
+1 Menacing eye

+1 Sneak attack +1d6
+2 Blade attunement
+2 Truthful eye

+3 Sneak attack +2d6
+3 Smite heretic 2/day
+4 Unseen eye

+4 Sneak attack +3d6
+5 All-seeing eye

Special: Must be trained in the service of a
theopolis.

Class Skills

The unseen eye's class skills (and the key ability
foreach skill) are Appraise (Int), Balance (Dex), Bluff
(Cha), Climb (Str), Craft (Int), Decipher Script (Int),
Diplomacy (Cha), Disable Device (Int), Disguise
(Cha), Escape Artist (Dex), Forgery (Int), Gather
Information (Cha), Hide (Dex), Intimidate (Cha),
Jump (Str), Knowledge (religion) (Int), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Profession
(Wis), Search (Int), Sense Motive (Wis), Sleight of
Hand (Dex), Spot (Wis), Tumble (Dex), Use Magic
Device (Cha) and Use Rope (Dex).

Skill Points at Each Level: 6 + Int modifier.

Class Features

All of the following are class features of the
unseen eye prestige class.

Weapon and Armor Proficiency: Unseen eyes
are proficient with no weapons and no armor.

Smite Heretic (Su): Once per day at Ist level,
and twice per day at 7th level, an unseen eye may smite
a creature with opposing ethical (law/chaos) or moral
(good/evil) views. As long as the opponent has an
opposite alignment on at least one axis and thart
opponent does not worship the theopolis' divine pa-
tron, the unseen eye may add her Charisma bonus to
the attack roll and deal 1 extra point of damage per
class level. If this power is used on an unsuitable
opponent, it is wasted.

Menacing Eye (Su): At Znd level, an unseen eye
may create an aura of menacett around herself as a
standard action, as per the spell cast at her class level.
This effect may be used up to twice per day.

Sneak Attack (Ex): At3rd level, the unseen eye
may sneak attack as a rogue (see Player's Handbook,

Chaprer 3) when the opponent loses his Dexterity
bonus to AC or when the opponent is flanked. If the
unseen eye deals sneak attack damage with another
class, this damage stacks with thart gained as an unseen
eye. An additional die of damage is gained at 6th level
and again at 9th level.

Blade Attunement (Su): At 4th level, when
consecrating an inquisitor’s blade, the unseen eye can
add one of the following descriptors to the blade for the
purpose of overcoming damage reduction only: law,
silver, adamantine, magic, cold iron, good or evil.
Normally, a theurgist can add only the good or evil
descriptors depending upon the type of water used
during the consecration. The unseen eye may add
additional descriptors at a cost of 50 gp per descriptor.
This effect lasts for 24 hours or until the blade is
reconsecrated.

Truthful Eye (Su): At 5th level the unseen eye
becomes mystically empowered to reveal deception.
Shereceivesa +2 divine bonus to all Sense Morive and
Gather Information checks. In addition, the unseen
eye may discern lies (as the spell) as a standard action,
twice per day, cast at her class level.

Unseen Eye (Su): At 8th level, the unseen eye
acquires her namesake ability, as she becomes empow-
ered to project a small invisible eye to act as a magic
sensor. This ability functions as the arcane eye spell, is
used asa standard action, and is cast at the unseen eye's
class level. Unseen eyes may use this ability twice per
day.

All-seeing Eye (Su): At 10th level, an unseen
eye is granted divine vision and so becomes the perfect
vessel for enforcing divine will. The unseen eye gains
360-degree vision, making it impossible to flank her
and granting a +4 bonus ro Spot and Search checks. In
addition, the unseen eye gains blindsight to a radius of
30ft. These abilities extend to the magic sensor gained
at 8th level, as well.
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__Feats and Skills of Asherak

The very narure of the destruction wrought on
the land of Asherak has forced those who survived
that maelstrom to adapr or die. One of the foremost
ways in which this was done was through the
development of unique skills and feats particularly
suited to the rerrain.

Skills
Craft (theurgy) (Int)

A strongly religious craftsman may blend sym-
bolically holy substances, according to the mysteries
of theurgy, to create blessed items. Theurgy differs
from alchemy in that the materials used are not
chosen for their arcane symbolism, but rather for
their religious meaning. Thus, where an alchemi-
cal crearion may include the use of sulfur powder or
flint chips for a fire-based item, theurgic innova-
tions might include powdered metals or pieces of
animals sacred to a fire or sun god.

Check: To use Craft (theurgy), the character
must be a divine spellcaster and have access to
theurgical accoutrements. In the Scarred Lands,
only clerics and paladins may use Craft (theurgy).
The skill check DC involved depends on the type
of item to be made; examples of some theurgical
items are listed below. To determine how much
time and material are needed to make a theurgical
item, use the DCs listed below and the rules for
making things found in the Craft skill description.

See the Player’s Guide to Clerics and Druids
foraddirional uses of Craft (theurgy). The theurgical
items noted in the corresponding table can be
found in Chapter Two.

-
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Task DC Notes
Consecrate holy symbol 15 Costs1gp(or 20
gp to take 20)
Distill holy water 20 Costs 10 gp
ldentify holy water 15 Costs | gp per
attempt (or 20
gp to take 20)
Make sunshroud 15 See Craft skill
Make Fleetfoot oil 20 See Craft skill
Consecrate inquisitor’s knife 20 Costs 25 gp

AT Y AN

Retry: Yes, it is possible to attempt a task
repeatedly, but in the case of making items, each
failure ruins half the raw materials needed, requir-
ing the theurgist to pay half of the raw material cost
again. For identifying holy water or potions, each
failure consumes the cost per attempt. For distilling
holy water, failure ruins the flask of holy water.

Special: The creation of theurgical items re-
quires the use of a theurgist’s accoutrements. If
working in a city with a large temple, it is assumed

CHAPTER ONE: CRADLE OF THE GODS

that the theurgist can acquire the materials he
needs as part of the raw materials cost, but these
supplies are not available everywhere. The GM
should decide where holy items needed by the
theurgist can logically be procured. Purchasing and
maintaining a theurgist’s altar (see below) grants a
+2 circumstance bonus to Craft (theurgy) checks
(from the favorable condition of having the perfect
tools for the job) but does not affect the cost of any
items made using the skill.

This skill cannot be used to brew potions or
create holy water or any other kind of magical
substance.

Note: As alchemical items tend to grant “al-
chemical bonuses,” so too do items made with this
skill grant “theurgical bonuses.” These bonus types,
while bearing different names, do not stack with
alchemical bonuses — they are treated as the same
type of bonus.

Feats

The following section presents new feats avail-
able to characters from Asherak, and to characters
who have spent sufficient time in Asherak to learn
them. Details on Miracle and Primal feats may be
found in the Player’s Guide to Clerics and Druids,
though that book is not necessary to use them.
Details on Totem feats can be found in the Player’s
Guide to Fighters and Barbarians and the Player’s
Guide to Clerics and Druids.

Divine Perseverance [Miracle]

The power of the divine infuses its servants,
allowing them to overcome hardships that would
impede most mortal beings. Clerics who under-
stand this may use the energies they channel to fuel
their own bodies.

Prerequisites: Cleric class levels, ability to
channel positive energy (turn undead) or negative
energy (rebuke undead).

Benefit: By expending a turn undead attempt,
the cleric renders herself immune to thirst, hunger
and exhaustion for 24 hours. She may do this for no
more than a number of days in a row equal to her
Charisma bonus (minimum 1), after which she
must allow it to lapse. Once the power lapses, the
character must eat a full meal, drink a substantial
amount of water and let herself fall asleep within an
hour. If she does not, or if she is awakened before 12
hours have passed, the cumulative effects of the
past day's (or days') worth of depravation immedi-
ately catch up with her, and she suffers them fully,
as though she had never invoked this power.

Divine Resilience [Miracle]

Some who learn to channel divine power into
their own bodies (see Divine Perseverance) study
techniques more potentstill. These powerful, faith-
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The Hand of Mesos [Primal]

it o

ful few can render themselves resistant not only to

the hazards of deprivation, but to actual physical
injury.

Prerequisites: Cleric class level 7, ability to
channel positive energy (turn undead) or negative
energy (rebuke undead), Divine Perseverance.

Benefit: By expending a turn undead attemprt,
the character gains damage reduction equal to his
Charisma modifier (minimum 1). This damage
reduction can be overcome by unholy weapons (if
the character channels positive energy) or holy
weapons (if he channels negative energy). It lasts
for one round, plus one additional round for each
point of his Charisma modifier (if any). Although
Divine Resilience builds on Divine Perseverance,
they are not the same thing; if the character wishes
to have both active, he must expend two turning
attempts to activate both.

The Face of God [Miracle]

Even those willing to stand against the ser-
vants of the gods must quail before the gods
themselves. Some clerics channel not merely posi-
tive or negative energy, but the very essence of the
deity on whose powers they draw.

Prerequisites: Cleric class levels, ability to
channel positive energy (turn undead) or negative
energy (rebuke undead).

Benefit: By expending a turn undead attempr,
the cleric forms an aura of sheer divine power and
fury around herself. This grants the caster a +10
divine bonus to Intimidate checks. Further, when
attempting to use Intimidate to demoralize an op-
ponent, she is not limited to a single foe, but may
affect all opponents within line of sight, as long as
they have no more levels or hit dice than the
character’s cleric level.

Favored Form [General]

Many druids have an animal form they favor
over all others. Those who practice this particular
technique learn to adopt that form more frequently,
at the expense of their more varied forms. This is
not a totemic feat, though many druids with a
particular totem select this feat as well.

Prerequisite: Wild shape ability.

Benefit: The druid must select a single specific
animal into which she has shifted many times
before. From this point on, she may wild shape two
additional times per day. She finds it more difficult
to maintain any shape other than thar of her fa-
vored animal, however; in any form other than her
favored animal, her wild shape lasts for only 30
minutes per level, rather than the standard hour.
Her two extra daily wild shapes must be used to
assume her favored animal form; she cannot use
them for any other.

Some druids of Mesos maintain a spiritual link
to an older time, a time when the power of the
arcane magic flowed through all things, and the
servants of the Sire of Sorcery could shape it even
as they could the natural world.

Prerequisite: Spellcraft 8 ranks, wild shape
ability, worshipper of Mesos.

Benefit: By spending a use of the wild shape
ability, a druid of Mesos may use spell-completion
items (such as scrolls, wands and staves) normally
usable only to sorcerers and wizards. This ability
lasts for one round, plus one additional round per
point of the druid’s Charisma modifier, if positive.

Path-walker [General]

Certain individuals are so sure of where they
have been that they can always find their way back.

Prerequisite: Survival 2 ranks, Wisdom 11.

Benefit: The character can always find his way
back to anyplace he has been in the recent past, as
long as he traveled the distance between them on
his own two feet. The character’s “path memory”
lasts for a number of weeks equal to his Wisdom
modifier +1. No matter how smooth the terrain, no
matter how bad the weather, now marter how lost
others may be, he can return to anyplace he has
been during that time, as long as he has not used a
means of transportation other than walking ro get
from there to here.

If the character rode an animal to cross some or
all of the intervening distance, he may be able to
find his way back, but it requires a Survival check,
as though he were tracking someone else. If the
character flew, boarded a boat or was magically
transported, this ability is ineffective.

Primal Might [Primal]

Some druids learn to call not merely on the
power of the titans, but on the world of Scarn itself.
By channeling power through their titanic masters,
they can channel a tiny fraction of the world’s
strength and resilience into themselves.

Prerequisite: Ability to cast 3rd-level druid
spells, wild shape ability.

Benefit: By spending a daily use of the wild
shape ability, a druid may increase her Strength
and/or Constitution for a brief time. She may add
either 4 points to one, or 2 points to each of these
abilities. These are considered enhancement bo-
nuses and last for a number of rounds equal to the

druid's Wisdom modifier.

Proxy Spell [Metamagic]

Wizards and sorcerers have the ability to use
their familiars to deliver touch spells. During the
rise of the churches on Asherak, druids and sorcer-
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ers loyal to the titans learned to enhance that

Seraphic Ancestry [General]

technique, to use their familiars and animal com-
panions as the points of origin for other spells as
well. This rechnique has since spread beyond dru-
idic ranks; sorcerers not allied with the ritans, and
even a few paladins and blackguards, have mas-
tered it.

Prerequisite: Familiar, bonded mount, animal
companion or other animal linked to the character
by a class ability; caster level 4.

Benefit: A spell with this feat artached origi-
nates from the caster’s animal companion rather
than from the caster herself. A lightning bolt might
shoot from an owl's beak rather than the caster’s
finger; a druid might charm an animal she cannot
see, but her companion jackal can. All spell rangers
and requirements are measured from the animal,
and only the animal need have line of sight to the
target. The caster still chooses when and how to
cast the spell, and it still functions in exactly the
same way; only its point of origin changes. A spell
with Proxy Spell attached takes up a slot one level
higher than normal.

Restorative Wild Shape [General]

The transformation into nonhuman form re-
freshes and heals the druid, allowing her to recover
from injury as though she had rested for a full day.
Some druids train their bodies and minds to en-
hance this ability further, letting them heal more
than their less focused brethren.

Prerequisite: Heal 6 ranks, wild shape ability.

Benefit: The character heals more than nor-
mal when changing forms via wild shape. The feat
may function in one of two ways; the character
must choose which way she prefers when she first
gains the feat, and she cannot later change her
mind. Either the druid heals as though she had
rested for two full days, rather than one, when
assuming a nonhuman form; or else she heals only
one day’s worth when assuming nonhuman form,
but also heals a single day's worth when transform-
ing back to human form.

Normal: Transforming to nonhuman form
heals the druid as though she had rested for a single
day, and transforming back does not heal her at all.

When the gods activated the Seraphic Engine,
all of Asherak was bathed in its energies. Much of
the continent was destroyed, and many of its in-
habitants slain— or changed. Some of those altered
by the energies of the Engine underwent no obvious
transformation, and many of them, and their de-
scendants, remain both ignorant of the Seraphic
Engine’s existence and oblivious to its effects.

Prerequisite: Either alive on Asherak when
the Seraphic Engine was destroyed or a direct
descendent of those who were. This feat may be
taken only at 1st level.

Benefit: Although the character himself is
almost certainly unaware of it, he is not entirely
human (or elven, or what not). His type does not
formally change, but he is not considered human-
oid for purposes of spells that affect only humanoids
(charm person, for instance). He is still susceptible
to the more widely applicable versions of such
spells. The character does not register as abnormal
to spells such as detect magic, but greater spells such
as true seeing reveal a very faint aura, neither en-
tirely arcane nor divine in nature.

Tortoise [Totem]

The Tortoise totem, largely unique to Asherak,
refers not to just any tortoise, but to the great,
majestic beings who wander across the desert sands.
The totem encompasses patience, determination,
thoroughness and wisdom. Characters channeling
Tortoise are clear-headed and resilient, able to
ignore obstacles that would impede or distract
others.

Benefits: While channeling Tortoise, his chil-
dren gain the ability to think clearly even under
adverse conditions. This grants a +5 circumstance
bonus to all Concentration checks and allows the
character to Take 10 on any skill check, even when
this would normally be impossible.

Taboo: Hostility. Children of Tortoise may
not initiate combat unless all other reasonable
options have been explored.

Totemic Shapeshifting: When channeling
Tortoise, a druid who expends a wild shape use
gains damage reduction 5/bludgeoning or magic.
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No. It is not a weakness to use magic to survive the
$ deserts, outlander. Do not be shamed thus. For were we not
given such talents by the Law binder and his daughter who
ywas lost?Js it a weakness to use your hands where animals
5 have none? 1s it a weakness to craft clothes and weapons?
The true measure of strength and weakness in these
E' lands is in survival or death.

— the Ubantu trader &branni, to the ranger Marehk
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Equipment

Many of those who do not have access to the mighty
sorceries or miracles of spellcasters must leamn to rely on
other things — most often, their wits and a selection of
cleverly crafted pieces of equipment to help them survive
the wastes of Asherak. While many of these are familiar to
thoseof otherlands, somesubstances areunique to Asherak,
certain poisons and theurgical items in particular.

Poisons
Ubantu Weapon Poison

Ubantu coat their javelins and knives with a deadly
poison of their own creation. The ubantu are immune to
its effects, having developed resistance to it over genera-
tions of exposure.

UbantuPoison — injury,DC 13Fortitudesave, 1d6 Con/1d6 Con, 150 gp.

Asheraki Theurgy

The civilizations of Asherak acknowledge and pay
homage to a wider pantheon of gods and demigods than
those recognized on the Scarred Lands’ other continents.
The powerful churches of Asherak have learned tocreate
theurgical effects for their own deities. Theurgical itemns
are neither quite mundane nor magical; instead they are
invested with the power of faith and divinity. Just as an
alchemical item may grant an “alchemical bonus,” so to
doesanitemmade with Craft (theurgy) granta“theurgical
bonus.” The two bonuses are treated the same and donot
stack; the different terms are used purely to distinguish
the skill required to grant them.

See Chapter One for full detailson Craft (theurgy).

Consecrating Holy Symbols

Though most holy symbols are amulets depicting
the icon of a god, such symbols are not limited to jewelry.
In many instances, more useful items may be consecrated
— requiring asuccessful DC 15 Craft (theurgy) check—
to function as holy symbols. These items are usually
representative of the god inquestion and are often objects
depicted in normal holy symbols. Once consecrated,
these items may be used to rurn undead and as the divine
focus in spells thar require such.

In addition to the divinity-specific alternate holy
symbols noted below, if any appropriate icon of a god is
rendered ontoashield, that shield may also be consecrated
for use as a holy symbol. Likewise, holy texts may be used
as holy symbols without the need of consecration. Regard-
less of the nature of the item listed below, each special item
costs 50 gp. Weapons may be made masterwork at the
normal price increase.

Ashumas: Clergy of Ashumas may create temporary
holysymbols by sprinkling gold dust (50 gp worth) inacircle
abour the area to be warded. Similarly, golden circles may be
worked into architecture and consecrated to create longer-
lasting symbols. These symbols are often used to create
sanctuaries and ward the dreams of those who sleep within.

D’shan: To create a temporary, one-use holy sym-
bol, clergy of D'shan may consecrate sand taken from
the heart of the desert (at a cost of 1 gp). This purified
sand is sprinkled into the air while invoking D'shan.

Eldmash: Clergy of Elaimash may consecrate
specially prepared short swords with asp's poison
and other venoms as holy symbols.

Flayed God: The mad followers of the Flayed
God may consecrate scourges or spiked chains as
holy symbols by anointing them with their own
blood and using them to flay the skin off at least one
victim.

Gamgal: The clergy of Gamgal often conse-
crate the archway entrances to important burial
places as holy symbols to sanctify the tombs and
pacify their inhabitants. The sacred wrappings used
during the mummification process may also be
inscribed with the archway of Gamgal and so con-
secrated.

Immatuk: The clergy of Immatuk are capable
of consecrating scrolls at little expense (1 gp) to
serve as holy symbols. These scrolls are often used
to record precious magics, send missives of the
church, or preserve rare and sacred knowledge.

Kadeshu: Clergy of Kadeshu often work the
demigod’s symbol into a leather gauntlet which
locks around a similarly inscribed scroll case. The
gauntlet and case are then consecrated and serve as
holy symbols protecting the most important mis-
sives and letters of the church.

Otossal: Otossal’s symbol may be carved into
the forehead of any skeletal undead, which may
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then be consecrated to serve as a holy symbol. Also,
arapier may be specially prepared with the blood of
the dead and etched with Otossal's symbol in order
to become a consecrated holy symbol.

Sarhari: Clergy of Sarhari may etch her symbol
upon specially prepared bastard swords, thus conse-
crating them as holy symbols.

Subastas: Clergy of Subastas can prepare spe-
cially carved balanced scales with the imagery of
flames and coins, which may then be consecrated as
holy symbols. Also, long bows that have been partially
gilded with gold and carved with a flame motif may be
consecrated.

Tamul: The clergy of Tamul are able to prepare
ordinary wooden quarterstaffs with rare desert herbs in
order to consecrate them as holy symbols.

Tukulti: The clergy of Tukulti can temporarily
bestow consecration upon simple desert palm leaves at
little expense (1 gp). They may also attach specially
prepared palm leaves to a spear in order to consecrate
it as a longer-lasting holy symbol.

ldentifying and Distilling Holy Water

The power of a god resides within each flask of
holy, orunholy, water— waiting to be unlocked by the
skilled theurgist. A theurgist may make an attempt to
identify the god who empowered a particular flask of
holy or unholy water; this requires a DC 15 Craft
(theurgy) check and the expenditure of 1 gp per
attempt made.

Once the source of divinity has been determined,
the theurgist may attempr to distill the water, render-
ing away mundane raints and further sanctifying the
substance to the deity in question. This may be done
by a theurgist of any alignment, regardless of the god
associated with the liquid. The process requires a DC
20 Craft (theurgy) check and the expenditure of 10 gp.
Should this roll fail, the holy or unholy water is
spoiled. Vials of distilled holy or unholy water (some-
times called theurgist's oil because the liquid is slightly
viscous) can be purchased from a theurgist for 50 gp.

Distillations of Holy Water

Distilling holy water gives it secondary effects
appropriate to the god who granted the original bless-
ing. These vials of holy water retain their normal
effects (as listed in the spell bless water) in addition to
those gained below.

Ashumas: Holy water of Ashumas has something
of a restorative effect on sleepers; if taken right hefore
dropping off to sleep, the sleeper heals an additional
1d4 points of damage. He is not easily awakened,
however — treat the sleeper as though he were under
the effects of a sleep spell for the purposes of waking
him.

D’shan: Holy water of D'shan allows those who
ingest it to perceive lies and deception more easily.
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Anyone ingesting a full dose of this holy warer receives
a +2 theurgical bonus to her next Sense Motive check
ora +2 theurgical bonus to her next Will save against
any illusion.

Gamgal: Gamgalian holy water speeds undead to
their rest, inflicting 2d6 damage to undead. Splash
damage is still 1 point, however.

Immatuk: Immatukan holy water may be used to
break ciphers and read ancient script. By using a full
dose of the holy water, a character may receive a +2
theurgical bonus to her next Decipher Scripr check.

Kadeshu: Often employed by travelers in the
deadly wilds of Asherak, a full dose of holy water of
Kadeshu can be ingested to cure 1d4 points of nonle-
thal damage or 1 point of ability damage caused by
environmental damage, starvation or thirst.

Sarhari: Those who ingest a full dose of Sarharian
holy water are protected from alritude sickness for one
full day. Alternatively, the recipient receives a +2
theurgical Constitution bonus for the purposes of
holding her breath.

Tamul: The warm and calming scent of Tamul’s
holy water may be used to help restrain animals. By
employing a dose of this water, a character receives a
+2 theurgical bonus to his next wild empathy or
Handle Animal check.

Tukulti: Tukultian holy water can be used to
purify normal water, removing grit, pollution and
simple poisons and making it clear and refreshing to

drink.

Distillations of Unholy Water

Distilling unholy water gives it secondary effects
appropriate to the god who granted the original bless-
ing. These vials of unholy water retain their normal
effects (as listed in the spell curse water) in addition to
those gained below.

Ashumas: Unholy water of Ashumas may be used

o “cloud” the fate of whoever ingests it. Such a

characrer receives a +2 theurgical bonus to his next
saving throw against scrying or divinarion effects.

D’shan: Often used during interrogations, un-
holy water of D'shan causes searing agony to whoever
should ingest it if he speaks anything but the truth.
Those who employ it for this purpose gain a +2
theurgical bonus to Sense Motive checks.

Elimash: When applied to a poison, unholy wa-
ter of Eldmash increases its potency, giving a +1
theurgical bonus to the poison’s save DC.

Flayed God: Unholy water of the Flayed God
inflicts unending pain and torment when introduced
to the bloodstream of living creatures. If applied to a
slashing or piercing weapon, the unholy water takes
effect on a successful attack that deals damage, inflict-
ing a —1 theurgical penalty to atrack rolls, saving
throws and skill checks for 1 minure due to pain.
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Inquisitor’s Knife
The inquisitor’s knife is specially prepared with holy sigils and divine metals so thar it can be empowered
to work the will of the gods. The knife looks like a normal dagger save that it has an unusually wide blade at

its midpoint and a jagged, hooked blade at its end.

Cost  Dmg(S) Dmg(M) Critical

Exotic Light Melee Weapon
Inquisitor’s knife

—

Sgp 143 144
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Range Increment  Weight Type

18-20/x2 — b Slshing

Gamgal: Unholywater of Gamgal healsany undead
it is splashed upon. Undead directly hit with the water
regain 2d4 hit points; those undead within 5 feet of the
target also heal 1 hit point from the “splash.”

Immatuk: Unholy water of Immatuk can be
used to sap the power from spells, leaving them pale
shadows that are easily avoided. By readying an
action as if using a counterspell, a character can
hurl a dose of the unholy water at a spell targeting
himself or at an area effect spell if he is within the
spell’s area. The DC to save against such a spell
suffers a =2 theurgical penalty.

Kadeshu: Unholy water of Kadeshu is said to
inflict the “curse of wandering” upon any who
come in contact with it., Anyone hit with a dose of
the water suffers a -2 theurgical penalty to all
Survival checks to determine direction or avoid
becoming lost.

Otossal: Like Gamgalian unholy water,
Ortossalan unholy water heals the undead. Any
undead creature directly splashed with the water
regains 2d4 hirt points; those undead within 5 feet
of the target also heal 1 hit point from the “splash.”

Sarhari: Unholy water of Sarhari fills undead
with renewed vigor and breath. If applied to an
undead creature, that creatures gains a +1 theurgical
bonus to attack rolls and saving throws for 1 minute.

Subastas: When applied to a valuable object,
unholy water of Subastas makes it very difficult to
appraise its true value. Any character trying to
appraise such an object suffers a —2 theurgical
penalty to the next Appraise check.

Theurgical ltems

The uses for theurgy are not limited to the
identification and distillation of holy and unholy
waters. Many churches sell to the faithful those
small charms, pilgrimage badges and other trinkets
touched (in whatever minor fashion) by the bless-
ings of their deity.

Consecrated Inquisitor’s Knife: Normally a
mundane exotic weapon, an inquisitor’s knife may
be specially anointed with holy water in order to
unlock its true potential. By anointing the blade
with holy or unholy water, it gains the ability to a
harm a creature possessing another creature at the
same time it deals damage to the possessed crea-

ture. This ignores miss chance due to incorporeal
nature for this purpose only, but does not automati-
cally overcome damage reduction. In addition, the
knife is considered good- or evil-aligned depending
upon whether holy or unholy was used to conse-
crate it. These effects last for 24 hours.

Fleetfoot Qil: An elixir first created by ser-
vants of Tanil, fleetfoor oil is designed to aid in
travel across the continent's desert sands. It is
made up of powdered glass and the sticky juices of
herbs found in those rare fertile portions of Asherak.
When applied to the feet or footwear, it helps
mitigate the effects of shifting sands or other par-
ticulate matter. This grants a +2 theurgical bonus
to Balance checks made to avoid slipping on sand,
pebbles and other small particles, and it reduces the
overland movement penalty across sandy desert
from x1/2 to x3/4. This oil is valued at approxi-
mately 100 gp for a single application, which lasts
six full days for bipedal creatures, three days for
quadrupeds. It requires a DC 20 Craft (theurgy)
check to create.

Sunshroud: This dark, glistening substance is
made of crushed leaves and the rendered grease of
several types of animals, including camels. When
spread on a person’s exposed skin, it sheds heat and
protects the individual from the desert sun.
Sunshroud grants a +2 to all Constitution and
related rolls to resist heat-relared nonlethal dam-
age. This stacks with the bonus granted by the
Endurance feat. It has no effect on real damage, so
the individual is still fully vulnerable to flame and
fire-based magics. This oil costs 50 gp for a full
dose, considered enough to cover the face, shoul-
ders, arms and torso of an average-sized human. [t
burns off after six hours of exposure to the sun, or

twice that long in the shade or at night. It requires
a DC 15 Craft (theurgy) check to creare.

Magic ltems

When simple mundane equipment is insuffi-
cient for the challenges of living in Asherak,
many of its mightiest turn to items imbued with
the powers of arcane or divine magic to aid them
in their goals. Many of the magic items that
currently exist in Asherak date from before the
destruction of the Seraphic Engine, for most of
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the lesser magical items were destroyed in the
blast that decimated the very force of life in the
Cradle of the Gods.

Magical Weapons, Enhancements

Rage

Description: Weapons with this ability are espe-
cially favored by the followers of Vangal, allowing them
to keep up with their barbarian comrades, or giving them
even more opportunities to fly into a frenzy.

Powers: The wielder of a weapon with this ability
canenterarage, gaininga +2 morale bonusto Strength
and Constitution, a +1 morale bonus on Will saves,
and a -2 penalty to AC. The effect is otherwise
identical toa barbarian's rage except that the subjects
aren't fatigued at the end of the rage’s duration. The
wielder can rage a number of times equal to the
weapon's enhancement bonus — the wielder of a +3
battleaxe can rage three times per day, for example.

Moderate enchantment; CL 5th; Craft Magic
Arms and Armor, rage; +2 bonus.

Tuned

Description: The bards of Asherak travel through
many dangerous lands to gather their tales and songs.
Created by the music-loving sorcerers of Tanil in the
city of Aelfygh as insurance that those traveling bards
who visit their city come back in one piece, weapons
with this enhancement are a boon for the bards them-
selves, but perhaps even better for a warrior defending
his bardic companion.

Powers: This type of weapon reacts to the bardic
music ability inspire courage. When in the range of any
bard using this ability, the weapon gains an addirional
+2 enhancement bonus for as long as the inspire
courage is in effect. The enhancement can increase
depending upon the level of the bard singing, increas-
ing to +3 for a bard of 8th level, +4 for a 14th-level
bard, and +5 for a 20th-level bard. If the weapon can
be affected by more than one bard, use the highest-
level bard for determining the bonus.

Moderate enchantment; CL 9th; Craft Magic
Arms and Armor, greater heroism; +1 bonus.

Magical Weapons, Specific
Corpsebane Arrows

Description: Corpsebane briar grows wild
throughour the Scarred Lands (including those areas
of Asherak thar still support plant life) and is espe-
cially common in areas with large numbers of undead,
since corpsebane grows only in necrotic flesh. The
briar spreads when a living creature brushes against it.
Tiny, razor-sharp seeds lodge in the creature’s flesh,
dealing no damage but imbedding themselves in the
host's flesh. When the host dies, a new corpsebane
plant begins to grow in the freshly dead body.

-
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Natural corpsebane briars are the scourge of the
undead. The piant beginstosproutonan unidead creature
almost immediately, completely destroying it within a
matter of days. Though most inhabitants of the Scarred
Lands find corpsebane’s anti-undead qualities beneficial
(and in some areas use it as a natural security fence,
seeding the plant on the corpses of dead cartle and other
animals), most necromancers (including those of the city
Scaumaturge) consider it a pest and weed.

In their crusade against the unnatural scourge of
the undead, the devotees of Madriel have created an
artificial variant of the plant, known as greater
corpsebane. This plant’s spines are much longer and
lodge more easily in undead flesh, and the seeds
themselves are greatly prized by those who hunt the
living dead. Arrows and bolts tipped with corpsebane
spines cause considerable damage to undead rargets.

Powers: A corpsebane arrow orbolt has a—1 penalty
tonormal damage but a +1 bonus to hit corporeal undead
targets. When it strikes its target, the projectile immedi-
ately begins to sprout, inflicting 1d4 points of Dexterity
damage each round. When its Dexterity is reduced to
zero, the undead creature is completely immobilized and
will be destroyed completely in another 1d4 rounds.
Undead with intelligence scores can take a full-round
action to attempt to remove the missile. A corpsebane
projectile can be removed only with a DC 15 Strength
check. The DC to remove the projectile increases by +1
on every subsequent round after the first.

Greater corpsebane grows seeds a year after taking
root. Each plant produces 6d12 seeds a year, provided
the plant has flesh or blood tilled into its soil once
every two months. A DC 15 Craft (fletcher) check can
adapta greater corpsebane thorn-seed into an arrow or
crosshow bolt-head. Failing this check destroys the
seed. A greater corpsebane shrub is worth 500 gp.

Weak necromancy; CL 4th; Craft Magic Arms
and Armor, Craft (fletcher); Price 75 gp; Weight 0.1
Ib. (bolt), 0.05 Ib. (arrow).

Hallowing Blade

Description: These blades are weaponsused by the
faiths of Corean and Madriel in their battles against
undead and necromancers. Most of the faithful of the
Avenger and the Redeemer know these blades on sight
and consider those who carry them to be heroes —
indeed, those who wield them may be approached by
those who have difficulties with the undead.

Powers: A hallowing blade is a +2 undead bane
longsword wrought from volcanically forged iron and
polished to a mirrored black finish. The blade nor-
mally functions as a melee weapon.

If plunged into the ground while held by the
caster, the blade can hallow a 30-foor radius. The caster
can then release the blade and the hallowing effect
will persist. The effects of the blade last for as long as
the activated blade is in the ground, for a maximum of
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one year. After one year, the blade may still hallow a
given area, but it must be reactivated in order to do so.

Moderate conjuration and evocation; CL 10th;
Craft Magic Arms and Armor, hallow; Price 118,315
gp; Weight 4 b,

Magical Weapons, Bound

Some outer planar creatures not only have the
ability to possess living creatures but can also possess
inanimate objects. Spellcasters use this ability to their
advantage in order to create powerful magical weapons.

Bound Weapon Creation

With the essence of abound outsider, spellcasters
can create weapons much more potent than they may
have been able to otherwise. Often, using a bound
outsider also makes the weapon cheaper to create, but
the process has many risks.

As with other magical weapons, the creator must
have the Craft Magical Arms and Armor feat. After
that, things become more complicated.

During the creation process, the spellcaster must
call, hold and bend to his will the outsider of his
choice. The creator’s alignment must be within one
step of the outsider's (that is, it may be one step away
on either the lawful-chaotic axis or the good-evil axis,
but not both), or the binding automarically fails. If the
outsider serves a particular deity, the creator must
worship that deity as well.

First, the spellcaster calls and holds the outsider using
the appropriate planar binding or planar ally spell and magic
circle spell, plus dimensional anchor. The outsider must be
held for at least one day per HD during the item creation
process (though the complete weapon creation process
may take much longer). In the case of planar ally the outsider
must still be held in amagic civcle. No simple bargain can be
struck for such an extended period of bondage, though the
caster does not pay the XP cost for the spell.

Even if the spellcaster and the outsider have the
same alignment, deity and goals, intelligent creatures
seldom wish to be bound to inanimate objects. Most
attempt to escape or disturb the creation process (see
the spell magic circle against evil).

While held, the crearor uses Diplomacy checks to
convince the outsider that serving as a weapon would be
the best way to achieve its objective. The outsider’s
attitude starts out as Hostile. Every day the outsider is
trapped in the magic circle the creator makes a new check,
attempring to eventually move the outsider’s attitude to
Helpful (see Diplomacy skill in the Player's Handbook).
Each time the creator failsa check, add +5 tothe DC of the
next day’s attempt. The creator and the outsider may also
bargain for services — the creator may threaten the
outsider with suffering or destruction, or the outsider may
agree to be bound o the weapon for acentury, forexample,
granting a bonus ro the creator's Charisma or diplomacy

-

checks. The GM can determine the exact bonuses and
penalties depending upon what the creator offers.

At the end of the necessary holding period, if the
outsider’s attitude has become Helpful, it can auto-
matically be bound to the weapon. Otherwise, the
outsider makes a Will save (DC = 10 + item creator’s
caster level). If the save succeeds, the outsider escapes
and the item creation process fails.

If the item creation process fails due to the out-
sider escaping, or radically disturbing the creation
process, the spellcaster still spends half of the item’s
creation cost in gold and XP.

A bound weapon’s total cost equals 6,000 gp x [the
outsider’s HD]. The creator spends 1/25 of the total price
in XP and uses up raw materials costing one half of this
total price. While bound weapons have no minimum
caster level per se, the creator must be powerful enough
to cast the appropriate spells and control the held out-
sider. As with regular magic weapons, the entire creation
process still takes 1 day per 1,000 gp of the base price.

Should the weapon ever be broken or otherwise
destroyed, ir frees the oursider.

Powers

Abound weapon hasan enhancement bonusequal to
one-quarter the outsider's HD. By trapping the essence of
asentient being, each weapon also has intelligence and at
least some way to communicate (see Intelligent Weapons
inthe DMG). Other powers are determined by type and by
the particular creature summoned.

Angels: Angelic weapons have two mental abil-
ity scores at 16 and one at 10. The weapon speaks
Common and Celestial, communicating telepathi-
cally with the wielder.

Choose one spell-like ability the angel can use at
will, except one with a range of personal or that can
affect the creature only. The weapon can use that
spell-like ability upon command once per day.

The weapon may gain additional powers based
upon the bound angel (see example weapons).

Once attuned (see below), angelic weapons grant
the wielder acid, cold, electricity and fire resistance 5, +4
to saves versus poison and petrifaction effects, and the
ability to cast protection from evil on the wielder 1/day.

Demons: Demonic weapons have two mental
ability scores at 15 and one at 10. The weapon speaks
Common and Infernal, communicating telepathically
with the wielder.

Choose one spell-like ability the demon can use
at will, except one with a range of personal or that can
affect the creature only. The weapon can use that
spell-like ability upon command once per day.

The weapon may gain additional powers based
upon the bound demon (see example weapons).
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Once attuned, demonic weapons grant the wielder
acid, cold, electricity and fire resistance 5, and +4 to
saves Versus poison.

Devils: Devilish weapons have two mental abil-
ity scores at 15 and one at 10. The weapon speaks
Common and Abyssal, communicaring telepathically
with the wielder.

Choose one spell-like ability the devil can use at
will, except one with a range of personal or that can
affect the creature only, The weapon can use that
spell-like ability upon command once per day.

The weapon may gain additional powers based
upon the bound devil (see example weapons).

Onceattuned, devilish weapons grant the wielder
acid, cold, and fire resistance 5, +4 to saves versus
poison, and darkvision.

Elementals: Elemental weapons have two mental
abilityscoresat 13 and one at 10. The weapon commu-
nicates empathically with the wielder.

® Ajr: Casts lightming bolt 3/day upon command
(caster level equals the bound elemental’s Hit Dice).
Once attuned, the weapon grants the wielder immu-
nity ro electricity.

® Farth: Casts stoneskin 1/day upon command
(caster level equals the bound elemental’s Hit Dice).
Once attuned, the weapon grants the wielder damage
reduction 3/-.

® Fire: Casts scorching ray 3/day upon command
(caster level equals the bound elemental’s Hit Dice).
Once attuned, the weapon grants the wielder immu-
nity to fire.

® Water: Casts ice storm 1/day upon command
(caster level equals the bound elemental’s Hit Dice).
Once artuned, the weapon grants the wielder immu-
nity to cold and the ability to breath underwarer.

Wielding Bound Weapons

Bound weapons are notoriously difficult to wield,
oftentimes taking almost complete control of theirowner's
lives. They have tremendous Egos, even more so than
other intelligent items (Ego equals 10 + outsider’s Hit
Dice). Aswith all intelligent items, the owner must be the
same alignment (see DMG).

In order to fully access the bound weapon's true
power, the wielder and the weapon must come ro an
understanding through a process called attunement.

Arruning a weapon takes at least 30 days. During the
attunement period the wielder can participate in activities
as normal, though the weapon constantly struggles with
the owner on just about any activity. Also, the owner must
remain within 10 ft. of the weapon during the entire time,
or the attunement must begin anew.

Every ten days, the owner makes a special item
conflict check (Willsave, DC of the item’s Ego). Once
the owner succeeds at three of these checks, the item
becomes attuned. If three checks have failed before
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three have succeeded, the weapon can never be at-
tuned and will be constantly ar odds with its owner.
Checks made during personality conflicts thar arise
normally do not count toward the arcunement. If the
owner goes for more than 30 days without touching
the weapon, she looses all attuned special abilities.

Barbed Devil Weapon

Description: Someone who has proven himself wor-
thy inservice to Chardun can present himself to the Great
General’s clerics and request to have a servant of Chardun
bound to his weapon. By tradition one who earns a devil-
bound weapon must be locked in a steel box with his new
“servant” for thirty days, given only water and gruel. Many
go mad, impaling themselves on the possessed blades, in
which case the clerics break the weapons, setting the devils
free. Those with true strength of spirit tame their devilish
arms, proving themselves worthy to Chardun.

Powers: Most commonly made into spears, all have
a +3 enhancement bonus. Once per day upon command
the weapon can cast hold person (DC 16, CL 12).

Once attuned, a barbed devil weapon grants the
wielder acid, cold and fire resistance 5, +4 to saves versus
poison, and darkvision. After attuning the weapon, the
owner grows large,
bony spikes
from his ex-
tremities.
These act
as armor
spikes,
causingex-
tra damage
during a
grapple (see
Player'sHand-
book, Chapter
8, Combat,
Grappleentry).In
addition, theowner
is always considered
armed and does an
additional 1d4 points
of damage with unarmed
attacks.

AL LE; Int 10, Wis 15,
Cha 15; Ego 22

Strong conjuration; dimensional
anchor, magic circle agamst evil, planar ally
or planar binding, the ability to magically
hold a barbed devil for 12 days; Price 72,000 gp.

Blood Horror Weapon

Description: If any demon would enjoy spend-
ing etemity as an implement of death, this would be
the one. Owners of these weapons must contend with
blades which can never be satiated. The weapons’
strong personalities constantly drive them to kill.
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[t’s no surprise that these weapons are highly sought
after by the Horsemen of Vangal, who see such blood-
thirsty motivations asa blessing. Evenso, fellow Horsemen
know to give those who own a blood horror weapon a wide
berth during combat.

Powers: Most commonly made into scimitars, all
have a +2 enhancement bonus. Once per day upon
command the weapon can cast grim feast (CL 16).

Once atruned, demonic weapons grant the wielder
acid, cold, electricity and fire resistance 5, and +4 to
saves versus poison. After attunement, wounds caused
by this weapon become more difficult to heal. Any cure
spell used have a—1 perdie
of damage healed (for
example, a cure mod-

erate wounds spell
would cure 2d8 +
casterlevel -2 for

wounds made by this weapon). The wounds from this
weapon cannot heal naturally, and the penalty on cure
spells continues until a protection from euvil spell has
been cast on the victim.

AL CE; Int 10, Wis 15, Cha 15; Ego 18

Strong conjuration; dimensional anchor, magic circle
against evil, planar ally or planar binding, the ability to
hold ablood horror magically for 8 days; Price 48,000 gp.

Earth Elemental (Large) Weapon

Description: The dwarves of Burok Torn use the
strength of their mountain to throw back their en-
emies. When this is not enough, the dwarven wizards
bind the power of the very earth into the hammers of
their grearest warriors.

Powers: Most commonly made into warhammers, all
have a +2 enhancement bonus. Once per day upon com-
mand the weapon can cast stoneskin on the wielder (CL 8).

Once arruned, the weapon grants the wielder
damage reduction 3/—.

AL N; Int 10, Wis 13, Cha 13; Ego 18

Strong conjuration; dimensional anchor, magic circle
(any), planar ally or planar binding, the ability to magically
hold alarge earth elemental for 8§ days; Price 48,000 gp.

Iron Devil Weapon

Descrip-
tion: The
necromancers
of Scaumaturge's Le-
gion of Purity often make
powerful magical items for their
favored champions. These weapons are
especially popular, appealing to the Legion’s taste for
morbid regalia.

Some learn to regret taking the scythes, as, slowly
but surely, those who own them become sadomasochists
due to the influence of the devil inhabiting their

blade.

Powers: Most commonly made into scythes, all
have a +3 enhancement bonus. Once per day upon
command the weapon can cast unholy blight (DC 16,
GL12)

Once attuned, devilish weapons grant the
wielder acid, cold, and fire resistance 5, +4 to
saves versus poison, and darkvision. After at-
tuning the weapon, the owner feels great
pleasure inflicting pain. Each combat
round, the owner receives a +1 to its
attack rolls for every victim she
wounded on the previous round.

AL LE; Int 10, Wis 15,
Cha 15; Ego 22

Strong conjuration; di-

men- sional anchor, magic circle against evil,
planar ally or planar binding, the ability to hold an iron
devil magically for 12 days; Price 72,000 gp.
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Marilith Weapon

Description: Known for their wild yer exquisite
swordsmanship, the essence of amarilith demon makes
the perfect engine for a magic weapon. Clerics of
Vangal make these for their most ruthless servants,
turning them into savage yet skilled fighters.

Powers: Most commonly made into longswords,
all have a +4 enhancement bonus. Once per day upon
command the weapon can cast blade barrier (DC 23, CL
16).

Onceattuned, demonic weapons grant the wielder
acid, cold, electricity and fire resistance 5, and +4 to
saves versus poison. After attunement, the owner
gains free use of the feats Two-Weapon Fighting and
Improved Two-Weapon Fighting.

AL CE; Int 10, Wis 15, Cha 15; Ego 26

Strong conjuration; dimensional anchor, magic circle
against evil, greater planar ally or greater planar binding,
the ability to hold a marilith magically for 16 days;
Price 96,000 gp.

Planetar Weapon

Description: The common people count upon
the servants of Corean toprotect them fromall evils —
titanspawn, evil clerics, bandits, slavers — the list goes
on and on. Though they are loath to do so, the
followers of Corean sometimes bind angelic beings
into weapons, hoping to use their power to stem the
tide.

Planetars make the perfect choice, as warriors of
the higher planes they seek any means to fight evil.
Knights of Corean who wield these swords request that
the weapons be shattered upon their deaths, granting
freedom to the angels trapped inside.

Powers: Most commonly made into greatswords,
all have a +3 enhancement bonus. Once per day upon
command the weapon can cast lesservestoration (CL 17).

Once attuned, angelic weapons grant the wielder
acid, cold, electricity and fire resistance 5, +4 to saves
versus poison and petrifaction effects, and the ability
to cast protection from evil on the wielder 1/day. After
attunement, the weapon gains the bane (evil outsid-
ers) special weapon quality.

AL LG; Int 10, Wis 16, Cha 16; Ego 24

Strong conjuration; dimensional anchor, magic circle
against good, greater planar ally or greater planar binding,
the ability to hold a planetar magically for 14 days;
Price 84,000 gp.

-
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Powers: The weater of this ring is granted a +5
competence bonus to all Bluff and Disguise skill checks.
It also allows the wearer to prepare and cast one addi-
tional illusion spell per spell level each day, asif she were
awizard specializing in the Illusion school. If the wearer
isa spellcaster who does not normally prepare spells, she
can still cast one bonus illusion spell per spell level per
day. These are bonus spells — a wearer who cannot cast
spells gains no benefit from this ability.

Strong illusion; CL 12th; Forge Ring, Spell Focus
(IHusion), creator must have 5 ranks in both the Bluff
and Disguise skills; Price 85,000 gp.

Ring of Invocation

Description: These rings are usually formed of
cold-forged iron, although several powerful spellcasters
are known to possess versions of this ring forged from
pure adamantine.

Powers: When the wearer of this ring casts any
evocation spell, the spell always does maximum damage.
Further, the wearer of this ring can prepare and cast one
additional evocation spell per spell level each day, as if
she were a wizard specializing in the Evocation school. If
the wearer is a spellcaster who does not normally prepare
spells, she canstill cast one honus evocation spell perspell
level per day. These are bonus spells — a wearer who
cannot cast spells gains no benefit from this ability.

Strong evocation; CL 12th; Forge Ring, Maxi-
mize Spell, Spell Focus (evocation); Price 85,000 gp.

Ring of Summoning

Description: Most of these rings are created by evil
wizards and some few sorcerers. Such rings are usually
fairly simple iron bands inscribed with incantations in
either Abyssal or Infernal. Those few rings created by
mages of good intent are gold, inscribed with silver-
inlay incantations in the flowing script of the celestials.

Powers: When the wearer of this ring casts any
conjuration spell, the spell always summons the maxi-
mum number of creatures. Additionally, the wearer of
this ring may prepare and cast one additional conjura-
tionspell per spell level each day, as if she were a wizard
specializing in the Conjuration school. If the wearer is
a spellcaster who does not normally prepare spells, she
cansstill cast one bonus conjuration spell perspell level
perday. These are bonus spells —a wearer who cannot
cast spells gains no benefit from this ability.

Strong conjuration; CL 12th; Forge Ring, Maxi-
mize Spell, Spell Focus (conjuration ); Price 85,000 gp.

Ring of the Crypt Lord

Description: These rings are usually made of
bone, although ceramic rings made from the ashes of

Rings
Ring of Glamer

Description: These rings are always fanciful, made
of the brightest metal and inset with the most colorful
gemstones the creator can find, even if all of the
materials used to make the ring are ultimately value-
less (which they often are).

the deceased are also fairly common.

Powers: The wearer of this ring is immune to the
level-draining effects of necromancy spells as well as the
level-draining attacks of undead. Italso allows the wearer
to prepare and cast one additional necromancy spell per
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spell level each day, as if she were a wizard specializing in
the Necromancy school. [f the wearer is aspellcaster who
does not normally prepare spells, she can still cast one
bonus necromancy spell per spell level per day. These are
bonus spells — a wearer who cannot cast spells gains no
benefit from this ability.

Strong necromancy; CL 12th; Forge Ring, Spell
Focus (necromancy), create undead, undeath to death;
Price 85,000 gp.

Ring of Warding

Description: These rings are always plain, un-
marked white-gold bands It is believed that these rings
were first forged in the days of the High Elven First
Dynasty and wom by the elite warrior-mages who
protected that ancient empire.

Powers: The wearer of this ring gains a spell resis-
tanceratingof 12 + the wearer'scaster level. Additionally,
the wearer may prepare and cast one additional Abjura-
tion spell per spell level each day, as if she were a wizard
specializing in the Abjuration school. If the wearer is a
spellcaster who does not normally prepare spells, she can
still cast one bonus abjuration spell per spell level per day.
These are bonus spells —a wearer who cannot cast spells
gains no benefit from this ability.

Strong abjuration; CL 12th; Forge Ring, Spell
Focus (abjuration), spell turning; Price 85,000 gp.

Seer'sRing

Description: An ornate, twisting glass and crystal
band. These rings appear, for all intents and purposes,
to be spun rather than forged (which is true).

Powers: The wearer of this ring is constantly under
theeffectsof the spell detect serying. Further, the wearer may
prepare and cast one additional Divination spell per spell
level each day, as if she were a Wizard specializing in the
Divination school. If the wearer is a spellcaster who does
not normally prepare spells, she can still cast one bonus
divination spell per spell level per day. These are bonus
spells — a wearer who cannot cast spells gains no benefit
from this ability.

Strongdivination; CL 12th; Forge Ring, Spell Focus
(Divination), detect scrymg, scrying; Price 85,000 gp.

Wondrous ltems
Amulet of Silver Fortune

Description: These heavy and omatessilver amulets
have been crafted since the Titanswar to signify the
continued faith of Aulter-ash in their elders and the
continued reverence of Tanil. Although a few amulets
have been lost over the years, their secret of manufacture
has not been lost, and the ruling Council of Aulrer-ash
maintains one for each member. Itissaid that Tanil looks
upon the bearers of these items with special fortune and
is more likely to heed their call, though whether thisis a
function of the Council's favored position among the
Huntress’ worshippers, none can say.

Powers: This amulet allows the wearer call upon
Tanil’s luck as the spell Tanil's touch, save that the
effect is renewed each moming. While wearing the
amulet, any weapon used by the Council member is
considered silver for the purposes of overcoming dam-
age reduction. Finally, when all seven amulets are
gathered together, they can invoke a song of the gods
effect once per week, producing a soft rejuvenating
glow and allowing divine casters worshipping Tanil to
restore their spells.

Moderate enchantment; CL 7th; Craft Wondrous
Item, silver sword, seng of the gods, Tanil's touch, must be
created by a worshipper of Tanil; Price 8,960 gp.

Chilling Salve

Description: The deadly heat of the Soulburn
Wastes inspired a wealthy merchant to commission
the creation of this ointment. Chilling salve protects
from the heat very well, bur it is no good against the
cold. Dwarves have discovered that the tiniest smudge
of this on the bottom of a flagon of ale will keep it cold
for hours.

Powers: When applied to the skin of an indi-
vidual the ointment of comfort bestows the effects of
endure elements for purposes of enduring warm tem-
peratures. In addition, the person coated in this warm
salve gains resistance to fire 5 for 24 hours. He suffers
a—2 penalty when making saving throws against cold-
based attacks, however. A container of this ointment
typically has three uses when full.

Faint abjuration; CL 3rd; Craft Wondrous Item,
endure elements, resist energy; Price 900 gp; Weight 1 1b.

Foul Poppet

Description: The foul poppet is a foot-tall porce-
lain doll made to resemble a young child of roughly six
years of age. The doll is quite detailed, with real hair,
masterfully painted skin, and individually tailored cloth-
ing. The poppet is a powerful focus for enchantment
magic, and a terrible creation in the hands of any
seeking to cause trouble.

Only a few foul poppets exist. Their ability to cause
mayhem and trouble is legendary. The doll earned its
named for a string of murders perpetrated using the
poppet as the method of suggesting the killings. The
inspector working for the Boretanshu city guard dubbed
it the foul poppet. The Ashen Rose, an adventurer-
investigator who operates in the city of Boretanshu,
brought the creator of the poppet to justice. Still, a few
have recently surfaced through the black markets in
Kanad Thravarsus, indicating that the secrets to cre-
ating them still are in use.

Powers: Pulling a string on the back of the poppet
activates the doll's magical properties. The person acti-
vating the poppet may place asuggestion into itby whispering
it into the poppet’s ear. Unlike the spell suggestion, the
suggested course of action can be as harmful as the person
controlling the poppet wants it to be.




STRANGE LANDS: LOST TRIBES OF THE SCARRED LANDS

ST T e TN B e P N R S

3.4

The first person to see the poppet must make a DC
15 Will save to resist the urge to walk over to the doll
and pick it up. Once the lured target reaches the foul
poppet and grabs it, he must make a DC 20 Will saving
throw. Failure indicates that the suggestion has suc-
cessfully passed to the person now holding the popper,
and he must now carry it out.

Anyone holding the poppet gains a +2 bonus to
the save DICs for enchantment spells that he casts and
can use the poppet as a replacement for the arcane foci
or material components of any enchantment spell
with the [compulsion] or [mind-affecting] descriptors.

Moderate enchantment; CL 5th; Craft Wondrous
[tem, lure, suggestion, creator must be an enchantment
specialist wizard; Price 70,000 gp; Weight 1 Ib.

Mask of Undeath

Description: A necromancer commandingaunitof

undead troops is a tempting target for archers and enemy
spellcasters, and the loss of such acommander can destroy
the effectiveness of an entire unit of undead. To this end
the Belsameth-worshipping necromancers known as the
Rotmaids created the masks of undeath to help them hide
among their own troops. A mask of undeath is a human-
sized mask that resembles the visage of the undead
creature it was made from, held together with fine threads
of silver. Anyone wearing a mask of undeath appears
undezd to all mundane and magical senses.

Creating a mask of undeath is an unpleasant process,
requiring the removal of an undead creature's face, which
is then treated with alchemical compounds and spells.
Masks from skeletons and zombies are the most common,
as the “donors” are easily controlled and do not resist the
surgery. Vampire, lich and mummy masks are rare, as
removing the visages of such creatures is a dangerous and
difficult task. In any event, most necromancers prefer to
disguise themselves as skeletons or zombies rather than
more powerful (and hence noticeable) undead creatures.

Powers: A living humanoid wearing a mask of
undeath instantly takes on the appearance of the type of
undead that the mask represents. Spells and supernatural
senses that affect living creatures will fail to detect the
wearer, while effects that detect the undead will register
the wearer as a typical undead creature of the mask’s type.

In order for the glamour to remain convincing the
wearer must act like the undead creature he is mimick-
ing. Undead that do not flee from turning, react to
holy water or otherwise behave properly will appear
suspicious, though they will not automatically be
recognized as forgeries. The wearer of the mask can
attempt a DC 15 Bluff or Perform a check to imitate
simple reactions convincingly, such as recoiling from
a holy symbol or reacting to atrack by holy warer.

Strang illusion; CL 6; Craft Wondrous [tem, disguise
self, nondetection; Price 42,000 gp; Weight 1/2 Ib.
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Monk's Leathers

Description: The disciplined pursuit of martial
arts is not exclusive to warriors and sword-wielding
paladins. Often the most deadly of warriors are the
ones who carry no weapons at all. These leather
bindings are a cherished artifact of many monastic
orders. The Hedradan disciples at the Exemplary Re-
treat are especially fond of using monk’s leathers.

Powers: A monk wearing monk's leathers is con-
sidered five levels higher for determining his class-based
Armor Class bonus. Monk's leathers do not use up an
inventory slot.

Moderate transmutation; CL 5th; Craft Magic
Arms and Armor, Craft Wondrous [tem, mage armor,
creator must have 5 levels in Monk; Price 1820 gp.

Portable Oasis

Description: Perfected by all over Asherak, the por-
table oasis allows respite during arduous trips through
hostile terrain. Indeed, the portable casis is a remarkably
useful item to the desert traveler. Initially, it looks like a
large tent made of fine canvas, but once set up the tentand
its surroundings are transformed into a lush, tiny paradise.

Powers: The portable oasis isa large tent with room for
eight full-grown Medium humanoids. Even without the
command word, the tent conveys the benefits of endure
elements upon anyone within it. With a command word, a
lush and verdant oasis extends for 100 feet from the center
of the tent. The oasis has a large pond filled with fresh

potable water (enough to water eight humanoids and their
ridingand pack animals, with enough leftovertobathein),
andseveral bushesand trees laden with enough fruit ro feed
eight fully grown people; thick grass grows, enough to feed
eight medium warhorses each day. Every morning the trees
blossom and fruit grows from them and the pond water
becomes fresh and clean once more.

Using the portable oasis for more than three days in
arow begins to deplete the magic that feeds it. Each day
that the oasts is used beyond three days, it produces food
and water for one fewer person and animals. Further,
once deactivated, the item will not activate again until
one month has passed for each day that it was used more
than three days in a row. [f active for more than eight
days in a row, the oasis turns to dust and the tent itself
rots and frays, becoming useless canvas.

The portable oasis willnot function in cold weather,
but the tent will still bestow the comfort of endure
elements upon anyone staying within.

Strong conjuration; CL 12th; Craft Won-
drous Item, create food and water, endure elements,
Leom's tiny hut; Price 43,200 gp; Weight 10 Ib.

Talisman of Shadows

Description: An onyx broach or amulet inlaid
with silver filigree. This token is the favored possession
of many of the faithful of Drendari, Tanil and Belsameth.

Powers: The talisman of shadows grants its wearer a
+10 competence bonus on all Hide and Move Silentlyskill
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checks. Its wearer is also continuously under the effects of
thespellsdarkvisionand pratection from law. Thisitemis also
under strong “shadowing” magic that prevents easy iden-
tification through the use of detect magic (though spells
such as identfy will still function normally).
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12,500 gp.

Undetermined, though does radiate as magic;
CL 9th; Craft Wondrous ltem, darkvision, pro-
tection from law, creator must have 10 ranks in
both the Hide and Move Silently skills; Price

Spells of Asherak

Where the land is dead , the magic
is fertile.
— Asheraki saying.

Alzzarah’s Entourage

Conjuration [Summoning]

Level: Brd 4, Wiz 3

Components: V, S, F

Casting Time: | hour

Effect: Group of creatures summoned
Duration: | hour/level (D)

Saving Throw: None

Spell Resistance: No

Description

The Asheraki wizard Alzzarah
created this spell to provide himself
with access to good help, regardless
of his location, and also to earn
income from the wealthy who
needed servants on short notice.
Poseurs, pretenders and travelers in
need of attendants can often rely on
this spell as a quick respite from
drudgery and (sometimes more im-
portantly) a means of appearing
wealthier than they truly are.

Spell Effect

The caster can summon astaff of
personal servants who cater to him
and his guests. The servants will tend
to a number of guests equal to the

user’s caster level. Excess guests are
completely ignored by the entourage.

The summoned group consists
of Small or Medium humanoid crea-
tures of any ethnic appearance or
gender that the caster desires. Each
has a specific function and Hit Dice
as determined by the caster based
upon the table below; higher-level
casters can summon more powerful
and more skilled servants. The caster
can summon a number of servants
equal to his caster level, but the total
Hit Dice of all summoned servants
cannotexceed thecaster'slevel. Each
servant is assigned to a specific guest
andprovidesthe benefitslisted. Those
who provide skill bonuses must re-
main within five feet of theirsubjects
to do s0, and no more than one
servant can be assigned to a guest or
the caster.

Members of the entourage re-
main until the spellends, until slain,
or until they are dismissed. Detect
magic reveals the supernatural na-
ture of the members of the
entourage; each gives off a faint
conjuration aura. All members of
the entourage are neutral in align-
ment and are primarily concerned
withservingthe ordersof the caster.

Focus: A set of small wooden
carvings resembling the members
of the entourage; each figurine is

worth 25 gp.
Ashen Servitor

Necromancy

Level: CIr 2, Death 3, Sor/Wiz 3

Components: V, S, M, F/DF

Casting Time: | round

Range: Close (25 ft. + 5 ft./2 levels)

Effect: One summoned creature

Duration: | minute/level (D)

Saving Throw: None

Spell Resistance: No

Description

While most of Asherak is made

up of deserts, occasionally one en-
counters great fields of gray, silken
ash — the remains of entire settle-
ments that were caught in the wave
of devastation that turned the once-
fertile plainsof Asherak intoablasted
wasteland. These pits of ash and silr
can become a weapon in the hands of
askillednecromancer. First harnessed
by the necromancer-templars in
Belsameth'sservice, ashen servitorhas
become aprizedspell for manynecro-
mancers seeking an able-bodied and
portable guardian.

m TN P T R W, ol 2L VN
0 Alzzarah's Entourage
Servant  Class and Level Granted Benefit Level of Caster
Advisor  Ist-level expert Provides +2 circumstance bonus to Diplomacy skill checksand ~ 5th
one Knowledge skill designated by the caster
Bodyguard  2nd-level warrior  Will fight for or guard the caster loyally until slain or dispelled ~ 7th
Courtesan  Ist-level commoner Can heal 1d4 hit points of damage an hour by attending Sth
to a wounded party member
Entertainer Ist-level expert Able to use any Ist-level bardic music ability Fth
Enforcer  3rd-level fighter Provides +4 circumstance bonus to Intimidate skill checks; Fth
will fight upon the caster’s command
Interpreter 2nd-level expert Knows 5 languages designated by the caster Tth
Servant Ist-level commoner  Will carry out simple orders 5th
Sycophant  Ist-level aristocrat  Provides +2 circumstance bonus to Gather Information 5th
and Bluff skill checks
: Valet 3rd-level expert Provides +4 circumstance bonus to Diplomacy, Sense Motive Tth
W and Knowledge (nobility and royalty) skill checks
L §R LI S S W Nl 2 5L
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Spell Effect

The caster spills ash from a
specially prepared urn, This fine
powder quickly forms into a hu-
manoid-shaped cloud. The ashen
servitor is a single undead crea-

rure with the same statistics as a

shadow (see MM, Shadow) thart
can manipulate objects in the
same-manner as the spell unseen
servant. The servitor, bound into
a cloud of ash, does not gain its
normal racial skill bonuses and

is treated as a corporeal crea-

rure:

The summoned undead
creature serves the caster faith-
fully for the duration of the spell
and is not vulnerable to clerical
turning or command. The ashen
servitor can still be rebuked, how-
ever, and spells that specifically

“target undead will affect ir ner-
mally. Holy warer deals an
addirional 1d4 points of damage
to an ashen servitor. Onee the
spell expires, the ash returns to
the urn and can be reused.

Material Component: Sixcu-
bic inches of volcanic ash,

Focus: A stylized black and
gray cremation urn worth 100
Ep-

Belsameth's
Vengeance

Transmutation

Level: Brd 4

Components: V. XP
T Spaci
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horrible gray curse, his very soul
atrophied by the power of the
magic. Unfortunately, the
Moonsinger left detailed spell
notes among her associates,
which soon made this spell a
vicious factor to remember when
confronting bards of the Slayer.

Spell Effect

This spell may be cast as a
free action whenever the caster
is killed (reduced to 10 or fewer
hit points or the target of a sue-
cesshul death spell), even if it is
riot yet the caster’s initiative.
Immediately, the bard chooses
oné target {who must be directly
responsible for her death) and
expends the necessary XP. The
bard releases an tunearthly and
terrible scream thar tears ar the
miurderer’s soul and may eventu-
ally kill him.

The target must makea Will
save or contract a curse dealing
1d4 pomnts of permanent Cha-
risma damage per day on a failed
Will save. Only asuccessful break
enchantment or remove curse spell
will remove this wasting. If the
rarget’s Charisma is reduced to
zero, he immediately dies and
his soul is forever consigned to
the Slayer. This prevents any
raise dead or resurrection spell,
although a miracle or wish has a
5% chance per caster level of
returning the victim to life.

XP Cost: 2,000 XP,

eton in combat. Horem guards this
spell less rigidly than others; com-
monly granting “its use to
necromancers who please him and
using it as payment forarcane merce-
naries. Thisspell augmentsskeletons,
honing their bones to a razor's edge.

Spell Effect

All the bones of the skeleton
become distorted and impossibly
sharp. Fingers become long, wicked
claws, reeth become mzorlike and
predatory, and limbs become vicious
and serrated. All natural actacks pos-
sessed by the skeletonincrease by one
die type (to a maximum of d12) and
gain ax3 critical at double its normal
critical threar range. Thus, a me-
dium-sized humaneoid skeleton deals
1d6 paints of damage with its claw

 artacks and deals triple damage on a

roll of 19-20.

In addition, the skeleton's ra-
zor-sharp body deals 1d6 points of
damage to any creature that strikes
the skeléton with a natural or up-
armed attack. Grappling with a
skeleton rranstormed by this spell
deals 1d6 points of damage each
round the grapple is maintained, -
The altered bones of the skeleton
are exceptionally brittle and cause
the skeleton to rake double damage
from bludgeoning weapans. Destroy-
ing a bladebemes skeleton shatters it
into a pile of razor-sharp bone frag-
ments that funcrion as calrrops
scattered over an area equal to the
skeleton’s facefreach.

irth, sigl .
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or “The Thunder That Walks.” King Thalos has re-
cently offered a sizable reward to anyone who can
capture one alive.

Combat

Fell deer attempt to avoid combat by bellowing,
swinging their massive antlers about, and stamping in
an attempt to frighten off enemies. This stamping

T R, T e T R e T L N A A

behavior involves planting the back legs and then
hopping with the front. If this behavior fails the fell
deer charges in to attack. Lacking sharp teeth or the
ability to grasp or grapple with its trunklike legs, the
fell deer relies solely upon its mass and its clublike
antlers for defense.

Trample (Ex): Reflex DC 38. The save DC is
Strength-based.
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Frost Maiden

Medium Undead (Cold)

Hit Dice: 4d12 (26 hp)
Initiative: +4

Speed: 30 ft. (6 squares)

Gone isany semblance of natural beaury; instead, the
frost maiden is pale white, with dead, cracked leaves
spilling down her shoulders for hair. Her eyes are deep blue
andsunkenwithin thesockets. The maiden'stightstretched

Armor Class: 17 (+4 Dex, +3 natural), touch 14, flat- flesh is often tom or frayed about the mouth. Palpable cold
footed 13 capable of freezing water radiates from her body.

Base Attack/Grapple: +2/+2 Frost maidens speak Common, Elven and Sylvan.

Attack: lcy touch +6 melee touch (1d6 cold)

Full Attack: ley touch +6 melee touch (1d6 cold) Combat

Space/Reach: 5ft/5ft. A frost maiden uses her spell-like abilities to

Special Attacks: Breath weapon, spell-like abilities charm and confuse opponents and avoid melee com-

Special Qualities: Damage reduction 5/magic, immune to bat. She uses her Bluff skill to fool intruders into
cold, treedependent, +2 turnresistance, relaxing their guard and succumbing to her deadly
incend yulnecabéite to lice touch and entangling foliage. A frost

s.v“: Fort 'i'l. Ref 1’5. W|" *6 maideﬂ dellgh[& in frel:Z‘

Abilities: g;r l% Dex 19, Con —, Int 14, Wis 15, B} s Bringcreapmreswith

a ==

Skills: Bluff +9, Concentration +7, Escape . \I.h her touch but el‘!dtta\-'f]rs

Ertist[ ;7. ;'lid:u +‘:T, ]?nt;'rpi;:late ‘;5, b, g ”-,l;%, ]t;J mlnlr_nll{ze
nowledge (nature) +7, Listen +, h er own risk.

Move Si?ently 5 “ﬁ’ Q&% /ﬁ Y 37}//#/ Bisath
+7, Spot +7, SR W (Su):
Survival +5 oo S eapon (Su):

Feats: Alertness, ,{:’5‘»‘ A 30-foot cone,
Weapon Fi- N\ ¢{ _once per day, damage
nesse ¥ 3d4 cold, Reflex DC 16

Environment: Cold and temperate for- (02 half. Thesave DCis Cha-

o] asts ; risma-based.
mh o Spell-like Abilities
- g H (Su): Atwill —entangle (DC
reasure: tandard

Alignment: Always chaotic evil 13), tree shape; 3/day — chamm

Advancement: By character class person (DC 13)‘, deep shumber (DC

Level Adjistment: — y 15); 1/day—suggestion (DC 15). Caster

This gaunt, emaciated woman has
white, cracking skin and hair like dead
leaves. Her baleful gaze burns with malice
and pain. A profound sense of loss and suffering
is etched across her slender features.

Description

Winter takes its toll on all life, and dryads are no
exception. Occasionally, a dryad’s resplendent oak
succumbs to the frigid rouch of winter. The tree's
destruction spells doom for the dryad, but death is not
always the final result. The dryad may rise again as an
undead monster filled with winter's fury — a frost
maiden.

b \, level 6. The save DCs are Wisdom-

") based.
\ Tree Dependent (Su): Each frost
\ \T\\\H—_::s_ifmgle dead oak tree and

maiden is mystically bound to a

N — \I:'IU.SIZ never stray more
* ) \\\ \ Qf%—%(:? tban 300 yards from
= "‘"—-—ﬁ_‘_/";_‘a-vﬁ\\ t. Any who do
4 £ R 5. 1) weaken and cease
J —~,)  toexistwithin4d6
;f § hours. A frost

(l |

maiden’s oak does not
radiate magic.
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Frost Moth

Diminutive Vermin (Cold, Swarm)

Hit Dice: 4d8+16 (34 hp)

Initiative: +5

Speed: 5 ft. (1 square), fly 40 ft. (good)

Armor Class: 19 (+4 size, +5 Dex), touch 19, flat-
footed 14

Base Attack/Grapple: +3/—

Attack: Swarm (1d6 plus frostbite)

Full Attack: Swarm (1d6 plus frostbite)

Space/Reach: 10 ft./0 Ft.

Special Attacks: Freezing bite, distraction

Special Qualities: Heat sense 60 Ft., immune to cold, im-
mune to weapon damage, swarm traits,
vermin traits, vulnerable to fire

Saves: Fort +8, Ref +6, Will +2

Abilities: Str 3, Dex 20, Con 18, Int —, Wis 12,
Cha 4

Skills: Listen +5, Spot +5, Hide +7*

Feats: ==

Environment: Any cold

Organization: Solitary, Flight (2—4 swarms) or cloud

(11-20 swarms)
Challenge Rating: 3
Treasure:

A'Ignrnent: A]ways neutral
Advancement: None
Level Adjustment: ~— —

These exquisitely beautiful insects look like

sparkling white or silver snowflakes.
Description

The frost moth is a deli-
cate yet deadly insect, native
to the White Wastes of Fenrilik.
Probably created by ice hags, this
vermin is attracted by warm-blooded
creatures, The huror are immune to their
heat-draining attacks, but they know that
the presence of a swarm in the vicinity usu-
ally means that an ice hag is not far.

Occasionally, strong winds take a swarm
toward warmer lands. Once exposed to di-
rect sunlight, the moths die and melt into
pools of clear water in a matter of days,
but not before they have drained
at least a few dozen creatures of
their body heat. It is said that
these “rogue” swarms are respon-
sible for more than one case of N
villages found devoid of life, lit- Y 2 .
tered with frozen corpses in a  Z(7/*
sunny day. ’

Frost moths do not speak. Z =
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CHAPTER SEVEN: HORRORS AND HOSTS

Combat

While contact with a single insect results in a
lictle more than a numbing sensarion, the collec-
tive attack of hundreds of them rapidly drains a
warm-blooded creature of all body heat — and life.

Frostbite (Ex): The victim of a swarm attack must
make a DC 16 Forritude save or suffer an additional 1d6
points of nonlethal, cold-based damage and become
farigued. A new save is required each round the victim
is exposed to the swarm. Each new failure deals addi-
tional nonlethal damage. Once the victim falls
unconscious due to nonlethal damage, she begins to
suffer cold-based lethal damage in addition to the
swarm attack damage until she dies. Creatures with
immunity to cold are also immune to this ability. The
save DC is Constitution-based.

Heat Sense (Ex): The frost moth senses the pres-
ence of any warm-blooded creature within 60 feet.

Distraction (Ex): Any living creature that begins
its turn within the same space as a frost moth swarm
must succeed on a DC 16 Fortitude save or be nause-
ated for 1 round. The save is Constitution-based.

Skills: The frost moth receives a racial bonus
of +4 to Hide, Listen and Spot checks. *lt receives
an additional +10 to hide during blizzards.
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Gabrolin Description

Larde Fe Denev created the gabrolin to patrol cold woods
o %ioe-y 1246460 (102 hp) and tundra, punishing those who would harm the land
!nitintiv;: 3 P or its inhabitants.
Speed: 40 ft. (8 squares) A gabrolin stands 9 feet tall and weighs 350
Armor Class: 19 (—1 size, +3 Dex, +7 natural), touch pounds. They speak Common, Elven and Sylvan.
12, flat-footed 16
Base Attack/Grapple: +6/+16 Combat _ . =
Attack: 3 gores +11 melee (1d8+6) The gabrolin begins combar by using its
Full Attack: 3 gores +11 melee (1d8+6) and 2 claws silence ability on potential spellcasters, and at-
+9 melee (1d6+3 plus poison) tempts to blind and deafen melee combatants
Space/Reach: 10 ££./10 ft. before atracking with its branchlike claws and
Special Attacks: Blinding gaze, piercing scream, poison, sharp antlers.

_ - silence _ e Blinding Gaze (Su): The gabrolin’s left head
Special Qualities: Dan:laget f?“f*ﬂl?’ﬁ?'d iron, inde- has no eyes but has a gaze attack that originates
Saves: E::t f; ::; +i| oWilll?i(}wswn from its empty eye sockets. Blind-
Abilites: Str 22, Dex 17, Con 21, Int 15, Wis rea, o winuses, DCIZ

15, Cha18 Fortitude negates. A
Skills: Concentra- g) victim who success-

tion +20, o ,, g {UI]Y saves against

Hide +18, “Y> this attack is im-

'Il("n";’:d;g;é mune to the blinding

(nature) +17,

Listen +21,

Search +6,

Sense Motive

+17, Spot +21, *
Survival +17 (+19
following tracks)
Feats: Ability Focus
(blindinggaze),
Combat Re-

flexes, Endurance,
Multiattack, Track
Environment: Cold mountains
Organization: Solitary or pair
Challenge Rating: 12
Treasure: Standard
Alignment: Usually neutral
Advancement: 13—23HD (Large); 24-36
HD (Huge)

Level Adjustment: ——

This bizarre three-headed humanoid
stands almost 9 feet tall. Instead of arms, ithas
two long, sharp branches which drip a dark sap.
Its three heads are elflike in appearance, with
mussy green hair and staglike antlers. The left
head has no eyes, the right head has no ears,
andthe center head lacks amouth. Broum
fur covers its legs, which end in
hooves like those
of adeer.
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attack of that particular gabrolin for 24 hours.
The save DC is Charisma-based.

Piercing Scream (Su): The right head has
no ears but can emit a piercing scream that
causes deafness. Every creature (except the
gabrolin) within a 30-foot-radius spread who
can hear the gabrolin must succeed on a DC 22
Fortitude save or become deafened for 1d6
rounds. The gabrolin must wait 1d4 rounds be-
fore it can use its piercing scream again. The
save DC is Constitution-based.

Poison (Ex): The gabrolin's branchlike
claws emita venomous sap that causes its victim’s
skin to harden. Injury, Fortitude DC 22, inirial
and secondary damage 1d4 Dex. Additionally,
the subject gains a +1 enhancement bonus (for

a total of +2 if he fails both) to natural armor, as
the barkskin spell, which lasts for 24 hours or
until the poison is mystically cured, whichever
comes first. The save DC is Constitution-based.

Silence (Sp): The gabrolin’s center head
lacks a mouth but can use silence, as the spell, at
will. Caster level 12, DC 16 Will save negates.
The save DC is Charisma-based.

Independent Minds (Ex): A gabrolin’s three
heads act independently and can all act in the
same round. Each can make a full attack or use
its special attack. The gabrolin is still limired to
only one move action or 5-foot step per round,
however.

Skills: Because of its three heads, a gabrolin hasa
+4 racial bonus on Listen, Search and Sport checks.
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Garamond
Large Outsider (Cold, Evil, Native)

Hit Dice: 12d8+60 (114 hp)

Initiative: +6

Speed: 40 ft. (8 squares), fly 60 ft. (poor),
swim 40 ft.

Armor Class: 25 (~1size, +2 Dex, +14 natural), touch
11, flat-footed 23

Base Attack/Grapple: +12/+21

Attack: Claw +16 melee (1d8+5 plus unholy)

Full Attack: 2 Claws +16 melee (1d8+5 plus unholy)
and bite +11 melee (2d6+2)

Space/Reach: 10 ft./10 ft.

Special Attacks: Breath weapon, fear aura, spell-like
abilities, unholy strike

Special Qualities: Damage reduction 10/good, darkvision
60 ft., immunity to cold and poison,
resistance to acid 10 and fire 10, spell
resistance 17, telepathy 100 ft.

Saves: Fort +13, Ref +10, Will +10

Abilities: Str 20, Dex 14, Con 21, Int 16, Wis 15,
Cha 17

Skills: Bluff+18, Climb+20, Concentration+20,
Diplomacy +8, Intimidate +18, Knowl-
edge (any three) +8, Listen +17, Move
Silently +9, Search +13, Sense Motive
+17, Spelleraft +18, Spot +17, Survival
+10

Feats: Alertness, Cleave, Flyby Attack, Im-
proved Initiative, Power Attack

Environment: Cold mountains

Organization: Solitary, pair or band (2-5)

Challenge Rating: l

Treasure: Double standard

Alignment: Usually neutral evil

Advancement: 13-24 HD (Large); 25—36 HD (Huge)

Level Adjustment: = —

Description

Garamond first appeared during rthe
Titanswar, surging forth from the icy reaches of
Fenrilik. At first, civilized lands found it diffi-
cult to resist the onslaught of these ferocious
outsiders, particularly in a world in the midst of
a divine war. Yert as the tide of battle began to
shift, the garamond were forced back into the
bitter mountain passes, at the cost of many brave
souls. Occasionally, the garamond make forays
into more civilized lands. Some of the foul beasts
simply raid outlying farms, stealing cartle and
farmers for food or perhaps more perverse prac-
tices. Others remain in hiding and seek to corrupt
innocent souls in service to some darker power.

Sages have yet to identify the true origin of
the garamond, although indications that the
garamond are outsiders to the world of Scarn
have inspired numerous theories. Some scholars
feel that the garamond come from a long-lost
portal leading to an infernal realm populated by
these foul creatures. Others fear that the
garamond are the result of some powerful wizard’s
magical breeding experiments between white
dragons and ice demons. Still other knowledge-
able loremasters have proposed that the
garamond are the result of an ancient ritual gone
awry during a magically troubled time. What-
ever the garamond's origin, two things are clear:
the garamond are now bound to the Scarred
Lands, and these monsters serve a darker power
that has vet to reveal itself.

Garamond speak Common, Draconic and Infernal.

This large winged reptilian humanoid stands tall and
arrogant, its white scales offset by the dim black aura
licking upward from its claws and toothy maw. The white
orbs of its eyes appear lit by a baleful crimson glow.

Combat

Garamond normally fight only on their terms,
preferring to arrange conditions so they have the
upper hand. Garamond typically initiate an assault
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with their icy breath weapon, then depend on their
fear aura and spell-like abilities to aid them in flyby
attacks.

A garamond’s natural weapons, as well as any
weapons it may wield, are considered to be evil-
aligned for purposes of overcoming damage
reduction.

Breath Weapon (Su): 40-foot cone, once ev-
ery 1d4 rounds (but no more than three times per
day), damage 8d6 cold, Reflex DC 21 half. The save
DC is Constitution-

based.
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Fear Aura (Su): Garamond radiate a 10-foot-
radius fear aura. A creature in the areamust make a DC
19 Will save or be affected as though by a fear spell
(caster level 12cth). A creature that successfully saves
cannot be affecred again by the same garamond's fear
aurafor 24 hours. Garamond can suppress or reactivate
the aura as a free action. Other garamond are immune
to the effect. The save DC is Charisma-based.

Spell-like Abilities (Sp): At will — essential

bladeT, ice storm (DC 17), sleet storm
(DC 16), wall of ice (DC 17); 3/day

— cone of cold (DC 18). Caster
level 12. The save DCs are Cha-
risma-based.

Unholy Strike (Su):
The garamond's natural at-
tacks are imbued with
unholy power that in-
flicts an additional
2d6 points of
damage against

all targets of a
good align-
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Gelidiceph

Gargantuan Elemental (Cold, Water)

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Attack:

Full Attack:

Space/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:
Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Level Adjustment:

20d8+140 (230 hp)

+9

30 ft. (6 squares), swim 80 ft.

21 (—4 size, +5 Dex, +10 natural), touch
11, flat-footed 16

+15/+38

Tentacle +22 melee (2d6+11 plus 1d6
cold/17-20)

10 tentacles +22 melee (2d6+11 plus 1d6
cold/19—-20) and bite +20 melee
(4d6+5)

20 ft./20 ft. (40 Ft. with tentacle)
Constrict 2d6+11, freezing cloud, im-
proved grab

Darkvision 60 ft., damage reduction 10/
—, elemental traits, immunity to cold,
jet, vulnerability to fire

Fort +17, Ref +I1, Will +6

Str32,Dex 21,Con 24, Int 6, Wis 11, Cha
1l

Hide +6*, Listen +7, Spot +7, Swim +19
Alertness, Blind-Ffight, Combat Reflexes,
Improved Critical (tentacle), Improved
Initiative, Multiattack, Power Attack
Cold aquatic

Solitary

13

Naone

Usually neutral

20-37 HD (Gargantuan); 40—60 HD
(Colossal)

This massive squidlike creature appears to be formed
of solid ice.
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Description

Hrinruuk created the gelidiceph to be the
ultimate predator of cold-water regions. Despite
being formed of ice, they have a voracious appetite
and see most creatures as either threat or prey.

Gelidicephs speak Aquan.

Combat

Gelidicephsstrike theiropponents with theirbarbed
tentacles, then grab and crush with their tentacles or
drag them into their huge jaws. An opponent can make
sunder attempts against a gelidiceph's tentacles as if
they were weapons. A gelidiceph's tentacles have 20 hit
points. Ifagelidiceph is currently grappling a target with
one tentacle, it uses another limb to make its artack of
opportunity against the sunder attempt. Severing a
gelidiceph's tentacle also deals 10 points of damage to
the gelidiceph itself. A gelidiceph usually withdraws
from combat if it loses three tentacles. A gelidiceph
regrows severed limbs in 1d10+10 days.

Freezing Cloud (Ex): A gelidiceph can emit a
cloud of ice-blue ink in an 80-foot spread once per
minute asafree action. If the ink strikes abody of water
or a liquid that is principally water (not including
water-based creatures), it freezes the liquid. This ice
lasts for 20 rounds (unless exposed to flame). Creatures
swimming within the area or on the surface of frozen
water must make a DC 25 Reflex save or become
trapped in the ice. Attempting to break free is a full-
round action. A trapped creature must make a DC 25
Strength check or a DC 25 Escape Artist check to do
s0. The save DCs are Constitution-based.

Improved Grab (Ex): Touse thisability, a gelidiceph
must hit a creature of its size or smaller with a tentacle
attack. [t can thenattempt tostart a grapple asafree action
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without provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can constrict.

Constrict (Ex): A gelidiceph deals automatic
tentacle damage with a successful grapple check.

Amphibious (Ex): Although gelidicephs are
aquaric, they can survive indefinitely on land.

Icegliding (Ex): A gelidiceph canglide through snow
orice as easily as it swims through water. It can move at its
full swim speed while icegliding. Its movement leaves
behind no tunnel or hole, nor does it create any ripple or
other signs of its presence.

LT T e 2 B e e P, A

Jet (Ex): As a full-round action, a gelidiceph can
jet backward at a speed of 280 feet. [t must move in a
straight line, but does not provoke attacks of opportu-
nity while jetring.

Skills: A gelidiceph has a +8 racial bonus on any
Swim check to perform some special action or avoid a
hazard. It can always choose to take 10 on a Swim
check, even if distracted or endangered. [t can use the
run action while swimming, provided it swims in a
straight line. *Gelidicephs have a +8 racial bonus on
Hide checks in icy environments.

U AT DTN T R R I W AL e

Glaciad

Medium Fey (Cold)

Hit Dice: 4d6+4 (18 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 13 (+3 Dex), touch 13, flat-footed 10

Base Attack/Grapple: +2/+3

Attack: Staff +3 melee (1d6+1)

Full Attack: Staff +3 melee (1d6+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: Spell-like abilities

Special Qualities: Immune to cold, low-light vision, vul-
nerable to fire

Saves: Fort +2, Ref +7, Will +7

Abilities: Str12,Dex16,Con12,1nt 15, Wis 16, Cha
18

Skills: Balance +8, Bluff +b, Diplomacy +,
Escape Artist +4, Handle Animal +7,
Heal +7, Hide +8, Intimidate +5, Jump
+2, Knowledge (geography) +4, Knowl-
edge (nature) +8, Move Silently +5,
Perform (any) +b, Search +4, Sense
Motive +11, Spot +5, Survival +14, Swim
+2

Feats: Alertness, Iron Will

Environment: Any cold

Organization: Solitary or copse (4—7)

Challenge Rating:

Treasure: Standard

Alignment: Always chaotic, often good

Advancement: 5-10 HD (Medium)

Level Adjustment:  +1 e

These creatures appear at first to be near-per-

fectly formed elven maidens, but a closer look shows

their skin is tinted icy blue, and they hold an air of

almost unearthly indifference. They are clad only

m wispy vestments made of frost itself.
Description

Glaciads are rare fey rhart

have bonded to extremely

cold climates. Driven from £

their homelands during the

Divine War, many of the

glaciads of today are de-

scendants of dryads that

were forcefully torn from their bonded trees or

naiads that were tied to bodies of water that froze.

Although the majority of glaciads remain good in

alignment, they are tortured souls who have been

severed from their origins, and a few have

been driven mad — and evil — by their
constant lack of warmth.

While a few retain the shy
qualities of some dryads and na-
iads, many glaciads are quick to grow
affectionate with attracrive human-

oids. This is largely because
) 77 they are inherently starved
§ for attenrion, for while
their bodies have long
since adapted to their
new, desolate envi-
rons, their souls
never truly have.

Glaciads speak
Common and Syl-
van.

Combat

Hardier than
most fey due to
their difficult lives,
these creatures do
almost anything
they need to in or-
der to survive.
They prefer to
avoid  combat;
when forced into
battle, they use
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all the abilities at their disposal in order to escape
or defeat their enemies as swiftly as possible. They
are not afraid to include themselves in the area of
effect of their ice storm ability, since they know
they will be unaffected.

Aura of Despair (Su): This ability operates
continuously, affecting all humanoids within 60 feet
of the glaciad. Those who look directly at the glaciad
must succeed at a DC 17 Will save or be affected by
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the crushing despair spell. A successful save indicates
the character is immune to that particular glaciad’s
aura of despair for 24 hours. The glaciad can suppress
or resume this ability as a free action.

Spell-like Abilities {(Su): 3/day — chill touch
(DC 15), control water, fog cloud; 1/day — ice storm,
wall of ice (DC 19). Caster level 7.

Skills: Glaciads have a +4 racial bonus to
Sense Motive and Survival checks.

AR LR e S R W S T

Sprite, lccree

Tiny Fey (Air, Cold)

Hit Dice: 2d6+2 (7 hp)

Initiative: +7

Speed: 20 ft. (4 squares), Fly 30 ft. (perfect)
Armor Class: 18 (+2 size, +5 Dex, +| natural), touch

17, flat-footed 13
Base Attack/Grapple: +1/-10
Attack: Ray of frost + ranged touch (1d3+1)
Full Attack: Ray of frost +9 ranged touch (1d3+1)
Space/Reach: 2-1/2 /0 ft.
Special Attacks: Cold prestidigitation, ray of frost, spell-
like abilities

Special Qualities: Damage reduction 5/cold

ron, greater invisibility, \ <.,

immunity tocold, low-light
vision, spell resistance 15,

vulnerability to fire \\ .
Saves: Fort + I, Ref + 8, Will + & N
Abilities: Str 4, Dex 20, Con 13, Int 14, |

Wis 16, Cha 16 \
Skills: Bluff +8, Concentration +6, Di- )

plomacy +5, Hide +13, Listen +7,

Move Silently +10, Search +9, “\

Sense Motive +8, Spot +10, Sur-

vival +5, Use Magic Device +8* a
Feats: Dodge®, Improved Initiative
Environment: Any cold
Organization: Gang (2—4), band (6-11) or tribe
(20-80)
Challenge Rating: 4
Treasure: Half standard plus one minor
wand
Alignment: Usually chaotic neutral
Advancement: By character class

Level Adjustment: ~ +5

A wicked giggle shacters the still-
ness, and a small, purple elflike creature S
perhaps 12 inches high becomes wisible,
hovering in the air. Its rapidly but quietly beating
blue wings appear to be feathered but also seem to
have a crystalline appearance. A thin cloud of ice
crystals floats around it. It thumbs its nose and
vanishes once more from sight.

Description
[CCI’EES are a Minor Nuisance most Of l'ht?

time, but their capricious streak also can bring
out the worst in other races during cold, lean

winter months. Theydelight in causing frustration but
rarely cause physical harm to others. In fact, that
frustration is more important to iccrees than gold or
magic; in some metaphysical way, they seem to feed off
the trouble they create.

Every iccree has at least one wand, and they trade
these wands among their own kind, always seeking
some new trick to add to their repertoire. On rare
occasions, an iccree will attempt to use ascroll or staff,
but this often ends poorly for the audacious fey.

lccrees speak Common and Sylvan, and many
also learn to speak Elven.

L
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Combat

art. They are able to use this often-overlooked

An iccree is not a master of combat, but of
trickery. If things turn nasty, however, the iccree will
not hesitate to use its ray of frost ability or other spell-
like abilities todefend itself. An iccree is most likely to
flee a serious fight, however, believing honor a trivial
price to pay for continued survival.

Cold Prestidigitation (Sp): lccrees have a true
gift for freezing water and other similar liquids. Within
arangeof 30ft., an iccree can create and/or freeze small
amounts of water in many capricious ways. Common
pranks include freezing the ale in amug when someone
is about to drink, trapping a sword in a frozen scabbard
at the beginning of a fight (one that does not involve
the iccree, of course) and encasing spell components
in ice. A DC 14 Reflex save allows the bearer of an
atrended object to avoid the rapidly condensing cloud
of ice crystals that are a signature of this ability. The

DC is Charisma-based.
Ray of Frost (Su): As a race and culture,
iccrees have elevated their use of ray of frost to an

arcane spell as a supernatural ability, so that it
cannot be disrupted or defeated by spell resistance.
In addition, they enjoy a +1 racial bonus to attack
and damage with this ability.

Greater Invisibility (Su): Iccrees are natu-
rally invisible. Thisability only functions, however,
if the ambient temperature is 32° or below. They
may become visible or invisible as a free acrion, but
only once per round.

Spell-like Abilities (Sp): 3/day — flare (DC
13), ghost sound (DC 13), open/close (DC 13), touch
of fatigue (DC 13); 1/day — daze monster (DC 15),
dispel magic, grease (DC 14), minor image (DC 15),
obscuring mist (DC 14), ray of exhaustion (DC
16)scare (DC 15), sleep (DC 14), touch of idiocy,
ventriloquism (DC 14), . Caster level is 6th. The
save DCs are Charisma-based.

Skills: All sprites have a +2 racial bonus on Spot,
Searchand Listen checks. *Iccrees havea +8racial bonus
to Use Magic Device checks related to using wands.
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lce Phoenix
Large Magical Beast (Cold)

Hit Dice: 12d10+72 (138 hp)

Initiative: +

Speed: 20 ft. (4 squares), fly 120 Ft. (good)

Armor Class: 24 (—1size, +4 Dex, +11 natural), touch
13, Flat-footed 20

Base Attack/Grapple: +12/+24

Attack: Claw +15 melee (1d6+1/17—20/x3)

Attack: 2 Claws +15 melee (1d6+4/17—-20/x3)

Space/Reach:
Special Attacks:

and bite +13 melee (1d8+2) and 2 wings
+13 melee (1d6+2)

10 Ft./5 ft.

Augmented critical, birth and death
throes, crystalline fury, spell-like abili-
ties

Special Qualities: Control weather, damage reduction 10/
magic, darkvision 60 ft., immunity to
cold, poison and sonic, low-light vision,
regeneration 5, resistance to electricity
::5 spell resistance 25, vulnerability to

ire

Saves: Fort +14, Ref +12, Will +8

Abilities: Str 19, Dex 19, Con 22, Int 10, Wis 18,
Chal6

Skills: Hide +4*, Listen +18, Search +13, Spot
+22, Survival +9

Feats: Blind-fight, Flyby Attack, Improved
Grapple, Improved Initiative, Multiattack

Environment: Any cold

Organization: Solitary

Challenge Rating 15

Treasure: None

Alignment: Always chaotic neutral

Advancement: 13-24 HD (Large), 25—36 HD (Huge)

Description

A large bird with shimmering white feathers and
hooked black talons shoots from the ground with a
blast of snow and a gust
of wind.

The ice phoenix is
arare sight, for it cloaks
itself in rthe mantle of
winter. These magnifi-
cent creatures no longer
serve higher powers but have
abandoned their duty for their
own selfish enjoyment of frigid airs
and howling winds.

An ice phoenix is a solitary creature
by nature, but occasionally one will cavort
with air creatures of similar remper. Crea-
tures not of the air should never trust the
phoenix, for it is a creature of violence. It
was created for conflict, born to violence, and
seeks its death in battle. It constantly searches
out mighty warriors and wizards to end this life
cycle and begin the next. When an ice phoenix
dies in battle, it explodes in a spray of razor
shards. At the center of the blast lies an egg of
purest white. This egg will hatch when a fresh
fall of snow covers it with its chill blanket, again
exploding in a spray of shards to release the
adulr phoenix.

lce phoenixes speak Abyssal, Auran, Celes-
tial and Common.

-
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Combat

ice and cold similar to, but more powerful than,

While not particularly crafty, an ice phoe-
nix has an excellent intuitive grasp of how to
employ its abilities. [t uses its crystalline fury
against grouped opponents, grapples and departs
with a single strong foe, or employs its array of
melee attacks against one or more opponents. Its
great delight is in shattering opponents neutral-
ized with its freezing curse?, even going so far as
to ignore other opponents while spending an
attack or full round breaking the statue.

Augmented Critical (Ex): The claws of the
ice phoenix are perfect instruments of combat.
They threaten a eritical ona roll of 19 or 20, and
deal triple damage on a critical hit.

Crystalline Fury (Su): As a standard ac-
tion, an ice phoenix can produce a shower of
sharp ice crystals from its wings. All creatures
within 15 feer rake 9d4+9 damage. Half of this
damage is cold damage and half is piercing. A
DC 22 Reflex save reduces the damage by half.
The saving throw DC is Constitution-based.

Birth and Death Throes (Ex): When an ice
phoenix hatches from its egg or is slain
in combat, it explodes in a spray ofﬂ

f]
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a crystalline fury. The radius of the effect it
doubled to 30 feet, and the damage dealt is
15d4+15; a DC 24 Reflex save reduces the dam-
age by half. The saving throw DC is
Constitution-based.

Control Weather (Su): An ice phoenix is
always surrounded by an aura of wind and cold.
This has the effect of reducing the temperature
by 20° and strengthening the winds by one class
over a one-mile radius.

Regeneration (Ex): An ice phoenix rakes
normal damage from fire attacks and from any
damage dealt on a confirmed critical hit from
any source.

Spell-like Abilities (Su): 3/day — cone of
cold (DC 18), dispel magic, displacement, fire shield
(chill shield only); 1/day — dimension door, dis-
missal (DC special), freezing curset (DC 20),
greater dispel magic, spell turning, wall of ice (DC
17). Caster level is 14th. The save DC is Cha-
risma-based.

Skills: Ice phoenixes gain a +4 racial bonus
to Listen and a +8 racial bonus to Search and
Spot checks. *In frozen or snowy envi-
rons, they gain a +8 racial bonus

to Hide checks.
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lce Warden
Medium Ooze (Cold, Shapechanger)

Hit Dice: 10d10+40 (75 hp)

Initiative: +4

Speed: 30 ft. (6 squares), burrow 30 ft. (ice
only)

Armor Class: 14 (+4 Dex), touch 14, flat-footed 10

Base Attack/Grapple: +7/+I|

Attack: Slam +11 melee (1d6+4 plus 2d6 cold)

Full Attack: Slam +11 melee (1d6+4 plus 2d6 cold)

Space/Reach: 5 Ft./5 ft.

Special Attacks: Chill, constrict 1d6+4 plus 2d6 cold, ice
stasis, improved grab

Special Qualities: Blindsight 60 ft., fragility, host imprint,
ice home, ice stability, partial ooze traits

Saves: Fort +6, Ref +6, Will -2

Abilities: ggr 19, Dex 17, Con 19, Int 3, Wis 3, Cha

Skills: Hii’:ie +7*, Move Silently +7*, Survival

Feats: Great Fortitude, Improved Bull Rush,
Improved Initiative, Power Attack

Environment: Cold (any)

Organization: Solitary, gathering (4—10) or congre-
gation (50+)

Challenge Rating: 7

Treasure: Double standard

Alignment: Always neutral (any)

Advancement: 11-20 HD (Large); 2130 HD (Huge)

Level Adjustment: -

This humanoid appears as an animated statue of ice,
with sparkling eyes like sunlight on fresh-fallen snow. It
appears carved in the form of an average adventurer, with
armor, weapons and magical talismans seemingly spun
from etched glass.

Description

Ice wardens lair in the primeval stretches of
Scarn's frigid wastes, be they frozen mountains or
“haunted” hills that canny villagers speak of only in
whispers. They move within the ice and snow, scout-
ing out creatures that stray into their domain.

In their native form, ice wardens appear as amor-
phous masses of dark blue water. These feared hunters
of the cold encase their victims in ice, using the bodies
of their prey as templates to create and animate
sirnulacra of frost and snow. This “host imprint” then
huntsdown new victims, so the warden can reproduce.
The host creature is not killed but is instead kept ina
state of suspended animation. Therefore, were one
able to rescue a warden's victim, the secrets that could
be uncovered would be significant — some ancient
wardens house very old victims indeed.

A warden's host imprint appears as a near-perfect
replica of the host, right down to his dress and the
dandruff on his shoulders. They are always effigies of
protean ice, however, save the eyes, which look like
the morning sun reflected off pristine snow. While it
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ishard tofind awarden’s true body tokill (as they make
their homes in forgotten underground holdfasts deep
in the ice), destroying a host imprint sends the crea-
ture into shock, preventing it from hunting others for
some time.

Legends are told of lost ciries of ice beneath
ancientglaciers, wherein many wardens (perhaps hun-
dreds or even thousands) have gathered their “hosts”
together in a grand prison of ice. These subterranean
cities share the characreristics of the hosts’ home
cities, making them edifices that span culture and
time.

Ice wardens speak whatever language(s) their
host speaks. In addition, they can communicate with
a series of resonant chimes, like a cross berween
musical wine glasses and xylophones.

Combat

Ice wardens use their harsh native environment
to its fullest, allowing the cold to numb their prey, or
even render it unconscious, before moving in to finish
it off. Failing thar, wardens prefer to ambush targets
while they sleep, welling up from the icy floor so as to
bypass guards. When working in groups, ice wardens
use host imprints to herd or lure adventurers to care-
fully designated locations, whereupon they trigger
avalanches or ice breaks to incapacitate their prey.

Above all else, ice wardens attempt to take their
foes alive. This allows them to create moare host
imprints. lce wardens resort to lethal force only if their
own survival is at stake.

Chill (Ex): The touch of an ice warden is deadly
cold. Melee and touch attacks made by ice wardens
deal cold damage. Also, any metallic weapon that
strikes the ice warden soon becomes too cool to hold,
as if affected by a chill metal spell A DC 19 Will save
negates; the save DC is Constitution-based.

Constrict (Ex): An ice warden deals automatic
slam and cold damage with a successful grapple check.

Improved Grab (Ex): To use this ability, an ice
warden must hit with its slam arrack. [t can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can constrict.

Ice Stasis (Su): Ice wardens can imprison (as the
imprisonment spell) helpless opponents, though the
creature remains at its current location and must be
transported toany new holding place by normal means.
This requires 10 uninterrupted rounds during which
the ice warden is itself helpless and cannot perform
any other action (though the creature can stop initi-
ating the stasis at any time as a free action). At the end
of the 10 rounds, the target may attempt a DC 21
Fortitude save to negate the imprisonment. The save

DC is Charisma-hased.
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The ice stasis can be ended with a freedom, miracle
or wish spell, or if the imprisoning ice warden is slain.
An ice warden can not use ice stasis on a creature more
than one size category larger than itself.

Host Imprint (Su): This hallmark ability allows
ice wardens to co-opt the powers of anything they
have been able to place under ice stasis, henceforth
referred to as the “host.”

The ice warden can create a simulacrum of the
host that is a perfect replica of it in appearance, save
that it is obviously made of ice. The simulacrum also
has all the powers of both host and ice warden, with a
few exceptions. The simulacrum cannot imprison a
target using ice stasis, nor can it cast any divine spells
above 2nd level. Any ability from the host based on
tire isinstead based on ice. For example, a host imprint
of ared dragon has a cold breath weapon, while a host
imprint of a wizard casting fireball instead creates an
explosion of frost and snow that deals cold damage.

The simulacrum possesses all of the host's ability
scores, with the exception of Charisma. As it is an
extension of the ice warden’s will, the simulacrum
carries the full force of the creature’s impressive per-
sona. Also, the simulacrum possesses the ice warden'’s
[ntelligence and Wisdom scores if they are superior to
thlf h(‘)st Cr(:'dturi:!.‘i.

As a “creature” of ice, the simulacrum
possesses the cold subtype.

The simulacrum is otherwise identi-
cal to the host, possessing all of its base
Hit Dice, base saving throws, base
speed, skill ranks, base attack bonus
and memories. A
warden's alignment
remains neutral on
the ethical axis but
adopts the moral axis
— good, neutral or evil
— of the host.

An ice warden can have
only one host imprint at a time,
but it can be maintained over vast
distances. As long as both the ice
warden and the simulacrum are
on the same plane, the facsimile
remains viable. Should the twoever
be separated by planar boundaries,
the simulacrum reverts to being not-
mal ice.

The destruction of a host im-
print instantly knocks the ice
warden unconscious for 1d10 days.
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Similar to its ability to replicate a living host, the
ice warden can create facsimiles of any equipment the
host possesses. It can even simulare any magical abili-
ties such equipment might possess, up to a caster level
of 10 (the ice warden's Hit Dice). These items disap-
pear if either the host, warden or imprint is slain, or
after being removed from the imprint’s possession for
24 hours.

Nonlethal Substitution (Ex): Ice wardens may
choose to deal nonlethal damage with any of their
attack forms.

Ice Home (Ex): On any icy terrain, or for one
round after being subject to any cold-based offensive
spell, the warden gains a +1 to all attack rolls, damage
rolls, saves and checks. In addition, the ice warden
gains a +4 circumstance bonustoall grapple checks, its
favored attack under these circumstances.

Ice Stability (Ex): Ice wardens gaina +4 bonuson
ability checks made to resist being bull rushed or
tripped while on icy terrain (including terrain affected
by asleet storm). Similarly, ice wardens never lose their
footing while on icy terrain and may automatically
take 20 on any Balance check on such terrain.

Fragility (Ex): Ice wardens are creatures of ice
and can be shattered easily. Bludgeoning artacks deal

halfagain as much (+50%) damage to
ice wardens.

Partial Ooze Traits:
Unlike most oozes, ice
wardens are not mind-
less and are thus
subject to mind-
affecting
effects. Their
primitive sen-
tience inures

them to such
attacks, how-
ever, granting
them a +4 bo-
nus to all Will
saving throws
to resist these
effects. They
otherwise pos-
sess all normal
ooze traifs.
Skills: *Na-
tive creatures of
elemental cold, ice
wardens enjoy a +10
racial bonus to Hide,
Move Silently and Sur-
vival checks when in any
arctic environment.

MEHUGH
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Rekirrac

Medium Undead (Incorporeal)

Hit Dice: 7d12 (45 hp)

Initiative: +7

Speed: 40 ft. (8 squares), fly 80 ft. (perfect).
Armor Class: 15 (+4 Dex, +2 deflection), touch 16,

flat-footed 12
Base Attack/Grapple: +3/—

Attack: Incorporeal touch +7 melee (1d4 plus
1d6 Wisdom drain)

Full Attack: Incorporeal touch +7 melee (1d4 plus
1d6 Wisdom drain)

Space/Reach: 5Fft./5 .

Special Attacks: Possession, Wisdom drain

Special Qualities: Consume flesh, darkvision 60 ft., incor-
poreal traits, undead traits, unnatural
aura

Saves: Fort +2, Ref +6, Will +8

Abilities: Str —, Dex 18, Con —, Int 12, Wis 14,
Cha 16

Skills: Hide +14, Intimidate +13, Listen +14,
Search +12, Spot +14

Feats: Alertness, Blind-fight, Improved Initia-
tive

Environment: Any land or underground

Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Always chaotic evil

Advancement: 8—14 HD (Medium)

Level Adjustment: ~ —

A ghostly humanoid figure,

surrounded by an aura of crim-
son mist, coalesces out of the

frost and snow.
Description

Rekirracs are incor-
poreal undead that
haunt the places
they died, rerain-
ing their
sentience
bur filled
with un-
yielding
hunger
for  the
flesh of the

living.
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A rekirrac looks very much like it did in life,
with one difference: the spirit looks withered, as if
in the throes of starvation.

Rekirracs speak whartever languages they knew
in life.

Combat

A rekirrac’s main attack is its Wisdom drain,
which weakens its prey to possession. Once pos-
sessed, the rekirrac turns on any living creature in
order to commit cannibalism.

Consume Flesh (Ex): Once it possesses a host,
a rekirrac can consume the flesh of a victim, alive
or dead, gaining 5 temporary hit points per pound
of flesh.

Possession (Su): When making an incorporeal
attack, a rekirrac may choose to attempt to possess a
victim instead of draining Wisdom. Liv-

ing creatures hit by a rekirrac’s
possession attack must succeed on a
DC 16 Will save or be possessed by
the rekirrac. Once possessed, the host
can use the Consume flesh ability (see
above). Thesave DCis Charisma-based.
Wisdom Drain (Su): Living
creatures hit by a rekirrac’s incor-
poreal touch arrack rake 1d6
points of Wisdom drain. A DC
16 Will save re- duces this
drain by

2 half. The

3 ‘& save DC is

: \ :

G % Charisma-
=" based.
Unnatural
Aura (Su): Animals,
whether wild or domes-
ticated, can sense the
unnatural presence of
arekirrac outside a hu-

manoid host at a
distance of 30 feer.
They will not willingly
) approach nearer than
1 that and panic if forced
to do so; they remain pan-
)/ icked as long as they are

: i within that range.
~, I-'.Fg
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Rime Witch

T A Y

Medium Fey (Cold)

Hit Dice: 9d6+7 (40 hp)

Initiative: +3

Speed: 40 ft. (8 squares)

Armor Class: 19 (+3 Dex, +6 deflection), touch 19,
flat-footed 16

Base Attack/Grapple: +4/+3

Attack: Short sword +3 melee (Id6—1/19-20)

Full Attack: Short sword +3 melee (1d6—1/17-20)

Space/Reach: 5F/5 .

Special Attacks: Despairing visions, spells

Special Qualities: Aura of spite, damage resistance 10/
cold iron, immunity to cold, low-light
vision, spell resistance 20, trackless
step, vulnerability to fire

Saves: Fort +4, Ref +9, Will +8

Abilities: Str9,Dex17,Con 13, Int 15, Wis 14, Cha
22

Skills: Bluff +18, Concentration+13, Diplomacy
+22, Disquise +18, Gather Information
+18, Hide +15, Move Silently +15, Sense
Motive +14

Feats: Silent Spell, Spell Focus (llusion), Spell
Focus (Necromancy), Still Spell

Environment: Cold forest

Organization: Solitary or witchbrood (2—7), plus 2d6
ice haunts per rime witch

Challenge Rating: 1

Treasure: 10% coins, double goods, double
items

Alignment: Always neutral evil !

Advancement: By character class

Level Adjustment:  +4

This creature is a hauntngly beau-
tiful woman with white-blond hair and
flawless porcelain skin. Her cold eyes
glitter with mocking disdain.

Description
Gormoth created these evil fey
from equal parts snow and spite to
torment the people of Fenrilik and
Albadia. Rime witches cloak them-

selves in illusions and wander the \ L N
frigid wastes, visiting woe on\ \ )
Gormoth's enemies. \

Rime witches feed off the suffer-
ing of others. A rime witch insinuates a3
herself into a victim's life under the
guise of a concerned relative or sympa-
thetic stranger and ferrets out the victim's )y
fears and sorrows. She then torments the
rarget with horrifying illusions that drainaway =~
his sanity, until he is compelled to follow the evil fey «_
into the woods, where she kills him. Victimskilled by
arime witch's spells or her ice hauntsrise after 24 hours
as ice haunts under her control.

/
(A

A
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Rime witches speak Common and any regional
dialects.

Combat

Rime witches prefer to cast spells or use any magic
items they possess during combat while their undead
slaves engage opponents. A witch losing a battle flees
if she can, rather than fighting to the death.

Despairing Visions (Su): Twice a day, a rime
witch may designate an illusion spell as a despairing
vision for asingle target. [fthe target fails his Will save,
he takes 1d4 points of Wisdom drain. Despairing
visions cannot drain a target's Wisdom to zero. When
the target's Wisdom falls below 3, he is treated as if
under a dominate monster spell cast by the rime witch.

This ability cannor be applied to spells with the
“harmless” descriptor and allows a saving throw even
if the spell does not normally allow one.

Trackless Step (Su): Rime witches leave no
tracks unless they wish to.

Aura of Spite (Su): Rime witches gain a deflec-

tion bonus to Armor Class equal to their
Charisma bonus, and all undead under their

[ control gain the same amount of turn resis-
ﬁ’ L‘ tance.
( W\

Spells: Rime wirches cast
\
« N
A ol

spells as a 10th-
level sorcerer.
The save DCs
are Charisma-
/: 4 based.
Typical
Sorcerer Spells
Known (6/8/8/1/6/4:
save DC 16 (17 for llu-

sion and

—= Necromancy
\\;\_“\' spells) + spell
level): 0 —

PN o acid splash,
S N v ;j 7 false  fla-
R S eE vortT, ghost

sound, mage hand,
-~ mending, prestidigi-
tation, resistance, touch
of fatigue; 1st—chill touch,
AN disguise self, ray of en-
SN = ' feeblement, silent image,
- == venwriloquism; 2nd —
: X ghoul touch, imwisibility,
\ = phantom howlt, spectral hand;
\\\_ﬂf 3rd — displacement, major im-
= age, vampiric touch; 4th — fear,
phantasmal killer; 5th — night-

mare.
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Shimmer Snake
Large Magical Beast (Cold)

Hit Dice: 6d10+12 (45 hp)

Initiative: +8

Speed: 20 Ft. (4 squares), burrow 30 ft., climb
20 ft., swim 20 ft.

Armor Class: 14 (~1 size, +4 Dex, +| natural), touch
13, flat-footed 10

Base Attack/Grapple: +6/+13

Attack: Bite +8 melee (1d8+4 plus 1d6 heat)

Full Attack: Bite +8 melee (1d8+4 plus 1d6 heat)

Space/Reach: 10 ft./5 ft.

Special Attacks Burning touch, surface strike

Special Qualities Darkvision 60 ft., immunity to cold, low-
light vision, vulnerability to fire

Saves: Fort +7, Ref +7, Will +2

Abilities: ?ér 17,Dex19,Con 15, Int 6, Wis 10, Cha

Skills: Balance +12, Climb +12, Hide +9, Listen
+8, Move Silently +b, Spot +7, Swim +11

Feats: Alertness, Improved Initiative, Power
Attack

Environment: Cold plains

Organization: Solitary, clutch (2-5) or nest (11-20)

Challenge Rating: 4

Treasure: MNone

Alignment: Always chaotic neutral

Advancement: 7—12 HD (Large); 13—18 HD (Huge)

Level Adjustment:  —

This giant snake has a tapered head rising slightly
from a fur-covered body nearly twice as long as an average
man is tall.

Description

The shimmer snake is a fur-clad snake inhabiting
Fenrilik's frozen reaches. The 10- to 15-
foot-long serpent has pale white fur
covering a layer of fatry flesh often
banded with green and yellow.
The snake's head protrudes above
the mass of its serpentine body.
Vestigial “arms” grow along the
snake's body, suggesting some dra- 3
conic heritage. Shimmer snakes
generate their own heat, similar to
remorhaz.
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The shimmer snake creates a pleasant yellow-
green glow from the friction of its body as it slides
beneath the ice and snow. The pale glow is particularly
noticeable at night. Travelers trudging through deep
snows toward what they thought was a campfire some-
times find themselves in a nest of shimmer snakes.

Combat

Shimmer snakes burrow through the snow, then
surface beneath prey. The snake stops short of the
surface, but the heat of its ascent explodes in a super-
heated column of boiling water that engulfs the prey
and splashes others. The snake surfaces to finish off
any wounded creatures. The shimmer snake wraps
around creatures and swallows them whole.

Burning Touch (Ex): The shimmersnake gener-
ates its own heat to survive. Touching the snake deals
1d6 points of burning damage.

Surface Strike (Ex): A superheared column of
water explodes upward as the snake rises beneath prey.
The shimmer snake targets one creature with a ranged
rouch artack tosurface beneath it. If it hits, the column
of water bursts upward, engulfing the creature for 2d8
points of damage. Each creature within 5 feet of the
bursts takes 1d4 points of damage. Because it must
burrow beneath a target to make a surface strike, it
requires 1d4 rounds of burrowing between such at-

tacks.

Skills: Shimmer snakes have a +4
racial bonus on Hide, Listen and Spot
checks and a +8 racial bonus on Bal-

ance and Climb checks.
A shimmer snake can always
choose to take 10 on a Climb check,
even if rushed or threatened.

Q

Shimmer snakes use either
their Strength modifier or Dexter-
ity modifier for Climb checks,

whichever is higher.
A snake has a +8 racial bonus on
any Swim check to perform some spe-
cial action or avoid a hazard. [t can always
choose to take 10 on a Swim check, even if
distracted or endangered. It can use the run
action while swimming, provided it swims in a

straight line.
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Skerrai

Medium Monstrous Humanoid

Hit Dice: 8d6+8 (44 hp)

Initiative: +5

Speed: 30 Ft. (6 squares)

Armor Class: 19 (+1 Dex, +4 chain shirt, +4 natural

armor), touch 11, flat-footed 18
Base Attack/Grapple: +8/+8+3+0+0

Attack: Longspear +11melee (1d8+4/x3) or sting
+12 melee (1d8+1 plus implantation)

Full Attack: Longspear +11/+6 melee (1d8+4/x3) and
sting+5 melee (1d8+1 plus implantation)

Space/Reach: 5 Ft./5 Ft. (10 ft. with longspear)

Special Attacks: Implantation, mind blast, psionics

Special Qualities: Darkvision 120 ft., light blindness, racial
saving throw bonuses, spell resistance
17 + class levels, telepathy 100 ft.

Saves: Fort +3, Ref +7, Will +7

Abilities: Str16,Dex 13,Con 12, Int 19, Wis 17, Cha
17

Skills: Bluff +14, Concentration +12, Intimidate

+14, Knowledge (psionics) +7, Listen
+7, Psicraft +15, Sense Motive +7, Spot

+8

Feats: Combat Manifestation, Improved Initia-
tive, Weapon Focus (sting)

Environment: Underground

Organization: Solitary, pair, brood (36 plus 1-8 off-
spring) or hive (4-16 plus 2-12
offspring)

Challenge Rating: 7

Treasure: Double standard

Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment:  +5

Its tail-stinger flicking about impatiently, the half-human-
oid, half-scorpion clicks deep crimson mandibles as it takes in the
world through multifaceted eyes. Six legs scuttle across the
ground, while a pair of more humanoid avms on the upper torso
bears a longspear stained awith the blood of past victims.

Description

Twisted, sadistic, insidious and diabolical, these
dwellers of the cavernous realms under Fenrilik control
a sweeping empire beneath the icy reaches of the
surface. Between their physical prowessand their psionics
discipline, the skerrai either control or kill any creature
that resists their slow and deliberate spread through
their underworld. Some sages believe that the
scorpionlike skerrai may be related to the larger
sandmaskers found in Scarn’s deserts. Whatever their
origin, the skerrai plague, as some scholars call it, has
spread considerably since these creatures were first
encountered shortly after the War of the Broken Vows.

Skerrai are not farmers or fungus tenders, unlike
some lesser underground races. They are camivores,
hunters and killers. They take great pleasure in torturing
and killing their prey. Not all that are captured are killed,
but instead some become either slaves or hosts for the
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skerrai larvae. The skerrai dislike the light of day, and
they raid the outskirts of surface communities occasion-
allyatnight toobtain the hosts theyneed forimplantation.

Skerrai stand about as tall as elves but weigh as
much as humans. They appear to have no gender
differences, and some sages even argue that the skerrai
may be a race of females, as all skerrai appear to have
the ability to implant victims with larvae.

Skerrai speak Undercommon but prefer to com-
municate using their telepathic powers.

Combat

The skerrai prefer to fight from a distance, using
theirstrong mental abilities while keeping their foes at
bay with longer weapons. The skerrai reserve their
sting attacks for close combat and implantation.

Implantation (Ex): With a successful sting at-
tack, the skerrai may implant its victim with larval
skerrai, which quickly burrow into the body and begin
toeat the host as it lives. Due to the magically resistant
nature of the skerrai, larval implantation is treared as
a supernatural disease: Sting, Fortitude DC 17, incu-
bation period 1 minute, damage 1d4 Con. The save
DC is Charisma-based.

Unlike normal diseases, larval implantation con-
tinues until the victim reaches Constitution 0 (and
dies), as the larvae eat away at the host, or until cured.
A character attempting to cast any conjuration (heal-
ing) spells on the host must succeed at a DC 19 caster
level check, or the spell has no effect on the larvae
within the host.

Should a host die from the progress of the im-
planted larvae, the tiny skerrai young burst from the
body within minutes and scuttle to safety, where they
will grow to full size within a year.

Light Blindness (Ex): Abrupt exposure to bright
light (such as sunlight or a daylight spell) blinds skerrai
for one round. In addition, they suffer a -1 circum-
stance penalty on all attack rolls, saves and checks
when operating in bright light.

Mind Blast (Sp): This psionic attack is a cone 60
feet long. Anyone caught in the cone must succeed at
a DC 17 Will save or be stunned for 3d4 rounds.
Skerrai often hunt using this power and then drag off
their victims to be food, slaves or hosts for their larval
young. The save DC is Charisma-based. This ability is
equivalent to a 4th-level spell.

Psionics (Sp): At will —charm monster (DC 17),
detect thoughts (DC 15), psychic disruptiontt (DC 17),
suggestion (DC 16). Effective caster level 8. The save
DCs are Charisma-based.

Racial saving throw bonuses (Ex): Skerrai gaina +2
bonus to Will saves against spells and spell-like abilities.




STRANGE LANDS: LOST TRIBES OF THE SCARRED LANDS
T T I e i P S o~

Skerrai Society & Racial Skills: A skerrai's monstrous hu-

Skerrai cities of 300 to 1,800 inhabitants, not
counting slaves and captured hosts, exist in twisted
tunnel complexes beneath Fenrilik. Compact and
crowded, the scurry of activity can be unnerving to
visitors unused to skerrai life. Skerrai masters enjoy
complete obedience from their slaves, a product of
their innate psionic abilities and harsh discipline.

Skerrai life is filled with the constant struggle for
power. Internal power struggles between skerrai leaders
often end with enforced submission, exile or death.
When a leader is exiled, she often brings her brood (or
even hive) of followers with her as she seeks a new place
to establish her personal dominance in the underground.

Despite the near-constant internal conflict, skerrai
unite against outside threats. Among skerrai, it is barely
tolerable tosuffer loss at the hands of afellow skerrai, but
inexcusable to lose to a slave race. This sense of superi-
orityflavorsallinteractions with skerrai and has sparked
many wars over the course of time. The skerrai seek to
congquer any race or community they perceive as either
a threat or as controlling resources they covet. For this
reason, the skerrai appear as a much stron-
ger and united empire to outsider
observers.

Skerraias Characters

Most skerrai with class
levels are either psions or psy-
chic warriors. (If your
campaign does not make useo f
the optional psionic rules,
most skerrai are sorcerers or
multiclassed sorcerer/fighters.)

Skerrai characters possess the fol-
lowing traits.

® +6 Strength, +2 Dexter-
ity, +2 Constitution, +8
Intelligence, +6
Wisdom, +6
Charisma.

e A skerrai’s
base land speed is
30 feet.

&y
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e Darkvision
out to 120 feer.

¢ Racial Hit
Dice: A skerrai begins
with eight levels of
monstrous human- (.4
oid, which provide
8d8 Hit Dice, a
base attack bonus of
+8, and base saving
throw bonuses of Fort

+2, Ref +6 and Will +6.

W

4 )
= u
-

manoid levels give it skill poirtts equal to 11 x (2
+ Int modifier). lts class skills are Bluff, Con-
centration, Intimidate, Knowledge (psionics),
Listen, Psicraft, Sense Motive and Spot.

o Racial Feats: A skerrai's monstrous hu-
manoid levels give it three feats.

® +4 natural armor bonus.

® Nartural weapons: 1 sting (1d8).

® Special Attacks (see above): Implanta-
tion, mind blast, psionics.

e Special Qualities (see above): Light blind-
ness, racial saving throw bonuses, spell resistance
19 + class levels, telepathy 100 ft.

¢ Automaric Languages: Common, Undercommon.
Bonus Languages: Abyssal, Aquan, Draconic, Dwarven,
Elven, Gnome, Goblin, Infernal, Terran.

e Favored Class: Psion (or Sor-

cerer). /
¢ Level adjustment +5. /

7
4/
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Snowstorm Elemental

Huge Elemental (Air. Cold, Water) to spread it across the world, the first snowstorm

Hit Dice: 24d8+96 (204 hp) elementals were spawned.

Initiative: +15 This area is still charged with raw elemental
Speed: Fly 100 ft. (perfect) (20 squares) power that occasionally spawns a horde of snow-
Armor Class: 27 (—2size, +11 Dex, +8 natural), touch storm elementals that fly across the landscape.

19, Hat-footed 16
Base Attack/Grapple: +18/+32

Asnowstorm elemental is made up of both air and
water infused with elemental cold. While it has as-

Attack: Slam +27 melee (2d8+6 plus 2d8 cold) ¢ deold i s ; _
Full Atteck: 2 slams +77 melee (24846 phss 248 pectsof waterandco , the being is primarily composed
cold) of elemental air and calls thar plane its home. The
Space/Reach: 15 Ft./15 fe. elemental constantly generates a thick snowstorm
Special Attacks: Blinding storm, freezing around itself. The elemental perceives the position of
Special Qualities: Blindsight 500 ft., damage reduction everysnowflake in its storm and can sense every object
10/—, darkvision 60 ft.. elemental that enters the swirling flurries.
Era;ts.mmumty to cold, vulnerability to Snowstorm elementals speak Auran.
Saves: Fort +12, Ref +25, Will +10 Combat
Abilities: Str 22, Dex 33, Con 18, Int 10, Wis 11, Snowstorm elementals usually rel
sually rely upon
Chall : ; T 3 A .
Skills: Listen +27, Spot +27 ::ili t::tck. Isnuwf;‘ill rl_nd"i-:ﬁ"”h?f \}mds [o [C.lOdl(.
Feats: Alertness, Combat Reflexes, Flyby At- 3 ; = i A N
tack, Improved Bull Rush, Improved uring combat. They prefer to swoop in and
Critical (slam), Improved Initiative®, Iron knock a single opponent away from his fellows,
Wild. NJ;bility.PowerAEttack.SprmgAt- then tear into him while his companions furilely
tack, Weapon Finesse search for him.
gmnronment ::I)' cold, or Elemental Plane of Air Freezing (Ex): A snowstorm elemental’s slam
Chr:!mm:';' ] 3 L attack deals bludgeoning damage plus cold damage
T h"?: ng: None fromthe elemental'sfreezing core.
Alignment: Usually neutral S WD v
Advancement: 25-48 HD (Huge), 49—72 HD (Gar- ( / g e "
gantuan) _ A orunarmed attacks take cold dam-
Level Adjustment: = . age (but not bludgeoning

A dark cloud of whirling snow cuts vision
doun to almost nothing. The temperature
drops as the heart of the storm appears to
thicken into a cohesive, almost humanoid
form.

Description

Shamans say, that in ages j
gone, Lethene stood upon [
Fenrilik's shore and reached
into the elemental planes 4
to gather material for a
great storm. With her
right hand, she plunged into the
eternal currents of endless air, With
her left, she reached into the cold
depths of the infinite ocean. With a
clap she brought her hands back
together upon Scarn, cre-
ating a massive blizzard 4
of elemental matter. As'
she blew a cold wind upon
herelemental amalgamation

damage) as though hit by the
elemental’s arrack.
Blinding
Storm (Ex): The
snowstorm  el-
emental is
cnnstantl‘}'
rounded by a blizzard out
to a 500-ft. radius (see
“Storms" in the Weather section of
Chapter Three of the DMG). If this storm
is calmed through super-
natural means, the
snowstorm elemen-

Sur-

tal can generate a
li new storm as a
full-round action
that draws an at-
tack of
opportunity.
Blindsight 500
ft. (Ex): Snowstorm
elementals can sense every
snowflake within their storm,
seevens ‘ot granting them blindsight.
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Winter Wraith

Small Undead (Incorporeal)

Hit Dice: 6dI12 (37 hp)

Initiative: +9

Speed: Fly 40 ft. (perfect)

Armor Class: 22 (+1size,+5Dex, +6 deflection), touch

22, flat-Footed 17
Base Attack/Grapple: +3/—

Attack: Incorporeal touch +8 melee (1d4
Strength)

Full Attack: Incorporeal touch +8 melee (1d4
Strength)

Space/Reach: 5ft./5 ft.

Special Attacks: Blood drinking, keening, Strength dam-
age

Special Qualities: Darkvision 60 ft., hardtospot. incorpo-
real traits, traditional, undead traits

Saves: Fort +2, Ref +7, Will +8

Abilities: Str —, Dex 20, Con —, Int 10, Wis 17,
Cha 22

Skills: Hliie +17, Listen +14, Search +7, Spot
-

Feats: Alertness®, Flyby Attack, Improved Ini-
tiative, Skill Focus (Hide)

Environment: Any cold

Organization: Solitary or murder (2—4)

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: 7—12 HD (Small)

Level Adjustment:  —

A vaporous form, roughly the size and shape of a child,
coalesces out of the drifting snow.
Description

In Fenrilik and other icy regions, young children
who die from exposure to the elements somertimes
return as winter wraiths, called “thirsty ghosts” by some.

Winter wraiths want one thing: warm, steaming
liquid. Many Fenriliki natives leave offerings for the
wraiths on their doorsteps or at the edges of their camps.
Warm milk is traditional, though saucers of spiced apple
cider or honeyed mead are also common in some regions.
[n cases where the wraith's chill presence is not noticed
and appeased, the winter wraith will settle for the steam-
ing blood of those it slays.

Winter wraiths hover around a camp or
group of people in the snows of Fenrilik. In
this way they announce their presence
—though howeffective an announce-
ment it may be is questionable, as the -
wraiths are silent and difficult to see.
Should no warm draught be offered within
several hours, they begin their keening. On steep
slopes, this cry causesan avalanche. In icy caverns it causes
ice toshatter in a shower of deadly icicles. Predators of the
snow hearken to the keening of the winter wraith and thus
provide it with the steaming liquid it seeks.

Once blood is spilled, the winter wraith's wispy,
intangible body slides through snow and ice and drinks
deeply before moving on to search out other victims
and other warm liquids.

Winter wraiths do not speak, though they usually
understand Common.

Combat

Winter wraiths keen until appeased.

Keening (Su): Standard action. The effects of the
keening depend on the location of the winter wraith.

Mountains: Avalanche — 8d6 damage, 30-ft. ra-
dius, DC 19 Reflex halves. The save DC is
Charisma-based.

Ice caverns: Rainof lce— 1d6—1 ice projectilesfall
on each person within 30 feet of the winter wraith, +5
to hit, 1d6 damage.

Plains or Any Cold: Predator Summoning — 1d6
winter wolves arrive within 3d10 minutes. The GM
may substitute other comparable predators, as appropri-
ate. Additional wolves cannot be summoned by keening
until the initial batch has been slain or chased off.

Blood Drinking (Su): Individuals within 30 feet of
the wraith who have been wounded by a slashing or
piercing weapon lose an extra hit point each round until
they are healed or their wounds bound. The winter
wraith gains these lost hit points as temporary hit points.

Strength Damage (Su): The touch of the winter
wraith inflicts 1d4 temporary Strength damage, but
only if the victim is already bleeding (recently injured
by a piercing or slashing weapon). Victims reduced to
0 Strength die.

Hard to Spot (Ex): Winter
wraiths always Take 10 on
Hide checks at nightorin

= A
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Traditional (Ex): The winter wraith always attempts
tomake its presence known before it is forced toseek blood Bardic Knowledge check (DC 15 for a Fenrilik native, DC
through murder. It will accept any warm beverage such as
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Wollahog

Medium Animal
Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:
Feats:
Environment:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

2d8+6 (15 hp)

+0

30 ft. (6 squares)

14 (+4 natural), touch 10, Flat-footed 14
+1/+2

Gore +2 melee (1d8+1)

Gore +2 melee (Id8+1)

5 ft./5 ft.

Low-light vision, resistance to cold 5,
scent

Fort +8, Ref +3, Will +0

Str 13, Dex 10, Con 16, Int 2, Wis 11, Cha
7

Listen +5, Spot +4

Alertness®, Great Fortitude

Cold plains

Solitary or herd (3d4+2 plus 100% non-

combatants)

|

None

Always neutral

3-5 HD (Medium), 67 (Large)

This plump, homely creature resembles a large pig
with a protruding lower jaw and thick gray tusks. Its hide
is grayish-black and largely covered in thick, blue-gray

wool.

Description

The wollahog happily thrives in the bitter,

frozen wastes of Fenrilik. Wollahogs are
ugly, with the overall features of do-
mestic swine but covered in
thick, shaggy wool much like
that of a wild sheep. Their
lower jaws are thick-
boned and equipped

with two stubby .

tusks that the 2

adult wollahog

uses for defense

needed.
Adult wollahogs
are slightly larger than

Wl’lCl’l
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CHAPTER SEVEN: HORRORS AND HOSTS

mead, milk or the like. If appeased, it will move on. A

20 for nonnative) reveals this information.

domestic pigs. The wollahog is omnivorous; while
fresh meat is usually limited to tiny rodents,
wollahogs do not turn down carcasses. Likewise,
wollahogs show no interest in their own waste
but are known to feed on the organic debris of
other creatures. Wollahogs are found both wild
and domesticated, as the intelligent inhabitants
of Fenrilik prize these creatures as hardy, du-
rable herd animals. Content to spend their days
digging through the glacier crust, wollahogs show
little interest beyond obtaining food.

On Fenrilik, an adult male wollahog sells for
15 gp, while a sow typically brings 20 gp. Piglets
are worth 7 gp each on the open marker. A
pregnant sow can produce up to a gallon of milk
a day, while a slaughtered adult provides an
average of 150 pounds in meat and 80 pounds
worth of fat, good for rendering into 60 pounds
of soap or lamp oil. The wollahog’s wool is also
prized, and adult wollahogs are sheared once a
year. The average yield of an adult wollahog is
10 pounds of wool, at a value of 2 gp per pound.

Combat

Though normally docile creatures, wollahogs
are particularly vicious when threatened.
Wollahog sows and boars fight with equal ag-
gression and use their strong jawbones and
protruding tusks to ram and gore targets.
Wollahogs do not fight to the death, however,
and will flee or submit when
reduced to one-half their
normal hit points.
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[ The material in this appendix relates to the Scarred
I Lands in general, rather than to the specific regions of
Asherak, the Dragon Lands or Fenrilik.
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Familigrs Enhancing a Familiar

Everyone with even the slightest knowledge of
magic in the Scarred Lands has seen it, or at least
imagined it: the powerful wizard stands rall, black robes
flowing, an unblinking owl perched on his shoulder. A
calico cat winds its way around and between the witch's
feer, never more than a few quick boundsaway. A raven
circles overhead, ora weasel scurries through the under-
brush, both observing with nigh-human intelligence
the mystic arts their masters weave around them.

These are familiars, normal animals who have
bonded with arcane spellcasters to become some-
thing more than mere beasts. They are companions
to their masters, friends who remain steadfast
through the longest journeys and the most difficult
travails. They are an extra pair of eyes watching in
the night or scouting the dangers ahead, a guardian
during the studies or meditations in which their
masters must partake to renew their abiliries every
day. They are a source of strength, granting their
masters extra physical prowess, and they are an
arcane weapon, delivering spells so their masters
need not place themselves in harm’s way.

And, in the eyes of many, that's all they are.
Familiars are useful scouts who might make an
occasional observation or sarcastic remark, and
who should otherwise shut up and keep hidden to
avoid a messy death that will cost their master a
rather sizable load of experience points.

But familiars can be so much more. Especially in
the Scarred Lands, where all magic comes from the
essence of the titan Mesos, these seemingly simple
animals serve as channels to the arcane energies that
have seeped into the world itself. In a world as violent
and dangerous as this, spellcasters need every edge
they can find — and the right familiar is not merely a
companion, not merely a scout, but a doorway to
magics and power unavailable to other casters.

A character can pursue two possible categories
for enhancing a familiar: gaining access to familiar
feats andfor taking the “channeler” option. The
following sections assume that both are available
to characters. The GM may choose to allow only
familiar feats or the channeler option at her discre-
tion. Unless noted otherwise, these abilities are
available only to classes capable of summoning a
familiar.

Some of these abilities are potent. Still, once an
option or feat is selected, it cannot be discarded later
on. A wizard who loses his familiar also loses access to
the familiar-based feats until he has acquired a new
one — after waiting a year and a day. A character who
is weakened drastically for a long while if something
untoward befalls his familiar balances out the benefits
of raking such a familiar in the first place.

Channeler

A channeler is a spellcaster whose familiar
channels arcane power, thereby increasing the
caster’s own magical prowess. A spellcaster who
takes the “channeler” option gains the following
benefits and restrictions as long as she possesses a
living familiar. These abilities are in addition to
those normally provided by familiars as presented
in the Player's Handbook.

® As long as the caster’s familiar is within 5
feet, the character's spells of a specific school are
considered +1 caster level in all respects (though
she cannort cast spells of a higher level than nor-
mal). The school is selected when the familiar is
summoned and cannot be changed as long as she
has the same familiar. If the caster selected a famil-
iar from the list in the Player's Handbook (see
“Familiars” in Chapter 3), she may choose a school
from Divination, Enchantment, [llusion, Necro-

T R DN R W R R W, L Ve
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The Player's Handbook states that a sorcerer or wizard who loses her familiar must wait a year and
a day before summoning a new one. Many players object to this notion, pointing out that a paladin
requires only 30 days (or fewer) to replace a divine mount, and a druid requires a mere 24 hours to
replace a lost animal companion. It's true that the bond between caster and familiar is more intimate
than between the other two class types and their companions, but not to an overwhelming degree.
So why the discrepancy!

Consider that a given familiar is attuned specifically to the caster who summoned it. Perhaps
when a familiar is slain, the magic inherent within it dissipates, and it requires a year and a day for
to reconstitute in a new animal form. Or, if one subscribes to the theory that familiars have sorcerer
souls, perhaps the caster cannot call a new familiar until the same soul that resided in the old familiar
is reborn.

Either of these theories explains the prolonged wait between companions and provides some
sense of continuity, of closure and of hope to some poor caster who has lost her beloved companion.
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mancy and Transmutation. If the caster has se-
lected a familiar using the Improved Familiar or
Greater Familiar Summoning feats (see the DMG
and the Player’s Guide to Wizards, Bards and
Sorcerers), she may choose from any of the eight
schools.

® As long as the character’s familiar is within
5 feet, the caster does not generate “arcane heat”
(see Relics & Rituals). The tamiliar channels and
dissipates excess arcane energies that the character
emits.

® The character may purchase feats with the
“channeler” prerequisite (so called because the
familiar helps its master channel greater amounts
of arcane power).

® The character is considered one level higher
than his current sorcerer or wizard level for pur-
poses of determining the familiar's natural armor
adjustment, Intelligence and special abilities.

o [fthe familiar moves more than 100 feet from
its master or dies, the caster loses the +1 caster level
benefit mentioned above and suffers a —1 casrer
level penalty to all her spells. This penalty lasts
until the familiar returns to within 100 feet or until
the caster acquires a new familiar, as appropriate.

» Should the familiar die, the character loses
twice the normal experience (e.g., 400 XP on a
failed save, 200 XP on a successful save).

Familiar Feats

The following feats represent ways in which a
character can improve her familiar, or improve her
own abilities via her familiar. Some feats modify the
familiar rather than the caster, but the character is the
one who purchases the feat. Because an enhanced
familiar is linked ro its master’s body and soul, these
feats carry over from one familiar to the next (unless it
is of a type to which the feat cannot be applied).

Bond of Health [Familiar]

The spiritual bond between caster and familiar
runs so deeply that the pair can lend one another
strength and health.

Prerequisite: Channeler or possessing one or
more familiar feats.

FAV A AT AT Y T
Greater Familiars
The Player’s Guide to Wizards, Bards and

Sorcerers has the Greater Familiar Summoning
feat. Unlike Improved Familiar, this feat calls
relatively normal animals, but with a wider variety
of sizes available. This feat is considered a famil-
jar-related feat for any feats or class abilities that
require familiar-related feats as a prerequisite.

VAT R T A TR
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Benefit: Caster and familiar may exchange hit
points up to a total amount equal to the caster’s level
times her Inrelligence bonus (wizard) or Charisma
bonus (sorcerer) per day. Thus, a Tth-level wizard with
a 17 Intelligence and her familiar may exchange up to
21 hit points per day. The full amount need not be
transferred at one time, and may be exchanged in both
directions as long as the final amount does not exceed
the total possible that day.

Hit points rransferred away are lost but may be
restored as normal, while hit points received re-
store the recipient's health in the same manner as
rest or curative magics.

Special: Channelers count as one caster level
higher for purposes of determining how many hit
points they and their familiars may exchange in a
given day.

Distant Call [Familiar]

Distance impedes the bond berween master
and familiar less than normal.

Benefit: The range is doubled to 10 feet for
abilities that normally function only when the
familiar is within 5 feet.

Special: You may purchase this feat more than
once. Each additional purchase increases the range
by an additional 5 feet.

Familiar Ability [Familiar]

The caster may sacrifice some of her own power
to strengthen her familiar.

Benefit: The familiar gains a permanent +2
inherent bonus to any single ability.

Special: You may purchase this feat more than
once, applying the bonus to the same ability or to
a different one. Note that a subject is limited to a
total inherent bonus of +5 to any single ability
score.

This feat is also available to characters with
animal companions and special mounts.

Familiar's Feat [Familiar]

The caster may sacrifice some of her own abil-
ity so that her familiar can gain its own feats.

Benefit: Upon the initial purchase of this feat,
the caster bestows her own current feat slot to her
familiar. The caster gains nothing from this feat,
but her familiar may choose a feat from the follow-
ing list (assuming it has the proper anatomy and
meets all the standard prerequisites). Feats with a
double-cross (%) are found in the MM.

Ability FocusT, Acrobatic, Agile, Alertness, Athletic, Cleave,
Combat Reflexes, Diehard, Dodge, Endurance, Flyby At-
tack], Great Fortitude, Greater Weapon Focus, Hover],
Improved Critical, Improved Tnitiative, Improved Natural
Armorl, Improved Natural Attack], Iron Will, Lightning
Reflexes, Mobility, Multiattack], Power Attack, Run, Skill
Focus, Spring Attack, Stealthy, Toughness, Track, Weapon
Finesse, Weapon Focus, Wingover].
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When the caster gains a standard feat subse-
quent to this, the familiar also gains a new feat,
selected from the list. (This does not apply to bonus
feats, such as those granted wizards every 5 levels,
as those are not standard feats.)

Special: This feat is also available to charac-
ters with animal companions and special mounts.

Gift of Speech [Familiar]

All familiars can communicate with their mas-
ters to some extent, but some arcane animals learn
to speak with other intelligent beings as well.

Prerequisite: Caster level 5+ in the class that
grants the familiar summoning ability

Benefit: The familiar can speak and under-
stand the same languages as those its master knows.

Improved Familiar [General]

The caster may acquire a new familiar from a
nonstandard list, but only when she can normally
acquire a new familiar. This feat is described fully
in the DMG, Chapter 6, “Familiars"; presented
below are additional options for a campaign that
utilizes content from the Scarred Lands.

Prerequisites: Ability to acquire a new famil-
iar, compatible alignment, sufficiently high level
(see below)

Benefit: The creatures listed in Table Al-1:
Familiars are available to the caster in addition to
those in the Player's Handbook and DMG. The
caster may choose a familiar with an alignment up
to one step away on each of the alignment axes
(lawful through chaotic, good through evil).

Improved familiars use the rules for regular
familiars, with rwo exceptions: If the creature’s
type is something other than animal, its type does
not change; and improved familiars do not gain the
ability to speak with other creatures of their kind
(although many of them already have the ability to
communicate),

BANSRRR UL LA TSR

Table Al—1: Familiars

Arcane

Spelicaster
Familiar Alignment Level
Filcher®* Chaotic good ~ 3rd
Glitterbug*** Neutral good  3rd
Miser jackal® Neutral 3rd
Assassin’s bane®*  Neutral good  5th
Bleak crow*** Neutral evil Sth
Grillin®** Chaotic neutral 5Sth
Lightning hawk*®  Neutral Sth
Razor leaf*** Neutral 5th
Siren vulture® Neutral evil 5th
Ghoul hound*** Chaotic evil Tth
Miredweller* Chaotic evil 7th
Tobaryl*** Neutral Tth

VTR A R AT N T
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Independent Caster [Familiar]

Some familiars are bound so tightly into the
mystical energies of the land that they can develop
their own spellcasting ability.

Prerequisites: Channeler, caster level 5+ in
the class that grants the familiar summoning ability

Benefit: Select from the sorcerer/wizard spell
list three cantrips that have no material compo-
nents. The familiar may cast each once per day as
a spell-like ability with a caster level equal to one-
half its master’s caster level. Further, the familiar
uses its master's Intelligence or Charisma bonus (as
appropriate) for determining save DCs.

Special: You may purchase this feat multiple
times. Each time after the first, you may select
three additional cantrips or one 1st-level spell.

Wizards may select this fear as a bonus feat.

Improved Scent [Familiar]

The familiar has a stronger sense of smell than
typical for its species.

Prerequisite: The familiar must be an organic,
living being.

Benefit: The familiar gains the scent ability. If
it has scent, the familiar doubles its range and gains
a +2 circumstance bonus to any checks involving
its use.

Special: This feat is also available to charac-
ters with animal companions and special mounts.

Improved Sight [Familiar]

The familiar’s senses improve beyond those
normal for its species.

Prerequisite: The familiar must be an organic,
living being.

Benefit: The familiar gains darkvision. If it has
darkvision, double the range.

Special: This feat assumes the familiar has
low-light vision. If it does not for some reason, this
feat grants low-light vision instead of darkvision.

This feat is also available to characters with
animal companions and special mounts.

Literate Familiar [Familiar]

The caster can take advantage of a familiar’s
growing intelligence by teaching it to read.

Prerequisite: Familiar must have Intelligence 6.

Benefit: The familiar can read all the lan-
guages in which its master is literate.

Special: A wizard’s familiar may also aid its
master in daily spell preparation via the shared
mental link. By studying the spell formulae, the
hour required for the character to regain her full
complement of spells is reduced by a number of
minutes per day equal to the familiar’s Intelligence
score.
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Normal: Familiars cannot read, and wizards
require a full hour to prepare spells.

Metamagic Enhancement [Familiar]

The familiar channels mystical energies to
its master, allowing her to manipulate and
strengthen her spells more easily.
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Prerequisite: Channeler or possessing one
metamagic feat and one or more familiar feats

Benefit: A spell with a metamagic feat ap-
plied takes up one spell slot lower than normal
(e.g., a Quickened fireball rakes only a 6th-level
slot instead of a normal Tth-level slot). This
cannot reduce a spell below its normal spell
level.

Special: The familiar must be within 5 feet
of the caster for this feat to function and must
make a Fortitude save (DC 10 + the level slot the
spell requires without this feat). Failure indicates
that the familiar suffers nonlethal damage equal
to the leve! slot the spell would require without
the feat.

Wizards may select this feat as a bonus feat.

Proxy [Familiar]

The shared bond between familiar and mas-
ter allows the companion to participate in casting
spells.

Prerequisite: Channeler

Benefit: The caster may cast a spell that
requires material components even if the famil-
iar, rather than the caster, possesses those
components at the time.

Special: The familiar must ke no further
from the caster than 5 feer x the character's
caster level and must actually hold the compo-
nent in some fashion. Merely touching it, or
having it in a pouch tied to the familiar, is not
sufficient.

Shared Senses [Familiar]

The link between familiar and master is so
strong, they may actually share sense with one
another.

Prerequisite: Caster level 5+ in the class
that grants the familiar summoning ability

Benefit: Three times each day, the caster
may use the familiar's Listen, Search or Spot
ranks in place of her own (she retains her own
Intelligence and Wisdom modifiers). Each use
lasts one minute for that skill.

Additionally, the caster may scry twice per
day on her familiar once she gains this ability.

Special: This feat may be purchased multiple
times. Each time, it adds an additional three uses of
the familiar’s Listen, Search or Spot, and one addi-
tional opportunity to scry on the familiar.
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Table A1—2: Conduit Spell Lists

Spell

Level Animal Influence Arcane Mastery Secret Lore

Ist  speak with animals minor symbol of divinityt  detect chaos/good/
(using arcane symbols and evil/law (choose which variant when
grantinga bonus to Spellcraft  first gaining this feat)
checks)

2nd  hold animal curse of solidityf{ augury

3rd  dominate animal fortify spellf invisibility purge

4th  amimal spyT imbue with spell ability speak with plants

5th  scent of the huntedt spell immunity divination

6th  animal growth spell resistance inquisitionf

Tth  creeping doom spellstaff find the path

8th  amimal shapes spell immunity, greater stone tell

th  dissipate familiar{ censure of Mesostt distant eyes]

Animal growth functions on the familiar if the familiar is an animal.
1 See below.
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Spell Carrier [Familiar]

The eldritch connection between master and fa-
miliar grows so potent that the caster can use her
familiar as a conduit through which she casts her spells.

Prerequisites: Caster level 5+ in the class that
grants the familiar summoning ability; channeler
or possessing one or more familiar feats

Benefit: The caster may choose to have aspell she
casts originate from the familiar, rather than from
herself. Any spell that requires an attack roll uses the
familiar's ranged attack, rather than the caster's.

Special: Either the caster or the familiar must
have line of sight to the target, and rthe familiar
must be no further from the caster than 5 feet x the
character’s caster level.

Wizards may select this fear as a bonus feat.

Spell Conduit [Familiar]

Some familiars are linked so thoroughly to the
magics of the world around them that they grant their
masters the ability to cast spells not normally available
to them.

Prerequisites: Bond of Health, Channeler,
Metamagic Enhancement, Proxy, Spell Carrier

Benefit: Select a list from Table Al-2: Con-
duit Spell Lists to add to the caster's spell book.
Once chosen, the list cannot be changed unless the
caster replaces the familiar with a new one. The
spells selected are considered arcane in all respects.
This feat does not grant extra spells per day, only a
wider variety to choose from.

Special: The caster can prepare and cast these

spells only when the familiar is no further from the
caster than 5 feet x the character's caster level.

Swift Familiar [Familiar]

Some familiars are capable of traveling far
faster than their brethren.

Benefit: The familiar's base speed increases by
+10.

Special: You may purchase this feat more than
once. The effects stack.

This feat is also available to characters with
animal companions and special mounts.
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Familiar Spells

The listed spells tie in closely with the mystical nature of the master/familiar bond. Some affect the
familiar, while some can only be learned if the caster has the Spell Conduit feat and has his familiar nearby.
The component “N” indicates that the familiar must be “near” — within 5 feet — for the spell to function.

Dissipate Familiar
Transmutation

Level: Spell Conduit (animal influence)
7

Components: V, S, N
Casting Time: | round
Range: Medium (100 ft. + 10 ft./level)

Target: The caster’s familiar and up to
1 other animal/2 (or 3) caster levels

Duration: 10 minutes/level

Saving Throw: Will negates for that
specific animal

Spell Resistance: Yes

Description

Thisspell wasdevelopedorigi-
nally in order to make killing a
caster’s familiar thar much harder,
while still allowing the caster to
maintain those benefits that come
with proximity to the creature.

Spell Effect

This spell temporarily splits
up the essence — the soul, in a
manner of speaking — of the
caster’s familiar among multiple
animals. At least one other
nonintelligent, normal animal
must be present for this spell to
funcrtion, and the familiar must
be willing. If all the other ani-
mals are of the same species as
the familiar, the caster may uti-
lize up to 1 animal for every 2
caster levels in the spell. If even
one of the animals is of a differ-
entspecies, the caster can utilize
only 1 per 3 caster levels.

For the duration of the spell,
the caster may choose from round
to round which of the various ani-
mals is his “true” familiar, Making
this choice is a free action which
can be performed only once per
round, at the beginning or end of
the caster’s turn. Only the “true”
familiar need be within 5 feet for
all the familiar-granted abilities to
function. Furthermore, the famil-
iar cannot be slain unless all the
animals are slain.

When the spell ends, the
familiar'sessence returns toits origi-
nalbody, ifithasnotbeen destroyed.
[fit has, the familiar remains in one
of the other bodies used in the spell.
The abilities it grants the caster do
not change, even if the new body is
not of the same species. After 2d10
days, the body transforms into an
exact replica of the original.

Distant Eyes
Divination
Level: Spell Conduit (secret lore) 7
Components: V, S, N
Casting Time: | action
Range: See text
Effect: See text
Duration: | minute/level

Description

A cabal of sorcerers known
for their divinations and scrying
techniques participated in the
developmentof the familiar sum-
moning ritual. The result was a
spell that allowed them to rap
into the energies of a familiar to
manipulate scrying magics be-
vond their normal limitations.

Spell Effect

Distant eyes works only when
castinconjunctionwithotherspells.
This spell allows the character to
cast any divination spell of 7th level
or lower through spells such as
claiaudience/clairvoyance, scrymgand
greater scrying. Forinstance, the caster
could cast detect thoughts on some-
one200milesaway, aslongashe was
scrying on that individual at the
time. (Those spells listed under
serying as having a chance of success
equal to five percent times caster
level function automatically under
the effects of distant eyes.)

All divination spells cast un-
der the aegis of distant eyes allow
standard saving throws and magic
resistance, and are immediately dis-
pelled if the serying spell to which
they are attached is dispelled.
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Familiar Teleport
Conjuration (teleportation)
Level: Sor/Wiz 4
Components: V, M
Casting Time: | action
Range: Personal

Target: Caster and up to 50 pounds of
gear, or caster’s familiar

Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Description

Many fledgling arcanistsenvy
their more powerful brethren’s
ability to traverse great distances
instantly, giving rise to this
teleportation spell. It functions by
carrying the caster along the mys-
tical energies thar tie him to his
familiar. Furthermore, the spell
allows him to reverse the transfer-
ence, calling the familiar instantly
to him.

Spell Effect

When the character casts this
spell, he may decide at that time if
he’s transporting himself to his
familiar's side, or calling his famil-
iar to himself instead. If the caster
teleports himself, he may bring
along up to 50 pounds of additional
equipment, but no living beings.
This spell functions only if the fa-
miliar is within 1 mile of the caster.

Material Component: A bit of
fur, hair, scales or other small por-
tion of the familiar.

Fortify Spell
Transmutation
Level: Spell Conduit (arcane mastery) 3
Components: V, S, N
Casting Time: | round
Range: Medium (100 ft. + 10 ft./level)
Effect: See text
Duration: See text

Description
Wizards who first learned to

summon familiars spent more time
studying and investigating ways of
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making use of their companions'
innate mystical natures than did the
sorcerers of the time. [n thisway, the
wizard Morveisse Ebros developed a
spell thatallowed him to draw magic
through his familiar and channel it
into a later spell, making that sec-
ond spell harder to destroy.

Spell Effect

The characrer, in the pres-
ence of his familiar, casts this
spell immediately before casting
a second spell with a duration of
longer than “instantaneous.”
This second spell is considered
to be 5 levels higher than nor-
mal for purposes of dispelling
attempts. (The caster can still
dispel it as normal, if it is a spell
that allows the caster roend it ar
will.) The “target” spell must be
cast (or at least begun) within
one minute of the casting of for-
tify spell, or else this spell is
wasted.

Shield Familiar
Abjuration
Level: Drd 4, Sor/Wiz 3
Components: V, S, M/DF
Casting Time: | action
Range: Medium (100 ft. + 10 ft./level)
Target: Character’s familiar
Duration: 10 minutes/level (D)

Saving Throw: Will negates (harmless)
Spell Resistance: No

Description

This spell was created so that
sorcerers could toss their most
potent spells at enemies without
endangering their own compan-
ions. It does nothing to protect a
familiar from other forces, bur at
least it ensures the caster won't
accidentally destroy his own fa-
miliar.

Spell Effect

For the duration of the spell,
the character’s familiar is im-
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mune to any direct damage from
the character’s own spells. For
instance, the familiar could be
in the center of a fireball cast by
the character, or in front of the
caster when he casts cone of cold,
and would suffer no damage
whartsoever. Similarly, the famil-
iar is immune to any offensive
area-effect spells that incapaci-
tate rather than cause direct
damage, such as black tentacles.
This spell does not, however,
protect the familiar from indirect
damage. For example, if the
aforementioned fireball sets the
room ablaze, the familiar could
begin taking damage from the
resulting flames in the following
round. This spell protects the
familiar only from spells cast by
its master and from no other
source. Further, this applies only
tospellsactually castby the char-
acter; the familiar is nor safe
from spells generared by magic
items such as wands or staves.

Druids can cast a similar
spell to protect theiranimal com-
panions from their offensive
spells.

Material Component: A bit
of fur, hair, scales or other small
portion of the familiar.

Transfer Familiar

Transformation

Level: Sor/Wiz 4

Components: V, S, M

Casting Time: | round

Range: Medium (100 ft. + 10 ft./level)
Target: Character’s familiar and one
other willing individual

Duration: 10 minutes/level (D)

Saving Throw: Will negates (harmless)
Spell Resistance: No

Description

The adventuring Calastian
wizard Kamidra Enturi devel-
oped this spell after she lost
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scouting companions to hidden
threats at least partly because
they were unable to ger word
back that they were in danger.

Spell Effect
Transfer familiarshifts the bond

with the caster's familiar to another
willing participant. For instance, a
sorcerer could temporarily make her
familiar the companion of an allied
fighter, a monk or even an intelli-
gent monster such as a dragon or
high gorgon. The caster loses all
abilities associated with having a
familiar; for the duration of the spell,
it is as though she never summoned
one. The recipient of the spell gains
all the standard familiarabilities (de-
fined as those presentedin the PHB).
He may communicate with the fa-
miliar, he gains bonuses to skills or
saving throws as appropriate, and so
forth. He gains no channeling abili-
ties, however, either those granted
to all channelers or feats with the
channeling prerequisite. Those abili-
ties are lost for the duration. The
familiar may continue to benefit
from any of the feats listed previ-
ously in this chapter thatdonothave
the channeling prerequisite.

Despite the temporary cir-
cumstances, the bond still truly
belongs to the caster. This means
that if the familiar is slain while
under the affects of this spell, it is
still the caster, not the recipient,
who loses XP

The recipient of this spell
may not currently have a famil-
iar, special mount or animal
companion of his own.

Material Components: A bit
of fur, hair, scales or other small
portion of the familiar, which
the recipient must ingest; and a
bit of blood or hair from the
recipient, which the familiar
must ingest.
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Artifacts

Many are the artifacts of the Scarred Lands —
with its history of the direct intervention of divine and
titanic beings, as well as epochs of powerful magicians,
it is only natural that such times should see the
creation of unique and powerful items of magic.

Boonand Bane

Description: Faithful worshippers of the ever-
changing Enkili, the identical twins Arvel Tyrn and
his brother Jaren roamed the Scarred Lands, alter-
nately helping and swindling people as they went, in
accordance with the chaotic dictates of their mad
deity. Near Blood Bayou one summer, a drunken Jaren
accidentally killed a member of the Krewe of Bones.
The victim's krewemates captured Jaren and took him
before their master, the Jack of Tears. Arvel pursued
the krewe in an effort to rescue his brother, and both
ended up before the throne of the Carnival King
himself.

Arvel pleaded for his brother's freedom with
passionandsincerity. Whether moved by the gambler's
pleas or simply amused by them, the Jack of Tears
agreed to let Jaren free if Arvel could beat him in a
game of chance. If the Jack of Tears won, however, he
would hand both brothers over to the Krewe of Bones
for punishment. The brothers agreed, and seemed
poised to beat the Jack of Tears when the wily being
caught them blatantly cheating. Amused at their
presumption, the Momus set them both free with his
blessings.

The next morning the brothers found that the fine
ivory dice they had used the previous night had changed.
The pips representing “one” on each dice had been trans-
formed into a comedy mask on the first and a mask of
tragedy on the second. The brothers renamed the dice
Boon and Bane respectively, and continued on their mad,
chaotic travels throughout the Scarred Lands. Whether
the dice were a gift from Enkili or the Jack of Tears remains
a mystery, though since that day the dice have continued
to bring fortune, both good and bad, to all who wield them.

Powers: Once per day the owner of the dice may
roll them to alter his own fortune, for good or for ill.
Roll 2d6, keeping track of which die is Boon and which
die is Bane. If Boon rolls higher, the effect is a luck
bonus equal to the numberrolled, applied to all attack
rolls, saving throws and skill checks equal to Bane's
result that lasts for three hours. If the Boon is higher,
the effect is a similar luck penalty instead of a bonus.

If one die rolls a 1 and the other die rolls a 6, the
dice unleash a far more potent magical effect. If Boon
rolls a 1 and Bane rolls a 6, the wielder is granted the
benefits of a wish spell based on the next wish that he
says aloud. If Bane rolls a 1 and Boon rolls a 6, the user
must make a Fortitude save (DC 20) or be disinte-
grated instantly. A successful save deals 1d4 points of
permanent Constitution, Dexterity and Strength drain.
Regardless of the effectof aroll of 1 and 6, the dice will
no longer function for the user and must be passed on
to another person to regain their powers.

Strong divination; CL 18.
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Circlets of Cirril the damage equally between the circlet and the wearer,

Description: After Chern's curse began to sap the
vitality of the high elves, transforming them into the race
then known as the forsaken elves, some sought to create
items that would allow their race’s knowledge and wisdom
to continue, even as the race of elves dwindled and faded.

Tothisend, the Circlets of Cirril were forged. Each
circlet is a unique, beautiful work of art forged from
mithril, platinum and silver and inlaid with perfectly
cut jewels. When first worn by an elf, a newly made
circler bonds to its host and requires nothing less than
a wish or miracle spell to remove. There the circlet
stays, recording every memory, thought and emotion
of the wearer. If worn by any other type of creature a
blank circlet generates no magical effect.

So complex was the art of creating the circlets
thar only four dozen were ever made before their
creators were slain by humans who saw the circlets as
an elven plot to possess non-elves and subvert their
culrures. Of the 48 circlets creared, six have fallen into
the hands of orherraces. The elves hold a dozen in wait
for worthy bearers. The remaining circlets lie in dark
places, awaiting unsuspecting hosts.

Powers: When its wearer dies, aCirclet of Cimil can be
removed and lies dormant, appearing to be a common
magical circlerwithamoderate magical aura. Any creature
placing the circlet on its head must make a will save (DC
5+ circlet persona’s Intelligence score) toavoid having his
personality be totally taken over by the circlet. Creatures
that make their saving throws know the circlet is possessed
of apowertful personality that desires totake control of their
bodies and can attempt to remove the circlet (see below).
If a creature fails its saving throw its mind is driven into
complete dormancywhile thestored personaofthe circlet's
former wearer rakes the creature’s body for its own.

A possessed body maintains its Strength, Dexterity,
Constitution, extraordinary abilities, saves (Fortitude
and Reflex) and hit points, but gains the [ntelligence,
Wisdom, Charisma, classabilities,skills, feats, spellcasting
abilities, Will save and base attack bonus of the circlet'’s
stored persona. The circlet's persona can use any of the
possessed body's innate supernatural or spell-like abili-
ties, but it will have to learn how. This requires days of
practice (4d4 days — persona's Intelligence bonus; one
day minimum). The wearer of the circlet also gains the
elven immunity to sleep and +2 resistance to spells of the
Enchantment school. The circlet cannot access the
memories, skills, psionics, spells, feats or class abilities of
the possessed body. The circlet contains only the re-
corded persona of the former wearer and does not house
his spiritual essence. As a result, the circlet's persona
cannot increase in its abilities and remains a living
recording of a long-deceased person.

It is possible to remove the circlet by force, either by
making two consecutive successful grapple checks with a
~4 penalty, or by destroying the circlet. Attacking the
circlet whileitis worn imposes a—4 to-hit penalty and splits

before calculating Hardness. Forcefully removing the cir-
clet is dangerous, as the shock of sudden separation can
permanently damage the psyche of the possessed creature.
If the circlet isdestroyed or forcefully removed, the wearer
must makea Willsave (DC 15+ circlet persona's charisma
bonus) or take 1d4 points of permanent Intelligence drain.
Aremovecursespell will cause the circlet torelease its grasp,
and dispel magic will suppress the circlet’s persona for the
durarion of the spell and allow it to be removed normally.

The circlets have a Hardness of 15 and 40 hit points.
A Circlet of Cirril has a 15% chance of being blank when
found. Otherwise, the circlet will hold the preserved mind
of a forsaken elf. Each circlet is unique and holds a unique
persona. The circlets always radiate a false enchantment
that would attract host bodies well suited to the persona
stored within. Identifying a circlet requires two Bardic
Knowledge checks (DC 30) or Spellcraft checks (DC 30).
The first check determines whether the investigating
character realizes the false enchantment is a ruse, and the
second check allows the character to identify the true
nature of the circlet. Only investigation via Spellcraft will
determine if the circlet has a persona stored within it.

A wish ormiracle spell can erase the personastored
in a circlet, reverting it to a blank state.

Moderate enchantment (when dormant), strong
enchantment (when active); CL 16th; Weight 1 1b.
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Sample Circlet Persona

Tagan Leafblade, Revered Defender of the Forsaken Elves
Wizd/Fird: BAB +6/+1; +2 to saves vs, enchantment, im-
mune tosleep effects; AL Chaotic Neutral; Save Will +6; Int
16, Wis 13, Cha I5.
Languages spoken: Common and Elven
Skills: Bluff +4, Concentration +3, Decipher Script +6,
Diplomacy +4, Disguise +3, Hide +4, Intimidate +6, Listen
+7, Profession (herbalist) +6, Spellcraft +7, Spot +7
Feats: Armor Proficiency (Heavy), Armor Proficiency
(Light), Armor Proficiency (Medium), Dodge, Martial
Weapon Proficiency, Mobility, Point Blank Shot, Precise
Shet, Seribe Seroll, Shield Proficiency, Simple Weapon
Proficiency, Weapon Finesse (Rapier), Combat Expertise.
Wiz Spells Per Day: 4/4/3.
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Crown of Pelegael

Description: The high elves of old Termana were
proud and noble beings who embodied order and righ-
teousness. With the death of their patron deity, they fell
from their lofty perch, plunging into an abyss of despair
anddecadence. In the Midrealm, also known as Pelegael,
the elves entirely tumed their backs on the past, indulg-
ing in grearer and greater acts of debauchery.

The Croun of Pelegael is a triangular piece of jewelry
designed tosit on the brow of the regent of the Midrealm,
and until recently it graced the head of Princess Brigitta,
ruler of Pelegael. Upon the restoration of the elven god
Jandaveos, however, Brigitta was overthrown and the
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Croun of Pelegael was lost. In exile, Brigitta seeks to
persuade her rebellious countrymen in the still-forsaken
state of Eldura-Tre to join the reconstituted elven em-
pire, and wears a replica of the crown. She hopesto locate
the true crown again and use its powers to change the
minds of the wayward Eldura-Treans.

The Croun of Pelegael is a triangular jeweled ora-
ment, decorated with a design of green, black and blue
enamel. The edges of the crown bear small gemstones
that alternate with the enamel designs, and in the center
of the jewel is a single opal. The entire crown is mithral.
The crown magically fastens to the brow of the wearer.

Powers: Once the crown was a potent and pow-
erful magic item. Now it is a trinket in comparison to
the magic it was capable of channeling. The normal
powers of the crown are not easy to ignore.

The Crown of Pelegael bestows a +2 natural armor
bonus to the wearer. In addition, the wearer gains a +4
circumstance bonus toall Charisma-based skill checks.
The wearer of the crown may also detect thoughts at
will, although this requires intense concentration.

The lost powers of the crown srill reside within it,
waiting forsomeone tounlock them. In order to awaken
the Crown of Pelegael, the wearer must be blessed by the
hand of the elven demigod Jandaveos himself. Doing so
releases the following powers to the wearer.

® At will the wearer may cast cure light wounds,
detect magic, detect poison, detect undead, dispel chaos,
dispel evil, divine favor, lesser restoration, remove blind-
nessfdeafness, and remove curse.

® The wearer may sense the alignment and mo-
tives of anyone within her presence. This is as if the
wearer had cast detect good and detect evil on everyone
within 180 feet of her as if she were a 20th-level caster.

® The wearer may specifically target any indi-
vidual humanoid and speak with him telepathically
regardless of language.

® Once per day the Crown wearer may order
someone to perform a given task. He must do so as if
under the effects of a geas/quest spell.

® Once per day the wearer can use the Croun to
command the silence and attention of anyone within
180feet. A DC 35 Will save successfully avoids the effects
of this command. Anyone who fails must cease whatever
he is doing and kneel toward the crown'’s wearer. The
affected must do so for as long as the Croun wearer is
within 180 feet of them or until released by the wearer.

Strong Enchantment; CL 20.

Great Elven Rings

Description: A story told rarely among both the high
elves of Termana and the dark elves of Dier Drendal is that
once, longbefore the history of men began, the twonations
of elves were one, united by their veneration of the Brother
Gods Jandaveos and Nalthalos. It is said in these stories
that the favor and blessings of the Divine Brothers were
without limit, and thatthe One Nation of Elves wasaplace
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of such beauty and grandeur that even the titans were awed
to look upon it. For the entirety of an age, the elves lived
in peace and prosperity, growing in wisdom and power,
vigilantly protected by their two patron deities.

As time passed, however, Jandaveos and Nalthalos
came to disagree on how best to govern their followers.
To settle the disagreement, it was decided between the
two of them that they would each choose a scion from
among the Lords of the Elves. The Two Scions would
govern the One Nation jointly but each would represent
the interests of only one of the Brother Gods. In this way,
the One Nation would be united by the will of both
Jandaveos and Nalthalos equally. As symbols of their
divine authority, each of the Scions was given a ring
imbued with the power of his respective patron. These
rings came to beknown in legend as the Great Elven Rings.

Though itisunknown precisely how the One Nation
of Elves came tofall, it is widely believed that the immense
power wielded by the Scions slowly corrupted them.
Eventually, the Scion of Nalthalos, already as ambitious
and scheming as his patron, attempred to overthrow the
Scion of Jandaveos and seize sole power over the One
Nation for himself. Outraged, the followers of Jandaveos
rose up to defend the Scion of their patron, and the One
Nation erupted into civil war. It is unclear who was
victorious in this war, but whar is certain is that the One
Nation wassundered, the Great Elven Rings were lost, and
the dark elves retreated to a hidden city deep within the
earth. What this says about the success or failure of the
followers of Nalthalos is a subject of debate, if indeed the
legends regarding the One Nation of Elves are true at all.

The Ring of Jandaveos is a beautiful mithral band,
illustrated with the flowing script of the high elven
language. The Ring of Nalthalos is a striking band of
pure adamantine, illustrated with a glowing blue runic
script reminiscent of the one that dark elven tattoo
adepts use in the practice of their craft.

Powers: Both the Ring of Jandaveos and the Ring
of Nalthalos share certain powers:

® Acts as a ring of protection +4

® Grants the wearera +2 sacred bonus on saves versus
enchantment spells or effects

® Grantsthe wearera +2 enhancement bonus toboth
Intelligence and Charisma scores.

® Doubles the wearer's racial bonus on Search and
Spot checks.

[f the wearer of the ring has low-light vision asaracial
ability, the range of his low-light vision is doubled, allow-
ing him to see four times as far as a human in starlight,
moonlight, torchlight and similar conditions of poor illu-
mination. If the wearer of the ring has darkvision asa racial
ability, the range of his darkvision is similarly doubled.

In addition to the powers common to both rings, the
Ring of Nalthalos grants its wearer the following powers:

® The wearer of the Ring of Nalthalos casts all [Evil]
spells at +1 caster level.
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® The wearer of the Ring of Nalthalos can rebuke or
cornmand constructs as an evil cleric rebukes undead. The
wearer can use this ability a total number of times per day

equal to his Charisma modifier + 3.

® The wearer of the ring casts all arcane spells at +1

caster level.

In addition to the powers common to both rings, the
Ring of Jandaveos grants its wearer the following powers:

® The wearer of the Ring of Jandaveos casts all [Good|

spells at +1 caster level.

® The wearer of the ring can rebuke or command fey
asan evil cleric rebukes undead. The wearer of the ring can
use this ability a total number of times per day equal to his

Charisma modifier + 3.

® The wearer of the ring casts all divine spells at +1

caster level.

All of the powers of both Elven Rings function only if
the wearer isan elforahalf-elf. None of the powers of either

T

ring function if wom by a member of another race.

Overwhelming rransmutation; CL 25.

Helm of Sylavael

Description: The brilliant leadership of the elven
warrior Kathelma is the stuff of legend. Despite the
death of the forsaken elves' god, the leader of the realm
of Sylavael always held true to her duty and to her hope
that one day her people might return to grearness.

To bolster her abilities as a leader and a warrior,
High Mage artificers in the forges of Sylavael have
created this singularly powerful helm. The Helm of
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Sylavael is a symbol worn by Kathelma when she rides
in processions or into battle, and it has potent powers
of both inspiration and warfare imbued wichin it.

Worn as part of a complete suit of armor, the Helm
of Sylavael is brilliant polished silver, with a pair of dragon
wings soaring from the temples. Set upon the forehead is
asingle star opal, a symbol of the eternal vigilance of the
warriors of Sylavael against the charduni. Inscribed around
the gem are the words of an ancient elven battle hymn.

Powers: The Heln of Sylavael enhances both mar-
tial prowess and leadership abilities. The helm allows the
wearer to use the following spell-like effects:

® 4fday: burst of energytt, disrupt undead, message,
protection from evil, truestrike.

e 3/day: commanding presence, Dolomar's mapping?,
limbs of enduranceT, resist elements.

o 2/day: arcane parrytt, clairaudiencefclairvoyance,
unwavering allyt.

o 1/day: greater dispelling, mass bear’s endurance, mass
bull's strength.

All spells are cast at 12th level.

The wearer of the Helm gains the ability to sense all
allies within 100 ft. and may issue orders telepathically to
any ally within that range.

If the wearer suffers a critical hit in combat, she may
make a Fortitude saving throw with a DC equal to the
attack roll to avoid raking critical damage. The Helm also
negates the effects of the vorpal weapon ability.

Strong enchantment; CL 20; Weight 5 lbs.
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Jasrek’s Rage

Description: Named for the elven hero who is said
to be the first to strike a blow against the titan Chern after
the death of the demigod Jandaveos, Jasrek's Rage re-
mains an important artifact for the newly reborn high
elves. It is said that Jasrek plunged his weapon into
Chern's neck, clinging to the blade as the titan thrashed
violently, trying to dislodge him. The pain and distrac-
tion caused by Jasrek's attack allowed Jandaveos' high
priest Vladawen tostrike the death blow and lay the titan
low. When the titan finally fell, Jasrek finally loosened his
grip on the weapon, passing on to join his ancestors even
as Chemn's curse fell upon his people.

The imprint of Jasrek's hand remains on the
weapon's hilt to this day, and the blade is a shimmering
crimson, as though Chemn's newly spilled blood still
coated the rapier'’s edge. The sword possesses dread
power to match its history. While Jasrek's Rage is a
powerful weapon for the elven people, the titan's influ-
ence does not fade easily. Chemn's blood cursed the
blade, and any who wield it risk reliving Jasrek's last
moments, locked into combat until he or his foe is dead.

Powers: In the hands of an elf, the blade func-
tions as a +3 keen rapier of wounding. In the hands of
non-elves the hilt grows red-hot, dealing 1d4 points of
damage per round until dropped.

On asuccessful critical hit, the blade plunges into the
flesh of its victim and grips tightly, automatically dealing
1d6+3 points of damage each round and requiringa DC 35
Strength check to remove. As the blade grasps the victim,
the sword’s hilt grasps the wielder, preventing him from
releasing the grip until either he or his foe is dead.

Locked together in this fashion, both opponents
lose their Dexterity bonus armor class, and the wielder
takes an additional —4 penalty to armor class and loses
the use of the hand that holds Jasrek's Rage. No amount
of physical force short of amputation will let the wielder
drop the sword until either he or his opponent dies, or
until the sword is ripped out of his foe.

Strong evocation; CL 16; 2 Ibs.
Laugh and Weep

Description: The Carnival of Shadows does not
often travel far from its home on the Blood Bayou. Yet
there are rimes when the Jack of Tears dispatches one of
his most trusted minions to deal with some inconve-
nience. Often, these emissaries of the Jack of Tears are
the heron priests, but when bloody work is tobe done he
sends a dark harlequin and a troupe of shadow jesters.

Laugh and Weep is one of the weapons carried by
the Momus’ most powerful bodyguards. The story
behind its creation comes from several rumors that it
once belonged to a barbarian who struck the Momus
in amoment of anger. Asretribution, the Jack of Tears
took the barbarian's weapon and his soul, and melded
the two into a comedic-looking parody of a greatclub.
Cince the weapon was complete, he enslaved the
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gibbering barbarian into the Carnival of Shadows, and
he does the Momus' bidding to this day.

A burly dark harlequin of significant height and
size, wearing the gay colors of the Carnival of Shad-
ows, has been seen using this weapon. This dark
harlequin is called the Crying Giant, because from
behind his gay and joyous mask can be heard the
sobbing of a man in pain. Despite this sorrowful
condition, the strongman seems to be more than able
to deal out pain using Laugh and Weep.

Laugh and Weep is a solid oak iron-shod greatclub,
decorated with simple peometrical shapes. Capping the
top of the grearclub is a double-faced jester’s head, one
face thar appears to be laughing while the other face
weeps. Theentire club is painted with garish bright white
enamel, and the symbols are painted black and red.

Powers: Laugh and Weep is a +4 greatclub of mighty
cleaving painted in garish colors and capped with a two-
faced jester’s head. Once per day one of the spells listed on
the cormresponding chart affects a targer smuck by the
weapon. Only one of these spells may affect a person at a
time. Should a target struck by the club make a successful
saving throw, he becomes immune to the spell-like effects
of the club for the rest of the combat. The spells are cast at
Tth level.

VATV A TR AT LT

dé Spell Save DC
| Tash’s hideous laughter 12
2 touch of idiocy 12
3 hold person 13
4 rage 13
5 confusion 14
6 crushing despair 14

BTSRRI AN T

Strong enchanrment; CL 13; Weight 8 Ib.

__ Scarredlands Avatars

Asherak is known as the Cradle of the Gods for
good reason — many of the gods were born or grew to
maturity there. This section listsanumber of demigods
{many unknown on Scamn’s other continents) who
manifest avatars on the continent of Asherak, as well
as information on the avatar for the once-dead god of
the elves, Jandaveos, returned recently to life.

Gods and Demigods

Demigods have their own domains, though al-
ways fewer than the gods. Clerics can take their
demigod's alignment domains only if they also coin-
cide with the cleric’s own alignment. Worshippers'
alignments may differ from that of their patron demi-
god by one alignment step — so, worshippers of the
lawful neutral D’shan can be lawful good, lawful evil,
lawful neutral or true neutral; if the cleric is herself true
neutral, she cannot take Law as one of her domains.
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Invocation Benefits The avatar replenishes its own divine magic as well as

A worshipper can call upon the power of her deity
when in need by taking 1 full round to chant, meditate,
pray, or otherwise contact the god's spiritual essence. In
order to invoke ademigod, the invoker must donothing
else during the entire round. Doing so grants the char-
acter a benefit, typically a + 1 bonus to aspecific die roll.
In the case of demigods, this is the maximum that can
be applied at any one time. Details on each demigod’s
invocation benefits are listed in the god's description.
Divine Qualities

Demigods also possess remarkable abilities as de-
tailed below. These are included in each demigod’s
statistics block under the heading “Divine Abilities,”
and vary depending upon the deity's specific powers and
portfolio. Adjustments or modifiers based upon these
abilities are factored into the avarar's statistics already.

Demigod’s Avatar (Su): These statistics represent
only the demigod'savatar. The demigod's power isalmost
limitless on its home plane. If the demigod’s avatar is
destroyed on the physical plane, it cannot create another
one for 1d4 months. If the avatar is imprisoned, it cannot
manifest elsewhere on the plane. Unlike gods, demigods
cannot destroy their avatars voluntarily.

Avatars are not affected by critical hits, death
from massive injury, poison, paralysis, sleep, disease, or
any attack that must targert a living subject.

Divine Creation X (Su): With this ability, the
avatar may create items that accord with its spheres of
influence even if it does not have the appropriate item
creation feats. By empowering normal items, the di-
vine being creates any non-artifact magic item of its
choice, as long as the power(s) of that item fall within
the deity’s purview. For example, Subastas, demigod of
fire, can create a wand of fire even though he does not
have the Craft Wand feat. The demigod can crearte
itemns with a maximum cost equal to X* x 1,000 gp.

The avatar does not need to pay the usual gp or XP
costs to create these items, but does lose 1 hit point for
every 1,000 gp of the item's base cost. This loss cannot
be recovered through normal regeneration short of
reabsorbing the magic of the item, though the loss does
not temain if the avatar is disrupted and forced to
reform elsewhere. This magic item is permanent un-
less the item so imbued was not of masterwork quality,
inwhich case the magic fades in anumber of days equal
to the hit points expended to create it.

Divine Empowerment X (Su): Divine empower-
ment requires a full-round action on the part of the
demigod. When the avarar uses thisability, all worshippers
within 1,000 yards of the avatar have their divine spells
replenished as though they had just finished preparing
theirdaily allotment. Thisappliesonlytodivinespellcasters
who are dedicated to that deity primarily.
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long as a number of worshippers at least equal to the avatar’s
divine caster level is within 1,000 feet when it uses this
ability. For example, Ashumas possesses the divine magic of
a 20th-level cleric in addition to his other powers; if at least
20 faithful worshippers are within range when he activates
divine empowerment, he may restore his prepared spells.

The “X" in an avatar's description indicates the num-
ber of times per day that he may use divine empowerment.

Divine Favor X (Su): The avatar can grant its favor
to one follower in the form of a +5 sacred or profane bonus
(as appropriate) to any specified type of roll or check,
lasting until the next dawn or dusk (whichever comes
first). It must refer to a specific, individual type of roll (e.g.,
attack rolls, Fortitude saves) or checks with a specific skill
(e.g., Jump, Move Silently); altemarely, the bonus may be
applied to the follower’s AC. The roll so imbued must be
specified at the time the favor is granted and cannot be
changed.

Anavatar canalsoimbue afollower with asingle spell
thar the avatar can cast; treat this ability as an innate imbue
with spell ability, but the avatar is not limited as to the level
of spells it can imbue.

The “X” in the description indicates the number of
times per day that the avarar may grant divine favor.

Divine Initiative X (Ex): The avataris far swifterand
quicker to respond than any mortal. Each level of divine
initiative grants the avatar a +8 bonus to its initiative
modifier.

Divine Knowledge X (Ex): The avarar can draw on
a portion of its deific knowledge, and while this is but a
mere fraction of the demigod’s actual understanding, it can
easily exceed that of any mortal’s learning. An avatar with
this power is considered to have a number ranks in all
Knowledge skills equal to X x 5. To indicate detailed areas
of advanced knowledge, the avatar may also have ranks in
specific Knowledge skills that exceed this amount.

Divine Language (Ex): The demigod is omnilingual,
able to speak and understand all non-supernatural forms of
communication — both spoken and written languages
and animal communication. Demigods with divine lan-
guage may allow any worshipper within hearing distance
to likewise speak or understand any language, at will, per
the spell tongues.

Divine Presence (Su): Enemies of the demigod and
servants of its foes may be terrified by the avatar’s appear-
ance. Creatures of an alignment opposite that of the
demigod, orworshippers of any deity of opposite alignment
who are within 100 feet of the avatar, must make a Will
save (DC 15 + 1/2 the demigod’s HD + the demigod’s
Charisma modifier) or be affected as if by a fear spell (caster
level equals the demigod's HD).

Divine Protection X (Ex): The avatar gains damage
reduction X/magic and a +X deflection bonus to AC. An
avatar with divine protection 6 or higher has damage
reduction X/epic.
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Divine Puissance X (Ex): The avatar can declare
any one roll that it makes to be the highest result possible
for that die type (e.g.,a20 on 1d20, a 100onad10). While
utilized most often in combat, thisability can apply toany
roll, and may be applied after the roll was made. The
avatar can use this ability X times per round.

Divine Size (Su): The statistics listed herein are for
each avatar when it manifests in its most common form. A
demigod with the divine size ability may manifest its avatar
at any size from Medium to Gargantuan if it desires (demi-
gods' powers are somewhat less than those of their more
powertul deific cousins, who may manifestat up to Colossal ).
Note that manifestation ar larger sizes will affect the avatar’s
artack and grapple bonuses and AC, as noted in Chaprer 8
of the Player's Handbook . The avatar’s weapons, armor, and
other possessions change size along with their owner.
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Divine Speed X (Su): The avatarreceives X additional
actions (whether standard or move actions) per round.

Divine Summoning (Su): The avatar can sum-
mon allies, minions, or worshippers to its side as a
full-round action. These beings need not be willing.
The number and type of creatures that the deity can
summon is listed under the quality's description, as
is the number of times that the avatar can use this
ability per day.

Divine Telepathy (Su): The avatar can commu-
nicate releparhically with any creature within 500 feet
that has a language.

Divine Vision (Ex): The avatar can see as per the
spell true seeing. In addition, it has an unlimired range
of vision (barring physical obstruction), and this vision
is unimpeded even by magical darkness of any kind.
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Avatar— Ashumas

Medium Outsider (Extraplanar)

Hit Dice: 22d8+110 (286 hp)

Initiative: +20

Speed: 60 ft.(12squares), fly 70 ft. (perfect)

Armor Class: 34 (+8 Dex, +7 natural, +7 deflec-
tion), touch 27, flat-footed 26

Base Attack/Grapple: ~ +22/+26

Attack: +6keendagger+32 melee (1d4+10/17
—20)

Full Attack: +6keendagger+32/+27/+22/+17 me-
lee (1d4+10/17 — 20)

Space/Reach: 5ft./5 ft.

Special Attacks: Spell-like abilities, spells

Special Qualities: Damage reduction 7/magic, darkvision

120 ft., fast healing 6, Hight, immuni-
ties, improved uncanny dodge,
low-light vision, prophecy, spell re-
sistance 34, uncanny dodge

Divine Qualities: Demigod's avatar, divine creation 2,
divine favor 1, divine initiative 1, di-
vine knowledge 2, divine protection 3,
divine puissance 3, divine telepathy,

divine language
Saves: Fort +18, Ref +23, Will +25
Abilities: Str18,Dex 26, Con 20, Int 25, Wis 31,
Cha 23
Skills: Appraise +18, Bluff +18, Concentra-

tion +30, Decipher Script +29,
Diplomacy +32, Disquise +28 (+30
acting), Gather Information +28, In-
timidate+33, Knowledge (arcana) +33,
Knowledge (history) +27, Knowledge
(religion) +27 Listen+34, Ritual Cast-
ing +29, Search +27, Sense Motive
+32, Spellcraft +29, Spot +32, Use
Magic Device +23

Feats: Alertness, Improved Initiative, Im-
proved Spell Capacity (10th; cleric),
Iron Will, Lightning Reflexes, Maxi-
mize Spell, Quicken Spell, Spell

Penetration
Environment: Any
Organization: Solitary (unique)

Challenge Rating: 26

Treasure: Double standard
Alignment: Neutral

Domains: Dream, Knowledge, Luck
Holy Symbol: A golden circle
Advancement Range: ~ None

Level Adjustment: ~ —

The being before you is not of the mortal world. His
features are handsome and project a keen intelligence. He
is clad in adark toga, holding an open book in one hand. He
regards you coolly, as if judging your intelligence and worth.

Descripfion

Ashumas was once a powerful deity, perhaps equal
to the eight greater gods — or so the ancient legends of
Asherak claim. This god of fate, destiny and fortune was
the dream-child of Mesos, given existence by the Sire of
Sorcery during aparticularly fitful slumber. Consequently,
Ashumas had a strange relationship to his brethren and
was never trusted completely, despite his early advocacy
of the gods' rebellion. Indeed, Ashumas was an enthusi-
asticsupporterof the plot, providingmuch-needed insight
into the minds of the titans.

Ashumas also enjoyed a special bond with the
people of Asherak. When the Divine War seemed to
be taking a turn for the worse, he granted a portion of
his might to power the ill-fated Seraphic Engine, a
mighty artifact designed to sever the tie between the
titans and Scarn. Alas, his involvement in the Engine’s
creation blinded him to its fatal flaw — a rare occasion
indeed. The artifact functioned improperly, exploding
in a holocaust of destruction that devastared Asherak
and forever weakened the God of Face.

Ashumas is now but a shadow of his former self.
He remains tied to the peoples of Asherak, who, he
claims, have an important role yer to play in the
history of the Scarred Lands. He likewise believes,
as do the people of Asherak, that he shall one day
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reclaim his former power and take his place as the
greatest of the gods. Thus far, there is no evidence
to support this, but that has not weakened the

resolve of Ashumas or his followers.

Invocation Benefit

A worshipper of Ashumas who spends 1 full
round invoking the demigod gains a +1 bonus on
any roll that involves luck or fortune — this can
include an artack roll, any one Dexterity-based
skill, or a Reflex save. It does not include damage
rolls, or skills based upon other attributes such as
Strength or Intelligence.

Combat

Ashumas cares little for violence, but he is
nonetheless adept at defending himself, incapaci-
tating his foes with magic before removing himself
from the situation. It is believed he refrains from
lethal force because he recognizes thar all beings
have a role to play in the unfolding of fate and it is
not his place to interfere in that destiny.
Evenifabeing is destined to die, Ashumas
prefers that they do so in their own time
and not due to his own efforts — unless of
course that is the fate he sees for them, in /[
which case he has no compunction about
ensuring that it comes to pass. f ]

Spell-Like Abilities: Ashumas's avatar
may use any spell from the Dream, Knowl-
edge or Luck domains at will as a spell-like | 3
ability (save DC 16 + spell level). Caster |
level 22nd. The save DCs are Charisma-
based.

Spells: Ashumas'’s avatar can cast di- | *
vine spells as a 20th-level cleric with access |
to the Dream, Knowledge and Luck domains
(save DCs are Wisdom-based), and arcane
spells as an 18th-level wizard (save DCs are
Intelligence-based). He may select a spell he
wants and cast it without needing to prepare
any spells; he may apply any metamagic feats he
knows as a free action, by casting the spell at the
appropriate modified level. He does not need
components or foci to cast spells.

Cleric Spells (6/8+1/8+1/7+1/7+1/T+1/6+1/
5+1/5+1/5+1/2; save DC 20 + spell level).

Wizard Spells (4/6/6/6/5/5/5/4/3/2; save DC 17
+ spell level).

Flight (Ex): Ashumas’s avatar can cease or
resume flight as a free action.

Immunities (Ex): Ashumas's avatar is im-
mune to mind-affecting spells and to all divination
and illusion spells.

Low-Light Vision (Ex): Ashumas’s avarar’s
vision in low-light conditions is four times that
of a human.

g
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Prophecy (Su): Because of his unique connec-
tion to the webs of fate that govern the world,
Ashumas's avatar is always assumed to be under the
influence of a foresight spell with himself as the
subject (caster level 25th).

In addition, Ashumas's avatar may prophesy
the future for any mortal being in the Scarred
Lands as a full-round action, per the divination
spell. This information is always accurate and has
no chance of failure. Ashumas's avatar rarely uses
this ability without good reason, although he has
prophesied the fates of beings for reasons no mere
mortal can determine... such is the
inscrutability of this demigod.

-
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Avatar—D’shan Description

Medium Outsider (Extraplanar, Lawful) Perhaps t‘he most misunderstood deity in A‘sherak's

Hit Dice: 35d8+350 (630 hp) pantheon, D'shan is known as the Desert Wind, the

Tnitiative: +20 Purifier, and He Who Evens the Scales. He is both

Speed: Fly 200 ft. (40 squares) (perfect) patron and embodiment of the fierce storms that

Armor Class: 52 (+12 Dex, +12 natural, +18 deflec- scream across the desert, and his power is revered for

tion), touch 40, flat-footed 40 its ability to wipe slates clean and settle accounts. For

Base Attack/Grapple: ~ +35/+42 this, he is often seen as one of the many faces of divine

Attack: Slam +48/+48/+48 melee (1d8+10) retribution. As such, many believe he is the son of

Full Attack: :1':;“ E&%’l‘ig?"‘*tlm*‘ly*?’ahﬁ Hedrada and an unnamed female goddess. Most

ee (1d8+ : BT WA
Hedradan priests scoff at this rumor, preferring instead
m&eﬁd‘; : 3::{3;: abilities, spells, whirlwind the notion that D'shar? isa dil\fjne '.‘cons Lruf:t.“ ‘created
: B 2 y by a communal need for purification and justice.

Special Qualities: Air mastery, damage reduction 15/ ; .

magic and chaotic, immunities, im- Tribal society on Asherak holds strongly to no-

proved uncanny dodge, regeneration tions of propriety and justice — two ideas that exist,

10, resistance to fire 20, spell resis- they believe, above and beyond the laws of men.

tance 35, uncanny dodge

Divine Qualities: Demigod's avatar, divine initiative 1,
divine presence, divine puissance 2,
divinesize,divine speed 2, divine sum-
moning, divine telepathy, divine vision

When civilization fails to settle a marter, and true
justice seems fallen by the wayside, tribal folk know to
call upon the Desert Wind

Saves: Fort +27, Ref +31, Will +25
Abilities: Str 25,Dex34.Con 30.Int 18, Wis 23,
Cha 27

Skills: Concentration +45, Diplomacy +26,
Hide +42, Intimidate +43, -
Knowledge (history) +27, " jikn

Knowledge (nature)

+37, Knowl- o v
edge (the. . = o~ 3
planes)+34, . ¢ . L

Knowledge .o

(all others)

+14, Listen +41, Move Si-
lently +42, Sense Motive +41,
Spellcraft+24, Spot +44, Sur-
vival +26

Feats: Awesome Blow, Cleave, Combat
Reflexes, Flyby Attack, Great
Cleave, Improved Bull Rush, Im-
proved Disarm, Improved

TriE. Mobility, Power At- . ",\

tack, Weapon Finesse, *’ﬂt}'- j }

Weapon Focus (slam) i+ 1-&- \
Environment: Any b d{r ;
Organization: Solitary (unique) )
Challenge Rating: 30
Treasure: None
Alignment: Lawful neutral
Domains: Air, Earth, Law, Vengeancetf
Symbol: A small whirlwind or tornado
Advancement Range: ~ None

Though perhaps humanoid in shape, the true
form of this figure is not discerned easily. It shifts
and shimmers like a desert mirage faintly glimpsed
in the distance.
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Hush, Herald of D'shan

Although [’shan employs a herald just like most other deities, few are aware that she exists since
virtually none who have met D'shan’s herald — and realized who and what she is — have lived to
tell the tale. D'shan’s herald is a soul guardian** of great power named Hush, who pledged herself

to the Desert Wind after the Divine War.

Hush believes wholly in the righteousness of her lord, and serves him faithfully to the best of her
ability: to presage the coming of his justice, and to bear witness to the final hours of those whom
D’shan would punish. When her master’s work is done, Hush fulfills her appointed task and escorts

the souls of the fallen to their reward.

SR LR P R T A, W L T

for retribution. One way or another, justice will be
done on Asherak; if not by the laws of man, then by the
hand of D'shan.

Although his work has garnered him a fearsome
and enigmatic reputation, D'shan enjoys genuine rev-
erence (if not outright worship) by the tribes of the
Desert of Onn. This is due to his fierce hatred of the
Flayed God, whom he works tirelessly to thwart.
Indeed, the depredations of that fallen deity would be
far worse in the lands of Asherak were it not for
D'shan’s efforts. Where the Flayed God goes, D'shan
and his minions are sure to intercede, and although the
Flayed God's torment is perhaps great enough already,
he will find no surcease in Asherak so long as the
Desert Wind remains.

D'shan remains unseen unless he wishes to be
seen. Otherwise, he appears as a vaguely humanoid
blur, akin to a floating mirage in the sun-scorched
heat.

Invocation Benefit

If a worshipper of D'shan spends 1 full round
invoking his god, he gains a +1 bonus on any roll
pertaining to the settling of a score or the exacting of
justvengeance. Thiscan include (butisnotlimited to)
attack and damage rolls.

Combat

D'shan is quick to summon the aid of one or more
air creatures in combat. It is interesting to note that he
prefers the aid of titan-spawned or tainted air creatures
such as bane clouds and cloudstings and is rumored to
delight in warching them fight in his name. Although
his worshippers postulate that their god does this to
punish these creatures (why send a lawful or good-
aligned creature into combat when titanspawn will
do?), this practice nonetheless adds to D'shan's al-
ready woeful reputation among some fearful tribesmen.

When moved to engage in combat personally,
D'shan generally employs his whirlwind form.

Spell-Like Abilities: At will — control winds,
dimension door, freedom of movement, greater invisibility,

gustof wind (DC 20), magic missile, persistent image (DC
23), plane shift, wind wall; 3/day — acid fog (DC 24),
elemental swarm, horrid wilting (DC 26), repulsion (DC
25), wall of force. Caster level 18th.

D'shan’s avatar may use any spell from the Air,
Earth or Vengeance domains at will as a spell-like
ability (save DC 18 + spell level). Caster level 35th.
The save DCs are Charisma-based.

Spells: D'shan’s avatar can cast divine spells as a
15th-level cleric with access to the Air, Earth, and
Law domains (save DCs are Wisdom-based). He may
select a spell he wants and cast it without needing ro
prepare any spells. He does not need components or
foci to cast spells.

Cleric Spells (6/T+1/7+1/6+1/5+1/5+1/4+1/2+1/
1+1; save DC 16 + spell level).

Whirlwind (Ex): At will, asafree action, D’shan’s
avatar can take the form of a fierce whirlwind. This is
similar in size and effect to the whirlwind form of an
elder air elemental, except the save DC is 37 where
applicable, and the whirlwind deals 4d6 points of
damage to creatures within it.

Air Mastery (Ex): All airborne foes suffer a
-2 to attack and damage rolls against D'shan.
Due to the tremendous winds that surround him
at all times, D'shan’s avarar cannot be struck by
ranged attacks made by creatures of demigod or
lesser status.

Immunities: D'shan's avatar is immune to air,
earth, and force effects, as well as electricity damage
and ability damage or drain of any kind.

Regeneration (Ex): Chaotic-aligned magic
weapons deal normal damage to D’shan's avarar,
as do spells or effects with the chaotic descrip-
tor. If D'shan's avatar loses part of his body mass,
he can regrow it in 1d6 minutes.

Divine Summoning (Su): Every 1d4 rounds
as a full-round acrion, D'shan's avarar can sum-
mon any creature of 22 HD or fewer that has the
air or earth subtype to serve him for 1 hour. He
can use this ability up to five times per day.
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Avatar—Elamash

Medium Outsider (Ewvil, Extrap|anar. Lawful) De sc nphon

:.:l:::t?a fltz:i& 10.020%) A son of Mormo and an unusually powerful asaatthi

Speed: 60 ft. (12 squares), climb 30 ft. sorcerer from Asherak, Elﬁmash claimed dc}nmmn over

Armor Class: 35 (+7 Dex. +12 natural, +6 deflec- the reprilian and vermin hazards of the Cradle of the
tion), touch 23, flat-footed 28 Gods — scorpions, snakes and crocodiles. His sentient

Base Attack/Grapple:  +20/+26 worshippers were equally unsavory — assassins, torturers,

Attack: Serpent's Tooth +30/+30 melee evil sorcerers and those who make their living by death
(1d6+10/19—20 plus poison) or bite and suffering. Possessing a reptilian appearance himself,

Full Attack ;ig;zﬁ m;le:h(]ig;%%?sgg}s;rgf it is little wonder that Eldmash was known variously as

e ' st i bl Sl the Lizard King and the Lord of Serpents.
;la)ﬁﬁiit’glzoﬂjefgdﬂg I;?ll,s Yer for all his power, Eldmash’s titanic mother re-
poison) garded him as little more than a plaything. Mormo abused

Space/Reach: 5 ft/5 ft. her son cruelly, inflicting all manner of unpleasantness

Special Attacks: Command E’eatttﬂl'e; d%ﬂb‘aﬁaﬁlﬁ‘ Fl'_il- upon him, just as many other titans did to their offspring.
301, Steal allack:+000; Apeiciine When the gods first rebelled against the titans, Eldmash
abilities, spells i e NI i

ShoclOue A ol e o, RSt Thougithenngblypicat el
6/magic, hide in plain sight, immunity no love for e titans and wished nothing more than tosee
to poison, improved uncanny dodge, themdestroyed. Workmgclmeiywd‘x(_:hardun.he played
spell resistance 33, uncanny dodge an important role in the final defeat of the titans.

Divine Qualities: Demigod's avatar, divine initiative 1, Because his base of power wasin Asherak, Eldmash’s
?“::;?\ﬁnir‘;::h;:rf{edlsvg dprls;::z: worshippers suffered in the disaster of the Seraphic
v’isi e ' P i Engri:ile. .ﬁow.lfew 1uulr.sidc OL thi;lt conEtlinent}t]ﬁve ever

% ; eard of him, let alone worship him. Elamash hopes to

i:::w 2?5;2&5 ;?é:n\;fl I;ltg],Wisl 8, change that. He seeks to spread his worship to other
Chal? lands, building for himself a vast flock of followers with

Skills: Balance +9, Climb +27, Escape Artist whom he shall eventually challenge the other gods for
+30, Hide +28, Intimidate +27, Jump dominion overthe Scarred Lands. Unril thatday comes,
*Lq’ K€°':I°d§|e{;gt1ry>+f£ékm{’:;t he bides his time and waits.
edge (nature) +20, Know
p!a?'les] +20, Listen +27, Mo%i, Si- = ";—R
lently +30, Profession _= o -

(torturer) +20, Search
+25, Sleight of Hand
+30,Spot+29, Survival
+14, TEmble +32

Feats: Alertness, CombatExper-
tise, Combat Reflexes,
Dodge, Improved
Initiative,
Mobility, =g
Spring At-
tack

Environment: Any

Organization: Solitary (unique)

Challenge Rating: 25

Treasure: Standard

Alignment: Lawful evil

Domains: Destruction, Evil, Law

Holy Symbol: An asp

Advancement Range: ~ None

Level Adjustment: — P

The humanoid creature is wll and fear- = 3
some-looking, with a powerful build. It is covered i reptil-

(e

ian scales and has a snake-like head, red eyes,, clawed hands

and a thick tail.
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Invocation Benefit

APPENDIX: GATHERED LORE

A worshipper of Elimash who spends 1 full round
invoking the demigod receives a +1 bonus to rolls that
involve stealth, inflicting pain, or attack by surprise (in
effect, a bonus to any attack roll against a foe who is denied
its Dexterity bonus). Alternately, the invocation can
impose a —1 penalty on a foe’s next save against a poison
attack by the worshipper.

Combat

Eldmash is a violent being who enjoys spread-
ing pain and suffering. He is also quite intelligent
and does not act without forethought. He realizes
that he is more likely to succeed in his ultimate
goals if he bides his rime and chooses his path
wisely. Consequently, he prefers to attack from a
hidden position, surprising his enemies and taking
advantage of their momentary weakness. Eldmash
especially enjoys using his assassin’s abilities and
Serpent’s Tooth and/or his poisonous bite.

Command Creatures (Su): Eldmash's avatar may
rebuke or command any animals, magical beasts or
vermin that are either reptilian orarachnid in nature, as
an evil 20th-level cleric rebukes or commands undead.

Poison (Ex): Injury, Fortitude DC 28; initial
damage 1d6 Con, secondary damage 2d6 Con. The
save DC is Constitution-based.

B L b
Serpent’s Tooth (Minor Artifact)

Description: Elimash’s avatar’s weapon re-
sembles a short sword made from yellowish bone. It
drips a viscous, foul-smelling poison.

Powers: Any creature struck by this +4
serpentsteel short sword must succeed ar a DC 21
Fortitude save or die (and must save again | minute
later). In addition, while using this blade, the DC of
an assassin’s death attack is increased by 2.

AT A I AT YA

aspell-like ability (save DC 14 + spell level). Caster level
20th. The save DCs are Charisma-based.

Spells: Elimash’s avatar can cast arcane spells as
a 20th-level assassin (save DCs are Charisma-based).
He may select a spell he wants and cast it without
needing to prepare any spells. He does not need
components or foci to cast spells.

Assassin Spells (5/4/4/4; save DC 14 + spell level).

Assassin Abilities: Elimash’s avatar possesses all
assassin class features as a 20th-level assassin, except those
thatdeal with poison (since he isimmune to poison):sneak
attack +9d6, death attack (Fort DC 30), uncanny dodge,
improved uncanny dodge, hide in plain sight.

Immunities (Ex): Elimash’s avatar is immune to

Spell-Like Abilities: Elimash's avatar may use any

spell from the Destruc

tion, Evil or Law domains at will as

all poisons, whatever their origin.

Skills: Eldmash’s avatar has a +8 racial bonus on
Climb checks. He can always choose to take 10 on
Climb checks, even if rushed or threatened.
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Avatar—Flayed God, The

Medium Outsider (Chaotic, Evil, Extraplanar)

Hit Dice: 20d8+240 (400 hp)

Initiative: +3

Speed: 50 ft. (10 squares), burrow 50 ft.

Armor Class: 33 (+3 Dex, +14 natural, +6 deflec-
tion), touch 19, flat-footed 30

Base Attack/ G’q}plﬂ: +20/+31

Attack: Tonguelash +36 melee (1d4 Con plus
1d4 Cha) or claw +31 melee (1d6+11
plus 1d6 Cha drain and 1d4 Con)

Full Attack: Tonguelash +36/+31/+26/+21 melee

Space/Reach:
Special Attacks:
Special Qualiti

Divine Qualities:

(1d4 Con plus 1d4 Cha) or claw +31/
+26/+21/+16 melee (1d6+11 plus 1d6
Cha drain and 1d4 Con)

5 ft./5 ft. (10 ft. with Tonguelash)
Charisma drain, Constitution damage.
sandstorm, spell-like abilities, spells
Absorb health, damage reduction 6/
magic, rebuke outsiders and undead,
spell resistance 33

Demigod’s avatar, divine empower-
ment |,divinefavor | divine knowledge
1, divine language, divine presence,
divine protection 2, divine vision
Fort +24, Ref +15, Will +14

Str 33, Dex 16, Con 35, Int 20, Wis 14,
Cha2s

Skills: Balance +13, Climb + 21, Concentration
+35, Heal +12, Hide +23, Intimidate
+30, Jump +31, Knowledge (arcana,
the planes) +25, Knowledge (religion)
+20, Listen +12, Move Silently +13,
Search +20, Sense Motive +22,
Spellcraft+30, Spot +22, Survival +12,
Use Magic Device +27

Feats: Dodge, Empower Spell, Mobility,
Power Attack, Quicken Spell, Spring Attack, Widen Spell
Climate/Terrain: Any

Organization: Solitary (unique)

Challenge Rating: 25

Treasure: None

Alignment: Chaotic evil

Domains: Chaos, Destruction, Evil
Holy Symbol: A scourge

Advancement Range: None
Level Adjustment: —

The figure is the size of a man, moving with a shambling
gait that speaks of enormous pain and discomfort. It is swathed
m tattered rags, and what can be seen of its body is terrible —
its skin is rent with sores, great smps of flesh are tom away
revealing bone and muscles, and what remams of its face bears
an expressiom of indescribable agony, rage and hatred.
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Description Combat

When the horrendous energies of the Seraphic Unlike many deities, the Flayed God sends his
Engine devastated the once-verdant continent of avatar to engage in combat with mortals on a regular
Asherak, many of the local demigods and powers were basis, seeking flesh and souls to alleviate his pain.
caught in the surge. A great number were obliterated Though he gains the greatest benefit from those he
utterly. Most of those who were not owe their survival ravages with his own hands, he often wields the great
to the actions of the eight major gods, who rescued scourge Tonguelash, striking foes at range in hopes of
their lesser cousins from the desolation. crippling them before they can put up a fight; he does

Some were not fortunate enough to be either rescued not use Tonguelash for too long, though, as he gains hit
or destroyed, including the hideous being today known points only by attacking foes with his claws.
only as the Flayed God. Who or what this entity once was The Flayed God's avatar prefers straightforward
is unknown. He is the most pitiable and the most conflict, but can employ complex strategy and schemes
horrifying of creatures; an immortal too toobrain hisobjectives. He uses offensive spells
badlv injured ever to heal, yet only when faced with combatants he
unable to die. He exists in a = feels may be too tough for close-in

sea of constant torment,
violated by physical and

fighting, or when thinning out the
numbers of a vastly superior foe.

spiritual wounds that will Charisma Drain (Su):
never close. Living creatures hit by the

The Flayed God's Flayed God'savatar'sclaw at-
true form isunknown; tack take 1d6 points of
hisavatarsdifferfrom Charisma drain. For each

incarnation to incar-
nation, but all clearly :
suffer the ravages of f "
somehideouswound, 4% :
or perhaps some dis- & "
ease. All bearmassive Il
scars, deformities, and
other signs of suffering.
Some are covered in scar
tissue; othersareskinless, their

point drained in this way,
the Flayed God gains 2

m el temporary hit points.

W Constitution Damage

N\
A } (Ex): Living creatures hit by
K40

the Flayed God's avatar's claw
‘ " . . \
7/

attack must succeed at a DC
31 Fortitude save or take 1d4
pointsof Constitutiondam-
age. The save DC is

¥
U,

musculatureexposedtotheblaz- TS Constitution-based. With
ing sun and blowing sands. I i each successful attack, the
The Flayed God has dis- { Flayed God heals 5 hit points.

covered that he can alleviate his
pain and anguish temporarily by
using parts of mortal creatures to bandage
and staunch the wounds of his avatar. This
means not only stealing the skin or flesh of §
other beings, but also portions of their | flesh from a living being. This affect
souls. Those mortals unfortunate enough manifests in a hemisphere (at ground
w encounter the Flayed God's avatar as W\ ' . level) orasphere (ifhigher than ground

Sandstorm (Sp): In any
area of substantial sand, such as
* a desert or a beach, the Flayed
God'’s avatar can whip nearby par-
ticlesintoawhirlwind capable of stripping

he wanders rarely survive to tell the /. :._..' - = B\ y  level) ina30-foot radius around the
tale, and those who do are never “giey SN target point. This ability is other-
trulv whole again. B "\ wise identical to a blade barrier
Invocation Benefit ] : _ spell cast by a 20th-level cleric.
Hideousasthenotion 48 : ! : Vil Spell-Like Abilities: The

may be, some few mad /i
individuals worship the
Flayed God as asource of
power and bringer of de-
struction. Priests who
spend 1 full round invok-
ing him receive a +1 bonus
on all Fortitude and Will saves made in the next round.

' ) any spell from the Chaos, De-
|| struction or Evil domains at
\ will as a spell-like ability
(save DC 17 +spelllevel).
Caster level 20th. The
\ save DCs are Cha-
e risma-based.

h'r?l\ Flayed God’s avatar may use
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Spells: The Flayed God's avatar can cast arcane
spellsas a 1 Tth-level sorcerer (save DCs are Charisma-
based). He may select a spell he wants and cast it
without needing to prepare any spells; he may apply
any metamagic feats he knows as a free action, by
casting the spell at the appropriate modified level. He
does not need components or foci to cast spells.

Sorcerer Spells (6/8/8/8/7/7/7/7/4; save DC 17 +
spell level).

Rebuke Outsidersand Undead (Su): The Flayed
God may rebuke or command undead and outsiders as
an evil 20th-level cleric rebukes or commands undead.

Absorb Health (Ex): The Flayed God’s avatar
uses the flesh of others to heal himself, as a normal
person would use bandages. As a full-round action, he
may attempt a DC 15 Heal check to rear a suitable strip
of flesh from a helpless foe, dealing 2d6 points of
damage in the process. Asamove action, he may apply
this torn flesh to his own skin. This heals the Flayed
God's avatar a number of hit points equal to the
damage he dealt in stripping the skin.

The avatar can use flesh stripped by his scourge,
Tonguelash, gaining 2 hit points for each point of
Constitution and 1 hit point for each point of Cha-
risma damage dealt by Tonguelash in that wound. For
instance, if the Flayed God hitsa victim with Tonguelash

APPENDIX: CATHERED LORE

ARV R AR
Tonguelash (Minor Artifact)

Description: Tonguelash appears to be a thick
leather lash, stiffer and less flexible than a normal
whip. It is made up of strips of leather taken from the
flesh of sentient creatures, and empowered with the
Flayed God's own pain.

Powers: Tonguelash strikes as a +5 spiked chain
(and thus has a 10-foot reach), although it is wielded
as a whip. Rather than dealing 2d4 points of damage,
however, it strips flesh from its target, dealing 1d4
points of Constitution damage and 1d4 points of
Charisma damage per strike. Death ward and similar
effects do not prevent this damage.

Due to the lash's connection with the Flayed
God, he may use the flesh it strips from its victims to
cure himself with his absorb health ability.

D T

for 3 points of Constitution and 2 points of Charisma
damage, he may use the flesh from that wound to heal
(3 x 2 +2 x 1 =) 8 hit points of his own damage.

The Flayed God's avatar may gain hit points in
excess of his normal total in this fashion; excess hit
points fade at the rate of 1 point per hour. A “flesh
bandage” must be applied no more than 10 rounds
after the avatar caused the wound to acquire it.
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Avatar—Gamgal

Medium Outsider (Extraplanar, Lawful) Feats: CraftRod, Improved Initiative, Power
Hit Dice: 26d8+156 (364 hp) Attack, Quicl en Spell, Sacred De-
Iritistive: +10 fender], Scribe Seroll, Silent Spell,
Speed: 60 Ft. (12 squares), fly 120 ft. (perfect) ) Still Spell, Spell Focus (necromancy)
Armor Class: 35 (+6 Dex, +10 natural, +7 deflec- Ermrorlmnt' A"),’ 3
tion), touch 25, flat-footed 27 Organization: Solitary (unique)
Base Attack/Grapple:  +26/+29 Challenge Rating: 2
Attack: Mace of Everfasting Repose +35 me-  17easure: Double standard
lee (1d8+9) Alignment: Lawful neutral
Full Attack: Mace of EverlastingRepose+35/+30/  Domains: Death, Law, Travel
+25/+20 melee (1d8+5) Holy Symbol: An archway
Space/Reach: 5Fft/5 ft. Advancement Range: ~ None
Special Attacks: Endthe cycle, spell-like abilities, spells, ~Level Adjustment: -
turn undead (+2 turning checks) { This feat is found in Player's Guide to Clerics and Druids.
Special Qualities: Flight, spell immunity, spell resistance
35 The being is a mummy in perfect condition — its
Divine Qualities: Demigod's avatar, divine creation 4, wrappings are neat and clean, and it regards you with piercing
divine knowledge 2, divine language, anes: 0t b Bocoratsd it oy uliberans ke 1
divine protection 3, divine size, divine Jes: i o S HHED
telepathy, divine vision pectoral, and other ancient and exotic finery.
Saves: Fort +21, Ref +21, Will +23 oy
Abiltes: Str17,Dex22,Con23, k24, Wis27,Cha30  D€SCOPHION
Skills: Concentration +35, Diplomacy +37, Gamgal is the lawful aspect of the greater being

Hide +35, Intimidate +37. Knowledge
(arcana) +36,Knowledge (architecture
andengineering) +36, Knowledge (his-
tory) +36, Knowledge (religion) +36,
Knowledge (the planes) +36, Move Si-
lently+35,Listen+37,Search+22 (+24
secret doors), Sense Motive +37,
Spellcraft +38, Spot +37, Survival +21

known elsewhere as Nemorga, the Gatekeeper of the
Dead. In Asherak, “the Ne Morga” was known and
revered as an entity as much beyond the pods as they were
beyond mortals. Yet his nature was ineffable and beyond
ordinary worship. Thus, the Ne Morga was worshipped
separately in various aspects—each representing asingle
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Mace of Everlasting Repose (Minor Artifact)
Description: Gamgal’s weapon is a large, heavy-headed mace on a slender shaft, almost comical in
appearance. It is forged from a silvery metal that catches the sunlight and sparkles with divine energies.
Powers: This weapon functions as a +6 axiomatic heavy mace of disruption; the Will save DC for its disruption effect

is 19. Three times per day, it may project the spell searing light at the caster's command (caster level 15th; save DC22).
PSS NP PR T T R IR P R

fearure of hisinfluence—to whom the people of Asherak
dedicared temples and offered sacrifices.

Gamgal is the aspect of the Ne Morga that holds
dominion over the practice of embalming and is revered
as the protector of the physical remains of the dead.
Along with Sarhari, he is also one of the custodians of
the secret that ended the cycle of death and rebirth.
Thanks to Gamgal, the gods could free their devotees
from the eternal cycle imposed by the titans and ensure
them a final reward in their own realms after death. In
the aftermath of the Divine War, it is easy to underes-
timate the importance of this secret, but it was once a
most potent weapon in the battle against the titans.

Gamgal is unknown outside of Asherak, since the
arts of mummification are uncommon elsewhere in
the Scarred Lands. On that continent, he remains an
integral part of religious rituals. Nearly all in-

habitants of Asherak pay him some homage, R\
if only at the time of their deaths. ‘\\ .
; ' A w-'
Invocation Benefit .

0

Worshippers of Gamgal
whospend 1 full round invok-
ing the demigod gain a +1
bonus on any tuming check
or turning damage roll, or on
any skill check related to Wi

death, dying, embalming, <
K

burial practices, etc., as long %: X
as the roll or check occurs S
within 3 rounds of invoking —
. &
Gamgal. I ‘-,_‘-’__y_l‘
= =g |
Combat Bl Z 4
Gamgal avoids combat {%:;\ ;
when possible, except whenhe ! '
encountersundead, particularly
of the corporeal kind: Gamgal .

considers these beings an af-
front to his authority as
protector of the dead and

makes every effort to desrrm"):!n(- ..;:‘
them. He uses his ability to I_?J

tun and rebuke undead to
eliminate all but the most pow-
erful of these abominations, and
those thatremain heattackswith
his spells or his Mace of Everlast-
g Repose.
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<)
el Tﬁ?}
——

CPIEF SEEE S )
" f A
= 75 N
— /?-:-— w e z
RGOS '

End the Cycle (Su): At will, Gamgal's avatar can
prevent a creature from ever being reincamated or raised,
ending its ability to participate in the cycle of rebirth that
was once common on Scarn. This ability functions as the
spell soul bind, except that the target’s soul journeys to
Gamgal'shome plane, tospendeternity there. A successful
DC 33 Will save is required to resist this ability. The save
DC is Charisma-based.

Spell-Like Abilities: Gamgal's avatar may use
any spell from the Death, Law or Travel domains at
will as a spell-like ability (save DC 21 + spell level).
Caster level 26th. The save DCs are Charisma-based.

Spells: Gamgal’s avarar can cast divine spells as a
20th-level cleric with access to the Death, Law and
Travel domains (save DCs are Wisdom-based), and
arcane spells as a 16th-level sorcerer (save DCs are
Charisma-based). He may select a spell he wants and
cast it without needing to prepare any spells; he

may apply any metamagic feats he knows as a free
action, by casting the spell at the
appropriate modified level. He
does not need components or foci
to cast spells.

Cleric Spells (6/5+1/5+1/5+1/
5+1/5+1/4+1/4+1/4+1/4+1; save
DC 18 + spell level)f.

L Sorcerer Spells (6/9/9/8/8/8/8/
. 6/4; save DC 20 + spell level)t.
¥ Because of Spell Focus (nec-
romancy), the save DC for
Gamgal’s avatar's necromantic
cleric spellsis 19 + spell level, and
his necromantic sorcerer spells 21
—— +spell level.
Turn Undead (Su): Gamgal's
avatar may turn or destroy undead
any number of times per day, as a
20th-level cleric.
Flight (Ex): Gamgal's avatar
can cease or resume flight as a free
/i - actiom.
= Spell Immunity (Su):
' Gamgal'savatar cannot be affecred
by any necromancy spell or spell-
like or supernatural ability cast by
a being of demigod or lesser status
unless he wills it.

[

o
-

-
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Avatar—Immatuk

Medium Outsider (Extraplanar, Lawful)

Hit Dice: 22d8+132 (308 hp)

Tnitiative: +5

Speed: 60 ft. (12 squares)

Armor Class: 31 (+5 Dex, +10 natural, +6 deflec-
tion), touch 21, flat-footed 26

Base Attack/Grapple: +22/+25

Attack: 55 dagger +30 melee (1d4+8/19—

0)

Full Attack: +5 dagger +30/+25/+20/+15 me-
lee (1d4+8/17-20)

Space/Reach: 5 ft./5 ft.

Special Attacks: Spell-like abilities, spells

Special Qualities: Damage reduction 6/magic, inher-

ent knowledge, power of text, spell
resistance 34

Demiged’s avatar, divine creation
2, divine knowledge 5, divine lan-
guage, divine protection 2, divine
telepathy, divine vision

Fort +19, Ref +18, Will +23

Str 16, Dex 21, Con 22, Int 31, Wis
30, Cha 23

Appraise +21, Bluff +26, Concen-
tration +31, Craft (alchemy) +35,
Craft (calligraphy) +35, Craft
(bookbinding) +30, Craft (painting)
+21,Craft (weaving) +21, Diplomacy
+32, Disable Device +30, Disquise
+22 (+24 acting), Forgery +35,
Gather Information +24, Heal +26,
Intimidate +8, Listen +32, Per-
form (dance) +17, Perform
(oratory) +17,Perform (sing) +17,
Perform (string) +17, Search +32
(+34 secret doors), Sense Motive
+32, Sleight of Hand +23,
Spellcraft+37, Spot +32, Use Magic
Device +22

Chain Spellf, Empower Spell, En-

Divine Qualities:

Saves:
Abilities:

Skills:

Feats:

large Spell, Heighten Spell, |

Improved Spell Capacity (10th;
wizard), Improved Spell Capacity
(11th; wizard), Quicken Spell, Spell
Penetration
Environment: Any
Organization: Solitary (unique)
Challenge Rating: 26
Treasure: Standard
Alignment: Lawful neutral
Domains: Knowledge, Law, Magic
Holy Symbol: A scroll
Advancement Range:  None
Level Adjustment: —

The figure is a beautiful
dark-haired woman in scholar’s
robes, etching a parchment scroll
with a quill pen. She bears an
expression of kindness, curiosity
and intelligence.

APPENDIX: GATHERED LORE

Description

Immatuk is the demigoddess of writing, math-
ematics, architecture, libraries and letters — and thus,
by extension, of wizardry. Born the daughter of Hedrada
and an unknown mother, Immatuk was an important
deity from her inception, for the people of Asherak
recognized her as a teacher of great wisdom. They
erected elaborate temples to her name and, in return
for their worship, were granted the secrets of literacy
and mathematics. Asherak’s pictographic script was a
divine gift from Immatuk and formed the basis for
magics unknown elsewhere on Scam.

During the Divine War, Hedrada spirited her
away to his home plane for her protection against the
titans’ torment. Immatuk’s disappearance had an ad-
verse effect on Asherak, however, and may well have
contributed to the detonation of the Seraphic Engine.
Likewise, rebuilding the continent's civilization was
undoubtedly slower because of her absence and the
temporary impediment to magic that it caused.

Immatuk returned to the
Scarred Lands a decade after
\ the conclusion of the

\ Titanswar and dedicared
BN herself to aiding her wor-
shippers in rebuilding the
shattered continent of
Asherak. Some of her
followers have traveled
to other continents in
recent times to spread
the wisdom of their mis-
tress, including her
unique system of magic.

Invocation

Benefit

Worshippers
who spend 1 full
round invok-

i n g
Immartuk
gain a +1
bonus on any one Knowledge
check or to any skill check that
involves mathematics, design,
construction or writing.

Combat

To mortal knowledge,
Immatuk has never been engaged in
combat — she has always been able
to use diplomacy and wit to avert
conflict (when she was not coddled
and protected by her father).
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Should she ever be forced to fight, Immatuk’s
avatar will do so defensively. She will not use any
spells that result in death or destruction, even against
chaotic and evil foes. Instead, she would use her great
wit and wisdom to trick her foes or find ways of
banishing them to other locales where they cannot
harm her or anyone else. If this is not possible, she
would incapacitate her opponents. She will kill only
with great relucrance, and only if an enemy is so
determined to wreak destruction that no other oprion
is available to her.

Spell-Like Abilities: Immatuk's avatar may
use any spell from the Knowledge, Law or Magic
domains at will as a spell-like ability (save DC 16
+ spell level). Caster level 22nd. The save DCs are
Charisma-based.

Spells: Immatuk's avatar can cast divine spells as
a 1 7th-level cleric with access to the Knowledge, Law
and Magic domains (save DCs are Wisdom-based),
and arcane spells asa 22nd-level wizard (save DCs are
Intelligence-based). She may selecr a spell she wants
and cast it without needing to prepare any spells; she
may apply any metamagic feats she knows as a free
action, by casting the spell at the appropriate modi-
fied level. She does not need components or foci to
cast spells.
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Cleric Spells (6/8+1/8+1/7+1/7+1/6+1/6+1]
4+1/3+1/2+1; save DC 20 + spell level).

Wizard Spells (4/7/7/6/6/6/6/5/5/5/2/1; save DC
20 + spell level).

Inherent Knowledge (Su): Immatuk’s avatar
has the bardic knowledge ability of a 20th-level
bard (check bonus +32). Up to three times per
round, she can make any Knowledge or Spellcraft
check as a free action if the DC for the task is 20 or
below.

Power of Text (Su): Immatuk’s avatar knows
the contents of any book, scroll, codex, or other
written text that exists anywhere in the Scarred
Lands. She need not have the text in her possession
nor even have seen it, but merely thinks of the
knowledge in question to know the contents of any
relevant rext.

Alrernately, Immartuk’s avatar can grant a small
portion of her knowledge to any mortal she chooses,
merely by touching him. This grants the touched
being a number of ranks in any one Knowledge skill,
up to a maximum number equal to twice his HD + 3,
or 20 ranks, whichever is higher. This boon lasts for
24 hours, after which time it fades and the mortal has
no memory of whar he knew while under the effects
of the abiliry.
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Avatar—Jandaveos

Medium Outsider

Hit Dice: 22d8+86 (264 hp)

Initiative: +19

Speed: 120 ft. (24 squares), climb 120 ft.
Armor Class: 55 (+11 Dex, +25 natural, +7 deflec-

tion), touch 30, flat-footed 44

Base Attack/Grapple: ~ +22/+23

Attack: +4 keen throwing rapier of returning
+37/+37 melee or ranged (1d6+5/15
- 20)

Full Attack: +4 keen throwing rapier of returning
+371+37/+321+27/+22  melee
(1d6+5/15 - 20)

Space/Reach: S5H./Sft.

Special Attacks: Symphony of war, spells

Special Qualities: Symphony of life, glamour, damage
reduction 7/magic

Divine Qualities: Demiged’s avatar, divine creation 2,
divine empowerment 3, divine lan-
guage, divine protection 3, divinesize,
divine speed |

Saves: Fort +17, Ref +24, Will +18

Abilities: Str12,Dex 32, Con 18, Int 24, Wis 20,
Cha 36

Skills: Balance +36, Bluff +38, Concentra-

tion +24, Craft (alchemy) +15, Craft
(woodworking) +14, Diplomacy +38,
Disquise +23, Escape Artist +17,
Gather Information +28, Hide +20,
Jump +14, Knowledge (arcana) +27,
Knowledge (history) +27, Knowledge
(planes) +18, Knowledge (religion)

+27, Listen +10, Move Silently +36,
Perform +38, Sense Motive +17,
Sleight of Hand +36. Spelleraft +32.
Spot +10, Swim +6, Tumble +16

Feats: Craft Wondrous Item, Empower Spell,
Forge Ring, Heighten Spell, Quicken
spell, Seribe Scroll, Spell Focus (illu-
sion), Weapon Finesse

Environment: Any, but usually the elven nations of
Termana

Organization: Solitary (unique)

Challenge Rating: 26

Treasure: Double standard

Alignment: Always chaotic good

Domains: Chaos, Knowledge, Magic, Trickery

Favored Weapon: Rapier

Advancement Range:  —

Level Adjustment: —

The being before you appears elven, but with a sense of
ageless elegance and wisdom even the oldest elves could not hope
to match. He is tall, lithe and graceful. An omate rapier hangs
at his side, but he atherwise seems clad for celebration, not war.

Description

The return of the god Jandaevos has wrought
incredible change in the society of the formerly-
forsaken elves, One of the most significant is the

return of his clergy and even the occasional mani-
festation of Jandaevos himself.
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Jandaveos reborn emanates a subtle radiance,
clearly divine and yet hauntingly familiar. The once-
dead god renews the hopes and dreams of those he
encounters, offers wisdom to those he counsels, and —
through his loyal followers — enlivens the world
around him. Even those who hate and fear him cannot
help but respect the passion with which he has taken
to his new life, and proponents of elven superiority
must concede that the elven god has been most gener-
ous to even his non-elven followers.

Like many of his good-aligned brethren, Jandaveos
truly loves his people. More than this, he treats them
as his peers, preferring the company of equals rather
than subordinates. Even so, it is not easy for those who
lack divine natures themselves to address the god in
familiar, rather than worshipful, terms.

Jandaveos delights in chicanery, using tricks to
teach and inspire growth rather than for malicious
ends. He sometimes assumes the guise of a trusted
friend or a dire enemy and uses his target’s reaction
to the disguise to teach some valuable lesson. He is
fond of combining disguises and illusions to teach
people the price of rage, hatred or vengeance,
stripping them of everything before re-
vealing it all to be an illusion of whar
mighr be.

Jandaveos likewise adores both art-
istry and war — like his elven people, he
sees no distinction between the two. His
expertise with musical instruments is un-
matched, his skill with blade and bow not far
behind.

Much of theelven god's time is devoted
to creating his astral realm, as well as to
aiding in the restoration of his long-for-
saken people.

Invocation Benefits

A follower of Jandaveos who
spends one full
round in prayer
may increase
his effective
caster level by +1 on the next spell he
casts, or may instead gain a +1 to any
saving throw against a spell or spell-like
ability. He may raise this bonus by mak-
ing an extended invocation over several
turns, to a maximum of +3.

Combat

True to his old ways (and despite
the fact they contributed to his un-
doing), Jandaveos wades into battle
alongside his followers. Despite his wealth of power
and insight, the elven god prefers to take a “back seat”
approach to warfare, adhering willingly to battle plans
drawn up by others, even non-deities. Some believe

—
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Jandaveos does this to maintain his part of the Divine
Truce, allowing him to claim that any direct action he
takes is simply an extension of his followers' actions.
Others believe that Jandaveos does not wish his fol-
lowers to grow too dependent upon him so that they
are not left defenseless should he fall again some day.

Symphony of War: Jandaveos picks up on
the rhythm of a specific foe's style if he can study
that adversary for at least three rounds. Jandaveos
then gains a +20 insight bonus to all atrack rolls
and a +20 insight bonus to Armor Class relating
to this opponent. This power does not work
against other deities or beings of comparable
power.

Jandaveos can also pick up anything, be it
bramble twig or iron pan, and wield it as a +4
weapon. The item retains its +4 bonus for 4d12
hours after he discards it. (Treat the item as a
club or greatclub, to which

Jandaveos may apply his Weapon
Finesse fear.)
Symphony of Life:
Jandaveos has the bardic
musical abiliries and
the bardic knowl-
edge of a 20th-level
bard. In addition, he
can make himself heard
out to adistance of 1 mile,
and may choose which tar-
gets in that area to affect.
His divine voice defeats
physical barriers and magi-
cal hindrances from all save
deity-level ef-
o fects.
' He can
also pick up
anything, be it a
blade of grass or a
snail’s shell, and play it
as a +4 musical instru-
ment. This “instrument of
life” becomes a minor
magical item for 4d12
hours after he discards ir,
conferring its +4 bonus to
all Perform rolls to any
who use it.

Glamour: Jandaveos
may weave a panoply of il-
lusions, including physical
;’q Y objects, living things, emo-

1 tions, memories and spells.
- Those who fail to see
_ through them (DC 41 Will

save) must suffer or enjoy
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the effects in their entirety as though they were
real Jandaveos cannot contravene a basic law of
reality (such as reversing gravity), but he can bend
“common wisdoms” by no small degree (making
pigs fly, or turning an aged man into a youth, for
instance). He can enforce his glamour upon any-
thing he senses (usually sees); the effects linger
until the next sunrise or are otherwise dispelled.

Legend has it that Jadaveos’s illusions can be
made permanent and truly real by performing a
secret ritual that also uses a drop of Nalthalos's
blood (for he governs the death of all things), and
a tear from Denev (for she governs the birth of all
things).

Spell-like Abilities: Jandaveos can cast any
spell from the domains of Knowledge, Magic, and
Trickery at will as a 20th-level cleric.

T T N N Y L AR

Spells: Jandaveos casts divine spells as an
18th-level cleric with access ro the Knowledge,
Magic, and Trickery domains (save DCs are Wis-
dom-based), and arcane spells asa 20th-level wizard
(save DCs are Intelligence-based). He may select
a spell he wants and cast it without needing to
prepare any spells; he may apply any metamagic
feats he knows as a free action, by casting the spell
at the appropriate modified level. He does not
need components or foci to cast spells, although he
must still gesture and speak as required for the
spell.

Cleric Spells (6/7+1/6+1/6+1/6+1/5+1/4+1/
3+1/3+1/2+1; save DC 18 + spell level).

Wizard Spells (4/6/6/6/5/5/5/5/4/4; save DC 20
+ spell level).
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Avatar—Kadeshu

Gather Information +32, Heal +30,
Intimidate +30, Knowledge (arcana)
+30, Knowledge (geography) +30,
Knowledge (local) +30, Knowledge
(religion) +30, Listen +30, Move Si-
lently +33, Search +30, Sense Motive
+30, Spellcraft +32, Spot +30

Feats: Dodge, Deflect Arrows, ImprovedUn-
armed Strike, Mobility, Quicken Spell,
Run, Spell Focus (transmutation),

Spring Attack
Environment: Any
izati Solitary (unique)
Challenge Rating: 25

Medium Outsider (Extraplanar) Treasure: Standard

Hit Dice: 20d8+160 (320 hp) Alignment: Neutral

Tnitiative: +18 Domains: Gateways{t, MissionaryT, Travel

Speed: 80 ft. (16 squares), fly 180 ft. (per-  Holy Symbol: A sunrise
fect) Advancement Range: ~ None

Armor Class: 35 (+10 Dex, +7 natural, +6 deflec-  Level Adjustment: —
tion), touch 26, flat-footed 25

Base Attack/Grapple: ~ +20/+25 Though it is clear that this is no ordinary mortal, the

Attack: +5 warhammer +30/+30 melee beingresembles a handsome human male of noble bearing,

EllA (1;&]?.;:)(3) . clad in a richly-embroidered tunic. He carries a short

ttack: +5 warhammer +30/+30/+25/+ ; g ; -
+15 melee (1d8+10/x3) scepter inscribed with a stylized rising sun.

Space/Reach: 5f/51. Sl

Special Attacks: Spell-like abilities, spells Desmph o _ _

Special Qualities: Damagereduction 6/magic, flight, im- Kadeshu is an aspect of the mysterious Ne
munities, instantaneous travel, Morga, in this case the being's neutral face. Kadeshu
regeneration 10, see beyond, spell has a special responsibility over travelers, gates and

- X RS 33 .. new beginnings. He has long been important in

Divine Qualities: g.ef“'gﬁd sw?v:tar:?d:l?lqe 'mt':twt‘_z L Asherak, where he was once worshipped as the
2l‘v‘;:_1:imm5iz:‘ a'isvir; eI:;)nerirt ed‘i:v:?}g “Messenger of the IGods'.' :f(}r his role in warning
telepathy, divine vision, divine lan- people of the coming Divine War. Kadeshu also
guage oversaw the construction of monuments and build-

Saves: Fort +20, Ref +22, Will +17 ings. Rulers and priests invoked his name to bless

Abilities: Str21,Dex 30,Con 27, Int 25, Wis 24, any new effort they underrook.

Skills (éha 25t tion +31, Diplomacy +32 During the Titanswar, Kadeshu's followers

: oncentration +31, Dip +32,

served as messengers and mediators among the
divine armies, creating several orders of itinerant
monks who traveled across Asherak to provide
information and intelligence during the conflict.
These orders survived the Divine War and turned
their attentions to other roles, including the re-
building of Asherak. They also took up the vocation
of explorers, seeking out new lands and helping to
reconnect the disparate peoples of Scarn.

In recent years, Kadeshu’s worship has become
more important in Asherak. His priests oversee
many civic construction projects. They also act as
advisors to rulers seeking to restore their realms in
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the aftermath of the Divine War. This has placed prepare any spells; he may apply any metamagic

Kadeshu's priests in important political positions feats he knows as a free action, by casting the spell

throughout the continent. .. which some of the less at the appropriate modified level. He does not need

pious among them have exploited for their own components or foci to cast spells.

ends. Sorcerer Spells (6/8/8/8/7/7/7/7/5/3; save DC
Invocation Benefit 17 + spell level)3.

f Because of Spell Focus (transmutation), the
save DC for Kadeshu's avatar’s transmutation spells
is 18 + spell level.
Flight (Ex): Kadeshu’s avatar can cease or
resume flight as a free action.

Kadeshu worshippers who spend 1 full round
invoking the god gain a +1 bonus on their next roll
regarding travel, determining direction,
geographic knowledge, or similar
checks. Alternately, the worshipper
gains a +10% bonus on his next roll
on the teleport spell rable.

Combat

Kadeshu engages in combatonly
to defend others. His weapon is a
+5 warhammer. He cares little
about his own protection, as
he is immune to most forms
of damage. He fights with
great vigor, using the most
powerful spells that he can to
defeat his opponents. Kadeshu
stops short of instant death-
dealing spells unless he is
presented with no other op-
tion. He is more likely to use
instantaneous travel abilities
to escape under such circum-
stances. He is also uses these
abilities to aid rhose whom
he favors.

Spell-Like  Abilities:
Kadeshu's avatar may use any
spell from the Gateways, Mission-
ary or Travel domains at will as a
spell-like ability (save DC 17 +
spell level) as a 20th-level caster.
The save DCs are Charisma-based.

Spells: Kadeshu's avatar can cast
arcane spells as an 18th-level sorcerer
(save DCs are Charisma-based), and
may also cast spells from the Gateways,
Missionary and Travel domains as if they
were sorcerer spells. He may select a spell
he wants and cast it without needing to

Immunities (Ex): Kadeshu's avatar is im-
mune toall spells from the Gateways, Missionary
and Travel domains, unless he chooses to be
affected by them. He is also immune to any spells
cast by beings of demigod or lesser status that
would impede or prevent his movement,
such as (but not limited to) slow, hold

monster and dimensional
7 anchor.

Instantaneous
Travel (Su): At will,
Kadeshu's avatar can
transport himself and up
to 100 other Medium beings,
or the equivalent, to any location
on Scarn. The only restriction is
that Kadeshu's avatar and those who
travel with him must pass through a
gate, door or other portal. Even a make-
shift or impromptu gate will suffice, but
it must be present for this ability ro
function.

Regeneration: Chaotic- or lawful-
aligned weapons deal normal damage
to Kadeshu's avatar, as do spells or

effects with the chaotic or lawful de-
scriptor. If Kadeshu's avatar loses part
of his body mass, he can regrow it in
2d6 minutes. Holding the severed por-
tion against the mass causes it to
reattach instantly.

See Beyond (Su): Kadeshu's ava-
tar may locate and see what lies beyond
any door, gate, window or other por-
tal anywhere in the Scarred Lands.
This sight extends to magical or pla-
nar gates as well.
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Avatar—OQOtossal

Medium Outsider (Chaotic, Evil, Extraplanar) i
Hit Dice: 31d8+248 (496 hp) Descnph on
Tkkiative: +9 The deity known as Nemorga represents the
Speed: 40Ft. (8 squares), fly 120 ft. (perfect) gentler and more natural side of death. Though an
Armor Class: 44 (+9 Dex, +10 natural, +15 deflec- aspect of “the Ne Morga,” Otossal the Bone Master
tion), touch 34, flat-Footed 35 is an evil being who revels in death. Worshipped by
Base Attack/Grapple: ~ +31/+37 evil necromancers and human cultists, his wor-
Attack: Sword of Bone +43 melee (Id6+12/15  shippers form major power bases in several
— 20 plus wounding and energy drain) influential kingdoms, and some actually serve as
Full Attack: mgt?‘z’?fg‘?gga;&?;iidt; counselors to the god-kings.
and energy drain) Otossal's avatar resembles a tall, lanky figure
5 ft./5 ft. swathed in rotting robes, armed with a fine, curved

Space/Reach:
Special Attacks: Create servant, frightful presence, re-
buke undead (+2 turning checks),

spell-like abilities, spells

black sword. Those unlucky enough to glimpse the
demigod’s true visage see a horrible, rotting skull,
its empty eye sockets burning with greenish flame.

Special Qualities: Damagereduction15/magic, flight, im- Tangible waves of evil and death roll from the
munity to cold and electricity, revive bei disi ] bairie fsetng i
andasd, apell resictnace 36, undesd eing, sending lesser beings fleeing in terror.
traits No one can be sure of Otossal’s true origin. His
Divine Qualities: Demigod's avatar, divine creation 3, worshippers claim that he came into being when
divine empowerment 3, divine knowl- the titans created the first living things, for with
edge 4, ‘jf",‘"e Ialzguggeisc‘l:iyl_ne mortality came death, and with death came Otossal.
EL?:;T:; ZI\::;?\EnF::i:icc::on i Others speculate that he was a powerful lich or
Savia: Eort 425, Ref 26, Will +28 necromancer upon whom a perverse titan granted
Abilities: Str22.Dex 28, Con 27, Int 33, Wis 32, divine status. Otossal might also be the spontane-
Chal? ous result of the deaths of a great number of mortals
Skills: Appraise +26, Bluff +38, Concentra- at the uncaring hands of the titans, their slain
tion +42, Craft (alchemy) +45, spirits combining into a twisted creature driven by
D'E"’"}‘a’&t;‘ﬂf ?'99”':.‘9 “'22% (l"l’fiz pure evil and hatred of the living.
aj;g“g I‘ntimic?;t: 0:2‘8.“;2:0”[&‘;9: Otossal's worshippers despise the fact that they
(arcana) +45, Knowledge (religion) remain alive, burt rolerate it so thar they can carry
+45, Knowledge (history) +40, Lis- out their master’s will in the morral world. All
E?“t‘,"qs'qh';";: S":“t'li)‘s‘*;eo- R;;“a’ dream of the day when they may die and return as
. P o P ) an undead servant of the Bone Master. To earn this
ti 45, Sleight of Hand +42, ’ i
Spelkcaft+47, Spot +45,Survival +42 h”“ﬁﬂ they e“?eg"ﬂf 2 slay as g of the 'i‘l:n}!
Paalit Augment Summoning, Chain Spellf, in the name of Otossal as possible, raising their
Empower Spell, Heighten Spell, Im- victims as undead when circumstances permit. They
proved Counterspell, Improved Spell are sometimes aided by the Gray Man***, Otossal's
gaPl‘I'C(" (]E'th? "“"'11_3@)- L"‘P;:::d terrifying herald, who sometimes rurns on the Bone
pell Capacity (lith; wizard), Maxi- Master's worshippers. Otossal's twisted worship-
mize Spell, Silent Spell, Spell Focus
: pers consider it the greatest blessing imaginable to
(necromancy), Widen Spell g g imag
Endibiiient: Any die at the hands of the Gray Man or the Bone
Organization: Solitary (unique) Master.
Challenge Rating: 8 Invocation Benefit
Treasure: Double standard , "
Aligrnent: Chaotic evil A worshipper who spends 1 full round invok-
Ocaini: Chiaos, Desith; Diowmaoation, Evil ing Otossal gains a +1 bonus on his next damagc.
Holy Symbol: Aborned:demon's skull roll; a +1 bonus to caster level for the purpose of
Advancement Range: ~ None determining what undead can be created with an
Level Adjustment - animate dead, create undead, or create greater undead;

or a +1 bonus on his next roll to rurn or rebuke
This undead creature radiates a palpable aura of undead.

something truly powerful and terrifying. It is a spare

figure robed in rotting vestments, a desiccated skull
visible in the depths of its hood,, eye sockets glowing with
green flame. It bears a long, thin, curved sword that
appears to have been crafted from polished bone.

Combat

Orossal revels in combat, summoning undead and
leaving them to occupy lesser opponents while he
attacks the most powerful of those who stand against

. o — e
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ATV AP Y AY A /¢, 7 He does not need components or foci to cast spells.
Sword of Bone (Major Artifact) Wizard Spells (4/7+1/7+1/T+1/6+1/6+1/6+1/
Description: Otossal's weapon is a curved, sa- 6+1/5+1/5+1/2/2; save DC 21 + spell level ).
ber-like weapon that appears to have been carved f Because of Spell Focus (necromancy), the
from the long bone of an ancient creature, possibly save DC for Otossal'’s avatar's necromancy spells is
a dragon. [t is inscribed with dark runes which pulse 22 + spell level.
and glow as the weapon inflicts damage. Revive Undead (Su): Three times per day, as
Powers: The Sword of Bone acts as a +6 keen a full-round action, Otossal’s avatar can restore all
scimitar of wounding that also bestows negative levels lost hit points of all undead within a 60-foot radius
as a life-drinker. A successful DC 21 Fortitude save is around himself.
required to remove a negative level,
AT LF AR A L

him. His frightful presence is often enough to shock
foes into flight or helplessness. The Bone Master
leaves helpless foes for his undead minions to slay
while he fights those who continue to resist the effects
of his terrifying visage. Those who fight well are given
the ultimate honor — the “gift” of undeath and a
tavored place among the Bone Master's minions.
Create Servant (Su): Once per day with a suc-
cessful rouch artack, Ortossal's avatar can transform
any living being into an undead creature. The creature
touched must make a DC 36 Fortitude save or gain any
undead remplate of Otossal’s choice (see the ghost,
lich, skeleton, vampire, zombie entries in the MM).
The victim can be restored only by a wish or similar
magic from a caster of demigod or higher status.
Frightful Presence (Ex): Otossal's avatar can
reveal his true visage as a free action. Any living
creature within 60 feet must make a DC 29 Will
save or be frightened for 2d6 rounds. Anyone who
fails the save by 10 or more is instead paralyzed
with fright for 2d6 rounds.
Rebuke Undead (Su): Otossal’s avatar may
rebuke or command undead as a 31st-level cleric.
Spell-Like Abilities: Orossal's avatar may use
any spell from the Chaos,
Death, Domination or Evil do- g

mains at will as a spell-like \_’/—-’:’
i1li [ o e
ability (save DC 14 + spell level) as

a 3lst-level caster. The save DCs are
Charisma-based.

Spells: Otossal’s avatar can cast arcane
spells as a 26th-level necromancer (save
DCs are Intelligence-based; opposed
schools Enchantment and [llusion). He
may select a spell he wants and cast
it without needing
to prepare any
spells; he may apply
any metamagic feats he
knows as a free action,
by casting the spell at
the appropriate
modified level.
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Avatar—Sarhari

Medium Outsider (Extraplanar, Lawful)

Hit Dice: 25d8+275 (475 hp)

Initiative: +25

Speed: 60 ft. (12 squares), fly 210 ft. (per-
fect)

Armor Class: 40 (+9 Dex, +7 natural, +12 deflec-
tion), touch 31, flat-footed 31

Base Attack/Grapple:  +25/+31

Attack: Sunblade +33 melee (1d10+8/17—-20)

Full Attack: Sunblade +33/+28/+23/+18 melee
(1d10+8/17—-20)

Space/Reach: 5 ft./5 ft.

Special Attadks: Endthecycle, spell-likeabilities, spells,
turn undead (+2 turning checks)

Special Qualities: Damage reduction 12/magic, flight, in-

corporeality, spell immunity, spell
resistance 35

Divine Qualities: Demigod'’s avatar, divine creation I,
divine favor 2, divine initiative 2, di-
vine knowledge 1, divine Ianguage,
divine protection 4, divine telepathy,

divine vision
Saves: Fort +25, Ref +23, Will +24
Abilities: Str 22, Dex 29. Con 33, Int 24, Wis
26, Cha33
Skills: Balance +37, Concentration +37, Di-

plomacy +41, Gather Information +41,
Heal +36, Knowledge (arcana) +35,
Knowledge (geography) +35, Knowl-
edge (history) +35, Knowledge
(religion) +35, Listen +36, Move Si-
lently +37, Search +35, Sense Mntne
+36, Spellcraft +37, Spot +36

Feats: Empower Spell, Enlarge Spell, |
Spe“. Greater Spe" Penetratio
Will, Quicken Spell, Spell Foct
chantment), Spell
(necromancy), Spell Penetrati

Environment: Any

Organization: Solitary (unique)
Challenge Rating: 26

Treasure: None

Alignment: Lawful neutral
Domains: Air, Law, JudgmentfT
Holy Symbol: An ibis

Advancement Range: ~ None

Level Adjustment: —

Light-bodied and pale-haived, the female fig
seems to be the wind incarnate. Her flowingrobes i

in the wind as she flies without benefit of wings. ) ¢ A

Description

Many of Ghelspad's religious scholars believe
Sarhari to be the Asheraki incamation of the den
goddess Syhana. In Asherak she is the demigodc
wind, air and breath, as well as the fount of lif
custodian of the soul. Sarhari must be beseeched ro1
the dead to life. So widespread is her influence th
followers of all bur the most evil and self-centered «
entreat her in this fashion.
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Like Gamgal, Sarhari regards the cessation of the
cycle of birth, death and rebirth as one of the hallmarks of
divine worship, for it separates the gods from the titans.
Thus, she does not take lightly the responsibility of decid-
ing who is permitted to be raised and under what
circumstances. During the Divine War, many mortals did
notconcern themselves withsuchniceties, placing Sarhari
in a difficult position.

Because of the Divine War, Sarhari withdrew from
the world for a time. The death and destruction wrought
during the conflict increased the calls for her aid among
mortals, Eventually, she resumed her activities; her priests
assume their ancient places throughout the continentand
are respected for their sagacity and impartiality. Indeed, in
some lands they function as judges or arbiters, much like
Hedrada's priests elsewhere. There is a movement among
more radical members of the demigoddess's faith to travel
to other lands, where they might restore Sarhari to her
former place.

There is some evidence that Sarhari was known in
Ghelspad and Termana long ago, suggesting that it is
Syhana who is an aspect of Sarhari.

Invocation Benefit

A worshipper of Sarhari who spends 1 full round
invoking the goddess gains a +1 bonus on any rolls made
to determine the truth (such as Sense Motive), or a +1

bonus on hus next Wisdom

P T ol T T W e e



APPENDI: GATHERED LORE
L e e e e R e

Combat as a 16th-level sorcerer (save DCs are Charisma-based).

Sarhari fights only when confronted by titanspawn,
whom she loathes with great intensity. She sees these
beings as the special minions of those who have kept the
inhabitants of the Scarred Lands bound in the servitude of
reincamation for so long, Sarhari isrelentless in her pursuit
of their destruction. She takes great pleasure in using her
end the cycle ability against them, to ensure they never
return to the Scarred Lands to trouble anyone.

Sarharialsohates necromancersand those whowould
raise the dead without her permission.

End the Cycle (Su): At will, Sarhari’s avatar can
prevent a creature from ever being reincamated or raised,

ending its ability to participate in the cycle of rebirth that

was once common on Scarn. This ability functions as the
spell soul bind, except that the target's soul journeys to
Sarhari’s home plane, to spend etemnity there. A successful
DC 33 Will save is required to resist this ability, The save
DC is Charisma-based.

Spell-Like Abilities: Sarhari’s avatar may use any
spell from the Air, Law or Judgment domains at will as a
spell-like ability (save DC 21 + spell level) as a 25th-level
caster. The save DCs are Charisma-based.

Spells: Sarhari'savatarcan castdivinespellsasa 20th-
level cleric with access to the Air, Law and Judgment
domains (save DCs are Wisdom-based), and arcane spells

She mayselectaspell she wants and cast it without needing
to prepare any spells; she may apply any metamagic feats
she knows as a free action, by casting the spell at the
appropriate modified level. She doesnot need components
or foci to cast spells.

ClericSpells (6/5+1/5+1/5+1/5+1/5+1/4+1/4+1/4+1/
4+1; save DC 18 + spell level ).

Sorcerer Spells (6/9/9/8/8/8/8/6/4; save DC 21 + spell
level)T.

I Because of Spell Focus (enchantment) and Spell
Focus (necromancy), the save DC for Sarhari's avatar’s
enchantment and necromantic cleric spells is 19 + spell
level, and her enchantment and necromantic sorcerer
spells 22 + spell level.

Turn Undead (Su): Sarhan's avatar may tumn or
destroyundead anynumberof times perday, asa20th-level

cleric.

Flight (Ex): Sarhari’s avarar can cease or resume

flight as a free action.

Incorporeality (Su): Sarhari may render herself in-
corporeal (or corporeal ) at will, as a free action, up to once

per round.

Spell Immunity (Su): Sarhari’s avatar cannot be
affected by any necromancyspell orspell-like or supernatu-
ral ability cast by a being of demigod or lesser status unless

she wills ir.
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Avatar—Subastas

Large Outsider (Evil, Extraplanar, Lawful)

Hit Dice: 34d8+374 (646 hp)

Initiative: i

Speed: 60 ft. (12 squares), fly 100 ft. (perfect)
Armor Class: 46 (-1 size, +7 Dex, +12 natural, +16
deflection), touch 34, flat-footed 37
+34/+50

+5 Flaming burst composite (+17
Strbonus)+46ranged (2d6+17/19—20/x3
plus 1d6 fire) or +6 axiomatic flaming scimi-
tar+5lmelee(1d8+18/18 — 20 plus Id6 fire)
or gore +45 melee (1d8+18 plus 2d6 fire)
+5 Flaming burst composite longbow
(+17 Str bonus) +44/+44/+37/+34/
+29 ranged (2d6+17/19-20/x3 plus
1d6 fire); or +6 axiomatic flaming
scimitar +51/+46/+41/+36 melee
(1d8+18/18 — 20 plus 2d6 fire) and
gore +40 melee (1d8+6 plus 2d6 fire)
10 £t./10 ft.

Favored enemies, heat, spell-like abili-
ties, spells

Damage reduction 15/cold iron and
piercing, fast healing 11, immunity to
fire, ranger abilities, resistance to acid
and electricity 10, spell resistance 36,
telepathy 100 ft., tremorsense 70 ft.
Demigod’s avatar, divine creation 4,
divine empowerment |, divine favor 2,
divine knowledge 1, divine puissance
3, divine size, divine vision

Base Attack/Grapple:
Attadc

Full Attack:

Space/Reach:
Special Attacks:

Special Qualities:

Divine Qualities:
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Saves:
Abilities:

Skills:

Feats:

Environment:
Treasure:

Alignment:
Domains:

Advancement Range:
Level Adjustment:

Fort +30, Ref +26, Will +27
Str35,Dex25,Con 33, Int 22, Wis 26,
Cha 27

Appraise +33, Bluff +42, Concentration
+33, Craft (weaponsmithing) +21, Deci-
pher Script +21, Disquise +8 (+10 acting),
Diplomacy +46, Handle Animal +30, Hide
+37, Intimidate +44, Knowledge (nature)
+21, Knowledge (the planes) +21, Listen
+42 MoveSilently+41,Profession (hunter)
+30, Ride +38, Sense Motive +42,
Spellcraft +21, Spot +45, Survival +42
Dodge, Endurance”, Far Shot, Improved
Critical (longbow). Improved Initiative,
Improved Precise Shot, Manyshot”, Mo-
bility, Mounted Archery, Mounted
Combat, Point Blank Shot, Power Attack,
Precise Shot", Quicken Spell-Like Ability
(hold monster), Rapid Shot?, Shot on the
Run, Track®, Weapon Focus (longbow)
Any

Solitary (unique)

31

Double standard

Lawful evil

Evil, Fire, Law, Trickery

A set of balanced scales, one side
holding a ball of fire and the other a
pile of gold coins

None
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The creature resembles a tall, red-skinned male
clad in desert garb. A pair of short horns sprouts from
beneath his headdress, and he bears a huge longbow
that appears to have been made from the tusks of an
enormous elephant. At his belt is a grear steel scimitar.
Though outfitted for war and plainly dangerous, he
affects a patient demeanor.

Description

Bormn of the grotesque union of Mormo and asultan of
the genie courts of fire, Subastas is the demigod of flame,
the harsh law of the desert, and of fair {or unfair) trade.
Tribespeople of Asherak call upon him to enforce pacts, to
seal bargains with flame, and to bring burning ruin down
upon the caravans and shelters of those who renege on
their word. Subastas is known for his impartiality and strict
enforcement of his ethos; he cares nothing for the moral
quality of any business arrangement, and those who revere
him are masters of bartering and of subverting the spirit of
the law in favor of the letter.

Subastasisa bitrerenemyof hishalf-sister Manawe,
and those whoworshipher
oftenearn hisdispleasure.
His activities also bring
him into regular con-
ract and sometimes
conflictwith Tamul'swor-
shippers, yet the two
mamntain an uneasy truce. In
Asherak, stories of Subastas
and Tamul are often told
with a sense of great re-
spect for both, as though
each fulfills a vital role in
the land's prosperity and
ecology. Many view
them as opposite sides of
the same coin—oreven
twin facets of the same
deity (similar to the
Asheraki notion of
the defracted Ne
Morga).

Invocation
Benefit

A wor-
shipper of
Subastas
whospends 1
full round
invoking
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him during business dealings with others gains a +1
bonus on any appropriate roll (usually Appraise, Bluff,
Diplomacy or Intimidate ). Additionally, his followers
can receive a +1 bonus on a single save to avoid
damage from fire.

Combat

Subastas is a terrifying foe in combat. He relishes
the thrill of the hunt and delights in seeing his enemies
fleeing battle so that he may follow them at his leisure.
He prefers to use his great +5 flaming burst composite
longbow (built to his own Strength; no one weaker
than he may draw it), but does not shy away from
melee combat if it comes to him.

Subastas's skill at archery is so great that many
tribesmen call him the Lord Archer. Any warrior who
specializes in the bow is wise to at least pay him lip
service if he desires continued good fortune with his

weapon of choice.

Heat (Ex): Subastas’ avatar's red-hot
body deals 2d6 points of extra fire damage
whenever he hits
in melee, or in
each round he

maintainsahold
while grappling.
Spell-Like
Abilities: At
will — arcane
sight, enlarge
person (DC 20),
greater dispel magic,
gaseous form, greater
invisibility, permanent
image (DC 24), persis-
- tent image (DC 24),
¥ polymorph (self only).
Caster level 17th. The
save DCs are Charisma-
,’ based.

Subastas's avatar
may use any spell from
the Evil, Fire, Law or
Trickery domain orany
spell with thefire de-
scriptor, at will, as
aspell-like abil-
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Bloodstone, Herald of Subastas

According to tribal rumor, Subastas hunted the great sand wyvern known as Bloodstone across the desert for weeks
on end, with no stopping or resting. When he caught up with it at last, the ensuing duel convinced the demigod that
the creature would make a better companion than trophy. Bloodstone is at once mount, sparring partner, divine
messenger, and companion for his master. Subastas is rarely seen without the sand wyvern (although the reverse is not
necessarily true).

Often, the two venture into the wastes to engage in games of cat and mouse, for Subastas likes to test both of their
hunting skills. Subastas sometimes selects one of his own mortal worshippers in his place. If the mortal impresses the
demigod with her survival skills and ingenuity, he rewards her with a magical item of his own crafting, or even one or
more wishes. Those who fail to impress are given over to Bloodstone as playthings and/or food.

Bloodstone isasand wyvern** advanced to 20 HDand Gargantuanssize (even thoughsand wyvernsnormallydon’t
advance beyond 10 HD), wirh the blue half-dragon template.
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ity (save DC 18 + spell level). Three times per day,
Subastas may grant up to three wishes to any mortal

Ranger Spells (4/4/4/3; save DC 18 + spell level).
Ranger Abilities: Subastas’savatar possesses all ranger

non-genie. Caster level 34th. The save DCs are Cha-
risma-based.

Spells: Subastas's avatar can cast divine spells as a
17th-level ranger (save DCs are Wisdom-based). He may
select a spell he wants and cast it without needing to
prepare any spells. He does not need components or foci to

classfeaturesasa 1 7th-level ranger: spells, favored enemies
(aberrations +4, demons +4, giants +4, humans +2), wild
empathy (+27), combat style (archery), improved combat
style (archery), desert stride (as woodland stride, but
functions in desert terrain), swift tracker, evasion, combat
style mastery (archery), camouflage and hide in plainsight.
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Avatar—Tamul

+46, Sense Motive +50, Spellcraft +48,
Spot +50, Survival +50
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Medium Outsider (Extraplanar, Good, Lawful) Feats: Chain Spellf, Combat Expertise,
Hit Dice: 33d8+264 (528 hp) Dodge,  Improved  Critical
g (quarterstaff), Improved Initiative,
Initiative: +12 : R
Improved Spell Capacity (10th; druid),
Speed: 701 (14 squares) Maximize Spell, Mobility, Natural Spell,
Armor Class: 45 (+8 Dex, +10 natural, +15 deflec- Quicken Spell, Spring Attack, Weapon
Sehmes pell, Spring Attack, Weapo
tion, +2 insight), touch 35, flat-footed Focus (quarterstaff)
37 ;
Environment: Any
Bl ok D) B0 5 Orgenization: Sabitacy (inigue)
Attack: Dunestaff +43/+43 melee (1d6+11/ Challenge Rati 30
19~20 plus 16 fire) el ot (3
Full Attack: Dunestaff +43/+43/+38/+33/+28  ,r**r™ i
melee (1d6+11/17-20 plus 1d6 fire) Nw WIS oo
. Domains: Animal, Earth, Good, Knowledge, Law
Space/Reach: 5Ft./5ft. ¢ b e e bl
Special Attadkes: Masteryof beasts, spell-likeabilities,spells Symbol: ﬁe’;j SENYRAW.CHTIE 0N plie Dl
Special Qualities: Body of the land, damage reduction 15/
magic and evil, druid ablities, fasthealing  Advancement Range:  None
8, immunities, improved uncanny Level Adjustment: =
resistance toacid, cold, andelectricity 10,
spell resistance 37, uncanny dodge The creature's body is like a man’s, but his head is that of
Divine Qualities: Demigod’s avatar, divine creation 3, a wise-eyed camel with a wizened expression and gentle
divine empowerment 3, divine favor  ynanner. He wears a long desert robe and walks with the aid of
3,divineknowledge 5, divinelanguage, a0l led staff i
divine presence, divinespeed |, divine VBN '
telepathy, divine vision T
Saves: Fort +26, Ref +26, Will +32 Description
Abilities: Str20,Dex 27,Con 26, Int 31, Wis 38, Cha 27 More commonly known as the Old Man of the
Skills: Appraise +46,Balance +44, Concentra- Desert, Tamul is the demigod of the sands, of timeless
tion +44, Diplomacy +46, Handle Animal wisdom, and of desert life. He is both protector and
+44, H&izé okrl:lo'de +44, Knowledge patron to the Tamulgawid (those desert tribes who
5-46,Kr‘n)o:ded.ge(the ng§g+ 469.List| ;2 claim dESf:Enf from him), as v.-'ell as a]! those who value
+50,MoveSSilently+44,Ride+44, Search community and shun barbarism. He is also seen as the

patron of Asherak’s many native animals; tribesmen
who value their beasts of burden always act in accor-
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dance with Tamul's wishes. Many believe that if life on
Asherak is to prosper, it can only do so through an
acceptance of the common and civil law and a prolif-
eration of good intentions, as well as an appreciation
of the place and balance of all living things. Tamul is
the lord of all such wisdom.

Invocation Benefit

Followers who call upon Tamul for 1 full round
before making any wild empathy, Handle Animal,
Knowledge, or Survival check gain a +1 bonus on the
roll

Combat

Tamul is known as a peaceful being, but he is a
fearsome opponent if pressed —especially when battled
on his own ground. If artacked
by numerous foes, Tamul melds
with the desert and calls upon
the power of an earthquake spell.
This pulls his opponents be-
neath the sands, where most will
suffocare and die. Tribal legends
are full of so-called firsthand ac-
counts of this practice, and Tamul
has grown a reputation for “swallow-
ing" his enemies whole should they
dare o attack.

Body of the Land (Ex):
Tamul'savatar's body is at one with
the sands. As a free action, Tamul
can sink instantly into any loose
soil, silt or sand upon which he
stands. He gains total coverand is
immune to divination magic of
anv kind cast by any being of
demigod or lesser status. While in
the ground, he may still call upon
spells, abilities, and divine qualities
freely and at will. Tamul's avatar
may choose to emerge from any place
on the same plane where similar soil
exists, no matter the distance.

Tamul’s avatar always moves over
any surface as though it were smooth,
solid ground. When walking upon loose
soil, silt, or sand, Tamul's base speed
increases to 200 feet.

No spell or ability that alters or
affects the earth will work within 100
feet of Tamul's avatar unless he wishes
it ro.

Mastery of Beasts (Su): Tamul's
avatar may turn, rebuke, or command
any animals, magical beasts, or vermin
that have the word “desert” in their Environ-
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Tamul's Dunestaff (Major Artifact)

Description: Tamul'savatar isnever seen with-
out the unique quarterstaff he uses as a walking stick
(though he has no real need of such a device). Its
haft is composed of a gnarled, petrified wood that
rises to clutch what appears to be a ball of glass filled
with black sand.

Powers: This item is a +4 dancing, flaming burst,
holy quarterstaff. In addition, the wielder may call upon
all the features and abilities of a crystal ball, a staff of
power and a staff of earthand stone (fully charged; Tamul
does not need to any expend charges while using its
powers). The staff is connected to Tamul in such a way
that he may call it to hand at will, regardless of distance
or precautions taken to prevent it, even if it resides in
another’s possession on another plane.
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ment entry as a 22nd-level cleric turns, rebukes, or

Spell-Like Abilities: Tamul's avatar may use
any spell from the Animal, Earth, Good, Knowledge
or Law domains at will as a spell-like ability (save DC
18 + spell level) asa 33rd-level caster. The save DCs
are Charisma-based.

Spells: Tamul's avatar can cast divine
spells as a 22nd-level druid (save DCs are
Wisdom-based) and arcane spells as an
18th-level sorcerer (save DCs are Cha-
risma-based). He may select a spell he
wants and cast it without needing to pre-
pare any spells; he may apply any
metamagic feats he knows as a free ac-
tion, by casting the spell at the appropriate
modified level. He does not need compo-
nents or foci to cast spells.

Druid Spells (6/9/9/8/8/8/7/6/6/6/3; save
DC 24 + spell level).

Sorcerer Spells (6/6/6/6/6/6/6/6/5/3; save
DC 18 + spell level).

Druid Abilities: Tamul's avatar pos-
sesses all druid class features as a 22nd-level
druid: spells, nature sense, wild empathy
(+32), desert stride (as woodland stride, but
functions in desert terrain), trackless step,

resist nature's lure, wild shape (7/day,
ﬁ Tiny to Huge animal or plant; 3/day,

_S Small to Huge elemental), venom

immunity, and a thousand faces.
Immunities: Tamul's avatar is
immune to cold, fire, wind effects
and ability damage or drain of any

kind.
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Haroun, Herald of Tamul

The sage camel* who calls himself Haroun is no known as one of the princes of his kind, but such was not always
the case. According to the sacred texts of the Tamulgawid, Haroun began life embittered by his existence as a sage camel.
He waslearned and insightful, and yet noadventuresome tribesman everasked for his company; he prophesied for others,
yet never had the chance to live his own adventure. In short, Haroun could see and know, but could never act.

Legend says that this all changed the night Haroun wandered into the desert, frustrated by his state. After pleading
with the stars for change, he felt the sand around him shift — making way as the Old Man of the Desert arose! Tamul
took pity on his worthy disciple, offering him purpose in the form of a life spent in service as a divine herald. Haroun
accepted, and has since become a fixture upon the face of Asherak.
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Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Attack:

Full Attack:

Space/Reach:
Special Attacks:
Special Qualit

Divine Qualities:

Abilities:

Feats:

Environment:
Organization:
Treasure:

Alignment:

Domains:

Holy Symbol:
Advancement Range:
Level Adjustment:
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Avatar—Tukulti

Medium Outsider (Chaotic, Extraplanar, Good)

20d8+120 (280 hp)

+1

60 ft. (12 squares), swim 70 ft.

34 (+7 Dex, +8 natural, +7 deflec-
tion), touch 26, flat-footed 27
+20/+24

+4 anarchic holy spear +28 melee
(1d8+10/x3)

+4 anarchic holy spear +28/+23/+18/
+13 melee (1d8+10/x3)

S5H./5H

Spell-like abilities, spells

Alternate shape, damage reduction 7/
magic, darkvision 60 Ft., low-light vi-
sion, one with oases, spell resistance 32,
telepathy 100 ft., tremorsense 60 ft.
Demigod's avatar, divine empower-
ment 1, divinefavor |, divine protection
3, divine size, divine summoning

Fort +20, Ref +17, Will +21
Str19,Dex24,Con 23, Int 20, Wis 24,
Cha 25

Bluff +21, Concentration +29, Disg:ise
+17 (+19 acting), Diplomacy +31, Gather
Information +17, Heal +27, Hide +27,

Intimidate +15, Knowledge (geography,
local, nature) +20, Listen +27, Move

Silently +27, Sense Motive +30,
Spelleraft +25, Spot +27, Swim +17
Dodge, Great Fortitude, Improved Ini-
tiative, Iron Will, Mability, Spell Focus
(conjuration), Spring Attack

Any

Solitary (unique)

24

Standard

Chaotic good

Chaos, Good, Water

A desert palm

None

This being is dusky-skinned and dark eyed, with long
black hair. She bears a shining, greenish spear and is
dressedin light garments. She radiates a sense of peace and
contentment to all who look upon her.

Description

Tukulti is the demigoddess of oases. She is the daugh-
ter of Denev and a genie prince of the Water Courts,
making her the half-sister of Manawe, demigoddess of the
seas. Tukultiisfilled with loveand affection for the mortals
of Asherak, even those who do not share her own ethical
ideals. She offers her refreshing waters to any and all who
need them.

During the Titanswar, Tukulti tried to remain apart
from its battles and bloodshed. She believed that she might
better serve the mortals of Scam by providing her assistance
to any who asked for it, regardless of their origins or
allegiances. This position angered her mother Denev, who
had risked much by joining the rebellious gods. In the end,
Tukultirealized the naiveré of herstance as well, forservants
of the titans — particularly those of Hrinruuk and Lethene
— abused and vandalized her oases. The demigoddess then
sided with herfellow gods and instructed herfollowers todo
the same. Her desire to aid mortals has only grown greater
in the years following the conclusion of the Divine War.

Tukulti’s worship has increased considerably in this
rime. Asherak is much worse for the wear, farmore desolate
and parched than it had been in centuries past. Oases are
now lifelines of trade and commerce, providing important
stopover points between cities and kingdoms across the
continent. Tukulti’s followers protect oases from maraud-
ers and titanspawn. They also tend to travelers (in
conjunction with followers of Kadeshu) and their needs.

Invocation Benefit

The spirit of Tukulti enhances and refreshes her follow-
ers. Any worshipper of Tukulti who spends 1 full round
invoking the goddess may gain a +1 to her next Fortitude
save, a temporary +2 bonus to her casting level when
determining the effects of create water or create food and water,
or the ability to heal 1 extra point of damage per healing spell.

Combat

Tukulti fights any who attempt to despoil or
otherwise harm her oases. She uses her alternate
shape ability to confuse and unsettle het oppo-
nents. She also summons watery allies to aid her in
battle.
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Tukulti will flee if confronted with a superior
foe — but only long enough to heal herself. She is
not foolhardy in her actions, yet the demigoddess
will not rest until any who dare to impinge upon
her domain are defeated or driven out.

Alternate Form (Su): Tukulti's avatar can
assume an alternate form at will as a standard
action. This ability functions as a shapechange spell
cast on herself (caster level 20th), except that she
can assume only the form of a humanoid, a creature
with the aquatic subtype, or an elemental creature
with the water subtype, and the form assumed must
be between Medium and Gargantuan in size.

She appears to travelers in any one of a variety
of guises (all of them pleasant-seeming), from beau-
tiful nymph or mermaid to friendly old woman. She
usually appears in the form of some intelligent
mortal race rather than an animal or monster.

One with Oases (Ex): Tukulti's avatar's body
is one with the waters over which she is mistress.
As afree action, she can merge
instantly with any oasis (in-
cluding ponds and freshwater
lakes) in the Scarred Lands. In
this state, she gains rotal cover
and is immune to divination
magic of any kind cast by any
being of less than demigod status.
While one with the water, she
may still call upon spells, abilities,
and divine qualities freely and at will.
Tukulti’s avatar may always choose to
emerge from any oasis on the same plane,
no matter the distance.

If she wishes, Tukulti's avatarmay move
effortlessly over water as though it were
smooth, solid ground, and may do so at her
swim speed, rather than her ground speed.

No spell or ability that alters or affects the
water of an oasis will work within 100 feet of
Tukulti’s avarar unless she wishes it to.

Spell-Like Abilities: Tukulti's avatar may use
any spell from the Chaos, Good or Water domains
at will as a spell-like ability (save DC 17 + spell
level). Caster level 20th. The save DCs are Cha-
risma-based.

Spells: Tukulti’s avatar can cast divine
spells as a 16th-level cleric with access to
the Chaos, Good and Water domains
(save DCs are Wisdom-based). She may
select a spell she wants and cast it with- /
out needing to prepare any spells. She
does not need components or foci to cast
spells.
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Cleric Spells (6/7T+1/7+1/7+1/5+1/5+1/4+1/
4+1/2+1; save DC 1T + spell level) 1.

 Because of Spell Focus (conjuration), the
save DC for Tukulti's avatar’s conjuration spells is
18 + spell level.

Divine Summoning (Su): Every |d6+1 rounds
as a full-round action, Tukulti's avatar can sum-
mon any creature of 12 HD or less that has the
aquatic or water subtype to serve her for 1 hour. She
can use this ability up to twice per day.

Skills: Tukulti’s avatar has a +8 racial bonus
on Swim checks. She can always choose to take 10
on Swim checks, even if rushed or threatened. She
can use the run action while swimming, provided
she swims in a straight line.
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Creatures and Templates

Piradun
Piradun EIf, Ist-level Warrior

Medium Humanoid (EIf)

Hit Dice: 1d8-1 (3 hp)

Initiative: +0

Sped: 30 ft,

AC: 14 (+4 masterwork chain shirt), touch

10, flat-Footed 14
Base Attack/Grapple:  +1/+0

Attack: Masterwork rapier +2 melee (1d6—1/
18—20) or hand crossbow +1 ranged
(1dd)

Full Attack: Masterwork rapier +2 melee (1d6-1/
18—20) or hand crossbow +I ranged
(1d4)

Face/Reach: 5 ft/5 ft.

Special Attacks: Chern’s curse, spell-like abilities

Special Qualities: Darkvision 60 ft., +2 to save vs. en-
chantments, +5 to save vs. disease

Saves: Fort +1, Ref +0, Will +2

Abilities: Str 8, Dex 11, Con 8, Int 14, Wis 14,
Cha 8

Skills: Climb +3, Intimidate +5, Hide +2, Lis-
ten +6, Move Silently +2, Search +4,
Spot +6

Feats: Combat Expertise

Climate/Terrain: Underground

Organization: Patrol (2—4), company (11-20 plus 2

3rd-level sergeants and | leader of
3rd—6thlevel), or tribe (30—100 plus

20% noncombatants plus | 3rd-level
sergeant per 10 adults, 5 Sth-level
lieutenants and 3 7th-level captains)

Challenge Rating: 1
Treasure:

Standard
Alignment: Usually neutral evil
Advancement Range: By character class

Level Adjustment: <0

The being is tall and gaunt with angular features
covered with lesions and misshapen lumps. Its hair is bone
white and hangsin limp strands over bloodshot eyes. Its skin
is pale and transhicent, with purple and blue veins standing
out in stark relief among the welts and sores that cover it.
Despite its diseased appearance,, the humanoid moves with
unnerving speed and a disquieting grace.

Description

The Piradun are a fallen offshoot of the elven
race who once lived upon and beneath the peaks
north of Ganjulael. They lost their homeland to the
tidal wave which struck Termana when Kadum was
cast into the sea, and then bore the brunt of the
curse of the titan Chern after helping destroy him
during the Divine War. Infected with leprosy, ren-
dered unable to cure themselves by the Plague
Lord’s death rattle, and outcast by their own breth-
ren, the Piradun grew bitter and withdrew to the

northern reaches of the Chained Mountains where
they carved hidden citadels.

Many of the forsaken elves have forgotten the
existence of the Piradun; those few who do remember
are often reticent to speak of them, whether due to
guilt, hatred or both. The Piradun can never forget
how they were tumed out like villains despite having
served at the forefront of the Divine War. As their
bodies rotted beneath the peaks of the Chained
Mountains, so did their souls turn to vile blackness.
They grew to desire nothing less than untold misery
and death for every foe that has ever stirred against
their race. Lethene’s children must pay for confining
them to the Gray Mountains in ages past, while
Kadum’s must be charged with genocide for their
patron’s throes. Their elvish brethren should inherit
the plagues from which they turned their gaze, while
their charduni allies during the Divine War deserve
nothing less than having their homeland razed. Led
by the prayers of the priest Tomael, they beseeched
the god Vangal to aid them in their quest for ven-
geance. The Ravager saw the thirst for retribution in
the hearts of the pale elves and was pleased.

Pale elves speak High Elven and Dark Speech
with equal facility — indeed, they switch back and
forth between the two tongues in a single conver-
sation, which can be confusing even to someone
versed in both. Those with bonus languages often
choose to learn Termanan or Vangal’s Tongue,
depending whether they seek to understand the
outside world or speak with the chosen of their god.

As they live below ground, Piradun communi-
ties are mulri-tunneled caverns centered upon a
communal meeting place. Individual families own
a cave for life, but everyone protects the settlement
in order to survive. Used to moving underground,
their tall shapes hunch easily to slip through nar-
TOW passageways.

Already tall and slender of build, the pale elves
have become painfully thin and leprous. They dress
in drab clothing matching their stony surround-
ings, though they often possess battered, bloody
and ancient raiment reserved for rituals in honor of
their dark patron. Archaic jewelry and armaments
are common throughout their society, often dating
from before the Divine War. In other respects,
Piradun resemble their elven brethren, albeit sev-
ered by isolation and a terrible fate. Most pale elves
encountered outside their Chained Mountain tun-
nels are accomplished soldiers.
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Combat

Pale elves favor small or fast weapons. In par-
ticular they enjoy the finesse of the rapier and the
compact utility of a hand crossbow. Where pos-
sible, Piradun also employ potent magics to destroy
their foes. Perhaps their most sinister weapon is
their own blood, often used to coat their weapons
(see Leprosy, below).

Chern’s Curse (Ex): Most Piradun are unable
to bear healthy children, and those who do survive
suffer from incurable leprosy. As a result, few pale
elves are of a young age. Despite time and blasphe-
mous experiments involving bloody sacrifices, the
pale elves have yet to break this curse of Chern.

Leprosy (Ex): Anyone who comes in contact
with the flesh or blood of a pale elf must make a DC
12 Fortitude save or contract leprosy (this is nor-
mal leprosy, not the incurable version brought on
by Chern’s curse). The save DC is Constitution-
based.

Spell-Like Abilities: 1/day — bleed-
ing disease* (DC 12), cause fear (DC 13),

death touch (as per the Death Domain granted \

power). The save DCs are Wisdom-based.

Skills: A Piradun gains a +2 racial bonus
on Intimidate, Listen, Search and Spot
checks. A pale elf who passes within 5 feet
of a secret or concealed door is en-
titled to a Search check to notice
it as if she were actively looking
for the door.

Piradun Characters

A pale elf's favored class is :

wizard or cleric. The Piradun *'
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/73

<

Pl

i.."'
(A

T T, I B e s P T D SR

follow Vangal passionately, a circumstance almost
unknown within the rest of the elven race. Their
greatest casters seek to end Chern's curse while
wreaking terrible retribution upon everyone who
has ever wronged the pale elves. Piradun are
shunned by elves, charduni and ushada alike.

Piradun Traits (Ex):

e Proficient with rapier and hand crossbow
regardless of character class and without being
required to learn the Exotic Weapon feat.

e Immunity to magic sleep spells and effects.

e +2 racial saving throw bonus against en-
chantment spells or effects.

e Disease resistance. Despite — or perhaps
because of — the plagues of Chern that now flow
through their veins, Piradun are resistant to all
other forms of disease. Pale elves receive a +5
circumstance bonus to all saves versus disease un-
related to Chern’s curse.

e +2 racial bonus on Intimidate,
Listen, Search and Spot checks. A pale
elf who passes within 5 feet of asecret or
concealed door is entitled to a Search
check to notice it as if she were actively
looking for the door.

o Chern's curse (Ex): As above.
e Darkvision up to 60 feet.

o Spell-Like Abilities: As
/' above. They are cast as a cleric of
the Piradun's character level.

o Favored Class: The Piradun’s
favored class is cleric, specifically

clerics of Vangal,
Iy
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Rock Goblin

Rock goblins are hardy goblinoid breeds residing
almost exclusively within the Titansforge Mountains.
They excel at stealth, metalcraft, stoneworking and
elemental magic. Considering themselves the chosen of
Golthagga, these hard-skinned creatures dominate other
goblinoids and wage a deadly war against the various
underground horrors who seek to conquer their territo-
ries. Some scholars insist upon dividing the creatures
according to their closest goblinoid cousins — hence
the designations of rock goblin, rock hobgoblin, rock
bugbear, and the like — but the tribes of the Forger do
not distinguish themselves in such a fashion.

Rock goblins appear much like other goblinoids,
but with angular features, flat faces, small fangs and
sloping foreheads. Their eyes are usually dull red in
color, though some specimens display brilliant lava-
orange eyes. Rock goblins walk in a hunched position,
their arms nearly touching the ground when they aren’t
occupied climbing the craggy surfaces of their home-
land with nimble skill. Their skin is a mottled gray
resembling granite in color and texture, though some
tribes’ castes resemble basalt or other volcanic rocks.
Rock goblins dress in clothing of drab
leather and often fight with the
same picks they use for min-
ing.

Rock goblins pos-
sess natural abilities in
geomancy — even
COMIMONETs can com-
mand creatures of the
earth and use minor [ ¥
earth magic — and
most respect those
among their kind
who show particu-
lar talent in this
area. The crea-
tures' legends say
that they could
once banish air
creatures as well
until the ability
wassacrificed foran
ancient pactin which
the winds agreed to focus
theirefforts upon theiren-
emies in the Bonewind
Hills and Iron Sands
Desert.

Like  most
goblinoids, rock
goblins are tribal.
Their lairs are
ever-growing

networks of mining tunnels, living areas and dangerous
traps. The lairs often spread from smaller caves as the
tribe itself grows, expanding as long as it can extend the
life of the nearby mines. When a complex isabandoned,
the creatures enact elaborate rituals dedicating the site
to the Forger and then filling it with pitfalls and snares
to destroy those who might ory to claim his followers'
works.

Rock goblins often make treaties with or com-
mand earth creatures, and active or sanctified sites are
commonly home to at least a few allied elementals.
Qccasionally a tribe dominates one or more potent
earth creatures — from gargoyles, xorns, mephits and
earth elementals to young blue or copper dragons and
even stone giants.

Rock goblins speak the Dark Speech of the titans.
Those with bonus languages often choose from Gob-
lin, Terran, Termanan or Charduni tongues. Most
rock goblins despise followers of Thulkas and of Mesos
— the former due to claims that the titan created
goblin-kind, the latter because he sired many horrors
which continue to plague their lands to this day.
Rock goblins are trained from birth to believe
they are superior to other goblinoids and learn

specialized fighting techniques to use against

the “lesser breeds." These
skills are tested frequently,
given their refusal to accept
other goblinoids’ claims
that Thulkasformed
the goblin races
as well as
the occa-
sional
rebellion by rock goblin sorcerers
who choose to follow Mesos. The
race has also developed strong resis-
tance to magic and a talent for
avoiding ray attacks due to centuries of
battling beasts of the realms below, many
of whom are the spawn of Mesos and
have substantial sorcerous abilities.

In most other respects, rock goblins
resemble their goblinoid brethen, includ-
ing a common biology and similar culture.

Sample Rock Goblin

A good look at the creature reveals that
itisnot some average bugbear. Its eves
shimmer like twin pools of magma,
and the flesh beneath its furis hard and
gray. Its angular jaw clenches in a
snarl as it raises a ham-sized fist and
gives a threatening shake to the large
pick it wields.
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Creating aRock Goblin

This example uses a standard bugbear as the

base creature.

Rock Bugbear

Medium Humanoid (Goblinoid)

Hit Dice: 3d8+6 (19 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 19 (+] Dex, +5 natural, +2 leather ar-
mor, +| light wooden shield), touch 11,
flat-footed 18

Base Attack/Grapple: ~ +2/+5

Attack: Heavy pick +6 melee (1d6+3/x4) or
javehn +3 ranged (1d6+3)

Full Attack: Heavy pick +6 melee (1d6+3/x4) or
javelin +3 ranged (1d6+3)

Space/Reach: 5ft/5Ft.

Special Attacks: Racial attack modifiers

Special Qualities: Darkvision 120 ft., scent, dodge bo-
nus, stonecunning, geomancy

Saves: Fort +3, Ref +4, Will +1

Abilities: Str17,Dex 12, Con 15, Int 10, Wis 10,
Cha 9

Skills: Climb +9, Hide +4, Listen +4, Move
Silently +6, Spot +4

Feats: Alertness, WeaponFocus (heavy pick)

Environment: Temperate mountains

Organization: Mining gang (4—9), band (10-100 plus
100% noncombatants plus | 3rd-level
sergeant per 20 adults and | 4th—6th-
level sorcerer leader), warband (1024
plus an earth elemental), or tribe (40—
400 plus 1 3rd-level sergeant per 20
adults, | or 2 sorcerer or druid lieutenants
of 4th—5th level, | sorcerer leader of
6th—8th level, 3-5 minor xorns, 1-2
shard spiders, |-2 thoqqua, and 2-4
earth/salt mephits)

Challenge Rating: 3

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class

Level Adjustment: +2

Description

Rock bugbears are similar to normal bugbears,
save that they consider themselves part of the rock
goblin community and are devout worshippers of
Golrhagga. They do not hesitate to atrack any
intruders in rtheir domain, hoping either to kill
them outright or to capture them as slaves or
sacrifices for the Forger.

Combat

Rock bugbears prefer straightforward tactics, at-
tempting to outnumber or outmuscle their foes. They
set ambushes if they have advance warning of an
atrack, and their caves are often rigged with traps.

Skills: Rock bugbears have a +4 racial bonus on
Move Silently checks, in addirion to the skill bonuses
granted by the rock goblin template.

“Rock goblin" is a template that can be added to
any humanoid of the goblinoid sub-type. A rock gob-
lin uses all the base creature’s statistics and special
abilities except as noted here.

Armor Class: Natural armor increases by +2.

Special Attacks: A rock goblin rerains all the
special attacks of the base creature, and also gains the
following.

Racial Attack Modifiers: Due to special combat
training, rock goblins gain a +1 racial bonus to arrack
rolls against goblinoids, earth creatures and any aber-
rations with multiple spell-like or supernatural abilities.

Special Qualities: A rock goblin retains all the
special qualities of the base creature, and also gains the
following.

Proficiencies: Rock goblins are proficient with the
light pick, heavy pick and sling.

Dodge Bonus: Rock goblins gain a +4 dodge bonus
against creatures with the earth subtype, and against any
spell-like or supernatural attacks made by aberrations.

Darkvision: A rock goblin's darkvision increases
by 60 feet.

Stonecunning: Rock goblins gain a +2 racial bonus
to checks to norice unusual stonework. Something
that isn't stone but is disguised as stone also counts as
unusual stonework. A rock goblin who merely comes
within 10 feet of unusual stonework can make a check
as though actively searching and can use the Search
skill to find stonework traps as a rogue can. A rock
goblin can also intuit depth, sensing the approximate
distance underground as naturally as a2 human can
sense which way is up.

Geomancy (Su/Sp) : Asasupernatural ability, rock
goblins rebuke or command earth creatures as an evil
cleric rebukes undead. This ability functions as though
the rock goblin were a cleric of his total Hit Dice -3
and may be used a total number of times per day equal
to 3 + his Charisma modifier.

Additionally, rock goblins gain spell-like abilities as
they advance in character level (refer rothe corresponding
chart). These abilitiesare cast 1 /dayasbyadruid of the rock
goblin's character level; save DCs are Wisdom-based.

ATV A R AN 4 T4

Character  Spell Ability

Level Gained

Ist Magic stone

3rd Soften earth and stone

5th Stone shape

Tth Spike stones

Tth Wall of stone

11th Stoneskin

13th Earthquake

15th Iron body

17th Elemental swarm(Cast as earthspell only.)

FAT R AT S LT
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Saves: Rock goblins receive a +2 racial bo-
nus to saves against magic.

Abilities: Modify from the base creature as
follows: +2 Strength, +2 Constitution.

Skills: Rock goblins gain a +5 racial bonus
to Climb checks, as well as a +2 racial bonus to
Craft or Profession checks that are related to
stone or metal.

Feats: Rock goblins gain a bonus Toughness
feat.

Environment: Regardless of the original spe-
cies, rock goblins favor hills, mountains and
underground.

Organization: Mining gang (4-9), band (10—
100 plus 100% noncombartants plus 1 3rd-level
sergeant per 20 adults and 1 4th—6th-level sor-
cerer leader), warband (10-24 plus an earth
elemental), or tribe (40-400 plus 1 3rd-level
sergeant per 20 adults, 1 or 2 sorcerer or druid
lieutenants of 4th—5th level, 1 sorcerer leader of
6th—8th level, 3-5 minor xorns, 1-2 shard spi-
ders, 1-2 thoqqua, and 2—4 earth/salt mephits).

Challenge Rating: Same as base creature +1.

APPENDIX: GATHERED LORE

Treasure: Standard.

Alignment: Usually neutral evil.
Advancement: Same as the base creature.
Level Adjustment: +1.

Combat

Rock goblins are masters of their terrain and
take full advantage of the environment when
engaged in conflict. They employ traps and am-
bushes regularly, and are more strategically
minded than other goblins. Many rock goblin
tribes enslave “lesser” goblins of other breeds
and force them to work and fight at their behest.
Mining picks and slings are common rock goblin
weapons, being both readily available and imple-
ments with which they possess particular skill.

Rock Goblin Characters

A rock goblin's favored class is sorcerer or
druid. Rock goblin leaders tend to be sorcerers
specializing in elemental magic. Rock goblins
almost universally follow the Titan Golthagga,
although some are known to join cults worship-
ping Thulkas or Mesos.
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Elemental Templates

Summoners and their ilk are known for call-
ing upon the denizens of the planes as servants.
Relatively common is the knowledge of how to
summon creatures from the infernal and celestial

realms. Rarer, however, are those who are able to
summon the beings of the elemental planes, or
call forth the exemplar creatures of purest order
or the pandemoniacal creatures of utter chaos.

AT DN e R T W L TR

Variant Rule: Stacking Templates

Some summoners have been known to summon the very paragons of the planes, those creatures which
embody the essences of planar concepts. These beings, which often have multiple templates, are summoned
only through the use of powerful arcane spells.

Summoning a templated creature and then adding another template often requires a higher-level
summon monster spell slot than that normally required to summon that kind of creature. In general, the spell
slot required goes up by one for every two points of CR adjustment acquired through applied templates.

Thus, the cleric of Corean who would summon one of the lawful good Owls of Righteousness (celestial
owls with the additional template of Exemplar added) from the home realm of Corean may do so as though
such a creature were on the summon monster [ list (no Challenge Rating adjustment), while summoning a
lawful good Polar Bear of Righteousness would require casting summon monster VII (one spell slot higher due
to +2 Challenge Rating adjustment).

Likewise, a Riptide of Manawe (a medium-size water elemental with the Pandemoniac template) is
considered to be on the summon monster V list (+1 Challenge Rating means that no spell slot increase occurs).

Variant Rule: Stacking Special Abilities
When two special abilities (attacks or qualities) from different templates conflict or overlap, assume that
in case of conflict the last template applied takes precedence (Celestial Owl of Righteousness would use
conflicting ability from Exemplar template), while with regard to overlapping, both are active at the same
time and the more advantageous applies (when resolving effects of a successful attack, apply the damage
resistance type which benefits defender more).
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Aquan Creatures

Aquan creatures hail from a plane of elemental
water variously referred to as the Endless Deep, the
Azure Abyss and the Demesnes of the Eternal Whirl-
pool. Creatures composed entirely of elemental warer,
Aquan creatures appear as semisolid forms of deep
purple-blue liquid, with “eyespots” and other features
in lighter or deeper tones about the being's form.

Creating an Aquan Creature

“Aquan” is a template that can be added to any of
the following base types: aberration, animal, fey, giant,
humanoid, magical beast, monstrous humanoid, plant
orvermin (hereafter referred to as the “base creature™).
The creature’s type changes to Elemental (Water).
Those encountered outside of their native plane also
gain the Extraplanar subtype. An Aquan creature uses
all of the base creature’s statistics and special abilities
except as noted below.

Hit Dice: The creature’s base hit dice changes to
dé.

Speed: Swim at aspeed equal
to normal speed; normal speed W 0
for creature is reduced by half.

Special Attacks: An
Aquancreature retains all the
special attacks of the base
creature and also gains the }
following.

Water Mastery (Ex); An
Aquan creature gains a +1 at-
tack and damage bonus, if both
it and its opponent touch water.

If the opponent or Aquan creature
is landbound, the Aquan creature suf-
fers a —4 penalty to attack and damage.

Drench (Ex): The Aquan creature’s touch
puts out torches, camp fires, exposed lanterns and

other open flames of nonmagical origin if the fire is of &

Large size or smaller. The creature can dispel magical
fire it touches, as dispel magic cast by a sorcerer whose
level equals the Aquan creature’s HD total.

Special Qualities: An Aquan creature retains all
the special qualities of the base creature and also
gains the following.

Elemental Type:
Darkvision ourt to
60 feet. Immu-
niry to poison,
sleep effects, pa-
ralysis  and
stunning. Not
subject to criti-
cal hits or
flanking. Cannot
be restored tolife through

- =

raise dead or resurrect spells. Does not eat, sleep or
breathe.

Water Subtype: Creatures with the water subrype
always have swim speeds and can move in water
without making Swim checks. A water creature can
breathe underwater and usually can breathe airaswell.

Extraplanar Subtype: A subtype applied to any
creature when it is on a plane other than its narive
plane, i.e., other than listed in Environment entry,

Damage Reduction (Ex): Aquan creatures gain
damage reduction based on their Hit Dice:

ATV A AR N A 1T
Hit Dice Damage Reduction
7 or fewer -
8-15 Y -
16-23 10/—=
24 + 15/—
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Saves: Same as base creature.
Abilities: Same as base creature.
Skills: Same as base crea-
ture. If the Aquan creature
has an Intelligence of at
least 4, it speaks Aquan.
Feats: Same as base
creature.
Climate/Terrain:
Any water.
Environment: End-
less Deep, also known
as the Azure Abyss and
the Demesnes of the
Eternal Whirlpool
(Elemental Plane of
Water).
f Organization:
‘\1' Same as base crea-
4,/ ture.
/ Challenge Rat-
ing: Up to 3 HD,
same as the base crea-
ture. 4 HD to 15 HD,
same as the base crea-
ture +1. 16 HD+, same as
the base creature +2.
Treasure: Same as
base creature.
Alignment: Usually neutral.
Advancement Range:
Same as base creature.
Level Adjustment: Same (if
any) as base creature +2.
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Auran Creatures

Auran creatures come from a plane of elemental
air, sometimes referred to as the Deepest Sky. These
creatures are formed from elemental air, and as such
appear as swirling clouds in the base creature’s shape.

Creating an Auran

“Auran” is a template that can be added to any
aberration, animal, fey, giant, humanoid, magical beast,
monstrous humanoid, plant or vermin (hereafter re-
ferred to as the “base creature™). The creature's type
changes to Elemental (Air). Those encountered out-
side of their native plane also gain the Extraplanar
subtype. An Auran creature usesall of the base creature’s
statistics and special abilities except as noted below.

Hit Dice: The creature’s base hit dice change to d8.

Speed: The creature retains either its normal fly
speed or gains Fly 100 feet, whichever is betrer. Ma-
neuverability becomes perfect. Auran creatures lose
other types of movement (if any).

Special Attacks: An Auran creature retains all
the special attacks of the base creature and also gains
the following.

Air Mastery (Ex): Airborne creatures suffer a —1
penalty to attack and damage rolls against an Auran
creature.

Whirlwind (Su1t): The Auran creature can trans-
form itselfinto a whirlwind once every 10 minutes and
remain in that form for up to 1 round for every 2 HD
it has. In this form, the Auran creature can move
through the air or along a surface at its fly speed.

The whirlwind is 5 feet wide at the base, up to 30
feet wide at the top, and up to 50 feet tall, depending
on the Auran creature’s size. The Auran creature
controls theexactheight, but it must be atleast 10 feet.

The Auran creature’s movement while in whirl-
wind form does not provoke attacks of opportunity,
even if the Auran creature enters the space another

creature occupies. Another creature might be caught in
g the whirlwindif

B ek o
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it touches or enters the whirlwind, or if the Auran
creature moves into or through the creature’s space.

Creatures one or more size categoriessmaller than
the Auran creature might take damage when caughtin
the whirlwind (see the table below for details) and may
be lifted into the air. An affected creature must suc-
ceed on a Reflex save when it comes into contact with
the whirlwind or take the indicated damage. It must
also succeed on a second Reflex save or be picked up
bodily and held suspended in the powerful winds,
automatically raking the indicated damage each round.
A creature that can fly is allowed a Reflex save each
round to escape the whirlwind. The creature still takes
damage but can leave if the save is successful. The DC
for saves against the whirlwind's effects varies with the
Auran creature’s size (see the table). The save DC is
Strength-based.

Creatures trapped in the whirlwind cannot move
except to go where the Auran creature carries them or
to escape the whirlwind.

Creatures caught in the whirlwind can otherwise
act normally but must succeed on a Concentration
check (DC 15 + spell level) to cast a spell. Creatures
caught in the whirlwind take a—4 penalty to Dexterity
and a -2 penalty on attack rolls. The Auran creature
can have only as many creatures trapped inside the
whirlwind at one time as will fit inside the whirlwind's
volume.

The Auran creature can eject any carried crea-
tures whenever it wishes, depositing them wherever
the whirlwind happens to be. A summoned Auran
creature always ejects trapped creatures before retumn-
ing to its home plane.

If the whirlwind’s base rouches the ground, it

creates a swirling cloud of debris. This cloud is cen-
tered on the Auran creature and has a diameter equal
to half the whirlwind's height. The cloud obscures all
vision, including darkvision, beyond 5 feet. Creatures
5 feet away have concealment, while those farther
away have total concealment.
Those caught in the cloud
must succeed on a Con-
centration check
(DC 15 + spell
level) to cast a
spell.

An  Auran
creature in whirlwind
form cannot make slam at-
tacks and does not

threaten the area
-:: around it.
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Size Damage Height
Fine 1d4-3 10 ft
Diminutive 1d4-2 10t
Tiny 1d4—1 10-15 ft
Small 1d4 10-20 ft
Medium 1d6 10-30 ft
Large 2d6 10-40 ft
Huge 2d8 10-50 ft
Gargantuan ~ 2d8 10-60 ft
Colossal 2d8 10-60 ft
ATV T Y A Nl 78
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Damage Reduction (Ex) : Auran creatures gain damage
reduction based on their Hit Dice:

ATV L R AY A S 1Y) )
Hit Dice Damage Reduction
Torfewer —
8-15 5/—
16-23 10/—
24 + 15—
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Special Qualities: An Auran creature retains all
the special qualities of the base creature and also gains
the following.

Elemental Type: Darkvision out to 60 feet. Immu-
nity to poison, sleep effects, paralysis and stunning.
Not subject to critical hits or flanking. Cannot be
restored to life through raise dead or resurrect spells.
Does not eat, sleep or breathe.

Air Subtype (adjustments already included in tem-
plate).

Extraplanar Subtype: A subtype applied to any
creature when it is on a plane other than its native
plane, i.e., other than listed in Environment entry.

Saves: Same as base creature.

Abilities: Same as base creature.

Skills: Same asbase creature. [fthe Auran creature has
an Intelligence of at least 4, it speaks Auran.

Feats: Same as base crearure.

Climate/Terrain: Any land and air.

Environment: Deepest Sky (Elemental Plane of Air).

Organization: Same as base creature.

Challenge Rating: Up to 3 HD, same as the base
creature. 4 HD ro 15 HD, same as the base creature +1. 16
HD+, same as the base creature +2.

Treasure: Same as base creature.

Alignment: Usually neutral.

Advancement Range: Same as base creature.

Level Adjustment: Same (if any) as base creature +2.
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f, Exemplar Creatures

Exemplar creatures dwell in the planes of law, al-
though they resemble beings that dwell on the material
plane. They are flawless in comparison to their earthly
counterparts, and a group of creatures of the same
species seen together are often identical. Exem-
plar creatures are sometimes silver in color and
are occasionally mistaken for celestial or
half-celestial creatures.

Creating an Exemplar

“Exemplar” is a template that can be
added to any corporeal creature of non-
chaotic alignment (referred to hereafter as
the “base creature”). Animals with this tem-
plate become magical beasts with the Lawful
subtype, while other creatures gain the Aug-
mented and Lawful subtypes. Those
encountered outside of their native plane
gain the Extraplanar subtype. An Exemplar
creature uses all of the base creature’s statis-
tics and special abilities except as noted
below.

Hit Dice: Same as base creature, but
do not roll for hit points. Instead, all
exemplar creatures have slightly better
than average hit points: creatures with d6
Hir Dice have 4 hp/HD, creatures with d8
have 5 hp/HD, creatures with d10 have 6

hp/HD and creatures with d12 have 7 hp/HD. Thus,

all exemplar guardian nagas with 11 Hir Dice have

exactly 55 hit points before applying Constitution
bonuses.

Special Attacks: An Exemplar re-

tains all the special attacks of the base

creature and also gains the following,
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Smite Chaos (Su) : Once perday the creature can make
anormal attack to deal additional damage equal to its HD
total (+20 maximum) against a foe of chaotic alignment.

Special Qualities: An Exemplar creature retains
all the special qualities of the base creature and also
gains the following.

Lawful Subtype: A subtype usually applied only to
outsiders native to the lawful-aligned planes. Most
creatures that have this subtype also have lawful
alignments; if their alignments change, however, they
still retain the subtype. Any effect that depends on
alignment affects a creature with this subtype as if the
creature has a lawful alignment, no matter what its
alignment actually is. The creature also suffers effects
according to its actual alignment. A creature with the
lawful subtype overcomes damage reduction as if its
natural weapons and any weapons it wields were
lawful-aligned (i.e., possessed Axiomatic weapon prop-
erty).

Extraplanar Subtype: A subtype applied to any
creature when it is on a plane other than its native
plane, i.e., other than listed in Environment entry.

Darkvision (Ex): Exemplar creatures gain
darkvision to 60 feer.

Detect Chaos (Sp): Exemplar creatures gain the
ability to detect chaos at will as a spell-like ability. This
ability duplicartes the effect of the spell detect chaos.

APPENDIX: GATHERED LORE

Damage Reduction (Ex): See table below. If the
base creature already had damage reduction, use either
the score from the table or the base creature’s score,
whichever is higher.

AT A A YA
Hit Dice Damage Reduction
1-3 —_

4-7 5/magic
8-11 5/chaoctic
12+ 10/chaotic
CONATIVEN A SN AT N LT

Saves: +4 bonus to Will saves, otherwise same as
base creature.

Abilities: Same as base creature.

Skills: Same as base creature.

Feats: Same as base creature.

Climate/Terrain: Same as base creature.

Environment: Any lawful-aligned plane.

Organization: Same as base creature.

Challenge Rating: Same as base creature for crea-
tures up to 3 HD, +1 CR for base creatures of 4 HD to
7HD, and +2 CR for base creatures of 8 HD or higher.

Treasure: Same as base creature.

Alignment: Always lawful neutral.
Advancement Range: Same as base creature.
Level Adjustment: Same (if any) as base creature +2.
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lgnan Creatures

Ignan creatures are summoned from a plane of
elemental fire sometimes referred to as the Great
Inferno, and appear as flaming versions of the base
creatures.

Creating anlgnan

“Ignan” is a template that can be added to
any aberration, animal, fey, giant, humanoid,
magical beast, monstrous humanoid, plant or
vermin (hereafter referred to as the “base crea-
ture”). The creature’s type changes to Elemental
(Fire). Those encountered outside of their
native plane also gain the
Extraplanar subtype. An lgnan -
uses all the base creature’s statis- ™\ )

tics and special abilities except as ’
f
e \

noted here.

Hit Dice: The creature’s base hit dic
changes to d8.

Speed: Normal speed or 50 ft.,
whichever is greater. Ignan creatures keep
any other previous forms of movement.

Special Attacks: An Ignan creature retains
all the special atracks of the base creature and
also gains the following.
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Bum (Ex): An Ignan creature’s attack deals base
damage plus fire damage from the creature’s flaming body.
Those hit by an Ignan creature’s attack also must succeed
on a Reflex save or catch on fire. The flame burns for 1d4
rounds. A bumning creature can take a move action to put
out the flame. The save DC is Constitution-based.

Creatures hitting an Ignan creature with naru-
ral weapons or unarmed atracks take fire damage as
though hit by an Ignan crearure’s attack, and also
catch on fire unless they succeed on a Reflex save.

Special Qualities: An Ignan retains all the
special qualities of the base creature and also gains
the following.

Elemental Type: Darkvision out to 60 feet.
Immunity to poison, sleep effects, paralysis and
stunning. Not subject to critical hits or flanking.
Cannot be restored to life through raise dead or
resurrect spells. Does nor ear, sleep or breathe.

Fire Subtype: A creature with the fire subtype has
immunity to fire. [t has vulnerability to cold, which means
it takes half again as much (+50%) damage as normal from
cold, regardless of whether a saving throw is allowed or if
the save is a success or failure.

Extraplanar Subtype: A subtype applied to any
creature when it is on a plane other than its native
plane, i.e., other than listed in Environment entry.
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Damage Reduction (Ex) : lgnan creatures gain dam-
age reduction based on their Hit Dice:

AT AP R AV 7 TR
Hit Dice Damage Reduction
7Torfewer —
8-15 5/—
16-23 10/—
24+ 15/—
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Saves: Same as base creature.

Abilities: Same as base creature.

Skills: Same as base creature. If the creature has an
Intelligence of 4 or higher, it gains the Ignan language.

Feats: Same as base creature.

Climate/Terrain: Any land and underground.

Environment: Grear Infemo (Elemental Plane of
Fire).

Organization: Same as base creature.

Challenge Rating: Up to 3 HD, same as the base
creature.4 HD to 15 HD, same as the base creature +1.
16 HD+, same as the base creature +2.

Treasure: Same as base creature.

Alignment: Usually neutral.

Advancement Range: Same as base creature.
Level Adjustment: Same (if any) as base creature +2.
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Pandemoniac Creatures

Pandemoniac creatures are beings of the cha-
otic planes and appear just about anywhere without
apparent cause. They look like rather garish and
strange variations of the base creature, with
oddly colored skin/fur/scales, etc, eerie glowing
eyes (often of different colors) and the occa-
sional anaromical abnormality. No two
creatures in a group will look the same.

Creatinga
Pandemoniac
Creature

“Pandemoniac” is a
template that can be
added to any corporeal
creature of non-lawful
alignment (referred to hereaf-
ter as the “base creature”).
Animals wich this template be-
come magical beasts with
the Chaotic subtype, while
other creatures gain the
Augmented and Chaotic
subtypes. Those encoun-
tered outside of their native
plane gain the Extraplanar sub-
type. A Pandemoniac creature uses

n%\ all of the base creature's statis-

/ tics and special abilities except

/) as noted below.
Special Attacks: A

Pandemoniac creature retains all
the special atracks of the base creature
and also gains the following.

Smite Law (Su): Once per day

the creature can make a normal at-
tack to deal additional damage
equal toits HD total (+20 maxi-
mum) against a foe of lawful
. alignment.
"-\ Special Qualities: A
b\ Pandemoniac creature
retains all the special
qualities of the base
creature and also gains the fol-
lowing.

Chaotic Subtype: A subtype
usually applied only to outsid-
ers native to the
chaotic-aligned planes. Most

creatures that have thissub-
type also have chaotic
alignments; if their align-
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ments change, however, they still retain the subtype. ATV S AT 11,7
Any effect that depends on alignment affects a crea- :IM;D’“ DHN@RMH

ture with this subtype as if the creature has a chaotic

alignment, no matter what its alignment actually is. 4_;{1 g;maglc
The creature also suffers effects according to its actual O lawful
12+ 10/lawful

alignment. A creature with the chaotic subtype over-

- VATV A AN NN LA )
comes damage reduction as if its natural weapons and

any weapons it wields were chaotic-aligned. Abilities: Same as base creature.
Extraplanar Subtype: A subtype applied to any Skills: Same as base creature.
creature when it is on a plane other than its native Piuts: Sameasbase credrime:

plane, i.e., other than listed in Environment entry. Cliinase/Tevutivi Shtie a5 biss s

Darkvision (Ex): Pandemoniac creatures gain Environment: Any chaotic-aligned plane

SO ViAo G et Organization: Same as base creature.
Detect Law (Sp): Pandemoniac creatures gain
the ability to detect law at will as a spell-like ability.
This ability duplicates the effect of the spell detect
law.
Damage Reduction (Ex): See table below. If the
base creature already had damage reduction, use the

higher of the two scores, that from the table or the
base creatiite’s. Advancement Range: Same as base creature.

Challenge Rating: Same as base creature for
creatures up to 3 HD, +1 CR for base creatures of 4
HD to 7 HD, and +2 CR for base creatures of 8 HD
or higher.

Treasure: Same as base creature.

Alignment: Always chaotic neutral.

Saves: +4 bonus to Reflex saves, otherwise Level Adjustment: Same (if any) as base creature
+2.

same as bBSC creature.
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Terran Creatures

Terran creatures are from a plane of elemental Speed: Normal speed or 20 feet, whichever is less.
earth, sometimes referred to as Endless Core. Com- Terran creatures lose all other movement types.
posed entirely of elemental earth, they appear as Armor Class: Terran creatures gain natural ar-
blocky versions of the base creatures constructed mor based on the following table. This replaces any
from dirt, clay or stone. Some powerful Terran natural armor bonuses the base creature
creatures may have metallic features as well. may have.

Eyes usually appear as shiny pebbles or larger Q .
stones, and the creatures’ reeth look like -
jageed rock.

Creating aTerran Creature.

“Terran” is a template
that can be added to any
aberration, ani-
mal, fey, giant, /4
humanoid,
magical beast,
monstrous hu-
manoid, plant or
vermin (hereafter re- ab-g
ferred to as the “base

creature”), The creature’s type
changes to Elemental (Earth).
Those encountered outside of
their native plane also gain the
Extraplanar subtype. A Terran
uses all the base creature’s statistics
and special abilities excepr as noted here.

Hit Dice: The creature's base hit dice
change ro d8.
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HATL R R AN A A surface. It cannot swim, however, and must either
Hit Dice Natural Armor walk around a body of water or go through the
1-3 +7 ground under it. A Terran creature can move along
4=y +7 the bottom of a body of water but prefers not to.
186_—120 ::? Extraplanar Subtype: A subtype applied to any
2N-23 3 creature when it is on a plane othml' than its native
244 .5 plane, i.e., other than listed in Environment entry.
R i ki Damage Reduction (Ex): Terran creatures gain

damage reduction based on their Hit Dice:

Attacks: Same as base creature.

Damage: Same as base creature.

Special Attacks: A Terran creature retains all
the special attacks of the base creature and also
gains the following.

Earth Mastery (Ex): A Terran creature gains a
+1 bonus on attack and damage rolls if both it and
its foe are touching the ground. If an opponent is
airborne or waterborne, the elemental rakes a —4
penalty on attack and damage rolls.

Push (Ex): A terran creature can start a bull
rush maneuver without provoking an attack of
opportunity. The combat modifiers given in Earth
Mastery, above, also apply to the Terran creature's
opposed Strength checks.

Special Qualities: A Terran creature retains
all the special qualities of the base creature and also
gains the following.

Elemental Type: Darkvision out to 60 feet.
[mmunity to poison, sleep effects, paralysis and
stunning. Not subject to critical hits or flanking.
Cannor be restored to life through raise dead or
resurrect spells. Does not eat, sleep or breathe.

Earth Subtype: A Terran creature can travel
through solid ground and rock (with the exception
of metal) as easily as humans walk on the Earth's
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Hit Dice Damage Reduction

7 or fewer —
8-15 5/—
16-23 10/—
24 + 15/—
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Saves: Same as base creature, modified as per

changes to Abilities.

Abilities: Str +8, Dex —8, Con +4, otherwise as

base creature.

Skills: As base creature. Terran creatures with Int

4 or higher gain Terran as a language.

Feats: As base creature.
Climate/Terrain: Any land or underground.
Environment: Endless Core (Elemental Plane of

Earth).

Organization: As base creature.
Challenge Rating: Up to 3 HD, same as the base

creature. 4 HD to 15 HD, same as the base creature +1.
16 HD+, same as the base creature +2.

Treasure: As base creature.

Alignment: Usually neutral.

Advancement Range: Same as base creature.
Level Adjustment: Same (if any) as base creature +2.
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Prodigalist
Most arcane casters work to improve their Class Skills

knowledge of thc arcane (o cast ever more potent The prodigalist class skills (and the key ability for
spells. The prodigalist, on the other hand, strives to each) are Concentration (Con), Crafe (Int), Decipher
understand the magics thar link master and famil- Script (Int), Handle Animal (Cha), Knowledge

iar. Wit}} ur'_ldcrsranding comes mastery, enabling (arcana) (Int), Knowledge (nature) (Int), Profession
the prodigalist to strengthen this bond, twist it and (Wis), Spellezaft (Int) and Stirvival (Int)

even split it into multiple channels. Though not as . , R
skilled at casting spells as their fellu'.f mages, Skill Toing st Bashi Levels 4 +Intmodifier,
prodigalists show a mastery of their familiars sec- ClassFeatures
ond to none, and their companions
are far more potent than those of
other mages.

All the following are class features of the
prodigalist prestige class.
Weapons and Armor Proficiency: The
prodigalist gains no proficiency with any weapons or
armor. Armor of any type interferes with the
prodigalist’s arcane gestures, which can cause her
spells to fail (if those spells have somaric compo-
nents). Beingachanneler, a prodigalist does not suffer
from arcane heat if one of her familiars is wichin 5
feet, and therefore does not suffer the additional
spell-failure chance common to other arcane
casters in the Scarred Lands.
Spells per Day: At 2nd and 4th level,
the prodigalist gains news spells per day
&\ (and new spells known, if applicable) as if
she had also gained a level in an arcane
spellcasting class she belonged to before
adding the prestige class. She does not
gain any other benefit for a character
of that class other than an increased
effective level of spellcasting and
any benefits noted below. If a char-
acter had more than one arcane
\\ spellcasting class before becoming
a prodigalist, she must decide to
which class she adds the new
level for purposes of deter-
mining spells per day. She
may not choose to devote

The prodigalist's pursuits have ¥
caused some debate among arcane
circles, particularly among those who
believe that a caster bonds with a single
soul that inhabits each familiar he has
throughout his career. If the caster
bonds with but a single soul,
how can a prodigalist summon
multiple familiars? Prodigalists
who also subscribe to this theory
observe that they merely split
the single soul into multiple fa-
miliars’ bodies.

Use in Other Campaigns:
Theprodigalist works well in other

some distant ancestry of dragon-
blooded lineage that permits
multiple bonds. Perhaps the notion
of reincarnated souls is true in this
world. Whatever the case, it'sasimple
matter to peel away Scarred Lands- ¥
specific details and you have a prestige §

class thar offers an interesting charac-
terdevelopment path in any high-magic

campaign. these extra spells to a di-
Hit Die: d4 vine spellcasting class.
Requirements Familiar Improve-

ment: Every level of the
prodigalist class stacks
with sorcerer or wizard

To qualify to become an
prodigalist, a character must fulfill all

the following criteria: ;o
: levelsfor derermining

the effective class
level of rthe
character’s primary
familiar. Thus, a
Wiz7/Prd3 has a

familiar  with

Feats: Any four feats with the
“channeler” prerequisite

Skills: Knowledge (arcana)
8 ranks, Knowledge (nature)
2 ranks

Special: Character
must be a channeler;
character must have
a living familiar.

abilities equal to

those of a 10th-
level wizard's
familiar.
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3rd +1 +1 | +3
4th +2 +| +1 +4
Sth +2 + o+ +4

Bonus feat
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Table A1—3: Prodigalist (Prd)

Base
Class  Attack Fort Ref Will Spells
Level Bonus Save Save Save Special per Day
Ist +0 +0 +0 42 Bonus feat, familiar improvement, multiple familiar |
2nd +1 +0 +0 +3 Bonus feat +1levelof existingspellcasting class

Bonus feat, multiple familiar 2

Bonus feat, multiple familiar 3
7Ty L0 S P R S W ol L Y

+1level of existingspellcastingclass

Bonus Feats: The prodigalist gains a bonus
familiar feat at every level. These feats must be
chosen from the familiar feats listed above, and the
prodigalist must meet all the prerequisites as nor-
mal.

Multiple Familiars: At 1st, 3rd and 5th level, the
prodigalist gains the ability to call additional familiars.
These familiars are identical to “normal” familiars in
all respects, except as described below. They grant all
the standard abilities for their effective level, they cost
experience points if they are slain, and it requires a
year and a day to replace one of them.

Lower Effective Level: Subtract from the
familiar’s total effective level the prodigalist class
level at which the character gained the familiar.
For instance, a 10th-level character has one famil-
iar (her very first, gained when she became a wizard)
at 10th level of ability and function. She has a
second familiar at 9th level of ability (the one
gained as a lst-level prodigalist), and a third at 7th
level of ability (the one gained as a 3rd-level
prodigalist). This impacts such details as the
familiar's natural armor bonus, its Intelligence and
which familiar abilities it grants.

If a familiar is slain, the status of the other
familiars does not change. Rather, the new one the
prodigalist can summon in a year and a day rakes
the slain familiar’s “rank” in terms of level.

Share Spells: The prodigalist’s share spells ability
works on all her familiars ar once, if she chooses it to
do so. Each can deliver a touch attack (or other spells,
if she has the Spell Carrier feat), though she still has
the same number of total charges as if she were a
standard caster. Further, any spell she casts on one
familiar — such as shield familiar — she may choose to
affect all of them, at no extra cost.

Channeling: Each time the prodigalist gains a new
familiar, she must choose a different spell school in which
togain her +1 bonus; she cannot stack twosuch effectson
a single school. While she loses that +1 bonus if the
familiar that grants it is more than 100 feet away or killed,
she suffers the —1 penalty to all schools if all her familiars
are more than 100 feet away or killed. She still loses
double the normal experience for each familiar slain.

The Effect of Feats: Any feat with the
“channeler” prerequisite affects all the characrer's
familiars, no matter when she called them. Any
other familiar-related feat affects only those famil-
iars she had at the rime she purchased the feat.
Thus, if a character purchased the Improved Scent
feat before becoming a prodigalist, only her origi-
nal familiar has Improved Scent. All her familiars
still benefit from her channeling fears.

Exception: If the prodigalist wants more than
one “improved” familiar, she must buy the Im-
proved Familiar feat for each one individually.
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Shadow-walker

Deep in the shadows of the Scarred Lands, a
hidden war rages. Silent and unseen, it is a crusade
born in darkness where the shadows themselves are
the most potent weapon. A war of vengeance, it is
a bitter and unrelenting campaign that pits the
most faithful servants of the goddess Drendari, the
shadow-walkers, against Drendari's most hated
enemies — the penumbral lords.

The shadow-walkers’ greatest weapons in the
war against the penumbral lords have long been
stealth, cunning and subterfuge. As potent as these
tools are, they are not always enough when barttling
a cabal of mages who command the shadows them-
selves. Realizing this, the pragmatic goddess
Drendari has taught some of her most devour fol-
lowers the powers that the penumbral lords and the
slarecians failed to steal from her so long ago. To
some, Drendari teaches the secret of the
shadowdance; these become her shadowdancers.
To a few others, however, Drendari reveals deeper
secrets. These become her true Walkers-in-Shadow,
lieutenants in the secret war against the hated
penumbral lords.

Use in Other Campaigns: This class could
be used to represent the specialized priesthood of
any deity whose sphere of influence is darkness,
illusions, shadows or thievery. By changing the
class requirements, it could similarly be used to
represent a specialized guild of spies or thieves with
a mystical bent. [t would also be a good choice in
any campaign that prominently features an evil
deity associated with darkness to represent the
order diametrically opposed to that deity.

Hit Die: d6

Requirements

To qualify to become a shadow-
walker, a character must fulfill all the
following criteria:

Alignment: Any chaotic

Deity: Drendari (or any chaotic de-
ity)

Feats: Skill Focus (Bluff, Disguise, Hide
or Mave Silently)

Skill: Bluff or Disguise 7 ranks, Hide
7 ranks, Knowledge (religion) 4
ranks, Move Silently 7 ranks

Spellcasting: The ability to
cast darkness and at least one
otherspell with either the [dark-
ness| descriptor or belonging
to the Shadow subschool

Class Skills

The shadow-walker's class skills (and the key
ability for each) are Balance (Dex), Bluff (Cha),
Concentration (Con), Disguise (Cha), Gather In-
formation (Cha), Hide (Dex), Knowledge (arcana)
(Int), Knowledge (local) (Int), Knowledge (reli-
gion) (Int), Listen (Wis), Move Silently (Dex),
Open Lock (Dex), Profession (Wis), Search (Int),
Sense Motive (Wis), Spellcraft (Int), Spot (Wis)
and Use Magic Device (Cha).

Skill Points at Each Level: 6 + Int modifier.

Class Features

All of the following are class features of the
shadow-walker prestige
class.

3 Weapon and Ar-
A\ mor Proficiency: A
/ﬁ shadow-walker gains
=/ no additional weapon
or armor proficiency. If
the shadow-walker casts
spells as an arcane
spellcaster, then armor of
any type interferes with
the shadow-walker's
arcane gestures,
which can cause
e his spells to fail
(if those spells
have somatic
compo -
nents).
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Spells per Day: Beginning at 2nd level, and
then again at every even level thereafter, a shadow-
walker gains new spells per day (and spells known,
if applicable) as if he had also gained a level in
wharever spellcasting class was used to meet the
prestige classes prerequisites. He does not, how-
ever, gain any other benefit a character of that class
would have gained (improved chance of control-
ling orrebuking undead, metamagic or item creation
feats, and soon). Levels in this class do stack for the
purposes of familiar advancement. Shadow-walker
class levels do, however, stack with bard levels
when determining the number of times per day a
character can use bardic music abilities, though
not with regard to which bardic music abilities the
character gains.

If a character had more than one applicable
spellcasting class before he became a shadow-walker,
he must decide to which class he adds each level of
shadow-walker for purposes of determining spells
per day.

Darkvision (Ex): A shadow-walker can see in
the dark as though she were permanently under the
effects of a darkvision spell. If a shadow-walker
already has darkvision (because of a previous class
feature or racial ability, for example), the range of
the shadow-walker's darkvision is doubled.

Gifts of Drendari: Beginning at 1st level, and
ateach odd-numbered level thereafter, the shadow-
walker may choose a Gift of Drendari (see Table
Al—4: The Gifts of Drendari). Add the character's
shadow-walker levels to her spellcasting ability
modifier (Intelligence for wizards, Wisdom for cler-
ics, etc.) to determine which gift she may choose.
She may not choose a gift whose number is greater
than the sum of her levels in this prestige class and
spellcasting ability modifier. Note that only the
character's base spellcasting ability is used to deter-
mine blessings; bonuses gained from magic items
and the like do not count toward this ability.

ST DR R AN T
Table Al—4: The Gifts of Drendari

Level +

Ability

Meodifier Gift

1=5 Shadow-walk
6-T Shadoweall
8-¢ Shadowsong
7-10 Shadowdance
11-12 Shadowblade
12-13 Shadowspell
14+ Shadowbane
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Granted Domain (Su): At Ind level, the
shadow-walker is given access to one of Drendari's
domains, gaining the bonus domain spells for each
spell level known (clerics do not, however, gain
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additional bonus domain spells). Drendari's do-
mains are Entrancement and Shadow. A cleric of
Drendari, because she already has access to both of
these domains, gains the ability to spontaneously
cast spells of one of these two domains (player's
choice). The cleric can thereafter “lose” any pre-
pared spell that is nor adomain spell in order to cast
a spell of this granted domain provided the spell
being cast is of the same spell level or lower.

Shadow Defense (Ex): Beginning at 2nd level,
the shadow-walker gains a bonus on saving throws
against spells with the [darkness] descriptor, as well
as all spells from the Shadow subschool. This bonus
starts at +1 and increases by an additional +1 at
each even level.

Improved darkvision (Ex): At 4th level, a
shadow-walker's darkvision becomes more potent.
Now she may see even in magical darkness and she
cannot be blinded by magical light.

Ex-Shadow-walkers: A shadow-walker who
becomes non-chaotic cannot gain new levels as a
shadow-walker but retains all class abilities. Those
who drift too far from Drendari's own outlook soon
lose her favor.

Shadow-walk (Ex): The shadow-walker gains
a sacred bonus on all Hide and Move Silently skill
checks equal to his class level.

Shadowcall (Sp): The shadow-walker can cast
deeper darkness a number of times per day equal to
his class level.

Shadowsong (Sp): Some shadow-walkers learn
to mimic the haunting voice of their patron. Once
per day per class level a shadow-walker with this
gift may sing a charming song. This song acts as a
charm person spell cast at the shadow-walker's caster
level (Save DC = caster level + Cha bonus), except
that it affects everyone who can hear it.

Shadowdance (Ex): The shadow-walker gains
his choice of one class feature of the shadowdancer
prestige class (see DMG, Chapter 6, Prestige
Classes), though he may not choose any ability
gained at a shadowdancer level higher than his
levels in the shadow-walker prestige class. The
shadow-walker gains all the benefits of this class
feature as if he were a shadowdancer of the same
class level. For example, a 6th-level shadow-walker
who has chosen to take shadow jump as a class
feature may use his shadow jump ability to range of
40 feer. This gift may be raken multiple times.

Shadowblade (Sp): Once per day per class
level, a shadow-walker with this gift can summon a
shadowblade as the spell (see Relics & Rituals).

Shadowspell (Su): A shadow-walker with this
gift can channel the power of shadow itself into
spells the shadow-walker did not prepare ahead of
time. The shadow-walker can “lose” any prepared
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Table A1—5: Shadow-walker (Shw)

Base
Class  Attack Fort Ref Wil
Level Bonus Save Save Save Special

Ist +0 +0 2 42
nd +] +0 +3 +3
3rd +2 +1  +3 43
4th +3 +1 +4 44

Gift of Drendari

5th +3 + 4 44 Gift of Drendari
bth +4 +2 +5 5 Shadow defense +3
Tth +5 +2 +5 45 Gift of Drendari
8th +b +2  +b 46 Shadow defense +4
7th +6 +3 46 46 Gift of Drendari
10th +7 +3 +7 +7 Shadow defense +5
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Darkvision, Gift of Drendari
Granted domain, shadow defense +1

Improved darkvision, shadow defense +2

Spells
per Day

+| level of existing spellcasting class
+1 level of existing spellcasting class
+1 level of existing spellcasting class
+1 level of existing spellcasting class

+1 level of existing spellcasting class

spell that is not a domain spell in order to cast any
spell from the Shadow subschool or any spell with
the [darkness] descriptor provided that spell is of
the same spell level or lower.

Shadowbane (Sp): Drendari grants her fa-
vored servants mastery over shadows and shadow
magic unknown to even the penumbral lords.
Shadowbane has a range of touch and two effects.
First, if used to counter a spell of the Shadow

subschool or a spell with the [darkness] descripror,
this ability acts as a greater dispel magic spell cast at
the shadow-walker's caster level. Second, if used
against a creature with the darkness or shadow
subtype, such a creature is affected as if it were an
evil creature targeted by adispel evil spell cast at the
shadow-walker's caster level. A shadow-walker may
use this ability a number of times per day equal to
her class level.
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Zathiskan Rinder

While the practice of summoning and binding
genies faded with the glory of the Eight Victors, the
binding arts themselves never did, at least not in
Zathiske. Now, with the opening of the great seals and
the return of the mighty genies from beyond, the
Zathiskan rradition of the genie-binder is alive and
well once more — for good or ill.

While the binding art was never prac-
ticed in great numbers (even in Zathiske),
the enduring appeal always lay in its
accessibility. Any mortal who studied
the Suleimanic Code and mastered
enough of the ebb and flow of magical
energy in the world could grasp the
core tenets of the binding arts and
thereby embark upon the path
of the Zathiskan binder. Given [
the delicate nature of the art,
however, never much more
than a thin margin for error
existed, and Zathiskan legends
are full of cautionary tales of
fledgling binders who over-
stepped their bounds and
in so doing opened them-
selves to the ire of those
they would bind into ser-
vice (especially the
efreeti, who are known
for their unforgiving

tempers). Thus,
when one encoun-
tered a rtruly

advanced binder,
one could be sure
that the binder
had attained his
position through
sheer skill (and
should thus act
accordingly).
Given the
rather broad re-
quirements,
modern genie-
binders can be
found among
any number of
character types
and personas.
While it is true that
the majority of bind-
ers hail from the ranks
of sorcerers and wizards, it -
is just as easy for bards, cler-

ics and even druids to embark upon the path. All one
needs to take those first steps is a mastery of the Code,
a working knowledge of magic ... and a strong will.

Use in Other Campaigns: The Zathiskan binder
is placed easily into another campaign setting where
genies may be summoned and bound, with a simple
change in name.

Hit Die: d6
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Requirements

To qualify to become a Zathiskan binder, a char-
acter must fulfill all the following criteria:

Feat: Spell Focus (Conjuration)

Skill: Concentration 8 ranks, Knowledge (the
planes) 4 ranks

Spells: The character must be able to cast Ist-
level spells of any kind.

Class Skills

The Zathiskan binder’s class skills (and the key
ability for each ) are Bluff (Cha), Concentration (Con),
Diplomacy (Cha), Gather Information (Cha), Intimi-
date (Cha), Knowledge (arcana) (Int), Knowledge
(the planes) (Int), Knowledge (religion) (Int), Sense
Motive (Wis) and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the
Zathiskan binder prestige class.

Weapon and Armor Proficiency: Zathiskan bind-
ers gain no extra weapon or armor proficiencies.

Genie Magic: At Ist, 3rd, 6th and 9th level, a
Zathiskan binder gains the ability to call upon servitor
genie-kin from a different elemental plane. This ability
effectively grants the character one additional spell slot of
each level per day, but these extra spells take the form of a
summoned minor genie, who arrives in a puff of smoke to
instantly deliver the desired spell on behalf of the caster.
This spell must come from the lists associated with the
binder'sselected elements (see Table A1-6:GenieMagic),
meaning he may call upon but a single spell of each level
until he chooses his second element at 3rd level. For all
intents and purposes, a genie spell is treated as though cast
directly by the caster, with the exception of alignment; in
this regard, the spell is treated as being the alignment of
whatever genie kind granted it (chaotic good forair, lawful
evil for fire, etc.). Calling such a servitor to one's side is a
free action, whereupon the creature immediately releases
any spell it can grant (of a level the character can cast), at
the binder's command. Each time this class feature is
gained, the charactermay choose adifferent element, until
all four are acquired upon reaching 9th level.

APPENDIX: GATHERED LORE

Suleiman’s Will (Su): At 2nd level, the binder
gains an inborn resistance to the spells and spell-
like abilities of all genies. Against such powers, the
binder is treated as having spell resistance equal to
10 + character level + Charisma modifier. The
character also receives a +2 bonus to all skill and
ability checks with genies.

When the Zathiskan binder reaches 7th level,
this unique spell resistance increases by 10 and the
skill/ability bonuses regarding genies increase to
+4,

Binding Finesse: At 4th level, a Zathiskan
binder receives a free Summoning feat of his choice.
He may apply this feat to any genie he summons of
his own accord. In addition, any spells he casts are
treated as having the Spell Focus feat (granting
them a +1 to the save DC), but only where genies
are concerned. This ability stacks with the actual
Spell Focus fear and applies to genie summonings
as well (whether gained through this class or via
other means).

When the character reaches 9th level, his
mastery of genie summoning and binding is nearly
complete. He gains another free Summoning feat,
and all spells he casts are now treated as having the
Greater Spell Focus feat (granting a total of +2 to
the save DC) where genies are concerned. Thus, if
a 9th-level binder who actually possesses Greater
Spell Focus is using a spell of his selected school
against a genie, the genie’s DC to resist would be
made at +4.

Summon Genie (Su): By the time a binderreaches
Sth level, he has learned the secrets of summoning true
genies to do his bidding. Even if the binder does not
know any traditional summoning spells or have a copy
of the Code with him, he may conduct a ritual that
involves speaking from memory the secret names of
binding in conjunction with select verses of power
from the Code. At the end of this rite (which rakes a
full minute), a genie of the desired type — dao, djinn,
efreet or marid — will appear before the binder. The
binder can summon any genie of equal or fewerhit dice
than himself without need for a roll. Attempting to

A AT LT 0 N M W <2 L U
Table Al—6: Genie Magic
Level  Air Earth Fire Water
Ist obscuring mist  magic stone burning hands create water
2nd levitate soften earth and stone scorching ray fog cloud
3rd wind wall stone shape fireball sleet storm
4th solid fog spike stones wall of fire wall of ice
Sth cloudkill wall of stone flame strike ice storm
6th chain lightning  flesh to stone fire seeds cone of cold
7th reverse gravity  earthquake fire storm acid fog
8th whirlwind repel metal or stone  incendiary cloud  horrid wilting
Tth wish wish wish wish
T S P 4 R W L
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Base
Class Attack Fort Ref Wil
Level Bonus Save Save Save
Ist +0 +0 +0 +2

2nd +| +0 +0 43
3rd +] +l +l +3
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Table Al—7: Zathiskan Binder (Zbr)

Genie magic (Ist)
Suleiman’s will |

Genie magic (Znd)  +1 level of existing class

4th +2 4l +4 Binding finesse 1 +1 level of existing class
5th +2 « o+ +4 Summon genie +1 level of existing class
6th +3 +2 +2 45 Genie magic (3rd)  +1 level of existing class
7th +3 +2 +2 45 Suleiman’s will 1l +1 level of existing class
8th +4 +2 +2 +6  Bindingfinesse 1l  +1level of existing class
Tth +4 +3  +3 46 Genie magic (4th)  +1 level of existing class
10th +5 +3 43 47 Genie mastery +1 level of existing class

ST DR A N N B W L T

Spells

per Day
+1 level of existing class
+| level of existing class

summon more powerful genies requires an opposed
Charisma check. If the binder attempts to summon a
specific genie, that genie still receives a Will save.

Unlike standard summoning rites, genies sum-
moned through the power of a Zathiskan binder’s call
cannot resist his request nor demand payment for
services rendered (although the wise binder will offer
something in return, just the same). Otherwise, all
aspects of the summoned genie’s period of service
apply as normal. A Zathiskan binder may only have
one genie bound into his service at a time.

Genie Mastery: Upon reaching 10th level, a
Zathiskan binder has become a true master of the
ancient secrets of summoning and binding genies. He
can effectively take 20 on any skill checks involving or
pertaining to genies. In addition, a binder this power-
ful can bind a genie to a place or item permanently.
Once a genie is bound permanently, the binder is free
to summon or otherwise bind anather genie. A given
binder cannot have more genies bound permanently
at any one time than his Charisma modifier. If he
reaches this limit and wishes to bind another genie
permanently, he must first release one of the others.
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This edition of Stange Lands: Lost Tribes of the Scarred Lands is
produced under version 1.0a, 4.0 andfor draft versions of the Open Game
License, the d20 System Trademark License, d20 System Trademark Logo
Guide and the System Reference Document by permission from Wizards of
the Coast. Subsequent versions of this product will incorporate later versions
of the license, guide and document.

Designation of Product Identity: The following items are hereby
designated as Producr ldentity in accordance with Section 1(e) of the
Open Game License, version 1.0: Any and all Sword and Sorcery
Studio logos and identifying marks and trade dress, including all Sword
and Sorcery Studio Product and Product Line names including but not
limited to Strange Lands: Lost Tribes of the Scarred Lands, Creature
Collection Revised, Crearure Collection 2: Dark Menagerie, Creature
Collection 3: Savage Bestiary, Relics and Rituals and Relics and
Riruals 2: Lost Lore, the Scarred Lands and the Scarred Lands logo; all
text under the “Description” header of any creature, spell, true ritual,
magic item, artifactor NPC's listing; any elements of the Scarred Lands
setting, including but not limited to capitalized names, names of
artifacts, characters, countries, creatures, geographic locations, gods,
historic events, magic items, organizations, spells or titans; any and all
stories, storylines, plots, thematic elements and dialogue; all artwork,
symbols, designs, depictions, illustrations, maps and cartography, like-
nesses, poses, logos, symbols or graphic designs, except such elements
that already appear in the d20 System Reference Document and are

already OGC by virtue of appearing there. The above Product Identity
is not Open Game Content.

Designation of Open Game Content: Subject to the Product Identity
designation above, the following portions of Strange Lands: Lost Tribes of the
Searred Lands are designated as Open Game Content: all creature and NPC
statistic templates, (i.e., from Size Type (e.g., Small Undead) down to the
italicized text immediately before the “Description” header); all skills, feats,
special attacks (SA) andspecial qualities (SQ); prestige classes; all textunder
the “Powers” section of magic items or arrifacts; all text under the "Spell
Effect” section of spells and true rituals; all text under the “Combat” section
ofacreature’slisting; andanythingelse contained herein that isalready Open
Game Content by virtue of appearing in the System Reference Document
or same other OGC source.

Some portions of this book that are delineated OGC originate from
the System Reference Document and are ©1999-2004 Wizards of the Coast,
Inc. The remainder of these OGC portians of this book is hereby added to
Open Game Content, and if so used, should bear the COPYRIGHT
NOTICE “Strange Lands: Lost Tribes of the Scarred Lands Copyright
2004, White Wolf Publishing, Inc."

All contents of this book, regardless of designation, are copyrighted
year 2004 by White Wolf Publishing, Inc. All rights reserved. Reproduction
or use without the written permission of the publisher is expressly forbidden,
except for the purpose of review or use of OGC consistent with the OGL.

OPEN GAME LICENSE Version1.0

The following text is the property of Wizands of the Coast, Ine. and is Copyright 2000
Wizards of thee Coast, Inc (“Wizands"), All Rights Reserved,

1. Detinutions: () Contmburors” means the copyright andfor trdemark owners who
have contmbuted Open Game Content; () Diervative Material” means copyrighred mare-
rial inchuding dervative works and transdarions (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abradiment or other form in which an existing work may be recast, mansformed or adapred;
() "Dhiseribute” means o reproduce, license, rent, lease, sell, broadcast, publicly display,
rransmit or otherwise dismbute; (3"Open Game Content” means the game mechanic and
includes the methods, procedures, processsand routines o the extent such conrent does not
embody the Product [dentiry and is an enhancement over the prior an and any additional
content clearly identified as Open Game Content by the Coneributor, and means any work
cuwered by this License, ncluding rransbitions and derivative works under copyright Baw, but
specifically exchudes Product ldentity. () “Product | dentity™ means product and product line
names, loposand identifyimgmarks including rrade dress antifacts; creatures characters; stories,
sturylines, plots, thematic elements, dialogue, incidents, languape, arowork, symbols, designs,
depicrions, likenesses, fomiats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and deseriptions of characters, spells, enchantments,
personaliries, teams, personis, likenessesand special abilities; places, locations, environments,
creatures, equipment, magical or supernanuml abilities or effects, logos, symbols, or graphic
designs;andany other rrademark or regsstered mademark elesely identified as Product idenrity
by the owner of the Product Identity, and which specifically exclisles the Open Game
Content; () “Trademark™ means the lowos, names, mark, sign, motoo, designs that are used
by a Contributor toidentify iself or its products ar the associated produces conmibuted o the
Open Game Licenseby the Contributor () Use”,"Used " or“Ussing” means touse, Distribute,
copy, edit, formar, modify, translare and otherwise create Derivarive Material of Open Game
Content. (h) “You" or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in terms of this
License. Youmust affix suchanotice toany Open Game Content that you use. No terms may
e added toor subrmcted frum this License except as described by the License itself. Noother
rerms ae conditions may be applied toany Open Game Contentdistributed using thisLicense.

3. Offer and Acceptance: By using the Open Game Content you indicate your
acceptance of the terms of s License.

4, Grant and Consideration: In consideration for agreeing 1o use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the
exact terms of this License w1 Use, the Open Game Content.

5. Representationof AuthorirytoContribute: Y ou are contributing original matenal
s Open Game Content, You represent that Y our Contributions are Your onginal ereation
andfor You have sufficient nighrs o grane the rights conveyed by this License.

6. Nutice of License Copyrighr: You must update the COPYRIGHT NOTICE
portion of this License to mchude the exact texr of the COPYRIGHT NOTICE of any Open
Ciame Content You ane copyimg, modifying or distributing, sod You nust add the tide, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any
orignal Open Game Content you Distribute.,

7. Useof Product Idenity: You agree not to Useany Product Identity, inchading asan
indieation s to compatibiliny, except as expressly licensed in ancther, independent Agree-

ment with the awner of each element of that Product Identity. You agree not to indicate
compatibility or co-adaprahility with any Trademark in conjunction with a work containing
Open Game Content except as expressly licensed n another, independent Agreement with
thee vwner of such Trademark. The use of any Product Identity in Open Game Content Joes
not constitute achallenge tothe ownershipof that Product [dentity. Theownerofany Product
Identity used in Open Game Content shall retain all rights, title and intenest in and o thar
Producr Identiry.

8, Idenrificarion: 1 you distribute Open Game Content you must clearly indicare
which partions of the work that you are diseributing are Open Game Content,

9, Updating the License: Wizands or its designated Agents may publish updared
versions of this License. You may use any suthorized version of this License ro copy, medify
and distribute any Open Game Content onginally distributed under any version of this
License.

10 Capy of this License: You MUST include a copy of this License with every copy
uf the Open Game Content You Distribute.

11, Usee of Contributor Credies: You may not market or adverrise the Open Game
Content wsing the name of any Contributor unless you have written permission from the
Contributor w do so.
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14, Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only o the extent necessary 1o make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2004, Wizands of the Const, Inc;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Brace R. Cordell, based on oniginal
material by E. Gary Gygax and Dave Ameson

Original Spell Name Compendium Copynight 2002 Necromancer Games, Inc.;
based o spells from the Player's Handbook that were renamed in the System Reference
Document, found on the legal page of waaw necromancergames.com.

Relics and Rituals Copynghe 2001, Clark Peterson.

Creature Collection 2: Dark Menagerie Copynghe 2001, White Wolf Publishing,

Inc.
The Divine and the Defeated Copyrighe 2001, White Woll Publishing, Inc.
Relics and Rituals 2; Lost Lore Copyright 2002, White Wolf Publishing, Inc
Creature Collection Revised Copyright 2003, White Wolf Publishing, Inc
Player's Guide to Clerics and Druids Copyright 2003, White Wolf Publishing, Inc.
Creature Collection [I1: Savage Bestiary Copyright 2003, White Wolf Publishing,
Inc.

Strange Lands: Lost Tribes of the Scarred Lands Copyright 2004, Whire Wolf
Publishing, Inc.




L3

-
P =

SAND AND [CE, WYRMS AND WONDER

The destruction wrought by the Divine War was worldwide, reaching even
the blasted dunes of Asherak, the icy wastes of Fenrilik and the wyrm-
dominated Dragon Lands — distant realms long a mystery to thase who
dwell elsewhere in the Scarred Lands. At last, the mystery is revealed. Explore
the ashen deserts and stately theopoli of Asherak, birthplace of the gods.
Uncover the secrets beneath the ice of Fenrilik, the last bastion of titanspawn.
Discover the wonders of the wyrm clans of the Dragon Lands, masters of
sword, spell and warring hand.

Whether used as a launching point for campaigns to explore the lost
continents of the Scarred Lands or as a toolkit for playing unique characters
from harsh and exotic environs, Strange Lands: Lost Tribes of the Scarred
Lands offers new and interesting spells, monsters, magical items, feats and
prestige classes for players and GMs alike.

REQUIRES THE USE OF THE DUNGEONS & DRAGONS®
PLAYER'S HANDBOOK, PUBLISHED BY WIZARDS OF THE COAST®.
THIS PRODUCT UTILIZES UPDATED MATERIAL
FRROM THE V.3.5 REVISION.

Sword and Sorcery™ books are published under the Open Game License
and are 100% compatible with revised 3rd Edition rules. This book contains
material that can be added to any ongoing d20 Systém campaign.

ISBN 1-58846-778-3 WW 8338 $34.99 \U.5.
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