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Chapter 0: 
How it All Began 

 
A Preface by Zeta Kai

In September of 2008, I started a silly little mini-project out of 
boredom called Vote Up a Monster, where people could vote on 
certain aspects of a monster & I’d craft a creature based on the 
results. It was easy & fun, so I did another one. And then another, 
& another, & so forth. Then it became a minor meme, with other 
people doing variations on it (Vote Up a Villain, Vote Up a Class, 
etc.). 
 
Then I made a huge mistake. I called dibs on Vote Up a Campaign 
Setting. I wasn’t serious, at first, but the idea sat there in my mind, 
calling to me like a siren. I couldn’t get it out of my head, so in 
November of 2008, I commissioned my now-friends Afroakuma & 
Shadow_Elf to help me launch the VUACS project. The polls were 
rather popular, ran for a while, & the results were distilled into a 
set of guidelines for the Build Team (as we came to be known) to 
work from. 

Ever since then, the Build Team has been working to bring this 
project to fruition. We’ve been hosting a series of discussion 
threads to chat with our ever-patient audience about our progress & 
what we’ve created behind the scenes. While these threads have 
run their course, we’ve been working every day to make a full-
fleshed out, fully realized, complex campaign setting, one that is 
full of mystery, magic, & adventure. We want this to be a setting in 
which 1,001 stories can be told, & 1,001 discoveries can be made. 
 
So now, our journey is complete, but yours is just beginning. 
Come, see what created. Travel the lands of the Kamala with us. 
Explore the unknown. See its wonders. Face its dangers. And, 
above all, tell stories of your own. Welcome to the Hourglass of 
Zihaja, a place where 1,001 tales await. 
 
 

 

Introduction
Advice from a Fellow Traveler 
Beware, wayfarer, for this is a land of magic, mystery, & the many 
perils that await those who dabble with either. It is said that the 
wise will walk in the footsteps of those who tread before, for those 
who wander far are often never seen again. The desert spreads 
beyond the horizon in all directions, & dangers lurk behind every 
dune. But the oases are not much safer, so the only sure path is the 
one known to even the smallest child: one foot in front of the other. 
In a place where the sands burn in the day & the winds freeze in 
the night, the road of twilight is the only one that offers the chance 
of a safe journey. 
 
You may dismiss me as a madman, but know this: what is known 
is nothing compared to what is not known. What does one truly 
know about this world? What can be relied upon, when need is 
great & aid is far away? You travel as you must, on business that is 
your own, but can you trust in your destination? Your means of 
transport? Your chosen path? Your own feet? There are many 
peoples in this world, with just as many beliefs & practices, & 
while some would do you harm or force you to stray from your 
goal, even the most bloodthirsty man cannot compare to the 
wrathful genie, the fearsome dragon, or the hateful ghul. We all 
have a destiny to fulfill, & you should pray that your fate is not to 
fall prey to some hidden horror. 
 
My biggest fear, you ask? What keeps me awake in the deep of 
night, peering over covers & flinching at the tiniest of noises? I’d 
say that mages trouble me the most, truth be told. They wield 
forces that they cannot fully understand, & treat with powers that 
are far beyond them. Once, long ago, a great & mighty realm dared 
to use the Secret Art for their own purposes, harnessing it to 
produce wonders & riches unheard of today. They paid the price 
for their arrogance, & we are still paying their debts to this day, 
suffering in their stead for their misdeeds. Any who would still 
practice magic in light of that are either foolish or selfish, & 
deserve what comes to them regardless. 

 
Speaking of foolishness, about a year ago I was out in the desert by 
myself. Nevermind what I was doing out there; I was just there, by 
myself, & that’s all. Well anyway, I was out there in the brutal 
sunlight with nothing but an empty water sack & a dead camel, & 
then I saw the Other Side. The other side of what, you ask? Why, 
the other side of everything! I’m talking about Najmah! The realm 
of night! The land of the dead! The cradle of dreams! It’s real, & 
I’ve seen it with my waking eyes. 
 
So, there I was, just me & the endless sands, & all of a sudden, a 
mist of some sort comes rolling down a dune towards me. Before I 
knew anything, it surrounded me, the sky went dark, & I wasn’t in 
the desert anymore. I was in a field of strange grass, under a starry 
sky. The breeze was cool, & I could hear the ocean near me. I’d 
thought that I must have died, & I was waiting for a hafaza to carry 
me away to Judgment. Just then, the mist cleared, & I could see all 
around me. Oh, the sights, they were more than I could ever 
describe with mere words… 
 
…What I talking about? Oh, yes. Well anyway, I must have passed 
out from the glory of it all, because the next thing that I knew, I 
was lying in the streets of some city that I’d never been to before. 
They said that I had been raving about a masked man with an 
hourglass or some such nonsense. To this day I have little memory 
of where I had been or what I saw, but I know that it happened. It 
was real. It had to be… 
 
…Well anyway, I’ve been rambling on long enough, I suppose. I’d 
best leave you be so that you can enjoy the journey. It’s a beautiful 
world out there, despite the many hazards. Enjoy the ride, keep 
close to the cities & the oases, & don’t take advice from strangers. 
Remember the world can’t get you if you get it first! 
 

-The last known words of Ras 
Ghabi, before his disappearance
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Chapter 1: 
Zihaja & His Universe 

 
Never strike a stick of yew 

Against a staff of elder blue 
This is the thing you must not do 

At night when half moon is in view 
 

Glossary of Terms
Aazlai (az-LIE) 

• (singular or plural) A race of powerfully-built 
Monstrous Humanoids with a strong resemblance to 
bipedal lions. Also known as the Zimbalqani (singular 
Zimbalqanas, from an Admajai phrase, meaning “Lion-
Folk”), most civilized people just call them the Lion-
Men. These leonine creatures are savage, yet proud; 
simple, yet wise; plebian, yet lordly. 

Adimas (ah-DEE-mus) 
• The carefree, fickle deity of opportunity, gain, pleasure 

& fortune. Capricious & arbitrary, he teaches of 
searching for the advantage & the thrill of serendipity 
to enjoy the best in life. 

Admaja (ahd-MAH-jah) 
• The Central Continent, once widely known as Al-

Marqaz, before the rise of the former kingdom-turned-
empire of the same name. It is the home of many races, 
including gnolls, humans, kobolds, & lizardfolk. Most 
sabi, half-djinni, & half-ghuls are from here, as well. A 
large landmass, shaped roughly like an arrowhead & 
connected to the southern continent by a narrow 
isthmus called the Adjal Strip. Before the Pactspell 
ravaged the global environment, it used to be more 
hospitable, with fewer deserts & more arable savannas. 

• The Empire of Admaja (1 IR – 829 IR). Known by 
many names, it was so vast, so powerful, & so 
influential that it lent its name to the Central Continent 
itself. Its founding marked the end of the Age of 
Kingdoms, a time when national concerns were 
superseded by a more global vision. The empire fancied 
itself to be benevolent & enlightened, seeking to unite 
the entire known world under its banner, bringing 
stability & knowledge to what it saw as barbarous 
savages & oppressed serfs. But they gained territory 
primarily through military conquest, occupation, & 
annexation. Eventually, a cabal of archmages in the 
capital of Asanam inadvertently destroyed the empire 
by triggering the Pactspell, which brought about the 
Ten Dark Years & the deaths of untold millions, mostly 
within the empire’s borders. 

• The Kingdom of Admaja (1,878 AK – 3,135 AK). 
Before it became a true empire, Admaja was a small 
island kingdom off the eastern shore of the continent. 
This kingdom lasted for centuries, until an ambitious 
king named Zazir declared himself emperor of all that 
he saw. Under his rule, the nascent empire claimed 
lands all along the eastern coast, mostly those that were 
ruled by no other kingdom. After his death, the empire 
lived on under his son, Emperor Zazir II, who 
conquered the kingdom of Adabasha & who took his 

father’s dream of universal power & turned it into one 
of universal enlightenment. 

Akasha (ah-KAH-shah) 
• The passionate, glowing goddess of the sacred 

feminine. Warm but temperamental, Akasha urges 
freedom from patriarchy, shining light upon the 
darkness of tyranny, & the creation of the new through 
the destruction of the old. 

Alchemist (AL-kem-ist) 
• A profession defined by its practice of alchemy, the 

semi-magical science of chemical manipulation & craft. 
The art they practice is studious & ordered, with rules 
that change by the practitioner & by the second. 
Experimenters with mercury, sulfur, & salt of 
phosphorus, these dangerous academics cultivate an 
abstract, mystical science that produces wondrous 
results. 

Bjardvif (bee-ARD-viff) 
• The wife of Hagalvethr, & is the mother of all dvernin. 

Sjor & Isvel are her children (Torsottr may be one of 
hers, as well), & she is a nurturing deity who cares for 
each & every living thing. Dvernin pray to her when 
they are pregnant, are caring for a pregnant woman, are 
caring for a child, courting a mate, or getting married. 

Daq (DAK) 
• The unpredictable god of right & wrong, light & dark, 

good & evil. He guides his followers along the 
precipitous, narrow road in between, avoiding the perils 
of extremes & exulting in the sublime balance of 
destiny. 

The Darshan (DAHR-shahn) 
• The agents of Zihaja, who deliver divine will & divine 

guidance to the peoples of Siraaj & Najmah. The three 
divine spirits gather mystery cults around the secret of 
their actions & draw individual worship by virtue of 
being Zihaja’s hands upon the worlds. 

Demon (DEE-mun) 
• A race of evil beings that hail from Najmah. They are 

creatures of chaos, sowing destruction, slaughter, & 
ruin wherever they roam. Their countless hordes 
threaten to destroy both the realms of day & night, if 
left unchecked. A fragile pact between the devas, the 
devils, & the houris of Najmah keep them mostly 
isolated in the Najmai region of Sergala, but some of 
them still find ways to terrorize other lands. 

Dervish (DUR-vish) 
• A religious warrior, dedicated to a power, a cause, or a 

belief higher than themselves; they embody the power 
& fury of their deities. Devotees of the mighty gods, 
dervishes acquire divine privilege & protection as they 
forward their sacred cause. 
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Deva (DAY-vah) 
• A race of celestial beings that hail from Najmah. 

Enlightened & pure, these winged creatures are 
paragons of divine order, virtue made flesh. They have 
a long-time alliance with the houris, & a fragile truce 
with the devils of Hima. They are primarily concerned 
with protecting the Kamala from various threats, such 
as the demons, the rakshasas, & mortal mages from 
Siraaj. 

Devil (DEHV-ill) 
• A race of evil beings that hail from Najmah. They are 

creatures of order, striving to spread tyranny, 
oppression, & corruption wherever they can. As de 
facto citizens of the Hima Sovereignty, they are held 
check by the demonic hordes of Sergala, as well as their 
fragile pact with the devas & the houris. Their ruler is 
the mighty Empress Tamaskama, who has ambitions to 
subvert the truce & conquer all of Najmah. 

Djinn Lord (JIN-lord) 
• An arcanist who has found a route to true power in the 

ancient ways, through the binding & controlling of a 
true genie. Ultimate foes of all genie-kind, they bind 
members of the mighty arcane races into relics forged 
of stolen sorcery, enslaving genies & stealing their 
essences in a mad grasp for power. Through practice, 
study, & habit, they pierce the veil of mortality & tap 
into the true essence of the genie races, becoming more 
like the beings they exploit. 

Genie (JEE-nee) 
• A race of magical beings that hail from Najmah. 

Suffused with elemental energy, they have deep 
inherent ties to nature & the natural world. Long ago, 
they had several kingdoms in the Realm of Night, but 
their entire civilization was shattered by the Great 
Calamity (also known as the Pactspell). Today the 
survivors of that apocalyptic even are mostly scattered 
across Siraaj, living in isolated enclaves & hiding from 
ghuls & mortal mages, for fear of death or capture. 

Geomancer (JEE-oh-MAN-sir) 
• A student of the mysteries of the land, who molds rock 

& stone through silent conference with the very 
foundations of the world. Able to divine the knowledge 
of the earth itself, the geomancer whispers to the world 
& is answered. This divine calling appeals to mortals 
who feel a fellowship with the land or are drawn to the 
unyielding beauty of stone. 

Ghul (GOOL) 
• A demon-like creature of great power & even greater 

evil. These vile fiends prey on sentient creatures, out of 
a deep, instinctual hatred for natural life. They seem to 
be at their happiest when they are rending other beings 
limb from limb, & they appear to be most content after 
feasting on the flesh of their slaughtered victims. They 
were relatively rare before the Pactspell, but after the 
Ten Dark Years their numbers have swelled. 

Gnoll (NOLE) 
• A strong & hardy race hailing from the eastern shores 

of the continent of Admaja. Tall & muscular, they 
resemble humanoid hyenas, with short black muzzles & 
hair covering their entire bodies. Also known as the 
Saraqanas (an Admajai word, meaning “Fur-People”), 
gnolls walk upright or with a slight hunch forward. 
Their arms are even longer & thinner than their lanky, 
digitigrade legs, often giving them a springy appearance 
& a loping gait. 

Hagalvethr (HAH-gull-VETH-ur) 

• The patron god of all dvernin. He is the lord of all other 
dvernin gods, even if some of the others do not accept 
his rule. He exemplifies many of the dvernins’ key 
virtues: hard work, perseverance, might, honor, & 
commitment. Dvernin pray to him when they want fair 
weather, when they are building above-ground shelter, 
or when they are beginning a laborious endeavor. 

Half-Genie (haff-JEE-nee) 
• The offspring of unions between the genies of Najmah 

& the mortal humanoids of Siraaj. Also known as 
Numar-Sim (from the Admajai, meaning “half-breed 
genie”), they are a conflicted people. On one hand, they 
have supernatural powers that set them above the more 
common races. However, by the same token, they are 
often compared to full-blooded genies, which are far 
more powerful than their hybrid offspring. 

Half-Ghul (HAFF-gool) 
• The offspring of unions between the nightmarish ghuls 

& mortal humanoids. They are now a race in their own 
right, able to create viable offspring of their own kind. 
Sometimes called Numar-Jalaq (“half-malign”), or 
simply Numar-Gul, they are a race in search of an 
identity. While some take after their ghul parents, 
indulging in wanton acts of villainy as a means of 
revenge upon the world that rejects them, many others 
of their kind strive to overcome their foul lineage & 
forge their own path through life. 

Houri (HORR-ee) 
• A race of ascended, perfected versions of mortal beings 

from Siraaj, which have been reincarnate on Najmah. 
They are not immortal, but they live in a magical world 
of wonders & delights, so they appear to be far 
removed from the concerns of other mortal races. They 
gather together in harmonious communities, largely 
untroubled by discord or strife. Mostly living on the 
continent of Kshayam, they have a long-standing 
alliance with the devas, & oppose the demons, the 
devils, & the rakshasas. 

Human (HYU-mun) 
• The predominant humanoid race on Siraaj, & the 

archetype for all humanoids. About half of the world’s 
sentient population is made up of humans, also known 
as the Alqanasi (singular Alaqanas, from the Admajai 
word for “people, group, or population”). This strength-
in-numbers strategy has served them even better than 
the development of agriculture before it; they are better 
able to defend themselves & their territory from the 
bastion of these municipal centers than they were ever 
able to before. Many other races have followed their 
lead, founding larger & more concentrated settlements 
in a bid to remain competitive. 

Isvel (ISS-vell) 
• The daughter of Hagalvethr & Bjardvif, the younger 

sister of Sjor, & is the dvernin goddess of ice & snow. 
Her realm is the tundra, the permafrost, & anywhere 
that snow falls. She is a lonely deity, one who is feared 
more than she is loved, & she is only called to when 
someone wants a favor from her. Dvernin pray to her 
when they need guidance, insight, good fortune, or fair 
weather. 

Johoum (juh-HOOM) 
• The uncaring, oppressive deity of the pounding sun. He 

is emblematic of strict authority & hierarchy, & his 
dogma eschews mercy & forgiveness in favor of 
stricture, sanction & punishment. 

Kamala (kah-MAH-lah) 
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• A microverse of only two finite planes, one bathed in 
light (Siraaj) & the other shrouded in darkness 
(Najmah). The twin realms are wrapped in a 
labyrinthine shell of nigh-impenetrable force, floating 
in a sea of astral nothingness. Inside the shell, the two 
brother-planes are coexistent with one another, 
overlapping each other’s physical space, each one a 
distorted reflection of the other. Also within this 
spiraling shell are Dhuqa (the sun of Siraaj), the Three 
Moons (Badra, Chandra, & Qamar), the Falaqi (the 
countless stars), Walu the Void, & the Nomad Stars 
(Utared, Nahid, Zurah, Qahira, Mushtari, & Zohal). 

Kobold (KOE-bold) 
• A small reptilian people with a nose for opportunity, a 

zest for living, & a heritage of tenacity. Though less 
numerous than other peoples, their long history & 
prolific spread has led to their traditional tongue 
becoming the common trade language. They are 
indigenous to the warm flatlands north of the Satha 
Laylanuha, although in modern times they can be found 
anywhere on the continent of Admaja, especially in 
urban areas. Also known as Araqurai (from an Admajai 
phrase, meaning “little lizard”), they have weathered all 
storms with an industrious & persevering attitude that 
has served them well over the ages. 

Limalia (lee-MAH-lee-ah) 
• The goddess of perseverance, hardship, loss, & travel. 

She leads her followers to new locations, new perils, & 
new challenges, abandoning them in their darkest hour 
to see them thrive & gain greater glory in her eyes. 

Lizardfolk (LIZZ-ard-FOKE) 
• A reserved & conservative race, deeply community-

oriented & sensible to the world around them. 
Preferring a slower-paced lifestyle, lizardfolk have 
taken a corner of the world for their own, from which 
they may spread to sample or integrate with members 
of other cultures. Though more devoted to art than to 
science, lizardfolk have taken to the seas with aplomb, 
& are experts in the nascent art of sail. They have had a 
long, difficult time adjusting to the demands & routines 
of life in the civilized society, made harder by their 
natural territorial instincts. 

Maqur (mah-CORE) 
• The erratic, malicious goddess of crime, conceit, & 

falsehood. Arrogant & violent, the wicked flame of 
Maqur burns the hand that feeds her & consumes all in 
pursuit of personal gain. 

Martuakh (MAR-too-AHK) 
• The patron deity of the she-da-zhong, a loathsome god 

of serpents & venom. Once a vigorous, active god, one 
who drove his children to invade & conquer, he has 
now reverted to a languid, passive state. He is often 
depicted as an enormous coiled serpent, its eyes half-
lidded & milky, its mouth toothless, & its scales dull & 
flaking. 

Master of the Wastes (MASS-tur uhv thuh WAISTS) 
• One who has transcended such simple concerns as 

hunger, thirst, heat, cold, & storm. Adapted to the 
harshest climes, the master of the wastes has acquired a 
mystical control over his environment & become one 
with the extremes of the wastes. 

Najmah (NAHZH-mah) 
• The Plane of Night, a finite plane entirely within the 

Kamala. It is coexistent with Siraaj, & they overlap 
each other’s physical space. The sun of Siraaj cannot be 
seen from any vantage point. The planet Najmah stays 
within its boundaries, as does Chandra the Steadfast 

Moon & Walu the Void. Most other celestial bodies in 
the Kamala orbit a point on the border of both planes, 
passing through both of them. 

• A planet within the plane of the same name, a curious 
dichotomy of the mundane & the magical, the familiar 
& the bizarre. Like Siraaj, it is a round world, covered 
by lands & seas, with many different peoples living on 
it. But very much unlike Siraaj, however, Najmah has 
no sun to shine upon its face. The sky is always dark & 
filled with stars, with only its moons to pierce the 
endless night. The peoples of Najmah are a reflection of 
the plane itself, both common & fantastic; such 
conflicted peoples include demons, devas, devils, 
genies, & houris. 

• One of a pair of unborn gods found by Zihaja in the 
primordial era, before the creation of the Kamala. 
Zihaja took the fetal gods & raised them as His own, 
forming the twin planes to host His new god-children. 
At first, they collaborated & cooperated, but over the 
untold eons, their differing approaches led them to fight 
with one another, an epic clash known as the God-War. 
In order to preserve the Kamala, Zihaja bound the 
battling twins within their respective planets, sealing 
them away from one another & the rest of the pocket 
universe to sleep for all of eternity. 

Nathar (nah-THAR) 
• The patron deity of the demon-touched shaghali, a 

darkly pragmatic demon god who views life & 
happiness as petty resources. Nathar & his analogues 
are known & feared in many cultures. 

Pactspell (PACT-spell) 
• Also known as the Great Calamity, a cataclysmic event 

caused by a magical ritual initiated by an alliance of 
genies & mortal mages, specifically the archmagi from 
the Empire of Admaja. They were attempting to switch 
their populations, moving them across the planar 
boundary, but the ritual destroyed the Admajai instead, 
sending up dark clouds of dust & debris than blanketed 
Siraaj, starting the Ten Dark Years. It caused the 
widespread prejudice against magic, the downfall of the 
genies, the rise of the ghuls, & the loss of much 
technological progress. 

Pahari (pah-HAR-ee) 
• A strange-yet-amicable race of aquatic beings. Also 

known as the Nuzaqanasi, they are inquisitive 
creatures, always eager to learn & explore new things. 
Unlike some dry-land cultures, the pahari are avid users 
of magic; their cities are truly places of wonder, replete 
with arcane items, & many pahari are accomplished 
sorcerers or wizards. They are also fascinated by the 
lives of surface folk, to point where some brave & 
curious pahari risk their lives to travel above the waves 
in search of knowledge & adventure. 

Pashati (pah-SHAH-tee) 
• The benevolent, nurturing goddess of the rains, life & 

motherhood. She represents the endless, selfless bounty 
of the natural world, the simple beauty & wonder of 
life, & its power to purify the mind, body, & spirit. 

Pharaoh (FAIR-oh) 
• A person of inherent authority & force of personality, 

imbued with the greatness & charisma to lead others. 
Bearing an aura of exaltation that causes all to cower in 
awe of their majesty, pharaohs are among the world’s 
great rulers, generals, & academics. King-priests, 
potentates, & tyrants alike are noted as pharaohs. 

Qirus (KEER-oos) 
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• The stern, vigilant deity of protection, structure, 
establishment & conquest. His dogma teaches that in 
the darkest hours, one must stand with pride brighter 
than the sun. 

Rakshasa (rock-SHAH-sah) 
• Zabul beqi dui aq-gazila hebaq mashaz idai geju aq-

harash duaz falaj tal ua mal. Riqa zabul eq guadai faj, 
ludr zenul diu hizu ua genumel geju jujim aq-Qirusai 
qash. Equt teqar diai, Afru’Aquma. Ludrasad diu aq-
timudai aq-tabariqad usham. Gabar qama shiur eqri 
taqma ruz aq-hazaqan qrai. 

Sabi (SAH-bee) 
• Mortal humanoids that possess genie bloodlines, thus 

feeling the allure of their sorcerous ancestry strongly. 
Though many choose to hide these traits, blending in to 
be merely ordinary citizens of their lands, some tap 
their racial power with great zeal. Descended from four 
disparate races, sabi have nonetheless come to know 
their own kind & have banded together in many areas. 
Most of these communities are clandestinely disguised 
as mortal neighborhoods, but some exist in the open, & 
others have been revealed over the years for what they 
truly are. 

Shaghal (shah-GAHL) 
• A race of arrogant & merciless beings, which have 

terrorized coastal settlements on both sides of Admaja 
for the past several years. Related to the common gnoll, 
& they share their sophistication but none of their 
potential for pleasantness. Originally from a far-off 
land, they have made the effort to sail across the seas & 
assault the peoples of Admaja at the behest of their 
deity, Nathar. Savvy & cunning, a shaghal is a 
tenacious foe by nature, made more so by their harsh, 
matriarchal culture. 

She-Da-Zhong (SHAY-dah-JONG) 
• Originally humans from Jual Jahari, they are descended 

from a decadent & murderous empire that was ruled by 
a religion of snake worshipers. Centuries ago, a 
powerful ritual was cast that destroyed their realm & 
transformed them into serpentine beings. They are 
natural schemers, ceaselessly plotting to advance their 
wicked agendas. Their culture is split into two factions: 
the Asps & the Cobras, who both worship Martuakh, & 
are primarily divided by religious dogma. 

Sidaru (see-DAR-oo) 
• The quiet, serene authority of death, the arbiter of final 

rendition in all things. He is the guide & the judge, 
holding court over all souls. He has sustained the peace 
of death & upheld the law of nature since the very 
beginning, & he shall await at the very end of all things. 

Siraaj (seh-RAHZH) 
• The Plane of Day, a finite plane entirely within the 

Kamala. It is coexistent with Najmah, & they overlap 
each other’s physical space. The sun of Siraaj can be 
seen from any vantage point. The planet Siraaj stays 
within its boundaries, as does Badra the Constant Moon 
& Dhuqa the Sun. Most other celestial bodies in the 
Kamala orbit a point on the border of both planes, 
passing through both of them. 

• A planet within the plane of the same name, a sphere of 
sea & stone, like other terrestrial worlds. And like most 
of those material worlds, the face of Siraaj is lit by a 
bright sun for half its day. This harsh realm is the home 
of many hardy peoples, including gnolls, humans, 
kobolds, & lizardfolk, as well as people of mixed blood, 
such as half-djinni, half-ghuls, & the sabi. Like 
Najmah, this world is an oblate spheroid, 8,333.9 miles 

(13,409.4 km) in diameter; & its circumference is 
26,182.0 miles (42,126.8 km). 

• One of a pair of unborn gods found by Zihaja in the 
primordial era, before the creation of the Kamala. 
Zihaja took the fetal gods & raised them as His own, 
forming the twin planes to host His new god-children. 
At first, they collaborated & cooperated, but over the 
untold eons, their differing approaches led them to fight 
with one another, an epic clash known as the God-War. 
In order to preserve the Kamala, Zihaja bound the 
battling twins within their respective planets, sealing 
them away from one another & the rest of the pocket 
universe to sleep for all of eternity. 

Sjor (see-OAR) 
• The eldest son of Hagalvethr & Bjardvif, the brother of 

Isvel, & is the dvernin god of war. He is a heroic figure, 
the very embodiment of bravery, honor, selflessness, 
practicality, & martial skill. Dvernin pray to him just 
before a battle, when hunting prey, when constructing a 
weapon, or prior to crossing a body of water. 

Sunya (SOON-yah) 
• The confident, authoritarian god of the sacred 

masculine. Cold yet dynamic, Sunya establishes 
patriarchal leadership through force & family structure, 
as well as devotion to tradition, foundation, & the 
establishment. 

Ten Dark Years 
• The decade following the Pactspell, during which the 

world of Siraaj was covered by thick dark clouds which 
hid the sun. The “daytime” was like twilight at best, & 
this caused plants to wither & animals to starve. No 
longer held in check by the Admajai, hordes of ghuls 
prowled the lands, hunting genies & mortals alike. This 
time of darkness, famine, & fear came to an end once 
the ghuls were defeated in the Battle of the Light. 

Umaj (oo-MAHJ) 
• The pure, feral deity of instinct & life. She rules over 

the beasts & the land, & celebrates nature, the hunt & 
survival of the fittest. She requires that her followers be 
strong, wise, & independent. 

Waharim (wah-HAR-eem) 
• The god of lore, legends, theory & practice; the deity 

who reigns from on high in silent, meditative isolation. 
He demands of his followers learning, understanding, & 
growth by withdrawal from that which is mundane. 

Zaia (ZAI-ah) 
• The goddess of the natural & the supernatural, the 

mundane & divine systems, life & the afterlife. She 
presides over the universe, preserving the order of the 
spheres & maintaining the boundaries between space & 
time. Her followers work on her behalf to enforce this 
cosmic balance, so that they may take part in the natural 
ascension of souls to a higher realm of thought & 
existence. 

Zihaja (zee-HAH-jah) 
• The true creator god of the Kamala, & the maker of all 

within it. Once a God Among Gods from another 
world, He fled from a civil war within His pantheon & 
sought peace in solitude. He then made a great shell 
around himself, to seal away any who would look for 
Him. He then made the twin planes of Siraaj & Najmah 
to house a pair of nascent godlings that he found in the 
astral void. When the two young gods began to fight 
with one another, he sealed them with their respective 
worlds, to sleep forever, while he retired to his hidden 
palace. Rarely seen in modern times, his existence is 
disbelieved by all but a heretical few.
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Pictured: The cosmology of the Kamala. The Plane of Night takes up the left half of the image (BLUE), while the right half is devoted to the 
Plane of Day (ORANGE). This image is not to scale. Click on this thumbnail to be linked directly to the full-sized map (4,611×4,611 pixels) 
hosted on DeviantArt. 
 

Cosmology 
The Kamala is a microverse of only two finite planes, one bathed 
in light (Siraaj) & the other shrouded in darkness (Najmah). The 
twin realms are wrapped in a labyrinthine shell of nigh-
impenetrable force, floating in a sea of astral nothingness. Inside 
the shell, the two brother-planes are coexistent with one another, 
overlapping each other’s physical space. They are entwined, each 
one a distorted reflection of the other. Where one world ends, the 
other begins, & vice versa. 
 

Siraaj 
Siraaj (seh-RAHJ), named after the Plane of Day in which it sits, is 
a sphere of sea & stone, like other terrestrial worlds. And like most 
of those material worlds, the face of Siraaj is lit by a bright sun for 

half its day. Most of its land is covered in desert terrain of some 
sort, with only a few places that are spared the scourge of sand or 
snow. This harsh realm is the home of many hardy peoples, 
including gnolls, humans, kobolds, & lizardfolk, as well as people 
of mixed blood, such as half-djinni, half-ghuls, & the sabi. Like 
Najmah, this world is an oblate spheroid, 8,333.9 miles (13,409.4 
km) in diameter; & its circumference is 26,182.0 miles (42,126.8 
km). 
 

Najmah 
Najmah (NAHJ-mah), named for the Plane of Night that it lies 
within, is a curious dichotomy of the mundane & the magical, the 
familiar & the bizarre. Like Siraaj, it is a round world, covered by 
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lands & seas, with many different peoples living on it. But very 
much unlike Siraaj, however, Najmah has no sun to shine upon its 
face. The sky is always dark & filled with stars, with only its 
moons to pierce the endless night. Bright light is rare & usually 
artificial, so most places have shadowy illumination at best. Life 
still thrives here, however, with many plants & animals giving off 
their own light. And the strange multicolored mists that flow over 
the land & sea give off a shadowy light all their own. The peoples 
of Najmah are a reflection of the plane itself, both common & 
fantastic; such conflicted peoples include demons, devas, devils, 
genies, & houris. 
 

Dhuqa 
Dhuqa (DOO-kah) is the Sun of Siraaj, a fiery disc of light & heat. 
It shines upon the Plane of Day with a relentless intensity, 
sometimes scorching the desert world. Siraaj turns upon its axis, 
giving it around twelve hours of light & another twelve hours or so 
of nighttime each day. The light of mighty Dhuqa has never 
touched the world of Najmah directly, but legends say that it will 
shine upon the Plane of Night on the final day of the Kamala, 
heralding the end of both spheres. Some people know the sun by 
the name of Johoum, & believe it to be the face of a cruel & 
punitive deity, but most Sirajai recognize that the sun brings life as 
well as death, light as well as heat. 
 

Badra 
Badra (BAH-drah) is the Constant Moon of Siraaj, a bluish disc of 
pale light in the night sky. It travels through the sky, rising in the 
east & setting in the west, just like the sun. It takes 40 days for it to 
make a full cycle, during which it goes through a complete 
spectrum of phases. It starts as a waxing sliver of a crescent, 
growing through its first quarter to become a gibbous, then 
becoming full & bright. After the blue moon is full, it then begins 
to wane, diminishing until it becomes a crescent again, until it 
finally goes dark completely. The new moon then repeats the 
cycle, as it has faithfully done for countless ages. It is known by 
many names, with Bajra being the most common alternative, but 
the Constant Moon is always there, as sure as the sun & the stars. 
 

Chandra 
Chandra (CHAHN-drah) is the Steadfast Moon of Najmah, a 
greenish orb hanging in the ever-dark skies of Najmah like an 
impotent sun. Like the Constant Moon of Siraaj, Chandra slowly 
rides across the field of stars, taking a full day to complete its 
cycle. It never has phases, though, always remaining full & bright 
as it rises in the east & sets in the west. One myth says that 
Chandra’s waning would signal the end of the world. Also unlike 
Badra, the green moon slowly spins, doing a full rotation every 40 
days. As the brightest light in the Najmai skies, Chandra is even 
more crucial to navigation on the Plane of Night than Badra is to 
Siraaj. The dim light of the Steadfast Moon is used by flora, fauna, 
& even people on Najmah to navigate, & even to simply see. 
Nearly all life on Najmah depends on the pale light of the green 
moon, & it always returns to mark the beginning of a new “day”. It 
is known by as many names as there are villages, but its most 
common alias is Shandra. 
 

Qamar 
Qamar (kah-MAR) is the Wandering Moon, the reddish moon 
known to both Siraaj & Najmah. For 20 days out of the month, it 
crosses the skies of Siraaj, appearing at the third quarter (which it 
shares with Badra), waning to a new moon, & then waxing again 
as a crescent. It disappears from the Sirajai skies during the first 
quarter (which coincides with Badra’s first quarter), appearing 

above Najmah for the next 20 days, where it is most commonly 
known as Mah. It then waxes to a full moon, only to wane again to 
its third quarter, when it repeats its endless cycle. Long-dead 
scholars assert that there is a brief time when the red moon is in 
neither sky, although where it goes during those periods is a 
mystery that no two sages can agree upon. As the Wandering 
Moon travels over one of the twin worlds, it appears to gather a 
shimmering cloud trailing behind it. This multicolored tail is at its 
brightest at the end of its arc, & is always gone once the red moon 
crosses over to the other plane. 
 

The Falaqi 
The Falaqi (FAH-lah-key) are the Stars in the sky, the myriad 
pinpoints of light that pepper the night skies of both worlds. There 
are several tales that attempt to explain what a Falaq is & what 
created them all. Some legends claim that they are merely holes in 
the Dark Veil that hides the light of creation. Others say that the 
Falaqi are actually tiny suns, with tiny worlds huddled around 
them for warmth. Still others state that they are each luminous 
souls, frozen in the sky as an eternal reward (or eternal 
punishment). Some are colorful, while others are pale. Some are 
bright as a distant torch, while others are so faint that they can only 
be seen with lenses on a clear night. Some even move against the 
backdrop of the other stars. They form many patterns, which are 
given fanciful names by the people below: the Hammer, the 
Southern Sword, Zazir’s Lamp, the Winged Warrior, Jathi’s 
Scepter, the Five Brothers, the Ghul’s Head, & countless others. 
Every culture seems to have their own pantheon of constellations, 
with their own explanations as to what they mean & why they’re 
there. On Najmah, they are known (both singularly & collectively) 
as Naksatra. 
 

Walu 
Walu (WAH-loo) is the Void in the night skies of Najmah, a 
seeming hole in the sea of stars. Just as the sun only shines upon 
Siraaj, Walu only appears in the Najmai sky, a pool of utter-black 
in the eternal midnight blue. No star shines through it, not even the 
Nomad Stars, but like the stars, it rises in the east & sets in the 
west. What it actually is remains a mystery, although many a sage 
has claimed to have the answer. Some say it is a nexus of darkness, 
a font of black, a source of evil things, & the reason why Najmah’s 
sky is always night. Others think that it is a counterpoint to Siraaj’s 
sun, a disc that absorbs light & heat, just as Dhuqa exudes energy. 
Still others believe that it is a shroud that hides some great (&/or 
terrible) secret. Regardless of its origin or purpose, the Void has 
never been proven to affect the world of Najmah or its inhabitants, 
as it is always just there, black & unchanging, silent & still as the 
night itself. 
 

The Nomad Stars 
The Nomad Stars are six strange star-like lights in the skies of both 
realms. Unlike the Falaqi, which are stationary in relation to one 
another & only move across the sky in an unchanging arc, these 
wanderers move in their own twisting patterns, traveling at 
different speeds. They all move across the sky of one plane for half 
their cycle, then vanish, appearing in the sky of the other plane & 
completing their arc, returning to the first plane once they’ve gone 
full circle. Most of the six nomads are also rather bright, among the 
brightest of all the stars, & they all have vibrant colors, as opposed 
to the mostly pale Falaqi. Each of the Nomad Stars has a name: 
Utared, Nahid, Zurah, Qahira, Mushtari, & Zohal. 
 
Utared (oo-TAR-edd) is the Sun Star, the first of the Nomad Stars. 
It is called the Sun Star because it is usually seen near the sun, as 
its short cycle takes it close to the sun very often. It completes a 
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full cycle in just a single month, with 20 days spent crossing the 
skies of Siraaj, & the other 20 days spent crossing the skies of 
Najmah. Telescopes reveal Utared to be a dull gray disc, marked 
with patches of lighter & darker hues. It is associated with Air, 
Luck, Sun, & Travel. It is commonly known as Ravi on Najmah. 
 
Nahid (nah-HEED) is the Morning Star, the second of the Nomad 
Stars. Its nickname comes from the fact that it is most easily seen 
in the early morning, just before sunrise. It completes a full cycle 
once every two months, with one month in the Plane of Day, & the 
other month in the Plane of Night. A view through a telescope 
reveals Nahid to be a blurry orange disc, streaked with reddish 
stripes. It is associated with Good, Healing, Plant, & Protection. 
On Najmah, it is usually called Shukra or some variant (such as 
Sitara). 
 
Zurah (ZOOR-ah) is the Evening Star, the third of the Nomad 
Stars. Its sobriquet came from the fact that it is most easily seen in 
the late evening, just after sunset. Every four months, it completes 
another cycle, with half that time spent over Siraaj, & the rest over 
Najmah. The unaided eye can only see a pinpoint of bright bluish 
light, but a telescope reveals Zurah to be a disc of pale sapphire, 
with streaks of white & dark blue mixed together. It is associated 
with Animal, Destruction, Evil, & Trickery. The most often-used 
name for it on Najmah is Charya. 
 
Qahira (kah-HEAR-ah) is the Red Star, the fourth of the Nomad 
Stars. It got its title from its blood-red color. It completes a full 
cycle once every two years, spending one year over the Plane of 
Day, & the other year over the Plane of Night. Telescopes reveal 
Qahira to be a dark crimson disc, with jagged lines of bright red 
crisscrossing its face. It is associated with Chaos, Death, Fire, & 
War. It is commonly known as Mangal on Najmah. 
 
Mushtari (moosh-TAH-ree) is the Star of Kings, the fifth of the 
Nomad Stars. It is called the Star of Kings because it is the 
brightest star in the sky of either plane, only outshined by the 
moons themselves. It takes four whole years for it to complete a 
cycle, with two years in the skies of Siraaj, & another two years in 
the skies of Najmah. A view through a telescope reveals Mushtari 
to be a swollen pink disc, streaked with lavender stripes. It is 
associated with Earth, Law, & Strength. On Najmah, it is usually 
called Brihaspati or some alternative. 
 
Zohal (ZOE-hall) is the Winged Star, the last of the Nomad Stars. 
Once every eight years, it completes an entire cycle, with four 
years spent in the Plane of Day, & the other four years in the Plane 
of Night. The other nomads have been known since antiquity, but 
Zohal was actually discovered by an Admajai astronomer named 
Munira. The unaided eye can only see a faint pinpoint of pale 
purplish light, but a telescope reveals Zohal to be a winged disc of 
violet, with streaks of gray & soft blue mixed together. Munira 
noticed the strange shapes on either side of the star, & wrote that it 
“has wings, to better carry it through the heavens on its long 
journey.” It is associated with Knowledge, Magic, & Water. The 
most often-used name for it on Najmah is Shani. 
 

The Great Shell 
The shell that surrounds the Kamala has no name, for most of the 
inhabitants of Siraaj & Najmah have no knowledge of it. The shell 
lies beyond the Falaqi (IE the stars in the sky), so it is completely 
invisible from within. Its inner shape is a perfect sphere of 

unimaginable size, containing the hemispherical planes of Siraaj & 
Najmah. Its outer form is believed to be like a nautilus shell, a 
spiraling labyrinth of unfathomable scale & complexity. 
 
The Great Shell is extremely far from any known planar 
landmarks, a cyclopean mote floating in a sea of astral 
nothingness. It is composed of a nigh-impenetrable magical force, 
a divinely-enhanced construct of pure solid arcana. From the 
outside, its surface appears to be a dull neutral gray, almost 
invisible against the cloudy silver expanse of the infinite Astral 
Plane. The exterior is marred by tiny cracks & pits, which upon 
closer inspection turn out to actually be roads & cities, built by 
long-dead gith colonists. As extensive as they are, these ancient 
ruins seem to only be superficial growths when compared to the 
enormity of the shell itself; they stop almost immediately at the 
place where the shell curves in upon itself, leading to an almost 
featureless mazelike interior. 
 
Navigating through the shell’s inner labyrinth is virtually 
impossible, in either direction, for every true passage leads to two 
false ones, & every locale looks very much like any other. The 
shell has no food, no water, no air, no gravity, & no points of 
reference. There has never been a recorded instance of any creature 
entering or leaving the Kamala without the express assistance of a 
divine agent. While it is technically possible to enter or leave the 
shell via various magical or mundane means, without a detailed 
map (which is not known to exist) one would easily become 
hopelessly lost in the shell’s near-infinite fractal chambers. 
 

The World Serpent 
In the skies of both worlds, there is sometimes a ring that appears 
to encircle the entire sky. From the ground, it usually looks like a 
thin arch that stretches from north side of the horizon to the south 
end. This form has many names, such as the Arc of Heaven, the 
Sky-Ring, the Divine Circle, the Halo of the Stars, the Celestial 
Loop, & the World Serpent. It changes color often, appearing to be 
black, white, red, green, or even a motley of different hues. It can 
appear at any time of day, but it seldom stays in the sky for more 
than a few hours before disappearing again. 
 
There are countless racial legends concerning the World Serpent, 
& these are just as diverse as the religious tales. The dvernin call it 
Jormungandr, a great & terrible being who opposes Hagalvethr & 
his family. The she-da-zhong call it the Coils of Martuakh, a 
symbol of their god’s malevolent power. And the aazlai see it as 
the Sky-Ring, a divine artifact that forces their many pagan gods to 
cooperate. 
 
In fact, every religion has a different explanation for the World 
Serpent’s nature, & their stories are as likely to converge as they 
are to contradict each other. The Adimasai call it the Fortune Arch, 
& pray that it grants them good luck. Daqites know it as the Great 
Divider, the partition separating all that is good from all that is 
evil. Johoumites see it as the Shackles of the Sun, an enormous 
iron chain that binds Dhuqa to the world. Umajans think of it as the 
wild & unpredictable tail of their god. Followers of Waharim 
believe that the Arc of Heaven is a divine construct, a deliberate 
mystery for his adherents to contemplate during their meditations, 
so that they may achieve enlightenment. And the Zaians view it as 
the body of their mighty benevolent deity, protecting her disciples 
& maintaining the division between the realms of the living & the 
world of the dead. 
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Crossing Between Planes 
The separation of Siraaj & Najmah is mediated by the world-naga Zaia, who holds the two planes in her coils & manages the distance between 
them. It takes Zaia approximately one hour to move the planes one stage closer together or farther apart. The ease & manner of passing between 
the planes depends upon their current metaphysical proximity, as shown on this table: 
 
Table 1-1: Planar Crossing 

Distance Fade Rift Portal Autonomous Deity 
Close Y Y Y Y Y 
Separated N Y Y Y Y 
Distant N N Y N Y 
Removed N N N N N 

 
Fades 
When the planes are close, areas of crossover appear in the places 
where the border is thinnest. These areas see the essence of each 
plane permeate into the other, blending over like dyes to create a 
smooth transition, such that the exact point of crossing is 
impossible to determine. Fades range in size from 100 feet to 3 
miles, & are some of the most fantastic & alien places in the 
Kamala. The sky ripples with spectral light & phantom stars, the 
grass is a strange turquoise shade, & the air is perfectly temperate 
though strangely humid. Fades are such large transition zones that 
wild creatures slip through them in numbers significant enough to 
be noticed. Zaia is always watching over fades to make sure they 
are not being exploited, especially by demons or rakshasas. 
 
Rifts 
Smaller than fades but just as notable, rifts form in areas of great 
magical influence. As such, they often appear in ancient Admajai 
ruins or important battle sites, & may be formed where powerful 
magic items have been destroyed or mighty spells were once 
worked. Rifts are the most numerous type of fixed crossing point, 
though their breakthrough nature & lack of transition effect means 
several punch through to a body of water or some point in midair, 
which make them less useful than other means of crossing the 
planar divide.  
 
Portals 
Unlike fades & rifts, portals are not natural phenomena. Many 
were crafted during the time of the Archmagi to facilitate 
diplomatic relations with the genies. Others date back still further, 
before the invasion of Johoum. Portals open into the points 
designated by their creators, rather than traveling straight through 
or to a random location. Though the art of portal-making was lost 
(along with a great many of those that existed), elements of the 
process are still used by the genies of Siraaj to conceal their hidden 
enclaves. 
 
Divine Sending 
Akasha, Sunya, & Zaia all have the power to create a temporary 
portal to the other plane, though even they cannot bridge the gap 
when the planes are at their most removed from one another. 
 
Border Entities 
Certain creatures reside within the planar boundary & can innately 
pass between worlds (or even back inside the border) as a standard 
action. Rakshasas & avorals are the most notable of such entities. 
When the planes are farthest removed, even these creatures cannot 
cross over. They may retreat back into the border, but if they do so 
they will be unable to leave the border until the planes come closer 
together. 
 
The Seven Paths of Darkness 
In the countless years before the simurghs, during the God-War, 
Sunya & Akasha spoke to one another as siblings. Though each 
born of a different realm (one of Day, while the other of Night), 

the twin demigods would debate with one another often, each 
trying to convince the other that their side was right. Back before 
Sunya and Akasha had their falling-out, Sunya used a power called 
the Bridge of Darkness, which allowed him to move across planes 
to be at Akasha’s side in an instant, no matter the distance between 
the worlds. 
 
The manipulative schemes of the rakshasa lord Ahuma resulted in 
Sunya loaning him this power, which the fiend stole but could not 
control. Before it could be taken back by Sunya, Ahuma shattered 
the bridge. The resulting fragments formed the Seven Paths of 
Darkness, permanent roads through the border that connect the 
planes at fixed points regardless of planar separation. Control of 
these paths & their exit points is a major concern in the politics of 
Najmah (& to a far lesser extent, on Siraaj). It is known that Sunya 
retains one, while Ahuma’s palace is built upon another; most of 
the others are believed to be in the possession of Ahuma’s fellow 
rakshasas. 
 
Below is the location for each of the paths on Siraaj: 

• Mushah Lake has one on its banks (#1, N13) 
• The Temple of Manas was built over another (#2, O15) 
• Two are in the mysterious far-off land of Shemun, in 

the northeastern corner of Admaja (#3, E18 & #4, B22) 
• One is about 100 miles northwest of the city of Alaqur 

(#5, K14) 
• Another is in the dark & strange forests of the Adjal 

Strip, the isthmus that connects the continent to the Yan 
region (#6, U9) 

• And the last is in the rocky wasteland north of the Sea 
of Fiery Knives (#7, F10) 

 
Najmah has seven corresponding portals: 

• One is in the middle of a small nameless grove, deep in 
the center of the Bhangah Jungle (#1, W14); this is the 
one that is still held by Ahuma 

• Another is within the Canyon of Light (#2, Y16) 
• There is one underneath the great stone arch known as 

Death’s Gate (#3, U21) 
• Another lies within an isolated wooded valley, north of 

Agniparvata (#4, O23) 
• One is just north of the city of Ayus (#5, K14), in 

control of the church of Sidaru 
• Yet another is on the island of Dviipah, in a small forest 

between the towns of Gharyana & Kemii (#6, U9); this 
is the only one that leads to the precisely corresponding 
spot on Siraaj, & is therefore the largest & most stable 

• And the final one is on a lonely hill near the tip of the 
Udiichii Peninsula (#7, L6); this is the one that Johoum 
used to invade Siraaj 
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Divinities 
Table 1-2: Divinities 

Aspect Pronunciation Alignment Follower Symbol Shape Granted Domains Favored Weapon Druid Monk Paladin 

Adimas ah-DEE-muss 
Chaotic 
Good Adimasai trapezoid 

Chaos, Cunning, Luck, 
Magic longbow No No CG 

Akasha ah-KAH-shah 
Chaotic 
Good Akashan semicircle 

Good, Heroism, 
Presence, Protection, 
Sun heavy mace No No CG 

Bjardvif bee-ARD-viff 
Chaotic 
Good Bjardite woman Earth, Good, Healing light mace No No CG 

Daq DAK 
True 
Neutral Daqite triangle Destiny, Evil, Good spear Yes Yes No 

The Darshan dahr-SHAHN 
True 
Neutral Darshanite rings 

Knowledge, Prophecy, 
Travel spear/warhammer/scimitar Yes Yes No 

Hagalvethr 
HAH-gull-
VETH-ur 

Lawful 
Good Hagalite fist 

Air, Cold, Storm, 
Strength battle axe No Yes LG 

Isvel ISS-vell 
Lawful 
Neutral Isvelite crystal 

Cold, Knowledge, Law, 
Luck heavy pick Yes Yes LG/LE 

Johoum juh-HOOM Lawful Evil Johoumite diamond 

Destruction, 
Punishment, Strength, 
Sun morning star No Yes LE 

Limalia 
lee-MAH-lee-
ah 

Neutral 
Evil Limalite rectangles Hardship, Travel, Water greatclub Yes Yes LE/CE 

Maqur mah-CORE 
Chaotic 
Evil Maqurite crescent Betrayal, Fire, Trickery dagger No No CE 

Martuakh MAR-too-AHK 
Neutral 
Evil Martuakhai loop & eye 

Death, Poison, Serpent, 
Trickery katar Yes Yes LE/CE 

Nathar nah-THAR 
Chaotic 
Evil Natharite maze 

Curse, Evil, Murder, 
Night longsword No No CE 

Pashati pah-SHAH-tee 
Neutral 
Good Pashatai vertical lines 

Cleansing, Healing, 
Plant trident Yes Yes LG/CG 

Qirus KEER-oos 
Lawful 
Neutral Qirusai circle/disk 

Law, Protection, 
Resolve, War falchion Yes Yes LG/LE 

Sidaru see-DAR-oo 
Lawful 
Good Sidarite square Death, Law, Peace warhammer No Yes LG 

Sjor see-ORR 
Chaotic 
Neutral Sjorite cross 

Heroism, Strength, War, 
Water longsword/warhammer Yes No CG/CE 

Sunya SOON-yah Lawful Evil Sunyan sword 
Evil, Heroism, Night, 
Power, War scimitar No Yes LE 

Umaj oo-MAHJ 
Chaotic 
Neutral Umajan arrowhead/chevron Animal, Earth, Wild unarmed strike Yes No CG/CE 

Waharim wah-HAR-eem 
Lawful 
Neutral Waharimai arches 

Air, Contemplation, 
Knowledge quarterstaff Yes Yes LG/LE 

Zaia Z’EYE-ah 
Lawful 
Good Zaian hourglass 

Luck, Protection, 
Travel, World chakram No Yes LG 
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Adimas 
The Falling Feather, the Gilded Eye, the Lord of Finery 

 

 
 
Symbol: A deep blue feather in a brass trapezoid. 
Alignment: Chaotic Neutral 
Portfolio: Chance, good fortune, pleasure, magic, reward of study 
Granted Domains: Chaos, Cunning, Luck, Magic 
Favored Weapon: “Realization” (longbow) 
Aliases: Al’Sihr, Bhagya, Rafiq, Ras Naranj 
 
Adimas (ah-DEE-muss) is the carefree, fickle deity of opportunity, 
gain, pleasure & fortune. Capricious & arbitrary, he teaches of 
searching for the advantage & the thrill of serendipity to enjoy the 
best in life. 
 

Region 
The church of Adimas is widespread & decentralized, with many 
different people devoted to him under many different names. His 
church is most prevalent in the Northern Wastes region under the 
names of Al’Sihr & Rafiq, with strong centers of worship in 
Alaqur & Maisan, but he is also greatly revered in Naranj & 
Fandaq, where he is known as Ras Naranj. He has churches & 
shrines spread all across the southern regions, such as Ilud & the 
Sahra Basit, as well. Pockets of his faith can even be found as far 
east as Nahraldikh, & as far west as Luardo. On Najmah, the 
Gilded Eye is predominantly known as Bhagya, & his faith is 
mostly concentrated in Ahimsa, although he is venerated in several 
far-flung places, such as Angaros, Gita, Puranah, & Vatingana. His 
most famous place of worship on Najmah is Divan Temple, 
although that was originally dedicated to long-forgotten marid 
gods. 
 

Worshipers 
Though followed among humans & lizardfolk, Adimas is a draw 
primarily to kobolds & sabi, with a sizeable following among 
gnolls. Genies despise him as the Traitor God, for they tell legends 
of the Gilded Eye stealing the secrets of their caged kindred. Even 
among informal worshipers or the casually superstitious, Chimes 
of Gold are often kept as personal totems in the home. 
 
Adimas accepts any non-lawful worshiper; few of his clergy are 
evil, however. He supports druids, paladins of freedom (CG), & 
paladins of slaughter (CE). 
 
Code of Conduct 

A paladin of Adimas must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 
this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 
as a paladin. They regain their abilities & advancement potential if 
they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in a lawful manner. This means that you 
cannot follow local, national, or other laws for their 
own sake, & you cannot honor traditions simply 
because they are traditional. You may obey laws & 
traditions if it makes sense to do so, or if it is 
convenient, but if a law or tradition stands between you 
& your goals, then you are obligated to violate it. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are chaotic. 

• You should not show respect to authority figures, 
simply because of their title. You may respect them if 
you like them, admire them, or agree with them, but 
their position is not enough to automatically earn your 
esteem. 

• You should acquire as much magic as possible, & hide 
it from others if necessary. You ought to collect scrolls, 
wands, & other magic items whenever possible, 
including magically enhanced weapons & armor. You 
should also seek means of raising your caster level, 
gaining more spell slots, & adding spells to your spell 
list. If others seek to destroy sources of magic, than you 
must intervene & preserve the magic. 

• You cannot use antimagic, & you must deactivate zones 
of antimagic if possible. If someone is creating zones of 
antimagic in your presence, then you obligated to stop 
them. 

 

Churches 
Adimas has many followings, although most of them are merely 
isolated cults operating independently of one another. There are, 
however, three organized sects of notable size: 
 
The Society of Serendipity 
Also known as Chance’s Path, the Society is a loose-knit yet well-
connected order, dedicated to a meritocratic philosophy of self-
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improvement & “making one’s own luck”. Known for their 
carefree lifestyle & pursuit of knowledge, member of the Society 
are constantly on the move. They wander from place to place, 
righting wrongs & learning lore, all while sewing chaos & change 
in their wake. 
 
Widely rumored to harbor spellcasters of various sorts, the 
members of Chance’s Path are rarely trusted by the citizens of 
most settled lands. Therefore, they must earn trust wherever they 
go with good deeds & helpful gestures, lest they be swiftly run out 
of town. The more responsible members will help the locals 
maintain the ubiquitous small shrines dedicated to Adimas, while 
trying to keep a low profile. Less scrupulous members will simply 
roll into town, foment disorder, take what they need, & move on 
before local authorities can respond to their disruptive actions. 
 
The Society of Serendipity makes use of the Feather Quill as their 
chief symbol. They tend to be witty & adaptable, sharing 
information amongst themselves to help each other survive & 
further their agendas, both individually & collectively. Clerics of 
the Society tend to favor the Cunning & Luck domains. 
 
The Church of Seals 
The most devoted sect to the symbolism of Adimas, the Church of 
Seals is dedicated to the discovery, analysis, unlocking, & 
exploitation of ancient mysteries. More insular than most of 
Adimas’ followers, the Church of Seals works alternately for the 
betterment of their societies & themselves. Members of the church 
seek out old documents, archive magical scrolls & generally seek 
out magical artifacts & items to catalogue, store, seal away &, of 
course, unseal themselves, as needed. Some church members are 
actually wizards or sorcerers in disguise, & even those who are not 
are often nearly indistinct from such, though overt arcane magic 
activity needs to be concealed from their peers. 
 
The Church of Seals is also the sect most likely to practice tantric 
dancing, a frenzy of meditative motion that is often performed by 
dervishes. They use the Watching Eye as their primary symbol. 
Their clerics often choose the Cunning & Magic domains. 
 
The Golden Hand 
The smallest of the major Adimasai factions, the Golden Hand is 
also the most organized. It is probably also the best known sect, as 
its members often staff the major temples dedicated to Adimas. 
Priests of the Golden Hand sing the praises of the Gilded Eye, & 
tell anyone who will listen that he can help them, if only they will 
make a small donation. This proselytizing has greatly helped fund 
the maintenance & spread of Adimas’ faith, but it has also earned 
them the enmity of some more ascetic, lawful religions, such as 
those of Qirus & Waharim. 
 
Followers of the Golden Hand teach that Adimas is a benevolent 
deity, one who created the world out of the random cosmic 
energies & blessed it with his own arcane power. While most 
ministers are too cautious to say so aloud, they believe that magic 
is a divine gift that should be used to exalt their creator. Many 
members of the Golden Hand have some mastery of both arcane & 
divine forms of magic, & some have even become mystic theurges, 
despite the prevailing attitudes against magic. 
 
Members of the Golden Hand often wear golden or yellow robes, 
or blue robes that starkly contrast with their gold-colored gloves. 
They favor the Golden Trapezoid as their main symbol, as it 
resembles the pyramidal profile of the average Admisai temple. 
Their clerics usually opt for the Luck & Magic domains. 
 

Faith Structure 

The shrines of Adimas can be found everywhere: in almost every 
major city, in many smaller settlements, along roadsides, near 
prominent landmarks, & sometimes just in the middle of nowhere. 
They are usually rather small, with barely enough room for a few 
people to crowd around an idol on a pedestal. The larger temples, 
the ones that are multiple stories & can hold a sizable 
congregation, tend to only be within the larger cities. It is only in 
these major temples that the sacred Fortune of Adimas ritual is 
performed. 
 
Regardless of size, a building dedicated to Adimas is almost 
invariably shaped like a trapezoidal pyramid, with slanted columns 
or walls sloping up to a flat roof. The interior is often mostly 
empty, with few (if any) interior walls & sparse decorations, giving 
the entire building an austere, almost-ominous mood. In contrast, 
the priests attending the average temple are typically a disarming, 
agreeable lot (so long as you have a coin to donate). They are often 
quite adept at diffusing non-believers who see the church as a front 
for arcanists or followers who have become upset by the temple’s 
take on official doctrine. 
 
Members of the Adimasai clergy actually have a fairly strict 
hierarchy, which is based on one’s mastery over magical forces. 
Behind closed doors, far from the public eye, priests of Adimas 
compete with each other in meritocratic tournaments to decide who 
is more powerful than whom. Both arcane & divine casters vie for 
dominance, & the two types face each other as often as not. The 
winners of these duels rise through the ranks of the church, while 
those who lose fail to advance, & can even be demoted. These 
contests are usually no-spells-barred, free-for-all battles that can 
result in death… or worse. 
 
Disciples of Adimas who are not attached to a specific temple 
usually live a transient life, moving from place to place as the 
mood strikes them. They maintain existing shrines, build new ones, 
sermonize to non-believers, or pray at magically-potent sites, all in 
a seemingly-haphazard manner. These unaffiliated devotees often 
live by their wits, allowing random chance to provide for them & 
guide their actions. Of all of Adimas’ followers, these adherents 
(who sometimes call themselves the True Believers) are the most 
likely to choose the Chaos domain, which is fairly rare among the 
larger sects. 
 
Clerics of Adimas can pray for their spells at any time of day or 
night, & it can even vary from day to day. Members of Adimas do 
not attempt to actively convert others to their religion, but they 
extol his virtues at any chance they get. Therefore, non-Adimasai 
see his followers as passionate, fickle, boisterous, & impulsive. 
 
Dogma 
The followers of Adimas are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 
 Take risks when they present themselves, for the 
Falling Feather blesses those who make their own luck. 
 There is no truth so true that all must know. Make 
practice of illusion & deception, for that which lies unseen has all 
the more power when revealed. 
 Keep an open eye for the workings of sorcery, & for the 
ways of the lamp-bound. Those who were born with the Secret Art 
are no enemy to Adimas, but the proud wizard may be no friend. 
 Give in fairness to the less fortunate, that their lot may 
be cast once more. None should live bound to a final roll of the die. 
 Treasure not what you have, & covet not your lot in 
life, but strive always for that which is better, for you shall find it. 
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 Appreciate that which is random & in disarray, do not 
impose order upon it. Luck can only thrive in chaos. 
 A dull mind is a wasted gift, so keep your wits sharp, & 
endeavor to enlighten the ignorant. 
 Preserve all the knowledge that you can, for lost lore is 
a grave misfortune. 
 The Secret Art is the essence of change, the purest 
source of creation & destruction. It must be understood, & wielded 
wisely, for the wisest know when not to wield it at all. 
 Seek pleasure in all things, for joy is the fruit of all 
fortune. 
 
Afterlife Mythos 
The faithful of Adimas believe that, after they die, they will ride a 
great pleasure craft across the waters of the sky towards the grand 
monument of Adimas (an immense cap-less pyramid, made of gold 
like his symbol), where exists the Wondrous Bazaar & the maze of 
staircases down to the living world for watching the people & 
wandering the lands. They can return to the boats to meet those 
soon to cross over, & join Adimas in his Gallery of Dreams. On 
the boat, the faithless are as fish that jump up from the water over 
the boat as they pass on, & are reincarnated to try again when they 
splash back into the water. The foes of the faith are as birds that 
hunt fruitlessly, & after years of hunger dive into the waters of the 
sky to try to catch a fish & are mercifully granted another chance 
by Adimas. 
 

Origin 
The original Adimas was a kobold from Haz-Hurad, a civilization 
that cohabited with the Admajai Empire. Long a secret student of 
their ways, he seized many of the trapped & bound genies cast 
down by Zihaja & gained power from their study, using his 
knowledge to make himself a living god to his people, in a city 
built to rally the dispersed kobolds to Adimas’ vision of a 
prosperous life without the Admajai. His peaceful passing went 
unnoticed by his subjects for months as his illusions & 
conjurations sustained the city he had created. When it all 
vanished, neighboring areas believed that the god-potentate had 
brought his city into Paradise to serve as his new domain. The 
aspect of Zihaja recreates the mirage city from time to time to 
reinforce the myth. 

 

By Other Names 
Adimas is known under other names by different cultures: 
 
Bhagya 
On Najmah, Adimas is best known as Bhagya, the genie god of the 
gentle winds, a deity of life, magic, & music. He possesses the 
Breath of Life, a magical exhalation than can heal the wounded, or 
even raise the dead. He is seen as a benevolent deity, albeit an 
erratic one, whose kindness comes in gales or doldrums. Worship 
of Bhagya is concentrated in the djinn-dominated land of Atma 
(especially in the city of Ahimsa), but his faith is an old one, & he 
has pockets of devotion in many far-flung lands. Clerics of Bhagya 
can choose from the Air, Chaos, Healing, & Magic domains. 
 
Rafiq 
The kobolds had a profound effect on the nomadic aazlai tribes 
during the rule of the Admajai & afterwards. The cheerful 
camaraderie & cooperation between the two races is reflected in 
aazlai folk tales, with the spirit Rafiq (meaning “friend”), a 
mischievous, clever trickster who gets into, & pulls himself out of, 
tricky situations. Especially appreciated by aazlai cubs, Rafiq is the 
patron spirit of guides, adventurers & shamans, who revere his 
learning-by-experience mythology. Though most of Rafiq’s 
dedicated are adepts, he does have shamans, who can choose from 
the Cunning, Knowledge, Luck, & Trickery domains. 
 
Ras Naranj 
In the southern lands, especially where staid Qirus & stern Johoum 
rule all, worship of other gods may be frowned upon or sternly 
punished. In these places, the traditions of Adimas may be passed 
down behind the pseudonym of Ras Naranj, a sort of uncle figure 
folk tale. Ras Naranj is the bringer of providence & prosperity, 
whose parables teach the virtues of Adimas in a form suitable for 
life under the aegis of an oppressive religious regime. Though in 
several states Ras Naranj has effectively supplanted true Adimas 
tradition, in the city of Naranj he is known & celebrated as their 
favorite image of Admias & as a cultural icon. Clerics of Ras 
Naranj can choose from the Luck, Magic, Protection, & Strength 
domains. 
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Akasha 
Lady of Light, Dawn-Mother, the Shining One, Aurora, the Saintly Joy 

 

 
 

Symbol: The Sunray, a yellow semicircle inside of a larger blue 
semicircle, with thin rays of yellow beaming outward. 
Alignment: Chaotic Good 
Portfolio: Accord, good, hope, light, love, the sacred feminine 
Granted Domains: Good, Heroism, Presence, Protection, Sun 
Favored Weapon: “Daybreak” (heavy mace) 
Aliases: Al-Hanan, Kira, Nur, Satkriyaa, Ushas 
 
Akasha (ah-KAH-shah) is the passionate, glowing goddess of the 
sacred feminine. Warm but temperamental, Akasha urges freedom 
from patriarchy, shining light upon the darkness of tyranny, & the 
creation of the new through the destruction of the old. 
 

Region 
There is no part of either world that has never heard of Akasha. 
She is largely a figure of folklore in most regions; only a few 
places actually worship her as a goddess in her own right. Her 
symbol, the Sunray, is a basic icon of womanhood, & is depicted 
in jewelry & on keepsakes for little girls the world over. To many 
women, she is simply Dawn-Mother, while one church of Johoum 
insists she is his daughter, & myths of Limalia accuse her of being 
the vain, rich beauty to Lady Pain’s hard-working, laborer crone. 
 
She was one of the most central deities of the Admajai Empire, 
along with her brother, Sunya. Today, her sole remaining seat of 
worship is the city of Rizaj, which only recently converted from 
venerating Adimas. On Najmah, she is mostly revered by the 
houris on the continent of Kshaya. 
 

Worshipers 
Akasha’s faith, such as it is, is notable for transcending most racial 
& cultural boundaries; members of all races adore the Saintly Joy. 
In the Admajai Empire, she was an honored deity, already ancient 
in the Imperial Reckoning, & her memory has been passed down 
ever since. As a personified spirit of gender, she is effectively a 
historical & cultural icon, while of late her legends are a rallying 
point for female empowerment in some circles. The Fatima 
worship & swear by Akasha, loving her above all others. 
 
Akasha allows worshipers of any non-evil alignment, but most of 
her clergy are chaotic. She supports paladins of freedom (CG). 
 
Code of Conduct 
A paladin of Akasha must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 
this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 

as a paladin. They regain their abilities & advancement potential if 
they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in an evil manner. This means that you 
cannot willingly commit an evil act, even if that act 
furthers a greater agenda of good in some meaningful 
way. For example, you cannot kill an assassin when 
capturing them is a viable option, even if preventing 
their murderous actions is in keeping with your good 
agenda. Also, while borrowing things that are needed to 
promote a good agenda is acceptable, outright stealing 
is not. In addition, lying is fine if the telling the truth 
would get in the way of a greater good, but cheating 
someone should be avoided, if at all possible, even if 
the cheated party is evil. 

• While you may adventure with characters of any good 
or neutral alignment, you cannot knowingly associate 
with evil characters, nor can you continue an 
association with someone who consistently offends 
your moral code. You may accept only henchmen, 
followers, or cohorts who are chaotic good. 

• You must not show respect to authority figures, simply 
because of their title. You may respect them if you like 
them, admire them, or agree with them, but their 
position is not enough to automatically earn your 
esteem. 

• You must not hurt a woman, or through inaction allow 
a woman to be harmed. A lady is a woman from the 
moment she is born, & deserves the respect due the 
fairer sex. Non-sentient creatures are not women, nor 
are beings without life or soul. A woman guilty of a 
crime may be bound to her sentence, but the innocent 
female is sacrosanct. 

• You should spread light & illumination wherever you 
go. If you travel by night, you must bear a torch or a 
lamp, & share your light with whomever you meet. You 
may not hide in shadows, nor can you abide a room 
untouched by the light of day; if you enter such a place, 
you should bring the daylight with you, if at all 
possible. 

 

Churches 
Akasha’s devotees are thinly spread, & are organized into many 
small sects: 
 
The Sublime Radiance 
Many of the semi-independent cabals devoted to Akasha consider 
themselves a part of the Sublime Radiance, a loose network of 
factions that promotes harmony, love, & mutual aid. The sect is 
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focused on spreading illumination (of both the literal & 
metaphorical kind) to all who wish to bask in the light of creation. 
Members of this faction are the most likely of all Akashans to staff 
& maintain the temples dedicated to the Shining One. The history 
of the Sublime Radiance can be traced back to the formal church of 
Akasha in the Old Empire, but its origins were much earlier than 
that, predating the Age of Kingdoms. During the anarchy that 
followed the Fall of the Simurghs, Akasha came to Siraaj & broke 
the Light of Order into 114 fragments. These portions were 
bequeathed to various women, so that their children would found 
the first kingdoms. Thus began the era of autonomy for the 
humanoids & their kin on Siraaj, as did the church as it exists in its 
current decentralized form. Clerics of the Sublime Radiance 
usually choose the Good & Sun domains. 
 
The Glorious Sisterhood 
Founded by the legendary Sister Amira Bibi al-Mara, the Glorious 
Sisterhood has endured for over nine centuries. It is a network of 
aligned temples & cabals, dedicated to the veneration of the 
feminine form & the advancement of womankind. They believe 
that Akasha made all females in her image, & therefore that 
women everywhere are a pure reflection of the divine structure. 
Their feminist agenda has put them at odds with many groups over 
the years, & they are persecuted or even outright banned in many 
settlements. While the vast majority of their adherents are in like-
minded communities, where gender equality or even female-
dominance is the cultural norm, they are most active & most 
visible in patriarchal lands. It is for this reason that the sorority has 
so many martyrs to its cause, more than any other faction of its 
size. Clerics of the Glorious Sisterhood generally choose the 
Heroism & Protection domains. 
 
The Followers of Light 
For the last 14 years, the Followers of Light have been as well-
known as they are controversial. They are more of a large cult than 
a splinter faction, & other Akashans are quick to renounce them as 
nothing more than a group of heretics. Originally founded by a 
man known today as Qunavi, the Lord of Light, they believe that 
he is the bodily incarnation of Akasha, & that he personifies the 
sun & its life-granting power. They worship anything that emits 
light, holding such objects as sacred idols. Unlike most other 
Akashans (who are embarrassed to be associated with the 
sacrilegious Followers), they typically wear yellow robes. They 
believe that when they die, their souls will join with Qunavi, 
becoming one with the Light-Bringer & granting him even greater 
power to illuminate the ignorant masses. More men belong to the 
Followers than to any other sect of Akasha’s church, even more 
than to the Dawn-Heralds, much to other Akashans’ dismay. 
Clerics of the Followers of Light often choose the Presence & Sun 
domains. 
 
The Heralds of the Dawn 
The most militant wing of the Akashan churches, the Heralds of 
the Dawn are valiant & pious, champions of virtue & the bane of 
the wicked. They are a highly-evangelical sect, proselytizing & 
recruiting wherever they travel. Their cabals are usually quite 
small, with only a half-dozen or so members. They wear polished 
silver-plated armor under their scant white robes, so as to reflect 
the glory of the sunlight (& to evoke old tales of knights in shining 
armor). They journey on horseback, riding where their instincts 
lead them, hoping to find wrongs to make right & evildoers to rout. 
This simplistic, binary view of the world has led to several 
incidents in which they forced to make reparations to parties that 
they had harmed in their misplaced zeal. Other Akashans have a 
conflicted view of them; some appreciate the visibility, vitality, & 
new membership that they bring to the church, while others 
disapprove of their brash methods, naïve outlook, & inept 

fanaticism. Clerics of the Dawn-Heralds typically choose the Good 
& Heroism domains. 
 

Faith Structure 
The church of Akasha prefers to build small shrines over larger 
temples, a reflection of their widespread-yet-loose organization. 
While these shrines (which rarely have walls) can appear to be 
simple affairs, they are actually carved in intricate detail with 
geometric patterns, which an expert of the Akashan records (or one 
of astronomy) can tell are charts & graphs tracking the sun’s 
movement through the sky. The full temples usually have a portal 
on the roof that can be opened to let in the sunlight, & many of 
them feature hanging prisms that catch & refract the natural light 
onto the white interior walls. Akashan priests pray to her everyday 
at sunrise, though they need not be within a shrine to do so; for the 
whole world is bathed in her holy light. 
 
The priests of Akasha (or, more likely, her priestesses) always 
wear pristine white robes, with the notable (& heretical) exception 
of the Followers of Light. An initiate of the church is called a 
Candle, after the lit candle that they carry from dusk until dawn; 
these entry-level acolytes perform menial duties for their cabal or 
temple. Above them are the Lanterns, who likewise bear a 
namesake lamp & keep it lit all night long, & they often serve the 
church by spreading the gospel & recruiting new converts. Even 
higher in the ranks are the Torches, who have everburning torches 
on hand at all times; these celebrants usually deliver a temple’s 
sermons or build new shrines. The highest echelon of the church is 
the Enlightened, who need not carry any light-emitting devices; 
they are considered so holy as to brighten the souls of those around 
them by their mere presence. 
 
All of Akasha’s clergy wear her symbol, the Sunray, at all times, 
usually as a pendant on a chain around their neck. Some cabals 
require that their priests tattoo the Sunray onto their bodies, to 
signify the darkness within each mortal soul which must be 
expunged by the light of Aurora, but this is an uncommon practice. 
Girls & women of all ages wear the Sunray as well, & it has 
become a nearly-universal icon of the feminine spirit. Akashan 
men wear it as sign of their faith, but many non-Akashan males 
dislike the mark, preferring the masculine Starblade icon of Sunya. 
 
Dogma 
The followers of Akasha are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• End all conflict & discord, for harmony is the only path 
to the Saintly Joy. 

• Hold goodness in your heart, & share it with others. A 
smile may sheathe the sword. 

• Never despair, even in the deepest darkness, for the 
Dawn-Mother shall always build a brighter tomorrow. 

• Spread the light of Aurora to all places, & cast out all 
shadows. 

• Affection & adoration are the bonds that hold us all 
together. To truly love the Shining One is to love all her 
children. 

• Respect all women, for they are made in Akasha’s 
sacred image. All her children are of woman born. 

• Always show valor in the face of peril, for bravery is a 
light that shines long after the candle is extinguished. 
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• The Lady of Light blesses her children with charm & 
allure. If you are faithful, you shall be the bearer of her 
glory. 

• Offer safety & refuge to those who need it, & you shall 
bask in Akasha’s light. 

• Act only in the light of day. The night is a time for dark 
souls & darker deeds. 

 
Afterlife Mythos 
The faithful of Akasha believe that, after they die, they will be 
guided by a hafaza to a dark tunnel. They must walk through the 
cavernous passage, where they will pass beneath the Three Gates 
(Desire, Worth, & Fate). Those who do not truly follow the 
Shining One cannot cross all the gates, for one of the three will bar 
their passing. If the dead make it through the gates without 
incident, they will emerge from the tunnel onto the surface of 
Qamar, the Wandering Moon. They will ride upon the Wandering 
Moon until it completes its journey across the sky, when it will 
disappear into the Other Realm. After Qamar has crossed over, the 
dead will go through another tunnel & another Three Gates 
(Sapphire, Opal, & Ruby), after which they will appear upon the 
marble floor of a grand temple. From there they will be shown the 
wonders & hazards of the next life by spirits of light & joy. 
 

Origin 
The truth of Akasha is unlike that of many other deities worshiped 
in the Kamala, for Akasha does exist & is in fact a demigoddess. In 
the ancient Godwar between Siraaj & Najmah, each sent an agent 
to seduce the other. Najmah’s servant, a female deva of surpassing 
beauty, laid with Siraaj, & in the starlit realm gave birth to his 
daughter. Though the brothers may have intended the products of 
any such union to be hostages, Zihaja removed the divine children 
to his palace & taught them of his plan for the Kamala, how the 
enlightenment of mortal souls would teach the brothers & restore 
the peace between them. The children were united in their efforts 
to end the war, & by the time of the simurghs, had become lovers. 
 
Their affair was doomed by their opposed natures, however, & 
despite their love, they could not help but to quarrel with one 
another. Each thought that their way was right, though they cannot 
convince the other. Akasha & Sunya continue to attempt to mend 
their differences, & once each year, they love again from dusk 
until dawn. Akasha now lives on a small paradise island 
somewhere off the coast of Shemun. She leads her followers in 
fighting against authority & imperialism, & challenges the causes 
of Sunya wherever his darkness threatens the light of day. In her 
passion, she sees herself as a virtuous champion of freedom whose 
despotic husband tries to oppress her. It is her greatest burden that, 
as the child of Siraaj, a force of destruction, she is barren, & as 
such, her clerics are the greatest foes of the almasti. 
 

By Other Names 
As an ancient deity known across both worlds, Akasha is venerated 
under many different names. 
 

Al-Hanan 
To the nomadic tribes of the Northern Wastes, the Lady of Light is 
known as Al-Hanan. She is a love goddess, a beguiling 
embodiment of joy & affection. She binds young couples together 
with her imperceptible strings, trying them up in unbreakable knots 
on the dawn of their nuptials. She is a fickle & unknowable 
goddesses, who advocates harmony & caring, but can also promote 
(or at least excuse) jealousy & fanaticism. This personification of 
passion & desire is worshipped by people of all races in the Three 
Rivers area, from the foothills of the Satha Laylanuha to the shores 
of Alhurus Lake. Clerics of Al-Hanan may choose from the 
Destiny, Good, Luck, & Peace domains. 
 
Kira 
A figure in the later tales of the aazlai, Kira is a daughter to 
Shimha. Kira was not in favor with storytellers generally, mostly 
being relegated to a supporting role. Most myths associate her with 
Rafiq, Yaani, & Saso, mirroring in many ways early tales of her 
father. Kira figures most prominently in the tales surrounding 
Kuzira’s final battle with the Spirit Tribe & her marriage to the 
Night Prince. This union is mostly depicted as a tumultuous one, as 
their contrary passions often clashed, but their love united them 
despite their opposition. The few clerics of Kira may choose from 
the Chaos, Heroism, Protection, & War domains. 
 
Nur 
The people of the Red Sands don’t think of the Shining One as a 
purely benevolent deity. Descended from the survivors of the 
Admajai Empire’s violent demise, these rural folk (mostly 
Mamlaqai humans) believe that the Akasha that their ancestors 
worshipped was deeply offended by the decadence & sin of the 
Admajai. They say that on the day of the Pactspell, she finally 
allied with her brother, Sunya, to raze the Old Empire to the 
ground, purifying the land of the wicked taint of the Admajai. She 
shed her former kindness, becoming the more neutrally-aligned 
goddess Nur. Today, many of those now living in the Ral Zadi pay 
her respect & burn offerings to her, hoping that by living a simple 
honorable life they will be spared her wrath a second time. Clerics 
of Nur may choose from the Fire, Cleansing, Presence, & Sun 
domains. 
 
Satkriyaa 
On Najmah, the Dawn-Mother is rarely worshipped, as there is no 
dawn in the Realm of Night. The only people to revere her are the 
houris, who know her as Satkriyaa. On the houri-dominated 
continent of Kshaya, she is beloved as a caring, nurturing goddess, 
a shining example of all that is virtuous & just. She shows the way 
to enlightenment, leading her followers to abandon the attachments 
that bind them to the endless cycle, so that they may transcend 
their current form & attain a luminous perfection. A few devas 
pray to her, but more of them are staunch Sidarites, & prefer his 
orderly path to ascension to her freeform, unstructured methods. 
Before the Great Calamity, some genies followed her guidance, but 
hers was always a somewhat marginal faith. Clerics of Satkriyaa 
may choose from the Good, Healing, Presence, & Protection 
domains. 
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Daq 
The True Path, the God of Destiny, the Third Way 

 
Symbol: A triangle whose white & black extremes mix to a gray 
center. 
Alignment: True Neutral 
Portfolio: Good, evil, balance, destiny, commitment, extremes 
Granted Domains: Destiny, Evil, Good 
Favored Weapon: “Narrow Road” (spear) 
Aliases: Al-Muqadar, Dakhiel, the Foreseer, the Hand of Doom, 
Ruh Thariq 
 
Daq (DAK) is the unpredictable god of right & wrong, light & 
dark, good & evil. He guides his followers along the precipitous, 
narrow road in between, avoiding the perils of extremes & exulting 
in the sublime balance of destiny. 
 

Region 
As perhaps expected from a deity of balance & moderation, 
worship of Daq is concentrated in the center of the Admajai 
continent, between the three great rivers (the Narrow, the Elzim, & 
the Saqiyah). There are traces of worship as far north as 
Rasalhague, & there are Daqite power bases in Babalarud & Darb. 
Mushayar is the heart of Daqite tradition, which is fitting for a City 
of Bridges. On Najmah, he is worshipped as Dakhiel, primarily in 
Kshaya & Prana. 
 
Worshipers 
Daq’s followers are mainly from human, sabi, & half-genie stock. 
Gnolls mostly live far from Daqite strongholds, & kobold culture 
is not fond of Daq’s dogma, preaching that escape from the beaten 
path is better than a mundane following. Lizardfolk may be drawn 
to the more neutral sects of Daq, & some half-ghuls have formed 
splinter cults around the dark paths of life. 
 
Worship of Daq is a polarizing issue in some circles, due to 
various controversies associated with either the church or its 
founder. Daqites are all but banned in Meraya & Raqam, & those 
of marid blood do not venerate him since the destruction of the 
Central Padishate of Ruquz Aruj. And Johoumites oppose the 
church of Daq on several grounds, so religious strife abounds 
wherever the two faiths meet. 
 
Daq allows worshipers of any alignment. Most of his clergy are 
neutral in some regard. He supports druids & monks, but not 
paladins of any type. 
 

Churches 
Daq’s adherents have united into two major churches, although 
there are tales of a hidden third faction: 
 
The Path of Providence 
This is Daq’s most prominent & populous church, & many non-
Daqites see this faction as synonymous with the faith as a whole. 
Members promote an agenda of personal enlightenment, material 
detachment, & denial of self. They maintain small shrines along all 
the major roads in the continent’s interior, & are primarily 
concentrated along the northern banks of Lake Alhurus. Their 
ceremonies are simple, usually involving the joining of hands 
between two people, or the ritualized exchange of symbolic 
objects. Their focus on natural balance & what they call 
“harmonious fortune” has made them popular among agrarian 
tribes & other rural peoples. The Path Walkers, as they are most 
commonly known, consider the zebra a sacred animal & the karir a 
sacred plant. Their clerics often choose the Destiny & Good 
domains. 
 
The Gray Order 
Something of a counterpoint to the Path of Providence, the Gray 
Order sees itself as the true followers of Daq’s teachings. They 
adhere to a schema of personal ascension, material addiction, & 
indulgence of the self. The order’s members claim to do these 
things not for the pleasures of the acts themselves, but for the 
revelatory insights that these acts are said to create. They populate 
only a few larger churches, mostly in the Northern Wastes. The 
Path Walkers view them as aimless hedonists that speak heresy, & 
the order’s members view them in turn as austere conformists 
without vision. Their egocentrism & “fate-dreams” have not 
curried favor with mainstream society, so they are mainly a small-
yet-vocal fringe movement within the Daqite faith. The Gray Order 
considers the vesper bat a sacred animal & the nightshade flower a 
sacred plant. Their clerics often choose the Destiny & Evil 
domains. 
 
The Tulai Zalim 
This isn’t a major church, or even a church at all, really. The Tulai 
Zalim is a secret cult that is little more than a myth in the modern 
day. Legends tell of a cabal of Daqite priests who grew dissatisfied 
with the moral schism within their faith, viewing it as a distraction 
from the balanced philosophy that they should be exemplifying in 
Daq’s name. Calling themselves the Blade’s Edge (or the Tulai 
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Zalim in Admajai), this sect came to reject the tenets concerning 
destiny, or at least to marginalize them in favor of an all-important 
equilibrium. They supposedly went into hiding, spreading 
throughout the continent (&, some say, beyond) to engineer events 
in such a way as to achieve greater stability & balance. Whether 
they really exist or not is difficult to say, & just what they have 
supposedly done varies by the teller, but they are often said to have 
had a hand in the major events of regional history, & are blamed 
for many misfortunes. Their clerics are said to choose the Evil & 
Good domains. 
 

Faith Structure 
Daq’s shrines are mostly small constructions, usually only a trio of 
columns surrounding a statue on a dais, capped by a simple 
triangular roof. The few real Daqite temples are also triangular in 
shape, with an altar in the middle a large central chamber, which is 
often circular in shape & at least partially open to the sky. They 
also consider crossroads to be sacred places, as are any sharp 
divisions between one place & the next, such as doorways, city 
limits, or the water’s edge. 
 
The priests of Daq’s faith almost always wear gray robes, which 
tends to make non-Daqites assume that they all belong to the Gray 
Order; they also often carry a gray wooden staff with a white tip & 
a black tip, in addition to their holy symbol. These ministers are all 
ostensibly of equal rank, & they each share in the duties of the 
temple in equal measure. The most important duty in a temple for 
the priests is officiating over the daily ritual, such as the popular 
Fate of Daq rite, or the lesser-known Doom Sacrament or Destined 
Road rituals. 
 
Priests who do not belong to a temple will instead wander the 
roads, preaching to passersby, maintaining the Daqite shrines, & 
meditating in natural places of peace & tranquility. They meditate 
most intently during sunrise & sunset; Daqite clerics can choose to 
pray for their spells at either dawn or dusk. Members of Daq’s 
faith tend not to proselytize or actively convert people to their 
religion. They prefer to lead others to enlightenment by example, 
teaching only those who are willing to learn. For this reason, non-
Daqites view them as passive, serene, aloof, & reserved. 
 
Dogma 
The followers of Daq are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• In all cases, there exists a third option. You must find it 
& walk the path between extremes. 

• Daq has chosen your fate. Now it is up to you to 
explore that destiny. 

• Without good, there can be no evil. Without evil, there 
can be no good. And without both in equal measure, 
there can be no balance. 

• In balance, there is harmony. Pledge yourself to balance 
in all things, & a great destiny will be yours. 

• Avoid all extremes, for they lead away from the True 
Path. 

• Shun not the holy or the wicked, but embrace them 
both, & invite them to be more like one another. 

• Suffer not those who would disrupt the harmony of 
good & evil. 

• To relinquish your commitments is to deny your 
destiny. 

• Greed, indulgence, & vice are the three paths to 
imbalance. Harmony cannot thrive in the barren plains 
of excess. 

• Life is in balance with death, for all who live must 
surely die. 

 
Afterlife Mythos 
The faithful of Daq believe that, after they die, they will be flown 
to a paradise called the Third Realm on the Wings of Providence. 
There, their individual destiny will be revealed by a representative 
of the True Path. From this glorious land of balance & harmony, 
the Daqites will watch the non-believers struggle below. Those 
who do not follow the Third Way will have their soul painted 
either black or white (both of which are distasteful extremes), & 
then they will be pitted against each other, to battle on another 
until they are spent & broken. Those blessed believers who cannot 
bear to watch the pointless destruction below can join Daq & be 
one with his sublime fate. Or they can take a third option, the most 
secret & holy of paths, the Way of Renewal, which leads to 
another incarnation in a form similar to, but not entirely like, their 
previous embodiment. 
 

Origin 
The true Daq was a formerly-administrative solar dispatched by 
Zihaja to slay the marid Shah of Al-Huruz, who had captured the 
greatest city of the Admajai & stolen water from across the 
continent to spread his lake empire. The resultant destruction 
brought water to many but scoured dry the seabeds of Meraya & 
Raqam (where Daq is never spoken of to this day) in the process, 
creating the belief in the capricious deity who loves or hates & 
must not be brought to extremes. The resultant praise & loathing of 
Daq so intrigued Zihaja that he subsumed Daq’s following, making 
Daq an aspect of his divinity. The original Daq, known as Dakhiel 
on Najmah, lived on for a time in Prana, but was slain centuries 
ago in battle against a legion of invading devils during the Great 
Calamity. 
 

By Other Names 
Daq is revered under other names by different cultures. 
 
Al-Muqadar 
On the Nizal Peninsula, along the eastern coast, Daq is known as 
Al-Muqadar, which means “the Destiny”. He is a dispassionate, 
aloof god, one who has a plan for every creature & executes their 
fate without mercy or remorse. His disciples tend to be nihilistic, 
acting in any matter that pleases them due to their conviction about 
the fate of themselves & everything else. Unlike most religions, the 
followers of Al-Muqadar regard prayer as heresy, as praying to a 
deity to intercede on your behalf is tantamount to changing fate, 
which is a mortal sin. Their clerics often choose the Chaos, 
Destiny, & Law domains. 
 
Dakhiel 
On Najmah, Daq is known by the name of Dakhiel, which is the 
original long-form designation of the solar that inspired the Daqite 
faith. He is known as a placid, temperate deity, but one capable of 
righteous fury when the situation demands it. It is this judicious 
use of force that endears him to both pacifist & military followers. 
He is primarily worshipped in Kshaya & Prana by houris & devas, 
respectively; demons & devils hate him & his worshippers with a 
particular zeal. Their clerics often choose the Good, Healing, & 
Protection domains. 
 
Ruh Thariq 
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In Ilud, there is an increasingly-popular Daqite faith that teaches 
that life is a journey along a narrow & treacherous path. On one 
side of the Spirit Road, one’s desires threaten to trap & consume 
the unwary within their own envy & greed. On the other side, 
one’s ideals attempt to ensnare & devour the naïve within the own 
strictures & inflexibility. This religion instructs its followers that 
one must walk the fine line between these two extremes if one is to 
find enlightenment & ultimate salvation. Their clerics often choose 
the Destiny, Luck, & Travel domains. 
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The Darshan 
The Vision, the Hierophants, Those of Mystery, the Secret Ones 

 

 
Symbol: Three interlocking rings with an eye at the center 
Alignment: True Neutral 
Portfolio: Omniscience, awareness, divinity, prophecy, divination, 
forethought, guidance 
Granted Domains: Knowledge, Prophecy, Travel 
Favored Weapon: Awakening (spear, warhammer, or scimitar) 
Aliases: Aspiration, Fact, & Legend, the Angel, the Light of Fact 
 
The Darshan (dahr-SHAHN) are the agents of Zihaja, who deliver 
divine will & divine guidance to the peoples of Siraaj & Najmah. 
The three divine spirits gather mystery cults around the secret of 
their actions & draw individual worship by virtue of being Zihaja’s 
hands upon the worlds. 
 

Region 
The Darshan have no defined region; their mystery cults are 
everywhere, & individual worshipers appear in their wake. Many 
formal churches perceive the appearances of the Darshan to be the 
hand of their own divinity at work. 
 
Worshipers 
There are few racial patterns to the Darhsan’s faithful. On Najmah, 
they are followed in large numbers by the houris who aspire to 
enlightenment, & are often labeled with the individual names of 
Aspiration, Fact, & Legend. Demons ignore them, while devils & 
devas fear them. The Darshan rarely appear to genies or half-
genies, & never to ghuls. The Darshan do not filter worshipers by 
alignment; however, few of their clergy are evil. The Darshan 

support druids & monks, but not paladins of any type. 
 

Churches 
The Darshan have two loose traditions & one notable individual 
practice. 
 
The Order of the Eye 
A mystery religion based around individual encounters with the 
Darshan & the Universe Eye symbol, the Order of the Eye gathers 
in insular cloisters to archive & document the will of their masters 
& the divine instruction passed to them through mortal paths. Their 
leaders, called Prophets, spend much of their day in oracular 
trances, & it is the second tier, the Interpreters, that gauge the 
words of their deities & instruct the small congregation as to their 
meaning. The Order also traces the route of the Universe Eye sigil 
through history, believing (correctly) that it is the symbol of all 
things & the sign of the path of wisdom, & once had a deeper 
meaning now lost to time. Their clerics often choose the 
Knowledge & Prophecy domains. 
 
The Awakened 
The Awakened are small groups of sages & initiates who have 
received direct instruction from an encounter with a Darshan. 
Understanding that they serve a higher power, they quest for 
learning & travel far in their mission to order the world’s 
happenings according to the divine decree. These traveling bands 
may settle briefly around a location, a people or a single 
individual, acting passively to manipulate events in accordance 
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with their instructions. The Awakened are thus often sought for 
guidance, but many larger religions or traditions resent the 
interloping presence of external authority figures, & clash with 
them, driving them out of various territories where to this day they 
are unwelcome. Their clerics often choose the Knowledge & 
Travel domains. 
 
Ruyah 
Ruyah is the name given to the Sacred Dream that inspires its 
individual practitioners to abdicate the trappings of their current 
life & go forth as mortal agents of the mysterious, hooded 
divinities. Those who experience the Ruyah spend their lives 
seeking & sharing, delivering augury & aid before continuing in 
their ceaseless journey towards the answer to their enigmatic 
dream. The Darshan appear to these individuals in dreams & 
visions, but will never be encountered by followers of the Ruyah, 
as theirs is a quest without an answer. Monks of the Darshan are 
always followers of the Ruyah. Ruyah clerics often choose the 
Prophecy & Travel domains. 
 

Faith Structure 
The followers of the Darshan build no temples or great works. 
Small shrines for speakers of prophecy are all they can afford 
themselves for religious luxury. The Order of the Eye may acquire 
hidden caches, caverns or rooms wherein they may cloister 
themselves & conceal a Prophet, but the Awakened are always on 
the move, as are followers of the Ruyah. 
 
The Darshan largely acquire followers either through direct contact 
or as individual initiates to the esoteric gatherings of the main 
groups. Their clerics are almost always hooded, & bear water & a 
knotted rope with them. Some clerics keep spices to serve as a 
focus for their trances. Priests tend to bear a weapon with a shape 
reminiscent of the light of the Darshan that they met: a spear for 
Aspiration, a hammer for Fact or a scimitar for Legend. 
 
Dogma 
The followers of the Darshan are expected to live up to the 
following principles. Some sects may have a few alternate tenets, 
but the variants are usually minor. Following these values is a sign 
of one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• To know all is to best serve the Heirophants, so learn all 
that can be learned. 

• The wakeful eye sees the road ahead & the road behind. 
The lidded eye sees only itself. 

• Respect the power of the spirit, for it gives purpose to 
the body & meaning to the mind. 

• Listen to the whispers of the Secret Ones, for they shall 
always guide your hand. 

• Open your eyes, see the world in its entirety, & look to 
the future, & you shall gaze upon the glory of the 
Darshan. 

• Consider what you have learned, & anticipate the paths 
not yet walked, for the prudent shall triumph over the 
reckless. 

• Lead others to wisdom, & give them knowledge, so that 
they may join the Vision. 

• Knowledge without understanding is a bird without 
wings. 

• Many predictions are false, but the true prophet is 
blessed by Those of Mystery. 

• Wisdom can only be found somewhere other than 
where you are, so go there, & go there often. 

 
Afterlife Mythos 
The faithful of the Darshan believe that, after they die, they will be 
found by a spirit of guidance called a hafaza. This hafaza will lead 
the soul on a journey to the Pit of Fate, where it will linger for ten 
to twenty days before it is time for it to enter the Gate of 
Culmination. The gate takes the soul to an ascending staircase in a 
dark void. Alone, the dead soul can climb the stairs (or not) to 
reach several terraces. The First Terrace has a trio of devils, who 
will offer a soul of vice & villainy the chance to join them, while 
the Third Terrace has a trio of devas making the same offer to soul 
of virtue & value (the Second Terrace has been empty & broken 
for centuries). If a soul refuses these offers, they can proceed 
upward to the Final Terrace, where a great ammut waits to judge 
the soul’s inherent worth. The worthy may go through the final 
gate into the Great Hereafter, the unworthy are devoured by the 
ammut, & those too cowardly to face judgment hurl themselves 
into the Lake of the Damned. 
 

Origin 
The Darshan are spirit creations of Zihaja from the early days of 
the world, when many matters pressed him & dealing with the 
races of the two worlds was of low priority. The trio was formed to 
act on the over-deity’s behalf, going among the peoples of the 
worlds to serve Zihaja’s will. When Zihaja removed himself from 
the worlds permanently, the Darshan saw their roles change to 
become his full-time agents & representatives, not merely via the 
church but for the entirety of the worlds, as Zihaja’s record was 
erased from history. 
 

By Other Names 
The Darshan are revered under other names by different cultures: 
 
Aspiration, Fact, & Legend 
The Darshan are given individual names in certain myths & 
traditions, & even some of their conventional worshipers identify 
them by these instead of the collective noun. Aspiration is the 
Darshan of future events & action, & is the youngest, radiating 
long, sharp beams of light. Fact is middle-aged, solid & stern, with 
an ice-gray nimbus of imposition & weight; it represents the 
present time & what is & is not possible. Legend is the oldest, in a 
cloak of shifting colors, surrounded by swirling curves of light that 
dance & clash. It represents the past, magic, lore, & conjecture; 
living in uncertainty with available knowledge. 
 
The Angel 
From time to time, an individual Darshan manifests as a celestial 
presence to do some great work, as per Zihaja’s command. This 
incarnation, called by people the Angel, may impose on lesser 
beings to accomplish its task. Those who work alongside the Angel 
can choose from the Good, Heroism, Protection, & Law domains, 
& must not be of an evil alignment. 
 
The Light of Fact 
In some far-flung cultures, such as the matriarchal island of 
Sa’hsan or among the desert centaur tribes, the trio of the Darshan 
are seen as an abstract figure, a force of light in humanoid form. 
This light is said to speak truth & to convey the true order of 
things. Some of these cultures accept prophecy from the Light of 
Truth, though in shaghal culture such oracles are hidden & 
reserved for only the elite, who deeply reconsider any decision that 
would conflict with the knowledge of the Light. The few who 
worship the Light of Fact choose from the Knowledge, Luck, & 
Prophecy domains. 
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Hagalvethr 
Sky-Father, the Stormbringer, Lord of Thunder, the Grim Smith 

 

 
 

Symbol: A fist wielding lightning bolts over a cloudy circle. 
Alignment: Lawful Good 
Portfolio: Dvernin, forging, mining, stormy weather, harvest, 
autumn 
Granted Domains: Air, Cold, Storm, Strength 
Favored Weapon: “Blizzard” (battle axe) 
Aliases: Adya, Al’Fezr, Jamadab 
 
Hagalvethr (HAH-gull-VETH-ur) is the patron god of all dvernin. 
He is the lord of all other dvernin gods, even if some of the others 
do not accept his rule. He exemplifies many of the dvernins’ key 
virtues:  hard work, perseverance, might, honor, & commitment. 
Dvernin pray to him when they want fair weather, when they are 
building above-ground shelter, or when they are beginning a 
laborious endeavor. 
 
Hagalvethr is most commonly portrayed as a very large & brawny 
dvernin (nearly six feet tall) with a gray braided beard that reaches 
down past his knees. His skin is nearly as pale as snow, & he 
always wears a full suit of armor. He often wears a scowl on his 
face, & his flinty eyes can pierce one’s heart like a frigid wind. 
 

Region 
Hagalvethr & the rest of the dvernin pantheon are worshiped 
throughout the Southern Continent (known to the natives as 
Gatheilar), wherever the dvernin can be found. They are mostly 
concentrated in the areas of Yan & Bhul, the two northernmost 
peninsulas of the southlands. On Najmah, where dvernin are 
largely unknown, worship of Hagalvethr & his kin is restricted to 
some houri cults in the Chitraka region, where he is known as 
Adya. 
 
Worshipers 

Hagalvethr & the rest of the dvernin pantheon are racial deities, & 
as such, they are exclusively worshiped by the dvernin. People of 
other races have a hard time relating to his ideals, even if they have 
lived in dvernin lands for a long time. Some rare folk (mostly 
humans from the southern reaches of Ilud) have adopted the 
dvernin gods as their own, but most other people would see them 
as foreign & strange. Members of other races usually see 
polytheism as blasphemous, & those who believe otherwise are 
often deemed heretics, viewpoints which only reinforce the deep 
cultural & geographic divides. He supports monks & paladins of 
honor (LG), who follow the standard code of conduct. 
 

Churches 
The church of Hagalvethr (& his family) is called the Assembly of 
the Divine, & while it is ostensibly a unified faith that administers 
all religious issues of the entire dvernin race, several factions exist 
beneath the surface. The main church is concerned with 
maintaining the dvernin way of life: teaching the masses, healing 
the sick & wounded, building shelters, tracking prey migrations, 
etc. Most of the clerics that do not affiliate with a specific faction 
choose the Storm & Strength domains, although many exceptions 
exist, & in a church this broad, many variants are accepted. 
 
The Hammer & the Anvil 
This party reveres the art of forging weapons & armor, martial 
prowess, & physical might. They worship both Hagalvethr & his 
son, Sjor, in equal measure. Their clerics often choose the Heroism 
& Strength domains. 
 
The Gale Brotherhood 
This fraternity is focused on the more chaotic & violent aspects of 
the dvernin spirit. They are closely tied to nature, & the Brothers 
spend as much time outside as the harsh weather will permit. Their 
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few clerics (most of the brotherhood are druids) usually choose the 
Chaos & Storm domains. 
 
The Ice Walkers 
The Ice Walkers have tasked themselves with the duty of exploring 
the frozen wilderness of the Southern Continent, charting the 
desolate landscape, noting good hunting grounds, & marking 
potential shelters for future camps & communities. They are a 
hardy group of intrepid loners, who have a deep dedication to their 
people but a need to remain secluded from them. Their clerics 
often choose the Cold & Protection domains. 
 
The Order of the Beating Heart 
The order specializes in the curative arts, & they have the 
unrivaled skill in restoring life & vitality to the ill & infirm. They 
are somehow able to grow medicinal herbs, & they know how to 
use them to good effect. Their clerics often choose the Healing & 
Strength domains. 
 
The Great Way 
A relatively new cult within the church, this small cabal seeks to 
improve relations between the Admajai peoples of the north & the 
insular dvernin. They believe that the best way to improve the lot 
of their kind & others is to cooperate, & to that end they strive to 
forge trade deals & spread positive stories of dvernin folklore. 
Their clerics often choose the Good & Travel domains. 
 
The Prime Edict 
This conservative sect is concerned with the preservation of the 
dvernin culture, & to that end, they rigidly enforce the traditions & 
values that have served the dvernin people for generations. A 
deeply conservative group, they staunchly resist any attempt to 
deviate from the Olde Ways. Their clerics often choose the Law & 
Strength domains. 
 
The Delvers 
This union is dedicated to the task of excavating mines & digging 
tunnels for new underground settlements. They have many rituals 
& prayers for the building & maintenance of mines, & they are 
diligent in their efforts to ensure that all dvernin works are 
properly consecrated. Their clerics often choose the Cold & Earth 
domains. 
 
The Wind Riders 
This loose grouping of free-spirited rangers, druids, & clerics is 
committed to the thankless job of divining the weather. To 
accomplish this, they spend a great deal of time outside, braving 
the elements to experience the wind, snow, & sleet firsthand. They 
usually meet only to share their knowledge, attempting to compile 
their pooled lore into a cohesive understanding of the weather & its 
ever-changing patterns. Their clerics often choose the Air & Storm 
domains. 
 

Faith Structure 
A dvernin temple (known as a kirkja) is either on the surface or 
underground, but either way certain conventions are almost always 
followed. The temples are usually very small, usually no more than 
20’ at its widest point. They often have eight walls, which curve up 
to a point at the apex of a dome, as the number eight is sacred to 
Hagalvethr & his pantheon. The above-ground temples have one 
tiny window in each of the walls, so as to see the sky from any 
direction, while the below-ground ones emulate this with paintings 
on each wall depicting a stormy sky as seen through a tiny 
window. 
 
The dvernin are a pragmatic, austere people, used to hardship & 
willing to do what is necessary to survive. Therefore, after a public 

funeral, any dead body is cremated, so as to provide heat for the 
community. Each dvernin settlement has at least one priest, called 
a halrass, even if the village is too small to have a formal temple. 
This priest (which is always male) is in charge of any & all public 
ceremonies, such as weddings, funerals, births, etc., & can be 
identified by the fact that they are the only adult males to be clean-
shaven. Each halrass guides his flock according to his own wisdom 
& judgment. 
 
Dogma 
The followers of Hagalvethr (&/or other deities in the dvernin 
pantheon) are expected to live up to the following principles. Some 
sects may have a few alternate tenets, but the variants are usually 
minor. Following these values is a sign of one’s piety, while failing 
to do so is seen as a lack of morality among the faithful. Clerics & 
rangers are expected to follow these precepts to remain in good 
standing with their church. 

• All dvernin are your brothers, & you may not strike a 
brother. 

• Learn the ways of the forge & the hammer, as all things 
were forged & hammered into their present form by the 
hands of the gods. 

• Dig deep into the earth, where it is warm & safe. Never 
build above when you can build below. 

• Love the majesty of the storm, & respect its strength. 
The thunder heats the forge, while the rain cools the 
steel. 

• All bountiful harvest is the proof of one’s labor. Work, 
& you shall be rewarded. Rest, & you shall go hungry. 
You cannot reap what has not been sown. 

• There is a time for all things. In spring, till the soil & 
sow the seed. In summer, mine the earth & tend the 
crop. In autumn, reap the harvest & fill the store. In 
winter, forge the steel & clean the hearth. 

• Heed the whispers of the wind, for the gods speak in 
gusts & gales. 

• The faithful must never grow too warm, as the forge 
must never grow too cool. The ice & snow hardens the 
spirit, making it worthy of the Sky-Father. 

• Hold in your heart the passion of the storm cloud, the 
fury of the lightning, & the roar of the thunder. Keep 
these deep within your spirit, but above all, hold the 
wisdom to unleash them wisely. 

• That which is strong can be made stronger. That which 
is weak can be made stronger. That which is stronger 
will endure. 

 
Afterlife Mythos 
The faithful of the dvernin pantheon believe that, after they die, 
they will heed the comforting call of Dautha, the god of peaceful 
death, to make the long journey to the uttermost south. There, 
beyond the icy wastes of Bhul, they will join him in his great hall, 
where he trains the followers to one day fight in a great battle 
(Síðastr Vættfang), which is foretold to remake the world. In this 
final battle, Hagalvethr shall face Kvelja, Bvardvif shall face Flar, 
Jormungandr shall face Sjor, & Isvel shall face Torsottr, all for a 
final decisive time. Those who do not worship one of the dvernin 
gods cannot hear the call, & will become lost in the wastes of the 
world, their spirit freezing & blowing away on the stormy winds of 
oblivion. The next world will be a paradise, ruled by new gods, & 
will lack the suffering & sin of the current world. 
 

Origin 
Hagalvethr is the son of Clanggedin Silverbeard, the dwarven god 
of battle who resides on Arcadia. During the God-War of eons 
past, Zihaja called for aid from the worlds beyond the Kamala. 
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Clanggedin replied to the call by sending his son to assist the great 
Zihaja. After the war ended, Hagalvethr opted to stay, leading his 
chosen people, the dvernin, into the frozen southern lands. Zihaja 

has granted him & his family the right to give divine power to their 
worshippers. 
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Bjardvif 
Matron of Stone, the Ever-Birthing, Midwife of the Gods, the All-Mother 

 

 
 
Symbol: A stone orb with a fertile female figure carved into one 
side. 
Alignment: Chaotic Good 
Portfolio: Dvernin, birth, mothers & parenting, poetry, love, 
spring 
Granted Domains: Earth, Good, Healing 
Favored Weapon: “Spark of Life” (light mace) 
Aliases: Lykka 
 
Bjardvif (bee-ARD-viff) is the wife of Hagalvethr, & is the mother 
of all dvernin. Sjor & Isvel are her children (Torsottr may be one 

of hers, as well), & she is a nurturing deity who cares for each & 
every living thing. Dvernin pray to her when they are pregnant, are 
caring for a pregnant woman, are caring for a child, courting a 
mate, or getting married. She supports paladins of freedom (CG). 
 
Bjardvif usually appears as a stout matronly woman with wide 
hips, dark grayish skin, & a kind smile. She is portrayed as much 
more cheerful & personable than her dour & gruff husband. She is 
always shown as being pregnant, with the full breasts & distended 
stomach of a woman who is near giving birth. 
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Sjor 
Watcher of All Battles, the Trumpet & the Drum, War-Galley, the Crossed Arms 

 

Symbol: A warhammer & a longsword laid across one another. 
Alignment: Chaotic Neutral 
Portfolio: Dvernin, battle, martial prowess, hunting, oaths & 
vows, the sea 
Granted Domains: Heroism, Strength, War, Water 
Favored Weapon: “Honor & Glory” (longsword or warhammer) 
Aliases: None 
 
Sjor (see-ORR) is the eldest son of Hagalvethr & Bjardvif, the 
brother of Isvel, & is the dvernin god of war. He is a heroic figure, 
the very embodiment of bravery, honor, selflessness, practicality, 

& martial skill. Dvernin pray to him just before a battle, when 
hunting prey, when constructing a weapon, or prior to crossing a 
body of water. He supports druids, paladins of freedom (CG), & 
paladins of slaughter (CE). 
 
He is most often seen a wild-haired young dvernin man, with 
ruddy skin, rippling muscles, & tearing eyes. He wears only a 
loincloth, crossed baldrics (to which his weapons are strapped), & 
fur-lined leather boots. He sheds a tear for every creature that he 
kills, a condition placed upon him by his mother, who loves all life 
& is greatly saddened by his role as a warrior god. 
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Isvel 
Iceheart, the Prophet of the Final Fate, Snow-Queen, the Sister to Dragons 

 

Symbol: A hexagonal ice crystal with a robed woman carved into 
it. 
Alignment: Lawful Neutral 
Portfolio: Dvernin, tradition, rituals, runes, shelter, winter 
Granted Domains: Cold, Knowledge, Law, Luck 
Favored Weapon: “Icebreaker” (heavy pick) 
Aliases: None 
 
Isvel (ISS-vell) is the daughter of Hagalvethr & Bjardvif, the 
younger sister of Sjor, & is the dvernin goddess of ice & snow. Her 
realm is the tundra, the permafrost, & anywhere that snow falls. 
She is a lonely deity, one who is feared more than she is loved, & 

she is only called to when someone wants a favor from her. 
Dvernin pray to her when they need guidance, insight, good 
fortune, or fair weather. She supports druids, monks, paladins of 
honor (LG), & paladins of tyranny (LE). 
 
She is generally depicted as a tall, thin dvernin woman, with bluish 
skin & white, pupil-less eyes, clad in a frost-rimed robe that hides 
most of her form from view. When she appears, snow falls all 
around her, & everything she touches is frozen solid. She speaks 
little, but when she does, her breath is always foggy, & her words 
are as cryptic as they are prophetic.
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Other Dvernin Divinities 
Kvelja (Johoum, Lawful Evil) 
Dvernin who have traveled beyond the glaciers tell of the burning 
lands under the merciless sun. It is here, say their tales, that Kvelja 
holds sway. This deity is said to be the cursed brother of 
Hagalvethr, cast from his graces long ago for a treacherous crime, 
& has been consumed with a scorching hate ever since. Fire giants 
sometimes become clerics of almighty Kvelja; such clerics may 
choose from the Fire, Strength & Sun domains. 
 
Torsottr (Limalia, Neutral Evil) 
The dvernin of the southern reaches fear Limalia as an icy weather 
goddess, a dreadful queen of suffering & misery known as 
Torsottr. She appears as a starving frost giant, a withered, skeletal 
figure whose eyes reveal a wrathful envy that wrenches the soul & 
drains the will of all who gaze into them. Sometimes referred to as 
Isvel’s dark twin, her voice is sharp & bitter, like an icy wind that 
stings as it cuts through all shelter & succor. Some dvernin seek to 
curry favor from her, making offerings in the hopes that she will 
grant them mercy from her malevolence, but her cruelty is as 
insatiable as her hunger. Clerics of Torsottr can choose from the 
Evil, Hardship, & Water domains. 
 
Flar (Maqur, Chaotic Evil) 
Even the dvernin know the wickedness of Maqur, under the name 
of Flar. In this form, he is a colossal white dragon, whose eyes are 
inky black & whose mouth is always dripping blood. Some would 
say that his gory maw comes from his constant slaughter, but 
legends tell of a vicious battle between the great wyrm & Sjor, in 
which the mighty War-Galley struck the beast in its belly, causing 
it to forever after vomit its lifeblood upon the frozen ground. Flar 
craves revenge, & delights in tormenting the followers of Sjor 
above all others. He is a capricious, deceitful creature, often 
disguising himself as a trusted ally of his victims, the better to lure 
them to their doom. Worshipers of Flar can choose from the 
Betrayal, Destruction, Evil, & Trickery domains. 
 
Dautha (Sidaru, Lawful Good) 
The dvernin do not fear death overly much, as it is a constant 
presence in their harsh lives. They know the gentle face of Sidaru 

all too well. Hailing from beyond the icy wastes of Bhul, the god 
of death in their culture is named Dautha, & he is an albino 
remorhaz with a calm, soothing voice. He calls to each dvernin in 
his or her proper time, beckoning their spirit to make the long 
journey to the uttermost south, to join him in his great hall, where 
he trains them to one day fight in a great battle, which is foretold to 
remake the world. Clerics of Dautha may choose from the Cold, 
Death, Magic, & Peace domains. 
 
Yuma (Umaj, Chaotic Neutral) 
Umaj is almost unknown in the wilderness of Yan, except as an 
earth spirit named Yuma. She is seen as a short stone giant (merely 
10’ tall) with mossy hair & a wide grin. Yuma is said to protect 
from harm those who bury their dead within her realm, she is 
thought to combat the harsh cold winds that come from the south. 
She is worshipped by humans, half-djinn, & sabi, but is deeply 
disliked by the dvernin. Believers of Yuma can choose from the 
Earth, Protection, & Wild domains. 
 
Harkunna (Waharim, Lawful Neutral) 
The dvernin & giants of the southern regions are familiar with 
Waharim’s legends from out of Yan. Though few dvernin revere 
him, he receives considerably more respect from giants. As 
Harkunna, he is the god of the clear sky, the brother of Hagalvethr 
who lives on the tallest mountain & calms the ire of the dvernin 
patron. Believers of Harkunna can choose from the Air, Cold, 
Knowledge, & Sun domains. 
 
Jormungandr (Zaia, Lawful Neutral) 
The dvernin of Siraaj see Zaia as Jormungandr, a great & terrible 
being who opposes Hagalvethr & his divine family. She is a 
mighty & honorable enemy, one who works constantly to preserve 
order & balance in the world. Unfortunately, she is thought to 
oppose Hagalvethr & his efforts to lead his chosen people, the 
Dvernin, to supremacy. It is said that one day Hagalvethr’s son, 
Sjor, is destined to slay the World Serpent, an event that presages 
the end of both worlds. Believers of Jormungandr can choose from 
the Destiny, Serpent, & World domains. 
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Johoum 
The Iron Sun, the Lord Above, the Punisher 

 

 
 

Symbol: An iron disk with sharp, angular rays 
Alignment: Lawful Evil 
Portfolio: The sun, authority, consequence, self-reliance, empires 
Granted Domains: Destruction, Punishment, Strength, Sun 
Favored Weapon: Subjugation (morning star) 
Aliases: Algol, Al’Qahhar, Kuzira, Kvelja, Mahasari 
 
Johoum (joh-HOOM) is the uncaring, oppressive deity of the 
pounding sun. He is emblematic of strict authority & hierarchy, & 
his dogma eschews mercy & forgiveness in favor of stricture, 
sanction & punishment. 
 

Region 
Johoum is a major regional deity across the Red Sands & in the 
Sahra Basit. Most major city-states in these areas pay worship to 
the Iron Sun, & the faith is slowly extending outwards. Johoum is 
the deity worshiped in the religion of Imperial Taj, the state 
religion of the Ostaz Empire. 
 
Worshipers 

Johoum is venerated publicly by most of the populace of the 
southlands. The strength of his churches compels even those who 
do not keep faith with the Iron Sun to attend their local mastaba. 
Johoum is worshiped both by those who live by day & those who 
would avoid the sun, the latter praying that his eye be cast away 
from their deeds. The Taj, especially Ayat Sa’if & Imperial Taj, 
are quite notably racist, biased heavily towards humans above all 
other sentient beings. Kobolds experience the most religious 
intolerance from the Taj, & those who are forced to pay lip service 
to Johoum are often barred from the mastaba & made to attend 
outside. 
 
Almost all of Johoum’s devout are lawful, & much of the clerical 
hierarchy is either evil or neutral. Johoum is served by monks & 
paladins of tyranny (LE). He also supports assassins & 
blackguards; dervishes & rangers of the Iron Sun are 
comparatively few in number. 
 
Code of Conduct 
A paladin of Johoum must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 
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this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 
as a paladin. They regain their abilities & advancement potential if 
they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in a good manner. This means that you 
cannot willingly commit a good act, unless that act 
furthers a greater agenda of evil in some meaningful 
way. For example, healing a person is normally a good 
act, but healing an assassin so that he can commit his 
killing is in keeping with your evil agenda. Also, 
capturing a criminal is usually a good act, but 
apprehending an assassin so that you can kill them 
before they implicate you in a murder is part of an evil 
agenda. 

• You must follow laws & honor traditions, at least while 
in public. You should not attempt to violate laws, but 
subvert them to your advantage. The letter of the law is 
important, but you should find loopholes & clauses that 
serve your goals. Any violation of the law (such as 
hiring an assassin) must be kept absolutely secret. 

• While you may adventure with characters of any evil or 
neutral alignment, you cannot knowingly associate with 
good characters unless it serves your needs, nor can you 
continue an association with someone who consistently 
offends your moral code. You may accept henchmen & 
followers of any alignment, but may only accept 
cohorts who are lawful evil. 

• You must respect authority figures as long as they have 
the strength to rule over the weak, act with discipline 
(not engaging in random slaughter, keeping firm control 
over those beneath your station, & so forth), help only 
those who help you maintain or improve your status, & 
punish those who challenge authority (unless, of course, 
such challengers prove more worthy to hold that 
authority). 

• You must punish anyone who violates the law, without 
mercy or compassion. Punishment should be delivered 
swiftly & decisively, so that the offender knows their 
place, & regrets their transgression. Death is an 
acceptable punishment, but pain is preferable, as it 
leaves the offender alive to endure their punishment & 
accept it. 

 

Churches 
Johoum has four currently active churches after a series of schisms 
from the ancient Taj al-Wahhaaj foundation, which was the 
original mega-cult that grew in the south. Cultists of the lost 
traditions also work within the cracks to seek out the ancient 
Temple of the Throne (now the Shrine of the Imprisonment). 
 
Ayat 
The second established religion of Johoum, Ayat took over from 
the foundations of Taj al-Wahhaaj & spread west into what is now 
the Sahra Basit, away from the Admajai. Ayat maintained the old 
mastaba & guarded the Temple of the Throne. Ayat is the oldest 
surviving Johoumite faith &, after the major schisms, is often 
referred to, both internally & by theologians, as Orthodox Taj (the 
full title of the church being al-Taj al-Ayat). Clerics of Ayat often 
choose the Sun & Punishment domains. 
 
Taj Sunnah 
With the sealing of Johoum & the fall of the Taj al-Wahhaaj faith, 
the remnant known as Ayat took the foundations of the religion & 
swelled in power. Without the anti-wizard opposition, Admajai 

were able to join the faith of Johoum. The power demonstrated by 
the faith, coupled with the iconography of a great god of the sun 
descended upon the world, drew in a great many Admajai. 
Johoum’s position as a sun god bred associations with the Admajai 
deities Akasha & Sunya, & eastern syncretism forged the trio into 
a family under the aegis of Admajai Taj, known as Taj Sunnah, in 
which Akasha is the beloved daughter of the fearsome sun god, & 
Sunya her scorned & heathen brother, cast out into the darkness. 
As the Admajai Empire grew, the faithful of Taj Sunnah began 
seeking to make pilgrimage to the Temple of the Throne, & thus 
clashed with the older Orthodox faithful. The clergy of Taj Sunnah 
are often identifiable by the second holy symbol worn with the 
first. They typically choose the Sun & Destruction domains. 
 
Ayat Sa’if 
With the fall of the Admajai Empire, Ayat & Taj Sunnah became 
geographically remote. Both religions reestablished themselves 
gradually, but a splinter sect emerged promoting Johoum’s 
message of authority as a call for the Taj to establish a militant 
theocracy. Ayat Sa’if was born of a religious debate within the 
Ayat faithful, & severely wounded the older religion as it split off 
in conquest. Though cleaving to most of the principles of earlier 
Ayat & shunning the syncretist heresies of Taj Sunnah, Ayat Sa’if 
is considered blasphemous under Orthodox Taj for presuming to 
inheritance of authority under Johoum’s name & symbol. Ayat 
Sa’if fields paladins & dervishes to lead its military ambitions. 
Their clergy often choose the Strength & Destruction domains. 
 
Taj al-Caliph (Imperial Taj) 
When territories under Ayat Sa’if began quarreling with one 
another, liberal elements within that faith looked to possible 
leaders to resolve the strife through the establishment of a newer, 
stronger authority. What they found was the future Emperor of 
Ostaz, who convinced these clerics to break away & form a new 
sect of Johoumite Taj consolidating leadership under his aegis. Taj 
al-Caliph, otherwise known as Taj al-Ostaz or Imperial Taj, holds 
that Johoum confers the rights of authority to the emperor, firstly 
by acclamation of the clergy & then through self-acclaim. The 
Emperor is the formal leader of this religion & enjoys its support. 
However, it is antithetical to the other Taj faiths, particularly Ayat 
Sa’if (with which it formed a schism). The clergy of Imperial Taj 
are a notably weaker force politically than those in other Taj 
territories, a fact which has not escaped them. Into this void steps 
their subordinate organization, the Light of the Taj. These are 
Imperial police & assassins, most of who come from a monastic 
background. Clerics of Taj al-Caliph favor the Strength & 
Punishment domains. 
 

Faith Structure 
Each of Johoum’s faiths plays a strong & central role in the 
communities it serves. The priesthood takes on leadership roles 
where they are not already rulers by title (as is the case with Ayat 
Sa’if) & are usually accepted in these positions by the local 
authorities. Worship of Johoum takes place either at a small faith 
site, the mastaba, or in a cathedral in major cities. Mastaba are 
blocky or round & kept out of the shadow of taller structures. Each 
has a hole in its roof to let in sunlight; these holes are covered at 
night & in times of poor weather. Cathedrals typically feature 
courtyards as well as large, bold windows & a podium before an 
East-facing aperture, such that the high priest at a ceremony is 
backed by the sun. Both structures frequently are designed to allow 
rooftop access, & punitive rites may take place on special areas on 
the roof. 
 
As the god of authority, Johoum’s faiths tend to drive out (actively 
or otherwise) competing beliefs in their regions, as well as 
opposing one another. While most areas under Johoum simply 
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ignore or marginalize adherents of other deities, particularly ardent 
congregations (or those under a particularly tyrannical priesthood) 
have been known to make participation mandatory. 
 
Johoum’s churches involve a hierarchy of support organizations as 
well as specialized adherents such as paladins, monks & druids. 
Johoum’s priesthood is largely intolerant of magic, but is a key 
under-the-table supporter of alchemy, especially for the simpler 
“miracles” they execute as demonstrations to the faithful. Paladins 
serve as elite religious police & peacekeepers, druids maintain the 
faith through desert regions, & even those who have become jaded 
by the sadistic cruelty of the upper echelons may continue to serve 
as blackguards.  
 
Johoum’s clergy often go clean-shaven, anointing their heads with 
alchemical oils to prevent sunburn & heat stroke. Red & yellow are 
common colors, with white being the sacred color of Imperial Taj. 
They consider the desert to be a sacred place, due to its harsh 
climate & the lack of significant shade from the sun. 
 
Dogma 
The followers of Johoum are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 
 Law is above all things, & law depends on authority. 
Live in respect of the structures of authority. Rule those below you 
in the way that is proper, & serve those above you as a slave would 
his master. 
 There is no law without sanction, no sanction without 
penalty, no penalty without punishment. As an instrument of right 
authority & order, it is your task to deal punishment as appropriate. 
 All authority is good, for it honors order. Live in accord 
with all legitimate rule, save when to do so would countermand the 
One True Authority. 
 It is not yours to decide mercies. Those who suffer & 
those who have lost do so by the will of the Iron Sun. Render no 
aid & give no healing hand to those who crawl under the stinging 
yoke of the Lord Above. 
 Spread always the true faith. The rule of the Taj is the 
One True Authority beneath the Iron Sun. 
 Rely upon no other, for only the Lord Above can grant 
you strength. 
 There are no gods but Johoum, & serve none but He. 
Abide not the practice of heresy, blasphemy, or false worship, & 
destroy the symbols of the pagan idols. 
 Pray not & act not in the darkness. If the duties 
demanded by just rule require action in the night, bear always a 
light or have it borne by one who serves you. 
 To defy your masters is to defy the One True Authority. 
Obey in life, or the Punisher shall enforce his will upon you in 
death. 
 Respect the Lord Above, & make all others respect 
him, as well. 
 
Afterlife Mythos 
The faithful of Johoum believe that, after they die, they will rise up 
over the world, eventually entering the sun itself. There they will 
find themselves enslaved to build up Johoum’s grand Palace of 
Iron, the construction of which shall know no end. The term of 
slavery depends on the degree that the deceased has been 
unfaithful or strayed from Johoum’s will in life, but all must serve 
him in the end, for no one can measure up to his exacting 
standards. Those of great faith, or who have suffered their due 
punishment in other ways, are soon unbound from the chains of 
labor to rise higher in the hierarchy. These exalted servants 

perform less laborious duties, all hoping to reach the throne room 
& witness the implacable face of their god. Johoum’s enemies (as 
well as the non-believers) are doomed to slave forever under the 
whip & the yoke, serving in death when they would not serve in 
life. 
 

Origin 
Johoum was summoned into Kamala by the belligerent Siraaj 
during his struggle with Najmah. A fearsome demon prince from 
the Abyss, Johoum led armies of nightmarish demons, including 
his lieutenant Nathar, to terrorize the sunlit realm & threaten 
Najmah’s people. Zihaja’s retaliatory invitation to the devils 
checked Johoum’s rampage long enough for the over-deity to seal 
away his adoptive sons, also trapping the demons with the other 
outsider races away from Siraaj’s world. Johoum would spend the 
next millennium observing the evolution of the Kamala’s structure, 
staging a horrific attack in an attempt to oust Sih Daroga & gain 
control over Prana & the Pit of Fate during the Long Bleak 
Darkness. Though eventually repulsed to Sergala, the momentum 
Johoum had gained from this act was immeasurable, allowing him 
to capture one of the rakshasas’ Seven Paths & stage his long-
desired invasion of the mortal world. 
 
Cutting a bloody, destructive swath southeast across the Admajai 
continent, Johoum formed an apocalyptic cult around himself that 
eventually clashed directly with the Admaja Empire. When 
Johoum began to acquire divine power from the worshipers at the 
Temple of the Throne, he went there to gather it, only to be seized 
by an Admajai trap & bound in the Shrine of the Imprisonment. 
Zihaja concealed the Shrine by pushing it into the barrier between 
Siraaj & Najmah, & made Johoum one of the earliest Aspects to 
keep the demon away from power that might set him free. 
 

By Other Names 
As a major historical figure on both worlds, Johoum has had a 
cultural impact more broad than perhaps any other single being. As 
a self-proclaimed & demonstrated enemy of all living beings, 
Johoum appears in numerous guises as an adversarial figure. 
 
Algol 
On Najmah, the burning glow that lights the mists is a source of 
mystery, uncertainty & fear for most of the populace. Rare 
travelers, strange beings from a world unknown, tell tales of this 
light in the sky, a burning power that is unstoppable & unyielding, 
save that it chooses to rest from time to time. Combined with the 
historical attack on the three gates at Prana, a sacred site for genies, 
devas & devils alike, these tales & the cultural connotations they 
echo have given rise to the belief in Algol the Burning, a figure of 
destruction & apocalypse. Algol is treated as a popular myth, but 
some efreeti & devils of Najmah see him as a power to venerate. 
The rare clerics of Algol may choose from the Destruction, Evil & 
Fire domains. 
 
Kuzira 
Among the aazlai of the northern plains, the echoes of Johoum’s 
swath of devastation have persisted in myth. The demon prince 
was viewed as the ultimate foe of the divine Shah, his son & the 
spirit tribe, & in some stories the source of all evil (a role shared in 
myth with the Scarred One). In the present day, this mythical 
adversary exists as Kuzira, ally & consort of the Scarred One, who 
spreads dissent, conflict & jealousy among the clans. Though the 
Scarred One & his horrid minions are dreaded adversaries of the 
aazlai, legend states that it is Kuzira (a female figure in the aazlai 
mythology) who will incite the final conflict between clans. Those 
who would ally with hatred against the divine hero Shimha may 
choose from the Curse, Death, Evil & Punishment domains. 

31



 
Kvelja 
Dvernin who have traveled beyond the glaciers tell of the burning 
lands under the merciless sun. It is here, say their tales, that Kvelja 
holds sway. This deity is said to be the cursed brother of 
Hagalvethr, cast from his graces long ago for a treacherous crime, 
& has been consumed with a scorching hate ever since. Fire giants 
sometimes become clerics of almighty Kvelja; such clerics may 
choose from the Fire, Strength & Sun domains. 
 

Mahasari 
An old term meaning “His Majesty,” the cult of Mahasari Johoum 
is small & invidious, working within & between the major faiths of 
Johoum to restore their deity to his place at the Temple of the 
Throne, as absolute ruler over the world. Essentially the truest 
remnant of the ancient Taj al-Wahhaaj cult from the days of 
Johoum’s war with Admaja, the believers of Mahasari Johoum 
seek out the relics of that time to locate the Shrine of the 
Imprisonment, unlock its secrets, defeat its guardians & release 
their lord from the bindings of magic that trapped him long ago. 
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Limalia 
Sultana of the Waves, the Tide of Fates, Queen of Trials 

 

 
 

Symbol: A stone of lapis bearing a weathered tile of wood. 
Alignment: Neutral Evil 
Portfolio: Travel, tribulation, experience 
Granted Domains: Hardship, Travel, Water 
Favored Weapon: “Burden” (greatclub) 
Aliases: Al’Amal, Lady Pain, Lammali, Shenzi, Torsottr 
 
Limalia (lee-MAH-lee-ah) is the goddess of perseverance, 
hardship, loss, & travel. She leads her followers to new locations, 
new perils, & new challenges, abandoning them in their darkest 
hour to see them thrive & gain greater glory in her eyes. 
 

Region 
Though a hard mistress to follow, Limalia has a broad base of 
worship through the southern & eastern deserts. Albaluri is her 
great city, & the central regions south of the Satha Laylanuha pay 
homage to her as well. On Najmah, she is venerated as Lammali 
around the coasts of Chitraka & in the deepest wilds & wastes. 
 
Worshipers 
Limalia’s disciples are mostly humans & gnolls. Kobolds simply 
do not connect well with the teachings of Limalia, & most 
lizardfolk do not live in areas where she is venerated. Some half-
marids may venerate her as a genie goddess; sabi & many other 
half-genies object to the faith of hardship & turn their spirits 
elsewhere. She is popular with the pahari, but in their hearts, the 
Tide of Fates is only one great spirit among many. Limalia is 
popular among half-ghuls as well, due to a mutual understanding 
of tribulation & determination. 
 
Limalia allows worshipers of any alignment, & many of her clergy 
are in fact non-evil. She supports druids, monks, paladins of 
tyranny (LE), & paladins of slaughter (CE). 
 
Code of Conduct 
A paladin of Limalia must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 

this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 
as a paladin. They regain their abilities & advancement potential if 
they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in a good manner. This means that you 
cannot willingly commit a good act, unless that act 
furthers a greater agenda of evil in some meaningful 
way. For example, healing a person is normally a good 
act, but healing an assassin so that he can commit his 
killing is in keeping with your evil agenda. Also, 
capturing a criminal is usually a good act, but 
apprehending an assassin so that you can kill them 
before they implicate you in a murder is part of an evil 
agenda. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are evil. 

• You must not assist others in need, for any reason. 
Others must fend for themselves & overcome their own 
adversities; otherwise, they will never know their own 
inner strength. 

• You must heal your wounds naturally as often as 
possible, foregoing magical healing whenever you can. 
You may accept magical healing on occasion, but 
habitual use is prohibited. 

• You should be ready to move on short notice; therefore, 
you must pack lightly, & never settle into a place 
permanently. You must move to a new place at least 
one per year, although the new location need not be 
very far from the previous one. 

 

Churches 
Limalia’s followers have coalesced into three major churches: 
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The Khaziima 
This is Limalia’s largest church, with major sites of worship 
throughout the east. They consider themselves responsible for 
maintaining trade & commerce through the wastes on behalf of 
their goddess. Their ceremonies involve thirst, deprivation & pain, 
but the Khaziima is not a cruel organization. Their integration into 
agriculture & commerce gives the Khaziima fair political power, 
which they have not yet exploited overtly. However, they do have 
de facto jurisdiction over many areas, & a broad public following. 
Recently, the Khaziima are said to have been infiltrated by 
followers of Maqur. The Khaziima consider the camel a sacred 
animal & the cactus a sacred plant. Their clerics often choose the 
Hardship & Travel domains. 
 
The Wayfarers 
A looser organization of Limalia’s followers, the Wayfarers 
comprise clerics, adepts & druids in the wastelands & afar, such as 
the deep south & the distant west. Wayfarers often go with trade 
caravans or bring their religion to nomadic groups, or host 
easterners in western lands where they may be personally 
established. Though the Khaziima & the Wayfarers acknowledge 
each other to be sister organizations, there is not often formal 
collaboration between the two, though Khaziima paladins & other 
personnel are received by Wayfarers as if they were kindred. To be 
called “Wayfarer” by a member of this devotion is considered an 
honor. Wayfarers consider the wolf a sacred animal & the reed a 
sacred plant. Their clerics often choose the Hardship & Water 
domains. 
 
The Taqwa 
This is a marine cult of Limalia that has only come into existence 
within the past century. Obsessed with seeking out the Realm of 
the Goddess, which they believe to be beyond her “Great Realm” 
the ocean (as opposed to her Low Realm, the desert), they have 
driven the development of boats & sail, & are widely rumored 
(correctly) to have made trade with the pahari & even dealt with 
marids. A diverse & optimistic group, they have faith in the fruits 
of the sea & in exploration, & may be found all along the Merchant 
Coast, especially in Naranj. The Taqwa, being less consolidated, 
may view their faith in a pantheonic sense, worshiping Al’Amal as 
the son of the Queen of Trials & often adding Hub or Houm (a sun 
god) & Al’Fezr (a storm deity) to this group. This church fears a 
being they call Nesha, a sort of dark god that causes ships to fail in 
their goals. The Taqwa consider the dolphin & the whale to be 
sacred animals & seaweed a sacred plant. Their clerics often 
choose the Travel & Water domains. 
 

Faith Structure 
A temple of Limalia is usually an open-air plaza raised from 
ground level, shaped in a square with a single tall column in each 
corner. Low, flat altars are dispersed around this plaza, leaving 
open the center, which may be demarcated by a path lined with 
pointed rocks or made of sand. At the far end of the temple is the 
tabernacle, a low bunker that one must stoop to enter, which 
descends below ground to the storerooms, the priests’ chambers, 
the meeting room & the archive. Separate from even these is the 
Nadir, one floor below, wherein are treated those who suffer from 
maladies beyond mortal endurance. To be brought to the Nadir is a 
symbol of necessity & shame, & redemption in the eyes of Limalia 
will be expected after recovery. 
 
Limalia’s clergy normally have fixed ranks that ascend in a set 
hierarchy. A cleric of Limalia carries a coiled whip & a solid rod 
alongside his or her holy symbol, & may also carry a container of 
crushed salt. The make of this rod & its symbols are marks of rank. 

The highest office of the Khaziima is the Persevering, while the 
highest office of the Wayfarers is the Waymaker. 
 
Followers of the Tide of Fates consider the oceans & the deserts of 
the world to be sacred places. Prayers to Limalia tend to come in 
the form of requests for mercy, although the more pious may 
instead ask simply for the strength to withstand her endless trials. 
Most of her disciples seem to fear her, & nearly all respect her 
malevolent power; only the wisest & most understanding love her 
as such, for they know that those who pass her tests receive her 
rare blessings. 
 
Dogma 
The followers of Limalia are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 
 Endure always in all tasks. Seek always a fair 
challenge. 
 Do not weaken or debase yourself to survive or endure. 
That which is within your power to do in order to succeed, you 
shall do. Act with righteous certainty in all things, & do not lower 
yourself to cowardice or deceit to abate that which tries you. 
 Do not request healing, treatment or mercy; this is 
shameful & weak. If you are strong, the grace of Limalia will 
provide in time. 
 Stand not in place; do not fortify & entrench yourself. 
Move always to new experiences & challenges. The greater the 
struggle, the greater the victory. Leave behind the safe & familiar. 
 Strive always to new heights & new experiences. Self-
improvement is the heart of your connection with the divine. 
 The suffering should endure on their own, or not at all. 
If aid is deserved, lend it not directly but instead face the obstacles 
of another, so that you may endure in their place. 
 You have been given the gift of healing, to provide to 
those who have struggled & triumphed. Give not balm to yourself, 
for it is an affront, nor to those who surrender, save that you do so 
to shame them. 
 The failed struggle is still virtuous & worthy of respect. 
Shame not those who could not stand, only those who would not 
stand. Those who cannot stand are those to whom your greatest 
love must be given, for only with your aid can they honor the Tide 
of Fates. 
 Give peace, succor, & honor to those who should not 
stand, for Limalia no longer asks them to endure. 
 If the foe is worthy, cast her in chains & bind her in 
walls, for there is no struggle in death. 
 
Afterlife Mythos 
The faithful of Limalia believe that, after they die, they will be 
brought to Limalia’s court for judgment by the aloof goddess, 
where a great stone of burden is presented to them. They must lift 
this stone with the struggles of their life, & the height they raise 
their stone determines how much more struggle & challenge is 
required in their next life. Those who can raise the stone all the 
way (a prodigious task) are admitted into Limalia’s court. The 
place of judgment is a deep & hidden place at the end of a long 
journey full of peril, such that those who can pass the guardians & 
reach the foot of Limalia’s dais may automatically earn admission 
to the court. The non-believers are sent back to their next 
incarnation without the chance to lift a stone, while enemies of the 
Queen of Trials are cast into stone themselves, awake but 
immobile, to serve as weight for others to lift or support for 
Limalia’s court, so that they may suffer & lament their opposition. 
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Origin 
The true Limalia was the Khatun of the unbound dao who crossed 
over during the Pactspell. Robbed of her greatest followers, she 
became lost among the displaced mortals & enslaved them, driving 
them harshly until she found a site where she could build a new 
stronghold. Out of an uncharacteristic sense of mercy, she drew 
power from their devotion to shape the foundations of Albaluri. 
Zihaja appropriated much of her power to foster those who now 
venerated her, but she lives on in a great palace under the earth of 
Shemun. 
 

By Other Names 
Limalia’s faith is fairly widespread, & she is revered under other 
names by different cultures. 
 
Al’Amal 
Long ago, before the rise of the Admajai, there was a pagan river 
god that had a small following around the Hasini River. This deity 
was called Al Amal, meaning “the Hope”. The original culture that 
worshipped this god is now long gone, but many of his attributes 
have been conflated with Limalia, to the point where, in this part of 
the continent, the two are viewed as one & the same. The modern 
Al’Amal is a much more benevolent divinity than most other 
depictions of Limalia, & many people worship him out of genuine 
adoration, instead of the usual fear that Limalia normally 
engenders. The two largest centers of worship for this version of 
the deity are Fandaq & Naranj; the name is virtually unknown 
outside of a few neighboring settlements along the Hasini. Clerics 

of the river god usually pick from the Water, Plant, & Travel 
domains. 
 
Lammali 
On Najmah, the Sultana of the Waves is known as a primal ocean 
goddess named Lammali (sometimes called Lampata). She is seen 
as a beautiful, fearsome woman, with sea-foam hair & wide, feral 
eyes. She is a passionate, violent deity, whose temper must be 
calmed with sacrifices. Oarsmen on rowing ships pray for mercy 
from her fury, but she is not known for her kindness. She is most 
commonly worshipped around the coasts of Chitraka & in the 
deepest wilderness of Najmah, like the jungles of Bhangah. In the 
rainforest, she is seen as a less destructive river goddess, one 
whose floods can wash away villages, but also deliver vital 
nutrients to the soil. Her clerics can choose from the Storm, Water, 
& Wild domains. 
 
Torsottr 
The dvernin of the southern reaches fear Limalia as an icy weather 
goddess, a dreadful queen of suffering & misery known as 
Torsottr. She appears as a starving frost giant, a withered, skeletal 
figure whose eyes reveal a wrathful envy that wrenches the soul & 
drains the will of all who gaze into them. Sometimes referred to as 
Isvel’s dark twin, her voice is sharp & bitter, like an icy wind that 
stings as it cuts through all shelter & succor. Some dvernin seek to 
curry favor from her, making offerings in the hopes that she will 
grant them mercy from her malevolence, but her cruelty is as 
insatiable as her hunger. Clerics of Torsottr can choose from the 
Evil, Hardship, & Water domains. 
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Maqur 
The Red Poison, the Scarlet Shahbanu, the Fangs of Falsehood 

 

 
 

Symbol: A red crescent suspended from an agate, garnet, or ruby. 
Alignment: Chaotic Evil 
Portfolio: Self-interest, disorder, mischief, betrayal, exploitation 
Granted Domains: Betrayal, Fire, Trickery 
Favored Weapon: “Scandal’s Sting” (dagger) 
Aliases: Al-Khawan, Ahmar Sum, Flar, Kazab, Pak Shahara, 
Shetani 
 
Maqur (mah-CORE) is the erratic, malicious goddess of crime, 
conceit, & falsehood. Arrogant & violent, the wicked flame of 
Maqur burns the hand that feeds her & consumes all in pursuit of 
personal gain. 
 

Region 
Wherever there is vice, sin, inequity, & duplicity, there is Maqur. 
Her religion is everywhere & nowhere at once. Almost every 
major city on Siraaj has a small cell of Maqurites operating within 
it, although most people are unaware of their presence. There are 
no large temples in her honor, & her shrines are often hidden away 
from the public eyes, or disguised as other buildings. She is most 
popular on the west coast of Admaja, especially near her former 
city, Fashul, which is nothing more than scorched ruins. It is here 
that the largest gatherings of Maqur’s faithful take place, although 
she has strong followings in Mamluk, Ostaz, & Rizzadobo, as well. 
 
On Najmah, she is virtually unknown, except in the demon-lands 
of Sergala. Even there, her followers are scattered & hidden, a few 
faithful among the unbelieving masses. A few tiny pockets exist in 
Hima, but the devils consider devotion to the Red Poison to be a 
foul heresy. 
 
Worshipers 
The worship of Maqur is almost always secretive; her devotees 
include assassins, arsonists, anarchists, terrorists, saboteurs, 
slavers, & some particularly hedonistic genies (efreeti especially). 
Most of her devotees disguise themselves as followers of other 
religions, whichever seem to be the most acceptable or prevalent in 
the area. Almost no one venerates her openly, but she has secret 
cults in almost any large community, which are (often rightly) 
blamed for various misdeeds & misfortunes. 
 
Maqur’s following resides chiefly among the young, especially 

children of wealth, who in their idleness enjoy the schadenfreude 
of advancement by the failure of their peers. Unscrupulous 
merchants sometimes pray in secret to the Red Poison, & when 
inequity enters a community, the Fangs of Falsehood are often not 
far behind. Her popularity is growing among the she-da-zhong, 
some of whom have grown disillusioned with Martuakh & his 
idleness. 
 
Maqur is not a selective goddess, so she permits disciples of any 
non-good alignment. Her clergy are typically evil in some way. 
She supports paladins of slaughter (CE). 
 
Code of Conduct 
A paladin of Maqur must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 
proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in a good manner. This means that you 
cannot willingly commit a good act, unless that act 
furthers a greater agenda of evil in some meaningful 
way. For example, healing a person is normally a good 
act, but healing an assassin so that he can commit his 
killing is in keeping with your evil agenda. Also, 
capturing a criminal is usually a good act, but 
apprehending an assassin so that you can kill them 
before they implicate you in a murder is part of an evil 
agenda. 

• You must ignore any laws or traditions that get in your 
way. You may obey rules that do not conflict with your 
needs, but you cannot let them constrain your behavior. 
You know what is best for you & your god, & that is all 
that should matter to you. If it is expedient, you may, 
for a time, pay lip service to the law in order to further 
your goals, but only for a while. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are chaotic evil. 

• You must disrespect all authority figures that have not 
proven their physical superiority to you, refuse help to 
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those in need, & sow destruction & death at all 
opportunities, preferably by setting fires. 

• You should betray your allies periodically. No less than 
once per year, you are obligated to cause one of your 
allies great misfortune or grievous injury through 
deceit. This can be a cohort, a follower, a party 
member, or any other close companion, such as a lover, 
a family member, or a good friend. If you don’t have 
any allies to betray, then you should acquire some 
whenever possible. 

 

Churches 
There are countless factions of Maqur’s church, as no one knows 
for sure how many followers she actually has. Here are just a few 
of the largest & most well-known sects: 
 
The Red Moon Lounge 
On the edge of Ostaz’s decadent Old Town district, near the slum 
quarter, there is a crescent-shaped tavern with a blood-red roof. 
Inside, the wine is cheap, the music is loud, & the hookah smoke is 
so thick that you can’t see one end from the other. This is the Red 
Moon Lounge, a popular hangout for the city’s wealthy elite, & for 
those who are unwelcome here, it is the last place they will ever 
see. 
 
The fact that this popular café is essentially the largest church 
dedicated to Maqur (under the name of Al-Khawan) on Siraaj is 
something of an open secret. The Maqurite cultists that run the 
tavern also rent out rooms on the second floor to the occasional 
guests, but these visitors are rarely ever seen again. There are only 
a few dozen true cult members, but many of the city’s nobles are 
sympathetic to their cause, mostly because they chafe under the 
emperor & his Johoumite dictatorship. Clerics of the lounge 
usually choose the Betrayal & Trickery domains. 
 
Al Haraqin 
Fifteen years ago, a military junta took control of the city of Darb 
in a coup. The regime killed or exiled several nobles with ties to a 
Maqurite cell known as the Crimson Heart, crippling the cabal & 
seemingly scattering its members. Having lost their base of power, 
it was thought that they were destroyed, but the cult’s leaders 
reorganized, licked their wounds, & resurged. Calling themselves 
Al Haraqin (which loosely translates as “the burning”), they now 
work from the shadows of the city to overthrow the military 
government. They have insinuated themselves into many parts of 
the junta, infiltrating its highest levels, & they hope to bring down 
the regime from the inside, supplanting it with one in their own 
image. Their version of Maqur’s crescent symbol is angular, 
making it reminiscent of Umaj’s Standing Mark. Their clerics 
often choose the Betrayal & Fire domains. 
 
The Fist of Fire 
South of Shemun, in northeast Admaja, rests a lonely mountain, 
possibly the most active shield volcano on the continent. Known as 
Fire Hand Mountain (among other names), it often belches smoke 
& ash, choking all life for miles around. The only permanent 
inhabitants of the area are members of a Maqurite sect calling itself 
the Fist of Fire. They consider the volcano a closely-guarded 
secret, so they will readily kill anyone who connects the church to 
the site. Their main occupation seems to be deterring visitors, 
which primarily consist of efreeti-blooded pilgrims, who also see 
the mountain as a holy site. They wear Maqur’s symbol upside-
down, which makes the upward-point crescent look somewhat like 
a pair of licking flames. Their clerics are said to choose the Fire & 
Trickery domains. 

 

Faith Structure 
The religion of Maqur is a secretive one, & most people have no 
idea how its adherents operate. It is not a publicly-organized faith, 
like those of Johoum, Qirus, or Sidaru. Rather, the church exists as 
an innumerable assortment of tiny cells, each with no more than 
100 members. These cults are (almost) completely independent 
from one another, & many of them are unaware of the others’ 
existence. 
 
Each cabal consists of mostly initiate members, who know little of 
the “official” doctrine, & are largely expendable. These foot-
soldiers are directed by a few acolytes (typically low-level clerics 
& paladins), who in turn take orders from a couple of higher-level 
priests. At the head of each cell is a single leader (usually called a 
bishop, an imam, or a ras) who preaches to the faithful, gives them 
commands, & keeps them in line through fear, intimidation, & 
violence. 
 
Maqur promises rapid advancement at the expense of all others, 
leading to this pyramid-scheme worship structure, where the 
weakest are betrayed to further the strong, who are in turn deceived 
by those who are even stronger. No matter how many Maqurites 
are killed or captured, there always seems to be someone more 
powerful that was secretly giving them orders, or was conspiring 
with them in the shadows. It is suspected that there may even be a 
central network of masterminds directing the cells according to a 
single agenda, in which case the entire “church” is much more 
organized than anyone had previously thought. 
 
Each cult maintains a secret shrine to Maqur, usually no more than 
a small chamber with an ash-covered altar in the middle & a fire 
motif, hidden within an acolyte’s house. Members do not identify 
themselves openly as such, so they have a number of subtle ways 
of identifying each other. Most wear the crescent moon of Qamar, 
often as a necklace or a tattoo, while other cabals use special 
handshakes or salutes that are unknown to the public. 
 
Dogma 
The followers of Maqur are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Those who oppose Maqur must burn. 
• Hide behind a mask of kindness, for all treachery is 

born of trust. 
• Though you may feign affection, you may only be true 

to yourself. 
• Never break what you can burn, for the flames of 

disorder are ever-hungry. 
• Those in power are your enemies, though they should 

see you as their friend. 
• Take advantage of every situation, of every foe, & 

every ally, for all will serve you if you serve the Fangs 
of Falsehood. 

• A lie is just a truth that happens to be false. 
• Never allow yourself to suffer when another could 

suffer in your stead. 
• Fire will burn you if it can, so you must be like the 

flame & scorch others when the opportunity presents 
itself. 

• Never reveal your true self to those who shall live to 
speak of it. 
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Afterlife Mythos 
The faithful of Maqur believe that, after they die, they will simply 
cease to be. There is no afterlife for the followers of the Red 
Poison, & according to them, there is no hereafter for non-
believers, either. The Fangs of Falsehood give only oblivion to 
those who fail to earn or steal new life. For this reason, Maqur’s 
religion is particularly popular with intelligent undead, who cling 
to their lifeless state rather than face the Great Nothing beyond. 
 

Origin 
The original Maqur was a duplicitous half-fiend sorceress, the 
daughter of a marilith & a powerful lizardfolk leader. She used her 
sorcery & demonic heritage to bind or enthrall thousands of 
devotees, eventually forming a cult of personality in northern 
Sheqari. She subsequently betrayed her original tribe to a half-
efreet king, & became an idol to the people of his tiny nation of 
Khassaro, on the western coast of Sheqari. When war broke out 
over who would possess her, she rained hellish flames down on 
both sides until they were forced to submit to her decision. 
Maqur’s devotees rebuilt the capital as a dark temple city in her 
honor. But less than a year later, she vanished in a towering 
column of flame that razed her nation to the ground, scattering her 
devotees to the winds, & leaving a power vacuum to be filled by 
Martuakh & his she-da-zhong followers. 
 

By Other Names 
Maqur is loved & feared under several different names. 
 
Al-Khawan 
Along the Mamlaqah Coast, in the eastern reaches of Admaja, 
Maqur’s vile influence has just begun to spread over the past 
decade or so. Here, she is primarily known under the alias of Al-
Khawan, & she has been gaining popularity among the urban 
underworld. She is a goddess of secrets & lies, advocating greed & 
power-lust at the expense of others. Devotees of Al-Khawan tend 

to be involved in Byzantine politics (or Asanamite politics, as it is 
known on Admaja), constantly forming alliances & backstabbing 
one another. They will commit any offense, violate any taboo, & 
sink to any depth for even a small advantage. Her clergy preach 
that a person’s soul is judged according to one’s station in life, so it 
is to one’s benefit to acquire as much wealth & power in life as one 
can, no matter what the cost. Their clerics often choose the 
Betrayal, Evil, Poison, & Trickery domains. 
 
Flar 
Even the dvernin know the wickedness of Maqur, under the name 
of Flar. In this form, he is a colossal white dragon, whose eyes are 
inky black & whose mouth is always dripping blood. Some would 
say that his gory maw comes from his constant slaughter, but 
legends tell of a vicious battle between the great wyrm & Sjor, in 
which the mighty War-Galley struck the beast in its belly, causing 
it to forever after vomit its lifeblood upon the frozen ground. Flar 
craves revenge, & delights in tormenting the followers of Sjor 
above all others. He is a capricious, deceitful creature, often 
disguising himself as a trusted ally of his victims, the better to lure 
them to their doom. Worshipers of Flar can choose from the 
Betrayal, Destruction, Evil, & Trickery domains. 
 
Pak Shahara 
In the hellish wastes of Sergala, on Najmah, the demons exist in a 
form of barely contained anarchy. They fight amongst themselves 
for trivial reasons, in part because of their godless nihilism. The 
rare demons who do have a religion worship a dark deity named 
Pak Shahara, a bloodthirsty goddess of pain & misery. She 
demands that her followers rape, burn, & torture others as much as 
possible, so as to give her the psychic energy needed to end the 
world & remake it into a paradise. There are some aberrant devils 
who revere Pak Shahara, but they are despised & persecuted as 
heretics by the other citizens of the Hima Sovereignty, who mostly 
venerate Rajani (Sunya). Their clerics often choose the Betrayal, 
Chaos, Destruction, & Night domains. 

38



Martuakh 
The Eternal Hunger, Master of the Pit, the Serpent Lord, the Sleeping Serpent, the Maker of Venom 

 

 
 

Symbol: A serpent wrapped around a green eye with a slit pupil. 
Alignment: Neutral Evil 
Portfolio: She-da-zhong, snakes, lies, poison, sleep 
Granted Domains: Death, Poison, Serpent, Trickery 
Favored Weapon: “Somnolence” (katar) 
Aliases: Glycon, Kaliya, Murshalk, Sseth, Yig 
 
Martuakh (MAR-too-AHK) is the patron deity of the she-da-
zhong, a loathsome god of serpents & venom. Once a vigorous, 
active god, one who drove his children to invade & conquer, he has 
now reverted to a languid, passive state. He is often depicted as an 
enormous coiled serpent, its eyes half-lidded & milky, its mouth 
toothless, & its scales dull & flaking. 
 

Region 
Wherever the she-da-zhong may slither, Martuakh goes as well, 
like a slinking shadow of vice & venom. Their homeland is on the 
Western Continent, which they call either Jiayuan (its asp name) 
or Gu Xiang (the cobra name). Since the Ten Dark Years ended, 
the few freshwater lakes in the Westlands have dried up, forcing 
the she-da-zhong to seek water from elsewhere. While they were 
already infiltrating the western coast of Admaja, this water crisis 
has given them an urgency born of desperation, which overcomes 
their god’s recent slothfulness. His followers can now be found 

hidden away in secret places all over the Lisan Coast, from the 
northern reaches of Sheqari to the Adjal Strip south of Ilud. 
 
Worshipers 
Martuakh is revered almost exclusively by the she-da-zhong; while 
there are some human cults devoted to the Serpent Lord on both 
the Western Continent & on Admaja, most non-zhong view 
Martuakh’s faith as a foul, loathsome religion. This is not terribly 
surprising, considering that he is a racial deity, one that is 
primarily concerned with the advancement of his chosen people, 
the she-da-zhong. Lizardfolk are suspected by some members of 
other races to have an affinity for him, but in truth, they generally 
find him & his faith even more repulsive & abhorrent than most. 
Like with anything else, the she-da-zhong often lie about their 
religion to others, publicly claiming to reject Martuakh while 
worshiping him in private. He supports druids, monks, paladins of 
tyranny (LE), & paladins of slaughter (CE). 
 
Code of Conduct 
A paladin of Martuakh must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 
this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 
as a paladin. They regain their abilities & advancement potential if 
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they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in a good manner. This means that you 
cannot willingly commit a good act, unless that act 
furthers a greater agenda of evil in some meaningful 
way. For example, healing a person is normally a good 
act, but healing an assassin so that he can commit his 
killing is in keeping with your evil agenda. Also, 
capturing a criminal is usually a good act, but 
apprehending an assassin so that you can kill them 
before they implicate you in a murder is part of an evil 
agenda. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are evil. 

• You should use poison to slay your enemies whenever 
possible. You need not kill every foe with poison, but 
your weapons should be as venomous as your tongue. 

• You must protect serpents at all times, defending them 
with your life if need be. If a serpent is in danger within 
your sight, you must act to save them. 

• You should lie whenever you can, telling the truth only 
when it serves a greater treachery. You may speak the 
truth with conspirators, or when it is particularly 
expedient, but you should find ways to further your 
goals through deception & misdirection.  

 

Churches 
Martuakh’s followers are deeply divided by a dogmatic schism, 
which grows ever wider as time passes. While they will work 
together to corrupt, destabilize, & subvert other races, the two sects 
are otherwise hostile to one another, with only the barest pretense 
of civility. The gulf between the two sects has reached the point of 
being something like a civil war, albeit a simmering one. 
 
The Asp Party 
The Asps, known amongst themselves as the Azbi Yura, are 
simultaneously a religious faction & a sub-race, one that is more 
independent & free-minded than the Cobra sect. The Asps believe 
that Martuakh is an approachable deity, one that will answer 
prayers & offer support to anyone who makes the proper living 
sacrifices. They see him as a champion of the zhong cause, one 
whose eye beholds a vision of zhong supremacy, & he needs only 
to be roused from his slumber to bring about a wave of destruction 
that will leave only the she-da-zhong alive to rule the world. 
Because of this philosophy, their version of Martuakh’s symbol 
has only a small, thin serpent wrapped around a large swollen eye. 
The Asps prefer to infiltrate the settlements of other races, 
undermining them from within as sleeper agents, who await their 
chance to strike openly. Due to these social tactics, they are more 
familiar with non-zhong than the Cobras, & vice versa. Their 
clerics often choose the Death & Trickery domains. 
 
The Cobra Party 
The Cobras, on the other hand, are more strict & authoritarian than 
the Asp sect. Calling themselves the Naja Xian, the Cobras deem 
that Martuakh’s favor can only be gained within the walls of a 
temple, where all sacrifices are administered by the priests. They 
see him as an aloof patron of their kind, one who is content to 
sleep away the eons, & must be roused with blood & flesh if he is 
to to bring about a wave of destruction that will leave only the she-
da-zhong alive to rule the world. Because of this philosophy, their 
version of Martuakh’s symbol has a large, thick-bodied serpent 
wrapped around a small lidded eye. The Cobras (who are 
simultaneously a religious faction & a sub-race) prefer to remain in 
their lairs, sending out dominated agents to foment discord & 

corruption among the other races, paving the way for the day that 
they leave their nests to strike openly. Due to these social tactics, 
they are less familiar with non-zhong than the Asps, & vice versa. 
Their clerics often choose the Poison & Serpent domains. 
 

Faith Structure 
Temples of Martuakh are mostly on the Western Continent, 
although a few have recently been found in remote parts of the 
western coast of Admaja, far from civilization. They are typically 
made of dark stone, or carved out of caverns beneath the earth. 
They are lined with columns depicting serpents devouring 
humanoids, or of humans transforming into serpents. In the center 
of each temple is a pit full of writhing snakes. They tend to have 
ramps instead of stairs, & curving surfaces instead of angled 
rooms. For protection, they often have very narrow entrances that 
only serpents can slither through. 
 
Only the elder she-da-zhong, the Chungwa/Xanghua, may become 
priests, although members of the other castes may join a temple as 
acolytes. In addition, priests of Martuakh are exclusively male, & 
they must be skillful ambushers & defenders of lairs. The holiest 
time of year for the children of Martuakh is a month-long period of 
hibernation in the middle of winter known as the Long Slumber. 
This is preceded by a gluttonous feast, & followed by an annual 
molting in which the she-da-zhong shed their skins, beginning their 
lives again with renewed vigor. 
 
Martuakh encourages competition within each caste in order to 
ensure that only the most qualified leaders come to the fore. Every 
act of gratuitous cruelty & suffering committed by the she-da-
zhong brings the Sleeping Serpent closer to awakening. Therefore, 
the atrocities committed by the she-da-zhong are not selfish in 
nature; they murder, desecrate, & undermine governments to bring 
about a resurgence of their bloodthirsty god. The fact that they 
actually enjoy doing these things is incidental. 
 
The she-da-zhong believe that after Martuakh awakes & devours 
everything, they will be left as the rulers of the world. However, 
they do not believe much will be left of the world for them to rule. 
They accept this because of their devotion to their deity & because 
of the visceral pleasure they get out of the atrocities that they 
commit in his name. 
 
Dogma 
The followers of Martuakh are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Serve your enemy above your ally, yourself above your 
enemy, your master above yourself, your sect above 
your master, the Zhong above your sect, & Martuakh 
above all. 

• Give respect to all serpents, & give death to those fail in 
this. 

• A forked tongue can speak a lie that sounds like truth, 
& a truth that sounds like lies. 

• A drop of poison in the night is worth more than a drop 
of blood in the daytime. 

• Never forgo a chance to rest, for the Sleeping Serpent 
must bide its time. 

• Strike from the shadows, & never let light be shed upon 
your deeds. 

• Your words should be even more venomous than your 
fangs. 
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• The snake that bites you is the snake you didn’t see. 
• You must sleep when others wake, & wake when others 

sleep. Only this way may you sow the seeds of death. 
• Spread the will of the Zhong to more quickly awaken 

the Serpent Lord. 
 
Afterlife Mythos 
The faithful of Martuakh believe that, after they die, they will be 
reborn as snakes surrounding the Master of the Pit in his hidden 
underground den, deep below the Western Continent. The size & 
intelligence of their serpent form will be a reflection of their 
fidelity to Martuakh & their actions taken in his name. Within this 
cavernous den, the reborn followers will writhe & slither over 
Martuakh’s slumbering body, trying to rouse him & gain his favor. 
There is no escape from the pit, as only the Serpent Lord can 
pierce the den rocky walls, & there is no food to be found here, so 
the snakes must eat each other to survive. Those that survive & 
consume their brethren will grow large & strong, to better attempt 
the awakening of the Sleeping Serpent. It is said that the largest & 
most powerful servant will one day stir Martuakh from his sleep, & 
this blessed follower will become his mate, spawning a new & 
holy brood to conquer the world. The skeptics & enemies of 
Martuakh shall become stillborn eggs & snakes without fang or 
venom, mere victuals for the true believers. 
 

Origin 
Martuakh is actually the snake-god Merrshaulk, who once 
slumbered in the 74th layer of the Abyss, Smaragd. He was once a 
deity in decline, a god who had grown weary from the long ages of 
conflict with other divinities. During the God-War of eons past, 
Zihaja called for aid from the worlds beyond the Kamala. 
Merrshaulk replied to the call, seizing an opportunity to leave his 
troubles behind him & start fresh on a new world. 
 
After the war ended, Merrshaulk was able to hide away on the 
Western Continent, renaming himself in a bid to forget his waning 
past. There, he was able to sponsor a decadent & murderous 
empire of humans, who worshipped him as their patron god. 
Invigorated by the free reign he enjoyed, he gave his chosen 
people, the Empire of She, a powerful ritual that would transform 
them into serpentine beings, much like his children from the old 
world. The ritual worked, & though it destroyed the empire, it gave 
his new children outer forms to match their ruthless inner selves. 
 
But recently, Martuakh has begun to fade into his old lethargic 
ways. His former vitality is all but spent, & he has yet again taken 
to sleeping away years at a time. Some of the zhong say that this 
was caused by the Pactspell, while others believe that it started 
long before, perhaps even beginning with the fall of the Empire of 

She. The she-da-zhong are largely undeterred by their god’s 
lassitude, however, & more than one cabal is attempting to find a 
way to bolster him via some means. Some have openly rejected the 
Sleeping Serpent as weak & ineffectual, turning to other gods, such 
as the more dynamic Maqur. 
 

By Other Names 
While Martuakh is the Serpent Lord’s preferred name, he is a god 
of lies & deceit; consequently, he is known by several other 
aliases. 
 
Kaliya 
On Najmah, Martuakh is known as Kaliya, a much-hated serpent 
god who poisons rivers & terrorizes innocents. Thought by some to 
be a personification of the destruction wrought by the mists of 
Najmah, Kaliya is worshipped by relatively-pious demons, as well 
as death cults from other races. He is said to vomit poison from his 
wide mouth, & any creature that survives his venom is wrapped 
within his scaly coils & crushed. He is commonly viewed as an 
enemy of Zaia, & in some circles is considered to be a twisted 
reflection of her. His clerics often choose the Poison & Serpent 
domains. 
 
Murshalk 
Even the dvernin of the frozen south have heard of Martuakh, & 
they despise his people, the she-da-zhong, despite have seldom met 
them face-to-face. Calling him Murshalk, their knowledge of him 
derives from their patron god Hagalvethr, who has known of the 
Sleeping Serpent for countless ages. There are no people, dvernin 
or otherwise, that worship him under this name; it seems to exist 
only to identify an enemy of Hagalvethr’s children. For their part, 
the zhong hate this name & the dvernin along with it, having long 
ago declared them a worthless people unfit for anything less than 
torture & slaughter. 
 
Sseth 
An old name for the Maker of Venom, one that dates back to the 
early Age of Kingdoms, this moniker was used in the Dominion of 
Alaqanas over 4,000 years ago. Sseth was integrated into the 
Alaqanasai pantheon as a serpent god, one who represented death, 
immortality, & rebirth. In a never-ending cycle, he would grow 
old, only to shed his skin & reveal a young & healthy version of 
himself underneath. His name was sometimes rendered as Satha, 
Seth, or simply Set. His temple was a popular one, & worship of 
him spread to other kingdoms that were heavily influenced by the 
dominion, such as Ilud. His peak was actually in the kingdom of 
Adabasha, where he came to signify the entire afterlife, 
particularly the underworld of the dead. Their clerics often choose 
the Death & Trickery domains. 
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Nathar 
The Lord of Loss, King of the Thousand Deaths, the Judge of Fates 

 

 
 
Symbol: A gold-&-black maze whose paths form a T-shape in the 
center 
Alignment: Chaotic Evil 
Portfolio: Murder, fear, loss, shaghali, torment, caution, 
deprivation 
Granted Domains: Curse, Evil, Murder, Night 
Favored Weapon: Disaster (longsword) 
Aliases: Bashra, Kehlek, the King of Ghuls, Mahat, Rava the 
Hunter, the Scarred One 
 
Nathar (nah-THAHR) is the patron deity of the demon-touched 
shaghali, a darkly pragmatic demon god who views life & 
happiness as petty resources. Nathar & his analogues are known & 
feared in many cultures. 
 

Region 
Nathar’s worship rests almost entirely with his people, the 
shaghali. Where they go, so too does his all-devouring dogma. 
Their homeland is in the east, across the Ramul Sea in a land called 
Nefer-Ta. There, in the capital city of Neb-Niwet, the lady Nesubet 
rules over the shaghali as the Queen-Priest of Blood & the self-
proclaimed “Living Will of Nathar.” 
 
Worshipers 
All shaghali save a reckless few pay lip service to Nathar during 
their everyday business, as well as to his aspects within the shaghal 
pantheon. The Natharite priesthood is powerful in shaghal culture, 
& has turned some humans & kobolds to its side in secret. No 
gnoll, no matter how debased or vile, will ever worship Nathar. Of 
late, ghuls in the eastern lands have learned of the Lord of Loss & 
have come to his side, & his faith is seeing a surge among 
assassins, rogues & wizards. In the main, however, Nathar & his 
other identities are only worshiped by the mad, the vengeful or the 
nihilistic. 
 

Nathar does not care at all for the alignment of his followers. 
However, few of his clergy are lawful, & almost none are good. He 
supports paladins of slaughter (CE). 
 
Code of Conduct 
A paladin of Nathar must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 
proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in a good manner. This means that you 
cannot willingly commit a good act, unless that act 
furthers a greater agenda of evil in some meaningful 
way. For example, healing a person is normally a good 
act, but healing an assassin so that he can commit his 
killing is in keeping with your evil agenda. Also, 
capturing a criminal is usually a good act, but 
apprehending an assassin so that you can kill them 
before they implicate you in a murder is part of an evil 
agenda. 

• You must ignore any laws or traditions that get in your 
way. You may obey rules that do not conflict with your 
needs, but you cannot let them constrain your behavior. 
You know what is best for you & your god, & that is all 
that should matter to you. If it is expedient, you may, 
for a time, pay lip service to the law in order to further 
your goals, but only for a while. 

• While you may adventure with characters of any evil or 
neutral alignment, you cannot knowingly associate with 
good characters unless it serves your needs, nor can you 
continue an association with someone who consistently 
offends your moral code. You may accept only 
henchmen, followers, or cohorts who are chaotic evil. 

42

http://www.d20srd.org/srd/spells/atonement.htm


• You must disrespect all authority figures that have not 
proven their physical superiority to you, refuse help to 
those in need, & sow destruction & death at all 
opportunities, preferably by magically cursing others. 

• You must commit murder as often as you are able to get 
away with it. The murders must take place at nighttime, 
under the open sky; while you may kill during the day 
or indoors, any slaughter that you may do under those 
conditions does not count toward this commitment. You 
must kill in this manner no less than once per year, & 
your victims should feel fear & loss prior to their 
deaths. 

 

Churches 
Nathar has only one church, though four notable factions have 
emerged within it. 
 
The Exalted 
This is the largest & strongest faction, referred to as “Darklords” in 
colloquial terms. The Exalted are the elite clergy who support the 
Queenpriest of Blood’s proclamation of herself as the living will of 
Nathar. In this fashion, they believe that they too are of the 
spiritually promoted of the Lord of Loss, & frequently unleash 
their divine power to assert their assumed superiority. The rather 
overt, central nature of the Exalted inspires fear among other 
factions, & largely keeps them in check. Darklord clerics often 
choose the Curse & Evil domains. 
 
The Council of Nocturne 
A high-ranking body within the church, the Council (or 
“Goldcloaks”) & their following resent the Queenpriest’s 
consolidation of personal power & chafe at the dictates she is 
making unilaterally. In times past, the Council nominated the 
church’s leader from within their own ranks, & held power of 
admission, doctrine & dogma alongside the Kingpriest or 
Queenpriest. Though the Goldcloaks still hold regional & sectarian 
authority, they fear that the established order is being consumed 
from within, & are fighting back quietly by waging an internal war 
of silence, tightening their grip on their respective dominions 
through fear. Goldcloak clerics often choose the Curse & Night 
domains. 
 
The Children of the Maze 
In the most secret bowels of the Church of Nathar, a secret project 
was forged to train the most devout to serve as the dark hand of 
Nathar. The keepers of this project, which of old acted under the 
direction of Council leaders, began to defer to the Queenpriest’s 
new dictates, & it is uncertain to all sides at present where the 
loyalties of the Children lie. What is very clear is that the most 
dangerous assassins & dervishes of Nathar are under the control of 
less than five people, none of whose identities are known to any 
outside party. Thus, when there is a noteworthy death in any 
faction, eyes flick to the Children, but no accusation can be spoken 
aloud lest the speaker wish to become a target. Those Children 
with cleric levels often choose the Murder & Night domains. 
 
The Youngblood 
With the quiet strife of the religious cold war between the upper 
echelons taking place all around them, the lower ranks have 
escaped notice for long enough to begin considering their own 
place in events to come. The most concealed faction thus far, the 
Youngblood must work in utmost secrecy, as they lack the sheer 
power of their competitors. However, joining with disaffected 
segments of shaghal society, they plot to incite open war between 
the Darklords & the Goldcloaks, forcing the hand of the Children 
& taking over in the aftermath. The Youngblood play this hand at 

great risk. Their clerics often choose the Evil & Murder domains. 
 

Faith Structure 
The Church of Nathar operates in a secretive, cult-like fashion, but 
maintains a prominent standing in shaghal society. Cathedrals are 
built in the most prominent locations in communities, & always 
feature a hidden maze beneath for the cult to conceal their secrets. 
Natharite architecture favors large, empty spaces, thin towers & 
square columns. Where it is expedient, they will construct 
ziggurats rather than build churches. 
 
The Church maintains a position of authority through their divine 
power & fear of the Lord of Loss. For as many fanatics as can be 
found in the populace, there are as many if not more who would be 
quite pleased to ignore the church in their day to day lives. 
However, all shaghali believe in Nathar even if they do not 
venerate him, & understand that it is an honor to be admitted to his 
dark service. 
 
The Church is ostensibly a highly regimented, authoritarian body, 
though in truth its members are well-versed in treachery & murder. 
In this fashion, the Church also acts as a sort of secret police 
among the populace, & many of its most devout adherents are 
disguised & sent as assassins. Advancement is at least partially 
murder-driven, though at the highest levels this becomes less 
pragmatic. 
 
Major religious rites involve sacrifice, with the most prominent 
being the creation of a nightmarish nemesis, an unknowing being 
filled with the killing drive of Nathar. Whenever possible, high 
priests choose a subject close to their target. Nathar’s clerics 
cannot pray on the night of the full moon. 
 
Any cathedral, temple or ziggurat that is destroyed in any fashion 
is abandoned, guarded & marked as taboo ground. None are ever 
reclaimed, for such would be heresy to the Lord of Loss. 
 
Dogma 
The followers of Nathar are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• All who oppose the Judge of Fates deserve fear, pain, & 
a slow death. 

• Fear can succeed where a thousand swords would fail. 
• That which is lost shall never be reclaimed. To rebuild 

the broken is to insult the Lord of Loss. 
• All shaghali must revere Nathar, & serve his cause. To 

do otherwise is to court the foulest curse. 
• Prudence, discretion, & patience are the threefold path 

to victory. Recklessness & haste shall only purchase an 
ignoble death. 

• Curse your adversaries with abandon, for misfortune is 
the price for defying Nathar. 

• To break a captain is to break his army, so spread fear 
& pain in precise measure. 

• Never kill one who has not suffered or felt despair, for 
death must be always be a mercy. 

• Act not in the daylight, for the night is your master’s 
realm. The dawn ushers in the time to rest & plot, while 
the gates of dusk signal the time for death & anguish. 

• A murder is an offering to Nathar, but a torture is a full 
ceremony unto itself. 
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Afterlife Mythos 
The faithful of Nathar believe that, after they die, they will find 
themselves alone in the middle of a vast high-walled labyrinth 
made of thick, tangled vines. The plants are impenetrable, & dimly 
glow under the cloudy black sky. This place is known as the Maze 
of Thorns, named for the tiny sharp hooks covering every inch of 
the glowing flora. Every spirit, whether they were a fervent 
supporter or a heretical non-believer, must navigate the narrow 
maze, where everything that they had in life shall be taken away. 
All things are stripped from the dead by the thorns: strength, 
vitality, wisdom, memories, sanity, & more. The only things that 
can be retained are those which the dead took from others during 
their lifetime, & anything that they can take from other spirits on 
the way to the exit. At the end of the harrowing labyrinth, what 
remains of the dead are weighed by Nathar’s servants on a scale 
against a golden box. If they are worthy, they will become one of 
Nathar’s chosen & serve at his side; to fail is to forfeit the last of 
their spirit, becoming nothing. 
 

Origin 
Nathar is one of the greatest demon commanders summoned by 
Siraaj during the earliest days. When the arch-demon Johoum led 
his forces against the mortal lands, Nathar led a horrific campaign 
to the far east, corrupting the shaghal tribes by offering them 
power in exchange for their aid in the wholesale slaughter of their 
neighbors. The success of this venture allowed Nathar to proceed 
with minimal forces, permitting the delegation of the bulk of his 
army back into Najmah to restrain the devas from aiding the 
mortals’ cause, & causing the Admajai to turn to genie aid to rid 
themselves of Johoum. With the arch-demon bound, Nathar hid 
among his mortal minions as a living god, & eventually gained true 
divine power from their worship. 
 

By Other Names 

Nathar maintains multiple identities both within shaghal culture & 
among others. 
 
Bashra 
Bashra is the shaghal totem of death, depicted as a jackal’s head on 
a vulture’s body. Icons of Bashra with his wings unfurled like 
menacing hands over archways mark courts, gladiatorial arenas, 
tombs & other areas associated with judgment & death. Bashra is 
written to hide “howling beasts of gluttony” beneath his wings, 
which wait for a signal from the Judge of Dooms to tear the 
damned to shreds. The death clergy of the shaghali hold a nigh-
unassailable position in society. They may choose from the Curse, 
Death, & Night domains. 
 
The King of Ghuls 
The cruelty of Nathar has drawn the attention of ghuls in the 
eastern lands, & their curiosity has not gone unanswered. Nathar 
has begun appearing to certain prominent ghuls as the King of 
Ghuls, a large, terrifying figure whose objective is to rally the 
powers of darkness to rip the world’s spoils from the weak hands 
of mortals. Great danger awaits Siraaj should Nathar’s gambit 
succeed. The ghul clerics who follow the King may choose from 
the Chaos, Curse, Destruction, & Evil domains. 
 
The Scarred One 
Nathar attempted a similar tactic among the aazlai clans, only to be 
soundly rejected. However, a few members of the race, vengeful or 
ambitious, turned away to seek out the demon in the night. These 
servants of Nathar’s & their own evil spread great damage among 
the clans in their gambit to seize power, & were eventually found 
out, marked as traitors & exiled, only for a vision of Nathar, 
bearing the same mark, to appear & spread famine & plague over 
the aazlai. This display of power still lures a rare few aazlai to 
follow the demonic teachings of the legendary terror known to this 
day as the Scarred One. Those who betray sept & clan to take the 
Scarred One’s killing paw choose from the Destruction, Murder, 
Strength, & War domains. 
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Pashati 
Mother of Rains, the Riverqueen, Samandar of the Dawn 

 

 
 

Symbol: Three strands of hanging rain beads. 
Alignment: Neutral Good 
Portfolio: Renewal, cleansing, birth, growth, healing 
Granted Domains: Cleansing, Healing, Plant 
Favored Weapon: “Purifying Rains” (trident) 
Aliases: Al’Mathar, Bhishaj, Nala, the Purity, Tahira, Zalimah 
 
Pashati (pah-SHAH-tee) is the benevolent, nurturing goddess of 
the rains, life & motherhood. She represents the endless, selfless 
bounty of the natural world, the simple beauty & wonder of life, & 
its power to purify the mind, body, & spirit. 
 

Region 
The church of Pashati began in the city of Rasalhague, in Sheqari, 
& spread outward from there, eventually gaining acceptance all 
over the western half of Admaja. While her faith is strongest in 
Sheqari, she has widespread support in Burdusq & Ilud, as well as 
burgeoning pockets of followers (known as Pashatai) in eastern 
Admaja. She had a congregation of believers in Maziraluq, but the 
Johoumites of Ostaz seized the city, renamed it Mamluk, & 
supplanted the Pashatai church there about 10 years ago. She is 
almost unknown in the more parched regions of the continent, such 
as the Sahra Basit, the Red Sands, & the Northern Wastes (with the 
exception of the settlements along the Elzim River, which is sacred 
to her). On Najmah, where she is known as Bhishaj, she is 
worshipped all over Vaatavaari, the southern continent, & also 
enjoys some support in Padam & southern Kshaya, especially in 
the city of Angaros. 
 

Worshipers 

Most devotees of the Riverqueen are lizardfolk; she is the chief 
goddess of Rasalhague, & her faith has spread across the Sheqari 
region. Of the other races, she is worshiped mainly by the humans 
& kobolds of the western coast, the savannah aazlai, & the steppe 
centaurs of the south. Gnolls do not know her well, & she is 
considered an enemy to devils, demons, rakshasas, ghuls, & the 
undead. Her worship is uncommon among numari, although she 
has a following among half-marids & masabi. Half-ghuls who seek 
to escape the darkness of their sires may devote themselves to 
Pashati in order to wash away the taint of their birth. 
 
Pashati only allows worshipers of a non-evil alignment, & most of 
her clergy are good in some way. She supports druids, monks, 
paladins of honor (LG), & paladins of freedom (CG). 
 
Code of Conduct 
A paladin of Pashati must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 
this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 
as a paladin. They regain their abilities & advancement potential if 
they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in an evil manner. This means that you 
cannot willingly commit an evil act, even if that act 
furthers a greater agenda of good in some meaningful 
way. For example, you cannot kill an assassin when 
capturing them is a viable option, even if preventing 
their murderous actions is in keeping with your good 
agenda. Also, while borrowing things that are needed to 
promote a good agenda is acceptable, outright stealing 
is not. In addition, lying is fine if the telling the truth 
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would get in the way of a greater good, but cheating 
someone should be avoided, if at all possible, even if 
the cheated party is evil. 

• While you may adventure with characters of any good 
or neutral alignment, you cannot knowingly associate 
with evil characters (except on some sort of undercover 
mission), nor can you continue an association with 
someone who consistently offends your moral code. 
You may accept only henchmen, followers, or cohorts 
who are good. 

• You should heal others whenever possible, especially 
those who cannot heal themselves. This includes 
enemies that are not attempting to harm you at the 
moment. You should attempt to treat injuries, stabilize 
the dying, neutralize poisons, & remove diseases. This 
can be done via magical or mundane means, so long as 
doing so does not interfere with the greater good. 

• You cannot use poisons, diseases, or any means of 
inflicting ability damage/drain. 

• You must destroy oozes, vermin, & the undead on 
sight. You cannot suffer an ally who keeps such foul 
beings, nor can you associate with intelligent undead, 
even if they are non-evil. 

 

Churches 
The disciples of Pashati are organized into three main churches, 
although they are all rather close to one another, their ideological 
divides being fairly narrow & easily crossed. 
 
The Tears of Love 
This sect is the most prominent of Pashati’s followings, with 
members all across Sheqari & Burdusq. They tend to keep to the 
cities, towns, & villages, preferring the urban areas more than 
other Pashatai factions. Its members, who are called Teardrops 
(among more pejorative names), run the hospitals, tend the 
gardens, & clean the roads in the lands that they serve, which earns 
the respect of the common people. Their priests call the citizens to 
pray in their towering temples, & to gather around their many 
fountains to perform the Prayer of Pashati ritual. They are an 
evangelical party, eager to teach non-believers the many virtues of 
the Samandar of the Dawn, & for this reason they are sometimes 
met with opposition to their steady expansion. They do not fully 
understand why others would not wish to bask in the cleansing 
waters of Pashati’s bounty, so they continue attempting 
conversions, even in places where they are not welcome. The 
Teardrops consider the gerboa a sacred animal & the hyacinth a 
sacred plant. Their clerics often choose the Cleansing & Healing 
domains. 
 
The Tree of Purity 
While this faction is less visible than the Tears of Love, they are 
actually the largest church of Pashati, with significantly more 
members over a wider area. They operate in the rural parts of the 
western regions (with a particularly strong contingent in Ilud), 
rarely entering a settlement larger than a village. Their members, 
known as Puretrees, advocate the benefits of a natural lifestyle & 
promote the expansion of forests & grasslands, in addition to 
combating the causes of desertification. Members can usually be 
identified by their distinctive green-&-brown robes, which appear 
to be covered in leaves & blend in well with the woodlands of 
southern Ilud. They tend to get along well with Teardrops on the 
occasions when the two groups meet (although the Puretrees 
disapprove of their proselytizing), but the two sects are often 
uncomfortable in each other’s chosen territory, so they only 
collaborate sporadically. The Tree of Purity considers the jungle 

cat a sacred animal & the baobab tree a sacred plant. Their clerics 
typically choose the Cleansing & Plant domains. 
 
Al Aqdar Qanisa 
Smaller & less well-known than the Teardrops & the Puretrees, the 
church calling itself Al Aqdar Qanisa (literally “the Green 
Temple”) mostly keeps to itself, conducting its affairs without 
consultation or interference from the rest of the greater church. Its 
members, which are sometimes (erroneously) called Templars, are 
commonly mistaken for followers of the two larger sects, an error 
that they do little to correct. They primarily concern themselves 
with fighting threats to the environment, such as wildfires, storms, 
& destructive monsters. They are committed to keeping people 
safe from the dangers of the wilderness, & vice versa. Templars 
are often seen as humorless extremists by other Pashatai, an 
opinion which they do not seem to really mind; they are also 
known as the most proficient & effective healers in the world, able 
to bestow amazing restorative benefits upon the ill & dying. While 
they hold all flora to be sacred, they hold the garlic plant as the 
holiest above all others. Their clerics almost always choose the 
Healing & Plant domains.  
 

Faith Structure 
More than with any other religion, the faith of Pashati is concerned 
with the perfection of the spirit. Pashatai seek to purify themselves 
(& their fellow disciples), so that they may achieve a state of 
spiritual transcendence. They believe that a creature’s soul 
becomes tainted as they commit sins, act selfishly, & harm others. 
Their soul must be cleansed if they are to gain enlightenment, 
which can only be reached by committing good deeds, act 
selflessly, & healing others. Once a creature’s soul has been fully 
cleansed, then they will become one with Pashati, adding to her 
magnificence for all time. 
 
According to Pashatai doctrine, all souls are equal in the 
Riverqueen’s eyes, & all have an equal chance to achieve 
perfection. Therefore, at least officially, no member of the church 
is any higher in rank than any other, as they are all Pashati’s 
children. As a practical matter, however, there is a loose hierarchy 
based on seniority, personal accomplishment, & (above all) 
spiritual enlightenment. 
 
Priests of Pashati often wield a wooden staff with a crystalline orb 
at the top, from which dangle several chains of beads. The church 
does not require the clergy to wear a specific uniform, deeming 
that the message is more important than the messenger, but many 
priests choose to wear long flowing robes. The only common 
element of Pashati’s appearance will be their hair, which is almost 
always worn long with multiple beads braided into it. 
 
Pashati’s worship is fairly casual & freeform, with simple 
benedictions that sound more like (& are used as) conversational 
phrases. Her followers act in a direct, straightforward manner, & 
prayer is often done among family or in small neighborhoods 
before a large morning meal. Prayers in her honor are conducted 
every morning at dawn, as well as during any rain-shower; prayers 
are almost always performed outside, even during a thunderstorm. 
Her followers consider rivers, springs, & oases to be sacred places. 
 
Temples built in Pashati’s honor are nearly always in the form of 
multi-story towers, the top story of which is usually open to the 
sky. Most of her temples have a fountain on the grounds, & many 
of them have several. The temples are usually sparsely decorated, 
with little furniture & a simple design scheme based no vertical 
lines. 
 
Dogma 

46



The followers of Pashati are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Heal all who require aid, even if they oppose you. The 
Riverqueen blesses without bias. 

• Suffer not the desert, for its spread is repugnant, & must 
be reversed. 

• To purify another is to purify one’s self. 
• Help all that live to multiply & grow, so that they may 

exalt Pashati’s bounty. 
• The dying should be pulled back from the river of the 

dead, if possible. While death is a natural part of life, it 
is an irrevocable change that diminishes life as it 
defines it. 

• Poison, disease, filth, taint, & destruction are all a part 
of the same evil. It must all be washed away by the 
Mother of Rains. 

• Those who destroy must be stopped, & while you 
should always offer an opportunity for redemption, to 
destroy a destroyer is to aid Pashati’s creation. 

• While you may harvest from nature’s bounty, you must 
never kill a plant. 

• Offer succor to those giving birth, for all new life is 
hallowed. 

• Cultivate vegetation whenever possible, & plant a seed 
every day that you can. 

 
Afterlife Mythos 
The faithful of Pashati believe that, after they die, they will ride 
upon the River of Starlight, washing away all their imperfections 
in the purifying waters. After some time, they will wash ashore on 
the banks of a river in front of a grand waterfall, the sheen of 
which reflects an image of the deceased as they were truly viewed 
by others. Belief in Pashati does not matter in this place, only ones’ 
inner self & the impact that the dead had upon the living. Those 
who can accept their impact upon those who knew them in life 
may step through the waterfall into a verdant paradise, called the 
Garden of Plenty. Those who find the image dreadful or hideous 
are compelled to dive into the rushing river, which cascades back 
into the living realm once more. The fleeing spirits are washed 
downward, to be incarnated once more & have another chance at a 
caring, benevolent life. 
 

Origin 
The true Pashati was a great & powerful couatl, a feathered serpent 
from Najmah, who brought healing & water to the parched 
lizardfolk tribes of Sheqari, whose lands were scorched in the war 
against Johoum. She went to them in the guise of one of their own, 
teaching the arts of healing magic & of fostering the crops along 

the banks of the Provider’s Oasis. After many decades of selfless 
service to the lizardfolk, she eventually died, & as her body faded 
into pristine light, the people believed her to be their tutelary 
goddess, venerating her wisdom, benevolence, & guidance ever 
since. 
 

By Other Names 
Pashati, like other deities, goes by many different aliases, although 
her intrinsic good is always present, regardless of her name. 
 
Al-Mathar 
In the deserts of Siraaj, such as the Sahra Basit & the Red Sands, it 
rarely (if ever) rains, & only the hardiest of plants can survive. In 
these places, Pashati is known as a distant, fickle goddess called 
Al-Mathar (literally “the Rain”). While she may be benevolent, she 
displays her kindness only once in a great while, the rest of the 
time staying high up in the heavens, away from the desperate cries 
of those in need. Her purifying rain makes flowers bloom 
spontaneously from the parched sands, as all is green in her wake. 
Her disciples preach patience, perseverance, & hope. Clerics of Al-
Mathar often choose from the Cleansing, Good, Hardship, & Water 
domains. 
 
Bhishaj 
On Najmah, Pashati is goes exclusively by the name of Bhishaj, a 
Houri title which means Healer. She is a benevolent goddess, even 
more giving & selfless than her Sirajai persona, & she is more 
closely tied to the trees & other flora. Followers of Bhishaj 
frequently embark on altruistic pilgrimages where they travel to 
far-away lands, healing everyone along their route that needs it; it 
is for this reason, above all others, that the people of Najmah are so 
long-lived, & that Bhishaj is so popular. Her church is extremely 
pacifist, & the fact that Najmah has had much less warfare than 
Siraaj is a testament to the continued efforts of her followers, along 
with those of Sidaru. She is worshipped all over Vaatavaari, & also 
enjoys some support in Padam & southern Kshaya. Her clerics 
often choose from among the Good, Healing, Peace, & Plant 
domains. 
 
Zalimah 
In Ilud, where the fields are green with life & the trees bask in the 
rain, the Mother of Rains is known as Zalimah. This name is taken 
from a half-forgotten goddess of the ancient pagan pantheon of 
Ilud, who was a zealous defender of nature. Today, Zalimah retains 
her role as guardian of the wilderness, & her supporters take that 
role very seriously. They oppose new settlements, as well as the 
expansion of existing ones, & they are the most active in the cause 
to reverse the desertification of the world. While other Pashatai 
agree with them, most non-believers find her followers to be 
sanctimonious & unsociable. Zalimah’s clerics often choose the 
Healing, Luck, Protection, & Strength domains.
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Qirus 
The Lion God, the Stoic Watcher, the True Beacon, the King of Pride & Power 

 

 
 

Symbol: A lion’s head over a solar eclipse. 
Alignment: Lawful Neutral 
Portfolio: Achievement, protection, stamina, warfare, greatness 
Granted Domains: Law, Protection, Resolve, War 
Favored Weapon: “Dominion” (falchion) 
Aliases: Al-Asas, Khairi Mlinzi, the Lord of Lions, Shimha, 
Tahaqum, Udyama  
 
Qirus (KEER-oos) is the stern, vigilant deity of protection, 
structure, establishment & conquest. His dogma teaches that in the 
darkest hours, one must stand with pride brighter than the sun. 
 

Region 
Qirus ascended to divinity from the City of God, & it is there that 
his religion is the strongest. From there, it has spread to the other 
settlements on the Hasini River, as well as along the Lisan Coast. 
Nowadays, the Stoic Watcher is known & respected throughout 
most of Ilud, as well as southern Burdusq. On Najmah, Qirus is 
known as Udyama, & is mostly worshiped in the three Sister 
Cities: Dharma, Namaste, & Vanija. 
 

Worshipers 
While there are devotees of Qirus to be found among nearly all 
races, his following is mostly among the humans. There is a 
minority of Qirusai that are half-genie or sabi, but few other races 
venerate the Lion God as humans do. The aazlai love him & tell 
stories of his mortal exploits to this day, but to them, he is the 
equivalent of a folk hero or a demigod, & not a true deity. 
However, gnoll traders & kobold merchants are slowly spreading 
the faith of the Stoic Watcher to their kin beyond the City of God, 
& some lizardfolk sailors are recent converts. 
 
Qirus tolerates worshipers of any non-chaotic alignment. Most of 
his clergy are lawful in some regard. He supports druids, monks, 
paladins of honor (LG), & paladins of tyranny (LE). 
 
Code of Conduct 

A paladin of Qirus must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 
proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in a chaotic manner. This means that 
you must follow all local, national, & other laws, & you 
must honor traditions whenever possible, even if it is 
inconvenient. You may only violate laws or ignore 
traditions if they are contradictory, so if they stand 
between you & your goals, then you must find a way to 
accomplish your objectives while obeying the letter of 
the law. Ignorance of the law is not an acceptable 
excuse for acting in an illegal manner, but being 
ignorant of a tradition is fine, so long as you innocently 
lacked the knowledge. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are lawful. 

• You should show respect to authority figures, even if 
you disagree with their policies. If a legitimate 
authority figures is acting illegally, you must follow the 
proper procedures for reporting their actions to their 
superiors, leaving the matter of discipline to those 
responsible to meting out justice. 

• If you witness the commission of a crime, or the 
planning of a crime, then you are obligated to prevent it 
&/or capture the criminals. If apprehending the 
perpetrators is itself illegal, then you must report the 
crime immediately, & assist the authorities in any way 
possible, so long as it does not interfere with you doing 
what needs to be done. 

• You must protect the innocent whenever possible, even 
if doing so is inconvenient or harmful to yourself. 
Defending the innocent from harm is of paramount 
importance, & must be done unless doing so gets in the 
way of more pressing duties. 
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Churches 
Qirus has only one official church, which is ostensibly unified; but 
beneath the surface, there are several allied factions, with 
interconnected politics. 
The Great House of God 
This “sect” has no official name, as it is equivalent to the entire 
Qirusai religion in the eyes of most people. The unofficial title, 
however, is the Great House of God, given to it by priests from 
Naranj, who were attempting to describe the City of God to 
potential converts. Members of the church espouse a philosophy of 
personal achievement, mutual defense, & communal responsibility. 
The Great House rarely builds small shrines like some other 
churches do, even in places where the Lion God is a minority faith. 
Instead, they tend to construct large temples wherever they go, on 
the principle that the True Beacon will call the people to him, if 
only he has a large enough torch. Only within a sanctioned temple 
will they perform their holiest ritual, the Sacrament of Qirus. As 
could probably be guessed, its members consider the lion a sacred 
animal, & they consider the nepeta flower a sacred plant. Their 
clerics commonly choose the Protection & Resolve domains. 
 
The Order of the Eclipse 
According to legend, Shimha Qirus was foretold in a prophecy to 
found a great temple-city dedicated to his god, Sidaru. The 
divination told him to build his city wherever he stood during the 
next solar eclipse. As it so happened, he was leading an army in a 
march towards the Quis Sea, along the Hasini River, when a total 
eclipse blocked the sun. At the time, he was standing in the middle 
of a tiny fishing village, whose name has been lost to history. And 
so it was there, at that very spot, that he laid the foundation for the 
City of God. Ever since, an eclipse has been a good omen for the 
followers of Qirus. (This legend has been deemed apocryphal at 
best by scholars, who have pointed out that the sun would not have 
been visible during the Ten Dark Years; nevertheless, the myth has 
become an important part of the religion, & is said to contain a 
truth beyond the facts.) Within the main church, a monastic sect 
was formed early in the church’s history, one devoted to defending 
the faith from outside threats. In their zeal, they have expanded 
greatly, allowing clerics, paladins, & rangers to join their never-
ending crusade to make the world safe for the Qirusai. Certain 
members of the Great House have expressed concern regarding the 
order militaristic nature, but they depend on the order’s members 
for defense & expansion. Some non-believers have also grown 
distrustful of the entire religion, due to the fact that the order 
appears to be indistinguishable from the church as a whole. Clerics 
of the order usually choose the Protection & War domains. 
 
Libda al-Asad 
The most radical faction within the church of Qirus started as one 
of the most quietest & conservative. Calling themselves Libda al-
Asad (literally “The Lion’s Mane”), this sect was originally created 
as an order of Qirusai scholars dedicated to compiling & 
preserving religious texts. For decades, they preformed their 
appointed task in obscurity, until a fanatical priest named Abdul 
Alim al-Sultha revolutionized the order. He believed that Qirus 
became a divine figure because of the times in which he lived, 
namely the war-torn strife of the Ten Dark Years. Abdul thus 
reasoned that there should be more wars for the church to take 
advantage of, so that the church can gain more converts & expand 
more rapidly. This led to a violent schism within the Great House, 
& Abdul was eventually arrested for his heresies. The Lion’s Mane 
lived on, though, still secretly dedicated to their cause of fomenting 
armed conflicts, while on the surface appearing to have reformed 
into their original role. They believe that they are serving a higher 
purpose than the leadership of the church, & that their actions will 
ultimately be vindicated by history, once the church has become 

the dominant faith on the continent. They operate in the shadows, 
manipulating people from the shadows, ever-fearful of discovery, 
especially from the Justicars, who would be obligated to destroy 
them. The clerics within the Lion’s Mane typically choose the Law 
& War domains. 
 
 
 
Justicars 
Possibly the most active & visible arm of the church, the Justicars 
are responsible for upholding the laws of the land, no matter what 
the cost. This sect was created by the Great House about 100 years 
ago to focus on the execution (sometimes literally) of the law, 
thereby freeing up the rest of the church to work on other pursuits. 
They have been given the responsibility of apprehending law-
breakers & meting out justice upon them, dealing out harsh 
punishments so as to discourage future violations. This 
judge/jury/executioner role is often welcome in the lawless 
wilderness, but can cause problems in urban areas, where local 
guards & militias usually have jurisdiction. They are granted a 
great deal of autonomy by the church, & are thus typically found 
working alone. They usually wear heavy armor when out in public, 
the symbol of Qirus displayed proudly on their chest-plates & 
cloaks. They are almost never seen without their face-concealing 
helmets, which often bear an imposing leonine appearance. Clerics 
among the Justicars generally choose the Law & Resolve domains. 
 

Faith Structure 
The worship of Qirus is highly structured, with a strict hierarchy & 
narrowly-defined roles & duties. At the bottom of the pecking 
order are the Anchorites, the common initiates who are just 
learning the official doctrine, often through meditation & labor 
exercises. Next up on the ladder are the Acolytes, the priests who 
run the temples, lead the community prayer services, & perform 
the bulk of the church’s clerical work. The next step up the chain 
of command are the Prophets, seers & tacticians who have 
specialized in divination, providing the church’s leaders with 
valued advice. 
 
Next are Justicars, the enforcers of the local, state, & religious law, 
who travel the land, searching for transgressors to punish & 
wrongs to make right. Then there are the Ministers, evangelists 
who travel to places where Qirus-worship is not the dominant 
religion, so as to spread the word of the Lion God. Next up in the 
hierarchy are the Solons, the regional leaders of the Great House, 
who direct the temples, implement church policies, & coordinate 
the faithful. They answer directly to a small cabal of four arch-
clerics known as the Maraji (singular Marja), who convene 
periodically to illuminate the canon of Qirusai laws & settle 
disputes concerning religious matters. 
 
In theory, the Maraji are subordinate to sultan of the City of God, 
who is nominally the highest authority of the church of Qirus. As a 
practical matter, though, the sultan does not directly get involved 
in the church’s affairs, a tradition that has dated back over a 
century. This leaves the Marjas as the effective leaders of the 
church, the sultan being nothing more than a figurehead. Thus it is 
they who issue the religious handbooks known as the Resalah. 
 
The holy book of the Qirusai is the Ilah Qitab (literally “Book of 
God”), which was compiled from Shimha Qirus’s own journals & 
teachings. On occasion, the Maraji issue a Resalah, which is a 
small booklet that supplements, clarifies, & (in some cases) 
amends the official doctrine contained within the sacred texts of 
the Ilah Qitab. These revisions are later incorporated into the main 
tome, but the rulings contained within the Resalahs are considered 
dogma as soon as they are published. 
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The archetypical Qirusai temple is a relatively austere structure, 
with thick columns & hard angles. Temples dedicated to the Stoic 
Watcher are usually designed to convey a sense of power & 
stability; as such, they are often built using large stone blocks. The 
only wall decorations are sculptures & frescoes with a strong 
leonine motif. Other than seats for the worshippers & a pulpit for 
the preacher, the only invariable item in the temples is a replica of 
the Light of Hope. 
 
Most of the clergy of Qirus wear yellow, orange, or tan robes, with 
the higher echelons wearing preserved lion hides. Their holy 
symbol is a black disc, rimmed with golden light, which represents 
a solar eclipse; this icon usually has a lion’s head depicted within 
the disc. Clerics dedicated to the True Beacon pray for their spells 
in the morning at dawn, which symbolizes the end of the Ten Dark 
Years. 
 
Dogma 
The followers of Qirus are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Succeed, & all shall sing your name. Fail, & be 
forgotten. 

• The righteous must defend those who cannot defend 
themselves. 

• To persevere in spite of adversity is to be one with the 
True Beacon. 

• War is where one finds the depths of tragedy, but also 
the heights of glory. 

• Achieve greatness, & the King of Pride & Power shall 
always bless your path. 

• Obey your superiors, & never waver in your allegiance, 
as perfection is only attained in order. 

• The duty of the strong is to shield the weak. 
• Be ever vigilant, & never cease in a task which you 

have undertaken, for only then do you truly fail. 
• The elaborate dance of the battlefield is the heart of all 

glory. 
• To betray the trust bestowed upon you is to bring 

dishonor on yourself, your peers, & your god. 
 
Afterlife Mythos 
The faithful of Qirus believe that, after they die, they will be 
ushered into the Halls of the Resolute, within the Citadel of the 
Lion God. There, the followers of Qirus will prepare for a glorious 
battle of epic proportions against the forces of Chaos, which will 
one day decide the fate of the Kamala. This is often depicted as a 
bloody struggle between devas & demons, with mortal warriors 
backing both sides. If the agents of disorder were to win, the living 
world would become overrun by demon hordes, which would 
destroy everything that has ever been built & end all life. The 
armies of Qirus will be commanded by the Stoic Watcher himself, 
who will lead from the front, charging at the hordes & challenging 
the largest & strongest demons to face him in single combat. The 
non-believers are commonly seen as cowardly abstaining from the 
conflict, hoping to avoid getting their hands dirty by participating. 
 

Origin 
The original Qirus was named Shimha Qirus (born Khairi Nia 
Mlinzi), & was an aazlai devoted to Sidaru. During the Ten Dark 
Years, he became a general & led an alliance of his people & the 
refugees of the destroyed Admaja nation into the midnight realms 
of the houris, where they were given sanctuary & the blessings of 
the devas. When Qirus decided to return to the battle, he brought 
with him deva & archon allies & the divine Light of Power, with 
which the aazlai, humans & celestial host drove back & obstructed 
their dark foes. Qirus hid the way into Najmah, & used the Light of 
Power to found a city devoted to his deity. The people had already 
given him a spiritual apotheosis, however, & they venerated Qirus 
in the city he had built for Sidaru, forgetting the faith of the other 
entirely. 
 

By Other Names 
Qirus is venerated under several different names, although his 
church would prefer it if all his disciples knew him by his official 
name. 
 
Khairi Mlinzi 
Among the aazlai, Qirus is known by his birth name, Khairi Nia 
Mlinzi. He is loved as a figure of legend & myth, but he is rarely 
worshipped by them. They generally consider him to be like a 
demigod or a folk hero. But there exists a small minority of aazlai 
who venerate him as their sole god, perhaps encouraged by the 
human-dominated church of Qirus. Most other aazlai would deem 
this devotion to be a perverse sacrilege, as they have had a 
pantheon of gods since time immemorial, so his followers pray to 
him clandestinely. The Spirit Tribe is the only pride that worships 
him openly, under his adopted Admajai name, Shimha. Their few 
clerics mostly choose from the Protection, Sun, War, & Wild 
domains. 
 
The Lord of Lions 
Not long ago, the religion of Qirus was almost exclusive to the 
settlements on the Hasini River, having spread only slowly along 
the Lisan coast & inland throughout Ilud. In the past few decades, 
however, gnoll & kobold merchants travelling to the City of God 
& elsewhere have converted to the Lion God, taking their faith 
back home with them. To the people of the eastern half of Admaja, 
Qirus is known as the Lord of Lions, a proud deity who represents 
the power, majesty, & danger of the natural world. His is still a 
fringe faith among the kobolds & the gnolls, who are more likely 
to worship a nature god like Umaj or Limalia, but he is gaining 
traction with the druids of the eastern coasts, especially in the 
Sahra Basit. Their clerics often choose from the Animal, Law, 
Power, & Resolve domains. 
 
Udyama 
On Najmah, the name of Qirus is virtually unknown. Instead, the 
Stoic Watcher is known as Udyama, the Resolute. In this persona, 
he is a more dynamic, passionate figure, one who is more apt to act 
directly to accomplish his objectives (at least, according to the 
myths told about his exploits). Despite his forceful, fervent 
demeanor, his followers are as disciplined as an army regiment, 
thoroughly dedicated to the principles & spirit of the law. He is 
mostly worshiped in the three Sister Cities: Dharma, Namaste, & 
Vanija; outside of those three settlements, disciples of Udyama are 
only found at Sattva Temple. Their clerics normally choose from 
the Heroism, Law, Resolve, & Strength domains. 
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Sidaru 
Chronicler of Doom, the Obelisk, Questioner of Souls, the Sultan of Night 

 

 
 

Symbol: A beveled square black marble slate with white veining. 
Alignment: Lawful Good 
Portfolio: Death, guidance of the dead, justice, peace, stability 
Granted Domains: Death, Law, Peace 
Favored Weapon: “Foundation” (warhammer) 
Aliases: Al’Sakin, Dautha, the Great King of the Far, the 
Peacemaker, Sih Daroga, Shaanti 
 
Sidaru (see-DAR-oo) is the quiet, serene authority of death, the 
arbiter of final rendition in all things. He is the guide & the judge, 
holding court over all souls. He has sustained the peace of death & 
upheld the law of nature since the very beginning, & he shall await 
at the very end of all things. 
 

Region 
As the oldest of Zihaja’s aspects, worship of Sidaru is very 
widespread, with a great number of permutations. While his 
following is strongest in Sheqari & its neighboring regions 
(Burdusq & the Sea of Fiery Knives), he has support in many other 
lands, as well. Unlike most aspects, whose religions are usually 
opposed by other faiths, Sidarites are often welcomed by most 
non-believers. The unofficial epicenter of his creed on Siraaj is the 
city of Rasaljathi, which receives thousands of pilgrims every year. 
 
On Najmah, Sidaru is perhaps even more popular than he is on 
Siraaj, & he is known by several names. His faith is strongest on 
the island of Prana, especially in the city of Ayus, but he has 
pockets of faithful sprinkled all over the southern coasts of the 
Speckled Sea. He is popular in the Sister Cities, as well as Ahimsa, 
Ghantikal, Madanas, Puram, & Samadhi. He is not terribly popular 
in Kshaya, but the former genie-lands respected him greatly, even 
if they didn’t worship him outright. 
 

Worshipers 
It seems as though no other religion is as widely accepted as that of 
Sidaru, for death touches all that truly live. Humans & lizardfolk 
make up the bulk of Sidaru’s congregation, though races living 
among them will likely adapt to the faith as well, especially 
kobolds & gnolls. The genie-kin have a long Sidarite tradition, & 
even those half-genies & sabi who worship other gods adopt some 
trappings of the Obelisk’s religion. Some ghuls & half-ghuls 

maintain an ironic, perverse devotion to the Chronicler of Doom, 
drawn to the silence, darkness, & morbidity that they perceive him 
to represent. 
 
On the Plane of Night, Sidaru is often seen as the deva’s faith, for 
most of Sidaru’s support is found among the winged ones. Many 
genies have converted over the centuries, but few other races have 
a significant following. On either plane, the devotion of Sidaru 
tends to surge during wartime, & shortly thereafter, as he is the god 
of peace. 
 
Sidaru only permits followers that are non-chaotic & non-evil, 
making it one of the more exclusive religions. Most of his clergy 
are Lawful Good, but this is not a mandate, simply a self-selecting 
part of the church’s culture. He supports monks & paladins of 
honor (LG). 
 
Code of Conduct 
A paladin of Sidaru must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 
proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in an evil manner. This means that you 
cannot willingly commit an evil act, even if that act 
furthers a greater agenda of good in some meaningful 
way. For example, you cannot kill an assassin when 
capturing them is a viable option, even if preventing 
their murderous actions is in keeping with your good 
agenda. Also, while borrowing things that are needed to 
promote a good agenda is acceptable, outright stealing 
is not. In addition, lying is fine if the telling the truth 
would get in the way of a greater good, but cheating 
someone should be avoided, if at all possible, even if 
the cheated party is evil. 

• You should show respect to authority figures, even if 
you disagree with their policies. If a legitimate 
authority figures is acting illegally, you must follow the 
proper procedures for reporting their actions to their 
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superiors, leaving the matter of discipline to those 
responsible to meting out justice. 

• You must make peace whenever possible, & prevent 
violence if you are at all able to do so. You cannot 
attack others without ample provocation, & you should 
always allow others the chance to end hostilities when 
they arise. If you are attacked, you are permitted to 
retaliate, but only if every chance for peace has been 
already explored. You may only provoke conflict when 
doing so would prevent greater conflict. 

• The division between the realm of the living & the 
world of the dead is sacred, & shall not be crossed more 
than once. You cannot cast any spell that would restore 
a dead creature to life, such as raise dead, reincarnate, 
resurrection, true resurrection, & the like; the creation 
of undead is also forbidden. If such spells are to be cast 
in your presence, then you are obligated to attempt to 
stop them. Healing a wounded or dying creature is fine, 
but a soul in the afterlife must embark on its own 
journey without interference. 

• Killing other creatures is allowed, but should not be 
done lightly, or without just cause. Mercy killings are 
just & correct, as are sanctioned executions, but wanton 
slaughter is just as abhorrent as resurrecting or 
animating the dead. 

 

Churches 
There is really only one main Sidarite church, but there are several 
small splinter groups within the organization, each with their own 
beliefs & their own reason for breaking away from the core 
religion. 
 
The Final Edict 
The core of the Sidarite religion, the organization that is now 
known as the Final Edict has existed in one form or another for 
thousands of years. A well-established faith, the church took its 
current form at the end of the Ten Dark Years, when Sidaru 
himself appeared in the flesh to fight in the Battle of the Light. 
After that climactic skirmish, Sidaru gave his followers a scroll 
which detailed his opinions regarding the Black Annals, which 
were the holy texts used by the church up to that point. His 
critiques (called the Final Edict) set off a revolution within the 
church, which transformed it into its current state. His disciples 
completely rewrote the Black Annals, & the church’s practices 
changed dramatically almost overnight. Today, the church 
preaches that all conflict must be avoided, that calm discourse can 
settle all disputes, & that such disharmony is the primary 
impediment to enlightenment. Some fundamentalists have rejected 
the Final Edict, preferring to follow the principles of the pre-scroll 
church; these heretics often are obsessed with obtaining one of the 
few rare copies of the original Black Annals. Clerics of the Final 
Edict tend to choose the Death & Law domains. 
 
The Silent Sepulcher 
This sect of the Sidarite church is predominantly concerned with 
matters of death & the dead. They have their long, cold fingers in 
almost every facet of funerary practices & customs. They view 
death as a hallowed time, when the soul moves from one shell to 
the next, & believe that the rituals dealing with death must be 
carried out with great care, for the betterment of the spirit. Priests 
of the Silent Sepulcher dig graves, conduct funerals, care for the 
dying, carve headstones, draft obituaries, built funeral pyres & 
cairns, preserve bodies, chronicle history, enact wills, perform 
autopsies, & more. They do all of this with the utmost seriousness 
& decorum, subsisting on the generosity of those who appreciate 
their thankless tasks. They conform to local laws of the many lands 

in which they operate, & almost everyone approves of their 
willingness to undertake the undesirable work. Thus, they are 
widely respected, even though they are commonly viewed as 
morbid & gloomy. Clerics of the Silent Sepulcher often choose the 
Death & Peace domains. 
 
 
The Court of Quiescence 
Peace is of paramount importance to the followers of Sidaru, & the 
means of preserving peace are highly sought after by them. One 
relatively-young faction, called the Court of Quiescence, seeks to 
ensure peaceful resolutions through legal arbitration, thereby 
obviating the need for armed conflict. Like members of the Silent 
Sepulcher, priests of the court form a widely-spread network of 
semi-independent cabals, all working towards the same goals. In 
this case, the court members study local laws & statutes in 
encyclopedic detail, & then offer their services to anyone in need 
of legal negotiation. Their talents for adjudication are legendary, & 
they are rightly valued for their ability to find clauses & bylaws 
supporting their decisions. Some outsiders find them to be 
meddlesome troublemakers, but many support their efforts to 
resolve issues efficiently & amicably. They find combat to be the 
ultimate violation of their principles, & they will not break a law 
even if their life depends on it, but they will commit assassinations 
in lawless areas if doing so will ensure future peace. They are less 
widely accepted than the more popular Sepulchral Sidarites. 
Clerics of the Court of Quiescence usually choose the Law & 
Peace domains. 
 

Faith Structure 
The temples of Sidaru are always inscrutable, daunting structures, 
made of solid marble (or merely a marble façade) with few if any 
markings or decorations on the outside. They are usually pyramidal 
in shape, with sharp angles & a simple geometry. They are often 
multiple stories, with the bottom floor dedicated to grand 
entryways & prayer halls, the middle floors for priests’ quarters & 
libraries, & the topmost chamber for special ceremonies & rituals. 
The smaller shrines are typically black marble obelisks or a statue 
of a sphinx sitting atop a square pedestal. 
 
Followers of the Sultan of Night pray to him at dusk, symbolizing 
the end of life & the transition to the hereafter. Most of Sidaru’s 
rank-&-file priests wear black robes, & many of them carry 
walking staves with a small copy of the Black Annals tied to the 
top. A lot of Sidarites shave their heads (even the women), 
although there is nothing in the official doctrine that demands such 
a thing. It seems to be a tradition that started during the Ten Dark 
Years, although its exact origins are unknown. The upper echelons 
of the church wear pure white vestments; while black & white can 
be worn together, gray is all but forbidden by the church. 
 
The holy book of Sidaru is officially titled the Codices of the Great 
Divide, but it is better known simply as the Black Annals. Its 
history is somewhat obscure, but it was compiled over the 
centuries from the works of many Sidarite philosophers & 
theologians, whose wisdom was condensed into a manual for the 
faithful. When the Ten Dark Years ended, Sidaru himself issued a 
scroll (later called the Final Edict) to his clergy, which detailed his 
opinions regarding the Black Annals. They were subsequently 
rewritten, with Sidaru’s words from the scroll edited into the 
codices & the original texts extensively revised to be more in-line 
with his judgments. This radical revision transformed the church 
into its current form, & today, the Black Annals portray the most 
accurate vision of the afterlife of any mainstream religion. 
 
Dogma 
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The followers of Sidaru are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 
 Never incite conflict, unless it is to counteract the 
spread of a greater conflict. And never escalate a conflict, nor 
permit a conflict to escalate if there as an alternative resolution. 
 If there is a conflict & your participation would not 
constitute escalation, you must put a stop to it as swiftly as 
possible. 
 The enemies of peace must become the friends of death, 
for this is true justice. 
 Execution is justified if imprisonment or release would 
be hazardous to peace. 
 Wield violence & death as tools of justice & peace, but 
abhor & cast aside destruction & terror. That which is born will be 
born anew, but that which is made cannot be remade. 
 Let live those who live in peace. 
 Defend the peace & stability in the lives of others. 
 Death is but the next step for the soul, & you are 
entrusted to expedite the process as necessary. 
 Peace does not mandate tranquility. The values & order 
of the people determine the state of their peace, & to countermand 
it would be to incite conflict. 
 Leave a marking for the slain, so that the angels of the 
dead might sooner find them & escort them to their fate. 
 
Afterlife Mythos 
The faithful of Sidaru believe that, after they die, they will be 
found by a spirit of guidance called a hafaza. This hafaza will lead 
the soul on a journey to the Pit of Fate, where guardians known as 
khmut present the dead to the critical eyes of Sidaru, who renders 
judgment on each soul, based on their life’s accomplishments. 
Those that he finds unworthy are sent back to the living world to 
be reincarnated, so that they may more closely follow the doctrine 
of the Obelisk in their next life. Those who pass the Questioner of 
Souls’ inquiry will be admitted into the Halls of the Peaceful. Only 
those who meet the white sphinx’s standards can pass through the 
Sapphire, Opal, & Ruby Gates to the halls. Within this tranquil 
palace of Sidaru, his chosen followers reflect & study in quiet 
contemplation, a sage’s paradise. 
 

Origin 
The true Sidaru is Harmachi Sih Daroga, a great, immortal albino 
androsphinx said to reside in a black marble temple at the end of 
the Wandering Moon’s journey over Najmah. He is an extremely 
powerful, aloof creature, who travels to Ayus once each year to 
watch over the selection of angelic judges for the Pit of Fate. Sih 
Daroga has the sole power to open or close the Sapphire Gate, the 
Opal Gate, & the Ruby Gate. Even non-believers agree that he is a 
truly ancient creature, & many scholars suspect that his existence 
predates any other creature or race in the Kamala. In ancient times, 

Sih Daroga personally led the souls of the deceased to the Pit of 
Fate during the Long Bleak Darkness, bringing him the reverence 
of mortals as the serene god of death. The Thrice Ordained, Holder 
of the Three Offices, Sih Daroga also serves to guide ascending 
houris into the River of Starlight. 
 

By Other Names 
Sidaru’s faith is the oldest monotheistic religion, & has been 
practiced by many different cultures over the centuries, often under 
different names. 
 
Dautha 
The dvernin do not fear death overly much, as it is a constant 
presence in their harsh lives. They know the gentle face of Sidaru 
all too well. Hailing from beyond the icy wastes of Bhul, the god 
of death in their culture is named Dautha, & he is an albino 
remorhaz with a calm soothing voice. He calls to each dvernin in 
his or her proper time, beckoning their spirit to make the long 
journey to the uttermost south, to join him in his great hall, where 
he trains them to one day fight in a great battle, which is foretold to 
remake the world. Clerics of Dautha may choose from the Cold, 
Death, Magic, & Peace domains. 
 
The Peacemaker 
To the devas on the Plane of Night, Sidaru is known as the 
Peacemaker. His proper name is Sih Daroga, but he is almost never 
called that by his followers, who prefer to use his title. He is a 
cold, imposing figure, one of blinding power & a dispassionate 
countenance, who only appears once a year in the city of Ayus. 
They say that he was born from the Ur-Mountain, Jagat-Nathas (or 
perhaps the other way around), & that it is from there that he 
watches over the world. His disciples preach that death is merely a 
transition from one form of existence to another, that neither is 
better or worse than the other, & that death should be embraced, 
not feared. They have made it their sacred duty to guide the houris 
that emerge from Moksha Temple. The Peacemaker’s influence is 
limited to the isle of Prana, as only the devas worship him in this 
guise. Clerics of the Peacemaker can choose the Law, Peace, 
Power, & Presence domains. 
 
Shaanti 
Elsewhere on Najmah, Sidaru is known by the name of Shaanti, 
from the Houri word for (among other things) peace. He is seen as 
a kind, serene figure, one whose duty is to gently guide the souls of 
the dead to their proper destination, without malice or zeal. His 
supporters are often pensive, sometime morose, as they often 
meditate on the meaning of death & the nature of the afterlife. He 
is rarely worshiped by the houris of Kshaya, where his is a minor 
faith, but he has a strong following in the former genie-held 
territories, where he is highly revered for his power over death. He 
is popular with the half-genies, the sabi, & the especially the 
mortal races, who most fear the inevitable embrace of death. 
Clerics of Shaanti choose from the Death, Contemplation, Good, & 
Peace domains. 
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Sunya 
Father Night, the Dark Master, the Long Shadow, Magnate of War, the Black Khan 

 
Symbol: The Starblade, a black scimitar covered with four-pointed 
stars. 
Alignment: Lawful Evil 
Portfolio: Conflict, darkness, dominion, evil, hate, the sacred 
masculine 
Granted Domains: Evil, Heroism, Night, Power, War 
Favored Weapon: “Supremacy” (scimitar) 
Aliases: Al-Qariha, Hothr, Kovu, Rajani, Tamira, Zalam 
 
Sunya is the confident, authoritarian god of the sacred masculine. 

Cold yet dynamic, Sunya establishes patriarchal leadership through 
force & family structure, as well as devotion to tradition, 
foundation, & the establishment. 
 

Region 
There is no part of either world that has never heard of Sunya. He 
is a folkloric spirit across much of Siraaj, but on Najmah, he is 
regarded as a god-king wherever he travels. His icon is a symbol of 
power, conquest, & masculinity, & can be seen on ancient 
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weaponry, armor, & blacksmithing tools dating back to before the 
Age of Kingdoms. To men, he is Father Night or the Black Khan, 
the “strong protector” who defends on behalf of his sons while 
they sleep. One church of Johoum calls him the unloved son of the 
solar deity, & stories from the faith of Waharim suggest him as the 
great concealer of that which could be known. 
 
He was one of the most central deities of the Admajai Empire, 
along with his sister, Akasha. Today, there are no longer any major 
centers for his church on Siraaj, but it lives on as a decentralized 
network of semi-independent cabals & cults, waiting for the night 
when a savior will come to unite them. On Najmah, Sunya is 
primarily revered by the devils of the Hima Sovereignty, though of 
late, the wicked Tamaskama has been working to weaken the 
Sunyan religious doctrine among her subjects, to better establish 
her cult of personality. 
 

Worshipers 
Sunya’s faith, such as it is, is notable for transcending most racial 
& cultural boundaries; members of all races respect the Long 
Shadow. In the Admajai Empire, he was an honored deity, already 
ancient in the Imperial Reckoning, & his memory has been passed 
down ever since. As a personified spirit of gender he is effectively 
a historical & cultural icon, while of late his legends are a rallying 
point for city-states considering federation, as well as those who 
would establish a strong central rule & build on what they 
currently take for granted. 
 
Sunya allows worshipers of any non-good alignment, but most of 
his clergy are lawful. He supports monks & paladins of tyranny 
(LE). 
 
Code of Conduct 
A paladin of Sunya must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 
proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in a good manner. This means that you 
cannot willingly commit a good act, unless that act 
furthers a greater agenda of evil in some meaningful 
way. For example, healing a person is normally a good 
act, but healing an assassin so that he can commit his 
killing is in keeping with your evil agenda. Also, 
capturing a criminal is usually a good act, but 
apprehending an assassin so that you can kill them 
before they implicate you in a murder is part of an evil 
agenda. 

• You must follow laws & honor traditions, at least while 
in public. You should not attempt to violate laws, but 
subvert them to your advantage. The letter of the law is 
important, but you should find loopholes & clauses that 
serve your goals. Any violation of the law (such as 
hiring an assassin) must be kept absolutely secret. 

• While you may adventure with characters of any evil or 
neutral alignment, you cannot knowingly associate with 
good characters unless it serves your needs, nor can you 
continue an association with someone who consistently 
offends your moral code. You may accept henchmen & 
followers of any alignment, but may only accept 
cohorts who are lawful evil. 

• You must respect authority figures as long as they have 
the strength to rule over the weak, act with discipline 

(not engaging in random slaughter, keeping firm control 
over those beneath your station, & so forth), help only 
those who help you maintain or improve your status, & 
punish those who challenge authority (unless, of course, 
such challengers prove more worthy to hold that 
authority). 

• You should spread darkness & shadow wherever you 
go. If you travel by day, you must cloak yourself in 
shade, & shade others whenever you can. You may not 
bear a torch or lamp, nor can you bask in the light of 
day. If you enter a place that is well-lit, you should 
douse the lamps & extinguish the torches, if at all 
possible. 

 

Churches 
Sunya only has one church, & all who pray to him belong to it; 
there are, however, several factions within the monolithic church: 
 
The Tenebrous Dominion 
Officially, all of Sunya’s worshippers belong to the Tenebrous 
Dominion, which is considered the “core” of the Sunyan religion. 
They believe that the Dark Master created the Kamala & its 
inhabitants so that people would struggle with one another for 
power. The competition would weed out the weak & harden the 
strong. Those who survived would serve those stronger than they, 
who would in turn serve their more powerful masters. This would 
continue until the mightiest of all would serve Sunya directly, 
joining with him to rule a “perfect” world, safe from deviance like 
independence & free will. While many claim to be a part of the 
core directly, most followers & priests owe fealty to a lesser sect. 
The blue elder tree is sacred to them, for his holy staves are made 
of its wood. Clerics of the Tenebrous Dominion usually choose the 
Evil & Power domains. 
 
The Midnight Brotherhood 
The first of the major factions, the Midnight Brotherhood was once 
a proud & celebrated arm of the Sunyan faith. They were a 
dynamic alliance of several militant cabals, champions of Sunya’s 
cause & united to serve any lord that would employ them as 
mercenaries. They did this to spread their beliefs to those that they 
nominally served, to exalt in the glory of battle, to dominate the 
weak, & to ensure that wars lasted longer than they would have 
without their presence. They were celebrated as exemplary 
devotees, until about 17 years ago, when the leaders of the 
Brotherhood announced that they would no longer serve the 
Tenebrous Dominion. They claimed that the core church had 
strayed far from the tenets of Sunya’s decrees, & that only those 
that served the Brotherhood were practicing the true faith. The 
Tenebrous Dominion declared that those within the Brotherhood 
were heretics, & that those serving them would be 
excommunicated & enslaved. In the subsequent years, the 
Brotherhood’s membership & allies have dwindled, while their 
enemies have multiplied in number & power, but they still hold 
onto their beliefs & their conviction that they are the true disciples 
of Father Night. Clerics of the Midnight Brotherhood generally 
choose the Heroism & War domains. 
 
The Lords of Dusk 
The second of the major factions, the Lords of Dusk seek to 
infiltrate & usurp the governments of all lands, bending them to the 
will of Sunya. They are the hidden puppet-masters, pulling the 
strings of ministers & emirs, viziers & caliphs, pharaohs & sultans. 
They use any means at their disposal to get what they want, & will 
sink to any depth to ensnare their chosen prey. They are by far the 
most secretive of all Sunyan sects, & many faithful will disclose 
nothing concerning them, not even their existence. Most people, 
even other Sunyans, are unaware of the Dusk Lords, & those few 
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who do only know of them dimly. This is a testament to the 
effectiveness of their veil of secrecy, for they have a widespread 
network across the continent, with many members in many 
different cabals. Clerics of the Lords of Dusk are believed to often 
choose the Night & Power domains. 
 
The Blade of the Penumbra 
The third of the major factions, the Blade of the Penumbra was 
originally formed & ordered to secretly foment wars between rival 
parties. They would slip unseen into an area with a minor border 
clash or a tense trade dispute & sabotage each side under the cover 
of night, doing so in such a way as to implicate both sides. With 
the area destabilized by conflict, the Sunyans could easily take 
advantage & conquer both of the warring groups. After the 
Midnight Brotherhood was denounced for heresy, however, the 
Blade was tasked with taking over their duties. Now serving as 
swords-for-hire, in addition to their previous function as saboteurs, 
their members are stretched thin, showing signs of fatigue & stress. 
The core church has promised that there will be relief coming 
soon, but so far, there have been no signs that a solution is in sight. 
Clerics of the Blade of the Penumbra typically choose the Night & 
War domains. 
 

Faith Structure 
The disciples of Sunya are organized into a pyramid, in which the 
tiny individual cults owe fealty to several sects, which are 
controlled by a few major factions, which are in turn subject to the 
core of the Long Shadow’s faith, the Tenebrous Dominion. The 
Sunyan clergy is strictly ordered into a military-like hierarchy, 
with many ranks, classes, & grades. Even their religious duties are 
phrased in martial terms, such as missions, briefings, routines, & 
exercises. Prayer drills are conducted at sunset, with all members 
of a cult gathered together in a predetermined location to worship 
together in the mounting darkness. 
 
The priests of the Black Khan always wear black or dark gray 
robes, with the higher ranks bearing a speckled star pattern on their 
vestments. Every member of the clergy carries Sunya’s symbol, 
the Starblade, either as a medallion, a tattoo, or as a full-scale 
ceremonial sword. It represents the authority of order & the 
oppressive strength of the night bearing down on those who cower 
behind the shield of daylight. It is a ubiquitous icon of masculinity, 
& as such, some non-Sunyan males wear a replica of the Starblade, 
as well. Even female followers of Father Night wear his mark, but 
non-Sunyan women abhor the symbol, favoring the feminine 
Sunray icon of Akasha. 
 
The Sunyan church prefers to build large temples rather than 
smaller shrines, an expression of their strength & monolithic unity. 
These temples are elaborate, ostentatious buildings, with imposing 
edifices & dramatic architecture. They are lavishly decorated so as 
to impress those who enter & display the wealth & power that 
fealty can provide. The interior ceilings are commonly painted 
with exquisite detail, accurately emulating the night sky, complete 
with constellations, planetary orbits, & comet paths. They are also 
quite dimly lit, with minimal candlelight & only a few darkly-
tinted windows. 
 
Dogma 
The followers of Sunya are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Sow the seeds of discord, for all conflict is exaltation to 
the Magnate of War. 

• Spread the shadow to every place, & extinguish every 
source of light. 

• Bind the weak, & bend them to your will, for they must 
be made to serve. 

• Embrace the evil in your heart, & spread its dark caress. 
The wicked hand can hold a nation in its single palm. 

• Hatred is a flower that needs no light. Its blossom bears 
the fruit of tyranny, & all it needs to grow is the seed of 
dissonance. 

• Man is sacred, & must hold his rightful place over 
women. Never let a woman lead in the stead of men. 

• Show courage whenever challenged, for weakness & 
cowardice are unworthy of the Dark Master. 

• Act only in the dark of night. The day is a time for the 
shadows to bide their time. 

• Assert control over the uncontrolled, & restrain the 
unrestrained, for all must respect authority. 

• Revel in the glory of combat, for the battlefield 
separates the weak from the strong. 

 
Afterlife Mythos 
The faithful of Sunya believe that, after they die, they will be 
guided by a hafaza to a dark tunnel. They must walk through the 
cavernous passage, where they will pass beneath the Three Gates 
(Desire, Worth, & Fate). Those who do not truly follow the Dark 
Master cannot cross all the gates, for one of the three will bar their 
passing. If the dead make it through the gates without incident, 
they will emerge from the tunnel onto the surface of Qamar, the 
Wandering Moon. They will ride upon the Wandering Moon until 
it completes its journey across the sky, when it will disappear into 
the Other Realm. After Qamar has crossed over, the dead will go 
through another tunnel & another Three Gates (Sapphire, Opal, & 
Ruby), after which they will appear upon the marble floor of a 
grand temple. From there they will be taught the rules & duties of 
the next life by spirits of power & order. 
 

Origin 
The truth of Sunya is unlike that of many other deities worshiped 
in the Kamala, for Sunya does exist & is in fact a demigod. In the 
ancient Godwar between Siraaj & Najmah, each sent an agent to 
seduce the other. Siraaj’s minion, a female succubus of most 
lustful aspect, laid with Najmah, & in the sunlit realm gave birth to 
his son. Though the brothers may have intended the products of 
any such union to be hostages, Zihaja removed the divine children 
to his palace & taught them of his plan for the Kamala, how the 
enlightenment of mortal souls would teach the brothers & restore 
the peace between them. The children were united in their efforts 
to end the war, & by the time of the simurghs, had become lovers. 
 
Their affair was doomed by their opposed natures, however, & 
despite their love, they could not help but to quarrel with one 
another. Each thought that their way was right, though they cannot 
convince the other. Akasha & Sunya continue to attempt to mend 
their differences, & once each year, they love again from dawn 
until dusk. Sunya currently resides in a great obsidian palace 
known as the Utterblack Spires. He champions his followers in 
growing their strength & rebuilding civilization in the wake of the 
Pactspell’s devastation, forming a bastion of strength from which 
he may invade & dominate Akasha’s lands. In his mania, he sees 
himself as a righteous & just ruler whose lawful wife refuses to 
pay him homage. It is his darkest secret that, as the child of 
Najmah, a force of creation, he harbors tremendous artistic talent, 
& as such, his church strongly supports the arts. 
 

By Other Names 
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As an ancient deity known across both worlds, Sunya is venerated 
under many different names. 
 
Al-Qariha 
To the nomadic tribes of the Northern Wastes, the night brings 
even deadlier dangers than they face in the daytime. Sunya 
personifies the malevolence of the dark hours in the wicked guise 
of Al-Qariha, who demands respect & offerings to stay his spiteful 
hand. He spawns the nocturnal hunters & scavengers with his 
seething antipathy, in order to scour the land of the weak & 
unworthy. He detests anything short of perfection, & he is quick to 
destroy those which fail to meet his exacting standards. His 
followers tend to be grim & stern, demanding excellence from 
themselves & those around them. Clerics of Al-Qariha may choose 
from the Evil, Curse, Destruction, & Power domains. 
 
Kovu 
Among the aazlai, the Dark Master is known as Kovu, the Night 
Prince. He was a child taken from the night skies & raised by 
Kuzira to be her champion. He learns the truth of his origins from 
Rafiq & rebels against his adopted mother, allying with Shimha & 
slaying Kuzira’s son, Nuka. Later tales have him being brought 
into the Spirit Tribe via a marriage with Kira. This union is mostly 
depicted as a tumultuous one, as their contrary passions often 
clashed, but their love united them despite their opposition. The 
few clerics of Kovu may choose from the Destruction, Heroism, 
Law, & Night domains. 
 
Rajani 

The Hima Sovereignty know Sunya as Rajani, the Lord of Night, 
& while the vast majority of the devils of Hima swear allegiance to 
him, few outside the clergy give any real reverence to the state 
religion except out of custom & to maintain face. In truth, most 
devils have little time for the gods, seeing worship as a distraction 
from the more important things in life, such as the acquisition of 
wealth & influence. As a result, devils in the lower castes of 
Sirngaveram’s society are more religious that their noble 
counterparts, as they have little chance of ever gaining any real 
power. Empress Tamaskama, the supreme leader of the Hima 
Sovereignty, has begun a crusade to build a cult of personality 
around herself, which she hopes will soon replace the church of the 
Night-Lord. Clerics of Rajani may choose from the Law, Night, 
Power, & War domains. 
 
Zalam 
In the verdant region of Ilud, where the forests shade the ground 
from the light of day & cloak the world in the deepest veil of night, 
the Long Shadow holds great power over mortal souls. The people 
of this land call him Zalam, & they fear him even more than they 
respect him. During the night, every frigid breeze, every 
mysterious sound, & every unexplained occurrence is attributed to 
his black will. Those who dare travel during the dark hours pray 
for his mercy, & those who don’t return are said to have foolishly 
defied him. His adherents are a gloomy, morose lot, who 
emphasize the misfortunes & negative feelings of themselves, as 
well as those adversity & pessimism of others. Clerics of Zalam 
may choose from the Evil, Cold, Murder, & Night domains.
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Umaj 
The Hunter, the Rooted One, Khatun of Beasts, Provider of Life & Abundance 

 
Symbol: A pair of lines spreading downwards from a single point. 
Alignment: Chaotic Neutral 
Portfolio: Fauna, the hunt, the land, scavenging, instinct 
Granted Domains: Animal, Earth, Wild 
Favored Weapon: “Savage Talons” (unarmed strike) 
Aliases: Al-Qaniss, the God of Prey, Oumh’Aage, Red Jaw, 
Sarabi, the Treewalker, the Wild One, Yuma 
 
Umaj (oo-MAHJ) is the pure, feral deity of instinct & life. She 
rules over the beasts & the land, & celebrates nature, the hunt & 
survival of the fittest. She requires that her followers be strong, 
wise, & independent. 
 

Region 
Wherever civilization is sparse & weak, Umaj is present. All the 
wild places of the world are her territory. She sponsors nomadic 
tribes, remote camps, & the smallest of villages. She rules both 
desert & jungle alike, & even holds some sway over the desolate 
wastes of the frozen southlands. On Siraaj, she is best known in the 
Sea of Fiery Knives, the Sahra Basit, & Yan. On Najmah, her 
primary grounds are the Bhangah Jungle, Goraksah Marsh, & the 
lands beyond Hima & Sergala. 
 

Worshipers 
The followers of Umaj are mostly druids & rangers, but many 
barbarians feel the call of the Wild One’s passion & instinct. 
Gnolls, lizardfolk, & some ghuls are most common among her 
devotees, but the Umajan faith is also prevalent among aazlai, 
desert centaur, & human nomads. Kobold, half-djinn & sabi 
disciples are much more rare, but not entirely unheard of. Umaj 
allows worshipers of any non-lawful alignment, & her clerics are 
mostly shamanistic. She supports druids, paladins of freedom 
(CG), & paladins of slaughter (CE). 
 
Code of Conduct 
A paladin of Umaj must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 

proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in a lawful manner. This means that you 
cannot follow local, national, or other laws for their 
own sake, & you cannot honor traditions simply 
because they are traditional. You may obey laws & 
traditions if it makes sense to do so, or if it is 
convenient, but if a law or tradition stands between you 
& your goals, then you are obligated to violate it. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are chaotic. 

• You should not show respect to authority figures, 
simply because of their title. You may respect them if 
you like them, admire them, or agree with them, but 
their position is not enough to automatically earn your 
esteem. 

• You cannot wear metal armor, nor can you use metal 
weapons. 

• You should sleep outside, on the bare ground, whenever 
possible. You must do this at least once a week, & 
preferably every night. If you cannot do this, then you 
are obligated to escape the situation that is preventing 
you from doing so. 

 

Churches 
Umaj has no formal churches of any kind; her faith is completely 
disorganized, resembling a broad collection of myths & 
superstitions rather than a defined religion. That being said, most 
followers of the Hunter fit into one of a few broad categories. 
 
Cultists 
Umajans who gather in tiny cabals of like-minded disciples for the 
purpose of practicing their faith are called cultists. Every religion 
has cultists of some kind, but Umajan cultists are notable because 
their creed tends to eschew organization & assembly in other 
contexts. Cultists tend to be cunning, secretive, zealous, & 
somewhat severe. They typically live in small towns & villages, 
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keep to themselves, & gather in isolated areas to partake in 
clandestine rituals. Cultist clerics often choose the Animal & Earth 
domains. 
 
Hermits 
Umajans who isolate themselves from civilization in general & 
other beings specifically are called hermits. Just as not all Umajans 
are hermits, not all hermits are Umajans. Hermits tend to be hardy, 
independent, impious, practical, & isolationist. They often live in 
caverns or in simple lodgings, like huts, yurts, or tents. Many are 
also nomadic, wandering from place to place as the local climate 
changes. Hermit clerics often choose the Earth & Wild domains. 
 
Shamans 
Umajans who lead tiny communities of the faithful are called 
shamans. There are shamans dedicated to other deities, but Umajan 
shamans may be the most representative & archetypal. Shamans 
usually serve as the village elder, the local healer, the tribe’s 
prophet, or some combination thereof. They tend to be wise, 
tranquil, spiritual, & very protective of their territory &/or flock. 
They usually live in communities of less than a hundred people, & 
sometimes serve groups of only a dozen members or so. Shaman 
clerics often choose the Animal & Wild domains. 
 

Faith Structure 
Umaj’s following is incoherent save for the common symbol of 
communication between her devotees. The Standing Mark, a pair 
of lines forming a chevron, is scratched into trees, built of stones, 
or made from piled branches to leave basic markers, from which 
druids, rangers & other experienced trackers can glean vital 
information. Her symbol is often arranged so that the converging 
lines serve as an arrow, pointing toward something of interest to 
her faithful. 
 
Umaj has no real shrines or temples, & her followers do not 
usually gather together to venerate her in groups (cultists being a 
notable exception). Umaj’s teachings are passed down 
individually, via word of mouth, & the faith rarely has 
opportunities for growth. These teachings are often as much about 
survival in the wild as it is about abstract dogma, as Umajan 
“doctrine” is more concerned with universal truths then it is about 
specific details or facts. Her followers consider any unsettled 
wilderness to be a sacred place, from a barren desert to a dense 
forest, a bleak tundra or a majestic mountaintop. 
 
Disciples of the Rooted One have no formal ranking system (or 
any formal systems at all, for that matter), but on occasions when 
they meet, the oldest & wisest tend to be deferred to the most. 
Nearly as often, though, the strongest or most forceful member is 
seen as the de facto leader, regardless of seniority. Another factor 
in the unspoken social ranking is individual accomplishment; 
Umajans who have performed great deeds are highly respected 
among the faithful, making Umaj’s religion something of an 
informal meritocracy. 
 
Dogma 
The followers of Umaj are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Live in the wild lands, & stay the hand that tames it, for 
the bounty of the forest is greater than the farm. 

• To harm a beast is anathema. Gentle is the hand that 
strokes the back, or the hand is surely bitten. 

• The hunt is the pursuit of life in its purest form. Chase 
after all things with zeal, & never impede the quests of 
others. 

• To love the land is to love one’s self. 
• Be not so proud to pass up the chance to scavenge. A 

sure meal is a gift to be cherished, not shunned. 
• Follow your intuition, for it is the judgment of the 

Rooted One. 
• All animals must eat, & all animals must be eaten. The 

Khatun of Beasts demands it. 
• From the earth does all life spring, & to the earth will 

all life return. 
• Respect that which is wild, & do not tame it. To calm 

the beast is to break its sacred spirit. 
• The earth gives to all her children, & the faithful must 

always return her favor. 
 
Afterlife Mythos 
The faithful of Umaj believe that, after they die, they will be 
reborn upon the Endless Fields, an infinite expanse of plains, 
prairies, & savannas, teeming with wild creatures & abundant 
vegetation. A follower of Umaj may become a bird or a beast of 
their choosing, while those who did not believe in the Rooted One 
in life become mere mindless insects in death. It is always late 
spring in the Endless Fields, & though it may rain lightly from 
time to time, & night falls briefly on a regular basis, the wild 
dreamlike land is never inclement. All creatures may speak with 
one another if they wish (except the lowly insects), & though the 
lion may hunt the antelope, & feed of its flesh, the antelope shall 
rise again, unharmed by the feeding, to continue its eternal graze. It 
is said that the great feral spirit of Umaj can sometimes be seen 
here, shifting her form as swiftly as the wind changes, flying & 
running & swimming as she embarks on another sublime hunt. It is 
important to note here that no two Umajans can agree on the 
details of this afterlife, & more than a few reject the Endless Fields 
as baseless myth & superstition, preferring an altogether different 
afterlife. 
 

Origin 
Where Umaj originated is unknown. It is possible that she began as 
a collection of tales spawned from the visitations of animal 
servants of Oud Zakat, the treant druid who taught Ras Shasad. 
Zakat organized the druids & masters of the wastes to join forces 
with the great cities during the Long Bleak Darkness, & it can be 
conjectured that the animal messengers, walking trees & earth 
elementals were believed to be avatars of a nature spirit. Where the 
name Umaj arose from, however, is unknown. After the Long 
Bleak Darkness, the worship of Umaj was coalesced under 
Zihaja’s watchful eye, becoming one of the earliest aspects & 
stabilizing the erratic nature worshippers’ devotion. 
 
Other possible origins of the Umajan faith are known, & scholars 
continue to debate their possible merits. One is an ancient tale of a 
gnoll barbarian who led her nomadic people to defend their land 
against many enemies & hazards, but fled into the wilderness when 
her people began settling towns & cities. In another story, a 
lizardwoman druid challenged a god & lost, so the god ate the 
druid; the druid changed form into a beast within the god, & 
consumed the god from the inside, gaining its power. Lastly, there 
is a legend of a wild beast that saved a goddess from death at the 
hands of a great demon; the grateful goddess bore the dying beast 
on her back, & as she carried it to the river to be healed, they 
became one being. The veracity of these myths, & their relevance 
to Umaj’s origins, is largely dependent upon the storyteller. 
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By Other Names 
Umaj is worshiped under so many different names & titles that it is 
sometimes difficult to determine whether a particular tribe is truly 
Umajan or not. Here are but some of her more notable aliases. 
 
Red Jaw 
The gnoll tribes of Uqalizar know Umaj as a savage mother-
goddess called Red Jaw, so named for the blood in the fur around 
her mouth. They depict her as a lithe, white-furred gnoll woman 
whose eyes see all prey & whose teeth can cut the mystical thread 
tying a soul to its body. She is said to have given birth to the 
world, so as to have creatures to hunt. Believers of Red Jaw can 
choose from the Animal, Death, & Wild domains. 
 
The Wild One 

In the barren wastelands of the Sahra Basit, the human & 
camelotaur nomads worship the Wild One, an erratic & capricious 
version of Umaj. They see her as unpredictable & unknowable, 
with an agenda of her own that mortal beings can never know. 
They frequently make sacrifices to her, in the hopes of currying her 
favor. Believers of the Wild One can choose from the Chaos, Luck, 
& Wild domains. 
 
Yuma 
Umaj is almost unknown in the wilderness of Yan, except as an 
earth spirit named Yuma. She is seen as a short stone giant (merely 
10’ tall) with mossy hair & a wide grin. Yuma is said to protect 
from harm those who bury their dead within her realm, she is 
thought to combat the harsh cold winds that come from the south. 
She is worshipped by humans, half-djinn, & sabi, but is deeply 
disliked by the dvernin. Believers of Yuma can choose from the 
Earth, Protection, & Wild domains.
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Waharim 
Lord on the Mountain, Khan of the Skies, Keeper of Silence, the Archivist 

 

 
 

Symbol: A glass or crystal sphere of the sky, with a podium inside, 
upon which is a magical scroll. 
Alignment: Lawful Neutral 
Portfolio: Meditation, mind over matter, knowledge, learning, 
planning, mountains, the sky 
Granted Domains: Air, Contemplation, Knowledge 
Favored Weapon: “Forethought” (quarterstaff) 
Aliases: Waho, Harkunna, Saso, Vayu 
 
Waharim (wah-HAR-eem) is the god of lore, legends, theory & 
practice; the deity who reigns from on high in silent, meditative 
isolation. He demands of his followers learning, understanding, & 
growth by withdrawal from that which is mundane. 
 

Region 
Waharim’s faith is quite diffuse, spreading down from the Satha 
Laylanuha to the arid heartlands & popping up under various 
names in the west & in Yan. Shrines to Waharim have been found 
even in Alaqur & Qulzai. On Najmah, he is Vayu, lord of the skies 
& patron of flight, progress & scholarship. To the tribes & the 
nomads, he is variously Waho or Waso (Saso to the aazlai) & is a 
death god. 
 

Worshipers 

Devotees of Waharim are mainly human, though members of all 
the nomadic tribes venerate him under different names. In the 
civilized areas where his shrines are present, kobolds & hawasabi 
normally give him little attention. Scholars, sages, & even priests 
of other religions may appreciate the environment his small 
congregations provide. 
 
Waharim allows worshipers of any non-chaotic alignment, & most 
of his clergy are morally neutral. He supports druids, monks, 
paladins of honor (LG), & paladins of tyranny (LE). 
 
Code of Conduct 
A paladin of Waharim must follow these core precepts, which 
replace the standard paladin code. A paladin who grossly violates 
this code of conduct loses all paladin spells & abilities (including 
the service of the paladin’s mount, but not weapon, armor, & 
shield proficiencies). They may not progress any farther in levels 
as a paladin. They regain their abilities & advancement potential if 
they atone for their violations (see the atonement spell description), 
as appropriate: 

• You cannot act in a chaotic manner. This means that 
you must follow all local, national, & other laws, & you 
must honor traditions whenever possible, even if it is 
inconvenient. You may only violate laws or ignore 
traditions if they are contradictory, so if they stand 
between you & your goals, then you must find a way to 
accomplish your objectives while obeying the letter of 
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the law. Ignorance of the law is not an acceptable 
excuse for acting in an illegal manner, but being 
ignorant of a tradition is fine, so long as you innocently 
lacked the knowledge. 

• You may adventure with characters of any alignment, 
but you may accept only henchmen, followers, or 
cohorts who are lawful. 

• You should show respect to authority figures, even if 
you disagree with their policies. If a legitimate 
authority figures is acting illegally, you must follow the 
proper procedures for reporting their actions to their 
superiors, leaving the matter of discipline to those 
responsible to meeting out justice. 

• You must seek knowledge whenever possible, gaining 
wisdom when ever you can. If a piece of knowledge is 
at risk of being lost (such as a book, a scroll, a tablet, or 
other recorded media), then you are obligated to 
prevent its destruction. You must not hoard knowledge, 
but share it with others, & give it to those who will 
appreciate & preserve it. 

• You must meditate for at least one hour per day, 
regardless of your circumstances. 

 

Churches 
Waharim has one formal church & one looser faith: 
 
Jabal 
This is the organized following of Waharim’s dogma, & the name 
of the religion according to its practitioners. Jabal initiates believe 
in the need for both intrinsic learning (the acquisition of new 
information) & conjectural learning (leaving oneself time to 
analyze & develop from that information). As such, their practices 
involve study, archiving & long meditation. More important rites 
include thesis, the presentation of conjecture built from study & 
meditation, & transcendence, in which they attempt to reenact their 
lord’s first steps on his path to ultimate wisdom. Jabal considers 
the bar-headed goose (Hamsa) a sacred animal & the 
rhododendron a sacred plant. Their clerics often choose the 
Contemplation & Knowledge domains. 
 
Ruwaid 
Sometimes called Ruwaid al’Jabal, is a looser spiritual tradition 
that has grown from the faith of Waharim. Focusing more on 
lifestyle & direct understanding, Ruwaid emphasizes meditative 
harmony & draws symbols from the wind & sky. Ruwaid 
practitioners teach others individually or in small groups, & devote 
time & attention to yoga-like movements & harmonious separation 
from the base needs of the world by means of personal relaxation. 
Sometimes confused with Jabal, Ruwaid has a very distant 
relationship with its parent faith & does not even normally mention 
Waharim’s name. Ruwaid considers bamboo a sacred plant. Their 
clerics often choose the Air & Contemplation domains. 
 
Nis Haqara 
Spread throughout the remote reaches of the Satha Laylanuha is a 
small cult of mountain-dwelling hermits. Once, before the Dark 
Years, they were an obscure order of druids whose philosophy 
paralleled with that of the Khan of the Skies. Having fully adopted 
Waharim’s teachings, they study & venerate the winds & clouds. 
Members of the Brotherhood of the Sky, as they are also called, are 
known for their ability to predict the weather, & often sought for 
their deep understanding of the winds, as well as the secret 
mountain paths that they use to keep in contact with one another. 
Their clerics often choose the Air & Knowledge domains. 

 

Faith Structure 
Waharim’s faithful build two different kinds of shrine. The first is 
a full temple, an enclosed building with a single arched doorway, 
covered with three or more curtains, beyond which is a small 
groove in the floor through which clean water flows. The main 
nave of the temple has four long rectangular areas, either mats or 
raised smoothed stone, surrounding four raised bars that enclose 
the center in a diamond shape. In the middle, which often features 
a mosaic with Waharim’s symbol, rests a round ottoman on which 
the presiding cleric can sit or stand. Usually, bowls of oils & 
canopic jars containing potpourri are stored within this diamond 
for use during ceremonies & rites. Beyond this nave are the 
libraries, which are publicly accessible with the tacit consent of the 
priests; the archives, restricted to the ordained except by special 
dispensation; & the annals, where the greatest secrets are stored, as 
well as thesis records & any relics of the faith. The annals are 
concealed by the spartan living chambers of the priests & monks, 
& are normally located under the main staircase, the focal point of 
the temple’s architecture, which goes to the roof of the temple, on 
which there is a promontory to honor the Lord of the Mountain. 
 
The second kind of shrine is more akin to a monastery, & is 
normally built on a natural location of some altitude. Here there is 
an “outer nave” for public reception & congress, which resides 
below the monastery & is connected by a staircase, & is open to 
the air. Within, there is an inner nave, as with the larger temples, 
beyond which are staircases that delegate the functions of the 
shrine to multiple floors. Normally, the annals are found either on 
the highest floor or recessed into the ground or the mountainside, 
while the priests’ chambers occupy the floors immediately above 
& below the inner nave. As with the temples, there is a staircase on 
the topmost floor that ascends to the roof, but as these locations are 
naturally raised, there is no promontory. 
 
The followers of Waharim rank themselves by age & seniority, 
though formal rank means little with the exception of the head of a 
particular temple & the council that leads Jabal. Senior priests of 
Waharim may carry actual glass orbs in place of their standard 
holy symbol, & many bear polished discs of steel that function as 
mirrors. Followers of Waharim are expected to be literate, & the 
priests are expected to bear a quarterstaff with them. His disciples 
consider mountains & wind-swept plains to be sacred places. 
 
Dogma 
The followers of Waharim are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 
 Think, reflect, & meditate. The shrewd mind is the true 
temple of Waharim. 
 Keep no secrets, & tell no lies, for the truth must flow 
like the wind. 
 A thousand hands may pile stones, but a single mind 
can build a palace. 
 Knowledge is sacred, by understanding is sublime. 
 The scholar’s path is the surest way to the Keeper of 
Silence, so learn all that can be taught, & know all that can be 
conceived. 
 Prepare each step ahead of the one before it, for the 
Archivist’s wisdom is built upon a foundation of thought. 
 The mountain’s peak offers the best view of Waharim’s 
wisdom, & the best seat for his meditations. 
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 Look to the firmament, for the Khan of the Skies reigns 
from above. The winds of thought shall carry the faithful there, but 
they buffet the ignorant earthbound. 
 All ideas are worthy of consideration, so contemplate 
everything, for Waharim bars no knowledge. 
 Spread wisdom, truth, & knowledge to all who accept 
it, for the Lord on the Mountain wants all to join his study. 
 
Afterlife Mythos 
The faithful of Waharim believe that, after they die, they will find 
themselves at the base of a mountain, larger than any in the living 
world. Surrounding the mountain on all sides are thick banks of 
fog, & all paths away from the mountain lead back to it through the 
mists of ignorance. Those who seek enlightenment must climb the 
daunting peak, facing my challenges along the way. The various 
routes up the slope are blocked by mighty sphinxes, which pose 
riddles of maddening difficulty to solve. Those who are patient & 
ponder these puzzles will eventually discover the answers, & be 
able to ascend without hindrance. At the summit, Waharim sits 
with those who have discovered all the answers for themselves & 
have reached a state of meditative illumination. There, high above 
the worlds of the living & the dead, the Archivist sits in silence, 
teaching his students by example how to achieve the most perfect 
wisdom. 
 

Origin 
The original Waharim was an aged human while the Admajai still 
reigned, who delved into the forsaken art of mortal sorcery & 
traveled the world dedicated to its study. Gathering others who 
were learned, he surrounded himself with a following & had 
himself mummified & raised to continue his work. After the 
empire’s fall, Waharim was one of the most powerful wizards 
remaining, & through his studies of the vanishing of Admaja, he 
determined that the path to all knowledge, & thus, the key to 
ultimate wisdom & power, lay within, & not to either side of, the 
veil that had frayed. The wizard had his followers scour the lands 
for lost lore that would teach him of this veil & planned to forge a 
permanent bridge between Siraaj & Najmah. As he cast his staff 

into the air from the top of the highest mountain, Zaia alerted 
Zihaja to the threat. Waharim vanished in a mighty gale as he 
walked into the sky, along with the fragments of old lore that he 
had used to trace the location of Zihaja’s realm. Zihaja had not 
acted quickly enough to quell the phenomenon that had been 
sighted on both worlds, & took on Waharim’s aspect to keep a 
hand on the knowledge that remained with his passing. 
 

By Other Names 
Waharim is revered under other names by different cultures. 
 
Waho 
The nomadic peoples to the west of Qulzai & in the southwestern 
savannah know him as Waho, Waso, or Saso, & depict him as a 
vulture or other bird who waits patiently, observes all, & carries 
the dead to a place beyond the mountains; a surprisingly accurate 
death myth. Believers of Waho can choose from the Air, Death, & 
Knowledge domains. 
Harkunna 
The dvernin & giants of the southern regions are familiar with 
Waharim’s legends from out of Yan. Though few dvernin revere 
him, he receives considerably more respect from giants. As 
Harkunna, he is the god of the clear sky, the brother of Hagalvethr 
who lives on the tallest mountain & calms the ire of the dvernin 
patron. Believers of Harkunna can choose from the Air, Cold, 
Knowledge, & Sun domains. 
 
Vayu 
On Najmah, Waharim’s transplanar bridge appeared in the sky as 
he began his crossing, & his image has lingered with them ever 
since. This event corresponded with the rebuilding of many of 
Najmah’s cultures after the major upsets of the previous few 
centuries, & so Vayu has come to be seen as the patron of 
civilization, order, progress, & knowledge, as well as the lord of 
the skies & winds. He is also seen as a foe of Sunya. Believers of 
Vayu can choose from the Air, Knowledge, & Law domains. 
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Zaia 
Bey of the Spheres, the Great Divider, Sentinel of Heaven, the Star-Naga, the World Serpent 

 

 
 

Symbol: A serpent coiled around two spheres. 
Alignment: Lawful Good 
Portfolio: Astronomy, cycles, the heavens, natural processes, 
space, time 
Granted Domains: Luck, Protection, Travel, World 
Favored Weapon: “Tailchaser” (chakram) 
Aliases: Ananta, Azai, Jormungandr, Qalima, Uruburus 
 
Zaia (Z’EYE-ah) is the goddess of the natural & the supernatural, 
the mundane & divine systems, life & the afterlife. She presides 
over the universe, preserving the order of the spheres & 
maintaining the boundaries between space & time. Her followers 
work on her behalf to enforce this cosmic balance, so that they 

may take part in the natural ascension of souls to a higher realm of 
thought & existence. 

Region 
Zaia’s creed is everywhere & nowhere at once. Her disciples can 
be found in the crowded streets of Meraya on Siraaj, or in the 
market bazaars of Ayus on Najmah, or in a caravan crossing the 
Red Sands, or in the dense & foreboding Bhangah Jungle, or in one 
of the magnificent undersea palaces of the Qilaffah Padishate. As 
they often put it, “we are where we must be”. 
 
They maintain no shrines or temples, however, so they are 
therefore seen as enigmatic & difficult to find. If one wants to meet 
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them, though, it is as simple as making a couple of simple 
inquiries, & letting them find you (assuming that it is in the 
world’s best interests for them to be found). 
 

Worshipers 
Followers of the Star-Naga can be of any race, although half-djinn 
& sabi members are probably the most common. Half-ghul 
devotees of Zaia are rather rare, but are not completely unheard of, 
& all beings are equal in her fathomless eyes. She is also 
celebrated & loved among the aazlai, the desert centaurs, & many 
other races; however, Zaia is unknown in pahari culture. On 
Najmah, she is venerated by houris & devas, despised by the 
demons & devils, & largely ignored by the genies. 
 
Members of her church tend to move around frequently, seldom in 
the same place for more than a market week before moving to their 
next calling. They view the entire world as her temple, & so they 
often travel, to experience as much of her bounty as possible. As 
they are known to say, “The World & Zaia are One”. Zaia allows 
worshipers of any non-evil alignment, & most of her clergy are 
ethically lawful. She supports monks & paladins of honor (LG). 
 
Code of Conduct 
A paladin of Zaia must follow these core precepts, which replace 
the standard paladin code. A paladin who grossly violates this code 
of conduct loses all paladin spells & abilities (including the service 
of the paladin’s mount, but not weapon, armor, & shield 
proficiencies). They may not progress any farther in levels as a 
paladin. They regain their abilities & advancement potential if they 
atone for their violations (see the atonement spell description), as 
appropriate: 

• You cannot act in an evil manner. This means that you 
cannot willingly commit an evil act, even if that act 
furthers a greater agenda of good in some meaningful 
way. For example, you cannot kill an assassin when 
capturing them is a viable option, even if preventing 
their murderous actions is in keeping with your good 
agenda. Also, while borrowing things that are needed to 
promote a good agenda is acceptable, outright stealing 
is not. In addition, lying is fine if the telling the truth 
would get in the way of a greater good, but cheating 
someone should be avoided, if at all possible, even if 
the cheated party is evil. 

• While you may adventure with characters of any good 
or neutral alignment, you cannot knowingly associate 
with evil characters, nor can you continue an 
association with someone who consistently offends 
your moral code. You may accept only henchmen, 
followers, or cohorts who are lawful good. 

• You should show respect to authority figures, even if 
you disagree with their policies. If a legitimate 
authority figures is acting illegally, you must follow the 
proper procedures for reporting their actions to their 
superiors, leaving the matter of discipline to those 
responsible to meeting out justice. 

• You must protect the innocent whenever possible, even 
if doing so is inconvenient or harmful to yourself. 
Defending the innocent from harm is of paramount 
importance, & must be done unless doing so gets in the 
way of the greater good. 

• The barrier between the Realm of Day & the Realm of 
Night is sacrosanct, & shall not be violated by a living 
creature. You cannot use spells that allow travel 
between the planes, nor can you allow others to cross 
the planar barrier in your presence (clerics of Zaia are 
allowed to use the zone of Zaia spell, of course, but this 

is a rare exception). If you encounter a creature that is 
not on its native plane, then you are obligated to return 
the creature to its rightful plane, if at all possible.  

 
 

Churches 
Zaia has no formal churches or other sub-organizations; her faith is 
a homogenous mix of diverse beings of all races & vocations, 
united by a common purpose. That being said, most followers of 
the Great Divider fit into one of a few broad categories. 
 
Charmers 
Zaians who infiltrate other organizations & manipulate them from 
the inside are called charmers. Just as not all Zaians are infiltrators, 
not all infiltrators are Zaians. Charmers tend to be amiable, astute, 
adaptable, & rather observant. They will insinuate themselves into 
a group, performing any duty required of them without hesitation 
or complaint, all while secretly reporting & influencing the group’s 
activities. Because of their need to act covertly, they usually have a 
close relationship with mystics. Charmer clerics often choose the 
Luck & Protection domains. 
 
Mystics 
Zaians who commune with supernatural forces & coordinate the 
actions of other devotees are called mystics. Every religion has 
mystics of some kind, but Zaian mystics are notable for their semi-
formal role in organizing the faith’s members into a reasonably 
cohesive whole. Mystics tend to be aloof, distracted, matter-of-
fact, & intensely committed to their duties. They typically live in 
isolated areas, seldom interacting with others in person. They are 
likely to view wanderers with some measure of mistrust, due to the 
independent nature of those nomads. Mystic clerics often choose 
the Luck & World domains. 
 
Wanderers 
Zaians who travel from place to place, performing good deeds & 
combating destructive forces are called wanderers. One need not 
be a disciple of Zaia to wander & travel, but Zaian wanderers are 
exceptional for their dedication to helping others & their need to 
save the world one person at a time. Wanderers tend to be 
inquisitive, easygoing, optimistic, & self-sufficient. They often 
stay in a particular village, camp, or caravan for 1 to 4 weeks, 
although they will sometimes remain in one place only a few days 
before moving on, while others will sojourn for months at a time. 
Wanderer clerics often choose the Travel & World domains. 
 

Faith Structure 
The Zaian religion is a widespread, well-organized network of 
loners & solitary agents, with the occasional cabal of 2-8 members. 
A group of followers larger than a dozen members is unheard of; 
even half that many would only be gathered together to accomplish 
for a specific short-term goal. Every major settlement has a few 
Zaians in it at any given time, although these may only be traveling 
through, given the creed’s transient nature. 
 
The church of Zaia is maintained largely by the mystics, who 
coordinate the efforts of the entire organization via 
telecommunication magic. Devotees have a wide variety of 
methods for recognizing one another, including secret handshakes, 
identifying phrases, & common clothing motifs. The most common 
telling mark, though, is the religion’s holy symbol, which most 
Zaians display prominently as a medallion or a talisman. In 
addition, many followers of the Sentinel of Heaven possess 
variations on her sigil, including lemniscates, hourglasses, & 
serpentine objects. It is helpful for members to display such 
iconography, as they normally wear simple traveler’s clothing, & 
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thus are difficult to recognize without such emblems. 
 
Disciples of Zaia are all ostensibly equal in rank, but in truth, there 
is a strict (if unspoken) hierarchy, based on age, seniority, & 
personal accomplishment. Mystics are generally highly regarded, 
due to their crucial role in directing & maintaining the church’s 
efforts, as are charmers, who take many deadly risks to enact 
lasting & beneficial change within other organizations. Wanderers 
(as well as those Zaians who don’t identify themselves by any 
category) are sometimes seen as the least prestigious, but those 
dedicated servants of Zaia have many opportunities to gain 
prestige through selfless & heroic acts during their travels. 
 
Dogma 
The followers of Zaia are expected to live up to the following 
principles. Some sects may have a few alternate tenets, but the 
variants are usually minor. Following these values is a sign of 
one’s piety, while failing to do so is seen as a lack of morality 
among the faithful. Clerics & rangers are expected to follow these 
precepts to remain in good standing with their church. 

• Learn of the stars & their patterns, for the secrets of the 
heavens hold truths for the world below. 

• Break a natural cycle, for the order of nature holds all 
life to its breast. 

• Heaven & Earth are one & the same, merely two sides 
of the same coin. What marks one side affects the other. 

• Hold the laws of nature above the laws of kings, for the 
former will always outlast the latter. 

• Patiently await your turn in fortune’s graces. Luck 
follows patterns which none can see. 

• Fear not death, & leave the death be as they are. Death 
is just part of the cycle of life, a circle that shall not be 
broken. 

• Stay not in one place, for the world is large, & you must 
view it all to know the Sentinel of Heaven. 

• Defend all things from those who seek destruction, for 
they would break the wheels of the world. 

• Time is the greatest of all cycles, for that which was 
shall one day be again. 

• To love one thing is to love all things, for all touch the 
world, & the world touches all. 

 
Afterlife Mythos 
The faithful of Zaia believe that, after they die, they will be found 
by a spirit of guidance called a hafaza. This hafaza will lead the 
soul on a journey to the Pit of Fate, where it will linger for ten to 
twenty days before it is time for it to enter the Gate of 
Culmination. The gate takes the soul to an ascending staircase in a 
dark void. Alone, the dead soul can climb the stairs (or not) to 
reach several terraces. The First Terrace has a trio of devils, who 
will offer a soul of vice & villainy the chance to join them, while 
the Third Terrace has a trio of devas making the same offer to soul 
of virtue & value (the Second Terrace has been empty & broken 
for centuries). If a soul refuses these offers, they can proceed 
upward to the Final Terrace, where a great ammut waits to judge 
the soul’s inherent worth. The worthy may go through the final 
gate into the Great Hereafter, the unworthy are devoured by the 
ammut, & those too cowardly to face judgment hurl themselves 
into the Lake of the Damned. 
 
 

 
 

Origin 
The precise origins of Zaia are unknown, & there are many 
conflicting myths about her beginnings. One legend is that she 
predates this universe, & that she came from the Void Beyond to 
make this world in her benevolent image. Another tale is that she 
was created at the same time as the worlds of Siraaj & Najmah, in 
order to keep them separate, lest they merge & destroy one 
another. Yet another story is that Zaia was born during a great 
cataclysm (like the Long Bleak Darkness) to save the worlds from 
annihilation. 
 
The truth is, however, that Zaia was created by Zihaja himself, to 
act as his celestial agent. He formed her body from the River of 
Starlight during the battles between Siraaj & Najmah, with the 
intent to separate the two worlds & maintain order in the heavens. 
He feared that the primordial conflict would fatally destabilize the 
entire cosmos that he had created, destroying all that he had thus 
far worked to achieve. Zaia’s creation was one of his first indirect 
solutions to a problem, & one of his most successful. Zihaja’s 
direct actions often cause unintended consequences, ultimately 
making matters worse. But Zaia has acted staunchly on his behalf 
since before recorded history, & she continues to do so tirelessly to 
this day. 
 

By Other Names 
Zaia is venerated under other names by different cultures: 
 
Jormungandr 
The dvernin of Siraaj see her as Jormungandr, a great & terrible 
being who opposes Hagalvethr & his divine family. She is a 
mighty & honorable enemy, one who works constantly to preserve 
order & balance in the world. Unfortunately, she is thought to 
oppose Hagalvethr & his efforts to lead his chosen people, the 
Dvernin, to supremacy. It is said that one day Hagalvethr’s son, 
Sjor, is destined to slay the World Serpent, an event that presages 
the end of both worlds. Believers of Jormungandr can choose from 
the Destiny, Serpent, & World domains. 
 
Qalima 
On Najmah, the Bey of the Spheres is most often called Qalima, or 
simply “World”. She watches over all who dwell on the Plane of 
Night, defending them from the predations of the Loveless Ones 
(demons & devils alike), who hate & oppose her followers at every 
opportunity. She is a favorite among the devas & houris, & her 
church is strongest there. The genies mostly pay no attention to her 
or her church, although Zaian cults have made some inroads 
among the djinn community. Believers of Qalima can choose from 
the Night, Protection, & World domains. 
 
Uruburus 
To the aazlai & other “savage” races, the Sentinel of Heaven is 
called Uruburus, & represents the endless cycle of death & rebirth. 
It is said that the tip of her tail is the sun, which she consumes 
every evening, only for it to re-grow the following morning. She is 
strongly associated with Akasha & Pashati, & opposes Johoum, 
Nathar, & Sunya. Believers of Uruburus can choose from the 
Death, Healing, & Serpent domains.
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Timeline of the Kamala 
NOTE: The following creation myth is an excerpt from an ancient 
manuscript, one that is thought to predate the Age of Kingdoms. 
The original text was recorded on a scroll called the Text of Seaj, a 
battered tome with a strange symbol on the casing. This icon only 
appears on the oldest & darkest ruins, those dating back to the 
time of the simurghs & before. This holy book is considered a foul 
heresy in most civilized circles, & as many people want it 
destroyed as those who want to preserve it. The crumbling volume 
speaks of places far different from the world of today, having this 
to say of the origins of the cosmos: 
 

Prehistory 
Chapter the First: The Beginning of the Beginning 
In the World Before the World, a God Among Gods observed a 
quarrel among His descendents. One of His great-grandchildren 
slew another, & He was greatly saddened by this discord. 
Sorrowful beyond measure, He resurrected His progeny, but doing 
so left him with the conviction that such grief would happen again 
here, & that His creations had been imperfect. He thus split 
Himself in twain, leaving His offspring, His world, & even His 
name behind. 
 
The God Among Gods, now with only a portion of His name & 
His passion, traveled for unknown eons. In the mists beyond space 
& time, where gods go to die or be forgotten, He happened upon a 
pair of unborn gods orbiting an unformed world-seed. Wishing to 
make a world in His own image, one that was right & just, the God 
Above Gods took the fetal gods & this world-seed as His own. He 
wrapped them all in a tight blanket of stars & sky-beyond-sky, to 
keep out the Shadow & the Ether, so that they may be born 
together. He split the world-seed in twain, as He had done to 
Himself before, thus forming two worlds, each to host one of His 
new god-children. 
 
The two infant gods awoke to this new space, & soon found each 
other. They adopted one another as brothers, & the God Above 
Gods as their father. One of them chose to name his brother Siraaj, 
while the other chose to name his brother Najmah, & together, they 
gave their father a new name. 
 
Najmah sculpted his brother’s face upon the sunlit world of Siraaj, 
while Siraaj carved his brother’s face into the twilight world of 
Najmah. Thus was their nature, & thus their worlds were as 
themselves, both the like & unlike at once. Their father, who they 
had named Zihaja, instructed his foundlings to purge the flaws of 
their creation until only perfection remains. He also taught the 
young gods how to create worldly beings, so that they may 
populate their respective worlds with life. 
 
Zihaja strove for a flawless dominion, one as orderly & perfect as 
Himself. To that end, He drew angelic beings from the Outer 
Worlds to build a great palace for Him. This palace would serve as 
the center of his perfect creation, between the worlds of Siraaj & 
Najmah, from which He could watch over all of His dominion & 
marvel in its magnificence. 
 
But Zihaja’s new children could not agree on what form perfection 
should take. Najmah knew that perfection was complex & chaotic, 
with interdependent intricacies that built upon one another to form 
a greater whole. Siraaj knew that perfection was simple & orderly, 
with a stark splendor that any deviation would spoil. What Najmah 
created, Siraaj would destroy. 
 
But Zihaja knew from His past life in the First World that only 
balance would achieve perfection. Based on this, He gave each of 

the child-gods a gift. To Najmah, He presented the houris, to 
demonstrate what greatness could be gained by perfection made 
flesh; he was to take what had been refined & polish it to a pure 
enlightened state. To Siraaj, He presented the mortal races, to 
demonstrate the foundations to be improved on; he was to take the 
imperfect mortals & cleanse them of their faults despite the flawed 
world in which they lived. He also gave unto them the first genies, 
brought from the Worlds of Essence to aid the brother-gods in the 
shaping of their realms. 
 
Using the gifts that their mutual patron gave them, the twin gods 
set about building their worlds once again. Najmah created a 
pleasant paradise for the creatures that inhabited his world, while 
Siraaj toyed with his charges, creating extreme conditions & 
segregating them. The mortals of Siraaj could not tolerate the harsh 
treatment, & soon the first mortal died; thus ended the Beginning 
of All Beginnings. 
 
Chapter the Second: From Harmony to Discord 
Upon the first death of a mortal soul, Zihaja raised the Traveling 
Moon from a marble plain of Siraaj, & made the first hafaza to 
shepherd this bodiless soul. This hafaza, build hastily & not yet 
made perfect, brought the wayward soul to the rift left by the moon 
& awaited further orders. This trench, known later as the Pit of 
Fate, was fathomless in its depth, & already served as a shelter for 
the angelic servants of Zihaja. 
 
Zihaja & his adopted children descended to the court at the bottom 
of Zihaja’s palace & crafted a portal to the Moon’s birthing 
ground. The soul’s flaws were stripped away, & pooled at the 
lowest end of the court. A second portal was built, leading to 
Najmah’s favored city. The soul passed through & was 
reincarnated as a houri. 
 
The houris of Najmah embraced their new brother & taught him 
their harmonious ways. In so teaching, the houris also learned, & 
soon the wisest of their number attained enlightenment. The 
Traveling Moon moved to Najmah then, where it received the 
houri’s illuminated spirit & brought it to the base of Zihaja’s 
palace. The River of Starlight formed as his servants watched, 
separating the Court of Judgment from the rising Palace. 
 
Siraaj quickly grew resentful of this arrangement. He demanded 
that beings be created to judge the souls impartially, & that those 
too deeply flawed should be consumed, rather than sent back to 
him. Zihaja acquiesced, & the ammut were created, inscrutable & 
aloof. 
 
Najmah wished to reach out to the beings who suffered under 
Siraaj’s rule, but his brother rebuked his offers. Calling out, 
Najmah brought in the devas, which secretly served his cause 
among mortals. In revenge, Siraaj sent for demons, which ravaged 
the mortals & invaded Najmah’s world. Troubled by this tension, 
& fearing a greater conflict, Zihaja created a great crystal shell 
around the twin worlds, & brought forth Zaia, the World Naga, 
who He charged to keep the two separate. 
 
Siraaj, wrathful & mighty, began to scour the face of his world, 
causing the genies to flee in fear to Najmah. As the world of 
Najmah grew prosperous & varied, the world of Siraaj became 
bleak & empty. Zihaja called for allies to preserve the twin worlds 
against this imbalance, bringing forth the rakshasas to steal the 
wealth of the genies, & the devils to serve him violently against the 
demons, which had entered His realms uninvited. 
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Najmah, in his benevolence, looked to take over Siraaj’s world & 
create riches for the mortals there. Siraaj, in his malevolence, 
looked to annex Najmah’s world & cast down the beauty his 
brother has formed. They had grown too powerful for Zihaja to 
challenge openly, so He retreated to His palace, leaving His three 
prophets, the Darshan, as ambassadors to the brother-gods. 
 
Chapter the Third: Gods at War 
All of Zihaja’s efforts to maintain peace & perfection were in vain, 
for Siraaj & Najmah in time came to battle openly. The brother-
gods fought for ages, their fists & words clashing, their swords & 
magics deflecting off one another. Their servants & charges 
struggled against each other as well, pitting houris against 
rakshasas, devas against devils, genies against mortals, demons 
against everything else. 
 
As the war between Siraaj & Najmah raged on, devas, genies, & 
devils found themselves outnumbered by the demons, which were 
corrupting mortals to supplement their countless numbers. Zihaja 
acceded to their needs & created the Three Terraces, where the 
outsider races could bid for appropriate mortal souls. This allowed 
the immortals to bolster their ranks, as well. 
 
The warring brothers each sent a servant to spy on one another. 
Their servants’ seductions yielded divine offspring, Akasha & 
Sunya, who were hidden away by Zihaja from their fathers. Siraaj 
pierced the great crystal shell above the Pit of Fate, where his 
demonic hordes rushed through to destroy Najmah’s world. As the 
brothers dueled, Zihaja was forcibly reminded of the event that 
drove Him from His first family, untold eons ago. 
 
In despair, Zihaja called on allies & foes alike from the Outer 
World to send Him their aid. The call of Zihaja was answered by a 
god of good, as well as a god of evil. The god of evil sent great 
serpents to bind & separate the dueling god-children, while the god 
of good sent one of his own children to strike the weapons from 
their hands. The subdued brothers, their powers waning, were cast 
into an eternal seal by Zihaja’s own hand, bound within their 
respective worlds to sleep for all the coming ages. 
 

The surviving mortals still clung to life on Siraaj’s barren rock, 
some succumbing to the temptation of the demons & joining their 
ranks. The houris were meditating on Najmah, providing divine 
energy to the devas, genies & devils. The mortals certainly don’t 
remember this time, & while the houris still have relics, they have 
by & large no memory of its occurrence. 
 
Zihaja remade His great crystal shell, & Zaia moved the two 
worlds farther apart. Zihaja then sent His most trusted minion, the 
great & wise sphinx Harmachi Sih Daroga, to an isle on Najmah, 
where he created the Three Gates of the Judges, a concession to the 
role played by the great servant races in the preservation of the 
cosmos. 
 
The aftermath of the God-War was without the peace & harmony 
of the ages before the conflict. Both worlds were scarred, as were 
its peoples. The divine son of the god of good settled in the frozen 
south, leading his children with him. The god of evil fled into the 
west, where the sun rose last, before he could be expelled. The 
mortals had barely survived the tumult, the immortals tasted power 
beyond their chosen roles, & all being learned to trust all others 
less as a result. Zihaja’s swift perfection was shattered, & He 
withdrew deep into His palace to salvage his perfect realm via 
slower means. 
 
Thus marked the End of the Beginning, & thus the stage was set 
for the Beginning of the End. 
 
~600 years before the Age of Kingdoms 
 The simurghs rule over the land-bound races of Siraaj 
for centuries, until their civil war decimates their numbers & ends 
their rule. 
~170 years before the Age of Kingdoms 

• The city of Zurqim is founded as a coastal village. 
~60 years before the Age of Kingdoms 

• The khanate of Upala is founded in Agni, sparking a 
nearly-constant state of warfare in the region. 

~20 years before the Age of Kingdoms 
• Akasha bequeaths a gift, the Light of Order, to 114 

women. Their children founded the first kingdoms. 
 

The Age of Kingdoms 
1 AK 

• The Age of Kingdoms begins with the founding of the 
Dominion of Alaqanas. 

6 AK 
• The oldest of the Seven Nations, Wathan, is founded in 

what will later be known as the Sheqari region. 
10 AK 

• The minor kingdom of Tuljahar is founded. 
481 AK 

• Sunya gave the names of the hafazas to the demons, 
who they sell to the rakshasas. 

482 AK 
• The rakshasas hunted the hafazas, stopping them from 

escorting the souls of the dead to the Pit of Fate. 
• The dead become unable to enter the Pit of Fate, while 

demons savage both worlds, beginning the Long Bleak 
Darkness. 

517 AK 
• Sih Daroga goes to Siraaj to retrieve the souls of the 

deceased himself, becoming the first Aspect of Zihaja. 
• The demons attack Prana, hoping to seize the Three 

Gates. 
• An alliance of devas, genies & devils defends the Three 

Gates & forces the demons back to Sergala. 

• The Long Bleak Darkness ends. 
620 AK 
 Umaj arises from vague & unformed legend to become 
an aspect of Zihaja. 
766 AK 

• The city of Ghantikal is founded near the southern coast 
of the Gulf of Svaryana. 

808 AK 
• The first Great Khan of the Dao rises to power. 

945 AK 
• The kobold kingdom of Haz-Hurad is founded by 

Queen Ismu. 
955 AK 

• The capital of Haz-Hurad, Araqibet, is founded. 
1,034 AK 

• A short-lived pan-genie empire is founded in the city of 
Ghantikal by the great Sidi Chemharouch. 

1,194 AK 
• The Coral Throne is crafted to seat the first padishah of 

the marids. 
1,221 AK 

• The city of Puranah is founded in the Speckled Sea by 
the marids of the south. 
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1,383 AK 
• The kingdom is Burdusq is founded after an alliance of 

several smaller realms, including Aqata, Azir, Papalo, 
& Zomar. 

1,419 AK 
• The Empire of She is founded on the Western 

Continent. 
1,669 AK 
 The kingdom is Ilud is founded by King Ilud 
Shumartim. 
1,747 AK 
 Amir Jathi unites the lizardfolk of the Seven Nations to 
form the kingdom of Sheqari, with himself as their lord. 
1,772 AK 
 The marid city of El Narraf (the Southern Padishate) is 
founded. 
1,801 AK 
 Hasid aq-Lazaqa, an efreet, becomes the first guardian 
tasked genie. 
1,878 AK 
 The kingdom of Admaja is founded on the Shepherd’s 
Isle by King Adma-Jarri. 
1,916 AK 
 The kingdom is Shadaz is founded by King Anan-
Shadazur. 
2,055 AK 
 A demon named Shikk creates the first two nasnasi. 
2,090 AK 
 The Ilud-Shadaz War begins. 
2,096 AK 
 The Ilud-Shadaz War ends, with Shadaz as the (pyrrhic) 
victor. 
2,132 AK 
 The kingdom is Adabasha is founded when the First 
Pharaoh united the Three Kingdoms under his divine rule. 
2,209 AK 
 The city of Mushayar was founded by King 
Khumanuntat to serve as the capital of Adabasha. 
2,273 AK 
 The city of Gita is founded Gandharva Hill by dao & 
djinn settlers from the south. 
2,285 AK 
 The first tower is built in the Shadazai city of Meraya. 
2,306 AK 
 The capital of the kingdom of Burdusq, Fashul, was 
completely razed by a terrible fire, the cause of which is unknown. 
2,319 AK 
 The kingdom is Al-Huruz is founded by King Huruza I. 
2,337 AK 
 The city of Sabur is founded in Burdusq to serve as its 
new capital. 
2,380 AK 
 The Sheqari-Hurad Wars begin. 
2,393 AK 
 The Sheqarai city of Rasalsamak is captured by kobold 
raiders from Haz-Hurad & renamed Sulafat. 
2,408 AK 
 The Obelisk, Rasaljathi’s largest Sidarite temple, is 
burned in a fire set by defending Sheqarai troops. 
2,442 AK 
 The 1st Adabasha-Huruz War is fought. 
2,461 AK 
 The Cairn of Calm in Rasaljathi is created when a great 
marble hall is toppled in an attack on the city by the Huradai. 
 
 
2,494 AK 

 The Shadaz-Huruz War begins. 
2,504 AK 
 The Shadaz-Huruz War ends, with Shadaz as the victor. 
2,566 AK 
 The Sheqari-Hurad Wars end, with Haz-Hurad as the 
victor. 
2,576 AK 
 The Sepulchral Square is built in Rasaljathi to contain 
the remains of martyrs who perished during the Sheqari-Hurad 
Wars. 
2,618 AK 
 The Water War begins between Ilud & Al Huruz. 
2,622 AK 
 Rizaqir Castle is built in southwestern Al Huruz. 
 The Water War ends with Ilud as the victor. 
2,657 AK 

• King Manas begins his reign of Adabasha. 
2,693 AK 

• King Manas dies. 
2,720 AK 
 Haruq Izar-Manaz, a dao, becomes the first warmonger 
tasked genie. 
2,744 AK 
 The 2nd Adabasha-Huruz War is fought. 
2,772 AK 
 The kingdom is Qalira is founded by King Alalaq. 
2,802 AK 
 The Qulzai Massacre is committed by desperate & 
crazed warriors from Adabasha, who slaughtered hundreds of 
merchants & tribesmen in one bloody night. 
2,848 AK 
 The marid city of Ruquz Aruj (the Central Padishate) is 
founded in Al Huruz. 
2,913 AK 

• Johoum is able to travel to Siraaj with an army of 
fellow demons, including Nathar. 

• Nathar travels to the Eastern Continent, corrupting the 
shaghal tribes. 

• Johoum & his demonic followers incite the First War of 
Darkness. 

• Johoum is sealed away under the Sahra Basit & his 
identity is subsumed to become an aspect of Zihaja. 

• Nathar opts to hide amongst his shaghal followers, 
worshipped as a living god. 

• King Nazalharu of Haz-Hurad is killed when the city of 
Araqibet is overrun by demonic hordes. 

• The kobolds of Haz-Hurad flee the loss of their 
kingdom, most of which travel southward through the 
Lost Pass to the central parts of the continent in a mass 
migration known as the Hijra. 

2,985 AK 
 Pashati ascends to become another aspect of Zihaja. 
3,036 AK 

• The kingdom is Uqalizar is founded when the lesser 
kingdom of Tuljahar is united with the equally-minor 
realms of Mizaraqad & Gua Benesh. 

3,059 AK 
• Nathar “ascends to divinity,” due to his followers’ 

worship. 
3,087 AK 
 The Qalira-Uqalizar War begins. 
3,091 AK 
 The Qalira-Uqalizar War ends, with Uqalizar as the 
victor. 
 
 
3,125 AK 
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 The Juarif Dynasty ends in Admaja with the death of 
King Alazala. 

 The Hadi Dynasty begins with the ascension of King 
Zazir to the Throne of Adamant. 

 

The Imperial Reckoning 
1 IR (3,135 AK) 
 The Empire of Admaja is founded by King Zazir (now 
Emperor Zazir I), effectively ending the Age of Kingdoms. 
 The Empire annexes the largely barren & empty region 
known as the Red Sands. 
12 IR 
 The Empire of She is destroyed by a powerful magical 
curse. 
 The she-da-zhong are first created on the Western 
Continent. 
26 IR 
 The Empire attempts to conquer the kingdom of 
Adabasha, which results in war. 
27 IR 
 The kingdom of Adabasha falls, becoming just another 
part of the Empire. 
 Queen Suthatep of Adabasha becomes the bride of 
Emperor Zazir II. 
 The Empire annexes more territory, up to the borders of 
Shadaz. 
43 IR 
 The War of Songs begins between the Dominion of 
Alaqanas & the kingdom of Ilud, starting as a feud over fishing 
rights along the Hasini River. 
51 IR 
 The War of Songs ends with the Dominion of Alaqanas 
in ruins & the kingdom of Ilud occupying most of the southern 
Alaqanasai settlements. 
74 IR 
 The Raqam Rebellion occurs, when the city attempts to 
break from the Admajai Empire, & is forcibly retaken, at the cost 
of many lives. 
85 IR 

• Emperor Maliq I is crowned of the Empire of Admaja. 
93 IR 

• Qadir Hadi al-Felqa, the last emperor of the Hadi 
dynasty, is born in Asanam. 

102 IR 
• Former Johoumite demons make contact with the she-

da-zhong, & after some disputes, the two forces form 
an alliance. 

116 IR 
• Emperor Maliq I steps down from the imperial throne. 
• Qadir Hadi al-Felqa, later known as King al-Felqa, is 

crowned emperor of Admaja (as Emperor Qadir II). 
119 IR 
 Shadaz declares war on the Empire, in response to a 
trade dispute. 
122 IR 
 The Empire conquers Shadaz, annexing its lands & 
imprisoning its ruler, King Naram-Shar. 
 The Shadazai capital, Ushazur, is razed by Admajai 
soldiers. 
 The Empire consolidates it borders, securing other areas 
not under any strong central rule. 
136 IR 
 The Hima Sovereignty conquers & occupies the city of 
Gita. 
146 IR 
 The resistance forces in Gita successfully wrest control 
of the city from the Himan devils. 
 

147 IR 
• Emperor Qadir II (AKA King al-Felqa) is poisoned by 

his eldest son & dies, ending the Hadi Dynasty. 
153 IR 

• The 1st Huruzai War begins between the kingdom of Al 
Huruz & the Empire of Admaja. 

155 IR 
• The 1st Huruzai War ends inconclusively. 

167 IR 
• The 2nd Huruzai War begins. 

171 IR 
 The 2nd Huruzai War ends with the kingdom of Al 
Huruz becoming conquered by the Empire of Admaja. 
 King Zadaru II of Al Huruz commits suicide. 
196 IR 

• Grand Amir il-Zalatha institutes a cultural revolution in 
the kingdom of Sheqari, changing many aspects of their 
society, including their diet. 

227 IR 
 The Dandan is sighted for the first time. 
242 IR 
 The city of Vatingana is founded on the banks of the 
Red River by the dao of the Bhangah Jungle. 
259 IR 
 Sister Amira Bibi al-Mara founds the Glorious 
Sisterhood of Akasha. 
308 IR 
 The Empire first attempted to conquer the kingdom of 
Ilud, sparking the first War of Crowns. 
315 IR 
 The first War of Crowns ends inconclusively, with Ilud 
successfully repulsing the Empire at the cost of many lives. 
324 IR 
 The second War of Crowns begins. 
343 IR 
 The second War of Crowns ends. 
352 IR 
 The third War of Crowns begins. 
381 IR 
 The kingdom of Sheqari suffered an economic collapse 
due to corrupting influence from demons & she-da-zhong. 
407 IR 
 The third War of Crowns ends. 
429 IR 
 The kingdom of Burdusq breaks up due to internal 
conflicts. 
460 IR 
 The Council of the Archmagi first forms in the Empire 
of Admaja. 
476 IR 

• An artist named Muurtikaara built the Iron Angel statue 
in the city of Nila. 

528 IR 
• The marids of Ruquz Aruj capture the city of Al Huruz, 

as well as several surrounding settlements of the former 
kingdom. 

• The Empire of Admaja begins the Huruzai Siege. 
• The marids appoint a shah to oversee the Huruzai 

settlements, who reports directly to the padishah of 
Ruquz Aruj. 

545 IR 
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• The archmagi first make contact with the ambassadors 
of several genie nations on Najmah. 

559 IR 
• The Earthquake of Zaanti strikes the city of Samadhi, 

leveling most of the buildings & killing over a thousand 
people. 

581 IR 
 The occupying shah of Al Huruz begins the Great 
Drought by sapping water from all over the continent to build a 
new lake nearby & expand the marids’ territory. 
 The Hyena River, which runs through the city of 
Nahraldikh, dries up. 
 The Old Lake between Meraya & Raqam, which fed the 
Hasini River, dries up. 
 The once-verdant Sahra Basit begins dying off. 
583 IR 
 Dakhiel slays the shah (sending his spell out of control) 
& destroys the Central Padishate. 
 The spell floods the entire region, creating Alhurus 
Lake, destroying most of the Huruzai lands, & expanding the 
deserts across the continent. 
 Dakhiel (AKA Daq) is subsumed by Zihaja. 
594 IR 
 The archmagi begin to rival the emperor in power, due 
to their genie-backed magical power. 
618 IR 

• The city-state of Ostaz is founded by Emir Jalil Qadir 
Ustaz. 

682 IR 
• The half-dao artist named Taksati builds the Dreaming 

Man statue in Samadhi. 

723 IR 
• Shasad is born in the city of Rasaljathi. 

736 IR 
• The Uqalizar Civil War begins, incited by Natharite 

cults within the shaghal community there. 
744 IR 

• The first believed appearance of Sa’ul is recorded in 
Uqalizar. 

754 IR 
• The Uqalizar Civil War ends, with the shaghali fleeing 

en masse & the kingdom breaking up into several petty 
realms, which collapse into separate city-states. 

797 IR 
• The last floating tower is built in Vatingana. 

802 IR 
 Large-scale hunting of the sarsaok ends, saving the 
beast from extinction. 
810 IR 
 The first batch of sandstone golems were made by a 
cabal of alchemists along the Saqiyah River. 
1 AF (829 IR) 
 The Empire of Admaja falls due to the Pactspell, 
beginning the Ten Dark Years. 
 Nearly all of the pureblooded genies cross over to 
Siraaj, disappearing from Najmah overnight. 
 Limalia, khatun of the dao, crosses over from Najmah 
into Siraaj. 
 Many settlements are destroyed, including Asanam & 
Shahat. 

 

The Pactspell & the Ten Dark Years 
Prelude to Disaster 
The Pactspell was a cataclysmic event that killed millions, 
destroyed nations, & changed the fate of both worlds forever. 
During the Ten Dark Years that immediately followed the Great 
Calamity (as it is known the people of Najmah), untold millions 
more died, either of famine, despair, or at the black hands of the 
ghuls. To truly understand the Pactspell, its effects, & its 
aftermath, one must look to the root causes of the tragedy, some of 
which occurred centuries before that fateful day. 
 
During the imperial era, the Council of the Archmagi gained 
increasing political power in the Empire of Admaja. Founded in 
460 IR, their influence was the driving force behind the empire’s 
ever-growing use of (& some would say dependence upon) 
magical spells & items. The council ostensibly represented all of 
the registered mages in the Old Empire, focusing their collective 
ambitions & making the already-formidable imperial army nigh-
unstoppable. The archmages were always on the hunt for ways to 
increase their power, & they thought that they had found their 
answer in the mastery of gates that could bridge the divide between 
Siraaj & Najmah. 
 
Meanwhile, on the Plane of Night, the genies were searching for a 
solution to their own problems. They were striving for power, as 
well, vying for territory with the houris, devas, devils, & other 
peoples of Najmah, but despite their innate magical abilities, they 
were losing. The other major races were deeply entrenched in a 
long-standing stalemate, & the genie nations could make no 
headway, stymied at every turn. Longing for a place where they 
could expand their rule uncontested, they eventually looked to 
escape Najmah altogether, seeing the mortal realms of Siraaj as 
ripe for the taking. 
 

So when the Council of the Archmagi first made contact with the 
ambassadors of multiple genie nations (Agni, Atma, & Padam) 
from Najmah in 545 IR, it seemed like a serendipitous match to 
both sides. They each got something that they wanted: the mages 
of Admaja obtained access to arcane lore & magical formulations 
that they never could have gotten otherwise, while the genies were 
able to gain a foothold onto Siraaj, sending hundreds (& later 
thousands) of their kind through the transplanar gates. In less than 
50 years, the archmages had enough genie-backed magical power 
to rival the emperor himself in influence, & the genies were poised 
to found a nation of their own on Siraaj, a base from which they 
could potentially mount an invasion. 
 
Ritual Suicide 
Things continued on in this vein for many years, until the 
archmages became the dominant entity in the politics of the 
Admajai Empire, & the emperor was little more than a figurehead 
in an effective magocracy. But the council’s ambitions were not 
sated; they wanted more, as did the genies, & their collective thirst 
for ever-increasing control over their worlds led to their undoing, 
& the ruin of all around them. By 818 IR, the council & the genies 
were ready for the next step in their plans. 
 
Together, the archmages & the genies conspired to make both of 
their wildest dreams a reality. They designed a magical ritual of 
truly epic proportions, with hundreds of casters simultaneously 
participating on each side, working in concert to complete the 
arcane formulae. This “pact-spell,” as they conceived of it, would 
transport nearly all of the pureblooded genies to Siraaj, while also 
shifting most of the empire’s citizenry to Najmah. The imperials 
could live in a world of magical wonders, a paradise that they had 
awaited for centuries, & the genies would have a brand new world 
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all to themselves, free of any rivals that could match their magical 
might. 
 
But the Pactspell was not nearly as flawless & well-designed as the 
archmages were led to believe. The genies were the primary 
architects of the ceremony, & they were more concerned with the 
wellbeing of their own kind than what would happen to the 
Admajai upon arriving on Najmah. The formulae would not work 
unless they were precisely balanced, & the lack of care that the 
genies put into the Pactspell all but guaranteed that something 
would go awry. But the archmages were too eager to check the 
ritual for errors, & could only poorly understand the genies’ 
notations in the first place. The council thought that they would be 
bringing their empire into a new world of wonders; they were 
right. 
 
So after more than a decade of planning & preparation, on the 
morning of Zurah, the 36th day of Lura-Balaz, in the year 829 of 
the Imperial Reckoning, in the center of the Admajai capital of 
Asanam, the 12 leaders of the council each stepped onto a disk of 
obsidian, on a dais made especially for the casting of this ritual. At 
the same time, on Najmah, the 12 best theurges from Agni, Atma, 
Padam, & other genie nations gathered together on a similar 
platform to begin the chant that would initiate the Pactspell. For 
hours, the casters on both sides recited their memorized scripts, 
each contributing all of their arcane power & knowledge to the 
monumental task of enacting the grand ceremony. 
 
Finally, as the sun was setting in the western sky, the Pactspell was 
complete. From what accounts remain, a portal of night opened up 
over every Admajai settlement on the continent. For a moment, it 
seemed as though the great scheme might have been a success, but 
it was soon apparent that something had gone wrong. The gates 
pulled upon the people, the buildings, & everything else within 
their grasp, drawing them upward with titanic strength into their 
starry maws. Entire cities were sucked up into the portals, torn 
asunder as they disappeared forever from the face of Siraaj. The 
citizens fared little better, as many were crushed between stone, 
metal, wood, & glass as all was carried skyward. 
 
Outside of the towns & cities, countless smaller gates were 
opening, dumping out genies by twos & threes. These rifts opened 
with explosive force, destroying anything (or anyone) that was 
nearby, even as it deposited the genies with relative gentleness. 
The combined destruction wrought by the genies’ arrival sent vast 
plumes of dust & debris into the air, creating choking clouds that 
blanketed the land & obscured the sky. Thus began the Ten Dark 
Years. 
 
A Decade of Darkness 
The genies of Najmah greatly outnumbered the citizens of the 
Empire of Admaja, even if one does not count the janni or those 
genies that did not belong to one of the major nations. When they 
were transported to Siraaj (an event that was widely expected 
among their kind), they did not find the peaceful day-lit world that 
they had been promised. The Pactspell had utterly ravaged the 
land, & the dark clouds of ash blocked the sun. Only smoking 
craters remained where the cities of the Admajai once proudly 
stood. The crops withered in the fields, livestock starved & died 
alongside the wildlife, & black rain fell hard as storms raged across 
the continent. In this devastation, the natives of Siraaj barely 
noticed the immigrant genies. 
 
On the Plane of Night, the Admajai & their once-shining cities fell 
like meteors. Many of the settlements fell into the Speckled Sea, 
never to be seen again, & those that actually struck land became 
twisted heaps of dust & death. Only the Admajai capital of 
Asanam arrived mostly intact, & even it was instantly transformed 

into a shattered necropolis. Almost none of the mortals survived 
their abrupt journey to Najmah, & those few who did found little 
but the emptied genie lands & horrors unimagined in the living 
realm. 
 
Both planes saw unparalleled desolation, with ruined cultures & 
power vacuums left in the wake of the apocalyptic event. The 
Empire of Admaja, at the time the largest nation on Siraaj, was 
functionally wiped clean from the map. Nearly all of the 
pureblooded genies (except for the janni) crossed over to Siraaj, 
disappearing overnight & leaving their own governments to 
collapse. The ghuls, long held in check by the Old Empire’s might, 
surged into the empty imperial lands, virtually unopposed by the 
newly-arrived genies. And there were other, less-foreseeable 
consequences of the Pactspell, repercussions that would resound 
through to the present day. 
 
While Siraaj bore most of the brunt from the catastrophe, many 
places on Najmah suffered greatly, as well. The genie lands were 
left mostly empty, with only the janni, the mortal minority, & a 
few scattered geniefolk left behind, so they were ripe for the 
picking for demons, devils, & rakshasas to invade. And many 
settlements were damaged in the chaos that followed the Great 
Calamity, as the Pactspell was known in the Realm of Night. In 
fact, the destruction was so widespread that Sunya was forced to 
split the Pillar of Shadow into 33 fragments to rebuild the cities, a 
task that left the pillar broken ever since. 
 
Most of the advances in medicine, astronomy, & other sciences on 
Siraaj were lost, as the Admajai had been the primary innovators & 
preservers of history, education, & culture for the previous 
thousand years. With their scholars & libraries suddenly gone, & 
the Ten Dark Years forcing the remaining societies to focus on 
mere survival, civilization on the Siraaj took several major steps 
backward. Some non-imperial centers of learning were untouched, 
but most were at least damaged or depopulated, & most areas of 
advancement have yet to recover. 
 
The lack of science is especially painful, considering that magic 
has been blamed as the primary cause of the Pactspell. The Council 
of the Archmagi promoted magic as the solutions to most of life’s 
problems, so when their vaunted alliance with the genies & their 
much-hyped ritual blew up in their faces, it was widely seen as 
hubris & karmic retribution for meddling with forces that could not 
be understood. Ever since the Ten Dark Years passed, the use of 
magic has been condemned as selfish, destructive, & evil. Spell-
casting is banned in most places, magical items are commonly 
illegal or tightly regulated, & inherently-magical creatures 
(including the numari races) are often persecuted. 
 
As much as the natives of Siraaj suffered during the Ten Dark 
Years & afterward, the genies underwent far more pain & anguish. 
They have been reviled by mortal folk for their magical nature & 
their association with the Pactspell, even those who don’t fully 
understand their role in the catastrophe. They were left disoriented 
& leaderless. They have been hunted by the ghuls, & to a lesser 
extent the dragons of Azhan. And worst of all, they have been 
directly punished by Zihaja Himself, although they do not know 
the source of these reprimands. 
 
In a rare intervention with His creations, Zihaja bound most of the 
genies into objects en masse during the Ten Dark Years. Only the 
genies left behind on Najmah, & the few janni who came to Siraaj, 
were spared this sentence. Genie-binding had been practiced in a 
very limited fashion prior to the Great Calamity, but Zihaja bound 
the majority of them into Admajai relics left behind by the 
Pactspell as a harsh reminder of their misdeeds. It also served to 

72



keep the balance of souls intact & restrict the use & spread of 
magic on Siraaj. 
 
Even more upsetting to the genies, Zihaja revoked their rights in 
the Pit of Fate, throwing the very future of their race into question. 
As the souls of the dead travel along the path to the afterlife, they 
must walk up an ascending staircase in a dark void. Between the 
Ascensions of Desires & Worth, there was once the Terrace of 
Delight, where the genies could barter with souls to join their ranks 
(like the devas & the devils do). That balcony is a blasted ruin 
now, called the Terrace of Oblivion, as it was destroyed by 
Zihaja’s own hand in response to the Pactspell. Without the 
terrace, which was the genies’ primary means of gathering souls 
for reproduction, they have been forced to find other ways to 
perpetuate their kind, including diluting their blood with that of 
mortal races. 
 
The Ten Dark Years were epitomized by sunless days, cold 
windswept nights, & hordes of ghuls prowling the countryside, 

hunting the unwary & unfortunate. People despaired, losing all 
hope for better days, & many believed that the world was coming 
to an end. A few brave souls rebelled against the forces of chaos & 
evil, like the great aazlai general Shimha Qirus, but they were rare 
motes of light in the vast clouds of darkness. 
 
At last, when the ghuls seemed to be mounting a singular force to 
crush the beleaguered allies of goodness & decency, Akasha could 
bear the cries of the suffering no more. She gave the Light of Hope 
to Qirus, & asked for Sidaru to come to Siraaj & fight alongside 
the mortals. The White Sphinx answered the call, joining Qirus & 
his small remaining army of stalwart warriors, & together, they 
broke the ghul horde & scattered their ilk. Finally, the aazlai 
general held the Light of Hope aloft, & it parted the clouds, 
revealing the daylight for the first time in a decade. The Ten Dark 
Years were finally over, & the people of Siraaj could finally begin 
the process of rebuilding their damaged world. 

 

After the Fall 
1 AF 
 The governments of Agni, Atma, Padam, & several 
other genie-controlled lands collapse due to the disappearance of 
the genies. 
2 AF 
 Akila Rizaj leads the former citizens of Shahat to found 
the city of Rizaj. 
 The Mushah & the Ziuj lakes merge into a single body 
of water, causing the lower Saqiyah to begin slowly drying up. 
3 AF 
 The kingdom of Qalira collapses into a state of anarchy 
after the death of Hapu the Last King. 
 The kingdom of Ilud is forced to withdraw from the 
occupied Dominion of Alaqanas, leaving it to descend into 
barbarism. 
4 AF 
 The citizens of Alaqur abandon their town & rebuild 
higher in the foothills. 
6 AF 
 The Diaspora of the lizardfolk begins. 
7 AF 
 The City of God is founded by Shimha Qirus on the site 
of a small fishing village. 
8 AF 
 The last forest dies off in the Sahra Basit, completing 
the region’s desertification. 
10 AF 
 The Ten Dark Years end with the Battle of the Light, 
with untold millions dead & many nations toppled. 
11 AF 
 Qirus ascends to become an aspect of Zihaja. 
 
 
13 AF 
 Construction began on the walls surrounding the City of 
God. 
18 AF 
 Waharim is subsumed by Zihaja, becoming another 
aspect. 
26 AF 
 The city of Albaluri is founded by followers of Limalia. 
29 AF 
 Limalia becomes another aspect of Zihaja. 
46 AF 

 The city of Sijur is built by Jafaz al-Sijur on the site of 
an abandoned fishing village that once belonged to the Dominion 
of Alaqanas. 
54 AF 
 Adimas ascends to become an aspect of Zihaja. 
61 AF 
 The Farun family, from the City of God, creates their 
mercantile empire. 
74 AF 
 Mansur aq-Equt becomes the sultan of the City of God. 
89 AF 
 The first sand golem was created near the city of Darb 
by Amula izr Zaqrazam, who was killed by it shortly thereafter. 
91 AF 
 The sultan of the City of God, Mansur aq-Equt, dies 
suddenly. 
120 AF 
 Ak-Khyriash II comes to power as pharaoh in 
Mushayar. 
142 AF 
 Maqur rises to power, becoming ruler of an entire 
nation of followers. 
145 AF 
 Maqur & her capital are razed by divine fire. 
 Maqur is subsumed by Zihaja, becoming another 
aspect. 
 Maqur’s followers are scattered, turning to Martuakh, 
the serpent demon. 
178 AF 
 Khan Qalim Qanuil rises to power in the Satha 
Laylanuha. 
204 AF 
 The Last Potentate of Zurqim becomes indebted to a 
collection of rich business owners, & is forced to cede control of 
the city to them. 
214 AF 
 The kingdom of Ilud effectively ceases to exist after the 
death of King Shapnutal. 
231 AF 

• Ambika Simhii is selected to be the 43rd brahmarsi of 
Ayus. 

248 AF 
• The churches of Qirus, Sidaru, & Vayu battle one 

another for control of the city of Dharma, bringing the 
city to the brink of civil war. 
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257 AF 
 The Ibar Hazanim (the Golden Lady) set sail on her 
maiden voyage to the western continent & almost immediately 
sank off the shore of the City of God, killing all aboard. 
266 AF 
 The Laughing Padishah defeats the sahuagin hordes. 
267 AF 
 Duraq is born on the southern banks of the Provider’s 
Oasis, near the town of Fahir. 
273 AF 
 The Smoking Lion Inn is opened in the City of God. 
281 AF 
 Aden aq-Zarqa is born in the city of Sa’ifah. 
287 AF 
 Noor al-Muhraq is born in the town of Ruazabet. 
288 AF 
 Nuri izr-Elaqras is born in the city of Fandaq. 
292 AF 
 The Great Fire of Babalarud destroys half the wards in 
the city & kills over 200 people. 
296 AF 
 Aziz Mamud al-Haddad is born in the hamlet of 
Maqsur. 
303 AF 
 Qaled al-Shayq is born in the city of Fandaq. 
304 AF 
 Zada is born in the city of Rizaj. 
306 AF 
 Fazul is born in the City of God. 
307 AF 
 Sultana Nada is born in the city of Zawraq. 
308 AF 
 Syed Awazi Aq-Hazaqan VI is born in the city of 
Meraya. 
310 AF 
 Gamal is born in the city of Qaziz. 
311 AF 
 Ghadhib is born in the city of Nahraldikh. 
312 AF 
 Jaruq Azmar is born in the town of Ezul. 
 Ali Jaruq is born in the hamlet of Tariq-Nahr. 
313 AF 
 Mosi Msaka is born in the Galazim Highlands. 
314 AF 
 Jabari Msaka is born in the Galazim Highlands. 
315 AF 

• Haqalil ral-Shuqa is born in the town of Aqaba. 
316 AF 

• Khaled is born in the city of Mushayar. 
317 AF 
 The Gaja Palaka (AKA Sharma’s Elephant) is created 
by a team of mages & engineers headed by the captain of 
Madanas’ defenses, Sharma Apramatta. 
318 AF 
 Zafar Asim is born into a nomadic tribe of kobolds. 
 Nesubet is born in the city of Neb-Niwet. 
319 AF 
 Queen Tuhaia is born in the city of Salah. 
320 AF 
 Malik Sayed al-Rabb is born in the city of Zawraq. 
321 AF 
 Ghada izud-Haqara is born in the city of Maisan. 
322 AF 
 Gadil izra-Yusuf is born. 
323 AF 
 Raza is born in the village of Qashura. 
325 AF 

 The last recorded religious conflict takes place between 
the Johoumites of Meraya & their Sidarite neighbors. 
326 AF 
 A fire at Rishi Temple destroyed the great library there, 
taking almost every book with it. 
327 AF 
 Anan Alzena Gulibar is born in the city of Raqam. 
 A’Sheh Shahabah is born in the village of Sarqai. 
329 AF 
 Prince Omar is born in the city of Sabur. 
 Jasmine of the Red Sands is born in the hamlet of 
Qefra. 
 The eccentric nobleman Aziz Mamud Al-Haddad 
moved from Raqam to Luardo, quickly becoming a local celebrity. 
331 AF 
 The Great Lighthouse of Luardo is built. 
 Alzamir Farun is born in the City of God. 
 Amir the White is born in the city of Nahraldikh. 
333 AF 

• The famous half-dao trader, Prasad Jyotis Ksitipa, 
founds the Pact Union in Vanija. 

334 AF 
 Sumehra is born in the city of Ostaz. 
 High Priestess of Pashati, the couatl Ruta Marta, cedes 
her official political power to the duchy of Angaros. 
336 AF 
 Emir Zada of Rizaj is overthrown in a coup, to be later 
replaced by Leron the Wildhearted. 
 Qadami’s Custom Caravans is established in the City of 
God. 
337 AF 

• Ahmar aq-Tam (later known as the Thief of Days) is 
born in the city of Naranj. 

• The 43rd brahmarsi of Ayus, Ambika Simhii, dies in 
office. 

• Etash Suniyama is selected to be the 44th brahmarsi of 
Ayus. 

338 AF 
• The Midnight Brotherhood, a faction of the Sunyan 

religion, splits from the core church over ideological 
differences. 

340 AF 
 A terrible fire tears through the City of God, burning 
down many businesses & homes. 
 Aqdar builds his stablehouse on the site of the burned-
out stables in the City of God. 
 A military junta takes control of the city-state of Darb. 
341 AF 
 Qunavi rises to power within the church of Akasha, 
founding the Followers of Light. 
 The Mantramugdha Plague breaks out in the towns & 
villages just south of the city of Puram. 
342 AF 
 The last known battle between the desert centaurs & the 
steppe centaurs takes place on the banks of the Nomad River. 
343 AF 
 The first boats of the shaghali arrive on the eastern 
coast of Admaja. 
 The city-state of Ostaz, under the rule of Emir Aqbar 
Zahir Ustaz (AKA Grand Emperor Aqram), becomes the Ostazai 
Empire. 
344 AF 
 The Empire of Ostaz conquers the nearby city-state of 
Maziraluq, renaming it Mamluk. 
 The houri singer Kanti rises to fame in Samadhi. 
346 AF 
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 Qadir Ibn Shah flees the City of God, selling the 
Broken Sign Inn to Madam Fatima. 
 The Dhatturah, the Blossom of the World, last 
bloomed. 
347 AF 
 Malik Sayed Al-Rabb takes the crown from his ailing 
uncle, becoming Lord & Sheikh of Zawraq. 
 The first case of what is now known as Honey Wasting 
is reported in Naranj. 
349 AF 
 The she-da-zhong begin increasing their presence on 
Admaja, striking many settlements along the western coast. 
 The printing press is invented in Meraya. 
350 AF 
 The black-walled fortress known as the Forgotten 
Prison is built in Zawraq. 
 Kanti is able to defuse a looming conflict between her 
hometown of Samadhi & the khanates of Agni with a sublime 
performance in Upala. 
351 AF 
 A powerful earthquake strikes near the city of Alaqur, 
collapsing a mine & triggering a landslide. 
 The church of Pashati built a temple in Aqur to replace 
their vandalized shrine. 
 The Urban Planning Council finally approved plans to 
build beyond the gates of the City of God. 
352 AF 

• An outbreak of the Black Blight occurs in Burdusq, 
hitting Sabur particularly hard. 

• The sultan of the City of God, Zaman aq-Simur, is slain 
by bandits while on a journey, leaving the throne to his 
eldest son, Usaf. 

• The ruling bey of Maisan, Ghada izud-Haqara, places a 
ban on mining until the mines are cleared of dangerous 
monsters. 

• Freemen are permitted to vote in Sa’ifah’s elections, 
changing the political landscape of the city. 

353 AF 

• Gadil izra-Yusuf, a self-described prophet, rises to 
prominence in Qulzai. 

• King Sesseram dies in Sabur, leaving his three sons to 
jointly rule the city. 

• A ragtag pirate cartel called the Corsairs begins raiding 
the area of Luardo. 

• Gold is discovered in the Caverns of Suja, near the city-
state of Zurqim. 

• The Fell Drake begins killing people in Dharma. 
354 AF 
 The sheikh of Babalarud is assassinated by a dervish, 
throwing the city into chaos. 
 The great nobleman Gihaza Farun, of the City of God, 
dies unexpectedly. 
 Divers searching the floor of Azraq Bay off the coast of 
Sabur discover zahir (IE mithral). 
 The sheikh of Dajajah orders the Sisana-Mashazi put 
under a strict quarantine after an outbreak of Hadab-Gazila (AKA 
Slimy Doom) onboard. 
 A wave of unsolved thefts is plaguing the citizens of the 
City of God. 
 The dock workers of Luardo unionize & threaten to 
strike. 
 The Rain of Ash, a massive sandstorm, strikes the city 
of Raqam, burying the town in several feet of sand & killing 11 
people. 
 The Genumel Causeway, one of Mushayar’s largest & 
most famous bridges, mysteriously collapses, killing nearly 40 
people. 
 Buildings in Ghantikal begin mysteriously vanishing. 
 The famous half-dao trader, Prasad Jyotis Ksitipa, 
leaves the Pact Union, & once again becomes an independent 
merchant prince. 
355 AF  
 Current Year (3rd Edition) 
360 AF 
 Current Year (4th Edition) 
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Chapter 2: 
The World of Siraaj 

 

Miscellaneous Data 
 
Table 2-1: Sentient Population by Level 

Character 
Level Population Percentage 
0th Level 134,217,728 50.00% 
1st Level 67,108,864 25.00% 
2nd Level 33,554,432 12.50% 
3rd Level 16,777,216 6.25% 
4th Level 8,388,608 3.13% 
5th Level 4,194,304 1.56% 
6th Level 2,097,152 0.78% 
7th Level 1,048,576 0.39% 
8th Level 524,288 0.20% 
9th Level 262,144 0.10% 
10th Level 131,072 0.05% 
11th Level 65,536 0.02% 
12th Level 32,768 0.01% 
13th Level 16,384 0.01% 
14th Level 8,192 0.00% 
15th Level 4,096 0.00% 
16th Level 2,048 0.00% 
17th Level 1,024 0.00% 
18th Level 512 0.00% 
19th Level 256 0.00% 
20th Level 128 0.00% 
21st Level 64 0.00% 
22nd Level 32 0.00% 
23rd Level 16 0.00% 
24th Level 8 0.00% 
25th Level 4 0.00% 
26th Level 2 0.00% 
27th Level 1 0.00% 

 
Total Creatures with an Intelligence 3+: 268,435,455** 
** = This total does not count the aazlai, the centaurs (desert & steppe), the dvernin, the pahari, shaghali, the she-da-zhong, or the vulture harpies. 
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Table 2-2: Sentient Population by Race 
Race Population Percentage 
Human 128,850,000 48% 
Gnoll 64,420,000 24% 
Lizardfolk 37,570,000 14% 
Kobold 18,780,000 7% 
Sabi 10,720,000 4% 
Hawasabi 2,960,000 1% 
Masabi 2,820,000 1% 
Narsabi 2,400,000 1% 
Terisabi 2,540,000 1% 
Half-Genie 5,350,000 2% 
Half-Ghul 2,670,000 1% 

 
Greater Languages 
 Alhaggi (Sheqarai/Lizardfolk) 
 Aquan (Marid) 
 Auran (Djinn) 
 Common (Qubulai/Huradai/Kobold) 
 Draconic (Old Alhaggi) 
 Ignan (Efreet) 
 Ghul 
 Gnoolun (Qalizai/Gnoll) 
 Terran (Dao) 
 
Lesser Languages 

• Abyssal (Asuri/Dhaimonos/Qartabariqad/Demon) 
• Azbai-She (Asp She-da-zhong) 
• Celestial (Vaacaa/Deva) 
• Druidic (Simurgh) 
• Harbai (Vulture Harpy) 
• Houri (Vaanii/Houri) 
• Infernal (Achryos/Devil) 
• Kjathr (Dvernin) 
• Najai-She (Cobra She-da-zhong) 
• Pahrai (Pahari) 
• Qamilai (Desert Centaur) 
• Shagalai (Shaghal) 
• Zimbalai (Aazlai) 

 

Dead Languages 
• Adabashai 
• Al Huruz dialect 
• Shadaz dialect 
• Alaqanasai 
• Burdusq dialect 
• Ilud dialect 
• Archaic (Admajai) 

 
Planetary Dimensions (Siraaj & Najmah) 

• Diameter: 8,333.9 miles (13,409.4 km) 
• Circumference: 26,182.0 miles (42,126.8 km) 
• 1 solar year = 320.12 days 
• Grid square = 405.3 miles (652.5 km) per side; 

164,268.1 square miles (425,756.25 square km) 
 
Kamalai Calendar 

• 1 year = 8 months = 40 market weeks = 320 days 
• 1 month = 5 market weeks = 40 days 
• 1 market week = 8 days 
• 1 leap day every 10 years 
• 2 leap days every 50 years 

 
 
 

Table 2-3: Months of the Kamalai Year 
Admajai 
Name 

Common 
Name Season Gregorian Equivalent 

Mira-Balaz Teqir Early Spring March/Early April 
Buqa-Balaz Riqat Late Spring Late April/May 
Adua-Balaz Atumeq Early Summer June/Early July 
Hila-Balaz Nasur Late Summer Late July/August 
Lura-Balaz Shuqem Early Autumn September/Early October 
Rema-Balaz Tasis Late Autumn Late October/November 
Izana-Balaz Qanim Early Winter December/Early January 
Juza-Balaz Sudar Late Winter Late January/February 

 
Weeks of the Month 

1. Aq-Ubazi, the Heads (heads of livestock) 
2. Aq-Nurazi, the Washes (barrels of water) 
3. Aq-Deruqi, the Greens (grains & vegetables) 
4. Aq-Hequi, the Trades (crafted goods) 
5. Aq-Bishaji, The Levies (taxes & tithes) 

 
 
 

Days of the Market Week 
1. Day of Dhuqa (Market Day on Siraaj) 
2. Day of Utared 
3. Day of Nahid 
4. Day of Zurah 
5. Day of Qahira 
6. Day of Mushtari 
7. Day of Zohal 
8. Day of the Baluqari (Market Day on Najmah) 
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Table 2-4: Kamalai Calendar 
Month (season) Day #1 Day #2 Day #3 Day #4 Day #5 Day #6 Day #7 Day #8 
Week #1 1 2 3 4 5 6 7 8 
Week #2 9 10 11 12 13 14 15 16 
Week #3 17 18 19 20 21 22 23 24 
Week #4 25 26 27 28 29 30 31 32 
Week #5 33 34 35 36 37 38 39 40 
                  
Mira-Balaz (early 
spring) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 

 

  
 

 
            

Buqa-Balaz (late 
spring) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
                  
Adua-Balaz (early 
summer) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
                  
Hila-Balaz (late 
summer) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
                  
Lura-Balaz (early 
autumn) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
                  
Rema-Balaz (late 
autumn) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
                  
Izana-Balaz (early 
winter) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
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Juza-Balaz (late 
winter) Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 
Aq-Ubazi, the Heads 1 2 3 4 5 6 7 8 
Aq-Nurazi, the Washes 9 10 11 12 13 14 15 16 
Aq-Deruqi, the Greens 17 18 19 20 21 22 23 24 
Aq-Hequi, the Trades 25 26 27 28 29 30 31 32 
Aq-Bishaji, The Levies 33 34 35 36 37 38 39 40 
                  
Lunar Calendar Dhuqa Utared Nahid Zurah Qahira Mushtari Zohal Baluqari 

Aq-Ubazi, the Heads New Moon 
Waxing 
Crescent 

Waxing 
Crescent 

Waxing 
Crescent 

Waxing 
Crescent 

Waxing 
Crescent 

Waxing 
Crescent 

Waxing 
Crescent 

Aq-Nurazi, the Washes 
Waxing 
Crescent 

First 
Quarter 

First 
Quarter 

Waxing 
Gibbous 

Waxing 
Gibbous 

Waxing 
Gibbous 

Waxing 
Gibbous 

Waxing 
Gibbous 

Aq-Deruqi, the Greens 
Waxing 
Gibbous 

Waxing 
Gibbous 

Waxing 
Gibbous Full Moon Full Moon 

Waning 
Gibbous 

Waning 
Gibbous 

Waning 
Gibbous 

Aq-Hequi, the Trades 
Waning 
Gibbous 

Waning 
Gibbous 

Waning 
Gibbous 

Waning 
Gibbous 

Waning 
Gibbous 

Third 
Quarter 

Third 
Quarter 

Waning 
Crescent 

Aq-Bishaji, The Levies 
Waning 
Crescent 

Waning 
Crescent 

Waning 
Crescent 

Waning 
Crescent 

Waning 
Crescent 

Waning 
Crescent 

Waning 
Crescent New Moon 

 

 
 
Pictured: A diagram of the lunar cycles of the Kamala, illustrating how the three moons of Siraaj & Najmah orbit the twin worlds during the 
month. Badra orbits Siraaj, Chandra orbits Najmah, & Qamar orbits both worlds. 
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Maps 
 

 
Pictured: A thumbnail (12.5%) of the continent of Admaja, on the world of Siraaj. Click on the image to be linked directly to the full-sized map 
(4,925×4,925 pixels) hosted on DeviantArt. 
 
Map Key 
 Text in dark green is a settlement. 
 Text in dark brown is another location, such as an adventuring site, a geographical feature, or a region. 
 Settlements in yellow are major cities. 
 Settlements in gray are lesser towns & villages. 
 Settlements in red are former towns that are uninhabited &/or in ruins. 
 Every settlement larger than a thorp has a name. 
 Locations with a star on them are prominent locales (IE something that I have a lengthy description for). 
 The scale is in the lower-left corner, opposite the compass rose. 
 The blue lines in the oceans are major oceanic trade routes, which are mostly for the pahari & the marid genies. 
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Pictured: A thumbnail (12.5%) of the continent of Admaja without labels. Click on the image to be linked directly to the full-sized map 
(4,925×4,925 pixels) hosted on DeviantArt. 
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http://fc09.deviantart.net/fs70/f/2010/324/6/0/hoz__siraaj_unlabeled_by_zeta_kai-d339nvh.jpg


 
Pictured: A thumbnail (12.5%) of the entire planet of Siraaj. Click on the image to be linked directly to the full-sized map (3,000×2,000 pixels) 
hosted on DeviantArt. 
 

 
Pictured: A thumbnail (25%) of the player's map of the area surrounding the City of God. Click on the image to be linked directly to the full-
sized map (1,738×1,738 pixels) hosted on DeviantArt. 

82

http://fc02.deviantart.net/fs71/f/2010/185/3/6/The_World_of_Siraaj_by_Zeta_Kai.jpg
http://fc05.deviantart.net/fs71/f/2010/038/c/1/Layman__s_Map_of_Siraaj_by_Zeta_Kai.jpg


Location Tables 
Table 2-5: Siraajai Settlements 

Name Pronunciation Meaning Alias/Title Population Size GP Limit Coordinates Alignment 
Abazi ah-BAH-zee -- -- 0 RUIN 0gp Q17 N/A 
Abubu ah-BOO-boo -- -- 88 Hamlet 100gp Q14 Chaotic Neutral 
Aiqu EYE-koo Heat* -- 373 Hamlet 100gp M16 Neutral Good 
Aladim ah-lah-DEEM -- -- 229 Hamlet 100gp O11   
Alaqur ah-lah-KOOR -- -- 6,952 Small City 15,000gp K14 Chaotic Neutral 
Albaluri AHL-bah-LOO-ree -- City of Glass 5,093 Small City 15,000gp H19 Neutral Evil 
Al Huruz AHL hoo-ROOZ -- -- 39 RUIN 40gp P12   
Aliyat ah-lee-YAHT Upstream -- 0 RUIN 0gp P12 N/A 
Allat ah-LOT -- -- 532 Village 200gp M13 Neutral Good 
Al Mara AHL MAR-ah -- -- 97 Hamlet 100gp G8   
Al-Nas AHL NAHS -- -- 156 Hamlet 100gp S11 Lawful Good 
Al-Qaum AHL CALM -- -- 211 Hamlet 100gp R11   
Alsamt ahl-SAHMT Silent -- 340 Hamlet 100gp S14 Neutral Evil 
Al-Uzza AHL OO-zah -- -- 1,510 Small Town 800gp P12 Lawful Neutral 
Amm AHM -- -- 688 Village 200gp J5 True Neutral 
Aqaba ah-KAH-bah -- -- 1,844 Small Town 800gp T13   
Aqdhar AHK-dar -- -- 195 Hamlet 100gp S10   
Aq-Haluqazar AHQ hah-LOO-kah-ZAR -- -- 0 RUIN 0gp G9 N/A 
Aq-Huzar AHQ HOO-zar -- -- 2 RUIN 0gp G10 N/A 
Aqim ah-KEEM -- -- 0 RUIN 0gp G10 N/A 
Aqtaffah ahk-TAH-fah -- -- 862 Village 200gp K7   
Aqtam ahk-TAHM -- -- 108 Hamlet 100gp R16 Lawful Evil 
Aqur ah-CORE Stables -- 8,717 Small City 15,000gp P10 Neutral Evil 
Araq ah-ROCK Reptile* -- 416 Village 200gp G6   
Araqibet ah-ROCK-ee-BET City of the Lizard* -- 19 RUIN 0gp H11   
Asanam ah-sah-NAHM Seat -- 0 RUIN 0gp Q17 N/A 
Ashiz ah-SHEEZ -- -- 267 Hamlet 100gp T14 Chaotic Good 
Asuad ah-soo-AHD -- -- 745 Village 200gp S16 Lawful Evil  
Azna AHZ-nah -- -- 939 Small Town 800gp O8 Lawful Good 
Babalarud bah-BAH-lah-RUDE Blocked Door City of Gates 15,405 Large City 40,000gp S10 Lawful Neutral 
Babali bah-BAH-lee -- -- 505 Village 200gp S10 Lawful Neutral 
Badiq bah-DEEK -- -- 773 Village 200gp K6   
Bahadum bah-HAH-doom -- -- 1,034 Small Town 800gp S14 Neutral Good 
Baluqar BAH-loo-kar Moon* -- 306 Hamlet 100gp L12 Neutral Evil 
Baqr BOCK-er -- -- 443 Village 200gp M6   
Basha BAH-shah -- -- 5 RUIN 0gp Q17   
Bayda BAY-dah Egg -- 0 RUIN 0gp Q11 N/A 
Bishud bee-SHOOD -- -- 3,661 Large Town 3,000gp N6   
Buaz boo-AHZ -- -- 0 RUIN 0gp G11 N/A 
Bujiq boo-JEEK -- -- 2,696 Large Town 3,000gp H7 Chaotic Good 
City of God -- -- Muarzibet 31,910 Metropolis 100,000gp O8 Lawful Neutral 
Dahab dah-HOB Gold -- 133 Hamlet 100gp I12   
Dajajah dah-JAH-jah Fowl -- 20,258 Large City 40,000gp T14 Neutral Good 
Dam DAHM Blood -- 1,782 Small Town 800gp O6   
Darb DARB Wall for Protection City of Walls 11,081 Small City 15,000gp R12 True Neutral 
Darzi DAR-zee -- -- 1,119 Small Town 800gp L15   
Dasqara dahs-KAR-ah -- -- 285 Hamlet 100gp O8 Lawful Evil 
Deruq deh-ROOK Vegetation* -- 651 Village 200gp Q9 Lawful Good 
Dhiar dee-AR -- -- 479 Village 200gp N18   
Dhul-Halasa DOOL hah-LAH-sah -- -- 1,546 Small Town 800gp T11 Lawful Evil 
Dilam dee-LAHM -- -- 359 Hamlet 100gp R15 Lawful Evil  
Dizar DEE-zar -- -- 17 RUIN 0gp P17   
Djura JOOR-ah -- -- 0 RUIN 0gp N6 N/A 
Duqa DOO-kah -- -- 114 Hamlet 100gp N18 Chaotic Neutral 
Duruq doo-ROOK -- -- 894 Village 200gp M16 Chaotic Good 
Dushara doo-SHAR-ah -- -- 1,434 Small Town 800gp Q14 True Neutral 
Dushir doo-SHEER -- -- 1,215 Small Town 800gp N13   
El ELL -- -- 172 Hamlet 100gp I7 True Neutral 
El Narraf ELL nah-RAHF -- Southern Padishate 19,294 Large City 40,000gp W17 True Neutral 
Elqa’jira ELL-kah-JEER-ah -- -- 1,960 Small Town 800gp P8 Chaotic Good 
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Eqfah EK-fah -- -- 4 RUIN 0gp H12   
Eqima eh-KEE-mah -- -- 381 Hamlet 100gp G5   
Equt Qalila eh-KOOT kah-LEE-lah Hill of Silence* -- 620 Village 200gp L13   
Ezul eh-ZOOL -- -- 1,093 Small Town 800gp R16 Lawful Evil  
Fahir fah-HEER -- -- 875 Small Town 800gp I7 Neutral Good 
Fandaq FAHN-dock Hotel City of Wonders 10,610 Small City 15,000gp O10 Chaotic Neutral 
Faqina fah-KEY-nah -- -- 249 Hamlet 100gp M18 Chaotic Good 
Faqiya fah-KEY-ah -- -- 187 Hamlet 100gp O8 Chaotic Neutral 
Fashul fah-SHOOL -- -- 34 RUIN 40gp J6   
Fazuma fah-ZOO-mah -- -- 597 Village 200gp G6   
Fezam fah-ZAHM -- -- 234 Hamlet 100gp S8   
Fujari foo-JAR-ee -- -- 12 RUIN 0gp P12   
Gazra GAHZ-rah -- -- 2,429 Large Town 3,000gp H5   
Gazum gah-ZOOM -- -- 712 Village 200gp F5   
Gua Benesh GOO-ah BEN-esh -- -- 1,553 Small Town 800gp L19   
Hadab hah-DAHB Love -- 836 Village 200gp O7 Neutral Good 
Hagaj Qarim hah-GAHJ kah-REEM -- -- 564 Village 200gp J12 Chaotic Neutral 
Hajar Qarim hah-JAR kah-REEM Precious Stone -- 760 Village 200gp O14   
Haqalil HAH-kah-leel -- -- 324 Hamlet 100gp S12   
Haql HOCK-el Field -- 1,686 Small Town 800gp M6   
Haraj hah-RAHJ Forest -- 4,775 Large Town 3,000gp S10 True Neutral 
Harash hah-RAHSH Path* -- 807 Village 200gp P10 Neutral Evil 
Hayauan HAY-ah-wahn -- -- 0 RUIN 0gp G10 N/A 
Hedun heh-DUNE -- -- 495 Village 200gp Q7   
Hiz HEEZ -- -- 7 RUIN 0gp G11   
Hubal hoo-BALL -- -- 338 Hamlet 100gp L13 Neutral Good 
Hul HOOL Black* -- 145 Hamlet 100gp R16 Lawful Evil  
Huzaffa hoo-ZAH-fah -- -- 161 Hamlet 100gp H4   
Ija EE-jah Bridge* -- 291 Hamlet 100gp H6   
Imashafa EE-mah-SHAH-fah -- -- 1,378 Small Town 800gp G6   
Imbamba eem-BAHM-bah -- -- 0 RUIN 0gp Q15 N/A 
Iqiz ee-QEEZ -- -- 554 Village 200gp R16 Lawful Evil  
Iza’gahri EE-zah GAR-ee -- -- 367 Hamlet 100gp P8 Chaotic Evil 
Izar ee-ZAR Son* -- 0 RUIN 0gp G5 N/A 
Jadid jah-DEED New -- 120 Hamlet 100gp P10   
Jag’ara JOG ah-RAH -- -- 679 Village 200gp P8 True Neutral 
Jahan jah-HAHN -- -- 273 Hamlet 100gp G6   
Jaharuzan jah-HAR-oo-ZAHN -- -- 216 Hamlet 100gp F7   
Jahffar jah-FAR -- -- 310 Hamlet 100gp H7 Lawful Good 
Jahmbi JAHM-bee -- -- 1,195 Small Town 800gp O17 Chaotic Neutral 
Jandal jahn-DAHL Stone -- 202 Hamlet 100gp J14 Chaotic Good 
Jaqabad JAH-qah-bahd -- Western Padishate 40,317 Metropolis 100,000gp P5 Chaotic Neutral 
Jaradi jah-RAH-dee -- -- 390 Hamlet 100gp O9   
Jarad-Ur jah-ROD OOR -- -- 258 Hamlet 100gp M19   
Jeqta JEK-tah -- -- 0 RUIN 0gp P10 N/A 
Jimal jee-MALL -- -- 152 Hamlet 100gp F8   
Jisr JEES-er Bridge -- 437 Village 200gp M7   
Jumil joo-MEEL -- -- 881 Village 200gp T12 Neutral Good 
Juqamuhar JOO-kah-MOO-har -- -- 278 Hamlet 100gp M17   
Juqazar JOO-kah-zar -- -- 521 Village 200gp H4   
Khassaro kah-SAR-oh -- Qasaru 40 RUIN 40gp G5   
Ladir lah-DEER -- -- 217 Hamlet 100gp M14   
Laqu lah-KOO -- -- 367 Hamlet 100gp K7   
Lawad lah-WAHD -- -- 642 Village 200gp T14 Lawful Good 
Lazahi lah-ZAH-hee -- -- 308 Hamlet 100gp I11 True Neutral 
Lazur lah-ZOOR -- -- 828 Village 200gp N18   
Luardo loo-AHR-doe -- -- 9,189 Small City 15,000gp Q5 Lawful Neutral 
Luija Qaffi loo-EE-jah KAH-fee -- -- 126 Hamlet 100gp M15 Chaotic Neutral 
Lujayn 
Madina loo-JANE mah-DEE-nah Silver City -- 403 Village 200gp K14 Chaotic Evil 
Madina mah-DEE-nah Town -- 1,570 Small Town 800gp P7 Lawful Neutral 
Mahbl MOB-el CENSORED -- 85 Hamlet 100gp L5   
Maisan MY-sahn The Shining One -- 7,737 Small City 15,000gp I11 Chaotic Neutral 
Ma’it mah-EAT -- -- 259 Hamlet 100gp N7   
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Majnun MAHJ-noon -- -- 8 RUIN 100gp P17   
Malaz mah-LAHZ Daylight* -- 174 Hamlet 100gp M16 Neutral Good 
Malmar MALL-mar White Light* -- 0 RUIN 100gp Q11 N/A 
Mamluk mom-LUKE Owned One Maziraluq 9,822 Small City 15,000gp R16 Lawful Evil 
Manaf mah-NAHF -- -- 951 Small Town 800gp G4   
Manat mah-NAHT -- -- 384 Hamlet 100gp U11   
Maqsur mock-SOOR Broken -- 233 Hamlet 100gp P14 Neutral Evil 
Mardazma mar-DAHZ-mah -- -- 3 RUIN 100gp P11   
Meqa meh-KAH Hidden* -- 794 Village 200gp M20   
Meraya mare-AY-ah Watchtower City of Towers 29,063 Metropolis 100,000gp Q13 Lawful Neutral 
Mizaraqad mee-ZAR-ah-KAHD -- -- 1,791 Small Town 800gp N18 Chaotic Evil 
Mushayar MOO-shah-yar Having a Choice City of Bridges 8,540 Small City 15,000gp N13 True Neutral 
Nadria NAH-dree-ah -- -- 580 Village 200gp L15 True Neutral 
Nahr NAR River -- 22 RUIN 40gp P11   
Nahraldikh nah-RAHL-deek River of the Hyena -- 18,191 Large City 40,000gp M18 Chaotic Neutral 

Naranj nar-AHNJ Orange 
Fruit of the Hasini, 
Jewel of Siraaj 24,257 Large City 40,000gp P8 Chaotic Neutral 

Nassiya nah-SEE-ah To Forget -- 261 Hamlet 100gp H19   
Naz NAHZ Kind* -- 168 Hamlet 100gp P7   
Nazaf nah-ZAHF -- -- 0 RUIN 100gp P17 N/A 
Nuragah noo-RAH-gah -- -- 107 Hamlet 100gp L20   
Ostaz oss-TAHZ Benefactor Slave City 27,745 Metropolis 100,000gp R16 Lawful Evil 
Qahin kah-HEEN Priest -- 283 Hamlet 100gp R12 Neutral Good 
Qalizabad kah-LEEZ-ah-BAHD -- -- 344 Hamlet 100gp M13   
Qarin KAR-een -- -- 1,289 Small Town 800gp K7   
Qashura kah-SHORE-ah -- -- 466 Village 200gp Q6 Lawful Good 
Qasr QAHS-er Castle -- 4,027 Large Town 3,000gp O7 Lawful Neutral 
Qaz QAHZ -- -- 0 RUIN 100gp P11 N/A 
Qazafa kah-ZAH-fah -- -- 336 Hamlet 100gp I5   
Qaziz kah-ZEEZ -- -- 5,908 Small City 15,000gp L15 Neutral Evil 
Qefra KEF-rah -- Khefra 290 Hamlet 100gp M16 True Neutral 
Qidar key-DAR -- City of Dreams 56 RUIN 40gp E18 Chaotic Neutral 
Qilaffah key-LAH-fah -- Eastern Padishate 9,605 Small City 15,000gp O19 Chaotic Good 
Qimarazan key-MAR-ah-ZAHN -- -- 0 RUIN 0gp O16 N/A 
Qira KEER-ah Stone* -- 205 Hamlet 100gp N13 Neutral Evil 
Qiraj KEER-ahj -- -- 855 Village 200gp Q14 Lawful Neutral 
Quhad koo-HAHD Serpent* -- 707 Village 200gp F4   
Qulzai KOOL-z’eye -- -- 10,384 Small City 15,000gp L12 True Neutral 
Qurai core-EYE -- -- 0 RUIN 0gp G11 N/A 
Qurz KOORZ -- -- 0 RUIN 0gp Q17 N/A 
Rabiya rah-BEE-ah Ridge -- 398 Hamlet 100gp Q10   
Rahan rah-HAHN North* -- 186 Hamlet 100gp E5   
Raml RAHM-el Sand -- 113 Hamlet 100gp L6   
Raqam rah-KAHM -- -- 7,112 Small City 15,000gp Q14 True Neutral 
Rasalhague ROZZ-ahl-hog Head of the Serpent -- 26,531 Metropolis 100,000gp I7 Neutral Good 

Rasaljathi ROZZ-ahl-JAH-thee 
Head of the 
Kneeling One -- 6,194 Small City 15,000gp F9 Lawful Good 

Razzar rah-ZAR -- -- 0 RUIN 0gp G12 N/A 
Riuz ree-OOZE -- -- 0 RUIN 0gp H9 N/A 
Rizaj ree-ZAHJ -- New Shahat 16,729 Large City 40,000gp M16 Chaotic Good 
Rizzadobo REET-sah-DOE-bow -- -- 4,359 Large Town 3,000gp N17 Chaotic Neutral 
Ruazabet roo-AH-zah-BET City of Ruaz* -- 3,181 Large Town 3,000gp S16   
Ruqim roo-KEEM -- -- 0 RUIN 0gp G5 N/A 
Ruquz Aruj roo-KOOZ ah-ROOJ -- Central Padishate 162 RUIN 100gp P11 Chaotic Neutral 
Sabur sah-BORE -- -- 5,483 Small City 15,000gp K5 Chaotic Neutral 
Sadim sah-DEEM Fog -- 192 Hamlet 100gp I18   
Sadr SAHD-er Breast -- 1,527 Small Town 800gp K5 Chaotic Neutral 
Sahaba sah-HAH-bah Cloud -- 618 Village 200gp O9 Chaotic Evil 
Sa’ifah sah-EE-fah Harvest City of Green 10,826 Small City 15,000gp Q8 Lawful Neutral 
Salah SAH-lah Prayer, Righteous City of Hope 23,070 Large City 40,000gp L6 Neutral Good 
Salib sah-LEEB Cross -- 732 Village 200gp T11   
Samal Dar sah-MALL DAR North House -- 572 Village 200gp L16   
Samaq sah-MOCK Fish -- 130 Hamlet 100gp T12 Neutral Evil 
Saraq sah-ROCK Fur* -- 723 Village 200gp L18   
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Sarqai sar-K’EYE -- -- 322 Hamlet 100gp O17 Chaotic Evil 
Selash seh-LAHSH Harmony* -- 1,931 Small Town 800gp Q5   
Shadim shah-DEEM -- -- 319 Hamlet 100gp Q6   
Shahazan shah-HAH-zahn -- -- 1,790 Small Town 800gp P10 True Neutral 
Shuq SHOOK Wing* -- 457 Village 200gp F8   
Sijaffi see-JAH-fee -- -- 91 Hamlet 100gp F6   
Sijur see-JOOR -- -- 11,393 Small City 15,000gp O7 Lawful Neutral 
Simur see-MORE -- -- 0 RUIN 0gp H10 N/A 
Sisana see-SAH-nah -- -- 299 Hamlet 100gp Q7 Neutral Evil 
Suffi SOO-fee -- -- 1,084 Small Town 800gp H4   
Sulafat SOO-lah-faht Tortoise -- 21,407 Large City 40,000gp H7 Neutral Good 
Tajiqa tah-JEE-kah -- -- 2,986 Large Town 3,000gp Q13 Lawful Good 
Ta’lab TAH LOB -- -- 1,245 Small Town 800gp Q8 Lawful Evil 
Tariq-Nahr tah-REEK NAR -- -- 352 Hamlet 100gp O8 True Neutral 
Tashiq tah-SHEEK -- -- 1,511 Small Town 800gp I4   
Tugaj too-GAHJ -- -- 4,463 Large Town 3,000gp E5   
Uadhara wah-DAR-ah -- Wadhara 224 Hamlet 100gp J6 Chaotic Evil 
Uar WAHR -- -- 375 Hamlet 100gp P13 Lawful Evil 
Ubaz oo-BAHZ Head* -- 149 Hamlet 100gp K5 Chaotic Good 
Udal oo-DAHL -- -- 871 Village 200gp I18   
Ufahi oo-FAH-hee -- -- 608 Village 200gp R11   
Uhaffa oo-HAH-fah -- -- 240 Hamlet 100gp N17 Chaotic Good 
Ujazi oo-JAH-zee -- -- 0 RUIN 0gp H12 N/A 
Ulaz oo-LAHZ Arid* -- 429 Village 200gp Q13 Neutral Good 
Ulz OOLZ -- -- 756 Village 200gp H7 Lawful Good 
Uqalibet oo-KAHL-ee-BET City of the Hyena* -- 3,807 Large Town 3,000gp L21   
Ushazur OO-shah-ZOOR -- -- 0 RUIN 0gp S13 N/A 
Ushir oo-SHEER -- -- 545 Village 200gp G4   
Za’adu ZAH AH-doo -- -- 1,662 Small Town 800gp M6 True Neutral 
Zaladuz ZAH-lah-DOOZ -- -- 14 RUIN 0gp N16   
Zalai zah-LIE -- -- 0 RUIN 0gp Q17 N/A 
Zaqar zah-KAR -- -- 351 Hamlet 100gp O7 Lawful Neutral 
Zaqazu zah-KAH-zoo -- -- 102 Hamlet 100gp H7 Chaotic Good 
Zash ZAHSH -- -- 247 Hamlet 100gp Q8 Lawful Neutral 
Zawraq ZAH-rahk Boat -- 10,159 Small City 15,000gp P7 Lawful Evil 
Zebi ZEH-bee CENSORED -- 483 Village 200gp O7 True Neutral 
Zehim zeh-HEEM Gateway* -- 165 Hamlet 100gp K15 Neutral Evil 
Zijaraq ZEE-jah-rock -- -- 328 Hamlet 100gp P6 Lawful Evil 
Zimbal ZEEM-ball -- -- 273 Hamlet 100gp O10 Chaotic Good 
Zimzalab ZEEM-zah-lob -- Northern Padishate 11,726 Small City 15,000gp C12 Chaotic Evil 
Ziur zee-OOR -- -- 94 Hamlet 100gp Q5 Lawful Evil 
Zui Zarqa ZOO-ee ZAR-kah -- -- 230 Hamlet 100gp K14   
Zurqim zoor-KEEM -- -- 7,301 Small City 15,000gp T12 True Neutral 

 
Table 2-6: Siraajai Locations 

Name Pronunciation Coordinates Name Pronunciation Coordinates 
Abed Island AH-bed S16 Moonlight Tower -- K18 
Ablaj Lake AHB-lahj M14 Mount Guazahar goo-AH-zah-HAR K11 
Abyad Wastes AHB-yahd R13 Mount Jatum JAH-tomb I17 
Adjal Strip AHD-jahl V9 Mount Muarzi moo-AHR-zee H20 
Ajdab Plateau AHJ-dahb R13 Mount Qarn KARN I15 
Ajdab River AHJ-dahb N8 Mount Siqin sick-EEN J11 
Altnin Peninsula AHLT-nihn F12 Mubattan Valley MOO-bah-TAHN H19 
Aqtam Range AHK-tahm I10 Mushah Lake MOO-shah N13 
Azhan AH-jahn F12 Mutadaffaq Lake MOO-tah-dah-FAHK M14 
Azraq Bay AHZ-rock K5 Narrow Blade Pass -- K10 
Blood Rock -- L11 Narrow River -- M11 
Bone Bridge -- O11 Nizal Peninsula NEE-zahl R16 
Cape of Amal ah-MALL U13 Nomad River -- S9 
Caverns of Qadar kah-DAR K14 Northway Bridge -- P13 
Caverns of Suja SOO-jah T12 Nuraz Lake noor-AHZ M16 
Cliffs of Fadazahar fah-DAH-zah-HAR S8 Nuzuqal Gulf NOO-zoo-kahl N17 
Daq’s Chain DAX L8 Oasis Lake -- F8 
Desert of Lost Souls -- P15 Oasis Road -- J8 
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Dragonskull Castle -- G11 Pass of Mists -- J18 
Dunes of Hazaliqabazad hah-ZAH-lee-KAH-bah-ZAHD S14 Path of Haqiqa hah-KEY-kah J17 
Dunes of Jalud jah-LOOD H11 Pit of Fate -- H20 
Dungeon of Juljula jool-JOOL-ah T13 Plains of White Death -- H10 
Elzim River ell-ZEEM M13 Provider’s Oasis -- H7 
Endless Chasm -- J10 Qanun Hills KAH-noon J20 
Fields of Salam sah-LAHM Q9 Qatil Bay kah-TEAL G13 
Fire Hand Mountain -- J20 Qatra Plains KAH-trah R8 
Forbidden Temple -- H15 Qudssi Trail COULD-see H19 
Forest of the Lazurqai LAH-zoor-k’eye R10 The Rawasi rah-WAH-see O12 
Fort Ember -- N16 Rizaqir Castle REE-zah-keer Q10 
Galazim Highlands GAH-lah-zeem M8 Runaraq Peninsula RUNE-ah-rock U11 
Gazra Gulf GAHZ-rah H5 Safar Alquba sah-FAR ahl-KOO-bah N7 
Girza Canyon GEAR-zah L11 Samet Ar’ras SAH-meht ahr-RAHS L9 
Gulf of Agraza ah-GRAH-zah R15 Sands of Endless Sleep -- L14 
Gulf of Dumua DOO-moo-ah U10 Saqiyah River sah-KEY-yah M14 
Hall of Munira moo-NEAR-ah O16 Secret Valley -- R9 
Halls of the Dead -- K6 Serpents’ Lair -- J5 
Hasini River hah-SEE-nee P9 Shaqad Bay shah-KAHD O7 
Haunted Valley -- K8 Shattered Isle -- Q17 
Hidden Palace -- Q16 Stabbing Rock -- K12 
House of Imkan IHM-kahn M18 Strait of Jima JEE-mah Q17 
Hulum Forest hoo-LOOM C21 Strait of Nasid nah-SEED P7 

Iron Hills -- N15 Sufa Madraba 
SOO-fah mah-DRAH-
bah T9 

Izr Island IHZ-ur V11 Temple of Alilli ah-LEE-lee S10 
Jal Ziffa jahl ZEE-fah Q5 Temple of Manas MAH-nahss O15 
Jamad Woods JAH-mahd T9 Tizabal Forest TEE-zah-BALL P9 
Jaqizu Hills jah-KEY-zoo M13 Tomb of al-Felqa ahl FELL-kah M15 
Jasmin Woods JAHZ-min P8 Tomb of the Amir -- F5 
Jual Jahazi joo-AHL jah-HAH-zee O6 Tul Qalim tool kah-LEEM J11 
Lisan Coast LEE-sahn M5 Tuljahar Peninsula TOOL-jah-HAR N17 
Lonely Woods -- P13 Tuqaru Gorge too-KAH-roo M11 
Lost Citadel -- M10 Turtle River -- H7 
Lost Pass -- J12 Wyrm River -- H12 
Mamlaqah Coast mahm-LAH-kah P18 Zalam Forest zah-LAHM N9 
Mathar Lake MAH-thar Q7 Zuhahul Hills zoo-HAH-hool O8 
Mawte Mountain MAW-tay I16 Zurim Bay zoor-EEM T12 
Mezul Island meh-ZOOL U12 
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Continents 
The Central Continent 
Sentient Population: ~60,150,000 
 
This landmass is the home of many races, including gnolls, 
humans, kobolds, & lizardfolk. Most sabi, half-djinni, & half-ghuls 
are from here, as well. This continent is most commonly called 
Admaja, after the former kingdom-turned-empire of the same 
name. It was once widely known as Al-Marqaz, before the rise of 
the Admajai Empire. 
 
The Central Continent is a large landmass, shaped roughly like an 
arrowhead & connected to the southern continent by a narrow 
isthmus called the Adjal Strip. The continent used to be more 
hospitable, with fewer deserts & more arable savannas, before the 
Pactspell ravaged the global environment. Now, the deserts are 
larger & more intense, & the oases are fewer & farther between. 
 
The Eastern Continent 
Sentient Population: ~133,480,000 
 
The Lands of the East are home to the shaghali, as well as several 
types of dragons. Humans are present here, as are other common 
races in small numbers, but they are either slaves or persecuted 
prey for the murderous shaghali. The shaghali call their territory in 
the relatively-fertile northern half of the continent Nefer-Ta 
(“Beautiful Land” in Shagalai). The Great South, as they call it, 
has no other name, & is mostly rocky deserts & arid mountains. It 
is separated from the Central Continent by the Ramul Sea, & from 
the western continent by the Nameless Sea. The Lands of the East 
are almost completely unknown to the Admajai & their heirs, but 
every shaghal has heard tales of the decadent Westerners & their 
land of riches. 
 

The Southern Continent 
Sentient Population: ~185,000 
 
The Icy Wastes are frigid, barren, & utterly inhospitable; which is 
just how its residents like it. Despite the fact that this polar 
wasteland is almost completely covered with thick ice & snow, 
both the dvernin & the white dragons live here, generation after 
tenacious generation. The continent is known as Janub-Maqan to 
the Admajai & their heirs, but it is simply called Gatheilar 
(“South-Land” in Kjathr) by the dvernin. Its northernmost 
peninsula, known as the Yan region, is connected to the central 
continent by a narrow isthmus called the Adjal Strip. 
 
The Western Continent 
Sentient Population: ~74,620,000 
 
The Admajai & their heirs call this continent the Jual Jahari, & 
they consider it wise to leave the land in peace. Therefore, little is 
known for sure about Wilds in the West, & speculation displaces 
fact more often than not. One of the only agreed-upon facts is that 
this continent is home to the she-da-zhong, as well as more than 
one variety of dragons. It is separated from the central continent by 
the Qius Sea, & from the eastern continent by the Nameless Sea. 
The she-da-zhong call their land Jiayuan (its asp name) or Gu 
Xiang (the cobra name), although the Men of the West know 
neither of these terms. Since the Ten Dark Years ended, the few 
fresh water lakes dried up, forcing the she-da-zhong to seek water 
from elsewhere. 
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Settlements 
Alaqur 

 
Population: 6,952 (small city) 
Demographics: 73% human, 11% kobold, 7% sabi, 4% half-genie, 
2% half-ghul, 1% gnoll, 1% lizardfolk 
Dominant Cultures: Nomadic Tribal 
Government: Oligarchic council 
Notable Religions: Adimas, Limalia, Waharim 
Main Alignment: Chaotic Neutral 
Notable Vassals: Jandal, Lujayn Madina 
 
In the Northern Wastes, just south of the foothills of the central 
Sathan Range is the quiet, rundown city of Alaqur (ah-lah-KOOR). 
It is situated in the center of the flat, rocky highlands between the 
Elzim River & the Saqiyah. A somewhat isolated city-state, it is far 
from most common trade routes. The city is known for its 
infamous hunting expeditions of ankhegs, sarsaoki, & other wild 
beasts. These outings are very dangerous, & hunters are killed 
every year while on them. They are a large tourist draw though, & 
the deadly reputation that they have brings people from all over the 
continent to partake, so the city council has no intention of banning 
them. 
 
One of the most notable hunters is a brooding, grim kobold named 
Zafar Asim (Chaotic Evil, Barbarian 4/Ranger 11). He is the most 
successful hunter in Alaqur’s history, as well as one of the longest 
lasting, & he has more than enough scars to prove it. Zafar is one 
of the few hunters to survive an attack from the desert dragons, & 
is the only one to have brought back a desert dragon’s head as a 
trophy; the size of the head suggests that the dragon that it 
belonged to was at least of adult size. He sometimes serves as a 
guide for less experienced hunters, although his clients have a 
tendency to not return from their expeditions. 

The town used to be a trade waypoint, having grown rich off of its 
silver mining. Now, it is quiet & sedate, with many empty 
buildings, now that the silver is depleted. The locals are toughing 
out a living in the low mountain conditions, while tapping a small 
tin mine as their only real source of trade. 
 
During the Ten Dark Years, the citizenry fled the city & rebuilt 
around it, higher up in the foothills & low mountains. The original 
city is now a combination of fortress (using the outer wall as sentry 
towers) & ghost town, & something horrible might still hide in the 
silver mines. The locals only go there when they need to seek safe 
shelter, because people have a tendency to disappear there when 
they travel alone. 
 
The city itself is perhaps not as interesting as its surroundings. Just 
east of the city is the Man in the Mountain, an enormous carving of 
a pharaoh’s face in the side of a tall cliff, which is said to hold a 
secret vault or hidden tomb. About 100 miles to the northwest is a 
semi-secret portal to the city of Ayus on Najmah; the portal 
appears & disappears at irregular intervals, & it draws travelers 
from distant lands. 
 
There is little in the way of religious consensus in Alaqur. The 
populace worships a number of deities, & disagreements over 
dogmatic matters have become particularly heated. There are 
temples dedicated to Limalia & Waharim, but the most popular 
faith, is the church of Adimas. Followers of the Lord of Finery are 
everywhere, & their belief in the good luck that he grants to his 
chosen gives the local some measure of hope. 
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Albaluri 

 
Population: 5,093 (small city) 
Demographics: 39% human, 22% half-genie, 13% sabi, 9% half-
ghul, 7% gnoll, 5% kobold, 4% lizardfolk 
Dominant Cultures: Local 
Government: Imperial autocracy 
State Religion: Limalia 
Main Alignment: Neutral Evil 
Notable Vassals: None 
 
Rising from a flat plain of pale, dead sand in southern Shemun is a 
sparkling city made of translucent crystalline spires. This fantastic 
place is the legendary Albaluri (AHL-bah-LOO-ree), the City of 
Glass. It lies west of the equally mythical Pit of Fate, & north of 
the easternmost foothills of the Sathan Range. A few of these 
towers have fallen, becoming deadly heaps of shattered glass & 
cutting sands, although the city as a whole is still a wonder to 
behold. 
 
The residents make Albaluri a cruel & violent city-state, but one 
that paradoxically caters well to its guests & tourists. Their 
hospitality is superb, & they are polite to a fault at times, but the 
pleasantries are as thin & cold as the crystal daggers they wield. 
The people here are quite hardy & self-sufficient, & therefore 
resent those that ask for help. They also have put up with 
inquisitive explorers & ignorant travelers for centuries, & so their 
patience is thin when it comes to those who don’t understand the 
otherworldly nature of the area. Visitors who overstay their 
welcome, or inquire too deeply into local affairs, can find the 
welcome mat pulled out from under them in a most unkind fashion. 
 
Albaluri trades superb glassworks with the few brave caravans 
who make the perilous journey from the southeast. This glass can 
have various magical properties, from something as simple as 
increased durability to more complex magics like illusory 
reflections or energy reflection. The locals typically exchange their 

glass for various goods, like food & information. The game & 
vegetation in the area are of sufficient quantity to feed the citizens, 
but the quality & variety are rather lacking. Also, the isolated 
nature of the city-state means that the only knowledge of the 
outside world comes from transient outsiders. 
 
Believed by most of the civilized world to be just a legend, 
Albaluri is the final stop for those who journey to the lands of the 
dead near the Pit of Fate. The city, which acts as the center of 
Limalia’s faith, was originally founded by the Sultana of Winds 
herself, who drew power from her followers & shaped the 
foundations of the city out of an uncharacteristic sense of mercy. 
She made it as a gift for those who quested with her across the 
great bleakness, but withdrew into the desert when her people built 
a temple in her honor, never to be seen again. 
 
Today, Albaluri is nominally the capital of an empire, although its 
borders don’t extend very far beyond the city’s outer limits. It is 
ruled by an Empress-Steward, who is always a Limalite woman of 
exceptional skill & grace. The current empress-steward is Hadya 
Iman-Karida Ali Rana (Neutral Evil, Cleric 13/Pharaoh 8), the 
former high priestess from Limalia’s greatest temple, the Diamond 
Cathedral. She is as beautiful as she is heartless, with a face like a 
goddess & a soul as black as a starless night. She is a selfish, 
ruthless ruler, who will do anything it takes to get what she wants; 
what she usually wants seems to be more power, or at least power 
over a larger territory. 
 
Albaluri has dozens of portals to Najmah, scattered all throughout 
the city & the surrounding area. Most of these doorways are small, 
typically no more than 3 feet in diameter (although a few are much 
larger), & only open at certain times of the year for a brief window 
of time. Unlike most other such portals on Siraaj, the gateways of 
Albaluri don’t often lead to the corresponding space on Najmah 
(which would be in the middle of the Speckled Sea, hundreds of 
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miles from the nearest shore), but to other places on the Plane of 
Night. Most of the planar doors are under the strict control of the 
Empress-Steward, but it is said that no one knows where all the 
portals are, or to where they all lead. 
Far to the north of the city lie the fabled ruins of Qidar, the City of 
Dreams. Once a realm of the highest magic, featuring countless 
wonders seen nowhere else on Siraaj, the necropolis is now a dusty 
shell of it former splendor. The remains of several floating 
buildings rest among the land-based wreckage, with only a 

precious few flying castles remaining. Whatever happened to 
Qidar seems to have taken place overnight, as the remaining 
buildings are untouched by looting, & no evidence of an 
evacuation can be found. Plates of what was once food can still be 
seen on crumbling tables, & desiccated corpses can be found on 
every debris-strewn street. The dead city keeps its secrets well, as 
only a few explorers have returned from this urban nightmare 
alive, & none have come back untouched; the only survivors speak 
of both horrors & treasures beyond imagining. 

 

Aqur 

 
Population: 8,717 (small city) 
Demographics: 46% human, 20% kobold, 12% half-genie, 8% 
sabi, 7% lizardfolk, 4% gnoll, 2% half-ghul 
Dominant Cultures: Hijra, Iludai, Local 
Government: Plutocratic republic 
Notable Religions: Akasha, Pashati 
Main Alignment: Neutral Evil 
Notable Vassals: Harash, Shahazan 
 
On the western banks of Alhurus Lake, in northeastern Ilud, is a 
small-yet-bustling city-state, buzzing with commerce & 
construction. Here in the city of Aqur (ah-CORE), corruption & 
intrigue are commonplace, & street crime is nearly-rampant. It is 
unwise to go out alone, day or night, & it is equally foolish to walk 
about unarmed. 
 
Aqur controls a vast area of arable plains to the west & south, 
producing the best horses & riders on the entire continent. They are 
allied with Fandaq & Naranj in a growing shipping syndicate, 
making this city even more prosperous than they were before. This 
wealth rarely makes it down to the common peasantry, although 
the roads, waterworks, & other public services have been 
improving as of late, in a series of generous displays put forth by 
the city’s elected leaders. The city’s affluence is given as the 

reason that there are few beggars & other undesirables at night, 
although many believe that other forces are at work here. 
 
Aqur produces a great excess of fruits & vegetables for sale in 
other settlements, but the most notable exports of Aqur are its 
tireless riding horses & fearless war-horses. For this reason, horse 
theft is treated as a capital offense, while stealing other mounts & 
pack animals is a comparatively minor offense. There are several 
farms in the area that deal in horse breeding, but by far the largest 
is Blue Dusk Stables, an extremely wealthy farm that sells nothing 
but elegant, powerful black steeds. It is a very private place, as 
well, owned by a reclusive clan named Farassa that employs only 
family members. 
 
Aqur was once part of the kingdom of Al Huruz before that land 
was drowned in a magical catastrophe. Prior to the Drowning, the 
city was a small landlocked farming village, sitting on the edge of 
a plateau overlooking the lowlands. The city was later annexed by 
the Empire of Admaja, & remained a part of the empire until its 
collapse about 350 years ago. It now exists, as most major cities 
do, as an independent city-state. 
 
Aqur’s citizens primarily worship Akasha, at least in name, but 
there is little real belief among the people (especially the 
aristocracy), & the church is not much more than unabashed 
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mercantilism with some empty religious trappings. Any true clerics 
of Akasha that visit from other lands are treated with every 
courtesy, & are politely ushered out as quickly as possible. All of 
the high-ranking government officials in town are members of the 
church-in-name-only, including the head minister, Qaled al-Shayq 
(Chaotic Evil, Aristocrat 1/Rogue 7). 
 
Followers of Pashati have recently established a temple here, in a 
bid to bring peace & goodness to a troubled people. The temple of 

Pashati may only be a few years old, but it has already faced a 
number of hardships. During construction, the scaffolding caught 
fire & nearly destroyed the temple before it was finished being 
built. Next, shortly after opening, a priest was killed by a falling 
chandelier, followed by another committing suicide. Then the main 
fountain’s drain clogged, flooding the first floor. The clergy are 
beginning to suspect that these incidents may be related somehow, 
but are at a loss for what to do about them, & are afraid of what is 
going to happen next. 

 

Babalarud 

 
Population: 15,405 (large city) 
Demographics: 40% human, 23% kobold, 14% lizardfolk, 11% 
half-genie, 7% sabi, 3% half-ghul, 1% gnoll 
Dominant Cultures: Hijra, Iludai, Raheel 
Government: Plutocratic oligarchy (former dynastic monarchy) 
Notable Religions: Adimas, Daq, Qirus 
Main Alignment: Lawful Neutral 
Notable Vassals: Al-Nas, Babali, Dhul-Halasa, Haraj 
 
An important hub in the trade routes running east-west between 
Ilud & the Sahra Basit, Babalarud (bah-BAH-lah-RUDE) is the 
City of Gates. Named for the many gates that divide the city into 
separate wards (six of them, to be exact), as well as the many 
strong gates that permeate the city’s perimeter walls, Babalarud 
makes for an impressive sight to newcomers. The titular gates are 
closed at night & well-guarded by day, with toll fees for most 
travelers & merchants, which draws even more focus to the many 
gateways. 
 
Babalarud is situated in southeastern Ilud, in the midst of some 
fertile plains & wooded hills. The city-state is famous for their 
finely-crafted woodworks, due to their robust logging industry & 
skilled carpenters. Most of the buildings here are made from wood, 
but the gates are generally made of iron or steel, after a fire 60 

years ago was contained within one ward, only to spread once the 
wooden gates caught fire. 
 
The Daqites have a major power base in Babalarud, & Daq-
worship is the most widespread faith in the city, making this place 
the largest concentration of Daqites in the world. The church of 
Maqur has made multiple attempts to infiltrate the city, but without 
any lasting success. The Qirusites have a modest foothold in town, 
especially among the city guards & their families.  
 
Adimas has a sizable following in Babalarud, as well, especially 
among the kobold populace, but anti-Adimas sentiment is 
significant, so the faith is kept as something of an open secret. 
There are no temples or shrines dedicated to the Lord of Finery 
here. Instead, the Adimasai gather in the market ward before the 
gates close for a nightly ceremony that they call Basar (taken from 
the word bazaar, meaning “marketplace”). The meetings at Basar 
are short & simple, with few overtly religious trappings; Basar 
could easily be confused for a continuation of the daily market 
activity, except for the fact that all of the shops are closed. 
 
In recent news, the city was thrown into chaos when the sheikh 
was assassinated by a dervish, who is still at large. The city is 
currently run by an interim council of former advisors & other high 
functionaries, while another sheikh is being chosen. Meanwhile, 
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several parties have made their claim on the throne, further 
muddying the waters. The city guards, called the Knights of 
Justice, are still hunting the sheikh’s killer, but cannot seem to find 
him, & are running out of good leads. 
 
The most notable local landmark in Babalarud is the Arch of 
Victory, a massive pair of towers that are joined at the top by a 
tremendous arch. Built to commemorate Ilud’s triumph in the War 
of Songs, the arch is by far the tallest building in the city. The 
Knights of Justice use it as a watchtower, & are able to keep an eye 
on most of the city, as well as the surrounding countryside. The 

former sheikh also used to live within the arch, making it a de facto 
palace, & the interim council still conducts its business here. 
Babalarud has produced many famous (& infamous) people over 
the years. Famous warrior-poet & the author of the illustrious 
Codex of Mythology (AKA the Countless Tales), Zarim izr 
Qaledaj, was born & raised here. Madrasah the Golden Wizard, the 
inventor of the stairs of Madrasah, once called this place home. 
Perhaps its most famous citizen, though, was Corah the Betrayer, a 
treacherous & ambitious noble who sold out the kingdom of Ilud 
during the Ilud-Shadaz War. The name of Corah is now 
synonymous with treason & disloyalty throughout the region. 

 

City of God 

 
Population: 31,910 (metropolis) 
Demographics: 43% human, 20% lizardfolk, 14% gnoll, 11% 
kobold, 6% sabi, 3% half-genie, 2% half-ghul 
Dominant Cultures: Iludai, Local, Raheel 
Government: Autocratic sultanate 
State Religion: Qirus 
Main Alignment: Lawful Neutral 
Notable Vassals: Azna, Dasqara, Hadab, Qasr, Tariq-Nahr 
 

Overview 
Sometimes called Muarzibet, the City of God is one of the largest 
cities on Siraaj. It was founded by the great aazlai general Shimha 
Qirus almost 350 years ago, on the site of a small fishing village. 
Built on a narrow strip of flat land between the Zuhahul Hills & 
the Bay of Shaqad, it is technically within the southernmost 
boundaries of Burdusq, but is much more aligned with Ilud & its 
regional politics. 
 
The city’s leaders are delicately neutral in regards to the trade 
disputes between Naranj & Aqur (& their respective allies). Local 
politics are dominated by religious factions, who all vie for the 
sultan’s ear. The city-state has a highly regimented & bureaucratic 

culture, which some groups would label as somewhat repressive. 
Building regulations are tightly controlled by the Urban Planning 
Council, greatly limiting new construction & expansion. 
 
Many of the buildings are in the architectural style of the far-off 
city of Dajajah, with thick walls, few windows, & (often) 
underground chambers. Because of the limited construction 
opportunities imposed by the Urban Planning Council, many 
building owners have taken to digging basement levels, some of 
which are several stories deep. Underneath the city, there is a 
growing network of tunnels connecting some of the cellars in 
town, dug out of the sandstone. In this way, the locals are able to 
subvert the council’s mandates & exert a bit of personal freedom in 
this conformist city. 
 
The people of the city are primarily occupied with agriculture & 
shipping industries, although an increasing amount of mercantile 
business is being done in town, as well. The city-state owns many 
acres of well-irrigated farming land to the east, along the Caravan 
Road. Citizens lease the land from the sultan, & are free to profit 
from whatever crops they harvest on it. The Urban Planning 
Council has no jurisdiction on the farmland, but the Farming 
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Association does have regulations concerning what crops can be 
grown where & when. 
 
Religiously, the populace is dedicated strongly & steadfastly to 
Qirus, who founded the City of God & is looked upon as 
something of a patron god of the city. But other gods also have 
some marginal presence, & there are several temples devoted to 
different faiths. The most prominent may be that of Sidaru, who 
was worshipped by Qirus in life, & whom the city was originally 
built in honor of. There are also temples for Akasha, Limalia, & 
Pashati, although their presence in this town is rather marginal. 
 

Parts of the City 
Aged Blade Inn 
The inn’s name comes from the rusty scimitar hanging above the 
bar, suspended by even rustier chains. Unbeknownst to the patrons, 
this blade is actually a +1 parrying scimitar, & is still in working 
condition. This bar is in the inn’s café, which constitutes most of 
the building’s first floor, & is arguably the city’s most popular 
meeting place for travelers & other non-residents. Pilgrims 
particularly enjoy the establishment because of its convenient 
location & its reputation for order & peace. 
 
The calm, good-natured atmosphere of the inn is a credit to its 
owner, Qaled Ali (Lawful Good, Commoner 2/Fighter 3). His 
clean, no-nonsense image is a symbol of all that is right in the city. 
He has many friends, but is not completely without enemies. As of 
late, there have been attempts by unknown parties to sully his good 
name & ruin the inn’s thriving business. As much as Qaled might 
need protection, he’d like even more to know who is trying to 
sabotage his life & his livelihood. 
 
Aqdar’s Stables 
Located on Caravan Road, on the east side of town, this stable-
house supplies mounts for many of the travelers passing through 
the city. They have a good selection of horses, ponies, war-horses, 
donkeys, & camels, as well as a few more exotic mounts. Their 
prices are a bit high (10%-20% above normal market value), but 
their quality is unmatched, & they are always willing to haggle 
with a savvy customer. 
The business was established by Aqdar (Neutral Good, Ranger 
2/Expert 3) about 15 years ago, after a city-wide fire burned down 
the stable-house that had stood at this spot since the city’s 
founding. He is gregarious, easy-going, & eager to laugh, although 
some business troubles have caused him some grief as of late. He 
is looking to hire some reliable muscle to guard his stable at night, 
due to a rash of theft that has swept the town. 
 
Broken Sign Inn 
Officially named the Laughing Monk, this café is known for the 
dilapidated sign hanging above its front door. Despite its run-down 
appearance, the inn does good business, mostly as a den of intrigue 
where the plots are as thick as the hookah smoke. No questions are 
asked as to what goes on within its walls, for the city guards have 
been well paid to look the other way, & those that inquire too 
intently tend to disappear. 
 
The inn is run by Madam Fatima (Chaotic Neutral, Expert 4), who 
ensures that there are always pretty girls to serve as entertainment 
for any guest that has the proper coin. She has owned the place 
since the previous owner, Qadir Ibn Shah, sold her the 
establishment & fled the city almost ten years ago. Qadir was one 
of the most powerful men in the city, due to his position as a 
member of the Divine Assembly, & his extensive criminal empire, 
which he ran from the inn. What could have convinced him to 
leave his rich & powerful life behind is a mystery which persists to 
this day. 

Caravan Road 
Officially known as Cape Road East, this main thoroughfare runs 
from the market square, under the Eastern Gate at the city’s edge, 
all the way to tiny hamlet of Faqiya, over 100 miles away. It is 
named for the countless caravans that go to & from Ilud in the 
south. These caravans are often the targets of attacks from various 
sources, be they packs of wild beasts, gangs of bandits, or tribes of 
nomads. Because of these frequent assaults, a cottage industry has 
grown from the need to ensure the safety of the travelers & their 
possessions. 
 
For most of its length, the road is merely a hard-packed dirt trail, 
barely wide enough to ride three mules side-by-side. However, 
within a mile or so from the city limits, the road widens & is 
covered with gravel; within a quarter-mile, the gravel gives way to 
cobblestones. This roadwork is provided & maintained by the city, 
as a gesture of goodwill to its many visitors. 
 
City Walls 
Made of granite & masonry, these walls encircle the entire city, 
shielding it from conventional attacks by land. The walls 
themselves are 30’ high, with crenelated sections for archers to fire 
from, & wide merlons for defenders to take cover behind. At 100-
foot intervals, there are watchtowers rising 10’ above the walls. 
From the tops of these towers, the city guard can survey all of the 
land for miles around, & they offer a spectacular view of the clear 
blue waters of Shaqad Bay. 
 
Construction of the walls began in 13AF, shortly after the city was 
founded. Over the years, it has become evident that they would not 
protect the city from a determined or crafty invader. Many 
monstrous foes have the ability to fly, attacks from the sea are just 
as likely as from land, & even low-level magic can bypass any 
physical barrier. Its presence is largely symbolic, although it has 
protected the citizenry from assaults carried out by tribes of 
barbarians & packs of hyenas. Because of this, the people are 
grateful for the embodiment of strength & endurance that these 
walls represent. 
 
Crescent Moons Inn 
Down the street from Aqdar’s Stables is the city’s most popular 
café, a place known for its raucous celebrations & lively ambiance. 
Unlike most similar establishments in town, this place has few 
remaining rooms for rent; most of the available space has been 
given over to the bar, the dancing floor, & the hookah tables. 
Catering primarily to the locals, this “inn” has a loyal fan base of 
revelers from all walks of life. Fishermen can mingle with 
ministers, mercenaries can converse with nobles, & merchants can 
relax with priests in a way unseen elsewhere in town, or perhaps 
even the world. 
 
The café is owned by the Farun family, who has hired a former 
adventurer called the Green Lady (Chaotic Neutral, Rogue 3/Bard 
3/Dervish 2) to operate it. Her real name is a mystery, as are her 
ties to the house of Farun, but she is known to be a formidable 
opponent. She has single-handedly stopped inn-wide brawls, & is 
more than willing to demonstrate her martial talents for those 
foolhardy enough to challenge her authority. She manages the inn 
with a cool efficiency & a talent for engendering respect & 
deference. 
 
Divine Assembly Hall 
Although the city is officially ruled by the sultan, the day-to-day 
affairs are mostly administered by a theocratic council called the 
Assembly of the Divine Alliance. The five members of the 
assembly are selected by the sultan from among the noble houses, 
& hold their positions at his whim. This tends to make the 
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assembly members ingratiating & tactful, although their 
effectiveness at governance is a matter of some debate. 
 
The current members of the Divine Assembly are Alzamir Farun, 
Dasam Naz aq-Tizash, Jaqaz Izar-Qarul, Mamud Hussain aq-Adua 
(Lawful Good, Aristocrat 2/Bard 3/Cleric 7), & Zaman Abdul. 
They convene every other day (usually even-numbered days, & 
never on market day unless there’s an emergency) to discuss 
matters that require their attention. Their duties include judging 
court cases (both criminal & civil suits), issuing legal decrees, & 
overseeing governmental offices, such as the taxation, minting, & 
service bureaus, as well as the militia & the city guard. The Urban 
Planning Council also has its office here, & takes its orders from 
the assembly. 
 
The hall itself is actually a pair of buildings, on the south edge of 
the palace square. The eastern hall holds the members’ offices & 
those of their staff, while the western hall contains the meeting 
chambers & non-assembly bureau offices. Both buildings are 
lavishly decorated, with tall ceilings, ornate rugs, gilded windows, 
& a ubiquitous lion motif. It is said that only the sultan’s palace 
itself is more finely appointed. It is also rumored that a secret 
underground tunnel links the two buildings, but this has never been 
confirmed by the ministers. 
 
Dock Street East 
Perhaps better known as Warehouse Row, this road runs parallel to 
the eastern shore of the city, an area dominated by fish markets, 
sailing clubs, & the titular warehouses. Fishermen, sailors, & dock 
workers are everywhere here, bustling about & conducting 
business. The whole neighborhood is thick with the smells of sea 
salt & dead fish. 
 
This is a rough part of town, & the area has possibly the highest 
crime rate in the city. Robberies & vandalism are common, & 
more serious crimes also occur with alarming frequency, including 
assaults, rapes, & murders. Fights tend to break out in the street 
almost every day, which can quickly get out of hand & become 
full-blown brawls between sailors of different ships or out-of-work 
wharf-men. The city guard patrols the neighborhood about as often 
as they do any other, but they are perhaps less attentive here than 
one would hope. The citizens of this neighborhood are more 
cynical about their government than most, & they try to keep the 
peace on their own while petitioning the sultan’s subordinates to 
crack down on the district’s relative lawlessness. 
 
Dock Street West 
Sometimes referred to as Scaleytown, this area is named for the 
high density of lizardfolk & kobolds living here. It runs along the 
western shoreline of the town, & all of the crossroads lead to the 
docks. The neighborhood is always buzzing with maritime activity, 
as sailors & fishermen move about, carrying cargo & fish to their 
next destination. 
 
This district is rather calm & orderly compared to Dock Street 
East. The criminal activity that plagues Warehouse Row is not 
tolerated, so it is much safer. This is due more to the local citizenry 
than the city guard. The entire area is patrolled by a militant 
neighborhood watch group called the Scarlet Sentinels, which is 
headed by a local kobold baker named Jarir (Lawful Good, Expert 
3/Paladin 2). This keeps crime down, although the Scarlet 
Sentinels have been known to make false accusations, & they are 
showing signs of fanaticism, which is troubling to the city’s proper 
authorities. 
 
Fazul’s Bakery 
Near the edge of town, on a quiet street, is a simple nondescript 
bake shop. The store is open at odd hours, the locals don’t shop 

there, & the smells of yeast & flour do not permeate the air. Inside, 
the loaves of bread & shelves of pastry are dusty & graying. But 
the ovens are never cold… 
 
As could probably be guessed, the bakery is actually a front for the 
city’s thieves’ guild, the Hand of Dusk. The guild is reportedly 
headed by the mysterious Fazul (Neutral Evil, Rogue 6/Sorcerer 3) 
himself, although he is rarely seen. The “bakery” is usually 
manned by a guild initiate, who is tasked with greeting members & 
chasing away outsiders. The back room of the store is a lounge for 
the many robbers, burglars, & enforcers in the guild, while the 
basement serves as the planning room for the various crimes & 
plots devised by Fazul & his lieutenants. It is said that the cellar’s 
tunnels lead to half the buildings in the city, & while that may an 
exaggeration, the tunnel network is the most extensive in town. It 
is even believed that there is a way to navigate through the 
passageways & end up in the sub-levels of the sultan’s palace 
itself. 
 
Healers’ Quarter 
Named for its many infirmaries & apothecaries, this district is 
home to many priests & clerics from the nearby temples. One can’t 
walk down a street here, day or night, without encountering the 
sick or injured, seeking medicine. The citizens here are 
accustomed to dealing with such people, & usually are quite 
friendly & helpful, as long as nobody causes any trouble. 
 
One of the most notable figures in this part of town is a tireless 
Sidarite priest named Mezul Mar (Lawful Good, Cleric 6). Mezul 
is a dedicated healer, whose selfless efforts have saved hundreds of 
people over the years with his healing touch. He is also the founder 
& most vocal supporter of a movement to return the city to the 
worship of Sidaru, a goal which many Sidarites see as impossible 
& many Qirusai view as blasphemous. The city’s leaders take a 
dim view of this group (called the White Paw) & their objectives, 
so they are keeping a close eye on its members. 
 
House of Alzamir Farun 
The home of the Farun family for generations, this lavish house 
serves as the headquarters for the family business. They own an 
extensive mercantile network, running caravans up & down the 
western coast. The Faruni buy, sell, & trade goods from the 
northern reaches of Sheqari to the southern depths of Yan. The 
City of God is one of their main hubs, & it is from here, in this 
very house, almost 300 years ago, that the merchant empire was 
born. 
 
The current head of the Faruni family is Alzamir Farun (Chaotic 
Neutral, Aristocrat 5/Sorcerer 6). He took over from his father, the 
great Gihaza Farun, when the elder nobleman died unexpectedly 
last year. At only 24 years old, Alzamir has a lot to live up to. 
Fortunately for him, he has a natural talent for the Secret Art of 
magic, one that he inherited from his sabi mother. Skilled as a 
sorcerer, & educated by the finest tutors that his family’s wealth 
could offer, he has an ambition that goes far beyond the confines 
of any one city. 
 
House of Jaqaz Izar-Qarul 
The Azrazi family has been a fixture in local politics for 
generations, starting with Qarim Ali Azrazi, one of the original 
founders of the city. His direct descendent, Jaqaz Izar-Qarul 
(Lawful Neutral, Aristocrat 2/Wizard 5/Loremaster 4), now 
controls the family’s interests. Jaqaz is a shrewd & savvy 
nobleman, with ties to the sultan & a genuine claim on the throne, 
should the current lord meet his final end. Named for his illustrious 
father, Qarul Azrazi, he has studied for years to learn the 
intricacies of the Secret Art. His position on the Divine Assembly 
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grants him power of yet another kind, although such influence 
never seems to be enough. 
 
The house itself lies on Center Circle Street, on the outskirts of the 
Healer’s Quarter. Most nobles live in the Minister’s District, but 
the Azrazi house still stands where it was originally built, on the 
other side of the palace. Like most homes for the upper class, the 
three houses appear to be separate buildings above-ground, but are 
actually joined by their shared basement. Although guests 
frequently stay in the upper levels, it is said that no one except 
Jaqaz & his family knows what lies in the lower floors. 
 
Lirad’s Tannery 
Past the eastern gate, outside the city’s walls, there are a few 
houses & businesses. These buildings have only been erected in 
recent years, as the town has filled up to capacity, & the Urban 
Planning Council finally approved plans to build beyond the city 
gates. One of the first shops to open on the outside was a tannery, a 
much-needed store that was quite welcome far from its grateful 
customers. 
 
The tannery is owned & operated by the pleasant & jovial Lirad 
(Neutral Good, Expert 7). A master tanner, whose family has been 
in the business for untold generations, Lirad produces fine leathers 
from any type of hide. His great skill fetches high prices, so he is 
able to buy pelts from almost anyone. His business is so good, in 
fact, that he has several apprentices training under him, despite the 
inherent unpleasantness of the work. It is suspected, however, that 
one of his trainees is stealing from him. 
 
Market Square 
If the sultan’s palace is the political & spiritual heart of the city, 
then the market square is truly its economic center. This so-called 
“square” is actually a 200’-wide circle in the southern edge of 
town, near the centermost docks. The palace may be in the 
physical center of town, but the city is built around this plaza, with 
most major streets either converging here or radiating out from 
here. 
 
At the square, you can find almost anything for sale, for the right 
price. The square is usually bustling with activity, with merchants, 
nobles, beggars, performers, servants, priests, peasants, & more. 
These varied people are there every day, from dawn until dusk, 
buying, selling, trading, haggling, stealing, & dealing. The energy 
in the plaza is palpable, & it is easy to get sucked into the myriad 
diversions & activities on display here. The commotion is perhaps 
even more frenetic on market days, & not even the recent wave of 
unsolved thefts that has plagued the city can dull the atmosphere, 
though every merchant here is watching their backs & their 
merchandise. 
 
Merchant’s Guild 
Located a mere stone’s throw from the market square, the guild 
house is where the guild of merchants directs commerce for the 
entire region. The deals that are brokered in the chambers here 
impact trade all over the western coast of Admaja. Barring the 
Divine Assembly itself, the guild is the most powerful organization 
in the city. 
 
The merchant’s guild has a tiered hierarchy, based on wealth & 
past performance. At the bottom are the Peddlers (the most 
numerous tier), followed by the Journeymen, who are supervised 
by the Tradesmen, who take orders from the elite Brokers, who 
answer directly to the Guild-Master. The current guild-master is 
none other than Zaman Abdul (Lawful Evil, Bard 6/Cleric 3/Expert 
4), the newest member of the Divine Assembly. Despite his 
dubious religious credentials, his talent for negotiations (along 
with an undisclosed amount of money that he was owed by the 

sultan) allowed him to be named to the council. Now that he has 
attained great power in the spheres of commerce, politics, & 
religion, Zaman appears to be preparing for an even greater 
acquisition, namely the sultan’s throne itself. 
 
Minister’s District 
Home to most of the upper echelon of the city’s society, this 
neighborhood is one of the most affluent & cultured places on the 
continent. It compares favorably with the upper-class boroughs of 
Meraya & Naranj. Nestled right next to the palace, many of the 
more prominent residents here have the ear of the sultan himself 
(or, at least, have the potential to gain it). 
 
Unlike most parts of town, the residents here often own every 
house on the same block. In fact, many of these neighboring 
houses actually count as single buildings, due to their combined 
basements. Because of the great amount of space that they 
command, they often invite guests to stay over as a show of 
courtesy & generousness. Lately, though, this custom has declined 
as locals have been growing more fearful & distrustful, due to the 
recent increase of burglary that has gripped the city. 
 
Numar District 
Also often called Ghultown, this neighborhood is named for the 
many half-blood, crossbreed, & hybrid people who live here 
(collectively called numari in the Archaic tongue). This part of 
town is primarily populated by half-genies, half-ghuls (who lend 
the district its nickname), & sabi. It has a bad reputation as being a 
dangerous place of high crime, low morals, & general lawlessness. 
Because of this (or perhaps caused by it), the area is seldom 
patrolled by the city guard. 
 
One of the people attempting to combat this negative image is Ali 
Jaruq (Lawful Good, Monk 6), an ascetic disciple of Waharim. A 
half-ghul who has worked hard to overcome his own personal 
discrimination, Ali now fights against the prejudice regarding his 
neighborhood. He seeks to increase guard watch, keep the district 
clean, prevent crime, & help the poor. These efforts have not gone 
unnoticed by the city’s leaders, & they have been publicly 
supportive, although their pledges of assistance have yet to be 
realized. A rumor has been spreading that the sultan & his 
ministers are angry with Ali for shedding a bad light on this 
situation, embarrassing the city & its government. 
 
Office of the City Guard 
The city guard is commanded from their headquarters, which is 
even closer to the market square than the merchants’ guild-house. 
The guards’ office is positioned here so as to take advantage of the 
proximity to the city’s major thoroughfares, allowing quick & easy 
travel through the town. A simply-furnished & austere building, 
the office holds the city’s armory, several holding cells, & meeting 
rooms for the captains of the guard. It is from this building that the 
sentry patrols are assigned, city defense is organized, major crimes 
are investigated, & criminals are interrogated prior to trial. 
 
The commander of the city guard is Key-Master Absuliqar (Lawful 
Evil, Fighter 12/Rogue 7), who coordinates & directs the 320 full-
time soldiers, as well as the almost 1,600 members of the local 
militia. He wields absolute authority over his subordinates, & he 
rarely allows anyone to forget it. A gnoll-man with a long scar 
running across his pale-furred face, Absuliqar has a well-earned 
reputation for strictness & cruelty, often harshly punishing officers 
for the smallest infraction. He enforces the law in a by-the-book 
manner, although he takes his orders directly from the sultan, & 
gives his lord’s directives more weight than any law on the books. 
He is almost universally hated & feared, & he has already survived 
one assassination attempt this year alone. 
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Pahari Enclave 
This neighborhood, on the west side of the city, near the shore 
between Center Circle & Outer Circle streets, is named for the 
many Pahari that live here. Nearly all of the city’s Nuzaqanasi (as 
pahari are sometimes called) reside in this part of town. This is 
also home to many lizardfolk, half-marids, & masabi, who feel at 
home among their aquatic brethren. The district is quiet & orderly, 
although it has a strange, alien feel to it that is disconcerting to 
most humans, including the city’s leadership. 
 
This part of town has many shops & other businesses that cater to 
the needs of exotic beings. One such store is the Raw Fin, a fish 
restaurant specializing in the culinary needs of Pahari. The eatery 
is owned by a Pahari man named Quffah (Chaotic Good, Fighter 
2/Sorcerer 4), who inherited it from his maternal uncle. He 
normally runs a tight, profitable shop, but lately a series of 
accidents has surrounded the place, threatening to end the 
successful business. He suspects that the accidents may have been 
the work of some party trying to drive him out, but he’s not sure 
who to blame, if anyone. 
 
Palace Square 
Located on Center Circle Street, directly in front of the sultan’s 
palace, this plaza serves as an unofficial political forum, a place 
where citizens can discuss issues & declare their grievances. The 
area is, perhaps unsurprisingly, heavily patrolled by the city guard, 
& sometimes they break up protests or arrest vocal dissenters. Still, 
this is probably the best place in the city for the average citizen to 
have their voice heard by the powers that be. 
 
The “square” is a wide triangular plaza, directly between the 
palace compound itself & the Divine Assembly Hall. At each 
vertex of the triangle is a public well, & many booths & tents are 
often found along its edges. These stands are mostly little shops for 
vendors, whose wares are more apt here than at the market square. 
There are also stands for various religious & political movements, 
usually those that are just getting started in the city or otherwise 
have little influence. The sultan mostly permits these displays, so 
long as they are not disruptive, but his patience has seen its limits 
several times in the past. 
 
Pilgrim’s Road 
Its official name is Cape Road West (at least within the city limits), 
& it runs from the market square, out through the Western Gate, & 
onward to the city of Salah in Burdusq. Every day, merchants & 
pilgrims travel this road, either coming from Burdusq or heading 
towards that northerly region. The road is also known by its more 
famous name, Arch Rock Road (Safar Alquba), so named for the 
many natural arch formations that can be seen in the rocky hills 
along the road. 
 
Like the Caravan Road, this highway is just a hard-packed dirt trail 
for most of its length, but is laid with gravel & cobblestones near 
the city limits. It is patrolled & maintained by soldiers from the 
city, after bandits waylaid the former sultan’s caravan & killed him 
three years ago. The bandits have mostly been eliminated, but 
those that remain grow ever more desperate & cunning. 
 
Prison Houses 
Far from the well-traveled center of the city lies a block of six long 
buildings, which form a single complex with a conjoined basement 
level. The main difference between this complex & other similar 
buildings nearby is that its walls are twice as thick, & its tiny 
windows are crossed with iron bars. It is here that the city guard 
houses its prisoners, bound in shackles & clad in simple red cloths, 
for the duration of their punishment. They are sometimes marched 
out to work in the city, tearing down buildings & digging 
foundations, or simply for the mockery & shame of the law-

abiding citizenry. Those who have committed the most heinous 
crimes suffer their torment here, although most executions are held 
in the palace square. 
 
Overseeing the affairs of the prison is the warden, Mumar aq-
Zehim (Lawful Neutral, Fighter 10/Ranger 3), who reports directly 
to the captain of the city guard. He is a stern man, whose eyes are 
as gray & dull as his hair. Even his skin has an ashen cast, as if he 
were drained of all color & life. He performs his duties with 
efficiency & practicality, but without malice or passion. It is said 
that he once was a much more vibrant & cheerful man, but that 
some great tragedy took a part of his soul from him, without hope 
of return. 
 
Qadami’s Custom Caravans 
Strategically placed at the corner of the Pilgrim’s Road & Center 
Circle Street, Qadami (Chaotic Evil, Ranger 5) has been providing 
supplies to travelers for almost twenty years. The main building 
holds Qadami’s various wares, including saddles, harnesses, tents, 
wagon parts, jugs, rations, dried grains, blankets, bolts of cloth, & 
other essentials for long-term journeys. The other two buildings are 
a stable-house for riding/pack animals & a storehouse for hay & 
excess merchandise, respectively. 
 
Qadami himself is an unpleasant man in his late forties, with long 
dark hair worn in an intricate braid. He hails from the Sahra Basit, 
or so he claims, although anyone who knows him well can attest 
that he is not to be trusted. He is a smooth-talking salesman, with a 
talent for words & a convincing (if mirthless) smile. He is believed 
to have ties to the Hand of Dusk (the city’s thieves’ guild), & can 
often be found near Fazul’s Bakery. With the recent crime wave, 
suspicion has been cast upon this merchant from many parties, & 
not without cause. 
 
Qurab’s Metal & Glass Works 
Near the docks, in the westernmost corner of town, is a simple 
smithy with a sign depicting a hammer smashing a wine bottle. 
This unremarkable shop is notable for two things: its chimney has 
belched smoke constantly for years, & it offers perhaps the best 
metalwork & glassware in the region. The axes, bottles, chainmail, 
daggers, goblets, helms, jugs, polearms, shields, & swords 
produced here are of exquisite quality, & they fetch appropriately 
high prices. There are several other metalsmiths & glassworks in 
town, but everything here is of masterwork quality at least, & some 
wares are said to have magical properties. 
 
The store was founded by Qurab (Lawful Good, Fighter 2/Expert 
2/Paladin 4), a former adventure with a storied past, full of exciting 
exploits & legendary events. A lizardman with lustrous teal scales, 
he always has a tale to tell, & will gladly regale anyone who will 
listen with his many dramatic anecdotes. He is less involved with 
the day-to-day operations of the smithy than he used to be, leaving 
the bulk of the work to his talented apprentices (a narsabi, a gnoll, 
& a dvernin). He still stops in regularly to oversee the business, but 
he is largely occupied nowadays with various expeditions in the 
surrounding wilderness. 
 
Shaqad Bay 
A narrow inlet of the Quis Sea, next to the Strait of Nasid, this bay 
forms the mouth of the Hasini River. Ships coming to or from the 
river must pass through this bay, so the city receives a lot of 
maritime traffic, possibly more than any other port on the west 
coast. The city is built at the tip of a natural cape, which helps to 
attract sailors. Merchants, explorers, naval officers, & pirates pass 
through the bay every day, & most of them make a stop at the 
city’s wharf on their way through. 
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The bay itself is deep & calm with few shoals or reefs, protected as 
it is from the volatility of the sea by the nearby island of Jual 
Jahazi. As a busy port, the bay has its fair share of shipwrecks, 
despite conditions that make foundering somewhat unlikely. 
Perhaps the most famous wreck is that of the Ibar Hazanim (the 
Golden Lady). Laden with passengers & cargo, she set sail on her 
maiden voyage to the western continent. Within minutes of leaving 
the dock, she struck an unknown obstruction & began to sink. 
Other ships & even aquatic folk tried to rescue her passengers, but 
the currents prevented them, & it seemed some dark magic was 
determined to bring the ship & her crew down. It is thought that a 
dreadful curse was to blame, or perhaps a ruthless sorcerer; 
regardless, the anniversary of that fateful day nearly 100 years ago 
is still considered an ill-omened time to sail. 
 
Smoking Lion Inn 
This café, which has been in business for over 80 years, is unusual 
in several respects. For one, it is in the middle of the temple 
district, within sight of the palace gates. For another, it looks 
almost nothing like an inn; only the sign of a lion’s head wreathed 
in smoke distinguishes it from a normal middle-class residence. 
Lastly (& most importantly), this shop caters to the social elite in 
the city, the rich & powerful. 
 
The inn is a social club for ministers, noblemen, merchant princes, 
& other high-class clientele. Its proprietor, a half-genie named 
Dahar Si (Neutral Good, Bard 11), works hard to ensure that the 
atmosphere is comfortable, elegant, & (above all) exclusive. To 
that end, he employs an impressive staff of hostesses, waiters, 
chefs, assistants, bodyguards, & courtesans, which can meet the 
needs of nearly any customer. Dahar’s most pressing problem is 
dealing with an unexplained cash shortage, which has been 
increasing in recent weeks. 
 
Sultan’s Palace 
The tallest, largest, & most impressive building in the city by far, 
the palace of the sultan is the singular focal point of the entire 
town. It dominates the skyline, casting a long shadow over the 
neighboring buildings & dwarfing everything else in the area. 
Surrounded by thick stone walls (in the same style as the walls that 
form the city’s perimeter), the palace grounds contain a number of 
other buildings, which form a private complex for the royal family. 
 
Originally built as a great temple dedicated to Qirus, this opulent 
cathedral was converted to house the sultan & his servants shortly 
after its construction. Whenever its religious role is mentioned, the 
palace is referred to as the Superior Temple, to differentiate it from 
the Common Temple of Qirus nearby. It still serves as a private 
temple for the city’s most elite members, although the remaining 
prayer chambers make up only a tiny part of the immense estate. 
 
The palace itself is three stories tall, made of chalk-white 
sandstone with golden accents. At each corner of the palace is a 
four-story tower, & a five-story tower tops the center of the 
building. Surrounding the palace are seven ancillary buildings, 
which serve as stables, servants’ quarters, & storage-houses. 
Below the ground, the palace has several basements as well; it isn’t 
known with any certainty how many sub-basements there are, as 
even the sultan’s ministers disagree. It is said that there are tunnels 
leading from the palace’s basement to any number of destinations 
around the city. 
 
The current sultan is Usaf aq-Simur (Lawful Neutral, Cleric 
16/Pharaoh 4), a serious & practical ruler. His father, Zaman aq-
Simur, was a decadent & carefree sultan, prone to throwing 
sumptuous parties & delegating most duties to his ministers. When 
Zaman was slain three years ago by bandits while on a journey, his 
eldest son Usaf took the throne. While Usaf does enjoy the many 

pleasures & privileges of his office, he is far more reserved & 
dutiful than his father, determined to bring back respect & 
authority to the sultanate. He has largely accomplished this, & the 
city has benefited greatly from his guiding hand, although he has 
gained enemies who prefer the way things were when his father 
was in charge. 
 
Temple of Akasha 
Between the Pashatai temple & the Divine Assembly Hall, near the 
Smoking Lion Inn, is this church, dedicated to the Lady of Light. 
One of the more ornate temples in town, it is meant to project an 
image of sophistication & wealth; in this, the Akashans have been 
quite successful. The clergy have been proselytizing to the upper 
class in town, hoping to convert them & gain powerful followers; 
they have been less successful here. 
 
The head of the temple’s clergy (if you could call him such a 
thing) is a kind, earnest man named Mal-Malaz (Chaotic Good, 
Cleric 9). He has been striving to earn the devotion of the nobles & 
merchant princes, but his efforts have been recently derailed, & it 
appears that he is currently out of his element. Several converts 
have turned up dead lately, & now an Akashan priestess has been 
found murdered. The string of untimely deaths has cast a pall on 
the entire church, & Mal-Malaz is desperate to stop the killing & 
end this crisis before it ruins the hopes of his faith. 
 
Temple of Limalia 
Perhaps the least popular church in the city, this temple is 
dedicated to the Queen of Trials. The Limalites here are mostly of 
the Wayfarer sect, although a few members of the Taqwa sect stay 
here, as well. The temple is austere, both inside & out, with few 
decorations of any kind except for some depictions of a wolf & a 
few prominent pieces of lapis. There are no pews or chairs for 
followers to sit in, so they must either stand or kneel on the 
wooden floor. 
 
The high priestess of the temple is Sharun izd-Riqa (Neutral Evil, 
Cleric 12/Master of the Wastes 2), a dour & aloof Terisabi woman 
with shiny gray skin & abysmally black eyes. She works hard to 
ensure the survival of her temple, despite almost-constant setbacks. 
Attendance has never been high, but lately even long-time 
worshippers are absent, & the intolerance of the city’s leaders 
seems to be increasing. If these trends continue, Sharun fears that 
the church will be unable to pay their taxes & be run out of town. 
 
Temple of Pashati 
This temple, officially known as the House of the Riverqueen, is a 
simple church, with little decoration inside or out. Services are 
usually held in the early morning before breakfast, or in the early 
afternoon after lunch, & attendance is fairly high (among Pashatai, 
at least). The temple has no doors, with bead curtains providing the 
only dividers. Bead curtains are also in all the windows, which are 
mostly round & without glass. All of the temple’s chambers are 
irregularly shaped, with many curves, & there are many glassed 
sun-roofs, which provide a lot of natural light. 
 
Worship of Pashati is informal & unceremonious, so there is little 
in the way of hierarchy within the clergy. That said, one of the 
most prominent members of the church is Lady Ziria (Neutral 
Good, Cleric 5/Druid 1), a vocal proponent of religious freedoms 
within the city. An ardent & much-loved healer, she is popular 
among the citizenry, earning much praise & raising awareness for 
her church. Her stance on religious equality makes her something 
of an adversary to the city’s leaders, who disapprove of her views, 
& would prefer an exclusively-Qirusai culture. 
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Temple of Qirus 
Also known as the Common Temple (or the People’s Temple), this 
church was built in 77AF at the behest of the sultan at the time, 
Mansur aq-Equt. The sultan’s palace still served as the Stoic 
Watcher’s primary temple in the city, & Mansur wanted to keep 
the common citizenry out of what he felt was his private domain. 
He ordered the construction of a new Qirusai temple, so that the 
city’s residents (with the possible exception of the upper-class) 
would have no need to enter the palace without his express 
permission. 
 
This temple is not nearly as ornate & well-decorated as the 
Superior Temple in the palace. Like most local temples, it is 
simply-adorned, with thick columns & a strong leonine motif to 
honor the Lion God. Behind the preacher’s podium, on a raised 
dais, sits a replica of the Light of Hope, which shines whenever the 
natural sunlight that streams through the stained glass windows is 
insufficient. Services are held at sundown every day (although the 
Day of Dhuqa is by far the most popular), & attendance is usually 
quite high. Turnout is so good, in fact, that the clergy here are 
hoping to expand & build another temple nearby. Right now, 
though, the city’s crowded nature & the Urban Planning Council 
are stymieing efforts to procure a new building. 
 
Temple of Sidaru 
The city was originally founded by Shimha Qirus himself, which 
he dedicated to his patron god, Sidaru. The citizens, however, 
began to worship the messenger & forgot the message. In this 
manner, the church of Qirus rose to supplant the Questioner of 
Souls, & in time, Sidarites became a rare sight in town. Their 
church is poorly attended, & is largely subsidized by followers 
from outside the city, who feel that it is important to maintain a 
presence here. 
 
The temple’s interior is a gloomy place, with poor lighting & black 
marble on most surfaces. The altar is a square chamber, as are most 
rooms in this building, & each row of pews has a long table in 
front of it, for worshippers to write upon. The clergy serves as the 
city’s coroners, collecting bodies, administering rites (officially in 
the name of Qirus), & issuing death certificates. The few Sidarites 
in town are mostly lawyers & doctors, although more than a few of 
them keep their devotion a secret from the general public. 
 
Zekai’s Map Shop 
North of the hectic center of town, on a quiet street, lies a small 
store with a weathered sign, almost unnoticed among the nearly-
identical buildings. This store, however, contains wonders that can 
be obtained almost nowhere else, & it is for this reason that 

business has been good & steady for over four decades. Between 
the precariously-piled stacks of paper, parchment, & vellum, 
beyond the shelves overflowing with inkwells, paintbrushes, & 
scrolls, there is a small cluttered counter. Behind that desk sits the 
unassuming Zekai, the mapmaker. 
 
An officially-licensed member of the Cartography Guild, Zekai 
(Chaotic Good, Expert 9) is reputed to be one the best map-makers 
that the world has ever seen. A humble old man, he trains his two 
apprentices (Nashan & Aki) at night, while they staff the store by 
day. He is getting on in years, & is expected to hand over the shop 
to one of his pupils sooner or later. It is however a mystery which 
of the two he prefers, as he treats them both with equal affection & 
severity. 
 
Zuhahul Hills 
Immediately to the north of the city is a chain of rocky hills, 
stretching for over a hundred miles, with little vegetation or even 
loose soil. Few creatures can survive in this barren landscape, but 
those that do are quite hardy (& are often predatory). The hills 
themselves aren’t extremely tall, & most of them rise only a few 
hundred feet over the surrounding lowlands. 
 
There are at least three nomadic tribes that travel through these 
hills during their migrations. One such tribe is the Red Tooth 
(Jinojekundu) clan, an extended family of aazlai who worship 
Umaj. Their chief is Khalfani (Chaotic Neutral, Barbarian 12), a 
cheerfully-haughty patriarch whose optimism has gotten his clan 
through many dire times. Every year, he leads them south to the 
city’s walls to trade with the local merchants. They exchange rare 
pelts & tribal weapons for metalwork & water pouches, which is 
beneficial to both sides. The arrangement is fragile, though, as 
neither side fully trusts the other. 
 
Total Assets: 159,550,000gp. 
 

Racial Demographics 
Humans = 43% (13,721) 
Lizardfolk = 20% (6,385) 
Gnolls = 14% (4,466) 
Kobolds = 11% (3,510) 
Sabi = 6% (1,914) 
Half-Genies = 3% (957) 
Half-Ghuls = 2% (638) 
Others* = 1% (319) 
 
* = Pahari, Aazlai, & Houri, mostly 
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Pictured: This was the banner for the City of God early in its history; this banner was replaced with the current version around the year 80 AF. 
 

 
Pictured: A thumbnail (12.5%) of the City of God. Click on the image to be linked directly to the full-sized map (3,300×2,550 pixels) hosted on 
DeviantArt. 
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Dajajah 

 
Population: 20,258 (large city) 
Demographics: 38% human, 21% sabi, 15% half-genie, 11% 
kobold, 7% gnoll, 4% half-ghul, 3% lizardfolk 
Dominant Cultures: Local 
Government: Constitutional monarchy 
Notable Religions: Akasha, Limalia 
Main Alignment: Neutral Good 
Notable Vassals: Alsamt, Ashiz, Bahadum, Lawaq 
On the coast of the Ramul Sea, in the southeast of the Arid Plains, 
is a city famous for its year-round population of waterfowl, such as 
gulls, geese, ducks, & swans. This city-state, named Dajajah (dah-
JAH-jah), is nestled in between cliff-lined coastlines that stretch 
for miles in both directions. These tall bluffs funnel large numbers 
of migratory birds & other flying creatures toward the windy 
valley that Dajajah was founded in. 
 
Populated by many djinni, half-djinni, & especially hawasabi, the 
city is relatively tolerant of genie-kin (if not actual genies 
themselves). The most famous citizen here, in fact, is a hawasabi 
named Haqalil ral-Shuqa (Chaotic Neutral, Aristocrat 3/Bard 6), 
the so-called Caliph of Dajajah. This charismatic individual has no 
claim to the sheikh’s throne, either here or anywhere else, but his 
antics have garnered a lot of attention regardless. 
 
Dajajah has a thriving fishing industry, & also a few sea-worthy 
barges running to Zurqim. The barges sometimes make a run up to 
Nahraldikh or Rizzadobo, giving the Nizal Peninsula a wide berth. 
The sheikh’s greatest fear is the capture of one of the city’s ships 
by the Ostazai Empire, the vessels are often armed or manned by 
mercenaries hired to defend against acts of piracy. The citizens 
also make a good living hunting the many birds that fish in the 
clear shallow waters offshore. 

 
Recently, one of the ships returning from Nahraldikh has been 
stricken with an outbreak of a vile disease known as Hadab-Gazila 
(AKA the Slimy Doom). The sheikh has ordered the ship, the 
Sisana-Mashazi (the Coast-Walker), put under a strict quarantine, 
lest the disease spread to the citizens of Dajajah & create an 
epidemic. Other ships visiting Nahraldikh have not been so 
afflicted, so it is something of a mystery how this ship was infected 
in the first place. 
 
Dajajah is often hit by fierce storms from both the sea & the desert 
as well, making the locals both hardy & adaptable. The buildings 
are low, with thick walls, & many buildings have underground 
chambers. There are few windows, & none are filled with glass. 
This architectural style has been imitated extensively in the City of 
God, of all places. The Dajajai style is also used in places where 
the local weather is harsh & unpredictable, such as Maisan. 
 
A somewhat isolated city-state Dajajah & its vassal settlements are 
separated from the rest of the continent by the Dunes of 
Hazaliqabazad. This restricts travel to this comparatively-pleasant 
valley, & makes for a rather unique culture. It was once part of the 
kingdom of Shadaz, before being conquered by the Admajai, but 
Dajajah has always had its own exclusive traditions & customs. 
 
Religiously, the people of Dajajah are fairly secular, bordering on 
the indifferent. Akasha is the most commonly-worshiped deity, but 
there are shrines dedicated to Limalia, as well, mostly for the sake 
of the sailors & dock workers. Unlike most places on Siraaj, in 
Dajajah, religion is a private, understated affair, & advertising or 
proselytizing one’s beliefs is considered uncouth. 
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Darb 

 
Population: 11,081 (small city) 
Demographics: 70% human, 12% sabi, 7% half-genie, 5% half-
ghul, 3% kobold, 1% gnoll, 1% lizardfolk 
Dominant Cultures: Local 
Government: Military junta 
Notable Religions: Daq, Johoum, Maqur  
Main Alignment: True Neutral 
Notable Vassals: Qahin 
 
In an isolated valley on the western edge of the Arid Plains, 
surrounded by rocky highlands on three sides, there is an 
impressive fortress-like city-state. This is Darb, the City of Walls, 
& its walled nature was inspired by the nearby city of Babalarud, 
even though its geography is more reminiscent of Dajajah. Known 
mostly for its many remarkable fortifications, both surrounding the 
city & within it, the city is divided into several separate boroughs. 
 
These walls & gates have successfully protected Darb from 
invasion many times in the past, especially from the Ostazai 
Empire (& the Admajai before them, & the Shadazai before that). 
A politically neutral nation, its citizens are still rather wary of their 
neighbors, & not entirely without reason. The Darbai were once 
more affable & outgoing, before the many attempted invasions 
caused them to become somewhat insular & self-sufficient. It is 
thought that the hardship brought by the Ten Dark Years were also 
a factor. 
 
The people of Darb make a respectable living farming their 
temperate fields & hunting in the sparse surrounding woods. They 
only trade with the cities to the south (Babalarud, Zurqim, & 
Dajajah) on a limited basis. More than one merchant guild has 
attempted to broker a commercial contract with the city-state, only 
to be rebuffed. 

 
Although the locals are predominantly human, several other races 
are proud members of Darb society. The city-state is notable for its 
population of dao-kin, although full-blooded dao are a rare sight. 
There are many half-dao & Terisabi who call Darb home, & it is 
largely because of them that the city’s stonework is of such high 
quality. The only real racial prejudice seen here is against ghul-
blooded creatures, due to the belief that ghuls could make short 
work of their mighty walls (or circumvent them altogether). 
 
The current government of Darb is in the control of military 
leaders, who took over 15 years ago in a coup. The locals put up 
with the junta, so long as it doesn’t interfere with their lives overly 
much. For the most part, the regime has been wise enough to 
oblige. 
 
As far as religion is concerned, most of the citizens are Daqites, & 
they are quite devoted to Daq’s teachings. Both Maqur & Sunya 
have secret cults here, but they are fringe faiths, & have very little 
impact on the city’s affairs as a whole. The Maqurites were hit 
hard by the coup, losing many of their noble adherents, as well as 
their base of power, to the condemnation of the junta. They now 
work from the shadows of the city to overthrow the military 
regime, calling themselves Al Haraqin (which loosely translates as 
“the burning”). 
 
Darb’s most infamous citizen was half-mad mage named Amula 
izr Zaqrazam (Chaotic Neutral, Wizard 13). The eccentric mage 
was notorious for creating the first sand golem, only to be killed by 
the automaton shortly afterward. Although his work ended in tragic 
failure, other mages later read his notes & were able to make more 
such golems. Thus, it is commonly believed that the presence of a 
sand golem is a sure sign of sorcery nearby. 
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Fandaq 

 
Population: 10,610 (small city) 
Demographics: 28% human, 21% kobold, 17% half-genie, 14% 
sabi, 10% lizardfolk, 6% gnoll, 3% half-ghul 
Dominant Cultures: Local 
Government: Authoritarian plutocracy 
Notable Religions: Adimas, Pashati, Qirus, Sidaru 
Main Alignment: Chaotic Neutral 
Notable Vassals: Sahaba, Zimbal 
 
Situated on both sides of the Hasini River is the city of Fandaq 
(FAHN-dock), the City of Wonders, connected by several bridges 
& fords. Possessing a predominantly service-based economy, this 
city-state produces no real goods of its own. Instead, its value is as 
a diplomatic & exchange waypoint, a place where people can meet 
& discuss their differences & similarities in comfort & enjoy the 
city’s legendary hospitality. 
 
Fandaq’s commercial center is a lively avenue called Hostel Row, 
a street lined with hotels, inns, cafés, & plazas, where something is 
always happening & someplace is always open for business. The 
city is famous (or perhaps infamous) for its many brothels, 
bordellos, “lounges”, & theaters. There is a bustling mercantile 
industry here, with several rival merchants’ guilds & constant trade 
going up & down the Hasini River. Although the city already has 
several trade deals with Naranj, attempts are being made by the 
city’s merchant princes to negotiate an agreement that will create a 
mutually-beneficial joint shipping syndicate. 
 
One such merchant prince is the clever half-efreet Nuri izr-Elaqras 
(Chaotic Good, Bard 6/Expert 1), a silver-tongued trader who is 
looking to broker an exclusive deal with the Naranjai. His 
mercantile company, the Trailblazers, is a relatively-small shipping 
business, but is always searching for talented individuals, & is 
hoping to begin some aggressive expansion. Rival companies are 
worried about this dynamic new competition, & are attempting to 

sabotage the venture. Most troubling to other interests is the 
Trailblazers’ ability to deliver shipments at nigh-impossible speeds 
without ever being seen on the road. 
 
The rule of law is somewhat lax, so Fandaq is rife with corruption, 
intrigue, & under-the-table dealing of all sorts. Street crime is a 
growing problem city-wide, with robberies, assaults, & murders 
being a daily occurrence. Merchants are always hiring guards to 
protect their caravans & barges from bandits, thugs, & other 
scoundrels. The competing mercantile guilds, combined with a 
perennially-neutral thieves’ guild, contribute to this dangerous 
situation. 
 
Long ago, in the Age of Kingdoms, Fandaq served as an outpost 
for the then-young nation of Ilud. It was a predominantly-human 
town back then, before the arrival of kobold refugees from up 
north. Now, the growing city-state boasts possibly the most diverse 
population on Siraaj, with humans only constituting a little over a 
quarter of the city’s populace. Genie-kin of every variety live here 
(in roughly-equal amounts) side by side with lizardfolk, gnolls, & 
half-ghuls. People of all races come here to marvel at the city’s 
tolerance, & more than a few of them decide to stay & enjoy it on a 
more permanent basis. 
 
All of this racial diversity in Fandaq has translated into religious 
freedom, as well. The city has prominent temples dedicated to 
Adimas, Pashati, Qirus, & Sidaru. There are also shrines to 
Akasha, Daq, Johoum, Limalia (known here as Al’Amal), & even 
Zaia. No place else on Siraaj can claim such a rich collection of 
competing faiths. 
 
As the City of Wonders, Fandaq is a bazaar of the bizarre, a place 
of many marvelous & extraordinary sights. It is host to the only 
true Alchemy Guild on Siraaj, a palatial estate on the edge of town, 
from which explosions can often be heard, & nightly firework 

103



displays are the norm. The city also boasts the School of Song, a 
prestigious academy for the greatest entertainers in the world, 
which often hosts concerts for the masses on a regular basis. This 
is also home of the Dar-Amal (“House of Hope”), a semi-secret 
meeting hall for half-genie & sabi families, where genie-kin can be 
safe among their own kind, & non-genie parents can rely upon 
each other for support. 
 

Perhaps the most overt wonder in all of Fandaq, though, is the 
Grand Bazaar. A market unlike any other, this weekly event is 
where almost anything can be found, even things found nowhere 
else. And it is here that almost anything can be bought & sold, 
even magical items, which are not normally found in public 
markets. There is a limit to the people’s tolerance for magic, 
though, & spellcasting in the Grand Bazaar is as strictly prohibited 
as it is elsewhere, lest is cause a panic. 

 

Luardo 

 
Population: 9,189 (small city) 
Demographics: 74% human, 9% sabi, 6% half-genie, 4% 
lizardfolk, 3% kobold, 2% pahari, 1% half-ghul 
Dominant Cultures: Iludai 
Government: Theocratic republic 
Notable Religions: Adimas, Limalia, Maqur, Pashati, Qirus 
Main Alignment: Lawful Neutral 
Notable Vassals: Qashura, Ziur 
 
The city-state of Luardo (loo-AHR-doe) is the largest settlement 
on the island of Jal Ziffa, off the western coast of Admaja. Once an 
isolated fishing town overlooking the Qius Sea, Luardo was only 
nominally part of the Admajai Empire. Now an independent entity 
with vassals of its own, this town is a rapidly-developing power, 
quickly becoming a center for the nascent sailing & shipping 
industries. 
 
Luardo is a boomtown with a lot of potential for further 
advancement, despite many potential threats. The city is frequently 
attacked (or threatened with attacks) by the she-da-zhong. It is also 
the target of some recent attacks by the so-called Corsairs, a ragtag 
pirate cartel hailing from somewhere in the western seas. The 
ruling council is attempting to form a mutual defense coalition 
with other coastal cities, such as Zawraq & Sabur, but is having 
mixed results. 
 

Recently, Luardo’s prosperity has been endangered by an 
altogether different threat. Due to the increasing coastal assaults, 
the dock workers have been demanding hazard pay, which is 
something that their employers are quite opposed to doing. The 
city’s leaders are attempting to broker a compromise, but the 
workers have formed a union, complicating the situation. If 
something doesn’t happen soon to resolve the impasse, union may 
strike, further escalating the already-tense dilemma. 
 
Luardo is famous for its gigantic lighthouse, which towers eleven 
stories into the sky. It was commissioned by the city’s adopted son, 
the eccentric nobleman Aziz Mamud Al-Haddad (True Neutral, 
Bard 9). Originally from the city-state of Raqam, Aziz came to 
Luardo 25 years ago & quickly became a local celebrity, 
eventually sitting on the ruling council. He used his wealth & 
influence to build a much-needed tower, which would replace the 
old lighthouse which had been destroyed by a fierce storm not long 
beforehand. Designed to be reminiscent of the abandoned 
lighthouse in Raqam, only much larger, the tower can be seen from 
many, many miles away, & is so large that it houses the city’s 
militia. 
 
As perhaps should be expected for a place with such close ties to 
the sea, Luardo has a large Pahari enclave. There are over two 
hundred Nuzaqanas dwelling here, more than in any other city (at 
least, any other city above the waves). There are also several full-
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blooded marid living in secret here as well, & as a result, the 
population of half-marid & water-sabi is rather high. The city is 
proud of its maritime traditions, & the aquatic residents are 
appreciated & respected. 
 
The people of Luardo primarily worship Qirus, but Limalia & 
Pashati also has a strong presence here. Some people worship 

Adimas or Maqur in secret, but those faiths are no more than 
hidden cults, with little influence or hope for significant expansion. 
Limalia’s presence has been growing recently as a sort of pagan 
import from the northern coasts, introduced by sailors & fishermen 
who go out to the shoals instead of casting nets close to the harbor. 
If this trend continues, then one day the Limalites may rival the 
church of Qirus for the soul of the city. 

 

Maisan 

 
Population: 7,737 (small city) 
Demographics: 60% human, 24% kobold, 7% sabi, 4% half-genie, 
2% lizardfolk, 1% half-ghul, 1% gnoll 
Dominant Cultures: Hijra, Nomadic Tribal, Sulafati 
Government: Theocratic monarchy 
State Religion: Adimas 
Main Alignment: Chaotic Neutral 
Notable Vassals: Hagaj Qarim, Lazahi 
 
In the northern foothills of the Satha Laylanuha, there lies a small 
city-state, on the southeast edge of the Sea of Fiery Knives. Swept 
by frequent dust storms from the desert, & a frequent target of 
dragons roaming southward from Azhan, the city, named Maisan 
(MY-sahn), is almost always recovering from some disaster or 
another. This has produced a tough, practical, hard-working 
people, albeit a people that can be a bit brusque & grim, at times. 
The locals have little to cheer about, but they struggle ever on, 
without much hope for better times ahead, & little memory of the 
brighter days long past. 
 
Maisan was once the site of an oasis that was fed by runoff from 
the mountains, but the area has become more arid over the years, & 
the oasis has mostly dried up as a result. The city still subsists on 
the water provided by the hot springs in the area, but this water is 
barely enough to provide for the citizenry. Many residents have 
left the city since the drought began, having gone south through the 
mountains or west to Burdusq & Sheqari. 

 
The ruling bey, Ghada izud-Haqara (Neutral Good, Fighter 
6/Ranger 3), faces a number of thorny issues that trouble her 
beloved city. One of the most distressing concerns is the existence 
of a cabal of sorcerers & wizards operating in the area. This group, 
called the Circle of Jalud, is highly secretive, & only makes their 
presence known when they wish to send a message. The bey has 
sent investigators to root out the circle, only for them to turn up 
dead shortly thereafter. Their motivations are unknown, but it is 
believed that they are preparing for some sort of impending event. 
 
Maisan used to be a thriving mining & manufacturing town, famed 
for its high-quality weapons, armor, & Sathan rubies. The ruby & 
iron mines in the mountains to the southeast are largely abandoned 
now, though, but are far from tapped out. The mines have been 
overrun time & again by deadly monsters, & for the past few years, 
the ruling bey has forbidden new mining until the mines have been 
cleared out & secured. The bey wants the locals to thrive, though, 
& is desperate for a way to restore her beloved city to its former 
prosperity. 
 
The city has a number of efreet-blooded people, including an 
enclave of half-efreeti, & many narsabi mixed with the general 
public. Although Maisan is predominantly human, it also has a 
large number of kobolds, the result of the emigration from the 
long-lost kingdom of Haz-Hurad known as the Hijra. Due to this 
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resettlement so long ago, the city’s culture is quite well integrated 
& tolerant, given its secluded geography. 
 
Maisan as a whole worships Adimas, whose concern with chance 
& good fortune have endeared the Gilded Eye to Maisan’s 
residents. The Church of the Falling Feather (as Adimas’ church is 
known here) is very strong, & has strong ties to the local 

government, including the bey herself. Persistent rumors exist 
claiming that a cult of Maqurites is operating nearby; while the 
claims remain to be verified, it is a strongly-held belief among 
certain circles, & the ruling bey uses it to garner support for her 
defense & recruitment efforts. The only other religion of note here 
is the church of Warahim, which is primarily in the foothills & 
vassal towns surrounding the city. 

 

Mamluk 

 
Population: 9,822 (small city) 
Demographics: 96% human, 2% sabi, 1% gnoll, 0% lizardfolk, 
0% kobold, 0% others 
Dominant Cultures: Local 
Government: Imperial occupational force (formerly a 
constitutional monarchy) 
State Religion: Johoum 
Main Alignment: Lawful Evil (formerly Neutral Good) 
Notable (sub-) Vassals: Aqtam, Asuad, Dilam 
 
Formerly known as Maziraluq (“God-Child”), the town of Mamluk 
(mom-LUKE) is a vassal of its powerful neighbor, Ostaz. The 
larger city-state has transformed itself into an expansionist empire 
in recent years, & annexed Mamluk about 10 years ago, becoming 
the would-be Ostazai Empire’s first & most important conquest. 
On the southern edge of the Nizal Peninsula, in the easternmost 
Arid Plains, this town now serves the empire’s interests. 
 
Now surrounded by newly-built walls & fortifications, Mamluk is 
a formerly-pleasant place that is now heavily put-upon by the 
domineering Ostazai. Its citizens are longing to be liberated by 
anyone brave or powerful enough to take on the empire. The kernel 
of the city has been cracked, & there is widespread slavery & 
deprivation. A majority of the town’s available natural resources 
are being stripped away & taken to the imperial capital, leaving the 
locals here with little to keep for themselves. The people here are 

tired, hungry, & fearful, so they are desperate to shake off the yolk 
of oppression. 
 
Populated almost exclusively by humans, Mamluk doesn’t have so 
much as ghettos for other races any longer. The Ostazai are 
xenophobic & prejudiced against non-humans, so they instituted a 
policy of forced relocation here, displacing thousands of non-
human people. Once slavery began in earnest, those remaining 
non-humans were rounded up & sold away. The possessions of 
non-humans, including their homes & land, were seized by the 
empire & repurposed. 
 
The state religion of the Ostazai Empire is the worship of Johoum, 
the Iron Sun, so Johoumism is enforced in Mamluk, as well. There 
are no formal temples to other gods, although Maqur seems to have 
some secretive following under the name Al-Khawan. The worship 
of other deities is illegal here, & punishment for possessing 
another god’s iconography is harsh. Some citizens still revere Al-
Muqadar (Daq), however, & the secret resistance movement (the 
Maziraluq Freedom Force) use Pashati’s symbol as a rallying icon. 
Mamluk is occupied by a brigade of the imperial army, who takes 
orders from Overseer Jaruq Azmar (Lawful Evil, Fighter 2/Wizard 
5/Eldritch Knight 8). Jaruq is a cruel, efficient master, quickly 
dispatching anyone or anything that interferes (or even threatens to 
interfere) with his vision of what Mamluk should be. He 
supposedly takes orders from Ostaz, but he has been given a wide 
amount of leeway to do as he sees fit, which he has taken great 
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advantage of over the years. Universally despised, he is now 
something of a despotic warlord in his own right, with almost 
enough power to rival the emperor himself. He resides in the so-
called Palace of the Overseer, which used to house the Potentate 
(who is now is hiding, although the Ostazai have declared him 
officially dead). 
 
Other notable features in Mamluk include the ever-expanding 
prison complex, the imperial barracks, & the city walls (which are 

under construction). The Temple of the Iron Sun used to be 
dedicated to Pashati, & still shows some subtle signs of Pashati-
worship. The arena (where gladiatorial games are often played) & 
the slave market were built on land once owned by non-humans, 
mostly kobolds & gnolls. There is also an extensive slum area, 
known as the Tent City, which serves as home to the hundreds who 
have been displaced by the empire’s ruthless actions over the past 
decade. 

 

Marid Cities 

 
Ruquz Aruj 
Population: 162 (hamlet); formerly 21,228 (large city) 
Demographics: 58% genie, 21% half-genie, 11% sahuagin, 6% 
sabi, 3% pahari 
Dominant Cultures: Local 
Government: Complete anarchy (former padishate) 
Notable Religions: Adimas, Limalia, Umaj 
Main Alignment: Chaotic Neutral 
 
Once known as the Central Padishate, Ruquz Aruj (roo-KOOZ ah-
ROOJ) is but a mere shadow of its former glory. The city’s 
remains lie in Alhurus Lake, near the drowned ruins of Al Huruz. 
Established before Alhurus Lake was formed, the city was at one 
time the primary place for the marid to interact with the Admajai 
continent & its peoples. It low lies in utter ruin, after being smote 
by Daq along with the rest of the kingdom of Al Huruz. A few 
resilient (or foolhardy) individuals still live among the wreckage, 
eking out a living & defending their territorial claims against 
looters & invaders. Most of the easily-removed treasures were 
taken long ago, but some hidden bounties are said to still remain in 
this haunted place. 
 
Qilaffah 
Population: 9,605 (small city) 

Demographics: 82% genie, 9% half-genie, 5% sabi, 2% pahari, 
1% sahuagin 
Dominant Cultures: Local 
Government: Dynastic padishate 
Notable Religions: Akasha, Limalia, Pashati 
Main Alignment: Chaotic Good 
 
As the smallest of the marid cities, Qilaffah (kee-LAH-fah) is often 
overlooked by other powers, & that is just how the locals prefer it. 
Located in the Ramul Sea, off the coast of Nahraldikh, this quiet 
city-state gets little trouble from their nearest landwalker 
neighbors, the gnolls of the Uqalizar region. The citizens of the 
Eastern Padishate (as Qilaffah is also known) stay neutral in most 
matters concerning the other marid cities. Their primary concern is 
defending themselves from the predations of sahuagin tribes & the 
Dandan, which seems to attack this city more than the other 
padishates. The most interesting site in Qilaffah is a portal to the 
Speckled Sea on Najmah, but it only opens on certain days out of 
the year. 
 
Zimzalab 
Population: 11,726 (small city) 
Demographics: 71% genie, 13% half-genie, 9% sabi, 4% 
sahuagin, 2% pahari 
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Dominant Cultures: Local 
Government: Dynastic padishate 
Notable Religions: Adimas, Limalia, Sunya 
Main Alignment: Chaotic Evil 
 
In the Reth Sea, north of Azhan, lies the Northern Padishate, also 
known as Zimzalab (ZEEM-zah-lahb). Geographically isolated 
from the other padishates, this city is known for the casual 
callousness of its citizens & the peace treaty that exists here with 
the sahuagin. For the other marid cities on Siraaj, sahuagin attacks 
are a constant threat, but here they are a nonviolent people, some 
of whom even live within the city & participate in civil services. 
At one point in the past, Zimzalab had a trade agreement with the 
nation of Haz-Hurad, but that kingdom’s destruction has cut off 
this city even more from the affairs of the landwalkers. This city-
state is also notable as the only padishate that permits slavery, 
although the practice is not widespread. 
 
El Narraf 
Population: 19,294 (large city) 
Demographics: 67% genie, 15% half-genie, 8% sabi, 6% pahari, 
3% sahuagin 
Dominant Cultures: Local 
Government: Autocratic padishate 
Notable Religions: Adimas, Limalia, Pashati 
Main Alignment: True Neutral 
 
Also called the Southern Padishate, El Narraf (ELL nah-RAHF) is 
in the Ramul Sea, between Dajajah & Bhul. A remote-yet-
prosperous place, this city is the only significant settlement for 
hundreds of miles. Because of its seclusion form other cities, El 
Narraf serves as a trading hub for the entire Ramul Sea, 
overshadowing Qilaffah to the far north. Their wealth & influence 

have afforded the luxury of undertaking some major projects, 
including the long underwater tunnel beneath the isthmus between 
Admaja & Yan, which allows easy access to Jaqabad. El Narraf’s 
citizens are a practical lot, if perhaps a bit spoiled by their success. 
They tend to look down on visitors, but they will gladly take their 
money, as well as any lore that they might have concerning the 
greater world. 
 
Jaqabad 
Population: 40,317 (metropolis) 
Demographics: 44% genie, 23% half-genie, 17% sabi, 9% pahari, 
5% sahuagin, 1% human 
Dominant Cultures: Local 
Government: Constitutional padishate 
Notable Religions: Adimas, Akasha, Limalia, Pashati, Sjor 
Main Alignment: Chaotic Neutral 
 
The largest & most cosmopolitan of the marid cities, Jaqabad 
(JAH-qah-bahd) is the shining jewel of the sea. It is perhaps the 
most populous city on Siraaj, & it is almost certainly the most 
glorious, with its magic-assisted architecture (some of which is 
buoyed by air bladders) & classic marid design motifs. Also 
known as the Western Padishate, it is in the Qius Sea, north of 
Luardo. It overlooks a miles-deep trench, known as Limalia’s 
Maw, from which strange & horrific creatures sometimes emerge. 
The city itself is a cacophonous mix of merchants, tourists, 
clergymen, beggars, guards, scoundrels, & local fish-herders. 
Nearly anything that can be imagined in an urban setting can be 
found here, along with some things that defy all imagining. 
Jaqabad also boasts the most extensive air pockets under the sea, 
which have been magically created & maintained for the city’s air-
breathing minority. 
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Meraya 

 
Population: 29,063 (metropolis) 
Demographics: 37% human, 20% kobold, 16% gnoll, 11% sabi, 
7% half-genie, 5% lizardfolk, 3% half-ghul 
Dominant Cultures: Hijra, Mamlaqai, Nahr 
Government: Autocratic sultanate 
Notable Religions: Johoum, Sidaru 
Main Alignment: Lawful Neutral 
Notable Vassals: Al-Uzza, Tajiqa, Uar 
 
In the northern Sahra Basit, southeast of Alhurus Lake, is a glory 
to behold, the renowned City of Towers. Located in a low-lying 
passage between rocky highlands to the north & south, the city, 
called Meraya (mare-AY-ah), is named for the many spires, 
towers, & other tall buildings that dominate the cityscape. The 
sandy soil in the surrounding area is difficult to build on, so the 
small patch of durable stone that the city rests upon make the 
foundation of such vertical structures possible. The titular towers 
are mainly in or around the city’s center, with shorter buildings in 
the outer neighborhoods, & finally shacks & shanties forming the 
town’s perimeter. This makes the entire city look somewhat like a 
short tower, rising from the plains to reach the sky. 
 
Meraya once had a lake to the east, before it dried up during the 
Great Drought. It was originally an outpost for the long-lost 
kingdom of Shadaz, who built the first tower here over 2,000 years 
ago. More towers were built during a war between Shadaz & Al 
Huruz, which grew to enclose an entire city that eventually 
outlasted the kingdom that spawned it. 
 
Nowadays, Meraya is a bustling commercial & industrial center, 
relying on trade from merchants going east or west between 
Alhurus Lake & the Arid Plains. The city is known for its hardy 
camels, the nearby copper mines, & the packs of wild hyenas in the 
surrounding area. All of this commerce & transient business has 
led to some lawless behavior in the pursuit of riches, but the 

sultan’s guard patrols the city & its surroundings, attempting to 
keep the peace. 
 
The city boasts a highly-diverse population, with all races living 
side-by-side in relative harmony. There are few districts where any 
particular race is dominant, although there is one notable mostly-
human area, & a few tiny enclaves exist for more exotic peoples, 
such as genies or pahari. The locals are really only prejudiced 
against marid-blooded people, due to fallout from Al Huruz. In 
almost any other case, racism is a foreign concept here. 
 
Meraya’s citizens worship Johoum more than any other deity, with 
Sidaru as a close second. The city is sharply divided by these two 
faiths, & tensions can sometimes rise, even among long-time 
neighbors. Actual religious violence hasn’t broken out in years, 
though, & the sultan (who is a Johoumite) works to ensure that 
such incidents don’t occur again. The worship of Qirus is a small 
fringe faith, while Daqites are practically banned from the city, as 
Daq is very unpopular here. 
 
Meraya is a haven for progress, due to the sultan’s support of 
science & the arts. Many alchemists & sages flock to the city to 
attend the University, which rivals the best schools in Naranj & 
Rasalhague. A printing press was even invented here about six 
years ago, & it is now in the palace of the sultan, where it is an 
underused treasure of nearly-sacred proportions. 
 
The sultan himself is the illustrious & charismatic Syed Awazi Aq-
Hazaqan VI (Lawful Neutral, Aristocrat 5/Wizard 7/Pharaoh 5), a 
wise & judicious ruler, with a gift for strategy & public speaking. 
He suspects that a conspiracy exists within his palatial tower to 
assassinate him, but he isn’t certain who are among the plotters, so 
he doesn’t know who to trust. His lack of an heir has compounded 
the issue, & so he is also in search of a worthy bride. 
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Mushayar 

 
Population: 8,540 (small city) 
Demographics: 57% human, 16% kobold, 11% sabi, 7% half-
genie, 4% lizardfolk, 3% gnoll, 1% half-ghul 
Dominant Cultures: Hijra, Local, Nomadic Tribal 
Government: Pharaonic monarchy 
State Religion: Daq 
Main Alignment: True Neutral 
Notable Vassals: Allat, Qira 
 
Situated on both sides of the Elzim River, the City of Bridges, 
more commonly called Mushayar (MOO-shah-yar), is just 
northwest of Mushah Lake. Famous for its myriad bridges (many 
of which have multiple buildings built upon them), this city-state 
serves as a trading hub for both river barges & caravan traffic. The 
merchants in the area trade often with nomadic tribes of aazlai 
from the south & gnoll caravans from the north, & are much the 
richer for it. 
 
As the only major settlement for miles around, Mushayar has a 
somewhat insular culture. The city is known for their fine textiles, 
with their durable wool fabrics & distinctive artistic style. The 
locals have many farms along the river, growing mainly barley 
with some other crops like onions & parsley, as well. 
 
Mushayar was founded by King Khumanuntat, a dynamic & 
charming pharaoh, to be the capital of the kingdom of Adabasha. 
He ordered that the city be built on both banks of the Elzim & 
connected by bridges because he could not choose which side of 
the river to build on. He thought that both banks had a wonderful 
vista of the opposite side, & he also was enamored with the view 
that one had while crossing the waterway. Because of his love for 
this river, the city boasts no fewer than 30 bridges of various sizes, 
from narrow footbridges that arch into the sky to wide flat 

monoliths of stone, metal, & wood, upon which many buildings 
rest. 
 
The city lies in a hilly region that is pockmarked with ruins dating 
back to the kingdom of Adabasha, which fell to the Admajai 
Empire over 1,100 years ago. The many Adabashai ruins 
surrounding Mushayar draw explorers & looters from all over the 
continent. Some come back laden with treasures of indescribable 
beauty & wealth. Some return from their expeditions with tales of 
wonder & terror, filled with magical beings & sights. And some 
never come back at all, having been swallowed up by the areas 
many secrets. 
 
The people of Mushayar worship Daq as their patron god, & 
symbols of the God of Destiny are everywhere in town. Other 
deities are worshipped here, though, & there are small shrines for 
Akasha, Limalia, & Sunya. The locals are quite devout in their 
Daqite beliefs, so it is not uncommon to here sentiments in favor of 
persecution of other faiths, although there is little real 
discrimination. More than one of the past pharaohs has tried to set 
themselves up as a god-king (including the most famous pharaoh 
in the city’s history, Ak-Khyriash II), but the resulting cults of 
personality rarely survive longer than the ruler’s death. 
 
The most interesting event in recent history was the collapse of one 
of Mushayar’s largest & most famous bridges last month, casting a 
pall on the entire city. The Genumel Causeway, a jewel even in a 
city full of architectural wonders, fell without warning early one 
morning, destroying a nearby footbridge along with several houses 
& killing nearly 40 people. The circumstances are peculiar & 
suspicious, so the investigation is ongoing. The captain of the 
pharaoh’s guard, Master Khaled (Lawful Good, Paladin 10), is in 
charge of the inquiry, but there are few clues, & even fewer 
reliable leads, so he is growing anxious. If he cannot solve the case 
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soon, the pharaoh may question his competence, & harsh measures could be taken to assign blame & resolve the matter. 
 

Nahraldikh 

 
Population: 18,191 (large city) 
Demographics: 59% gnoll, 26% human, 6% sabi, 4% kobold, 2% 
half-ghul, 1% half-genie, 1% lizardfolk 
Dominant Cultures: Mamlaqai, Nahr 
Government: Monarchy 
Notable Religions: Adimas, Akasha, Nathar 
Main Alignment: Chaotic Neutral 
Notable Vassals: Duqa, Faqina, Mizaraqad 
 
On the eastern coast of Admaja, overlooking a protected bay of the 
Ramul Sea, is the largest gnoll-majority settlement on the 
continent. Known as Nahraldikh (nah-RAHL-deek), the city-state 
was once the capital of the kingdom of Uqalizar, a nation 
dominated by the Saraqanas, as gnolls are sometimes known. 
Politically, it is allied with Rizzadobo & other gnoll towns in the 
area, which used to be a part of Uqalizar, as well. The city today is 
still mostly gnoll-blooded, although many humans now live here, 
& other races (like sabi & kobolds) are becoming a more common 
presence. 
 
Built at the mouth of the Hyena River, which mysteriously dried 
up about 600 years ago, Nahraldikh has changed dramatically over 
its centuries of existence. Once in crisis as irrigated crops withered 
& river traffic ceased, the city soon rebounded with a stronger 
fishing industry & increased land-based commerce. Now it’s an 
economic powerhouse, due to its production of medicinal herbs, 
livestock, & spices, as well as the canny trade deals that it has with 
its neighbors. 
 
Unlike most major cities, in which humans are the predominant 
race, Nahraldikh is a gnoll city, & that deeply affects the city’s 
culture. The town is always abuzz with conversation, as people are 
always stopping to chat. Debates, greetings, & laughter fill the 

streets; merchants bark to customers, musicians howl their songs, 
& children run in packs. Nahraldikh has the vibrancy of a city 
twice its size, & is said to never sleep. Even in the darkest depths 
of the night, the city is alive with the sounds of people. 
 
Many of the buildings in Nahraldikh are made with coral & 
seashells, as opposed to the more common sandstone present in 
other major cities. This is especially noticeable near the shore, 
where nearly all of the houses & shops are built out of shaped 
coral-stone. This gives the entire city-state a unique flavor, making 
it a popular destination for wealthy tourists. 
 
The people of Nahraldikh value their freedom, & they have an 
individualistic culture. They also have a number of idiosyncratic 
superstitions & traditions which differentiate them from their 
neighbors. One of the taboos that they share with other settlements 
in the region is the prohibition of travel to the far north, which 
carries a stiff penalty & a strong social stigma. The only road in 
that direction is in disrepair, & tales of demons or other strange 
spirits always accompany the northern lands. Fantastic riches can 
be found in the north, however, at least for those few brave enough 
to make the journey despite the ban (& those fewer still who are 
lucky enough to return). The promise of gold & glass are enough 
to entice intrepid & reckless merchants, explorers, & mercenaries 
from all over the region. 
 
The locals are currently vexed by the relatively-recent arrival of 
the shaghali, who have wreaked havoc since they first arrived on 
their strange boats about twelve years ago. The King-Priest of 
Nahraldikh, Lord Ghadhib (Lawful Good, Aristocrat 6/Cleric 4), is 
particularly worried about how the shaghal invasions will affect 
the region. So far, the incursions have been small, with isolated 
raids of no more than one or two ships of attackers, but the 
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common belief is that there are many more shaghali where these 
foes came from. 
 
These fears are not without merit, as shaghal ships are crossing the 
Ramul Sea from the northeast in steadily increasing numbers. 
Their ships may be small in size, but the shaghali are implacable 
enemies, & their zeal for conquest threatens every city, town, & 

village along the eastern coast of Admaja. In fact, a new shaghal-
sponsored Natharite cult has been undermining the king-priest & 
his government. Led by a mysterious figure known only as the 
Wawi, this secretive sect (called the Children of the Night) is 
believed to be responsible for a series of brutal murders, which has 
frightened the citizens of Nahraldikh & confounded the royal 
guard. 

 

 
Pictured: The banner for Nahraldikh from 754IR until 37AF. 
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Naranj 

 
Population: 24,257 (large city) 
Demographics: 41% human, 22% kobold, 16% lizardfolk, 10% 
sabi, 5% half-genie, 3% gnoll, 2% half-ghul 
Dominant Cultures: Hijra, Iludai, Raheel 
Government: Republic 
Notable Religions: Al’Amal (Limalia), Daq, Pashati, Qirus, Ras 
Naranj (Adimas) 
Main Alignment: Chaotic Neutral 
Notable Vassals: Elqa’jira, Faqiya, Iza’jahri, Jagara 
 
Naranj (nar-AHNJ) is a prosperous city-state in the northernmost 
reaches of Ilud that holds a near-monopoly on sail & shipping, due 
to its singular control of citrus fruits. One of the most verdant 
regions in all Siraaj, Naranj has grown spoiled & wealthy on the 
profits from sea trade. The city produces oranges, lemons, limes, 
dates, seeds, & wood from its vast orchards to the south. 
 
The city of Naranj occupies a strategic chokepoint on the southern 
banks of the Hasini River, while Jagara commands an important 
crossing site upstream. Any ships passing from the ocean to 
Alhurus Lake or vice versa must therefore receive permission from 
Naranjai officials, which can become quite pricey indeed. Traffic 
enforcement inspectors usually demand the proper paperwork from 
barges & riverboats, but a good bribe is often enough to guarantee 
safe passage & a supply of fruit. 
 
Due to the relatively comfortable nature of the region, life 
expectancy & dietary health are fairly good. Naranj is also, 
however, the epicenter of an incurable, intractable disease known 
as Honey Wasting, which generally only affects long-term 
residents & seems to target the affluent. This affliction is 
characterized by loss of appetite, nausea, & dizziness, followed 
eventually by severe weight loss, vomiting, & finally a coma. The 
cause of Honey Wasting is unknown, but speculation most 

commonly falls upon something in the food supply, although a 
magical curse is also often blamed. 
 
The republic’s wealth has allowed it to stave off the ambitions of 
its neighbors, meaning Naranj has been able to remain relatively 
free of the influence of the various churches of Johoum. Trade ties 
with the western coast have established a minority following of 
Qirus, which is tolerated by the government as long as it does not 
challenge the authorities. The faith of Adimas is openly practiced 
throughout the state, & an annual Festival of Ras Naranj is held in 
many towns as well as in the city proper, celebrating Adimas under 
his popular southern alias. Riverside communities that host sailors 
have established small shrines to the seafarer god Al’Amal. 
 
Naranj boasts a fairly diverse population. Many of its smaller 
towns are almost entirely populated by kobolds, & some southern 
settlements boast large gnoll populations. The city is a true mix of 
all types, & also is home to the largest lizardfolk ghetto on Siraaj. 
There is a small half-marid presence in the state, & many masabi 
families have established themselves in the region in the past 
century. 
 
The influx of trade into the society has made Naranj transition 
gradually towards a service-based economy, especially in larger 
towns & the city proper, encouraging a push towards better 
education in the process. Towards the outskirts & in smaller towns, 
agriculture still dominates. Youth across Naranj have become 
upwardly mobile, such that commerce, teaching & health have 
supplanted traditional industry. Naranj rarely provides its own 
sailors anymore, although the Academy of Seafaring is still the 
alma mater of virtually all of Siraaj’s sailing captains. 
 
Naranj provides all its own wood, & most homes in the state are 
now wooden, rather than the older river-clay or adobe styles. More 
important structures still rely on quarried or imported stone. This 
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has resulted in more widespread fires, but the wooden buildings 
are quickly & more cheaply rebuilt, so they are still more 
preferable to the more traditional alternatives. 
 
The city of Naranj keeps a trained force of marines on reserve as a 
special army force, & the government has instituted standing 
militias & guard towers throughout the state. This army rarely sees 
any real combat, & most of its duties are merely ceremonial, but it 
acts as an effective deterrent against any hostile actions from its 
envious neighbors. It is whispered that the mayor also keeps a 

secret troop of mages at the ready to counter greater threats, but 
this has not yet been confirmed. 
 
Naranj is host to multiple wonders, not least of which are the 
Twilight Gardens. Other important establishments in Naranj 
include the Grand Hospital, the University of the Finest Arts, & the 
Great Library (also known as the Halls of Wisdom). It is these 
marvelous places (& more) that have earned the city of Naranj the 
nickname “the Jewel of Siraaj.” 
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Ostaz 

 
Population: 27,745 (metropolis) 
Demographics: 98% human, 1% gnoll, 0% sabi, 0% kobold, 0% 
half-genie, 0% others 
Dominant Cultures: Local 
Government: Totalitarian imperial autocracy 
State Religion: Johoum 
Main Alignment: Lawful Evil 
Notable Vassals: Ezul, Hul, Iqiz, Mamluk 
 
In the easternmost Sahra Basit is the capital of a would-be empire 
of xenophobic tyrants. Named Ostaz (oss-TAHZ) in honor of its 
original founder, Emir Jalil Qadir Ustaz, the city-state is a ruthless 
& oppressive place, with many harsh laws & even worse 
punishments. The empire now controls the entire Nizal Peninsula, 
as well as Abed Island to the south, & they are actively moving to 
conquer nearby settlements like Qiraj & Bahadum. It sits on the 
edge of a small shallow bay with crystal-clear turquoise water, on 
the coast of the Ramul Sea, & it is said that the ugliness of the city 
is comparable only to the beauty of the land upon which it rests. 
 
While Ostaz has always been an oppressive place, its path towards 
empire has been a rather recent one. A former vassal city of 
Asanam, it was one of the early conquests in the formation of the 
Empire of Admaja. After the fall of the Admajai & the Ten Dark 
Years, the city-state enjoyed centuries of peaceful independence. 
But just 10 years ago, the city’s emir began an aggressive 
campaign of expansion, & forcibly annexed its closest neighbor, 
the city now known as Mamluk. And with that conquest, the 
Empire of Ostaz was born. 
 
Construction abounds in the city, being done almost entirely by the 
countless slaves. The Ostazai favor larger races as slaves, such as 
aazlai, bound genies (mostly consorts), lizardfolk, & (secretly) 
gnolls. They tolerate free gnolls only due to the ubiquity (& 
profitability) of their trade caravans, but the locals have been 

known to enslave them whenever it is particularly convenient. As a 
result, few non-humans visit the city-state without a very good 
reason. 
 
Ostaz is a deeply divided city, with a dichotomous nature that 
borders on the schizophrenic. The richer parts of town are opulent 
& well-tended, with clean streets & gilded doors, while the slum 
quarter is virtually lawless, with violent gangs of thugs & corrupt 
guards the only real rule. This situation fuels deep resentment 
among the lower classes, but most of the poor are reluctant to 
protest, for fear that they or their families will be punished. More 
than one dissenter has been arrested on questionable charges & 
effectively enslaved for their opposition of those in power, or even 
disappearing altogether when they spoke out too loudly. 
 
Even without the recent shift toward imperialism, Ostaz would be 
a politically-fragile city-state. It is led by the Grand Emperor 
Aqram (formerly Emir Aqbar Zahir Ustaz; Lawful Evil, Aristocrat 
3/Bard 6/Rogue 3/Pharaoh 8), who ruthlessly commands a circle of 
equally despotic ministers, all supported by a vicious imperial 
guard that is tightly regimented, sadistically punished for 
infractions, & mostly above the law themselves. The self-styled 
grand emperor is noticeably ill, & is rumored to be seeking a 
worthy successor to marry his daughter, Sumehra (Chaotic Evil, 
Aristocrat 2/Rogue 5/Dervish 1), & command his brutal empire. 
 
Worship of Johoum is the official faith of Ostaz, although 
surprisingly, it is not as strictly enforced as state religions in other 
cities. While the Iron Sun is worshiped by the vast majority of 
citizens, some Ostazai revere Al-Muqadar (Daq) instead, & the 
Maqurites also have a strong base here, under the name of Al-
Khawan. The Red Moon Lounge is a hotspot for the city’s wealthy 
elite; the fact that the popular café is effectively the largest church 
to Maqur on Siraaj is something of an open secret. 

115



 

Qaziz 

 
Population: 5,908 (small city) 
Demographics: 61% human, 14% kobold, 10% sabi, 6% half-
genie, 4% half-ghul, 3% gnoll, 1% lizardfolk 
Dominant Cultures: Nomadic Tribal 
Government: Autocratic sultanate 
State Religion: Limalia 
Main Alignment: Neutral Evil 
Notable Vassals: Nadria, Zehim 
 
In the middle of the desert, on the western banks of the Flooding 
River, sits the little city-state of Qaziz (kah-ZEEZ). The city is 
currently suffering from a famine following a prolonged drought, 
secretly caused by an evil water naga that has been siphoning 
moisture from the region. The sultan, normally a harsh & aloof 
leader, is doing everything that he can to end the food shortage & 
restore his city to its former status quo. 
 
Caravans bearing foodstuffs meant for the starving citizens have 
been repeatedly raided by bandits or waylaid by ghuls, 
compounding the city’s suffering. Qaziz used to depend on the 
annual flooding of the Saqiyah River for the irrigation of their 
fields, but the water naga has prevented the crops from receiving 
enough water to grow. The sultan is facing a possible revolt, 
sponsored by some mysterious instigators, if he cannot end the 
crisis soon. 
 
Qaziz was once the largest city of the small kingdom of Qalira, & 
at one point in time was the de facto capital of that ancient 
kingdom. After the collapse of Qalira during the Ten Dark Years, 
Qaziz rose from its nation’s ashes to become an independent city-
state. Now led by a powerful sultan, the city controls much of the 
surrounding region, much to its neighbors’ chagrin. 

 
The city is known for its well-made pottery & other ceramics, due 
to the ample clay deposits from the river. Qazizai stoneware is 
invariably decorated with distinctive geometric designs, notably 
using intricate spirals, making it highly sought-after by collectors 
of fine art. Lately, artisans have been increasing their production of 
the pottery, so as to sell more of them & gain some relief from the 
ongoing famine. 
 
Qaziz suffers from deep racial tensions, especially in regards to 
relations between humans & gnolls. These pressures date back to 
the very beginning of the city, but became especially acute during 
the war between Qalira & gnoll-dominated Uqalizar. Qalira lost 
that war, & ever since, prejudice against gnolls has been a 
malignant problem. Even today, gnolls are discriminated against, 
& violence against gnoll-kin is not unheard. Some parties are 
trying to forge a more amicable relationship between the various 
races, but are meeting with little success. 
 
One person struggling to cure the city’s many ills is a priest from 
the church of Qaziz’s only significant faith, Bearer Gamal (True 
Neutral, Cleric 9). As a high-ranking member of Limalia’s clergy, 
Gamal feels responsible for all of the citizenry, & wants to end the 
drought & the resulting famine. To that end, he is coordinating 
efforts to bring food-bearing merchants from nearby regions, 
supplying much-needed water to withered crops, working with 
local druids to restore vegetation, & attempting to calm his 
distressed congregation. In his mind, though, his hard work has not 
been enough, & so he seeks to end the crisis in a more direct 
fashion. Having learned that the drought may be the work of some 
evil creature, he is determined to face it in combat, & is assembling 
a team of intrepid individuals to that end. 
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Qulzai 

 
Population: 10,384 (small city) 
Demographics: 78% human, 9% kobold, 5% sabi, 3% half-genie, 
2% gnoll, 1% half-ghul, 1% lizardfolk 
Dominant Cultures: Nomadic Tribal 
Government: Hereditary oligarchy 
Notable Religions: Daq, Limalia, Maqur, Pashati, Umaj, Waharim 
Main Alignment: True Neutral 
Notable Vassals: Baluqar, Hubal 
 
Nestled in the rocky highlands between the Elzim River & the 
Narrow River is a city built around a trio of small oases, which 
spring up from the otherwise-parched ground. This city-state, 
called Qulzai (KOOL-z’eye), is a nexus for nomads & travelers 
from all over the region because of its reliable water sources. One 
of these springs is even said to provide magical benefits to those 
who drink from it at night, although most people dismiss this as a 
mere myth. The city has been attacked or besieged many times 
over its long history by those who have sought to seize control of 
its oases, but its people have repulsed these attempts time & again. 
 
The citizens of Qulzai trade regularly with the nomadic peoples to 
the west, mostly gnolls, humans, & aazlai. Known for the many 
druids in the area, as well as other people with a close connection 
to the earth (some of which are secretly geomancers), the city’s 
oases have been a meeting point for caravans for untold centuries. 
The urbanites are sometimes annoyed at the strength & importance 
of the area’s rural peoples, & these tensions sometimes make 
relations rather fragile, but most of the locals realize that both 
factions are dependent upon one another for their continued 
survival & prosperity. 
 

Qulzai was once the site of a brutal massacre, as a large meeting of 
many caravans & tribesmen was ambushed & slaughtered by an 
army of desperate warriors returning to Adabasha. The young town 
was literally decimated, & is still haunted by the restless undead 
that arose from that bloody night over 1,500 years ago. The 
modern-day citizens would like nothing more than to put those 
troubled spirits to rest, but no solution has quelled their cries for 
long. 
 
The centuries of travelers & nomads have led to the formation of 
one of the most religiously-diverse places on Siraaj. The city-state 
has no major temples, but it does have several small shrines, each 
dedicated to a different faith. Qulzai boasts shrines for Daq, 
Limalia, Pashati, & Waharim, as well as many depictions of the 
Standing Mark, the symbol of Umaj. The church of Maqur has a 
furtive presence here, as it does in many urban centers, although it 
has no public holy places. Prophets & sages can always be found 
on the streets of Qulzai, espousing their particular philosophy & 
attempting to convert listeners. 
 
One such wise man is a magnetic & enigmatic individual called 
Gadil izra-Yusuf (Neutral Good, Bard 4/Cleric 11), a self-
described prophet who has gathered a growing cult of personality 
around himself. Claiming to have received divine wisdom from an 
angelic being, Gadil has become one of the most popular & well-
known figures in the city, despite his humble wishes to live simply 
& spread his word without undue adulation. The ruling council 
fears his movement, known as the Gadilites, as threatening the 
delicate status quo, so they are looking into ways of neutralizing 
him before his followers cause any lasting harm to the established 
order. 
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Raqam 

 
Population: 7,112 (small city) 
Demographics: 54% human, 19% kobold, 14% sabi, 8% gnoll, 
3% lizardfolk, 1% half-genie, 0% half-ghul 
Dominant Cultures: Hijra, Local, Mamlaqai 
Government: Plutocracy 
Notable Religions: Daq, Johoum, Limalia, Al-Khawan (Maqur), 
Pashati 
Main Alignment: True Neutral 
Notable Vassals: Abubu, Dushara, Maqsur, Qiraj, Ulaz 
 
In the sandy flatland between the Red Sands & the Arid Plains, 
there is a parched city struggling to persevere in a no-man’s-land 
overrun with monsters, scoured by sandstorms, & scorched by the 
merciless sun. This tough, sometimes-brutal city-state is a place 
where only the strong survive, & is thusly populated by only the 
most enduring & stubborn inhabitants. This is the city of Raqam 
(rah-KAHM). 
 
Founded along an ancient trade route that winds its way northward 
from the cities in the south, Raqam is in the badlands between two 
deserts, surrounded by unusual geography. An ancient lakebed, 
which dried up during the Great Drought, forms the city’s 
northwestern border, now a barren plain of cracked mud, bleached 
bones, & shipwrecks. The cliffs & highlands to the east are 
pockmarked with caverns & catacombs, which are the homes of 
ancient tombs & barbarous tribes, including many Terisabi & 
desert centaurs. The hills to the south hold several iron mines, as 
well, providing some income for the often-put-upon locals. 
 
There are several local landmarks that make Raqam a unique & 
interesting place to live. The Wells of the Deep are five nigh-
bottomless well shafts, extending hundreds of feet down; they are 
the city’s only reliable source of water, & even they sometimes run 
empty during the dry season. The Forgotten Piers are what remains 
of the city’s wharf district, after the lake was drained by sinister 

magics. The city’s most notable sight is perhaps the Tower of 
Light, a six-story lighthouse overlooking the dried-up harbor. It 
has since been abandoned, but an even-larger lighthouse was built 
in Luardo over 20 years ago, in homage to this distinctive tower. 
 
Raqam is often plagued by monster attacks, mostly from almasti, 
vulture harpies, & nasnasi. The merchant princes, who essentially 
run the town, routinely hire guards to protect their caravans & 
secure food shipments for the city. The work pays well, but the job 
is quite dangerous, & turnover is high as a result, either to due 
resignation or casualty. 
 
Hundreds of years ago, Raqam was once a contested site in a three-
way conflict between the kingdoms of Admaja, Al Huruz, & 
Shadaz. The ongoing clash lasted for decades, with the city being 
captured by one side or another for a time before being liberated by 
another one of the kingdoms. One more than one occasion, the city 
was nearly destroyed by the fighting, & many battles threatened to 
raze the city to the ground. The bloody feud wasn’t resolved until 
both Al Huruz & Shadaz were destroyed & absorbed by Admaja 
early in the Imperial Reckoning. Only then did Raqam know 
lasting peace. 
 
The city-state has a pragmatic, somewhat-cynical, mostly-secular 
populace, & so they are not particularly devout. The locals worship 
several gods, but none with any great zeal or conformity. Daq is 
probably the most popular faith here, but Limalia & Johoum have a 
relatively-strong presence, as well. Cults to other deities exist, but 
have little influence upon the city at-large. There are no major 
temples here, & the few shrines are small & out-of-the-way. 
 
Disasters seem to befall Raqam on a regular basis, and this past 
year was no exception. The city was recently buried in a massive 
sandstorm (called the Rain of Ash), & its citizens have just 
finished slowly digging themselves out & picking up the pieces. 
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Nearly a dozen people died during the storm, but the locals are 
resilient, & have already buried the dead & moved on. Such is life 

here in Raqam, & while it may not appeal to many in other places, 
some of the people here wouldn’t have it any other way. 

 

Rasalhague 

 
Population: 26,531 (metropolis) 
Demographics: 49% lizardfolk, 17% gnoll, 14% human, 9% sabi, 
7% kobold, 2% half-genie, 1% half-ghul 
Dominant Cultures: Sheqarai 
Government: Meritocratic republican polyarchy 
State Religion: Pashati 
Main Alignment: Neutral Good 
Notable Vassals: Bujiq, El, Fahir, Ulz 
 
Rasalhague (ROZZ-ahl-hog) is an old city built along the banks of 
the Provider’s Oasis, on the border between Burdusq & Sheqari. 
As one of the originating sites of Pashati’s worship, it remains a 
place of pilgrimage within the region for those seeking her aid. It 
was first settled as a remote outpost in the southern fringes of the 
ancient kingdom of Sheqari, before that nation’s collapse. 
 
Rasalhague is a major trade hub, & though the Old City is low, 
sunken & comfortable, the New City to the west bustles along the 
major roads that run to the ocean. This city-state is the largest 
lizardfolk-majority settlement on the continent. It is also the largest 
rice-producing town in Admaja, with myriad rice paddies around 
the lake. 
 
Never a strong military city, Rasalhague’s eastern walls have been 
largely weathered away by the ravages of time. However, bunkers 
& redoubts still exist below ground, & have proven useful during 
occasional heavy storms. Although the city is at odds with 
Rasaljathi over philosophical & religious differences, the conflict 
has yet to become violent. Some of the more militant citizens have 
petitioned for the restoration of the city’s defenses, but so far, the 
quarrel with Rasaljathi has not warranted such an action. 
 

Rasalhague is notable as a fairly tolerant city regarding religion. 
Though the major religion is the faith of Pashati, there are parlors 
to the luck god Adimas, road shrines to the traders’ harsh goddess 
Limalia, & a few enclaves maintained by Resolutes from further 
down the western coast. Rasalhague is thought to be a minor 
control point in the clash between Akasha & Sunya. The only 
religious disturbance in Rasalhague arises when the church of 
Sidaru tries to grow a power base under the council’s eyes; the 
citizens here do not oppose Sidaru himself, but they are intolerant 
of his church, which they find to be morbid & severe. 
 
As a center for lizardfolk culture & tradition, Rasalhague adheres 
perfectly to the lizardfolk way of life. Many rasi (singular ras) can 
be seen around the city, & druids can be found in the low regions 
& bazaars. The lizardfolk sense of community & simple living can 
be seen as plainly in eyes of the conservative citizens as it can on 
the peaceful streets. One exception to lizardfolk tradition is the 
prominence of the city’s prestigious colleges; most Sheqarai 
elsewhere are taught by the local rasi, & few attend formal schools, 
but here, any citizen would consider it a great honor to graduate 
from the finest academies in the region. 
 
One such embodiment of the lizardfolk culture is a quiet-yet-
profound elder from the Old City named Ras Duraq (Neutral 
Good, Druid 9/Ranger 2). Duraq has been a highly sought-after 
font of wisdom in the area for decades, & has always worked 
towards the betterment of his fellow citizens. A life-long devotee 
of Pashati, Duraq has many Sidarite friends, dating back to his 
days of wandering the wastelands seeking enlightenment. He has 
been trying for quite some time now to help the church of Sidaru 
achieve some measure of acceptance in the city, but with little 
success. 
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Rasaljathi 

 
Population: 6,194 (small city) 
Demographics: 67% lizardfolk, 13% human, 9% sabi, 5% kobold, 
3% half-genie, 1% half-ghul, 1% gnoll 
Dominant Cultures: Sheqarai 
Government: Theocracy 
State Religion: Sidaru 
Main Alignment: Lawful Good 
Notable Vassals: None 
 
Just east of Oasis Lake, on the border between Sheqari & the Sea 
of Fiery Knives, there is a peaceful theopolis. Built around a small 
spring of freshwater bubbling up from a massive boulder, the city 
is a major lizardfolk settlement, & serves as essentially one 
massive sprawling temple. This is the pious city-state of Rasaljathi 
(ROZZ-ahl-JAH-thee). 
 
The city-state is at odds with Rasalhague over philosophical & 
religious differences. Rasalhague is dedicated to Pashati, while 
Sidaru is the official patron faith of Rasaljathi. Neither city allows 
the other religion to openly practice their faith within its borders, 
although both deities are respected by the average citizen of both 
towns. This conflict isn’t a violent one, for Sidaru preaches peace 
& Pashati advocates giving, but some discrimination does take 
place, & the impasse seems to be unsolvable. 
 
Rasaljathi has strained relations with its other neighbor in the 
region, Sulafat, which is the closest major settlement. Sulafat was 
once a lizardfolk village in Sheqari that was captured by the 
kobolds of Haz-Hurad centuries ago. Kobolds still dominate in that 
city, & the people of Rasaljathi have not forgotten their usurpation. 
This bitterness continues to the present day, so while the two cities 

do have open trade relations & open gates, there is amply 
animosity brewing beneath the surface.  
 
Because of its status as a holy land for the Sidarites, Rasaljathi 
receives thousands of pilgrims every year. Many clerics, paladins, 
& other divine servants of Sidaru make a pilgrimage here every 
autumn (spring to most of Admaja), to celebrate the beginning of 
the rainy season. This corresponds to the annual pilgrimages of the 
Pashatai, who celebrate the rains in Rasalhague. The two faiths 
often meet on the road to the contrasted city-states, so these 
pilgrimages can sometimes become quite tense at times, depending 
on social & political circumstances. 
 
This city was the site of many battles in the war between Haz-
Hurad & Sheqari, which took place over 1,700 years ago. 
Rasaljathi still bears some scars from that era, including a scorched 
wall on the southern face of the Obelisk, the city’s largest Sidarite 
temple. The Sepulchral Square was first built to contain the 
remains of martyrs who perished during that ancient war. And the 
Cairn of Calm is all that remains of a great marble hall that was 
leveled, resulting in a pile of black rubble which has served as a 
monument to past failings of peace ever since. 
 
Rasaljathi is the birthplace of the renowned Ras Shasad (Neutral 
Good, Druid 17/Master of the Wastes 10), a seemingly-ageless 
lizardwoman priestess who in her youth helped end the Ten Dark 
Years. She is blunt, brusque, & sometimes belligerent, but she 
cares deeply for nature, the world, & the people who live on it. She 
is a powerful force for good on Siraaj, & her kindness is seen in 
her deeds, if not always in her words. 
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Rizaj 

 
Population: 16,729 (large city) 
Demographics: 56% human, 18% sabi, 10% gnoll, 7% half-genie, 
4% kobold, 3% half-ghul, 1% lizardfolk 
Dominant Cultures: Mamlaqai, Rizzadobo Tribal 
Government: Theocratic emirate 
State Religion: Akasha 
Main Alignment: Chaotic Good 
Notable Vassals: Aiqu, Duruq, Luija Qaffi, Malaz, Qefra 
 
On the northern shores of the shallow Nuraz Lake, north of the 
Red Sands, is a peaceful, relatively-quiet city called Rizaj (ree-
ZAHJ). Also known as New Shahat, the city is an oasis of peace & 
well-being, a place where all welcome, so long as they come 
without envy, malice, or rage. It is an experiment in harmonious 
living that emphasizes personal freedom & independence, but one 
that is now threatened with an abrupt & violent end. 
 
Almost 20 years ago, the city-state was under the control of an 
Adimas-worshipping emir, Zada (Chaotic Evil, Bard 15/Pharaoh 
1). Zada was a merciless & capricious ruler, & the citizens finally 
ousted her after a particularly cruel deed, sending her into exile. 
The city turned to a local hero, Leron the Wildhearted (Chaotic 
Good, Cleric 13), turning him into the next emir. This turned out to 
be very fortunate for the town, as Emir Leron was able to use his 
faith in Akasha, his patron goddess, to transform the city-state into 
the tranquil splendor that it is today. 
 
But Zada was neither killed nor made powerless. She wandered the 
desert for quite some time, unsure of what to do or how best to 
seek revenge. But now she has amassed an army of nomadic tribes 
(rumored to be backed by Maqurites), & is determined to reclaim 
her throne, even if it means razing the city she once ruled. Her 
actions have not been in secret, either, so the people of Rizaj have 

had ample warning, causing some citizens to flee & others to 
prepare for the inevitable conflict. Leron is preparing for the 
impending assault, but doubts that the city could withstand a siege. 
 
Rizaj was originally named after its founder, Akila Rizaj, who led 
the people of the nearby town of Old Shahat to safety. Shahat was 
once a part of the small kingdom of Qalira, back during the Age of 
Kingdoms.  But Shahat was ruined during the fall of the Empire of 
Admaja, which Akila was able to foresee & act upon in time. The 
refugees from Old Shahat moved eastward from their destroyed 
city to the place that Akila had chosen for them. Most of Old 
Shahat slid into the sea as the cliff side gave way, but some ruins 
still stand. 
 
The city has relatively good relations with its neighbors, especially 
the gnoll-dominated settlements to the east. Rizaj even has a 
mostly-gnoll district, the Sayed Ward, which is one of the city’s 
more affluent areas. It has a lucrative fishing industry, built around 
Lake Mathir. But most of its industry is actually agricultural, with 
farms growing durum wheat & lentils, which are irrigated with 
ample lake water. 
 
Even ignoring the threat of Zada’s army invading the city, Rizaj 
still faces some significant issues, despite its pleasant nature. One 
of the most pressing concerns is the many thieves that have been 
operating in the area. The city has been trying to control the 
increasing predations of bandits in the area, but with little success. 
Most robberies take place on the roads outside of town, but an 
escalating number have occurred on the city’s streets, as well. The 
authorities have arrest several pickpockets & bandits, but the 
stealing continues unhindered, & the city guard is at a loss for what 
to do next about the intractable problems. 
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Rizzadobo 

 
Population: 4,359 (large town) 
Demographics: 64% gnoll, 15% human, 8% sabi, 6% kobold, 3% 
half-ghul, 2% half-genie, 1% lizardfolk 
Dominant Cultures: Rizzadobo Tribal 
Government: Meritocratic tribal council 
Notable Religions: Al-Khawan (Maqur), Nathar, Red Jaw (Umaj) 
Main Alignment: Chaotic Neutral 
Notable Vassals: Jahmbi, Sarqai, Uhaffa 
 
On the Tuljahar Peninsula, overlooking the Nuzuqal Gulf, is the 
wild & unusual town of Rizzadobo (REET-sah-DOE-bow). 
Citizens of more conventional city-states find life here to be 
strange, even a bit jarring. But the people here love their town, & 
wouldn’t have it any other way. 
 
Unlike most city-states, the majority of the populace of Rizzadobo 
is transient, often staying far from its already nebulous borders. 
Most of the locals belong to various nomadic tribes, who stay in 
town for the lean winter season, migrate away in the spring, only to 
return in the autumn, once their hunting grounds are depleted. The 
population during the winter months swells to almost 6,000 people, 
becoming effectively a small city in the process. The cultural 
differences between the Nomads & the Dwellers produces no small 
amount of social tension, but so far the ruling council has managed 
to hold the town together. 
 
Rizzadobo is governed by a high council that is composed of the 
strongest & wisest of each tribe & clan. Any councilor can be 
challenged for his or her seat at any time, but only from within 
their respective group. A challenged councilor must face his or her 

challenger in ritual combat, the rules for which are determined by 
the councilor’s tribe or clan. Successful councilors are not 
challenged often, though, as there is a great social pressure to keep 
effective leadership in place. 
 
The permanent populace is quite cosmopolitan, with most races 
cohabitating peacefully, but the migrants are almost all gnolls. The 
citizens are mostly employed in agriculture, growing olives, dates, 
& figs on the many orchards that surround the city. However, some 
of the locals are starting to become interested in the nascent art of 
sailing, which promises to have a large impact of the town’s 
economy & culture. 
 
Rizzadobo is subjected to seasonal typhoons every year, as the 
stormy season lasts from late spring to mid-autumn. The town’s 
buildings are constructed quite solidly & low to the ground, which 
no wooden structure taller than one story; the few stone buildings 
are only two stories tall, as well. The locals are intimately familiar 
with the storms, & know how to deal with the destruction that they 
potentially bring with them. This preparedness gives the citizens of 
this town a somewhat-deserved reputation for being calm & 
unflappable. 
 
The authorities are trying to deal with a rash of mysterious 
disappearances of many prominent local figures. Several healers, 
elders, even high council members have vanished without a trace, 
upsetting this already-fractious city-state. The disappearances have 
fueled rumors of a new cult dedicated to Nathar operating in the 
area, which have yet to be conclusively disproven. 
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Sabur 

 
Population: 5,483 (small city) 
Demographics: 62% human, 17% lizardfolk, 9% sabi, 5% kobold, 
3% half-genie, 2% half-ghul, 1% gnoll 
Dominant Cultures: Local, Sheqarai 
Government: Autocratic triumvirate 
Notable Religions: Adimas, Maqur, Sidaru 
Main Alignment: Chaotic Neutral 
Notable Vassals: Amm, Sadr, Uadhara, Ubaz 
 
On a high hill overlooking Azraq Bay, on the western coast of 
Burdusq, is the proud city of Sabur (sah-BORE). Once it served as 
the capital of the ancient kingdom of Burdusq (but not the original 
capital), & the city-state still controls a vast swath of territory for 
miles around, including many vassal towns & villages. It is an old 
& wondrous place, with many buildings dating back to the 
founding of the city almost 2,000 years ago. 
 
Sabur has never faced a war or other destructive event, so the 
people here often take peace & prosperity for granted. But now the 
city is facing its most dire crisis in generations. The entire area is 
suffering from an outbreak of a strange & deadly plague known as 
the Black Blight. This disease is a debilitating & potentially deadly 
malady that has spread like wildfire throughout the city, as well as 
the surrounding countryside. Because of the Black Blight (so 
named for the large, dark, leathery patches of cracked, oozing, 
hairless skin that covers its victims), trade relations between Sabur 
& its neighbors have been halted, & the city-state in a de facto 
quarantine. 
 
The city is famous throughout the continent for the fine-quality 
blades & weapon-smiths that it produces. This is due in part to the 

long tradition of steel forging in the area, but is mostly attributable 
to the rich iron mines in the east. These mines are mostly depleted 
now, though, & are said to be haunted by foul spirits & other evil 
creatures, so the smiths & forgers have been very anxious about 
the iron supply. 
 
One bright spot for the city was a recent discovery by sailors 
searching the floor of Azraq Bay. They were looking for the spilled 
contents of a steel delivery bound for Luardo, but found something 
much more interesting. They came back up with a rare, valuable 
new ore known as zahir (“shining”, IE mithral). This silvery metal 
is as easily shaped as bronze, but is harder that the finest tempered 
steel. If it were not for the plague outbreak, this material would be 
a very valuable commodity, as the city’s metal-smiths are already 
making weapons & armor out of the new metal. 
 
Politically, Sabur has become somewhat fractured as of late. The 
last pharaoh, King Sesseram, died two years ago, & his three sons 
now jointly rule the city. Prince Omar (True Neutral, Aristocrat 
4/Wizard 5) is the eldest brother, who appeals to the city’s 
ministers. Prince Amir (Chaotic Neutral, Aristocrat 3/Bard 6) is the 
middle brother, who is popular with the lower class citizens. And 
Prince Walid (Lawful Neutral, Aristocrat 2/Monk 7) is the 
youngest brother, who has support from the higher-class locals. 
Their relationship is extremely tense & fragile; they actively seek 
to usurp each other’s power or have each other killed. The citizens 
have mostly chosen sides, siding with one co-ruler or another, 
which threatens to turn their sibling rivalry into a civil war. The 
general sentiment among the locals is that this situation is unstable 
& one day, sooner or later, the issue will erupt in an irrevocable 
confrontation. 
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Sa’ifah 

 
Population: 10,826 (small city) 
Demographics: 52% human, 17% sabi, 12% half-genie, 8% half-
ghul, 5% kobold, 3% lizardfolk, 2% gnoll 
Dominant Cultures: Iludai 
Government: Constitutional republic 
Notable Religions: Adimas, Maqur, Qirus, Ruh Thariq (Daq) 
Main Alignment: Lawful Neutral 
Notable Vassals: Deruq, Ta’lab, Zash 
 
Named for its many well-tended public gardens & the lush 
vegetation in its open plazas, Sa’ifah (sah-EE-fah) is the City of 
Green. Located in a relatively-fertile valley in north-central Ilud, 
the city is surrounded by wooded hills & verdant fields. The 
bounty of the land here has allowed the city-state to create a very 
robust farming & logging industry, which produces vegetables & 
grains for most of the settlements in Ilud. 
 
Sa’ifah is a gathering place for druids & rangers from all over the 
continent, who make annual pilgrimages here & often stay for a 
season or two to experience the thriving beauty of nature. Due to 
the substantial greenery, the entire area is infested with 
mischievous peri & other fey creatures. These wild-folk give the 
region its deserved reputation as an unsettling place of mystery & 
magic. 
 
Originally named Gazafa Ashir, the city of Sa’ifah was once the 
capital of the kingdom of Ilud, but was razed to the ground by the 
invading Admajai. The empire quickly rebuilt the city in its own 
image, using many architectural motifs & themes which are not 
present in most western settlements. The remains of the old city 
have mostly been demolished or built over, but the tunnels 
underneath Sa’ifah (which serve as sewers & catacombs) still lead 

to half-buried buildings & vaults dating back to the pre-imperial 
era. 
 
On the outskirts of town is a wide multi-tiered building, which is 
covered in crawling vines & has almost no windows. This is the 
Academy of the Truest Art, a college for scribes & scholar that 
attracts mages from the farthest reaches of the world. Although the 
school purports to be an ordinary house of learning, where students 
learn history, calligraphy, science, poetry, & mathematics, it also 
teaches them how to best wield the Secret Art of true magic. The 
student body is mainly made up of half-genie & sabi, although all 
races are represented, even a few half-ghuls who have managed to 
find the school. 
 
Sa’ifah is a democratic republic, where all free men are allowed to 
vote on issues & the leaders that will address those issues. 
Indentured servants are not permitted to vote, but freemen have 
recently been allowed to do so, & it has already changed the 
political landscape of the city. The current vizier is Aden aq-Zarqa 
(Lawful Good, Paladin 7), the first sabi to hold that position. He is 
a cool, efficient leader with a calm, low-key personality, which is 
in stark contrast to the stereotype of a fiery temperamental narsabi. 
 
Vizier Aden’s largest problem, though, is the thieves’ guild 
operating in the area. Known as Al Ukhuwa (“the Brotherhood”), 
this union of burglars, cutthroats, & pickpockets hold a monopoly 
on the thievery in Sa’ifah, & their predations are a threat not only 
to the vizier’s authority, but the stability of the city-state itself. The 
republican guard has proven powerless to stop the Brotherhood, & 
the locals are desperate to end (or at least contain) this escalating 
lawlessness. 
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Salah 

 
Population: 23,070 (large city) 
Demographics: 55% human, 25% sabi, 9% lizardfolk, 6% half-
genie, 2% kobold, 1% half-ghul, 1% gnoll 
Dominant Cultures: Local 
Government: Pharaonic autocracy 
Notable Religions: Maqur, Pashati, Qirus, Sidaru 
Main Alignment: Neutral Good 
Notable Vassals: Za’adu 
 
Seen by many as a haven of decency & righteousness, Salah 
(SAH-lah) is the City of Hope. This peaceful city-state sits on a 
hill in southern Burdusq, surrounded by dry savannahs & rocky 
lowlands. The area is verdant & well-watered due to several 
natural springs in the stone-strewn valleys. The city earned its 
sobriquet from its role during the Ten Dark Years. 
 
After the Pactspell, survivors fled from the fall of the Admajai, 
heading northward in order to escape the mayhem. Many 
settlements that had escaped the Pactspell’s destruction closed their 
gates & refused to harbor refugees after the first mad wave, but the 
people of Salah welcomed them & shared their stock with them. 
For this reason, the city (as well as its people) is remembered for 
its warmth & hospitality. 
 
Not all is well with the city, however. The area around Salah is 
regularly beset by ghuls, vulture harpies, & (more recently) the 
she-da-zhong. The springs are not always reliable, & low-yield 
seasons can lead to droughts & subsequent famines. And the entire 
region is known for its heavy storms, some of which create 
devastating cyclones. Despite these troubles, the people of Salah 
persevere with a resiliency & a positive attitude that has become 
emblematic of the city as a whole. 

 
Salah was originally a remote town in the northern reaches of the 
Dominion of Alaqanas, & is the only major settlement that remains 
from that long-lost kingdom. Long ago, the city weathered many 
sieges from the neighboring kingdom of Burdusq. Due to these 
regular assaults in the past, the city has always had strong 
defenses, & it still has three concentric sets of thick stone walls 
around its entire perimeter. The outer walls are partially made with 
obsidian, which is mined from the dormant volcano to the west. 
The lava-stone here is extremely durable, & is said to be magically 
enhanced. 
 
The famous Arch Rock Road leads from the marketplace here in 
Salah all the way to the market square in the City of God, near 
Ilud. Qirusite pilgrims from the north come here to begin the final 
leg of their journey to the Stoic Watcher’s City, & they genially 
interact with the locals, who mostly worship Pashati & Sidaru. The 
road is also known as the Safar Alquba, & was named for the many 
natural arch formations that can be seen in the rocky hills 
alongside much of its length. 
 
Salah has been ruled by a long dynasty of pharaohs, the latest of 
which is the dynamic Queen Tuhaia (Lawful Good, Aristocrat 
6/Paladin 5). Tuhaia is a hands-on ruler who enjoys mingling with 
the common folk, & has even been known to treat sick or injured 
citizens personally. Her main concern is the defense of her city & 
its people from monstrous predations, particularly from the 
growing number of she-da-zhong in the region. To this end, she is 
attempting to raise an army, & is hiring mercenaries & militia 
members to join her ranks. This army is unpopular with the locals, 
however, as it seems to run counter to the city’s reputation for 
peace & kindness. 
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Sijur 

 
Population: 11,393 (small city) 
Demographics: 47% human, 19% lizardfolk, 14% sabi, 8% 
kobold, 6% gnoll, 3% half-genie, 2% half-ghul 
Dominant Cultures: Iludai, Raheel 
Government: Autocratic sultanate 
State Religion: Qirus 
Main Alignment: Lawful Neutral 
Notable Vassals: Zaqar, Zebi 
 
On the island of Jual Jahazi, off the western coast of Admaja, sits 
the city of Sijur (see-JOOR). As the largest settlement on the 
island, this city-state dominates the political landscape of the area. 
The city has a defense agreement with the other towns, so the Lion 
Guard (as the city’s militia is known) has fought numerous battles 
with the she-da-zhong, which have attempting to conquer the 
island for decades. 
 
Sijur is allied with its close neighbor, the City of God, & trades 
primarily with the locals there. The city is competing with Luardo 
& Zawraq for dominance of the nascent sailing & shipping 
industries in the region. Due to its size & clout, Sijur controls the 
grape-growing for the entire island, & is thusly famous for its 
many fine wines. 
 
The laws of Sijur are some of the most exhaustive on Siraaj, & the 
punishment for infractions is severe. The constable is particularly 
intolerant of thievery, the price for which is hand-chopping or 
death (for repeat offenders). The strict penal code is unpopular 
with some citizens, & certain elements within Sijurai society want 
to change the system. The sultana just narrowly survived an 
assassination attempt (which is thought to be motivated by the 

legal system), & she is zealous in her efforts to find & punish those 
responsible. 
 
Southwest of town is the Cavern of Corpses, a deadly cave system 
that appears to have been carved into the hillside. It has been there 
since before the first recorded expeditions to the island in the early 
Age of Kingdoms period. The cavern complex was made by some 
unknown people, possibly to serve as a burial vault for some great 
ruler. It is quite extensive, which the hexagonal tunnels sprawling 
in all directions. Many explorers do not return from the site, as 
many dark magics seem to hunt people that enter caves, striking 
them with a horrific curse. 
 
Sijur was founded only about 300 years ago by Jafaz al-Sijur, on 
the site of an abandoned fishing village. That village once 
belonged to the Dominion of Alaqanas, but was deserted when 
Alaqanas was destroyed by the War of Songs, over 800 years prior. 
Some unknown magic preserved the village, & the buildings were 
still there when Sijur was first settled. Those structures were 
finally destroyed by the city’s founders to make way for new 
construction, & it is thought that the Central Square is haunted to 
this day. 
 
The city-state is ruled by the ruthlessly-efficient Sultana Nada 
(Lawful Evil, Bard 8/Duelist 5). She is a dispassionate leader, but 
one who leads effectively through cold, heartless pragmatism. She 
is not well-liked, as the recent attempt on her life has proven, but 
the city has prospered under her draconian rule. Most locals 
begrudgingly accept that although she is unpleasant, her tactics & 
policies have greatly benefited the city over the years. 
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Sulafat 

 
Population: 21,407 (large city) 
Demographics: 58% kobold, 16% human, 9% sabi, 7% lizardfolk, 
4% half-ghul, 3% half-genie, 2% gnoll 
Dominant Cultures: Local, Sulafati 
Government: Constitutional monarchy 
Notable Religions: Akasha, Sidaru 
Main Alignment: True Neutral 
Notable Vassals: Jahffar, Zaqazu 
 
On the Turtle River, just north of the Provider’s Oasis, is the 
jumbled city of Sulafat (SOO-lah-faht). Located in southern 
Sheqari, this city-state is the largest kobold-majority settlement on 
the continent. Kobolds, who normally are a very cosmopolitan & 
non-nationalistic race, consider this city to be something of a 
homeland, a place for them to call their own. 
 
The streets of Sulafat are a chaotic maze of sharp turns, dead ends, 
& back alleys, the result of various periods of growth & haphazard 
urban planning. The buildings are a mix of lizardfolk & kobold 
architecture, with old multi-story towers right next to new 
sprawling plazas. This dichotomy is disorienting to visitors, but the 
locals are used to the city’s peculiar & unique character. 
 
Sulafat has a strong farming industry, taking advantage of the 
Turtle River to irrigate their crops. Many farmers here grow 
rayseed, which is used as a recreational drug (like kava). Rayseed 
is particularly popular with kobolds, although most other races 
enjoy it to a certain extent. Gnolls are notable in their general 
dislike for rayseed, but the kobolds’ enthusiasm for it more than 
makes up for that. 

 
For years, Sulafat has instituted a policy of high taxes for its 
citizens, but the social services that the royal government provides 
are both abundant & superb, so few locals complain. Pilgrims, 
nomads, & other visitors to the city are largely exempt from these 
taxes, although they don’t receive many of the benefits. These 
benefits include guaranteed employment (often in the militia), free 
health care (provided by registered clerics), & inexpensive 
foodstuffs (due to local subsidized farmers). People from other 
city-states tend not to understand the abnormal taxation here, 
seeing mostly the cost rather than the benefits. 
 
Sulafat does not get along well with its lizardfolk-dominated 
neighbors, & therefore does not engage in much trade with 
Sheqarai settlements. Merchants who buy or sell here come from 
faraway lands, like Burdusq, Ilud, & Alhurus Lake. They use long 
caravans, which are often the target of bandits, raiders, slavers, or 
guerillas. Regardless of the assaults’ sources, these continued 
attacks threaten the merchants’ livelihoods, so they are always 
hiring skilled mercenaries for security. 
 
Originally a lizardfolk village called Rasalsamak (“Head of the 
Fish”), Sulafat was captured by the kobolds of Haz-Hurad during 
that kingdom’s wars with Sheqari. The kobolds held onto the city, 
even after the end of the war, & it became the foremost kobold-
dominated city outside of Haz-Hurad. After the kingdom was razed 
by Johoum, it received many refugees fleeing from the destruction. 
The mass exodus from the doomed kingdom is known as the Hijra, 
an event that is somberly remembered by kobolds to this day. 

127



Zawraq 

 
Population: 10,159 (small city) 
Demographics: 68% human, 15% sabi, 7% half-genie, 5% kobold, 
2% lizardfolk, 1% half-ghul, 1% gnoll 
Dominant Cultures: Iludai 
Government: Dynastic autocracy 
Notable Religions: Maqur, Qirus, Ruh Thariq (Daq) 
Main Alignment: Lawful Evil 
Notable Vassals: Madina, Sisana, Zijaraq 
 
There is a small city-state on the west coast of Admaja, northwest 
of Mathar Lake in northern Ilud. Known as Zawraq (ZAH-rahk), 
the city is in the grip of utter tyranny. The sheikh, Lord Malik 
Sayed Al-Rabb (Neutral Evil, Druid 12), has the entire city in the 
coils of fear, & is slowly squeezing the life out of it. The people 
are desperate to have some relief from this despotic regime. 
 
Zawraq was not always such an unpleasant place. Before the rise 
of the current sheikh, the city was mainly known for the thick, tall 
woodlands in the area. The city is surrounded by large deciduous 
trees, which were logged for boat-wood & carpentry. The logging 
continues to this day, but production has diminished as of late, due 
to the local becoming afraid to venture far into the forest. They 
know that the sheikh takes frequent trips through the woods with 
his pet serpent, Ahmar Sinn (which has become the symbol of his 
office); he is also protected at all times by his personal guard, the 
Red Fangs. Because of this, the citizens know that they cannot 
escape the sheikh’s cruelty by leaving the city, & this has cast an 
oppressive shadow on the forest, like a dark fog.  
 
Zawraq was also famous for its many beautiful cascading 
fountains, which were intricately shaped in the style of the marid 
cities. The fountains, which are decorated with sculptures & reliefs 
depicting scenes from Ilud history, still remain, although they have 
been ordered shut down until further notice. This was allegedly 
done to conserve water, but the city’s ample water supply & 

proximity to the sea makes this pretext sound rather far-fetched. 
There is a persistent rumor that the fountains will soon be 
dismantled to make a new palace for the sheikh, but so far, this has 
not happened. 
 
Prior to the rise of Lord Malik, the city’s main problem was 
criminal activity, specifically organized crime. Zawraq has an 
extensive & powerful thieves’ guild, called the Liar’s Fire, which 
has been preying on the locals for decades. Recently, the guild has 
flourished under the current regime, & it is said in some circles 
that it has strong ties to the sheikh himself. 
 
Zawraq was once a quiet coastal town in the kingdom of Ilud. 
After the kingdom dissolved, it became an independent city-state. 
The city prospered for some time, expanding its influence over the 
surrounding area as its affluence grew to match. It came under the 
control of the Al-Rabb family, who facilitated the further growth 
of the town. Then, just eight years ago, Malik Sayed Al-Rabb 
arrived from the east & took the crown from his ailing uncle, 
becoming lord & sheikh. 
 
On the outskirts of the city is a black-walled fortress known as the 
Forgotten Prison. Built only five years ago, on the direct orders of 
the sheikh, the penitentiary holds people that the government has 
declared to be a threat to the city. This not only includes true 
criminals (at least those without support of the Liar’s Fire), but it 
also comprises people who have protested the sheikh’s rule or his 
policies. Many of these dissenters never return from the Forgotten 
Prison, even after their sentence has expired. Deep within the 
lowest sub-cellar of the complex, an infamous inmate, known only 
as the Unseen Prisoner, is locked away under the utmost security. 
He (or she) is kept secluded from the other convicts, & the only 
evidence for his (or her) existence is the round-the-clock guards & 
the mysterious written notes & graffiti that appear around the 
fortress without apparent cause. 
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Zurqim 

 
Population: 7,301 (small city) 
Demographics: 35% human, 21% sabi, 16% kobold, 12% half-
genie, 9% gnoll, 4% lizardfolk, 2% half-ghul 
Dominant Cultures: Hijra, Local 
Government: Plutocratic oligarchy 
Notable Religions: Akasha, Johoum 
Main Alignment: True Neutral 
Notable Vassals: Jumil, Samaq 
 
On the coast of the Zurim Bay, nestled in the southwestern reaches 
of the Sahra Basit, lies the ancient city of Zurqim (zoor-KEEM). 
Thought to be the oldest continually inhabited city on Admaja, the 
city was founded over 4,500 years ago, before the Age of 
Kingdoms. Was once the southernmost major city of the kingdom 
of Shadaz, & then later it was part of the Empire of Admaja. Since 
the Pactspell, Zurqim has been an independent city-state, & has 
risen to become a power in its own right, controlling interests 
along much of the southern coasts. 
 
Zurqim owns & operates extensive stone quarries to the north, in 
the rocky cliffs & stone-strewn hills of the Sahra Basit. It is here 
that the citizens have excavated the richest known white marble 
veins in the world. The city trades quarried marble with Babalarud 
to obtain much-needed lumber & grain, & with Dajajah to obtain 
good-quality steel & freshwater. Recently, gold was discovered in 
the nearby Caverns of Suja, further enhancing the city’s profile & 
helping to offset the area’s lack of natural resources. 
 
Despite being a coastal town, Zurqim has just a small fishing 
industry that only really supports the town’s food supply. The 
majority of the locals are involved with the mining business (which 
is handled by a few large consortiums), or with the mercantile 
operations (which are mostly small independent ventures). A 

recent increase in the number of ghul attacks in the area has made 
travelling more difficult for both the miners & the merchants, the 
city’s militia is stretched too thin to provide adequate protection 
from the ghuls. 
 
Zurqim is ruled by a committee of representatives from the 12 
largest economic interests in the city. Most of these are syndicates 
from the mining industry, although a few of the most powerful 
merchant princes are always represented. This plutocratic means of 
governance seems to be a relatively recent development; official 
records show that only 150 years ago, the city was ruled by a 
potentate. At some point in time, the potentates became indebted to 
a collection of rich business owners, & were forced to cede control 
of the city to them. 
 
Due to the city’s great age, Zurqim today sits on a hill made up of 
ruins from previous eras of inhabitation. Because of the local 
mining expertise, many of the old buried buildings are still 
accessible via tunnels & well shafts. The catacombs beneath the 
city extends for many layers, with sewers, caverns, ruins, 
basements, dungeons, & other underground chambers in countless 
number. No one can honestly claim to know all the myriad 
passages, despite the fact that more than a few people call the 
Down Below home. 
 
The ruins of the long-lost capital of Shadaz lay half-buried to the 
northeast of Zurqim. The former city, called Ushazur by the 
Shadazai, was once a large thriving city, before the Empire of 
Admaja conquered the kingdom & razed the capital. Now a 
crumbling necropolis, Ushazur’s charred remains are mostly 
covered by dust, ash, & sand. It is said, though, that some of its 
secrets & treasures were protected from the flames, & are still 
intact, even a thousand years later. 
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Regions 
Alhurus Lake 
In south-central Admaja, between the Red Sands & Ilud, is a vast 
freshwater lake, larger by far than any other in the world. 
Commonly known as Alhurus (ahl-HOOR-us) Lake, it was once 
the vast lowland kingdom of Al Huruz, which was drowned in a 
magical mishap. This cataclysm was brought on by a marid shah 
600 years ago, in a bid to steal water from the Admajai. 
 
Alhurus Lake is now the largest source of fresh water on the 
continent, & indeed the world, & it partially ameliorates the 
weather patterns for the entire southern half of the continent. It is 
fed by all three of the Sister Rivers, & in turn, it feeds the Hasini 
River as its waters flow to the Qius Sea. Surrounding the lake are 
many lands, such as the Sahra Basit, the Red Sands, the Northern 
Wastes, & the region of Ilud, only the last of which is fertile. 
 
Due to the flooding of a former river valley that was also a 
populated kingdom, Alhurus Lake has the ruined remains of 
settlements, fortresses, tombs, & temples on its floor. Due to this 
fact, it should not be surprising that the entire lake is teeming with 
the undead. But the deep waters are also the home of many small 
pahari communities, which keep the peace as best as they are able. 
 

Bhul 
A glacier-covered peninsula of the Southern Continent, across the 
Ramul Sea from the Red Sands & the Arid Plains, the land of Bhul 
(BOOL) has a stark beauty unlike that of any other place on Siraaj. 
A barren landscape of icy plains & frigid snow drifts, it is plagued 
with remorhazes & strange white dragons, who thrive in the 
seemingly-endless frozen wastes. The entire region has little 
contact with the outside world, & most people on the continent of 
Admaja consider the land & its people to be entirely mythical. 
 
Bhul is a real place, though, & it is populated (sparsely) by the 
dvernin, who live in small camps or in icy caverns. Many of these 
caverns connect to hot springs underground, warmed by volcanic 
vents, & are thusly ideal shelters from the wind & cold of the 
world above. The dvernin subsist on coastal fishing & remorhaz-
hunting; the former is safe but with a low yield, while the latter is 
perilous but with a high yield. 
 
The dvernin of Bhul claim that a warm tropical valley exists 
beyond the tundra in the uttermost south. It is said to be hidden 
past a field of diamonds, & lake of liquid silver. Within that valley, 
the dvernin say that there are creatures seen nowhere else, & a 
secret truth that if discovered, would grant the finder nigh-
unlimited power. Needless to say, most people dismiss such 
outlandish tales as pure fantasy, & nobody returns from beyond the 
icy wastes of Bhul anyway, so the point is moot. 
 

Burdusq 
On the western coast of Admaja, south of Sheqari, is the proud 
land of Burdusq (boor-DUSK). A place of savannas, scrub desert, 
& arid grasslands, Burdusq used to be much greener. But the Great 
Drought, followed later by the Ten Dark Years, ravaged the 
landscape, causing the wasteland to encroach upon this once-
beautiful land. 
 
The coast has the most fertile land remaining, with its winds & 
waters tempering the desert heat. The coastal settlements, such as 
the city of Sabur, are much more prosperous than the interior 
towns. The region has many ghost towns & ruins from abandoned 

settlements, such as the necropolis of Fashul; this stems from the 
period of steep decline following the tragedy of the Pactspell. 
 
Burdusq was named for the realm of the same name that was 
established in this region during the Age of Kingdoms. The 
kingdom kept mostly to itself, not engaging in conflicts with its 
neighbors or otherwise making a spectacle of itself. It lasted for 
over 2,100 years, until it finally broke up due to internal conflicts. 
 

Ilud 
In southwestern Admaja, west of the Sahra Basit, is the pleasant 
land of Ilud (ee-LOOD). Predominately covered by temperate 
plains, forbidding forests, & rolling hills, this coveted region is 
much more verdant than the rest of the continent. Unlike most 
other parts of Admaja, where the land is nothing but parched sand 
or barren stone, Ilud is green & lush, with dark soil & shady trees. 
Here, water can be obtained easily, without the need to fill one’s 
canteens up at an oasis, or stay within an hour’s walk of the nearest 
river. 
 
The region of Ilud was named for the dissolute kingdom of Ilud 
that once existed here for over 2,500 years. The former nation had 
a storied history, with many conflicts against its neighbors. It 
fought wars with the kingdom of Shadaz, the Dominion of 
Alaqanas, & even the Empire of Admaja itself. It held its own 
during each of these clashes, & is remembered even today for its 
resilient & resolute people, who would die to defend their beloved 
land. 
 
Ilud has many earthen mounds, shaped like animals or geometric 
shapes, which were built by an unknown prehistoric people. Some 
of the mounds are actually hollow, & may have once served as 
tombs. Today, most of the hollow mounds are empty, having been 
looted untold eons ago, or merely succumbing to the passage of 
time & crumbling to dust. But some of the mounds’ treasures 
remain, & many more mounds remain unexplored. 
 

Northern Wastes 
North of Alhurus Lake, & south of the mountains of the Satha 
Laylanuha, is a seldom-traveled region of badlands & scrubby 
savannas. This place, called the Northern Wastes by those who 
need to refer to it at all, is a sparsely-populated hinterland, one that 
most people would gladly forget about. Most of the settlements 
here are quite small & close to one of the three Sister Rivers that 
run through this otherwise-dry area, & there is little of interest to 
those who would want more. 
 
The name of the Northern Wastes is actually a misnomer, as it is in 
the geographical center of the continent, & it is only partially a 
wasteland. It was given its common name by the more populated 
southern regions of Ilud, Al Huruz, & Admaja. Centuries ago, 
those peoples knew little of the lands to the north, seeing only rural 
desert for miles. Also, the various tribes, clans, & villagers in the 
area had no other name for the entire region; thus the name stuck. 
 
Despite its reputation for being backward & devoid of interest, 
there are things to do & places to go here. The cities of Alaqur, 
Mushayar, Qaziz, & Qulzai are all here, as are many smaller towns 
& villages. The region has many non-urban wonders, as well, such 
as the Girza Canyon, the Stabbing Rock, & Sands of Endless 
Sleep. The natural hazards to be found here are only surpassed by 
the natural beauty, & the hardy people who live here have grown 
to appreciate their sometimes-desolate home. 
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Qius Sea 
A narrow ocean off the western coast of the continent of Admaja, 
between it & the Western Continent, this body of water is called 
the Qius (KEE-uss) Sea. Also known as the Bair al-Qius, the sea is 
mostly placid, with few major storms or mighty waves. This 
calmness has allowed the burgeoning sailing technology to be used 
safely, which has proven the new ships to be viable (& profitable) 
ventures. Ship-building companies are starting in the City of God, 
Fandaq, Naranj, Sijur, & all along the Lisan Coast, hoping to get in 
on the latest big thing. 
 
But ships have also brought their share of difficulties, as well. 
People still don’t trust the rickety wooden contraptions, & as with 
any new technology, design flaws still need to be hammered out. 
Several ships have infamously sunk over the past few years, 
adding to the vessels’ risky reputation, & many people won’t set 
foot on one. Also, the she-da-zhong are thought to travel by boat 
sometimes (when they aren’t accused to travelling via magic), 
which only adds to the stigma concerning seafaring boats. 
 
Due to its mild waters, the Qius Sea is a much-loved place for 
aquatic peoples, such as the pahari, the marid-kin, & sahuagin. 
Jaqabad, the largest of the marids’ cities (& perhaps the largest city 
on Siraaj, above or below the waves) is located here, a great & 
glorious jewel under the sea, overlooking a trench known as 
Limalia’s Maw. Countless fishing camps & villages line the coast, 
populated by almost every race on Siraaj (although gnolls are still 
something of a rare sight here), & they all love & respect the 
serene bounty of this gentle sea. 
 

Ramul Sea 
A deep, wide ocean off the eastern coast of the continent of 
Admaja, between it & the Eastern Continent, this body of water is 
called the Ramul (RAH-mool) Sea. Unlike the Qius Sea, on the 
other side of Admaja, this ocean is neither calm nor mild. Also 
known as the Bair al-Ramul, its waters are often stormy, with 
violent squalls appearing without warning & choppy waters often 
hampering boat travel. 
 
The warm northern waters of the Ramul Sea produce a number of 
typhoons every year, starting in late summer & continuing 
throughout the fall. These tropical storms scour the coast once they 
reach the shore, devastating villages & camps for miles with 
vicious winds & pelting rains. Sometimes, even in the midst of 
winter, a lone typhoon will appear suddenly, hug the coastline for a 
time, & then vanish. These rare & freakish storms are called the 
Laughter of Limalia, & they are much feared by coastal residents. 
 
The most pressing danger to the people near the shore, though, is 
the periodic assaults from the shaghali, who are waging a 
campaign of conquest at the behest of their deity, Nathar. Hailing 
from a far-off land in the east, ships of flail-driven slaves have 
terrorized coastal settlements for the past several years. Recent 
reports also suggest that they may be creeping inland, for shaghal 
warriors have attacked caravans by springing up from the very 
ground (if survivors can be believed). 
 

Red Sands 
Named for its rusty iron-rich sand, which gives the entire region a 
decidedly orange hue, the Red Sands is in eastern Admaja, 
northeast of the Sahra Basit & east of the Northern Wastes. Also 
known as the Ral Zadi (its Admajai name), this region is a parched, 
sun-scorched desert, swept by harsh winds & covered with rolling 
reddish sand dunes. It is known for its bewitching mirages, which 
deceive many unwary travelers to their doom. 

 
The Red Sands have always been a sparsely-populated area, with 
few villages or camps, & little traffic from merchants or pilgrims. 
However, several nomadic camelotaur tribes wandering across the 
sandy wastes call this dusty land their home, & few people would 
contest their claim. The coastal reaches were once controlled by 
the kingdom of Admaja, even before the nation became an empire 
& conquered half the continent. 
 
Many magical people, things, & events have shaped the landscape 
of the Red Sands, transforming it with unfathomable arcane 
energies. Multiple divine sanctions have been cast upon the region, 
turning what little water that was here into blood & blasting the 
surface with hails of burning ice. The cataclysm of the Pactspell, 
which began the Ten Dark Years, originated off the coast, on the 
Shattered Isle (then the Shepherd’s Isle); the destructive energies 
of the Pactspell swept across the desert, killing everything in its 
wake. And somewhere in the dune-covered wastes is the Colossus 
of the Ral Zadi, an enormous stone statue of a man with strange & 
mighty powers, built for a mysterious purpose. 
 

Sahra Basit 
In southeastern Admaja, southwest of the Red Sands & east of 
Ilud, lies the Sahra Basit (SAH-rah BAH-seet), which simply 
means “the Desert Plain.” Known to some as the Arid Plains, this 
region is dominated by desiccated flat badlands & barren rocky 
highlands. A dry & dusty place, it has almost no rainfall & 
frequent dust storms. The only rain that ever falls comes from the 
occasional typhoon that strikes the coast from the Ramul Sea, but 
even those seem to avoid the area most of the time. 
 
The Sahra Basit used to be a verdant & temperate place hundreds 
of years ago, with windswept grasslands, lush valleys, & wild 
forests. But the Great Drought & the later Ten Dark Years took 
their toll, & almost all of the region’s vegetation & wildlife 
withered & died. Before that, the western half of this fertile land 
was dominated by the kingdom of Shadaz, before being conquered 
& absorbed by the Empire of Admaja. 
 
One of the only places on Siraaj that has many cacti, the Sahra 
Basit is suffused with the hardy plants.  They are the dominant 
vegetation in the region, & the larger ones are revered by the 
nomadic tribes of desert centaur that cross the plains in an annual 
cycle. These camelotaurs are among the few creatures that are 
resilient enough to withstand the harsh, inhospitable landscape. 
 

Satha Laylanuha 
A wide chain of sharp, jagged mountains that runs roughly east-to-
west across north-central Admaja, the Satha Laylanuha (SAH-thah 
LAY-lah-NOO-ha) is just south of the equator & just north of the 
poorly-named Northern Wastes. Commonly known as the Sathan 
Range, & sometimes called the Black Fire Mountains, the 
mountains stretch for thousands of miles, from southeastern 
Burdusq to southern Shemun. It is by far the longest mountain 
range in the world, & some of the peaks in the chain are among the 
tallest on Siraaj, as well. 
 
The Satha Laylanuha (whose name means “the Terrace of the 
Night’s Backbone”) is dotted with many small villages, thorps, & 
camps, mainly in the lower elevations. It is also strewn with the 
entrances to innumerable caverns & grottos, some of which extend 
for miles underground. Prone to frequent earthquakes (& 
subsequently, regular rockslides), it’s known for its many rich 
mines of iron, tin, rubies, diamonds, & other metals/gemstones. 
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Unlike most mountainous areas, the Sathan Range has had many 
interesting historical events occur nearby, which has colored the 
perceptions of many people. For instance, the so-called khan 
Qalim Qanuil, a Terisabi warlord, tore a path of conquest through 
the region, before being stopped at the Narrow Blade Pass. Also, 
the archmage Waharim performed his greatest (& final) act of 
wizardry atop the peak of the Samet Ar’ras, for which he is still 
worshipped by the Nis Haqara sect that lives here. 
 

Sea of Fiery Knives 
A parched, sandy desert in northwestern Admaja, the Sea of Fiery 
Knives is east of Sheqari & north of the Sathan Range. It is named 
for the sharp desert sands, whipped about by high winds, which are 
heated by the searing sun & have scarred (or worse) many unwary 
travelers. This region is possibly the hottest place on Siraaj, with 
temperatures regularly exceeding 100°F (38°C), & sometimes 
getting above 140°F (60°C). 
 
The intense heat is not the only reason that most sane people avoid 
the Sea of Fiery Knives. Sightings of demons, desert dragons, & 
ghuls are somewhat common here, despite the desolate nature of 
this most hostile of places. The great dragon-nest of Azhan is just 
to the north, & many ghuls come from the mysterious east. Efreeti 
& their kin are often found here as well, basking in the scorching 
sands, which reminds them of their ancestral home. 
 
The Sea of Fiery Knives was not always the hellish desert that it is 
now. It was once the site of the great kobold kingdom of Haz-
Hurad, which prospered in the equatorial greenery for nearly 2,000 
years. The kobold nation was destroyed by an army of demons led 
by the demon-lord Johoum. The surviving kobolds fled to Maisan, 
Sulafat, & other nearby settlements in a mass flight now referred to 
as the Hijra. The ruins that were left behind are still standing, 
although the ravages of sand & time have reduces some of them to 
mere rubble. 
 

Shemun 
Beyond the Satha Laylanuha, in north-easternmost Admaja, the 
region of Shemun (sheh-MOON) is shrouded in mystery. A 
savannah-dominated peninsula jutting out into the Reth Sea, it is 
mostly thought of as a purely mythical place by the vast majority 
of the continent’s population. Sometimes called the Lands of the 
Dead, this strange place is poorly understood even by those who 
claim to know it well. 
 
Shemun is a land of great wonders & bizarre terrors. This 
otherworldly region is home of the Pit of Fate, as well as the city 
of Albaluri & the necropolis of Qidar. Many magical portals here 
lead to a weird, mystical land covered by a perpetually-night sky. 
And to the extreme north is the Hulum Forest, a place from where 
no one has ever returned. 
 
Many first-time explorers of Shemun are surprised to find that the 
region is actually populated by a number of people, including 
gnolls, humans, kobolds, & lizardfolk. The most dominant races in 
the area, however, are genie-kin such as half-djinn & sabi. These 
diverse people live mostly in small camps, clans, or tribes, & the 
concept of living in larger settlements is completely foreign to 
them. Their tribal lifestyle is simple yet fulfilling to them, & they 

are blissfully ignorant of the magical phenomena that exists around 
them. 
 

Sheqari 
Jutting out into the Reth Sea, the land of Sheqari (sheh-KAR-ee) 
sits on a peninsula in northwest Admaja. Once covered with vast 
fields, dense jungles, & fetid swamps, the region is now mostly 
savanna & scrubby badlands. While not as dire as the nearby Sea 
of Fiery Knives, the vegetation & wildlife have been dramatically 
reduced over the past 1,000 years. The one constant over that time 
has been the presence of the lizardfolk, a hardy people who have 
persevered despite the adversity. 
 
Sheqari was once the site of a great lizardfolk kingdom of the same 
name, forged by the legendary Amir Jathi. The Great Amir united 
the Seven Nations (although there were more than seven) to form 
the kingdom of Sheqari, with himself as their lord. He ruled wisely 
for decades, & his kingdom lasted far longer. After many 
centuries, the federation finally suffered an economic collapse due 
to the corrupting influence from the she-da-zhong (who were 
working with a group of demons). 
 
Since the fall of the kingdom of Sheqari, the region that took its 
name has carried on, poorer & less organized, but never truly 
defeated. The lizardfolk, along with the humans, sabi, & even 
kobolds in the area, have attempted to maintain the greatness of a 
bygone age, & their efforts are paying off, at least to a certain 
extent. The rise of the city-states has helped some small pockets of 
the region achieve renewed prosperity, & many people are working 
toward a resurgence for the peninsula as a whole. 
 

Yan 
A cool, temperate part of the Southern Continent, the region of 
Yan (YAHN) is connected to the continent of Admaja by a narrow 
isthmus, called the Adjal Strip. Known to the Admajai as Iun, this 
land is mostly cold steppes, fading into barren tundra. Speckled 
with countless thick patches of coniferous forest, it is as forbidding 
as it is frigid. 
 
Yan is mostly populated by warring tribes of (steppe) centaurs in 
the north & insular clans of dvernin in the south. Some humans, 
half-djinn, & sabi live near the coasts in small fishing 
communities, but most other races are not present here, including 
gnolls, kobolds, & lizardfolk (who prefer warmer climes). The 
dense woodlands of the region are the exclusive domain of many 
strange & reclusive fey-folk, who wish to be left alone & let only 
druids safely enter their sanctum. The few foolhardy or ignorant 
individuals who trespass upon the fey are either violently expelled 
or are never seen again. 
 
The dvernin are the most populous people in Yan, & have 
dominated the region since time immemorial. They know the 
Southern Continent as Gatheilar, which, in their tongue, means 
simply “south-land.” The frigid landscape is harsh & the weather is 
always bitter cold, rarely rising above freezing even in 
summertime, but the dvernin are hardy & stubborn, so they survive 
& even prosper here, after a fashion. They dig through ice & stone 
to live underground in labyrinthine tunnel networks, which they 
inhabit with their families in extended familial clans. 
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Locations 
Azhan 
On the Altnin Peninsula, northeast of the Sea of Fiery Knives, is 
the primary nesting site for most of the continent’s dragons. This 
spawning ground is called the Azhan (AH-jahn), which literally 
means “the Breeding Place”, & has been here since at least the 
time of the simurghs. Built on a large rocky plateau, which is 
pockmarked with caverns, niches, & crevices, this place is mostly 
avoided by those do not wish to tangle with dragonkind. 
 
The Azhan is said to be one of the most dangerous places in the 
world, where certain death awaits those who would attack the 
dragons or their nests. But it is also said to be littered with 
treasures looted by dragons from all over Siraaj, so it still attracts 
brave & foolhardy explorers, despite the grave risks. The site is 
mostly uncharted, but it is known to have several grottos leading to 
a vast subterranean graveyard where dragonkin from all over the 
world come to meet their final rest. 
 
The Azhan was the site of a brutal massacre of kobolds, as the 
kingdom of Haz-Hurad once led a poorly-planned campaign 
against the dragons. The campaign ended in a complete disaster for 
the kobolds, who were slaughtered en masse & ultimately lost 
control over the rest of the Altnin Peninsula. This attack on their 
nests may have led to the dragons later assisting Johoum in his 
destruction of Haz-Hurad. 
 

Blood Rock 
Blood Rock is an iron-rich mountain that marks the end of a south-
pointing spur of the Sathan Range, the same spur that contains the 
taller Mount Guazahar. It is named after the reddish hue of the 
stones in the area, due to the mountain’s abundant iron deposits. 
Also known by its Admajai name, Farun Qira, the peak is 
approximately 8,058 feet (2,457 meters) above sea level. 
 
Blood Rock is near the high-walled Girza Canyon, carved by the 
Narrow River, in the Northern Wastes. Both sites have served as 
traditional meeting places for tribes of aazlai (& other peoples) for 
untold generations. This mountain is also used as a waypoint for 
caravans traveling between the city of Qulzai & the Narrow Blade 
Pass. 
 
The foothills around Blood Rock are the only place on Siraaj to 
find the crimson-leafed medicinal herb known as Nabat Wahsi, or 
Red Rhapsody. This makes it a popular site for a cult of Waharim-
worshiping hermits called the Nis Haqara. They come here often to 
collect cuttings of the herb, which is difficult to grow off of the 
mountain & is renowned for its healing properties. 
 

Bone Bridge 
Crossing over a steep canyon carved by the Narrow River, just 
north of Alhurus Lake, is a most unusual bridge. While made 
mostly of mortared stone, the Bone Bridge also contains countless 
animal bones (primarily ribs), as well. Also known as aq-Sumar 
Ija, it has a strong skeletal motif, adorned with numerous carvings 
of skulls & other bony figures. 
 
Originally built by the Huruzai centuries ago, the Bone Bridge has 
been used by caravans going east or west for centuries, giving the 
site a long & storied history. The area was a key battleground in 
the conflicts between Adabasha & Al Huruz during the Age of 
Kingdoms. It was also once patrolled & maintained by the 
Admajai, but it’s now mostly unguarded, except by self-appointed 

local villagers. Most of the volunteers are Sidarites, for whom the 
bridge is a sacred site. 
 
Red ribbons are tied to the Bone Bridge, one represent each of the 
people that have fallen from its span over the years. Thus the 
bridge is festooned with ribbons of all ages, shades, & lengths. The 
crimson banners add a somewhat-festive air to what would 
normally be a macabre structure, although the somber meaning 
behind the ribbons still makes them more than a little morbid. 
 

Elzim River 
A long, winding waterway running through the Northern Wastes of 
central Admaja, the Elzim (ell-ZEEM) River is the middle of the 
Sister Rivers. It courses through the arid highlands between the 
Narrow River in the west & the Saqiyah River in the east. Like its 
sisters, it flows from the slopes of the Sathan Range into Alhurus 
Lake. 
 
The Elzim River is unusual in that it meets the Saqiyah River in 
two places. Both rivers flow through Mushah Lake, where they 
again separate to hundreds of miles, only to empty into Alhurus 
Lake. This is because Mushah Lake used to be two distinct bodies 
of water, before the Ten Dark Years; originally, the Elzim did not 
meet the Saqiyah until just east of the city of Al Huruz. Now, its 
waters are swelling downstream from Mushah Lake, while the 
Saqiyah is beginning to wither & nature adjusts to the upheaval of 
past events. 
 
Unlike its sisters, the Elzim River is known for its wide, placid 
waters. These relatively-gentle currents make it the most popular 
of the Sister Rivers for water-traffic. Barges, ferries, & other 
riverboats travel up & down the Elzim, bringing people, goods, & 
news from far-away places. The city-state of Mushayar sits along 
both sides of its banks, as well as many other towns, villages, 
camps, & other settlements. The river is popular among nomadic 
tribes due to its calmness, & it is particularly sacred to the goddess 
Pashati. 
 

Fire Hand Mountain 
South of Shemun, in northeast Admaja, rests a lonely mountain. It 
is one of the few peaks on the continent of Admaja that is not truly 
part of the Sathan Range, being several hundred miles to the south. 
Also known as Naryad Jabal (or Zarqa Dilam Qalim to the 
Admajai), it reaches approximately 5,181 feet (1,579 meters) 
above sea level. 
 
Frequently belching smoke & ash, Fire Hand Mountain is possibly 
the most active shield volcano on the continent. As it is so near to 
the equator, the area is already one of the hottest places on Siraaj, 
& the occasional lava flows make it even hotter. It is barren for 
miles around, with almost no inhabitants within several miles of 
the mountain’s base. 
 
Despite the inhospitable clime, Fire Hand Mountain is a regular 
pilgrimage site for devout creatures with efreeti blood in their 
veins, such as half-efreeti & narsabi. Because the area is so 
sparsely populated, most people who are even aware of the 
mountain consider it to be part of the myths surrounding the 
northward region of Shemun, even though it is unrelated to the Pit 
of Fate, Albaluri, & other Shemunai sites. It is well known to the 
Maqurites, though, but they consider this holy site to be a closely-
guarded secret, & will readily kill anyone who connects the church 
to the site. 
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Forest of the Lazurqai 
In eastern Ilud, between the city-states of Aqur & Babalarud, there 
is the vast sacred Forest of the Lazurqai (LAH-zoork-eye). Who 
the Lazurqai were or what became of them is a mystery that has 
been lost to time, but the woodlands that they left behind are 
tranquil & majestic, untouched by hand or axe. The fog-laden 
woods can be eerie at times, however, or even ominous, & it does 
not give up its secrets willingly. Many people have disappeared 
without a trace here: explorers, settlers, & merchants. Even the few 
roads that border the forest are not entirely safe, as travelers often 
tell stories of strange sounds or glaring eyes, especially at night. 
 
The misty forest is not to be entirely avoided, though. Long ago, 
some wise druid found that the leaves of the great jabbar tree had 
medicinal properties. The leaves must be from a living tree, freshly 
plucked, & boiled into a strong tea. The tea itself can aid the sick 
or infirm, while the boiled jabbar leaves make for an effective 
salve for treating wounds. The mighty jabbar tree grows nowhere 
else, & attempts to cultivate the tree elsewhere have always failed. 
 
A small cult of Pashati, isolated from their brethren in the north, 
have made it their sacred duty to protect the trees, & have a fragile 
exclusive arrangement with a local merchant guild to provide fresh 
leaves in exchange for added protection. The nearby settlements of 
Aqdhar & Haraj (near Babalarud in the south) greatly benefit from 
this arrangement, but recent rumors of a rival hamlet called Al-
Qaum may upset the delicate balance. 
 

Hasini River 
Flowing from Alhurus Lake to the Qius Sea, at Shaqad Bay, the 
Hasini (hah-SEE-nee) River marks the northern border of Ilud. It is 
the widest river on the continent of Admaja, & is fed by all three of 
the Sister Rivers via Alhurus Lake. Because of this, the river has 
very wide, calm waters, with few rapids & no shallow areas. 
Counting the Sister Rivers as its tributaries, this is the largest & 
longest river system in the world. 
 
The banks on either side of the Hasini River are wide & rocky, 
mostly devoid of the arable soil & vegetation found near the banks 
of other rivers. River traffic is plentiful here, & numerous 
settlements dot the shores like beads on a string. The largest cities 
on the riverside are Fandaq, Naranj, & the City of God, but they 
are greatly outnumbered by fishing villages & trading towns. Most 
commerce on the river is controlled by a consortium of merchant 
princes based out of Naranj, which holds a monopoly on the citrus 
fruits vital to long voyages. 
 
The Hasini was once a narrower river with steeper banks, but the 
drowning of the kingdom of Al Huruz 600 years ago changed all 
that. The flood created a deadly scouring wave downstream, which 
transformed the river; the subsequent events of the Ten Dark Years 
also contributed to its current form. Because of the upheaval, many 
settlements were damaged or destroyed, & many valuable relics 
can be (& have been) found on the bottom of the riverbed to this 
day. 
 

Jal Ziffa 
An island off the western coast of Admaja, in the Qius Sea, Jal 
Ziffa (jahl ZEE-fah) is partially covered in thick jungle. The rest of 
the land is mostly fields & farmland for growing grapes. Wine 
made from Jalziffai grapes is said to be among the finest in the 
world. 
 
The island of Jal Ziffa has an extensive subterranean system of 
caverns, with many interconnecting passages & waterlogged 

tunnels. Deep in the overgrown jungles, the island hides quite a 
few ancient temple ruins, built by a civilization that apparently 
predates the Age of Kingdoms. The locals also claim that strange 
beasts prowl the island, especially at night, & that these bizarre 
creatures have otherworldly powers. 
 
The largest settlement on Jal Ziffa is the city of Luardo, but the 
island has several smaller towns & villages, as well. Most of the 
inhabitants are either human, kobold, or lizardfolk, but the (asp) 
she-da-zhong have a mostly-secret presence here. The asps keep to 
the shadows for now, skulking about & undermining the island’s 
relative peace & stability. 
 

Moonlight Tower 
In northeastern Admaja, almost 1,000 miles north of Nahraldikh, 
sits an imposing angular tower, rising from the rocky desert plain 
around it. Made of bluish-white stone that is harder than steel, the 
Moonlight Tower shows no sign of age or wear. Called the 
Baluqar Mal Radim by the Admajai, this structure stands alone, 
with no settlements or other major buildings within 200 miles of its 
daunting presence. 
 
Built by an unknown people, for unknown reasons, the Moonlight 
Tower has stood here since at least the Age of Kingdoms. It is 
widely thought to be haunted by malign spirits, or possibly warded 
by dark magic. It is also rumored to be build atop a vast cavern 
network, one that extends for miles all around & leads to strange 
unnatural places. The veracity of these tales can scarcely be 
determined, though, for few people who have sojourned long here 
have ever returned. 
 
The top floor of the Moonlight Tower is partially open to the sky 
by design, although few people have ever seen the top floor & 
lived to tell the tale. Bright lights can be seen from the empty 
windows on some nights, & the whole spire is said to shine like a 
full moon on rare occasions (hence the name). Odd noises can be 
heard coming from the building at these times, although no two 
people seem to agree on what they heard. 
 

Mushah Lake 
Southeast of Mushayar & northwest of the Red Sands, Mushah 
(MOO-shah) Lake has deep, murky waters. Both the Elzim & the 
Saqiyah rivers flow through this lake, although they do not merge 
here, which is highly unusual for river systems. Mutadaffaq Lake, 
another lake that’s fed by the Saqiyah River, lies to the northeast. 
 
Mushah Lake is nearly cleft in twain by a rocky peninsula on its 
southern banks. In fact, it was once two separate lakes (the Mushah 
& the Ziuj), but they merged during the Ten Dark Years due to 
changing weather patterns. They had been slowly moving toward a 
merger since the drowning of Al Huruz, but the cataclysm of the 
Pactspell completed the transformation. 
 
Several people vanish from the shores of Mushah Lake without a 
trace every year, often in a blink of an eye. Sightings of strange 
beasts in the dark waters are commonplace, but have never been 
conclusively confirmed. Treasures of various sorts sometimes 
wash up on shore, such as caches of coins, golden statuaries, or 
crystalline jewelry, but locals treat such occurrences as bad omens, 
& usually cast them back to the waters with prayers to Limalia. 
 

Narrow Blade Pass 
A thin cleft in the rock, the Narrow Blade Pass runs between two 
great mountains in the western Sathan Range. The two peaks on 
either side are the Thawil Jabal (“Tall Mountain”; 16,604 feet 
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(5,062 meters)) & the Gharb Jabal (“West Mountain”; 13,929 feet 
(4,247 meters)). Called the Duaz Tul Zehira by the Admajai, this is 
the only traversable gap through the mountains in either direction 
for nearly a thousand miles. 
 
At its narrowest point, the Narrow Blade Pass only about 10’ 
across, & thus serves as an invaluable strategic chokepoint for 
travel north or south. Any force that commands this pass controls 
travel between the northern & the southern parts of the continent. 
Many armies have marched through this gap over the centuries, & 
it was once held by the Admajai as a remote outpost. The most 
notable event in the site’s history was the Battle of the Pass, when 
the so-called khan Qalim Qanuil’s campaign of conquest ended is a 
crushing defeat. 
 
Merchants & pilgrims travel though the Narrow Blade Pass by the 
dozens every day. It’s visited often by members of the Nis Haqara, 
a faction of the church of Waharim, & other mountain peoples. It is 
also a sacred site to the vulture harpies that live in the mountains, 
making the gap dangerous at times (especially during the harpies’ 
mating season). 
 

Narrow River 
The westernmost of the three Sister Rivers, the Narrow River is a 
long slender waterway that flows from the Satha Laylanuha (near 
the Narrow Blade Pass) into Alhurus Lake. Also known as the 
Duaz Ziria, its course runs nearby Blood Rock & under the Bone 
Bridge. It is a very old river, which has carved several deep 
canyons along its twisting path, including the majestic Girza 
Canyon & the perilous Tuqaru Gorge. 
 
Unlike the other two Sister Rivers, the Narrow River has almost no 
significant settlements built up along its banks. This is due largely 
to the harsh desert wasteland on either side of the river, but also to 
the steep cliffs that gird the river banks for most of its length. Few 
civilized people travel on or near the river, but it still has a well-
earned reputation for its dangerous rapids & equally treacherous 
eddies, which have killed many travelers over the years. 
 
The Narrow River used to join the Saqiyah River west of the city 
of Al Huruz, forming the great Hasini River. Since the drowning of 
the Huruzai, though, it has spilled into Alhurus Lake instead, only 
feeding the Hasini indirectly. It is considered a sacred river by the 
nomadic desert centaur tribes of the area who come here often to 
consecrate their weapons, anoint their dead, & to gorge themselves 
on the clear waters. Many of the non-urban Limalites also revere 
the river for its life-giving (& life-taking) character, & often march 
across the desert to drink from it. 
 

Nomad River 
A fast, deep waterway in southern Ilud, the Nomad River flows 
into the Qius Sea from Ilud’s central hills. Also known as the 
Qanuil Ziria, it is named for the itinerant tribes & other travelers 
who regularly pass through the area. The river’s wide banks are 
dotted with small fishing camps & semi-nomadic clans, especially 
near the few places where the river is shallow enough to be forded. 
 
Bordered by rolling grasslands & coniferous forests on either side, 
the area around the Nomad River is an unusually pleasant part of a 
normally-harsh continent. The waters are being slowly developed 
by Iludai farming communities, which creates tension between 
them & the traditional nomads that have traveled here for untold 
generations. The river is well-patrolled by druids, & is revered by 
many as one of the most verdant places in the World of Day. 
 

The Nomad River marks the northernmost extent of the (steppe) 
centaurs’ range, & many clashes between them & their cousins 
from the northern deserts have been observed here. These conflicts 
are curtailed by the druids whenever possible, in an effort to 
maintain the natural beauty of this fertile area. There has not been 
a true battle between the aggressors in years, but tensions in the 
region are mounting, & the underlying issues have never been 
definitively resolved. 
 

Northway Bridge 
Just northwest of Alhurus Lake is a wide bridge made of wooden 
planks & rope, overlooking steep cliffs to the Saqiyah River below. 
Known as Rahan Ija to the Admajai, it is more commonly called 
the Northway Bridge. It has many strange sculptures on both sides 
of the bridge, carved by an unknown people; these figures seem to 
represent people with animalistic features, such as horns, tails, & 
wings. 
 
The Northway Bridge was named by the old kingdom of Shadaz, 
who used the bridge to trade with northern lands, such as Adabasha 
& Qalira. It once served as an ancient battlefield between the 
forces of Adabasha & those of Al Huruz. Because of its strategic 
value, it has been destroyed & rebuilt many times in its long 
history, mostly in the same spot. The crumbling, weathered anchor 
points of previous iterations of this bridge can still be seen up & 
down the river banks. 
 
Today, the Northway Bridge is tended & guarded by a group of 
volunteers from local towns known as the Qantarai. Most of the 
Qantarai are from the nearby village of Uar, although some are 
from non-urban tribes. The bridge is used mainly by nomads & 
merchants traveling around Alhurus Lake, going east or west, as 
few people venture northward since the road has become the 
favored stalking ground of a pack of were-hyenas. 
 

Oasis Lake 
Northwest of the Sea of Fiery Knives is a shallow body of water 
call Oasis Lake. A welcome haven in the deserts of eastern 
Sheqari, it is surrounded by arable land & lush flora, before giving 
way to the arid wasteland of the region. The lake is fed primarily 
by seasonal rains, which have become less reliable as of late; as a 
result, the water table has receded significantly in recent years. 
 
Oasis Lake was once the site of several battles between the forces 
of the kingdom of Haz-Hurad & those of its neighbor, Sheqari. 
Rasaljathi, the great lizardfolk temple city, is built upon it eastern 
banks, making the entire place a holy site for the church of Sidaru. 
The lake is a sacred place for many Limalites, as well, & is the end 
of the line for the longest pilgrimages from the south made by 
Limalia’s followers. 
 
Oasis Lake is known to have a tribe of sahuagin living within it, 
which have grown hungry & desperate as the waters have shrunk. 
They normally don’t bother the surface-dwellers much, & only eat 
the careless or the foolish. But the recent droughts have caused the 
lake to grow brinier, which has reduced the fish population & 
caused a famine among the sahuagin. Now, they will attack 
anything that they can find, & have even been spotted on land 
searching for prey. 
 

Oasis Road 
A long, winding caravan trail, Oasis Road runs from the city of 
Qulzai, through the Narrow Blade Pass, & finally reaches the 
Provider’s Oasis near Rasalhague. Also known as Huzia Zihara, 
the road is known as a dangerous trail, but not nearly as deadly as 
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straying off of it. As it winds through the Sea of Fiery Knives, the 
path is frequently hidden by shifting desert sands, making for a 
chancy journey. 
 
Several paths branch off of Oasis Road to go to Rasalhague, 
Sulafat, & other settlements in the area. The trail is patrolled & 
maintained by various groups, including merchant-backed soldiers 
& druids. It began as the traditional desert route of Limalite 
pilgrims going to & from Oasis Lake, & followers of Limalia are 
still a common sight on the road. 
 
Oasis Road has recently become even more dangerous, due to the 
appearance of a horde of ghuls, which have been preying upon 
travelers. While the pilgrims are resolute & continue to take the 
trail despite the danger, the merchants & other travelers refuse to 
go on the road, for fear of losing their lives. Several mercenary 
bands have been hired to deal with the ghul menace, but so far, 
none have been successful. 
 

Pit of Fate 
East of the city of Albaluri, in southern Shemun, is the Pit of Fate, 
a deep trench hidden in a narrow valley in the easternmost 
mountains of the Satha Laylanuha. Known by many names 
(including the Ghar al-Qadar & the Gajaqai Gazila), the Pit of 
Fate is the ultimate destination for the deceased of Siraaj. 
 
Geography 
The Pit is enfolded by high, snowy mountains that rise improbably 
from the flat, featureless wastes. Three narrow passes through the 
southwestern mountains (which are lower) give way to a broad, 
flat plain leading to the Pit’s opening. The Pit’s mouth is broad & 
begins a sharp decline, exposing caverns along its walls & 
revealing a complex tunnel system. 
 
Supernatural Phenomena 
The weather around the Pit of Fate is always the same: cool, with a 
cloud barrier obscuring the sky for miles. Once through the passes, 
however, the clouds break to expose the night sky, regardless of 
time of day. Sounds seem quieter, but those who stop to listen may 
hear a low, ominous drone. Within the caverns of the Pit are more 
unusual things, as some passages run to destinations better 
unvisited by the living. 
 
Inhabitants 
The Pit is normally home to flocks of hafaza, invisible angelic 
beings that act as psychopomps to the sentient beings of Siraaj. 
Archons, embodiments of order & benevolence, patrol the Pit in 
small numbers, with lantern archons functioning as guides for 
visitors, hound archons watching over, organizing & leading the 
deceased, & trumpet archons keeping silent vigil, in case of a 
threat to the order of the Pit. Within the labyrinthine twists & turns 
of the secret passages, darker beings lurk in wait. 
 
The Journey 
All mortals who die on Siraaj leave their bodies behind & rise as 
souls, becoming aware of the Pit of Fate. Many creatures, 
including animals, magical beasts, & dragons, can instinctively 
navigate towards the Pit. Humanoids & monstrous humanoids 
(which include most sapient races), however, cannot do so on their 
own. Invisible creatures of spirit called the hafaza act as 
psychopomps, arriving within minutes after a death. The hafaza 
leads the soul to the Pit of Fate, a process which may take days, 
weeks, or even months. 
 
Once through the passes, the hafaza & souls become gradually 
visible, though they will not stop until they have entered the Pit. At 
the bottom, hound archons observe & keep track of each soul that 

arrives as the hafaza return to their duties, while lantern archons 
lead the newly departed to meet with any resident souls they might 
have known & wish to see. Souls remain at the bottom of the Pit of 
Fate for two to four weeks, in which time they can be raised, 
resurrected, or even physically visited & spoken with by the 
living, should they be able to make it to the Pit. 
 
There are hazards along the journey, most especially across the 
Plain of Night which precedes the Pit’s mouth. The undead, & 
some creatures which feed on souls, are the greatest threat, 
although certain practitioners of dark magic without scruples might 
seek to harvest the deceased for terrible purposes. A threat at any 
time is the slaying of a guiding hafaza, without which the soul will 
very likely be lost. A soul that cannot find the Pit of Fate may 
become a specter, an allip, a ghost, or something even worse, as 
once happened on a global scale during the Long Bleak Darkness. 
 
The Arrival 
Souls within the Pit are nominally safe; hound archons keep track 
of them, lantern archons guide them, & trumpet archons keep vigil 
against serious threats. Mortals may not be so fortunate; the 
archons’ duties do not normally extend to countering supernatural 
obstacles that would not threaten their charges. The power of Fate 
manifests in strange & threatening ways throughout the Pit & its 
environs. 
 
Even within the Pit, there are occasional risks. Demons stage raids 
from time to time to drag souls kicking & screaming back to 
Sergala. Devourers may lurk in the deeper caverns, waiting to prey 
on souls close to their time. Rakshasas clash with the archons & 
one another for sport, using the Pit as their battleground. The Lake 
of the Damned, which crosses Siraaj, Najmah & the Pit of Fate, 
may be carrying deadly creatures or things of evil. 
 
The Final Steps 
Once a sentient soul has arrived at the Pit of Fate, it will linger for 
ten to twenty days (perhaps more, perhaps less, depending on 
various factors) before it is time for it to enter the Gate of 
Culmination. This is a one-way trip for the soul; the living may 
follow, & may even find a way to return, but it is extremely 
dangerous, & the dead cannot retreat by any means. 
 
The gate takes the soul to an ascending staircase in a dark void. No 
matter how many souls pass through together, each is utterly & 
completely alone on their stair & in all things that follow. The soul 
can take as much time as it needs on each stair, during which time 
only a resurrection or a true resurrection can bring it back to the 
world of the living. After each stair is a terrace, featuring podiums 
for the judges & a black gate leading to the next stair. Souls are not 
aware of the makeup of the final journey before or while they walk 
it. 
 
The first stair is the Ascension of Failures, during which the soul 
sees its sins, errors, selfishness, treacheries & cruelties, as well as 
the rewards & consequences of same. Beyond the Ascension of 
Failures is the first terrace, the Terrace of Rubies, where a trio of 
devils bid, making offers to the soul if it will agree to join them 
instead of passing on. The soul may accept the bargain, & be 
reborn as a devil on Najmah, or it may pass through the black gate 
into the unknown. 
 
This gate leads to the second stair, the Ascension of Desires, 
during which the soul sees its wishes (fulfilled & unfulfilled), 
needs, joys & envies, the luxuries it enjoyed & the luxuries it 
craved; its hopes, dreams & ambitions. Beyond the Ascension of 
Desires is the second terrace, the Terrace of Oblivion; this terrace 
floats in the same dead void as the stair, & appears flat, blasted & 
empty, save for the cracked gate on the other end (the genies lost 
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their rights to petition souls as punishment for their foolish acts 
during the Pactspell). The soul has little choice but to wait or to 
proceed. 
 
The gate from Oblivion leads to the third stair, the Ascension of 
Worth, during which the soul sees its successes, its 
accomplishments, its kindnesses, the richness of its life & the value 
of its existence in the lives of others. Beyond the Ascension of 
Worth is the third terrace, the Terrace of Peace. There are three 
podiums here, as well as a gate, but at this terrace the jury, three 
devas, will only appear if they have determined that the soul is 
worthy to become a deva. Should the soul be good & true, the 
devas will ask it to join them instead of passing on. The soul may 
accept the bargain, & be reborn as a deva on Najmah, or it may 
pass through the black gate. 
 
The last stair is the Ascension of Fate, & there are no visions here, 
no memories for the soul to experience. Each step taken is 
irrevocable. Atop the last Ascension is the Terrace of Judgment, 
where creatures called ammuti lurk in the darkness. The stair is 
replaced with the blackened waters of the Lake of the Damned, & 
the way forward leads towards a pool with clear waters where lies 
the final gate, blocked by a single ammut of great size. At this 
point, the soul is instructed that an ammut will judge it, & that to 
advance is to accept the ammut’s judgment, as well as what will 
happen should it fail (it shall be devoured). 
 
The soul is allowed to plead its case using the memories it has 
gleaned from the ascent; any who have followed to this terrace via 
the caverns can shout advice or beg the ammut for mercy. 
Ultimately, however, the decision rests with the ammut, who will 
either step aside & let the soul walk through the final gate, lunge 
forward to devour the soul, or simply stand at attention, allowing 
the soul to walk forward into the pool but not reach the gate. 
 
If the ammut permits it to walk into the pool, the waters will 
cleanse the soul of its sins, fears, darknesses & hatreds, washing 
them down into the Lake of the Damned. Should the gate be 
denied to the soul, its desires & worth will wash away next, & 
finally its form, as it dissolves into the pool entirely & is 
reincarnated. What is through the final gate no mortal can say, for 
there is no terrace there that can be reached save but by the 
ammut’s permission. 
 

Provider’s Oasis 
In northwestern Admaja lies a great lake that forms part of the 
border between Burdusq & Sheqari. Known as the Provider’s 
Oasis, this lake was once the largest source of fresh water on the 
continent, before the drowning of Al Huruz. Its waters are a 
blessing in this part of the world, where the intense heat of the 
equator scorches the land for miles around, in both the north & the 
south. 
 
The Provider’s Oasis is divided into two lobes, the East Lake & the 
South Lake, with the Dancer’s Waist strait between them. It feeds 
the Turtle River, which flows westward until it meets the Qius Sea 
at the Gazra Gulf. The most notable settlement in the area is the 
city of Rasalhague, on the lake’s southern banks, although the city 
of Sulafat is also a powerhouse in the region. The two rival cities 
have been known to settle their disputes on the shores of the lake. 
 
The waters of the Provider’s Oasis are said to have strange, 
perhaps even magical, properties. Corpses that are left in the lake 
tend to decompose very slowly, & the undead seem to 
spontaneously form here more often than elsewhere. The pahari 
find the lake’s bottom eerie & vaguely unsettling, while those with 
marid blood seem to have no qualms with the lake. In fact, this is 

one of the few remaining freshwater lakes in which large numbers 
of marids have settled. 
 

Rizaqir Castle 
A long-abandoned stone fortress near the southwest shores of 
Alhurus, in eastern Ilud, Rizaqir (REE-zah-keer) Castle sits along 
the trade route from Aqur to Babalarud & other southern cities. It 
was originally built by the Huruzai as an outpost for launching 
military campaigns into Ilud during the Water War (2,622 AK), but 
the war ended before the stronghold saw much use. It was later 
occupied by the Admajai, but they left after many soldiers 
suddenly died without known cause. 
 
Built upon a grassy hill, Rizaqir Castle overlooks the woodland 
that surrounds it. The fortress itself is an imposing structure, with 
high walls made of dark gray stone & five great towers arranged in 
a diamond configuration. The cellars & dungeons of the castle are 
rumored to connect to a system of caverns & natural tunnels that 
ultimately leads to the nearby village of Rabiya. 
 
Rizaqir Castle is now in partial ruin, due to age & neglect, but the 
fortress is still mostly inhabitable. The main floors are currently 
occupied by a gang of bandits who call themselves the Copper 
Crowns, while the lower levels are thought to be the home to many 
monsters, including ghouls & other undead. The bandits prey upon 
merchants & travelers on the road, & the monsters prey upon the 
bandits & any other living inhabitants. 
 

Safar Alquba 
The road that leads from the City of God to Salah, near the west 
coast of Admaja, goes by many names. The people of the City of 
God call it the Pilgrim’s Road, while the citizens of Salah know it 
as Arch Rock Road. But its most common name is the Safar 
Alquba (sah-FAR ahl-KOO-bah), which means “the Journey of the 
Arch.” 
 
The Safar Alquba crosses over the Samal River & the Ajdab River 
on its way southward from Salah. It is named for the many natural 
arch formations that can be seen in the rocky hills along the road, 
although it is often speculated that the arches are not as natural as 
they appear. The followers of Zaia, for example, believe that they 
are the remains of one of their goddess’s incarnations, petrified as 
she swam within the earth in one of their many myths. 
 
The Safar Alquba is patrolled & maintained along much of its 
southern stretch by soldiers from the City of God, after bandits 
waylaid the former sultan’s caravan & killed him. The bandits 
have mostly been eliminated, but those that remain grow ever more 
desperate & cunning. They have even begun preying upon the 
nomadic tribes that hunt the grazing animals in the area, which the 
bandits used to strictly avoid. 
 

Samet Ar’ras 
In the extreme west of the Sathan Range rises the tallest mountain 
on the continent, named the Samet Ar’ras (SAH-meht ahr-RAHS), 
which means “Zenith.” Approximately 19,844 feet (6,050 meters) 
tall, it is the southernmost of the great mountains. The headwaters 
of the Narrow River flow from the runoff of this majestic peak, & 
it is here that the legendary Waharim was said to have vanished 
into the sky. 
 
The Samet Ar’ras is rumored to have secret network of tunnels 
within, which hold a priceless treasure. These rumors are only 
partially true, as there is a hidden cavern system, & it is inhabited 
by a clan of Terisabi. However, the caves are not nearly as 
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extensive as believed, & although they are not widely known, the 
clan does not keep their home a secret. The existence of a fortune 
cannot be verified either way. 
 
The Samet Ar’ras has been used as a gathering spot & nesting 
perch for simurghs since prehistorical times, & the upper reaches 
continue to serve that function to this day. There has recently been 
(asp) she-da-zhong activity on the mountain, as they seem to want 
control of the area for some reason. The Terisabi clan has 
discovered their intentions, but it cannot take on the asps without 
reinforcements. 
 

Saqiyah River 
Flowing from the slopes of Mawte Mountain in the Sathan Range 
to the eastern bight of Alhurus Lake, the Saqiyah (sah-KEY-yah) 
River is the easternmost of the Sister Rivers. Also known as the 
Flooding River, it was named Saqiyah (which means “Irrigator”) 
for the annual flooding that comes in the spring from runoff in the 
mountains. The regular flood season is a blessing to those who live 
alongside the riverbanks, as it irrigates crops & deposits nutrient-
rich silt downstream. 
 
The Saqiyah River flows through Mushah Lake & under the 
Northway Bridge on its way to Alhurus Lake. It meets the Elzim 
River at Mushah Lake before the two waterways diverge again. 
Mushah Lake used to be two distinct bodies of water, before the 
Ten Dark Years, but now the stretch of river between Mushah & 
Alhurus Lakes has been slowly drying up over the last 300 years or 
so, as more water has been diverted to the Elzim. 
 
A deep-cutting waterway from high in the mountains, the Saqiyah 
River has several spectacular (yet treacherous) waterfalls, as well 
as many smaller ones. Due to these falls & the deadly flooding, the 
Saqiyah is probably the least popular of the major rivers in Admaja 
for mercantile traffic. The largest settlement on its banks is the city 
of Qaziz in the north, & it was about a hundred miles upstream 
from there that the first sandstone golems were created almost 400 
years ago. 
 

Shattered Isle 
Off the coast of the Red Sands, in the Ramul Sea, is a barren island 
of blasted ruins, overgrown settlements, & storm-swept hills. 
Formerly known as the Shepherd’s Isle (so named for its once-
verdant terrain), it is now called the Shattered Isle. The entire 
island is gloomy & unwelcoming, with every kind of undead 
imaginable wandering about. 
 
The Shattered Isle was once the site of Asanam, the capital of the 
Empire of Admaja. It was apparently destroyed by the events of 
the Pactspell, over 350 years ago. The former site of the lost city is 
now a crater of sheer blasted cliffs, overlooking a deep fog-
shrouded basin. The deep valley is home to eerie sounds, restless 
spirits, & bizarre magical effects, so few explorers are brave 
enough to charts its depths. 
 
The seasonal typhoons of the Ramul Sea seem to be drawn to the 
Shattered Isle, hitting it hard almost every year. This has hastened 
the decay of the abandoned towns, which are little more than 
crumbling ruins. These villages are rumored to still hold many 
treasures, such as chests of gold, caches of jewels, & vaults of 
powerful magical items, but every coin & trinket is also said to 
carry part of a deadly curse. 
 
 
 

Stabbing Rock 
South of the central Satha Laylanuha, just past the last foothills in 
the Northern Wastes, is a tall jagged boulder that rises up at a sharp 
angle from the surrounding desert rocks. Most commonly known 
as Stabbing Rock, the boulder is made of a dense, dark stone that 
seems to draw in heat & light, making is cool & shady. The apex 
of the boulder comes to a relatively sharp point, like the fang of 
some titanic beast. 
 
Stabbing Rock acts as a natural sundial, & has been used as such 
by native nomadic tribes since time immemorial. It is also used as 
a major landmark for migrating clans & travelling merchants. 
During the solstices & equinoxes, many druids gather here to 
perform their most sacred rituals, which contributes to the mystical 
reputation of the site. 
 
Stabbing Rock was once the chosen home for a particularly fierce 
desert dragon, but the beast was recently slain, & now the area is 
beginning to return to normal. Normal is a subjective term for such 
places as this, though, for the area is strange & magical even 
without such things as dragons. The boulder itself resists all but the 
most potent attacks, & it may even mend itself of damage, as 
people have claimed so for years. 
 

Sufa Madraba 
The hill known as the Sufa Madraba (SOO-fah mah-DRAH-bah) is 
not a sight that would impress anyone at first glance, as it only 
reaches about 2,671 feet (814 meters) tall. Located in southern 
Ilud, near the Adjal Strip that leads to Yan, the hill is only 
impressive due to its long history, & the bloodshed that it has 
weathered over the centuries. Grass grows over its slope, & moss 
covers its stones, but the pits & scratches of ancient weapons still 
remain visible to the discerning eye. Also called Battle Hill, it is 
claimed that blood flows from the hill itself after a heavy rain to 
this very day. 
 
The Sufa Madraba is named for the many armed conflicts that have 
been fought there, including such clashes during the Ilud-Shadaz 
War, the Admajai campaigns, & various racial skirmishes. It is 
particularly known for the innumerable battles fought between 
steppe centaurs & desert centaurs. The hill has not seen a major 
war since the Battle of the Light, which ended the Ten Dark Years 
nearly 350 years ago. 
 
The Sufa Madraba has always been strategically important in the 
region, due to the fact that it rises up out of a vast flat plain. It is 
the only such highland for miles around, giving anyone at the top a 
supreme vantage point. The fields & plains surrounding the hill are 
festooned with apple trees, with have often been stripped of fruit or 
even chopped down for wood by foreign armies. The remains of a 
shattered tower lie at the apex, but they are little more than a pile 
of scorched stones scattered around a mud-filled foundation, a 
symbolic cairn to commemorate the countless fallen soldiers. 
 

Temple of Manas 
In the northern Red Sands region, east of Mushah Lake, lies the 
great & ominous Temple of Manas (MAH-nuss). Commissioned 
by King Manas of Adabasha himself, the temple was dedicated to 
an unknown pagan god, which was worshipped by the Adabashai. 
It is surrounded by Adabashai ruins, mostly of a village that was 
built around the temple, which has since crumbled to dust. 
 
The Temple of Manas is a short wide structure, made of sandstone 
that matches the surrounding desert, with a single chamber 
aboveground, & the remains of four tall obelisks around it. Many 
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tombs of other nobles & their servants are tucked into the nearby 
hills, but most of the tombs have been looted & raided, like the 
temple itself. The only remaining component of the once-opulent 
decorations is an immense weathered idol, depicting the Adabashai 
god in a state of repose. 
 
A nexus of strange & unsettling magic, the Temple of Manas 
contains shadowy portals & whispering spirits that appear to 

visitors seemingly at random. At least, this is what some explorers 
have claimed, & the fact that the temple is hard to find even with a 
good map lends some credence to their assertions. Regardless of its 
mystical power, it serves as a gathering spot for ghuls, hafaza, & 
all sorts of otherworldly creatures, which adds to its portentous 
reputation. 
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Former Kingdoms of Siraaj 
Adabasha 

 
Former Capital: Mushayar 
Region: Northern Wastes 
Language: Adabashai 
Duration: 2,132 AK – 27 IR (1,029 years) 
Notable Rulers: King Khumanuntat, King Manas, Queen Djasmi, 
King Tekhmun, Queen Suthatep 
 
Just north of what is now Alhurus Lake, the ancient civilization of 
Adabasha (AH-dah-BAH-shah) was a great & powerful kingdom 
that thrived for centuries. Centered around Mushah Lake (back 
when Ziuj Lake was a separate body of water), this nation was 
created when the first pharaoh, a god-king whose name has been 
lost to history, united the Three Kingdoms under his divine rule. 
This god-king was worshipped even after his eventual “ascension 
to heaven” as a patron god for the kingdom as a whole. 
 
The history of Adabasha is one of a meteoric rise & a slow 
decadent decline. The kingdom developed medicine & cosmetics; 
they invented embalming & irrigation. They erected pyramids & 
temples; they tamed animals, magic, even the land itself. 

 
But they then fought two wars with their neighbors to the south, Al 
Huruz, which both ended in a bloody stalemate. After these 
wasteful conflicts concluded, an army of Adabashai warriors 
waged an ill-conceived campaign against the Huruzai. The army 
was repulsed, & so they returned home, but they soon ran out of 
supplies. Thus, they attempted to raid the town of Qulzai, but they 
interrupted a large meeting of merchants & tribesmen, & the 
resulting fracas became the Qulzai Massacre. 
 
These battles cost the kingdom dearly; they drained Adabasha’s 
resources, reputation, & overall spirit. The nation limped along for 
a couple more centuries, until the newly-formed Empire of 
Admaja, under the rule of Zazir II, used a flimsy pretext to declare 
war upon the Adabashai. Within months, the army had been 
broken, the pharaoh had been killed, & the kingdom had fallen to 
the imperial forces, become no more than a mere province of the 
expansionist Empire. Their monuments, such as the Temple of 
Manas, lived on in partial ruin, but the land of Adabasha was gone. 
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Al Huruz 

 
Former Capital: Al Huruz* 
Region: Alhurus Lake (formerly the Huruzai River Valley) 
Language: Adabashai (Al Huruz dialect) 
Duration: 2,319 AK – 171 IR (986 years) 
Notable Rulers: King Huruza I, King Pantili IV, King Qazur VII, 
King Zadaru II 
 
A vast lowland kingdom alongside the Hasini River, Al Huruz 
(AHL hoo-ROOZ) was the central power of the continent of 
Admaja, before the Old Empire came along. They became very 
wealthy, developing the first organized widespread trading 
network, which was facilitated by the extensive river system within 
their borders. Unlike other nations of the era, which relied on 
military might, their prosperity allowed them to use economic 
manipulation to achieve their goals. This frustrated & angered 
many of their neighbors, which led to several wars. 
 
Al Huruz fought against the kingdoms of Adabasha, Ilud, & 
Shadaz, & they never won a war. They sometimes fought to a 
stalemate, sometimes a treaty was signed to end hostilities, & 
sometimes their enemies merely won a pyrrhic victory. Never a 
very martial society, their military still wore decorative bronze 
armor well after iron weaponry became readily available. Despite 
their lack of military victories, they were able to maintain their 
territory & even thrive for a time, due to their mercantile savvy. 
 

Al Huruz’s luck came to a sudden end, though, once the Empire of 
Admaja set its sights upon the kingdom’s bounty. The two 
powerful nations fought two wars, & the second war concluded 
with the imperial annexation of all Huruzai territory. Al Huruz 
became a mere province of the empire, & its riches were 
distributed among all Admajai territories. It seemed as if the 
Huruzai would simply fade away, slowly becoming absorbed into 
the imperial culture. But a far darker fate awaited this land. 
 
The marids of Ruquz Aruj captured the city of Al Huruz (the 
kingdom’s former capital), as well as several surrounding 
settlements of the conquered kingdom. The empire besieged the 
city, but the marids were still able to appoint a shah to the city, 
who began the Great Drought by sapping water from all over the 
continent to build a new lake nearby & expand the marids’ 
territory. This disrupted weather patterns all over the continent, 
draining lakes, drying up rivers, & expanding deserts for hundreds 
of miles around. 
 
It was then that a divine being named Daq appeared, slew the shah 
of the marids, & destroyed the Central Padishate of Ruquz Aruj. 
The marids’ water-siphoning spell then went out of control, & the 
resulting flood drowned the entire Huruzai Basin, creating Alhurus 
Lake. Few of the Huruzai survived, & even fewer of their relics, 
thus most of Al Huruz’s culture fell beneath the waves, never to be 
seen again. 
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Burdusq 

 
Former Capital: Sabur (formerly Fashul) 
Region: Burdusq 
Language: Alaqanasai (Burdusq dialect) 
Duration: 1,383 AK – 429 IR (2,181 years) 
Notable Rulers: Unknown 
 
Just south of Sheqari, on the western coast, the ancient kingdom of 
Burdusq (boor-DUSK) once flourished. A very old kingdom, & 
one of the longest-lasting, Burdusq had a rather insular culture, 
rarely interacting with its neighbors. It was never involved in any 
external conflicts, & although it sometimes traded with Sheqari to 
the north, & the Dominion of Alaqanas to the south, it mostly kept 
to itself. Unfortunately, all of this isolation means that very little of 
Burdusq’s culture survived to recent times, & speculation as to the 
cause of this isolation has long colored the few available facts of 
the matter. 
 
Burdusq’s original capital, Fashul, was completely razed by a 
terrible fire, so the city of Sabur was founded on the coast to 
replace the ruined seat of government. The burning of Fashul 
destroyed many of their older records, & few relics of the kingdom 
remain today, most having been destroyed during the nation’s final 

years. Because of their secluded culture, coupled with the loss of 
their history & art, very little is known of their way of life. 
 
Before the formation of Burdusq, the region was apparently made 
up of several smaller kingdoms; these included such realms as 
Aqata, Azir, Papalo, & Zomar, among others. These distinct 
nations shared a similar culture & language, & therefore dealt 
mostly with one another, trading & fighting amongst themselves. 
The scant historical records refer to a series of wars, followed by 
the rise of a powerful & charismatic ruler, who united the 
squabbling kingdoms under a single banner. 
 
The kingdom of Burdusq lived in peace & seclusion for over two 
millennia, its people content to keep to themselves. This seems to 
have been related to their strict religious ideology, which declared 
the nation to be paradise & harshly opposed interaction with the 
corrupting influence of the greater world. After centuries of 
prosperity, though, an internal political dispute of sort appears to 
have blossomed into a civil war. This tore the kingdom apart, & 
since the citizens of this realm had forgotten their original states, it 
collapsed into a loose grouping of city-states, similar to those 
found elsewhere on the continent; thus, Burdusq ended as 
mysteriously as it began. 
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Dominion of Alaqanas 

 
Former Capital: Djura* 
Region: Lisan Coast 
Language: Alaqanasai 
Duration: 1 AK – 51 IR (3,185 years) 
Notable Rulers: Ul-Men-Adzur, Ul-Mesha-Ruk, An-Gil-Enkiu, 
Kal-Padar-Ul, Ul-Shap-Ikuru, Alu-Tapish-Sum 
 
It was here that humanity rose from out of the shadow of the 
simurghs. It was here that the wheel & the plow were first 
invented. It was here that history was first recorded. It was here, in 
the Dominion of Alaqanas (AH-lah-KAH-nahs), that civilization 
truly began. 
 
After the rule of the simurghs collapsed in a bitter civil war, the 
people of Alaqanas were the first to rise up & form a nation. They 
quickly annexed a wide swath of territory along the western coast 
of Admaja, securing it with their military prowess & development 
of bronze weaponry. With their invention of agriculture, they were 
able to feed the people, allowing them to live longer & greater 
numbers than ever before. And with the creation of a system of 
writing, they were able to codify their language & record their 
history. 
 
The name Alaqanas means “human” or “people”, so the Dominion 
of Alaqanas was really the Dominion of Man. It was a human-

dominated realm, where other races were non-citizens or slaves. 
Only the human citizens could vote on electable issues, & only 
they could hold offices in the government. The non-citizens had 
fewer rights, & were under more social & economic restrictions. 
The slaves had no rights, were completely subject to their owners’ 
whims, & unlike slaves in later cultures, they could not purchase 
their freedom on their own. 
 
The Dominion of Alaqanas was safe & successful for centuries, 
weathering feast & famine, health & disease, peace & war. It 
became the longest-lasting civilization in the history of Siraaj, in 
addition to the first, & many believed that its prosperity would last 
for eternity. Unfortunately, after over three millennia, its luck 
finally ran out. 
 
An ecological disaster reduced their crop yields, which led to a 
severe food shortage. This opened up Alaqanas to invasion by the 
kingdom of Ilud to the south, which was later called the War of 
Songs. They lost this war, & were partially occupied by them for a 
time. The capital was in utter ruins from the conflict, & after the 
Ten Dark Years, Ilud was forced to withdraw from the country, 
leaving it to descend into barbarism; a poor end for a once-great 
realm. 
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The Empire of Admaja 

 
Former Capital: Asanam* 
Region: Shattered Isle (formerly the Shepherd’s Isle) 
Language: Admajai (AKA Archaic) 
Duration: 1,878 AK – 3,135 AK as a kingdom (1,257 years); 1 IR 
– 829 IR as an empire (828 years) 
Notable Rulers: King Adma-Jarri, King Alazala, Emperor Zazir I, 
Emperor Maliq I, Emperor Qadir II, Empress Abia, Emperor Maliq 
V, Empress Rana II, Emperor Jalil III 
 
The last great realm went by many names, including the Admajai 
Empire, aq-Hazari Admajai, or simply the Old Empire. But its 
most common name was the Empire of Admaja (ahd-MAH-jah), & 
it was so vast, so powerful, & so influential that it lent its name to 
the Central Continent itself, a name that it retains to this day. 
 
The empire’s founding marked the end of the Age of Kingdoms, a 
time when national concerns were superseded by a more global 
vision. The empire fancied itself to be benevolent & enlightened, a 
generous autocracy bringing peace, prosperity, & culture to a war-
torn & backward continent. They sought to unite the entire known 
world under its banner, bringing stability & knowledge to what it 
saw as barbarous savages & oppressed serfs. But they gained 
territory primarily through military conquest, occupation, & 
annexation, so many of their vassal lands were quite skeptical of 
their intent. 
 
The empire may have been an expansionist dictatorship, but it was 
one that seemed genuinely concerned with the betterment of its 
subjects. It built roads & libraries, it outlawed slavery within its 
borders, & it encouraged medicine, literacy, & arts. Philosophy, 
mathematics, & astronomy were all but invented here. The 
Admajai also encouraged the use of magic, promoting the creation 
& sale of magic items, establishing magical academies, & 
celebrating those who possessed magical aptitude. 
 

Before it became a true empire, Admaja was a small island 
kingdom off the eastern shore of the continent. This kingdom 
lasted for centuries, until an ambitious king named Zazir declared 
himself emperor of all that he saw. Under his rule, the nascent 
empire claimed lands all along the eastern coast, mostly those that 
were ruled by no other kingdom. After his death, the empire lived 
on under his son, Emperor Zazir II, who conquered the kingdom of 
Adabasha & who took his father’s dream of universal power & 
turned it into one of universal enlightenment. 
 
For a time, it appeared that the dream may indeed come true, as the 
empire’s armies marched across realm after realm, dominating 
everything in their path. They were aided by their mastery of the 
production of steel, a number of politically-fragile opponents, & 
their use of magic. Thus, within a few hundred years, they 
controlled almost half of the continent, & were using their 
technology & culture to transform the land into a better place for 
all people. But their advanced use of magic would be their 
undoing. 
 
A cabal of archmages, led by the wizard Dermanaske, attempted to 
merge the two planes of the Kamala together into a unified super-
reality, in order to bring about a golden age of permanent 
prosperity. Instead, they shook the foundations of their universe & 
summoned the wrath of a higher power than they could ever 
imagine. This cataclysm, later known as the Pactspell, utterly 
destroyed the empire, annihilating its island capital, killing 
millions across the continent, & changing the weather patterns 
worldwide, mostly for the worse. During the Ten Dark Years that 
followed, millions more died of famine, drought, storms, & attacks 
from creatures that had never been seen before on Siraaj. Other 
nations collapsed, & the entire continent was plunged into a dark 
age. The legacy of the Admajai is now one of roads, ruins, & 
regret. 
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Pictured: The banner of the Kingdom of Admaja, before Zazir declared himself emperor in 3,135 AK. 
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Haz-Hurad 

 
Former Capital: Araqibet* 
Region: Sea of Fiery Knives (formerly the Huradai Hills) 
Language: Qubulai (AKA Common; AKA Huradai; AKA 
Kobold) 
Duration: 945 AK – 2,913 AK (1,968 years) 
Notable Rulers: Queen Ismu, King Zubua, Queen Manaru, King 
Nazalharu 
 
North of the Satha Laylanuha & east of Sheqari, where the sand & 
dust now steal the breath from men, there was once the kobold-
dominated kingdom of Haz-Hurad (HAHZ her-AHD). While it 
was not always a powerful or affluent realm, it survived for almost 
two millennia, supported by it abundant crops & technological 
innovation. It was the last time that the cosmopolitan kobolds were 
mostly gathered together, & it was the last place that they could 
call the Homeland. 
 
The kingdom of Haz-Hurad was founded by the great visionary 
Queen Ismu, who was told in a dream to forge a nation at the site 
of what would become the city of Araqibet, in the hills overlooking 
a mighty river. For a time, the kingdom grew, taking advantage of 
the warm climate, lack of competition, & the fertile land. It was 
still quite small, though, when a threat came from the west. The 
kingdom of Sheqari was larger & more powerful than Haz-Hurad, 
just as the Sheqarai lizardfolk were larger & more powerful than 
the Huradai kobolds. It seemed that Haz-Hurad would be always 
be subjugated by their superior neighbors. 
 
But then, the people of Haz-Hurad did something that no one, not 
even themselves, could expect. They were the first to develop a 
means of smelting iron, & in recognizing its superiority to bronze, 
they made weapons & armor out of the hard, dense metal. They 
were soon able to take on the bronze-clad soldiers of Sheqari, 

defeating their occupiers & throwing them out of their kingdom. 
Encouraged by this victory, they rallied together a mighty army, & 
it wasn’t long before they were ready to engage the lizardfolk 
head-on. 
 
Haz-Hurad fought, & won, many small wars with the kingdom of 
Sheqari. Their opponents wore bronze armor, & used bronze 
weapons, both in the style of the Dominion of Alaqanas. The army 
of Haz-Hurad used iron-plated shields, which deflected bronze 
swords without fail, & they used iron-tipped spears, which 
punched through bronze armor with ease. With this advantage, the 
kobolds won nearly every battle, & were able to push far into 
Sheqarai territory, turning the tables on their former conquerors. 
 
Unfortunately for them, they were not able to enjoy their success 
for long. One day, without warning, a great dark portal opened up 
in the north, & an army of demons issued forth. These hordes laid 
waste to Haz-Hurad, raping & burning all within their grasp. They 
slaughtered thousands, & reduced every settlement that they 
encountered to ash & cinder. Those kobolds that were wise, quick, 
or just lucky fled before the demons, which began to destroy the 
fields & the jungles, drinking the rivers dry & reducing the soil to 
barren dust. 
 
The survivors of Haz-Hurad fled to Maisan, Sulafat, & other 
nearby settlements in a mass flight now referred to as the Hijra. 
They later spread to every corner of the continent, living in 
settlements with all the other races of Siraaj. The once fertile land 
has been reduced to a scorching, flesh-flaying desert known as the 
Sea of Fiery Knives. Its cities are but rubble-strewn ruins, & its 
iron weaponry, which brought the kingdom to its greatest height, 
has long since rusted away. 
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Ilud 

 
Former Capital: Sa’ifah (Gazafa Ashir) 
Region: Ilud 
Language: Alaqanasai (Ilud dialect) 
Duration: 1,669 AK – 214 AF (2,509 years) 
Notable Rulers: King Ilud Shumartim, King Mahubarim, Queen 
Sasu Zaduqim, King Qasim Nahutilud, Queen Ashmur, Queen Tari 
Hezaruqad, King Shapnutal 
 
In the southwestern corner of the continent, west of Alhurus Lake, 
there was once the kingdom of Ilud (ee-LOOD), which was a place 
of fabled decadence & debauchery. A realm of great wealth & 
culture, the people here thought that they had created an earthly 
paradise, & that no other civilization could rise above them. They 
developed the first code of organized law, known as the Decree of 
Mahubarim, & they also perfected the art of architecture, building 
some of the most impressive structures of the ancient world. 
 
Among these marvels were the Great Lighthouse, the Tomb of 
Shumartim, & the Temple of the Colossus. Due to their 
architectural prowess (conjectured to have been assisted by magic), 
the stonemasons of Ilud were able to make the marvelous 
commonplace, as well as the commonplace marvelous. Bridges, 
aqueducts, & ziggurats were everywhere, soaring above the ground 
or across wide chasms. And everything was intricately decorated 
with geometric patterns & depictions of religious symbols, 
especially representations of a pantheon of Iludai gods. 
 
One of the primary reasons for this opulence was the fact that the 
kingdom of Ilud was founded upon one of the most verdant regions 

of the Central Continent. And unlike most regions, it remained 
fertile over the ages, even after the devastation of the Great 
Drought & the cataclysm of the Pactspell. The Ten Dark Years did 
cause a short famine here, but the ecosystem was able to mostly 
recover from even that crisis. 
 
Ilud’s success in this region led to much envy among its neighbors, 
which in turn led to many conflicts & tensions. The realm once 
fought a war with the kingdom of Shadaz, which it barely lost, & 
was able to rebound from quickly. They invaded the Dominion of 
Alaqanas in the War of Songs, which they occupied for centuries. 
And they successfully repelled multiple incursions by the Admajai 
during the three Crown Wars, which strained the resources of both 
nations. 
 
The kingdom of Ilud weathered both good times & bad, all with a 
zealous confidence in its superiority over other realms. But their 
arrogance could not help them overcome the entropy of time, so 
over the ages their power & greatness dwindled. They were forced 
to withdraw from Alaqanas, their vassal to the north, once the Ten 
Dark Years caused a crisis at home. They ceded territory to 
separatist movements in Fandaq, Naranj, & Zawraq. And while the 
nation never officially dissolved, it steadily declined as corruption 
& depravity pulled it apart, piece by piece. The country effectively 
ceased to exist as a unified entity after the death of King 
Shapnutal, the last great sovereign. Following Shapnutal’s demise, 
Ilud broke apart into non-aligned city-states & vassal towns, like 
the rest of the continent, with little shared culture & even less 
political unity. 
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Qalira 

 
Former Capital: de facto Qaziz 
Region: Northern Wastes 
Language: Gnoolun (AKA Qalizai; AKA Gnoll) 
Duration: 2,772 AK – 3 AF (1,193 years) 
Notable Rulers: King Alalaq, Queen Imar, Queen Larza, King 
Ashar, King Tirqa, Queen Shapur, Hapu the Last King 
 
Along the Saqiyah River, in the eastern reaches of the Northern 
Wastes, there once was the proud kingdom of Qalira (kah-LEER-
ah). This realm was closely allied with its larger neighbor to the 
east, Uqalizar, both politically & culturally. Smaller than its more 
powerful contemporaries, it still managed to hold its own for over 
a thousand years, proving that tenacity & vigor could make up for 
its relatively-inferior arms. 
 
Qalira was always as barren & inhospitable as the rest of the 
Northern Wastes, but was also the most populous area, due to the 
bounty of the Saqiyah River. Using irrigation techniques that were 
learned from its southern neighbors in Adabasha, the kingdom was 
able to provide well for its people, growing abundant crops of 

barley, chick peas, & lentils. This helped them supplement the 
dwindling amount of fish that they were able to catch from the 
river. 
 
Their meager success in this harsh region did not go unnoticed by 
their fellow kingdoms, & subsequently, they were forced to fight 
several defensive wars. Qalira lost a war against the kingdom of 
Uqalizar, which forced it to pay the victor a tithe of its harvest for 
years afterward. And they were barely able to fend off the Empire 
of Admaja, which attempted to invade the kingdom several times. 
These conflicts left the nation in a fragile state, both economically 
& militarily. 
 
This instability ultimately led to the downfall of the kingdom of 
Qalira during the Ten Dark Years. It collapsed following the death 
of Hapu the Last King (so named after the realm’s fall, 
incidentally), who left no heirs. The resulting scramble for the 
throne led to the kingdom fracturing into more & smaller fiefdoms, 
eventually ending with a loose collection of city-states, much like 
the rest of the continent. 
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Shadaz 

 
Former Capital: Ushazur* 
Region: Sahra Basit 
Language: Adabashai (Shadaz dialect) 
Duration: 1,916 AK – 122 IR (1,340 years) 
Notable Rulers: King Anan-Shadazur, King Ur-Marsakkad, King 
Nabi-Simatshum, King Naram-Shar 
 
On the southern coasts of the Central Continent, in the western half 
of what would become the Sahra Basit, there was an antagonistic 
kingdom called Shadaz (shah-DAHZ). The nation was a charming, 
tranquil place, with temperate fields, verdant valleys, & untamed 
woodlands. But the Great Drought & the later Ten Dark Years 
eventually turned this pleasant land into an arid desert, chasing off 
or killing the region’s flora & fauna. Before that, though, Shadaz 
ruled the area, & had set its sights on conquering its neighbors. 
 
Officially known as Shad-Aznapshum Meshalim, the kingdom of 
Shadaz was a martial state, with a small social elite supported by a 
strong police force, which jointly ruled over the lower-class, 
sometimes quite brutally. Like many ancient kingdoms, they 
supported slavery, & while there were few citizens who could 
afford a slave, those that could often owned many of them & could 

treat them however they wished. The realm traded rarely with 
outsiders, & considered nearly everything a threat of some sort, 
often acting belligerently to other nations without cause. 
 
This attitude often led to conflicts between Shadaz & nearby states, 
thereby justifying their behavior in their own eyes. They fought a 
war with the kingdom of Ilud, which it barely won; in fact, the 
victory nearly bankrupted the nation, & its military was exhausted. 
Later, it picked a fight with the kingdom of Al Huruz, & the 
resulting war drove the realm to its limits, leaving it nearly broken, 
despite its technical victory. Their aggression often led them to 
attack before they were ready, & to waste valuable resources 
attacking unnecessary targets. 
 
Their hostility was eventually their downfall, as they eventually 
provoked a battle that could not be won. After a minor trade 
dispute with the Empire of Admaja, they declared war, & the 
ensuing conflict brought them a nasty surprise. The imperial army 
was larger, better equipped, & more prepared than anything that 
they had previously faced. The Admajai won the war easily, 
annexing Shadaz’s lands & razing its capital, Ushazur. Thus, the 
kingdom died as it had always lived: violently, & without mercy. 
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Sheqari 

 
Former Capital: None 
Region: Sheqari 
Language: Alhaggi (AKA Sheqarai; AKA Lizardfolk) 
Duration: 1,747 AK – 381 IR (1,769 years) 
Notable Rulers: Amir Jathi, Amir Khur, Amir Rakhiz, Amir-
Regent Jhauggar, Amir Hoom, Grand Amir il-Zalatha, Amir 
Mulkhar 
 
In the northwestern corner of the continent, in the region of the 
same name, there was once a kingdom for the lizardfolk, named 
Sheqari (sheh-KAR-ee) after the Alhaggi phrase cha-gharri, which 
means “motherland”. Actually a confederation of several smaller 
realms (called the Seven Nations, although there were more than 
seven), the kingdom was originally united under the legendary 
Amir Jathi, a natural leader. Because of its somewhat fractured 
nature, it had no central capital, unlike most other nations. 
 
As a nation comprised mostly of lizardfolk, the character & culture 
of Sheqari were significantly different than that of human-
dominated realms. For one, while many human communities have 
gender-equality of some sort, their lands tend to be patriarchal, 
whereas several lizardfolk societies were matriarchies. While Amir 
Jathi was a lizardman, a majority of subsequent amirs were in fact 
female. Sheqari was also as conservative & practical as its people; 
the kingdom usually eschewed demagogues & cults of personality. 
Most government is local & council-oriented, with few decisions 
made at the highest offices of state. And the national culture is one 
of selflessness & service to the community, so greed & envy are 
rare things that are looked upon as ugly & aberrant. 
 
The kingdom of Sheqari was a relatively-peaceful state, not one 
prone to military aggression or pre-emptive attacks. They never 
engaged in any conflict with their reclusive southern neighbor, 

Burdusq, leaving that nation to its own devices. They did, 
however, take a belligerent stance toward the kobold-dominated 
kingdom of Haz-Hurad to the east, bullying them often during their 
early years. Once the kobolds discovered a means of making iron 
weapons & armor, though, the tables were turned. They fought a 
number of small wars with Haz-Hurad, which they almost 
invariably lost badly. 
 
These frequent defeats at the hands of the small kingdom of even-
smaller kobolds weakened the morale of the people of Sheqari, 
bruising their ego greatly. They lost people, wealth, prestige, & 
land to the Huradai, & every attempt to even the score ended in 
even greater defeat. The collapse of Haz-Hurad due to demonic 
invasion ameliorated their spirit somewhat, but they were still 
demoralized by the fact that they did not beat the kobolds on their 
own. This sensitive issue is at the heart of racial tensions between 
the lizardfolk & the kobolds, which persists in some circles to this 
very day. 
 
With Haz-Hurad out of the way, the kingdom of Sheqari was able 
to rebound from its earlier military defeats & again become the 
dominant nation in their corner of the continent. But the demons 
did not all disappear following the destruction of the Huradai. 
They came into contact with the she-da-zhong from the west, & 
together, they were able to infiltrate Sheqari & corrupt it from the 
inside. The demons & the serpents penetrated every level of 
government, & even posed as clergy in strategic positions, taking 
positions of power everywhere. They manipulated the lizardfolk in 
secret, destabilizing the country until it suffered an economic 
collapse, plunging the nation into chaos. The resulting calamity 
reduced much of the once-great kingdom to ruins, & even worse, 
finally broke the lizardfolk’s spirit. 
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Uqalizar 

 
Former Capital: Nahraldikh 
Region: Tuljahar Peninsula 
Language: Gnoolun (AKA Qalizai; AKA Gnoll) 
Duration: 3,036 AK – 754 IR (852 years) 
Notable Rulers: King Kalba, King Ghadhab, Queen Imkan, King 
Wawi 
 
On the eastern coast of Admaja, between the Shattered Isle & the 
Sathan Range, there once was a kingdom populated mostly by 
gnolls, known as Uqalizar (oo-KAHL-ee-ZAR). That was its 
Admajai name, translated from the name that it was given by its 
own people, Nar Al-Dikh, meaning “Fire of the Hyena” (as 
opposed to the nation’s capital, Nahraldikh, which means “River of 
the Hyena”). It was founded when the lesser kingdom of Tuljahar 
was united with the equally-minor realms of Mizaraqad & Gua 
Benesh. 
 
As a nation dominated by gnolls, the kingdom of Uqalizar differs 
greatly from mostly-human realms. For example, it was largely 
market-driven, in an age when capitalism & plutocracy was almost 
unknown. Also, the populace was very cosmopolitan; unlike in 
human lands where the average citizen rarely left their local clan or 
village, the gnolls of Uqalizar often traveled across the kingdom, 

trading goods & exchanging customs as they went. This led to a 
very homogenous realm, with a strong national identity & a 
largely-uniform culture. 
 
This unity served the people of Uqalizar well, especially on the 
battlefield. They fought a war against the neighboring kingdom of 
Qalira, which they handily won. Through some canny 
maneuvering during the surrender of the Qalirai, they forced the 
defeated nation to pay them a tithe of its harvest for years 
afterward. The only enemy that they ever seemed to have feared 
was the Empire of Admaja, but they were able to negotiate an 
amicable trade agreement with the Admajai, avoiding a conflict 
which they would have been unlikely to have won. 
 
The kingdom of Uqalizar was a very successful nation for a time, 
both economically & politically. But their shrewdness & political 
acumen could not prevent the country from breaking apart due to 
internal strife. Incited by Natharite cults within the shaghal 
communities, a civil war began in the capital. By the time it ended, 
thousands were killed, the nation’s coffers were spent or stolen, the 
shaghali had fled en masse, & the remaining government broke up 
into several petty realms, which later collapsed into separate city-
states. 
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Chapter 3: 
The World of Najmah 

 

Miscellaneous Data 
 
Total Creatures with an Intelligence 3+: 268,435,455** 
** = This total does not count the aazlai, dvernin, gnolls, kobolds, lizardfolk, pahari, sabi, or other mortal races. 
 
Table 3-1: Sentient Population by Race 

Race Population Percentage 
Houri 144,966,000 54% 
Deva 45,634,000 17% 
Common Deva 21,475,000 8% 
Lesser Deva 13,422,000 5% 
Asurana Deva 5,369,000 2% 
Rudrana Deva 2,691,000 1% 
Mitrana Deva 1,340,000 0.5% 
Demon 29,527,000 11% 
Half-Genie 24,159,000 9% 
Devil 13,421,000 5% 
Human 5,378,000 2% 
Genie 2,683,000 1% 
Rakshasa 2,665,000 1% 

 

The Mists of Najmah 
The world of Najmah is a mysterious place, full of bizarre 
happenings & magical events. Much of this is caused by the fact 
that the sun never rises here; the land is always dark, & the sky is 
full of stars. But another major factor contributing to the 
unknowable enigma of the Plane of Night is a strange multihued 
mist that pervades the air, land, & water in this dark & exotic land. 
 
Also known as kuuhaa, the mists of Najmah are everywhere. They 
widely vary in thickness from region to region, from mile to mile, 
& from day to day. On some days, the air is clear & virtually mist-
free; at other times, the mist is as thick as the deepest fog. It seems 
as if no spell, such as a gust of wind or an obscuring mist, can 
influence when the mist comes & goes, although legends tell of a 
lost artifact that was able to direct its flow. 
 
The mists are sometimes merely a murky fog, something to 
hamper vision & annoy travelers. But the mists can also alter 
reality, changing the flow of time & space. Potent magical effects 
are sometimes created by kuuhaa, as well, which can pose a danger 
to creatures in the area. Wise residents of Najmah learn the signs 
of impending mist events, & are prepared for them. 
 
Mist Mechanics 
At the start of each day on Najmah, roll d% & consult the 
following table to determine the behavior of the mist that day. 
 
Table 3-2: Mist Activity 

d% Behavior 
01-25 No Mist 
26-50 Light Mist 
51-60 Moderate Mist 
61-70 Thick Mist 
71-80 Thick Mist + Morning Mist Event 

81-90 Thick Mist + Afternoon Mist Event 
91-95 Thick Mist + 2 Mist Events 
96-98 Thick Mist + 3 Mist Events 
99-100 Thick Mist + 4 Mist Events 

 
• No Mist: The skies are clear, & there is normal 

visibility. 
• Light Mist: The mist obscures all sight, including 

darkvision, beyond 400’. A creature 400’ away has 
concealment (attacks have a 20% miss chance). 
Creatures farther away have total concealment (50% 
miss chance, and the attacker cannot use sight to locate 
the target). 

• Moderate Mist: The mist obscures all sight, including 
darkvision, beyond 100’. A creature 100’ away has 
concealment (attacks have a 20% miss chance). 
Creatures farther away have total concealment (50% 
miss chance, and the attacker cannot use sight to locate 
the target). 

• Thick Mist: The mist obscures all sight, including 
darkvision, beyond 25’. A creature 25’ away has 
concealment (attacks have a 20% miss chance). 
Creatures farther away have total concealment (50% 
miss chance, and the attacker cannot use sight to locate 
the target). 

• Morning Mist Event: There will be a mist event in the 
morning (1AM-noon). Roll 1d12 to determine in what 
hour the event takes place. 

• Afternoon Mist Event: There will be a mist event in 
the afternoon (1PM-midnight). Roll 1d12 to determine 
in what hour the event takes place. 

• 2 Mist Events: There will be 2 mist events: one in the 
morning (1AM-noon), & one in the afternoon (1PM-
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midnight). Roll 1d12 to determine in what hour each 
event takes place. 

• 3 Mist Events: There will be 3 mist events: one in the 
early morning (1AM-8AM), one in the midday (9AM-
4PM), & one in the evening (5PM-midnight). Roll 1d8 
to determine in what hour each event takes place. 

• 4 Mist Events: There will be 4 mist events: one in the 
early morning (1AM-6AM), one in the late morning 
(7AM-noon), one in the afternoon (1PM-6PM), & one 
in the evening (7PM-midnight). Roll 1d6 to determine 
in what hour each event takes place. 

 
Regional Variations 
Certain regions have more or less mist activity than others. Adjust 
the mist activity roll above according to following guidelines: 
 Agni: +10 (maximum 95). 
 Atma: -30 (minimum 1). 
 Bhangah Jungle: -10 (minimum 1). 
 Chitraka: -40 (minimum 1), except in the mist lanes 
(no adjustment). 
 Goraksah Marsh: +20 (maximum 100). 
 Hima: No adjustment. 
 Kshaya: +10 (maximum 100). 
 Padam: No adjustment. 
 Prana: -50 (minimum 1). 
 Sergala: +10 (maximum 100). 
 
Mist Events 
If there is a mist event during the course of the day, then roll d20 & 
consult the following chart. A mist event usually lasts for 1d12 
minutes. A creature with an Intelligence 12+ can make a 
Knowledge (Nature) check versus DC15. By every point by which 
the creature beats the DC, they receive a 1 minute warning of an 
impending mist event. 
 
Table 3-3: Mist Events 

d20 Effect 
1 Frozen Time 
2 Slowed Time 
3 Accelerated Time 
4 Negated Gravity 
5 Weakened Gravity 
6 Strengthened Gravity 
7 Impeded Magic 
8 Enhanced Magic 
9 No Magic 
10 Wild Magic 
11 Fire Unleashed 
12 Lightning Unleashed 
13 Ice Unleashed 
14 Acid Fog 
15 Fog Cloud 
16 Mind Fog 
17 Obscuring Mist 
18 Solid Fog 
19 Stinking Cloud 
20 Roll Twice 

 
• Frozen Time: During this period, time is stopped in the 

entire area. For every creature within the area, no time 
is perceived to have passed. All ongoing actions & 
damage is suspended until this period passes. 
Interactions between creatures or objects on the inside 
of the area & those on the outside are impossible, as 
anything entering the area is frozen at the border. Once 

this period passes, time proceeds normally, & all 
ongoing actions & damage resumes. 

• Slowed Time: During this period, time moves more 
slowly in the area than it does outside of it. Swift & 
immediate actions now take a standard action to 
complete. Standard & move actions take a full round to 
complete. Full round actions take 2 rounds to complete. 
All effects with a given duration have that duration 
doubled, while any ongoing damage effect has its 
damage reduced by 50% (IE halved). Gravity is 
unaffected, so falling damage & damage from falling 
objects is treated normally. Free actions are unaffected 
by this effect. 

• Accelerated Time: During this period, time moves 
more quickly in the area than it does outside of it. Swift 
& immediate actions now take a free action to complete 
(although they can only be used twice per round). 
Standard & move actions take a swift action to 
complete. Full round actions take a standard action to 
complete. All effects with a given duration have that 
duration halved, while any ongoing damage effect has 
its damage increased by 200% (IE doubled). Gravity is 
unaffected, so falling damage & damage from falling 
objects is treated normally. Free actions are unaffected 
by this effect. 

• Negated Gravity: During this period, gravity is 
completely negated. All creatures & objects are 
considered weightless. The carrying capacity for 
creatures is changed: now, creatures can carry a single 
object up to 1 size category larger than they are, 2 
objects up to the same size category that they are, 4 
objects up to 1 size category smaller than they are, etc. 
Creatures can also lift or drag objects up to 2 size 
categories larger than they are. Walking, running, & 
jumping are not possible, but all creatures can fly (with 
perfect maneuverability) at a speed equal to half their 
land speed (unless they could fly already, in which 
case, their flight speed is increased by 50%, & their 
maneuverability becomes perfect). All DCs for Climb 
checks are reduced to 0. Speed penalties for wearing 
armor are negated. Range increments for thrown or 
projectile weapons are now infinite, but damage is 
reduced by 1 point per normal range increment. Falling 
damage & damage from falling objects is negated, as 
well. 

• Weakened Gravity: The gravity is reduced in the area 
by 50%. This, of course, reduces the effective weight of 
creatures & objects by half, as well. The carrying 
capacity (as well as the lifting & dragging weights) for 
creatures is doubled. Jumping distances are doubled as 
well, & all DCs for Climb checks are reduced by 10. 
Speed penalties for wearing armor are reduced by 5’. 
Range increments for thrown or projectile weapons are 
doubled. Falling damage & damage from falling objects 
is reduced by half, as well (calculate normal damage 
amounts, & then cut in half). 

• Strengthened Gravity: The gravity is increased in the 
area by 200%. This, of course, doubles the effective 
weight of creatures & objects, as well. The carrying 
capacity (as well as the lifting & dragging weights) for 
creatures is reduced by half. Jumping distances are 
reduced by half as well, & all DCs for Climb checks are 
increased by 10. Speed penalties for wearing armor are 
increased by 5’. Range increments for thrown or 
projectile weapons are reduced by half. Falling damage 
& damage from falling objects is doubled, as well 
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(calculate normal damage amounts, & then multiply it 
by 2). 

• Impeded Magic: The caster level of a spell or spell-
like ability cast during this time is reduced by 50%. For 
magical or supernatural effects with no caster level 
given, reduce the range, the damage, or the duration 
(roll 1d3 or choose one) by 50%. 

• Enhanced Magic: The caster level of a spell or spell-
like ability cast during this time is increased by 50%. 
For magical or supernatural effects with no caster level 
given, increase the range, the damage, or the duration 
(roll 1d3 or choose one) by 50%. 

• No Magic: The use of magical spells or spell-like 
abilities is impossible during this period. Supernatural 
abilities are also suppressed, but extraordinary abilities 
are unaffected. Magic items, such as magically-
enhanced weapons & armor, continue to function 
normally. 

• Wild Magic: During this time, consult the wild magic 
chart whenever a spell or spell-like ability is cast. Do 
not make a check; this effect occurs automatically, 
regardless of caster level or spell level. 

• Fire Unleashed: Tiny flames spontaneously flare in 
random parts of the mist in a flickering display of 
pyrotechnics. All creatures & objects in the area take 1 
point of fire damage per round. Flammable objects do 
not normally catch fire during this period. 

• Lightning Unleashed: Electrical arcs spontaneously 
course through random parts of the mist in a flickering 
display of static discharge. All creatures & objects in 
the area take 1 point of electricity damage per round. 

• Ice Unleashed: Crystalline ice spontaneously forms in 
random parts of the mist in a freezing display of 
extreme cold. All creatures & objects in the area take 1 
point of cold damage per round. Liquids do not 
normally freeze during this period. 

• Acid Fog: An effect identical to the acid fog spell fills 
the area. 

• Fog Cloud: An effect identical to the fog cloud spell 
fills the area. 

• Mind Fog: An effect identical to the mind fog spell fills 
the area. 

• Obscuring Mist: An effect identical to the obscuring 
mist spell fills the area. 

• Solid Fog: An effect identical to the solid fog spell fills 
the area. 

• Stinking Cloud: An effect identical to the stinking 
cloud spell fills the area. 

• Roll Twice: Roll again with two d20s, then combine 
both effects. If the two effects cancel each other out, 
then nothing happens. 

154



Maps 
 

 
Pictured: A thumbnail (12.5%) of the lands surrounding the Speckled Sea, on the world of Najmah. Click on the image to be linked directly to 
the full-sized map (4,925×4,925 pixels) hosted on DeviantArt. 
 
Map Key 
 Text in dark green is a settlement. 
 Text in dark brown is another location, such as an adventuring site, a geographical feature, or a region. 
 Settlements in yellow are major cities. 
 Settlements in gray are lesser towns & villages. 
 Settlements in red are former towns that are uninhabited &/or in ruins. 
 Every settlement larger than a thorp has a name. 
 Locations with a star on them are prominent locales (IE something that I have a lengthy description for). 
 The scale is in the lower-left corner, opposite the compass rose. 
 The blue lines in the oceans are major oceanic trade routes, which are mostly for the pahari & the marid genies. 
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http://fc05.deviantart.net/fs71/f/2010/324/b/9/hoz__najmah_by_zeta_kai-d339mjr.jpg


 
Pictured A thumbnail (12.5%) of the lands surrounding the Speckled Sea without labels. Click on the image to be linked directly to the full-sized 
map (4,925×4,925 pixels) hosted on DeviantArt. 

156
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Pictured: A thumbnail (12.5%) of the entire planet of Najmah. Click on the image to be linked directly to the full-sized map (3,000×2,000 
pixels) hosted on DeviantArt. 
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Location Tables 
 
Table 3-4: Najmai Settlements 

Name Pronunciation Meaning Alias/Title Population Size GP Limit Coordinates Alignment 
Aabadii ah-BAH-dee -- -- 435 Village 200gp U17 Neutral Evil 

Aabhaa AH-bah 
Splendor, Shining 
Like Gold -- 1,351 Small Town 800gp K13 Lawful Good 

Aabiisah ah-BEE-sah -- -- 88 Hamlet 100gp B9 Chaotic Evil 
Aachir AH-cheer -- -- 607 Village 200gp A19 Lawful Evil 
Aadara ah-DAR-ah Respect -- 1,814 Small Town 800gp L6 Chaotic Good 
Aadhyah ah-DEE-ah Wealthy -- 95 Hamlet 100gp O5 Chaotic Good 

Aadhyaatmikam 
ah-DEE-aht-
MIK-ahm Supernatural -- 520 Village 200gp I15 Lawful Good 

Aadii AH-dee Enlighten -- 106 Hamlet 100gp Q6 Chaotic Good 
Aaghir AH-gear -- -- 111 Hamlet 100gp S4 Chaotic Good 
Aambasah ahm-BAH-sah -- -- 844 Village 200gp L22 Lawful Good 
Aanila ah-NEE-lah Wind -- 956 Small Town 800gp T14 Neutral Evil 
Aapah AH-pah Water -- 2,428 Large Town 3,000gp Y10 True Neutral 
Aapya ah-PEE-ah Watery -- 1,138 Small Town 800gp V12 Lawful Good 
Aashi AH-shee -- -- 390 Hamlet 100gp U12 Neutral Good 
Aasura ah-SHOO-rah Infernal -- 788 Village 200gp A17 Lawful Evil 
Aatapa ah-TAH-pah Heat -- 129 Hamlet 100gp Q21 Chaotic Neutral 

Abhichaara 
AH-bee-
CHAH-rah Black Magic -- 1,520 Small Town 800gp B9 Chaotic Evil 

Adhaaru ah-DAR-oo -- -- 134 Hamlet 100gp Q5 Chaotic Good 

Adri AH-dree 
Stone, Rock, 
Mountain -- 142 Hamlet 100gp T20 Lawful Good 

Ahbhar AH-bar -- -- 1,968 Small Town 800gp U16 Chaotic Evil 
Ahivaar ah-HEE-var -- -- 470 Village 200gp N24 Chaotic Good 
Ahimsa ah-HEEM-sah Not Harmful Tranquility 20,072 Large City 40,000gp T13 Chaotic Neutral 
Ahmed AH-med -- -- 897 Village 200gp L23 Chaotic Neutral 
Ahpasit ah-PAH-sit -- -- 626 Village 200gp O22 Neutral Good 
Akah AH-kah -- Missing Settlement #1   ??? ??? ??? ??? 
Ala-Addin AH-lah AH-din -- -- 157 Hamlet 100gp O23 True Neutral 

Al-Asnam 
AHL OSS-
nahm -- -- 586 Village 200gp R22 Chaotic Neutral 

Aliba ah-LEE-bah -- -- 3,383 Large Town 3,000gp T20 Lawful Neutral 
Ambhasaa ahm-BAH-sah By the Water -- 702 Village 200gp ZZ10* Lawful Good 
Ambu AHM-boo Water -- 163 Hamlet 100gp W10 True Neutral 

Amrtam AHM-er-TOM 
Nectar of 
Everlasting Life -- 383 Hamlet 100gp I12 Lawful Good 

An-Aya AHN AH-yah 
Misfortune, 
Adversity -- 170 Hamlet 100gp B19 Lawful Evil 

Andhakaara 
AHN-dah-
KAR-ah Darkness -- 4,905 Large Town 3,000gp B10 Chaotic Evil 

Andya ahn-DEE-ah -- -- 642 Village 200gp T20 Lawful Good 

Angaros ONG-ah-ros 
Imperial Courier 
(Persian) -- 22,903 Large City 40,000gp Q5 Chaotic Good 

Anilah ah-NEE-lah Wind, Air -- 545 Village 200gp S13 Chaotic Neutral 
Anjiila ahn-JEE-lah -- -- 1,693 Small Town 800gp J15 Lawful Good 
Antala ahn-TAH-lah -- -- 377 Hamlet 100gp U6 Neutral Good 

Apaaya ah-PAH-yah 
Calamity, Loss, 
Destruction -- 2,646 Large Town 3,000gp C8 Chaotic Evil 

Apsu AHP-soo In Water -- 818 Village 200gp V9 Lawful Evil 

Aranyam 
ah-RAHN-
yahm Forest, Jungle -- 182 Hamlet 100gp T21 Lawful Evil 

Arya AR-yah Noble, Honorable -- 1,709 Small Town 800gp R5 Chaotic Good 
Asaadhu ah-SAH-doo Evil, Wicked -- 1,282 Small Town 800gp A8 Chaotic Evil 
Asanam AH-sah-NOM Seat City of the Dead 31 RUIN 40gp Q17 Chaotic Neutral 
Ashma AHSH-mah Stone -- 194 Hamlet 100gp U19 Chaotic Neutral 

Ashubham 
ah-SHOO-
bahm Evil -- 4,710 Large Town 3,000gp B17 Lawful Evil 

Asrij AHS-rij Blood -- 1,077 Small Town 800gp D7 Chaotic Evil 
Asura ah-SHOO-rah Devil -- 451 Village 200gp D15 Lawful Evil 

158



Asuu AH-soo Hate -- 1,445 Small Town 800gp B8 Chaotic Evil 
Attaf AH-tahf -- -- 729 Village 200gp U19 True Neutral 

Atyushna 
aht-YOOSH-
nah Very Hot -- 365 Hamlet 100gp P21 Lawful Neutral 

Avajval ah-VAHJ-vahl To Set on Fire -- 754 Village 200gp O22 Neutral Evil 
Avani ah-VAH-nee River -- 681 Village 200gp X11 True Neutral 

Avatarana 
ah-VAH-tah-
RAH-nah Descent -- 872 Village 200gp J13 Lawful Good 

Ayurveda 
AH-yoor-VAY-
dah Knowledge of Life -- 1,528 Small Town 800gp M4 Chaotic Good 

Ayus ae-YOOS Life City of Light 62,520 Metropolis 100,000gp K14 Lawful Good 

Azariah 
AH-zar-EYE-
ah -- -- 419 Village 200gp P24 Lawful Neutral 

Baavarii bah-VAR-ee -- -- 208 Hamlet 100gp U18 Neutral Good 
Babhar BAH-bar -- -- 2,271 Large Town 3,000gp A18 Lawful Evil 
Badhnati bahd-NAH-tee Binds -- 351 Hamlet 100gp B18 Lawful Evil 
Badoura bah-DOOR-ah -- -- 571 Village 200gp N23 Chaotic Neutral 
Balakri bah-LAK-ree -- -- 216 Hamlet 100gp M3 Chaotic Good 

Balivara 
BAH-lee-VAR-
ah -- -- 229 Hamlet 100gp M20 Lawful Neutral 

Bedhu BED-oo -- -- 513 Village 200gp T18 Neutral Evil 
Bhaaruga bah-ROO-gah -- -- 830 Village 200gp Q4 Chaotic Good 
Bhachi BAH-chee -- -- 3,594 Large Town 3,000gp T14 Neutral Evil 
Bhadhir BAH-deer -- -- 404 Village 200gp L4 Chaotic Good 
Bhadhur BAH-door -- -- 4,029 Large Town 3,000gp T10 Neutral Good 
Bhadra BAH-drah Blessed, Fortunate -- 3,152 Large Town 3,000gp N6 Chaotic Good 
Bhakti BAHK-tee Devotion, Loyalty -- 1,135 Small Town 800gp M6 Chaotic Good 

Bhasmasaat 
BAHS-mah-
SAHT To Burn to Ashes -- 1,695 Small Town 800gp P20 Lawful Good 

Bhavana bah-VAH-nah 
Home, House, 
Palace -- 1,322 Small Town 800gp Q5 Chaotic Good 

Bhiima BEE-mah Terrible, Dreadful -- 679 Village 200gp B8 Chaotic Evil 
Bhiiti BEE-tee Fear -- 1,269 Small Town 800gp B17 Lawful Evil 
Bhuuta BOO-tah Spirit -- 791 Village 200gp K14 Lawful Good 
Bindhii BIN-dee -- -- 1,002 Small Town 800gp T20 Neutral Good 
Bisnagar BISS-nah-GAR -- -- 344 Hamlet 100gp P23 True Neutral 
Brahma BRAH-mah Priest -- 232 Hamlet 100gp J13 Lawful Good 
Brahaat brah-HOT -- -- 338 Hamlet 100gp T12 Lawful Good 
Buduu BOO-doo -- -- 245 Hamlet 100gp U18 Lawful Good 
Chaasam chah-SAHM -- -- 863 Village 200gp U17 Chaotic Neutral 
Chadya chah-DEE-ah -- -- 259 Hamlet 100gp T18 Chaotic Evil 
Chakra CHAHK-rah -- -- 658 Village 200gp X10 Lawful Good 
Chalabhi chah-LAH-bee -- -- 1,690 Small Town 800gp A16 Lawful Evil 

Chalahsati 
CHAH-lah-
SAH-tee -- -- 931 Small Town 800gp U13 Lawful Good 

Chaam CHAHM -- -- 266 Hamlet 100gp M23 Neutral Good 
Chidhu CHID-oo -- -- 271 Hamlet 100gp T12 Neutral Good 
Chiturgah chit-OOR-gah -- -- 323 Hamlet 100gp T21 Lawful Good 

Chumanas 
choo-MAH-
nahs -- -- 280 Hamlet 100gp N4 Chaotic Good 

Chuura CHOOR-ah -- -- 1,792 Small Town 800gp T9 Lawful Good 
Daalhur dah-LOOR -- -- 1,849 Small Town 800gp V17 Neutral Evil 
Daasa DAH-sah Demon, Fiend -- 3,192 Large Town 3,000gp AA8* Chaotic Evil 
Daasa DAH-sah Slave, Servant -- 297 Hamlet 100gp AA18* Lawful Evil 
Daava DAH-vah Conflagration -- 767 Village 200gp R20 Lawful Good 
Dabhu DAH-boo -- -- 930 Small Town 800gp S18 Lawful Neutral 
Dabuu DAH-boo -- -- 319 Hamlet 100gp S20 Lawful Evil 
Dah DAH To Burn -- 86 Hamlet 100gp R21 Chaotic Neutral 
Dashara dah-SHAR-ah -- -- 2,423 Large Town 3,000gp N20 True Neutral 

Dauraatmya 
dar-AHT-mee-
AH Wickedness, Evil -- 305 Hamlet 100gp D15 Lawful Evil 

Deshah DESH-ah -- -- 142 Hamlet 100gp U13 True Neutral 
Devaan DEV-ahn Demigods -- 214 Hamlet 100gp J15 Lawful Good 

Devadaru 
DAY-vah-
DAR-oo Tree -- 287 Hamlet 100gp X16 Lawful Good 
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Devibad DEV-i-BAHD 
Place of the 
Divine -- 2,075 Large Town 3,000gp I13 Lawful Good 

Dhaajimah DAHJ-i-MAH -- -- 371 Hamlet 100gp N3 Chaotic Good 
Dhaaraa DAR-ah Rain -- 110 Hamlet 100gp Z11 Neutral Evil 
Dharma DAR-mah Law/Justice -- 18,851 Large City 40,000gp S17 Lawful Neutral 
Dharsi DAR-see -- -- 508 Village 200gp N21 Neutral Evil 
Dhemaan deh-MAHN -- -- 4,544 Large Town 3,000gp AA7* Chaotic Evil 
Dhii DEE -- -- 1,122 Small Town 800gp V10 Neutral Good 
Dhuha DOO-hah -- -- 2,768 Large Town 3,000gp S13 Lawful Neutral 
Dhumah DOO-mah Smoke -- 961 Small Town 800gp S14 True Neutral 
Dhyana dee-AH-nah Meditation -- 333 Hamlet 100gp M5 Chaotic Good 
Duban DOO-bahn -- -- 396 Hamlet 100gp C15 Lawful Evil 
Duhshiila doo-SHEE-lah Bad-Tempered -- 127 Hamlet 100gp A19 Lawful Evil 
Dukhanda doo-KAHN-dah Hot Iron -- 1,650 Small Town 800gp S21 Neutral Good 

Duraatman 
door-AHT-
mahn Vile -- 482 Village 200gp B10 Chaotic Evil 

Durita door-EE-tah Sin -- 3,881 Large Town 3,000gp C16 Lawful Evil 
Dusharah doo-SHAR-ah -- -- 557 Village 200gp R23 Neutral Evil 
Duuga DOO-gah -- -- 193 Hamlet 100gp O21 True Neutral 
Dviipah deh-VEE-pah Island -- 1,905 Small Town 800gp T19 Chaotic Good 
Dyabaal DEE-ah-BALL -- -- 304 Hamlet 100gp B17 Lawful Evil 
Dyar DEE-ar -- -- 368 Hamlet 100gp S19 Lawful Good 
Gaaluur gah-LOOR -- -- 158 Hamlet 100gp AA7* Chaotic Evil 
Galandha gah-LAHN-dah -- -- 182 Hamlet 100gp T13 Chaotic Neutral 
Gampala gahm-PAH-lah -- -- 326 Hamlet 100gp M21 Neutral Good 

Gandhalanda 
GAHN-dah-
LAHN-dah -- -- 389 Hamlet 100gp M5 Chaotic Good 

Ganesh gah-NESH -- -- 103 Hamlet 100gp L5 Chaotic Good 

Ganjya 
GAHN-jee-
YAH Made of Hemp -- 175 Hamlet 100gp W15 True Neutral 

Ghaal GAHL -- -- 272 Hamlet 100gp S18 Chaotic Good 
Ghabu GAH-boo -- -- 94 Hamlet 100gp S22 Neutral Good 
Ghandira gahn-DEE-rah -- -- 1,345 Small Town 800gp N23 Lawful Neutral 
Ghantikal GAHN-tee-kahl Crocodile -- 9,795 Small City 15,000gp U15 True Neutral 
Gharyana gar-YAH-nah -- -- 634 Village 200gp U9 True Neutral 
Ghish GISH -- -- 740 Village 200gp S14 Lawful Neutral 
Ghora GOR-ah Awful, Horrible -- 821 Village 200gp C8 Chaotic Evil 
Ghulai GOO-lie -- -- 423 Village 200gp B16 Lawful Evil 
Ghuru GOO-roo Teacher -- 693 Village 200gp Q5 Chaotic Good 
Giri GEAR-ee Mountain -- 207 Hamlet 100gp R22 Lawful Evil 
Gita GEE-tah Song City of Song 28,207 Metropolis 100,000gp M21 Chaotic Good 
Guluvaar GOO-loo-VAR -- -- 131 Hamlet 100gp U17 Lawful Good 
Guuvi GOO-vee -- -- 4,236 Large Town 3,000gp R19 Neutral Evil 
Haajma HAHJ-mah -- -- 2,919 Large Town 3,000gp U18 Lawful Neutral 
Habhi HAH-bee -- -- 539 Village 200gp S18 Lawful Neutral 
Hadhuura hah-DOO-rah -- -- 775 Village 200gp N4 Chaotic Good 
Halaashi hah-LAH-shee -- -- 349 Hamlet 100gp T9 Chaotic Evil 

Hazarafsan 
hah-ZAR-ahf-
SAHN -- -- 1,727 Small Town 800gp P24 True Neutral 

Hiijaya hee-JAY-ah -- -- 291 Hamlet 100gp R13 Chaotic Evil 
Hidhara hih-DAR-ah -- -- 169 Hamlet 100gp R20 Lawful Evil 
Hirad heer-AHD -- -- 228 Hamlet 100gp A18 Lawful Evil 
Hrada her-RAH-dah Lake, Pool -- 315 Hamlet 100gp V17 Neutral Evil 
Hrakha her-RAH-kah -- -- 1,351 Small Town 800gp AA8* Chaotic Evil 
Hudhii HOO-dee -- -- 496 Village 200gp M21 Lawful Evil 
Ibhiru ih-BEER-oo -- -- 805 Village 200gp O5 Chaotic Good 
Idharya ih-DAR-yah -- -- 733 Village 200gp U16 Chaotic Evil 
Iibha IB-ah -- -- 945 Small Town 800gp R23 Chaotic Evil 
Iikhu ICK-oo -- -- 230 Hamlet 100gp AA7* Chaotic Evil 
Iiti IT-ee Plague -- 358 Hamlet 100gp B8 Chaotic Evil 
Ilakti ill-AHK-tee -- -- 256 Hamlet 100gp T18 True Neutral 

Indra IN-drah 
God of Rain & 
Thunder -- 615 Village 200gp W12 Chaotic Good 

Ishkalah ish-KAH-lah -- -- 260 Hamlet 100gp S14 Chaotic Good 
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Ishtah ISH-tah -- -- 92 Hamlet 100gp N21 Lawful Good 
Jaakhar jah-KAR -- -- 341 Hamlet 100gp AA6* Chaotic Evil 
Jada JAH-dah Cold, Frozen -- 156 Hamlet 100gp B17 Lawful Evil 
Jadrah JAH-drah -- -- 3,307 Large Town 3,000gp O4 Chaotic Good 

Jaina jah-EE-nah 
Concerning the 
Saints -- 190 Hamlet 100gp R4 Chaotic Good 

Jakhad jah-KAHD -- -- 562 Village 200gp B10 Chaotic Evil 
Jakhudha jah-KOO-dah -- -- 448 Village 200gp U14 Chaotic Evil 
Jala JAH-lah Water -- 1,783 Small Town 800gp Z10 Lawful Evil 

Jalaashaya 
JAH-lah-
SHAY-ah Lake, Pond -- 856 Village 200gp V18 True Neutral 

Jalapaatah 
JAH-lah-PAH-
tah Waterfall -- 271 Hamlet 100gp X12 Lawful Evil 

Jambaa JAHM-bah -- -- 1,498 Small Town 800gp T16 Chaotic Evil 

Janadhira 
JAH-nah-
DEER-ah -- -- 322 Hamlet 100gp Q23 Lawful Evil 

Jangala john-GAH-lah Arid -- 394 Hamlet 100gp S19 Chaotic Good 
Jashkii JOSH-kee -- -- 1,260 Small Town 800gp M21 Lawful Evil 
Jedii JED-ee -- -- 144 Hamlet 100gp O21 Chaotic Evil 
Jhahg JOG -- -- 466 Village 200gp S19 Chaotic Evil 
Jhin JIN -- -- 248 Hamlet 100gp T14 Chaotic Good 
Jilakh jill-AHK -- -- 388 Hamlet 100gp AA9* Chaotic Evil 

Julamsha 
joo-LAHM-
shah -- -- 179 Hamlet 100gp V9 Chaotic Evil 

Jutas JOO-toss Twisted Hair -- 594 Village 200gp B9 Chaotic Evil 
Jvala jah-VAH-lah Flame -- 81 Hamlet 100gp R21 Neutral Evil 
Kaadhatka kah-DAHT-kah -- -- 265 Hamlet 100gp P3 Chaotic Good 
Kaardama kar-DAH-mah Made of Mud -- 660 Village 200gp T19 Lawful Neutral 

Kaarmana kar-MAH-nah 
Sorcery, 
Witchcraft -- 4,650 Large Town 3,000gp L6 Chaotic Good 

Kama KAH-mah Desire -- 107 Hamlet 100gp N6 Chaotic Good 
Kapi KAH-pee -- -- 237 Hamlet 100gp Q20 Neutral Evil 
Kardha KAR-dah -- -- 298 Hamlet 100gp N22 Chaotic Evil 
Karman KAR-mahn Work, Fate -- 123 Hamlet 100gp W11 True Neutral 
Kassim kah-SIM -- -- 367 Hamlet 100gp B15 Lawful Evil 
Kemii keh-MEE -- -- 310 Hamlet 100gp U10 Lawful Good 
Ketu keh-TOO Time & Fate -- 1,869 Small Town 800gp O5 Chaotic Good 
Khaal KAHL -- -- 115 Hamlet 100gp B7 Chaotic Evil 
Khadhi kah-DEE -- Missing Settlement #2   ??? ??? ??? ??? 
Khanda KAHN-dah Violent, Cruel -- 716 Village 200gp C7 Chaotic Evil 
Khatva KAHT-vah Couch -- 202 Hamlet 100gp W15 Chaotic Good 
Khimpur KIM-poor -- -- 889 Village 200gp R19 Chaotic Neutral 
Khlar kah-LAR -- -- 336 Hamlet 100gp B11 Chaotic Evil 
Khosrau kos-RAH-oo -- -- 1,648 Small Town 800gp M24 Neutral Good 
Khumir koo-MEER -- -- 138 Hamlet 100gp A9 Chaotic Evil 
Kiila KEE-lah -- -- 1,659 Small Town 800gp T17 Neutral Good 
Kradhi KRAH-dee -- -- 186 Hamlet 100gp O23 True Neutral 
Krait KRATE A Snake -- 521 Village 200gp A6 Chaotic Evil 
Krimiga krih-MEE-gah Crimson, Carmine -- 229 Hamlet 100gp D6 Chaotic Evil 
Krosah KRO-sah Call, Shout -- 4,148 Large Town 3,000gp R5 Chaotic Good 
Krotahru kro-TAH-roo -- -- 304 Hamlet 100gp S23 Neutral Evil 
Kshatra kah-SHAH-trah Power, Might -- 2,907 Large Town 3,000gp K15 Lawful Good 

Kshayana 
kah-SHAH-
yah-NAH Tranquil Water -- 3,455 Large Town 3,000gp U12 Chaotic Good 

Kulyaa KOOL-yah Canal -- 213 Hamlet 100gp Y11 Lawful Evil 
Laamii LAH-mee -- -- 160 Hamlet 100gp ZZ10* Chaotic Good 
Laashka LAHSH-kah -- -- 379 Hamlet 100gp T16 Chaotic Neutral 
Ladri LAH-dree -- -- 866 Village 200gp S20 Lawful Good 
Lakhtar LOCK-tar -- -- 786 Village 200gp A9 Chaotic Evil 
Laksha LOCK-shah Lacquer -- 353 Hamlet 100gp B8 Chaotic Evil 

Lamirajan 
lah-MEER-ah-
JAHN -- -- 254 Hamlet 100gp Q4 Chaotic Good 

Lashmi LAHSH-mee -- -- 285 Hamlet 100gp X11 Chaotic Neutral 
Lavana lah-VAH-nah Briny, Brackish -- 117 Hamlet 100gp Y11 Lawful Neutral 
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Lavash lah-VAHSH -- -- 190 Hamlet 100gp A16 Lawful Evil 
Lhaduu lah-DOO -- -- 1,536 Small Town 800gp N20 Chaotic Neutral 
Liikha LEE-kah -- -- 415 Village 200gp N21 Lawful Good 

Lomabhar 
LOW-mah-
BAR -- -- 346 Hamlet 100gp R21 Lawful Neutral 

Lost City, The -- -- -- 19 RUIN 40gp X14 Chaotic Neutral 
Lotam low-TAHM Loot, Booty -- 633 Village 200gp A7 Chaotic Evil 
Luudhamar LOO-dah-MAR -- -- 235 Hamlet 100gp U14 Lawful Neutral 
Maaliira mah-LEER-ah -- -- 1,118 Small Town 800gp W11 Lawful Good 

Maayaa MAH-yah 

Magic, 
Knowledge, 
Illusion -- 1,687 Small Town 800gp I15 Lawful Good 

Madaal mah-DAHL -- -- 691 Village 200gp W10 Chaotic Evil 
Madanas mah-DAH-nahs Love City of the Citadel 11,348 Small City 15,000gp L5 Lawful Good 

Maharajan 
MAH-hah-
RAH-jahn Great King -- 434 Village 200gp C17 Lawful Evil 

Maharishi 
MAH-hah-
REE-shee Great Sage -- 154 Hamlet 100gp P20 Chaotic Neutral 

Mahatman 
mah-HAHT-
mahn Great Soul -- 572 Village 200gp Q5 Chaotic Good 

Mahii MAH-hee The World -- 308 Hamlet 100gp J12 Lawful Good 
Mandala mahn-DAH-lah Disc, Circle -- 1,142 Small Town 800gp L5 Chaotic Good 

Mantri MAHN-tree 
Advisor, 
Councilor -- 4,393 Large Town 3,000gp Q6 Chaotic Good 

Manturak 
mahn-TOOR-
ahk -- -- 392 Hamlet 100gp L4 Chaotic Good 

Marajani 
MAR-ah-JAH-
nee -- -- 1,398 Small Town 800gp N22 Neutral Evil 

Marakata 
MAR-ah-KAH-
tah Emerald -- 256 Hamlet 100gp R19 Lawful Evil 

Marita mah-REE-tah -- -- 851 Village 200gp A18 Lawful Evil 
Markata mar-KAH-tah Ape -- 99 Hamlet 100gp W11 Chaotic Neutral 

Marubhuumih 
MAR-oo-BOO-
mee 

Desert, Barren 
Land -- 713 Village 200gp T19 Lawful Neutral 

Marut mar-OOT Storm Gods -- 762 Village 200gp T13 Lawful Good 

Mashurya 
MAH-shoo-
REE-ah -- -- 667 Village 200gp V13 Lawful Evil 

Mayaar mah-YAR -- -- 337 Hamlet 100gp S16 Lawful Neutral 
Miinaa MEE-nah -- -- 384 Hamlet 100gp ZZ10* Lawful Good 
Midnah MID-nah -- -- 224 Hamlet 100gp L23 Chaotic Evil 
Mitrah MIH-trah Friend -- 85 Hamlet 100gp P4 Chaotic Good 
Moghi MOE-gee -- -- 1,328 Small Town 800gp P4 Chaotic Good 
Mratkah mer-AHT-kah -- -- 169 Hamlet 100gp R23 Neutral Evil 

Mrittika 
mer-EET-ick-
AH Mud, Earth -- 361 Hamlet 100gp T19 Chaotic Good 

Mustazi moo-STAH-zee -- -- 209 Hamlet 100gp M23 Lawful Neutral 
Muubhita moo-BEE-tah -- -- 479 Village 200gp O20 Chaotic Good 
Naadila nah-DEE-lah -- -- 1,578 Small Town 800gp S16 Chaotic Evil 
Nadi nah-DEE River -- 140 Hamlet 100gp V13 True Neutral 

Naharatma 
NAH-hah-
RAHT-mah -- -- 804 Village 200gp Q21 Neutral Evil 

Naihara nai-HAR-ah Mist, Fog -- 544 Village 200gp T12 Lawful Neutral 
Namaste nah-MOSS-tay Bowing to You -- 30,966 Metropolis 100,000gp S18 Lawful Neutral 

Narangas 
nah-WRONG-
gahs Orange Tree -- 289 Hamlet 100gp S10 Lawful Evil 

Narii NAR-ee -- -- 757 Village 200gp Z10 Lawful Good 
Nashka NAHSH-kah -- -- 126 Hamlet 100gp W11 True Neutral 
Niilaj nil-LAHJ -- -- 322 Hamlet 100gp M23 Neutral Good 
Nila NEE-lah Dark Blue -- 16,743 Large City 40,000gp P20 True Neutral 
Nilaar nil-LAR -- -- 268 Hamlet 100gp X10 Lawful Neutral 
Nimah NEE-mah -- -- 212 Hamlet 100gp N22 Lawful Neutral 
Nimbah NIM-bah Tree -- 353 Hamlet 100gp V16 Neutral Good 
Nimnagaa nim-NAH-gah River -- 1,197 Small Town 800gp V15 Neutral Evil 

Nirvana ner-VAH-nah 
Extinction, 
Ending, Paradise -- 1,023 Small Town 800gp I13 Lawful Good 

162



Nuraashi ner-RAH-shee -- -- 616 Village 200gp S17 Lawful Neutral 
Nuwas NOO-ahs -- -- 102 Hamlet 100gp AA17* Lawful Evil 
Nyaalu nah-YAH-loo -- -- 882 Village 200gp U15 Lawful Neutral 

Nyavala 
NEE-ah-VAH-
lah -- -- 273 Hamlet 100gp R5 Chaotic Good 

Paadikh pah-DICK -- -- 133 Hamlet 100gp N5 Chaotic Good 
Paakti PAHK-tee -- -- 597 Village 200gp T17 Lawful Evil 
Paavana pah-VAH-nah Purifying, Holy -- 181 Hamlet 100gp I14 Lawful Good 
Padme PAHD-may -- -- 315 Hamlet 100gp T18 Chaotic Evil 
Pahsah PAH-sah -- -- 178 Hamlet 100gp R19 Neutral Good 
Paravi pah-RAH-vee -- -- 493 Village 200gp P21 Lawful Neutral 
Pargan PAR-gahn -- -- 442 Village 200gp T21 True Neutral 

Parishanda 
PAR-ih-
SHAHN-dah Valley -- 675 Village 200gp S21 Neutral Evil 

Parizade 
PAR-ih-ZAH-
day -- -- 370 Hamlet 100gp N24 Lawful Good 

Parjanyah par-JAHN-yah Rain -- 294 Hamlet 100gp Y10 Lawful Neutral 
Parnam par-NAHM -- -- 1,765 Small Town 800gp M22 Lawful Evil 
Pavana pah-VAH-nah Breeze -- 835 Village 200gp S14 Chaotic Evil 
Pilaam pil-LAHM -- -- 247 Hamlet 100gp U11 Neutral Good 
Pishaad pih-SHAHD -- -- 739 Village 200gp S17 Neutral Evil 
Praakhu PRAH-koo -- -- 166 Hamlet 100gp A7 Chaotic Evil 
Prajandha prah-JAHN-dah -- -- 4,664 Large Town 3,000gp M22 Chaotic Good 

Prakanda 
prah-KAHN-
dah 

Violent, Fierce, 
Terrible -- 556 Village 200gp C9 Chaotic Evil 

Purabha poor-RAH-bah -- -- 640 Village 200gp I14 Lawful Good 
Puram POOR-ahm City City of Mud 23,690 Large City 40,000gp T11 True Neutral 
Puram POOR-ahm City -- 2,239 Large Town 3,000gp T17 Neutral Good 
Puranah poor-AH-nah Ancient, Former -- 8,441 Small City 15,000gp Q14 Chaotic Good 
Qaadhura kah-DOOR-ah -- -- 239 Hamlet 100gp N5 Chaotic Good 

Qarabah kah-RAH-bah 
Large Flagon 
(Persian) City of Stars 26,656 Metropolis 100,000gp O5 Neutral Good 

Raajir rah-JEER -- -- 334 Hamlet 100gp L22 Chaotic Good 
Raashmir RAHSH-meer -- -- 458 Village 200gp V11 Chaotic Neutral 
Rabhi RAH-bee -- -- 382 Hamlet 100gp N21 Lawful Neutral 
Radhul rah-DOOL -- -- 720 Village 200gp S16 True Neutral 
Ragah RAH-gah Melodic Mode -- 518 Village 200gp S5 Chaotic Good 
Rajagni rah-JAHG-nee -- -- 1,423 Small Town 800gp N4 Chaotic Good 
Rajan RAH-jahn King -- 896 Village 200gp N5 Chaotic Good 
Ramah RAH-mah Pretty -- 819 Village 200gp L5 Chaotic Good 
Ranii RAH-nee -- -- 93 Hamlet 100gp I14 Lawful Good 

Rasharkanda 
RAH-shar-
KAHN-dah -- -- 217 Hamlet 100gp T16 True Neutral 

Rashid rah-SHEED -- -- 363 Hamlet 100gp A18 Lawful Evil 
Rimanah rih-MAH-nah -- -- 3,581 Large Town 3,000gp Q23 Chaotic Evil 
Riilam ril-LAHM -- -- 145 Hamlet 100gp Y9 Neutral Good 
Rushli ROOSH-lee -- -- 771 Village 200gp AA7* Chaotic Evil 
Ruuj ROOJ -- -- 309 Hamlet 100gp A17 Lawful Evil 

Saadhalman 
sah-DAHL-
mahn -- -- 200 Hamlet 100gp M4 Chaotic Good 

Saaj SAHJ -- -- 395 Hamlet 100gp T10 Chaotic Neutral 
Saasana sah-SAH-nah Punisher -- 118 Hamlet 100gp C16 Lawful Evil 
Saavur sah-VOOR -- -- 258 Hamlet 100gp AA8* Chaotic Evil 

Sabibhad 
SAH-bih-
BAHD -- -- 2,872 Large Town 3,000gp T16 Chaotic Neutral 

Sadhuma sah-DOO-mah Veiled in Smoke -- 1,054 Small Town 800gp T13 True Neutral 
S’ahjman sah AHJ-mahn -- -- 1,560 Small Town 800gp P22 Lawful Neutral 
S’aila sah AY-lah Made of Stone -- 352 Hamlet 100gp S20 Chaotic Evil 
Samadhi sah-MAH-dee Putting Together City of Plenty 33,894 Metropolis 100,000gp R19 Lawful Good 
Samsara sahm-SAR-ah Passing Through -- 1,359 Small Town 800gp U14 Chaotic Good 

Sangha SAHN-gah 
A Community of 
Monks/Nuns -- 129 Hamlet 100gp S5 Chaotic Good 

Sanipriya 
SAH-nih-
PREE-ah Sapphire -- 274 Hamlet 100gp R20 Neutral Good 

Saraji sah-RAH-jee -- -- 505 Village 200gp N20 Chaotic Evil 
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Saritaa sah-REE-tah River -- 688 Village 200gp W15 Lawful Neutral 
Sassanid sah-SAH-nid -- -- 407 Village 200gp M6 Chaotic Good 
Satah SAH-tah -- -- 1,186 Small Town 800gp P20 Chaotic Neutral 

Satyagraha 
SAHT-yah-
GRAH-hah Insisting on Truth -- 530 Village 200gp M22 Lawful Neutral 

Sendbad SEND-bahd -- -- 311 Hamlet 100gp U19 Chaotic Neutral 
Shahryar SHAH-ree-AR -- -- 629 Village 200gp A17 Lawful Evil 
Shakhir shah-KEER -- -- 174 Hamlet 100gp A7 Chaotic Evil 
Shamiir shah-MEER -- -- 80 Hamlet 100gp U14 Lawful Evil 
Shar SHAR -- -- 243 Hamlet 100gp L23 Chaotic Neutral 
Shavi shah-VEE -- -- 794 Village 200gp AA6* Chaotic Evil 
Shiita SHEE-tah Cold -- 1,685 Small Town 800gp B18 Lawful Evil 
Shilaa SHEE-lah Stone -- 1,470 Small Town 800gp S20 Lawful Neutral 
Shirin SHEER-in -- -- 848 Village 200gp P22 Lawful Evil 
Shiva SHEE-vah -- -- 327 Hamlet 100gp N24 Neutral Good 
Shubha SHOO-bah -- -- 481 Village 200gp S13 Lawful Good 
Siik SEEK Drizzle, Sprinkle -- 920 Small Town 800gp Y10 Lawful Neutral 
Siisanah see-SAH-nah -- -- 137 Hamlet 100gp L22 Lawful Good 
S’ikha sah ICK-ah Serpent Demon -- 908 Small Town 800gp A9 Chaotic Evil 
Siksati sick-SAH-tee Studies, Learning -- 288 Hamlet 100gp P4 Chaotic Good 

Simhapuram 
SIM-hah-
POOR-ahm City of Lions -- 4,016 Large Town 3,000gp Q19 Neutral Evil 

Simsim SIM-sim -- -- 870 Village 200gp M23 Lawful Neutral 

Sirngaveram 
seern-GAH-
ver-AHM Body of a Horn City of Contracts 45,408 Metropolis 100,000gp A17 Lawful Evil 

S’ita sah EE-tah Cold -- 185 Hamlet 100gp C16 Lawful Evil 
Sivah SIV-ah Gracious -- 708 Village 200gp R6 Chaotic Good 

S’oka sah OH-kah 
Burning, 
Scorching -- 262 Hamlet 100gp O21 Chaotic Evil 

Sramanas srah-MAH-nahs Monk, Shaman -- 602 Village 200gp R4 Chaotic Good 
Sravanti srah-VAHN-tee River -- 654 Village 200gp V15 Lawful Neutral 
Srikhar srih-KAR -- -- 290 Hamlet 100gp B10 Chaotic Evil 
Sruuka SROO-kah -- -- 101 Hamlet 100gp C8 Chaotic Evil 
Sthaga sah-THAH-gah Scoundrel -- 191 Hamlet 100gp D7 Chaotic Evil 
Stharukh sah-THAR-ook -- -- 589 Village 200gp AA7* Chaotic Evil 
Sujan SOO-jahn -- -- 426 Village 200gp M4 Chaotic Good 
Sulvari sool-VAR-ee Sulfur -- 226 Hamlet 100gp B17 Lawful Evil 
Sutra SOO-trah Rule -- 745 Village 200gp B16 Lawful Evil 
Suur SOOR -- -- 152 Hamlet 100gp AA7* Chaotic Evil 
Svami sah-VAH-mee Master -- 376 Hamlet 100gp C17 Lawful Evil 
Taabhulsim tah-BOOL-sim -- -- 563 Village 200gp M5 Chaotic Good 
Taakhma TAHK-mah -- -- 345 Hamlet 100gp U11 Chaotic Evil 
Taarukha tah-ROO-kah -- -- 161 Hamlet 100gp V15 Chaotic Good 
Takahi tah-KAH-hee -- -- 460 Village 200gp P20 Chaotic Evil 

Talapattram 
TAH-lah-PAH-
trahm Tree -- 823 Village 200gp V17 Neutral Good 

Tambhari tahm-BAR-ee -- -- 210 Hamlet 100gp S17 Lawful Good 
Tapas TAH-pahs Warmth, Heat -- 421 Village 200gp R22 Chaotic Evil 
Taragya tah-RAHG-yah -- -- 282 Hamlet 100gp O22 Neutral Good 

Taranga 
tah-WRONG-
gah Wave -- 595 Village 200gp Y9 Neutral Evil 

Tigma TIG-mah Pointed, Sharp -- 1,054 Small Town 800gp C15 Lawful Evil 
Tiivra TEE-vrah Violent, Intense -- 1,018 Small Town 800gp A6 Chaotic Evil 
Tilah TEE-lah Plant -- 393 Hamlet 100gp V18 Neutral Evil 
Tishuura tih-SHOOR-ah -- -- 130 Hamlet 100gp M21 Chaotic Neutral 
Tushhaara too-SHAH-rah Ice, Snow -- 762 Village 200gp A19 Lawful Evil 
Ubhalah oo-BAH-lah -- -- 252 Hamlet 100gp M4 Chaotic Good 
Udhal OO-dahl -- -- 1,281 Small Town 800gp A17 Lawful Evil 
Umar OO-mar -- -- 1,898 Small Town 800gp T11 Lawful Neutral 
Upala oo-PAH-lah Stone, Jewel City of Iron 6,356 Small City 15,000gp R23 True Neutral 
Upura oo-POOR-ah -- -- 3,720 Large Town 3,000gp O23 Chaotic Evil 
Urashni oo-RAHSH-nee -- -- 331 Hamlet 100gp S21 Chaotic Evil 
Urii OO-ree -- -- 112 Hamlet 100gp T18 Chaotic Good 
Urjitam OOR-jit-AHM Glorious -- 699 Village 200gp J14 Lawful Good 
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Ushna OOSH-nah -- -- 965 Small Town 800gp AA6* Chaotic Evil 
Ushtra OOSH-trah Camel -- 850 Village 200gp S20 Lawful Good 

Usraatman 
oo-SRAHT-
mahn -- -- 196 Hamlet 100gp N20 Lawful Neutral 

Uvaal OO-vahl -- -- 748 Village 200gp U16 Lawful Good 
Vaal VAHL -- -- 488 Village 200gp AA7* Chaotic Evil 
Vaashmi VAHSH-mee -- -- 611 Village 200gp O4 Chaotic Good 
Vaayu VAH-yoo Lord of Winds -- 581 Village 200gp T14 True Neutral 
Vakhmaat VAHK-maht -- -- 381 Hamlet 100gp B10 Chaotic Evil 
Valmar VAHL-mar -- -- 4,401 Large Town 3,000gp A9 Chaotic Evil 
Vanija VAN-ee-JAH Merchant -- 14,915 Large City 40,000gp U17 Lawful Neutral 
Varah VAR-ah -- -- 267 Hamlet 100gp T17 Chaotic Evil 
Varuna vah-ROO-nah Lord of Oceans -- 3,997 Large Town 3,000gp W11 Chaotic Evil 
Varyah vah-REE-ah -- -- 826 Village 200gp N21 Neutral Good 
Vashti VAHSH-tee -- -- 705 Village 200gp U12 Chaotic Neutral 

Vatingana 
VAH-teen-
GAH-nah Eggplant The Shrinking City 5,882 Small City 15,000gp W15 Chaotic Neutral 

Veda VAY-dah Holy Book -- 96 Hamlet 100gp M6 Chaotic Good 
Viduu VEE-doo -- -- 1,644 Small Town 800gp S19 True Neutral 
Viighuba vee-GOO-bah -- -- 303 Hamlet 100gp U16 Lawful Good 

Vimana vee-MAH-nah 
Plane, Sanctum 
Santorum -- 656 Village 200gp T10 Lawful Good 

Vindhya VIN-dee-AH -- -- 360 Hamlet 100gp T20 Chaotic Evil 
Vishka VISH-kah -- -- 590 Village 200gp A8 Chaotic Evil 
Vramar vrah-MAR -- -- 143 Hamlet 100gp O24 Lawful Good 
Vriit VREET -- -- 221 Hamlet 100gp P20 Chaotic Good 
Vritra VREE-trah Snake-Demon -- 356 Hamlet 100gp A9 Chaotic Evil 
Vuraasi voo-RAH-see -- -- 84 Hamlet 100gp A8 Chaotic Evil 
Yaagha YAH-gah -- -- 872 Village 200gp N3 Chaotic Good 
Yadhal yah-DAHL -- -- 2,042 Large Town 3,000gp U16 Chaotic Evil 
Yaga YAH-gah -- -- 700 Village 200gp U11 True Neutral 
Yashka YAHSH-kah -- -- 691 Village 200gp M23 Neutral Evil 
Yogas YO-gahs Yoke, Union -- 402 Village 200gp N5 Chaotic Good 
Yordha YOR-dah -- -- 234 Hamlet 100gp Q24 Chaotic Evil 
Yunan YOO-nahn -- -- 318 Hamlet 100gp N23 Chaotic Evil 
Yurana yoo-RAH-nah -- -- 177 Hamlet 100gp T16 Chaotic Evil 
Zaynab ZAY-nahb -- -- 347 Hamlet 100gp P22 Chaotic Good 
Zuman ZOO-mahn -- -- 105 Hamlet 100gp AA18* Lawful Evil 

Zumurrud 
ZOO-mer-
RUDE -- -- 249 Hamlet 100gp L23 Neutral Evil 

Zurayk zoo-RAKE -- -- 983 Small Town 800gp A19 Lawful Evil 
    -- -- 183 Hamlet 100gp T17 Lawful Good 
    -- -- 374 Hamlet 100gp S14 Chaotic Evil 
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Table 3-5: Najmai Locations 
Name Pronunciation Meaning Coordinates Name Pronunciation Meaning Coordinates 
Aagya Island ah-GEE-ah Command T18 Love River -- -- U17 
Aaraya River ah-RAY-ah Noble Q5 Melancholy Mire -- -- Y12 

Agniparvata 
ahg-NEE-par-
VAH-tah Volcano Q23 Mirror River -- -- N5 

Anala ah-NAH-lah Fire R22 Misty River -- -- T13 

Bhakti Temple BAHK-tee Loyalty U11 Moksha Temple MOCK-shah 

Liberation from the 
Cycle of Death & 
Rebirth J14 

Bhuubhrit BOO-brit Mountain P26 Muddy River -- -- R20 
Black River -- -- S23 Nazir Island nah-ZEER -- Q17 
Blasted Plains -- -- D14 North River -- -- O22 
Blessed Hill -- -- T22 Northwood -- -- M4 
Blue River -- -- V17 Nyaaya Island nah-YAH-yah Law T17 
Burning Plains -- -- P23 Parvata par-VAH-tah Mountain O24 
Canyon of Light -- -- Y16 Plains of Woe -- -- A11 

Chasm of Memory -- -- S25 Prayu-Njaano Peninsula 
PRAH-yoo nah-JAH-
noe Combined S19 

Chaturastrah Lake 
CHAH-toor-
AHS-trah Square C11 Raaga Peninsula RAH-gah Love P20 

Crying Fields -- -- A7 Rainwood Forest -- -- V16 
Crystal Bridge -- -- U19 Red River (Raktanadii) -- -- W15 
Dakshina Peninsula dock-SHIN-ah South R5 Rig Temple REEG Praise S5 
Death’s Gate -- -- U21 Rishi Temple REE-shee Sage Q20 
Destiny’s Road -- -- V15 Sacred Grove -- -- X19 

Dhatturah dah-TOUR-ah 
Flowering 
Plant W16 Samgraama-Bhuumi 

sahm-GRAH-mah 
BOO-mee Battleground B12 

Disharmony -- -- C8 Sattva Temple SAHT-vah Truth N22 

Divan Temple dee-VAHN 

Place of 
Assembly 
(Persian) T9 Sayuaru River SAH-yoo-AH-roo -- Q5 

Dream’s Palace -- -- R8 Sea of Golden Flames -- -- W20 
Everrain Forest -- -- V12 Sea of Suffering -- -- B7 
Flower River -- -- W16 Serpent Hills -- -- R25 
Fogwood -- -- V14 Shining Forest -- -- N3 
Forest of Steam -- -- Q21 Shining Tower -- -- U12 
Forest of Tigers -- -- S25 Shrieking Plains -- -- B11 
Forge of Souls -- -- P25 Silvery Field -- -- N6 
Forgotten River -- -- S26 Sindhu Valley SIN-doo River V14 
Fortune Falls -- -- Y13 Sorrowfield -- -- C14 
Gaayati Peninsula gah-YAH-tee To Sing N20 South River -- -- S4 
God’s Crypt -- -- L24 Spring of Renewal -- -- X14 
Goldenwood -- -- P4 Steaming River -- -- S22 
Grave of Lords -- -- R21 Starspring Falls -- -- X12 

Gulf of Svaryana 
sah-VAR-yah-
NAH 

Golden 
Vessel T15 Stony River -- -- P21 

Harmony River -- -- O4 Summerwood -- -- O23 
Hills of Silence -- -- Y18 Temple of Love -- -- R4 
Hollow Hill -- -- W12 Tigerhold -- -- M25 
Holy Fields -- -- U25 Udiichii Peninsula oo-DEE-chee North L5 
Hordespawn Island -- -- K5 Utterblack Spires -- -- K25 
Icewall -- -- D13 Valley of Regret -- -- B15 

Jagat-Nathas 
jah-GOT NAH-
thahs 

Lord of 
the World J14 Wailing Tomb -- -- Z16 

Jumping River -- -- V13 White River -- -- X12 

Karsha Temple KAR-shah 

A Weight 
of Gold or 
Silver S14 White Wastes -- -- B14 

Karshaka Peninsula kar-SHAH-kah Farmer U11 Wild River -- -- Z11 
Lake of Tears -- -- A19 Wildwood -- -- W16 
Lightning Woods -- -- U13 Winding River -- -- Y11 
Lion Hall -- -- S16 Winefields -- -- U18 
Longflow River -- -- Q3 
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Continents 
Kshaya 

Sentient Population: ~144,955,000 
The western continent is a serene land of quiet woods & empty 
fields, even more peaceful than the rest of Najmah. It is mostly 
devoid of the strange & powerful creatures that stalk the 
wilderness in between towns elsewhere. In fact, the long stretches 
of land between settlements here are some of the most solemn & 
empty on the Plane of Night. The continent is called Kshaya 
(k’SHAH-yah), & unlike most other regions, it was never ruled by 
a region-spanning nation. 
 
Kshaya is mostly populated by houris, with a significant minority 
of devas, & more than a few humans, as well. They mostly 
worship Satkriyaa (an alias for Akasha), although Bhagya 
(Adimas), Bhishaj (Pashati), the Peacemaker (Sidaru), & the 
Treewalker (Umaj) are all represented in some capacity. The 
people here are more tolerant of diversity than those of other lands, 
so making any generalizations about their habits & traditions is 
difficult. Seemingly every possible practice & philosophy can be 
seen somewhere here, if one looks hard enough. 
 
One of the only unifying aspects of Kshayan life is their affinity 
for urban life, even more so than in other regions. Almost nobody 
lives outside of the cities & villages here, so much so that the space 
between is mostly uncharted. This custom tends to reinforce itself, 
with a fear of the unknown leading to an aversion of the unknown, 
which in turn leads to more fear, repeating the cycle. The 
wilderness here is largely a mystery, made even more so by the 
weird mist that covers most of the continent. 
 
Vaatavaari 

Sentient Population: ~7,315,000 
The southern continent is a place of windswept fields & thick 
rainforests, stormy hills & cascading waterfalls, whistling woods & 
rushing rivers. Most often called Vaatavaari (VAH-tah-VAH-ree), 
its houri name, this land was once the home of the genie-folk of the 
djinni & the marids. Before the Pactspell, there were several genie-
dominated kingdoms, the most notable being the Caliphate of 
Atma. But the Great Calamity, scoured the land, sweeping away 
the genies & their political domains with them. 
 
The people left behind (mostly half-genies & sabi here) eventually 
recovered, & they were able to reclaim & rebuilt most of the 
settlements that were emptied by the Pactspell. But like the people 
of Dharaanala to the east, the survivors in Vaatavaari left the rural 
areas behind, flocking to the shelter of the emptied towns & 
villages. They fled the lands between the urban centers, & they 
rarely venture far beyond the roads between to this day. They fear 
the wild things that roam the wilderness, & they trade tales of 
those who foolishly wandered off, never to return. 
 
The lands of Vaatavaari are beautiful & varied, from the dense 
Bhangah Jungle to the rain-soaked Goraksah Marsh, from the lush 
Sindhu Valley to the deadly Lightning Woods. Many wonders 
await those reckless enough to leave the cities behind & explore 
the forgotten wilderness. Legends tell of many astonishing sites, 
such as the Wailing Tomb, the Canyon of Light, the Lost City, the 
Fogwood Forest, & the Hollow Hill. Many today believe that these 
stories are mere myths, & brave or reliable guides are hard to come 
by, but others say that the time for cowering in the well-trod paths 
of their ancestors has past, & that they need valiant voyagers to 
blaze new trails & see what lies beyond the horizon. 
 
Dharaanala 

Sentient Population: ~14,160,000 

 
The eastern continent is a land of earth & fire, forests & 
mountains, magic & mystery. It has gone by many names in its 
long history, but its most common name in modern records is 
Dharaanala (DAR-ah-NAH-lah), which is a houri designation. 
Once dominated by the genie-folk of the dao & the efreeti, the 
Great Calamity wiped those two races away, leaving their lands 
nearly empty & changing the east-lands forever. 
 
The dao lived mostly in the hilly, bucolic land of Padam, while the 
efreet were concentrated in the torrid, mountainous realms of Agni. 
The two genie races fought & made peace many times over the 
ages, but the Great Calamity solved their differences with tragic 
finality. Some genie-folk were spared the devastation of the 
Pactspell, like the half-genies, the sabi, & the janni, but the forest-
covered lands of Dharaanala were largely emptied of people by the 
sudden disappearance of nearly every pureblooded genie. Those 
who survived were drawn to the relative safety of the empty 
settlements, & their descendents still avoid the wild lands beyond 
the city limits. It took centuries to recover from this rapturous 
event, & the days of the great genie kingdoms will never be seen 
again. 
 
The continent of Dharaanala has not lost its magic or mystery, 
however. It is still a strange & wondrous place, with many 
unexplored locales & unexplained phenomena. Marvels & dangers 
such as the Steaming River, the Forge of Souls, the Chasm of 
Memory, & the Holy Fields draw explorers & opportunists from 
all over the world (& beyond), but few ever return from such 
excursions. It is said that the continent is connected to an even 
larger land mass further east, & that this mythical land is even 
more bizarre & perilous than the deadliest volcano on Dharaanala. 
 
Nidhanandha 

Sentient Population: ~53,686,000 
The northern continent is mostly an inhospitable wasteland, & 
those less-harsh areas are claimed by powerful beings that are even 
more unwelcoming than the land itself. Known as Nidhanandha 
(NID-ah-NAHN-dah, which means “death & darkness”) to the 
houris, the southern reaches are mostly covered in salt flats, 
tapering to an icy tundra in the north. The western half of this bitter 
continent is a nightmarish landscape of anguish & cruelty known 
as Sergala. Almost entirely populated by various breeds of 
demons, Sergala is a ruined, shattered land is littered with decaying 
corpses & broken buildings. 
 
The demonic hordes of Sergala are waging an endless war with the 
devils of the Hima Sovereignty, which dominates the eastern 
coasts of the continent. This oppressive dictatorship is ruled by the 
malicious & calculating Empress Tamaskama, who plots to first 
wipe the demons off the face of Najmah, & then to conquer the 
world from her secured territory. The devils of Hima live in fear of 
those above them & contempt for those below them, held in check 
by their constant war with the demons of the west. 
 
Between these two brutal lands is a vast salt plain, a dry flat desert 
of rocky salt formations & sandy dunes of dust. Known as the 
White Wastes, these wind-scoured badlands are made even more 
hellish by the forces of Sergala & Hima, which wage their 
protracted war among the crystalline spikes & blasted craters here. 
Thousands of miles of trenches have been carved into the barren 
soil, & battles are staged somewhere in this frigid no-man’s-land 
every few days. Neither side has made any major gains or losses in 
ages, & the war is expected to last indefinitely, adding even more 
carnage & death to a land that has never truly known life. 

167



Settlements 
Ahimsa 

 
Population: 20,072 (large city) 
Demographics: 44% deva, 23% sabi, 13% half-genie, 9% houri, 
7% human, 4% others 
Government: Constitutional monarchy 
Notable Religions: Bhagya (Adimas), Shaanti (Sidaru) 
Main Alignment: Chaotic Neutral 
Notable Neighbors: Aanila, Jhin, Marut, Vaayu 
 
Situated on the banks of the cascading Misty River, Ahimsa (ah-
HEEM-sah) is a beautiful city of art, music, & magic. In the 
northern reaches of the dangerous Lightning Woods, the city is an 
island of calm in a chaotic & deadly forest. It is one of the more 
influential cities of Atma, but it is known not for its political 
power, but for its hospitality & spectacular culture. 
 
Sometimes simply called Tranquility, Ahimsa is a relatively-
peaceful city, considering its location. Although the storms of the 
Lightning Woods are not as powerful in its northern reaches, the 
earliest attempts to build the city all failed miserably because of 
the furious lightning storms. It was not until the devas who desired 
its construction invited djinn to assist them that the city was 
realized. Using their elemental powers over wind, the djinn stalled 
the storms while the city was built. They could not hold it forever, 
though, so great deva & houri wizards were contracted to build the 
city magically. As such, is architecture is brilliantly unique, with 
spires rising up at improbable angles & each building perfectly 
original. More extravagant than any other building is the Palace of 
Mists, the royal dwelling that also serves as a town hall, where 
audiences with the ruling family are held. 
 
Today, the lightning storms are held off by a strange contraption 
invented & maintained by an even stranger wizard. Going by the 
name of Upazaa Mayati (Chaotic Good, Wizard 13), the half-djinn 

mage maintains his weather machine constantly, protecting the city 
from the vicious storms outside. He uses the Misty River to 
generate a sphere of liquid energy, which absorbs the roiling fury 
of the passing storms & deflects it into the ground. Mayati is given 
much respect by the people of Ahimsa, & though he is meek & 
somewhat antisocial, no one in the city would ever get the chance 
to lay so much as a finger upon him before a score of guards would 
be upon them. 
 
The people of Ahimsa are tolerant & very hospitable. Their inns 
take in weary travelers from the storms, feed them, & play them 
pleasant music. The most well-known taverns of the city are the 
Thunderstruck, which lies right at the edge of the city, & the Falls 
Cafe, which sits on the shore of the Misty River & is perpetually 
sheathed in rainbows. The city is predominantly inhabited by 
devas, though not by a significant margin, & many djinn-blooded 
folk live here as well, enjoying the luxurious city their ancestors 
helped build & protect. As with many cities, there are also some 
houris here, as well as a smattering of mortal races & other 
residents of Najmah. 
 
The city’s love of magic & skilled musicians is complemented by 
the predominant faith of the city, which is the worship of Bhagya 
(known on Siraaj as Adimas). Bhagya’s temple lies across the 
square from the Palace of Mists, & though not quite as large, the 
ever-shifting illusions that cover it are certainly a sight to behold. 
Slightly further from the Palace lies the temple of Shaanti (Sidaru), 
who, though not quite as popular with the general public as 
Bhagya, is given respect by all for his dominion over death, a not-
uncommon thing for a people living in the Lightning Woods. The 
Sidarite priests also perform more state functions, such as 
coronations, than the clergy of Bhagya. 
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Renowned for its art, music, & magic, those three things form the 
primary exports of Ahimsa. It imports most of its food from the 
smaller towns & cities to the north, where the caravan trip through 
the Lightning Woods is much shorter than for those coming from 
the south. They fetch all of their water from the cascading Misty 
River, whose water is carried from on high in the walls via several 
aqueducts to cisterns across the city, a recent innovation & a 
marvel of magical engineering.  
 
Ahimsa is currently ruled by Queen La-Fahtii Aarashumaq, the 

direct descendant of King Rumakhan Aarashumaq, the original 
founder of the city. The deva queen is a benevolent monarch, & the 
city has prospered under her rule. Her largest concern at this time 
is Upazaa Mayati’s old age. The wizard who protects the city is 
growing forgetful with age, & his assistants must constantly 
remind him of simple things. She fears that with his growing 
mental degradation, the city may again fall prey to the deadly 
storms. She seeks one who can perform the mage’s job, & she 
wishes to find a replacement as soon as she can, before it is too 
late. 

 

Angaros 

 
Population: 22,903 (large city) 
Demographics: 62% houri, 17% sabi, 11% deva, 6% half-genie, 
3% human, 1% others 
Government: Imperial republic 
Notable Religions: Bhagya (Adimas), Dakhiel (Daq), Bhishaj 
(Pashati), Qalima (Zaia) 
Main Alignment: Chaotic Good 
Notable Neighbors: Aadii, Bhavana, Mahatman, Mantri 
 
In a valley at the center of the Dakshina Peninsula, in southern 
Kshaya, lies the city of Angaros (AHN-gah-rohss), nestled among 
the trees. Two rivers flow directly through the middle of the city, 
perpendicular to one another. The first, the wide, lazy Aaraya, 
flows to the sea in the east, from run-off in the west of southern 
Kshaya. The other, the swift-flowing Sayuaru, flows to the east as 
well, but turns to the south just north of Angaros, meeting the 
Aaraya in the city at a nearly right angle. It continues southwest 
toward Rig Temple, where it too becomes one with the sea. 
 
The city is constructed around not only the two rivers, but around a 
strange wild magic phenomenon called the Sky Ring. It is a 
column of magical energy stretching invisibly into the sky, where 
the laws of gravitation are reversed & things float up into the starry 
sky of the Plane of Night. The two rivers meet in this column, & as 

the Sayuaru flows more swiftly than its counterpart, the Aaraya 
arches far above the Sayuaru in the air, & the two never physically 
meet. A piece of land underneath both of the temporarily airborne 
rivers is filled with anchored ropes so that those wishing to study 
the Sky Rings magic do not simply float away into the night sky. 
 
Angaros was originally commissioned by the Church of Bhishaj 
(known as Pashati on Siraaj) to honor the majestic intersection of 
the two rivers. Since then, the church has long since passed official 
control of the city’s affairs to the Grand Duke’s line & their 
Imperial Guard. The city is known to be tolerant & hospitable, & 
many come from all around Najmah to see for themselves the 
wonders of the gravity-defying rivers & the Sky Ring. Rafting the 
rivers is a popular “sport” in the region, & those that successfully 
& safely raft the Sayuaru through the Sky Ring are held in high 
esteem by the local people. The sport is an excellent way for 
foreigners to earn the respect of the people of Angaros, & make 
inroads or contacts in the city. 
 
The predominant faith of the city is, as it always has been, Bhishaj. 
Her temples border the Sky Ring at each of the points where the 
rivers touch land, & special rope bridges carry the faithful from 
one section to another through the Sky Ring, under the arching 
waters of the two rivers. The only way to access the Sky Ring is 
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through the Church of the River Goddess, & so the Church of 
Bhagya here is very friendly with that of Bhishaj, as his 
worshippers are always eager to study the chaotic arcana 
responsible for the city’s natural wonder. The Church of the Third 
Way has a small presence here, though only the royal family & 
their imperial guard worship Dakhiel. There is a small shrine to 
Qalima here as well, but it was established predominantly as a 
place of last prayers for those who plan to commit suicide in the 
Sky Ring, hoping to meet the World Serpent in their ascent. None 
seeking Qalima’s enlightenment in this fashion have ever returned. 
 

The current leader of Angaros is Grand Duke Meshtu Vaakhan, a 
houri. However, his imperial power is mostly superficial, as the 
High Priestess of Bhishaj, the couatl Ruta Marta, is the figure in 
the city with the most power, even though she ceded her official 
political power to the duchy many years ago. The two have never 
been at odds before, however, so the void in the city’s allegiances 
has no effect on its current governance. Certain members of the 
local merchant guild wish to have the two quarrel over control of 
the city, & if their machinations are allowed to continue, the 
cheery, hospitable city-state could take on a much darker tone. 

 

Asanam 

 
Population: Unknown (thorp); formerly 46,074 (metropolis) 
Demographics: Unknown 
Government: Tribal anarchy; formerly imperial magocracy 
State Religion: None 
Main Alignment: Chaotic Neutral; formerly Lawful Neutral 
Notable Neighbors: None 
 
On the island of Nazir, north of Namaste & west of Rishi Temple, 
lies the necropolis of Asanam (ah-sah-NAHM). The ruined capital 
of the Empire of Admaja, it was partially transported to the Plane 
of Night by the Pactspell, known as the Great Calamity on 
Najmah. It is a dead city of devastated buildings, raving madmen, 
wild magic, & wrathful undead. Settlers on the island give the 
grave-city a wide berth, while explorers & looters face its many 
perils, lured by the promise of relics & treasure, seldom to be seen 
again. 
 
The Admajai Empire fancied itself to be enlightened, a benevolent 
autocracy bringing peace, prosperity, & culture to the war-torn & 
backward continent of Al-Marqaz (now commonly known as 
Admaja). They sought to unite the entire known world under its 
banner, guiding barbarous savages & oppressed serfs within their 
borders with wisdom & technical knowledge. The empire may 

have been an expansionist dictatorship, but it was one that seemed 
genuinely concerned with the betterment of its subjects. Before it 
became a true empire, it was a small island kingdom off the eastern 
shore of the continent, until an ambitious king named Zazir 
declared himself emperor of all that he saw. 
 
Within a few hundred years, they controlled almost half of the 
continent, & were using their technology & sophistication to 
transform the land into a better place for all people. But a cabal of 
archmages, led by the wizard Dermanaske, attempted to merge the 
two planes of the Kamala together into a unified super-reality, in 
order to bring about a golden age of permanent prosperity. Instead, 
they accidently created the Great Calamity, a cataclysm which 
utterly destroyed the empire, annihilating its island capital & 
killing millions across the continent. 
 
The city was once a sprawling multilayered metropolis, a glory to 
behold & a place of endless wonders; it has been said that the 
streets were paved with gold, that the fountains poured wine as 
well as water, & that every building sparkled with jewels & shone 
with lustrous orichalcum. Evidence of the beautiful architecture is 
everywhere, though nearly all of the buildings above one story tall 
were rent from the ground in the implosion, & most of those that 
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remained were felled by the violent aftershocks. The ruins now 
provide anchors for ivy plants, along with all manner of other 
bushes & weeds native to both Najmah & Siraaj. Animals from 
both planes roam the mists, & they are hunted by the madmen, 
archaeologists, & explorers of the island; although more oft than 
not, it is the animals that hunt the people. 
 
In the very center of the blasted city, where the mists are thickest, 
& the veil between the worlds is thinnest, there lies a shattered 
circle with 12 obsidian disks all around it, as wide as a man is tall. 
Columns of roiling magical energy that stretch up to the sky 
emanate from eleven of these disks, & touching any of them means 
instant, irredeemable annihilation of body & soul. The twelfth 
column is silent & empty, etched with unreadable glyphs that seem 
to change when one isn’t looking. In the center of the ritual circle 
is Aowa’s Cairn, a tombstone written by the last archmagus, who 
was not present for the Great Calamity. 
 
The island has no centralized government or religion, as there is no 
one here to establish any order or tradition. Most of the people 
living here have gradually been driven mad by the hallucinatory 
mists or the chaotic planar flux. But those brave, foolhardy few 
who explore the island often worship Bhagya (Adimas) & Vayu 
(Waharim), & some of their camps have a small shrine or a 
clergyman. The temple of Akasha, run by Aowa before the Great 
Calamity, is now one of the only buildings that remains standing. It 
is sometimes visited by the madmen, some of whom claim to have 
seen an old man walking into the temple & talking with a brilliant 
light, but none of their crazed ramblings can be confirmed. 

 
More common than the living are the walking dead. Vampires, 
liches, wights, mummies, & less-identifiable undead roam the 
debris-strewn streets, hunting for living prey among the wreckage. 
The cause of the undead isn’t clear; some say that they are the 
former citizens of Asanam, while others claim that they came later, 
called here from both worlds for some purpose. What is agreed 
upon by all is that they hate the living with a relentless passion, & 
that they will attack on sight. 
 
The imperial palace is shrouded by thick crackling mists, 
constantly shifting between Siraaj & Najmah. Anything that lives 
within its gilded halls is petrified when the citadel shifts to Siraaj, 
frozen until it returns to Najmah. The opposite is true for the 
undead, however; they are frozen upon shifting to Najmah, but are 
free upon their return to Siraaj. The palace’s appearance frequently 
changes as well, sometimes looking like just another pile of fallen 
rubble, while at other times appearing as immaculate & glorious as 
it did before the cataclysm, decorated with jewels & orichalcum. 
 
It is said that the last Emperor of Admaja, Emperor Jalil III, still 
sits upon the Throne of Adamant, wailing & keening, forced to 
nightly relive the destruction of his empire. Those who speak of his 
anguish say that someone must put him to rest, but there are none 
that possess the courage to brave the palace, lest they risk the 
maddening mists, the hateful undead, or the petrifying shifts in 
reality. Though his torment is endless, the perpetrators of the Great 
Calamity, the archmagi, have no doubt suffered far worse fates. 

 

Ayus 

 
Population: 62,520 (metropolis) 
Demographics: 68% deva, 12% houri, 9% sabi, 6% half-genie, 
3% human, 2% others 
Government: Theocratic democracy 
State Religion: the Peacemaker (Sidaru) 

Main Alignment: Lawful Good 
Notable Neighbors: Aabhaa, Bhuuta, Brahma, Urjitam 
 
On the southernmost tip of the great mountainous isle of Prana, 
Ayus (ae-YOOS) shines like a star that has fallen to earth, a 
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brilliant beacon in the eternal night. The City of Light has stood for 
thousands of years, since well before the counting of years, & tales 
tell of the city withstanding the tumult of the earliest days, when 
the God War shook the foundations of heaven earth alike. It is the 
most heavily populated city on Najmah, & indeed it is the largest 
city in the entire Kamala, a bustling nexus of life & creativity that 
is like no other place in either realm. 
 
Ayus rests upon the edge of a sheer cliff overlooking a deep bay of 
icy water. Many narrow stairways have been carved into the 
stratified cliff face, descending to the waters of the Speckled Sea 
over 500 feet below. Behind the city is a dense forest of forbidding 
trees, beyond which are the renowned mountains of Prana, 
including the most famous of all, Jagat-Nathas the Ur-Mountain, 
which is visible from the city’s edge, over 300 miles away. The 
city itself is awe-inspiring in its architecture, with most of the 
geometrically-perfect buildings made of black marble accented 
with tiles of glowing quartz, & there are innumerable towers & 
obelisks, especially in the center of town, near the grand temple. 
 
The most striking feature of the city’s layout is the White Sphinx, 
an immense statue of Sih Daroga, which sits upon a tiny island in 
the bay. The island is little more than a tapering pillar of rock, its 
rock face so steep that seemingly nothing could be built upon it. 
But the White Sphinx rests atop the spear-like isle all the same, his 
wings outstretched & his mouth wide open, as if to let out a roar 
that would shake the heavens themselves. The enormous marble 
sculpture was built in the earliest days of the city’s history, 
commissioned by the then-young church of the Peacemaker, 
despite Sih Daroga’s own objections. The White Sphinx has 
weathered the many centuries well, but it shows signs of its great 
age: its mane is worn & smooth, its neck & paws are cracked, & it 
is missing several feathers on its fragile-looking wings. 
 
It is an open secret that there is a portal to Siraaj nearby; it is 
located on a couple miles north of the city’s edge, in a particularly 
thick patch of woods known as the Chaayaavana (“Shadow-
Wood”) Forest. This portal leads to the foothills of the Sathan 
Range, about 100 miles to the northwest of the city of Alaqur. It is 
one of the Seven Paths of Darkness, & is the only one that is fully 
controlled by the devas, most of the others being in the hands of 
the rakshasas. The devas use the portal sparingly, only keeping it 
open when they need to send someone or something across the 

Twilight Road, as the divide between Siraaj & Najmah is 
commonly known. 
 
Over two thirds of Ayus’ population is a deva of some sort, & of 
those, over half are what is known as common devas (Aasimar). 
There are less than a thousand greater devas in the city, the rest 
being lesser devas (Half-Celestials).  The remainder of the city’s 
populace is made up of a diverse amalgam of houris, genie-folk, & 
just about any other race that can be imagined; even some 
members of the Siraajai races live here, & a few creatures defy 
easy identification. The neighborhoods are mostly integrated, after 
millennia of intermixing & cordial relations, & with the exception 
of the devils’ enclave, there are no racially exclusive districts. 
 
Considering the fact that the city’s government is run by the 
Church of the Obelisk, Sidarite iconography & symbolism is 
everywhere here, & the city is visited by Sih Daroga once a year, is 
should not be surprising that the vast majority of the citizens 
worship Sih Daroga in some way or another. There are countless 
temples & shrines dedicated to the Chronicler of Doom, & Sidarite 
dogma pervades the local culture. There are a few rare individuals 
who practice other faiths (mainly Dakhiel, Lammali, & Qalima), & 
they are accepted by the mainstream populace, but these 
nonbelievers are a fringe minority, largely irrelevant to the city’s 
spirit as a whole.  
 
The local government of Ayus is virtually synonymous with the 
church, & the ultimate leader of both is the high priest, Brahmarsi 
Etash Suniyama (Lawful Good, Cleric 14/Paladin 3/Hierophant 3). 
He is the 44th brahmarsi in the city’s history, & has held the 
position since the death of his predecessor, Ambika Simhii, 18 
years ago. Simhii, who was the high priestess for over a century, 
led the city through several crises (mostly demonic incursions) 
with wisdom & dignity, & was much loved by the citizens. Even 
though he has served as the high priest for almost two decades, & 
was a respected figure of the church for many years before that, he 
is still seen as green & untested. This may soon change, as 
evidence has recently surfaced that Simhii’s death may have been 
caused by the devils, which threatens to end the fragile truce 
between them & the devas; such a political disaster could drag the 
city into open warfare with the Hima Sovereignty, the devils’ 
mighty nation in the north. 
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Dharma 

 
Population: 18,851 (large city) 
Demographics: 36% half-genie, 25% sabi, 15% gnoll, 10% houri, 
8% deva, 6% others 
Government: Authoritarian monarchy 
Notable Religions: Udyama (Qirus), Shaanti (Sidaru), Vayu 
(Waharim) 
Main Alignment: Lawful Neutral 
Notable Neighbors: Mayaar, Paakti, Tambhari 
 
On Nyaaya Island, north of Vanija & Vaatavaari, there is a busy 
coastal port city, one that is buzzing with constant activity. One of 
the three Sister Cities (which include Namaste & Vanija), the 
bustling town of Dharma (DAR-mah) is growing faster than either 
of its urban siblings, & may one day soon be the largest of them. 
People from all over the southern hemisphere come to experience 
the city’s vibrancy, from Agni in the east to Kshaya in the west, & 
many have decided to stay, becoming a part of that inimitable 
energy.  
 
Despite all the hustle & bustle of its citizens, Dharma is an orderly 
city, one with a culture of strong traditions & regimented customs. 
The city moves like a well-oiled machine, with every resident & 
visitor moving in an intricate dance, as if choreographed by an 
unseen force. While one might expect that all the different voices 
would create a cacophony of chaos, the net result is surprisingly 
harmonious. The reasons for this are unknown, but various 
scholars throughout the years have proposed differing theories, 
including divine intervention, magical compulsion, diabolic 
influence, & a metaphysical nexus of organizing force. 
 
For such a dynamic city, Dharma is surprisingly very religious. 
Iconic symbols of various gods are everywhere, spiritual festivals 
are regularly held in the city squares, & there are many observed 
holidays. The citizens devoutly worship one of three deities: 
Udyama, Sih Daroga, or Vayu. They consider one’s god of choice 

to be more important than one’s race, age, gender, or virtually any 
other personal trait. Practitioners of other religions are tolerated, of 
course, but these three churches dominate the local culture, & there 
is no sign of any change in the future. The churches of Udyama, 
Sih Daroga, & Vayu vie with one another for power & influence, 
even coming to the brink of civil war in years past. The tensions 
have subsided somewhat in the current generation, but the 
divisions & prejudices are still there, lying just beneath the surface. 
 
Like the other Sister Cities, Dharma relies on trade & commerce 
for most of its activity & prosperity. But unlike its urban 
counterparts, it has recently been extending its influence & scope 
into the interior of the island, building roads, logging camps, & 
mining outposts. This has given the city the resources that it needs 
to expand rapidly, building houses, ships, & metal-works with 
surprising speed & quality. This has worried the other cities in the 
region, as much of these metal-works include weapons & armor. 
 
Much of the credit for maintaining the peace, prosperity, & order 
that Dharma enjoys is given to its longtime ruler, King Kratu the 
Great (Lawful Neutral, Aristocrat 2/Fighter 6). The half-marid son 
of Kratu the Lesser, the current monarch is a stern sovereign, one 
who has passed many strict edicts over the years & is commonly 
believed to be the source of the city’s lawful bent. Under his 
leadership, the city has grown, prospered, & expanded, extending 
its influence to control the nearby towns & villages. This is all part 
of Kratu’s long-term plans, which is ultimately to found a mighty 
nation with Dharma as his capital. He is secretly consolidating his 
power base & building a functional army, which he will use to 
invade & annex neighboring islands until he is ready to take the 
mainland, forming a new empire in the south for the first time in 
over 350 years. 
 
Dharma’s usually-lively spirit has been stymied as of late, though, 
due to the presence of a mysterious killer on the loose. Known 
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only as the Fell Drake, the anonymous murderer has killed 13 
people in the last two years, & it seems as if the death toll is 
accelerating, as the time between slayings has steadily decreased. 
The Fell Drake has killed every victim with a knife through the 
heart, mutilating the corpse afterward. The brutality of the killings 

has shocked the entire city, which is normally quite peaceful for 
such an active town. The citizens are fearful, & there is a great 
pressure among the local authorities (going all the way up to King 
Kratu himself) to discover the identity of the Fell Drake & stop the 
murders. 

 

Ghantikal 

 
Population: 9,795 (small city); formerly 39,079 (metropolis) 
Demographics: 48% houri, 31% lizardfolk, 12% half-genie, 5% 
deva, 2% human, 2% others 
Government: Constitutional republic 
Notable Religions: Aspiration/Fact/Legend (The Darshan), 
Dakhiel (Daq), Shaanti (Sidaru) 
Main Alignment: True Neutral 
Notable Neighbors: Nyaalu, Samsara, Sravanti 
 
Near the southern coast of the Gulf of Svaryana, between Nyaaya 
Island & the region of Atma, there is a decaying city, a once-
shining metropolis that has long since been tarnished & dulled by 
time. It is an ancient city, founded thousands of years ago as a 
neutral waypoint & meeting ground for genies of all elements. 
Known as Ghantikal (GAHN-tee-kahl), this city was at one time 
the capital of a short-lived pan-genie empire, but millennia of 
hardship & strife have taken their toll, & this once-proud city is 
now a mere shadow of its former glory. 
 
Ghantikal may have been founded by the genies, but their numbers 
were steadily decreasing here even before the Great Calamity 
swallowed the rest of them up. Today, the city is known mostly as 
a haven for lizardfolk & their houris. The neighboring lands are 
populated mostly by half-genies of all elements, but relations 
between the races here are cooperative, if not always completely 
cordial. 
 
Ghantikal is a city caught in a spiraling cycle of decline, from 
which it seemingly cannot escape. Urban leaders, both past & 

present, have tried many things to reverse the downward trend, but 
every effort so far has failed. Almost three-quarters of the city’s 
buildings now lie vacant, the streets are cracked & uneven, the 
city’s fountains no longer work, & the gilded statues have been 
stripped bare & vandalized, leaving only the weathered stonework.  
 
There are many signs of Ghantikal’s past greatness, reminders of 
an opulence & grandeur that today’s citizens can only wistfully 
dream about. The potholed streets are made from textured Saritan 
marble, the municipal buildings are covered with faded murals, & 
every window is fitted with thick Agnian glass. The houses are all 
spacious & sturdy, resilient to the ravages of time & neglect. 
Everywhere, one can see spectacular art & fabulous architecture, 
making the entire city looking like a lavish mausoleum. 
 
Most striking of all, though, are the impressive sky-castles, 
fantastic palaces & towers that are suspended above the city on 
invisible fields of magical force. These world-famous engineering 
marvels are tethered to the ground by hemp ropes & wire cables, & 
some of them are connected to one another by long pedestrian 
bridges. The flying buildings are mostly stationary, swaying only 
slightly in the breeze, & are usually between 100’ & 1,000’ above 
the ground. 
 
While they appear from a distance to be just as majestic as they did 
in Ghantikal’s prime, the sky-castles are suffering from neglect, 
just as the earthbound buildings are. Most of them are abandoned 
empty husks, stripped of all valuables ages ago by looters & 
thieves. Even the inhabited ones are poorly maintained, & they are 
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dilapidated as a result. Some of them have even fallen down in 
recent years, their levitation magic failing suddenly & 
catastrophically, crushing the buildings below. Several dozen of 
the floating palaces remain, although only about a third (roughly 
30) of them are occupied, the rest being mere vacant shells. 
 
In addition to the rest of Ghantikal’s many economic & social 
problems, it seems as if the city has been targeted by some 
mysterious force that it stealing entire houses. In the past few 
months, several buildings have simply vanished into thin air, 

magically disappearing without a trace. Houses which have stood 
here for centuries are vanishing at an average rate of two per 
month for almost half a year now, & the locals are becoming 
increasingly frightened by the crisis. The destination of the 
buildings is unknown, as is the cause of their disappearance. No 
party has taken responsibility for the thefts, & while no one has 
been harmed yet (most of the buildings have been unoccupied), the 
citizens are demanding that the city senate stop this situation 
immediately & decisively. 

 

Gita 

 
Population: 28,207 (metropolis) 
Demographics: 81% houri, 9% sabi, 6% half-genie, 2% deva, 1% 
human, 1% others 
Government: Democratic theocracy 
Notable Religions: Bhagya (Adimas), Bhishaj (Pashati) 
Main Alignment: Chaotic Good 
Notable Neighbors: Gampala, Varyah 
 
On Gaayati Peninsula, on the northwestern edge of Dharaanala, 
there is a major houri city, a beautiful town built upon the large, 
flat-topped Gandharva Hill. The architecture here is breathtaking, 
with tall columns, expansive bridges, multi-leveled plazas, & 
buttressed towers. This romantic place, which is known by the 
simple name of Gita (GEE-tah), has been recounted in stories, 
songs, & poems for millennia. 
 
Gita is widely known as the City of Song for its vibrant musical 
culture & long history of great musicians & composers. Performers 
can be found on almost every street corner, in the public halls, & in 
the crowded amphitheaters. Artists from all over the world travel 
here frequently, as do diviners, priests, & scholars. They come to 
be inspired by the city, to learn from it & to channel its unique 
energy. Bards of all varieties have come here since time 

immemorial, & many have never left, choosing instead to stay & 
become a part of the urban chorus. 
 
The artists here are inspired not only by the city’s great beauty, but 
by the many tragedies that have occurred in the city’s tumultuous 
past. The city was invaded by the devils of Hima on at least four 
separate occasions in its history, one of which was a decade-long 
occupation over a thousand years ago. After the Pactspell, the devil 
attacks ceased, but the Great Calamity left the entire area 
devastated, & it took decades to recover from that disaster. It once 
fought (& lost) a war with the Agnian khanates, it has been 
attacked by rakshasas several times, & it is the victim of semi-
regular earthquakes, the most recent of which was just over a 
decade ago. All these hardships have bred a flexible, resilient 
people, a populace that relies on their art (& each other) to pull 
through & live for a better tomorrow. 
 
Gita was originally founded over 2,000 years ago by dao & djinn 
settlers from the south, who came north in search of empty lands & 
fertile soil. They found Gandharva Hill, a strategically strong 
location from which they could see the surrounding land for miles 
in all directions, from the rolling hills & far-off forests in the south 
to the Speckled Sea in the north. They contentedly settled here, & 
used the ample resources to build a great city, one that would draw 
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visitors & immigrants from as far off as Padam & Atma. From the 
earliest days, the city was alive with music, which helped the 
citizens cope when the Himans came from across the sea to pay a 
visit… 
 
There are many famous performers that call Gita home, & most of 
those were born & raised here, steeped in the lyrical culture. While 
none are quite as famous as Kanti of Samadhi, there are several 
contemporaries that rival her brilliance. There are the Sisters of 
Fate, the great poet Anand Jai Raagapati (Chaotic Neutral, Bard 
4/Expert 3), the Moksha Orchestra, & the beloved singer-
songstress Priya Kirtana (Neutral Good, Bard 6). In nights long 
past, there was also such luminaries as Vyasa Vaani Kundalini, the 
Bhajan Brothers, the poet-saint Leela Kinnara, & the influential 

group Apasvari. While most of their songs & poems pertained to 
the subject of love, there were many that pertained to politics, 
religion, & the beauty of the natural & the supernatural worlds. 
 
There are many poems & songs about the city itself, but Gita’s 
official anthem is “Nyak Sopaanamala,” an ode to the city’s most 
remarkable landmark. In the heart of a city, in the very center of 
Gandharva Hill’s plateau, there is a gigantic spiral stairway that 
leads downward into the deepest darkness. Where it ends is 
unknown, as everyone who has descended the stairway has either 
returned without reaching the bottom, or never returned at all. 
People go down the stairs to explore it all the time, but if anything 
is at the bottom, it has never come up in recorded history. 

 

Madanas 

 
Population: 11,348 (small city) 
Demographics: 68% houri, 14% deva, 8% sabi, 5% half-genie, 
3% human, 2% others 
Government: Autocratic republic 
Notable Religions: Dakhiel (Daq), Qalima (Zaia), Shaanti 
(Sidaru) 
Main Alignment: Lawful Good 
Notable Neighbors: Aadara, Ganesh, Ramah 
 
On the Udiichii Peninsula, in northern Kshaya, there is a fortress-
like city built upon the edge of a steep cliff side. This urban 
stronghold is heavily fortified, protected from attack in all 
directions. Were it not so well defended, it is unlikely that the City 
of the Citadel, as it has come to be known, would exist here at all. 
It is a beloved bastion of the houris, & it is for that reason that the 
city is named Madanas (MAH-dah-nahss), which means “love” in 
the houri tongue. 
 
The thick walls, strategic towers, & other defenses of Madanas are 
intended to repel raids from demons & rakshasas, which occur here 

every few years or so. They come without warning, burning fields 
& slaughtering outlying villages, before crashing upon the city’s 
battlements. Those that fly (or can teleport) pose a greater 
challenge, but the city’s deva population is used to dealing with 
invaders of that nature, & can dispatch them quickly. The entire 
populace has been honed to a sharp edge by the frequent attacks, & 
they are pragmatic & sturdy as a result. 
 
The cause of these incursions is one of proximity. The northern tip 
of Kshaya is closer to Sergala, the demons’ homeland, than any 
other civilized region (the Hima Sovereignty notwithstanding), so 
they are able to hop from island to island, moving along the far-
stretched archipelago that tenuously bridges the two continents. As 
for the rakshasas, they control a portal to Siraaj nearby, less than 
200 miles due east of the city, & so they often attempt to secure the 
surrounding area. The frequency & tenacity of these assaults 
inhibits growth in the area, discouraging tourism & preventing 
houri settlers from expanding their nominal territory here, but the 
citizens of Madanas are a hardy lot, & are not so easily deterred. 
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Madanas is guarded primarily by their strong walls & 
advantageous terrain, but these are not their only defenses. One of 
the latest & most potent defensive measures is actually a giant 
statue of an elephant, called the Gaja Palaka (AKA Sharma’s 
Elephant), which is positioned just outside of the city at the bottom 
of the northern cliffs. The enormous sculpture is made of 
adamantine-plated steel, & decorated with platinum, gold, & 
jewels. The elephant comes to life to defend against demonic 
attacks when the braziers atop each perimeter tower are lit; the 
statue’s sapphire eyes burn with the same blue flame as the lamps. 
The animated sculpture is nearly indestructible, shielded from 
harm by a magical force field, & it can fire jets of intense heat or 
cold. It can only be defeated if all of the braziers are extinguished, 
which has never been accomplished in the 38 years of its existence. 
 
The Gaja Palaka was created almost four decades ago by a team of 
mages & engineers headed by the captain of the city’s defenses, 
Sharma Apramatta (Lawful Good, Paladin 6). The half-dao was 
newly appointed to the role of Madanas’ chief defender at the time, 
& he was concerned that the city’s current protections would be 
inadequate in the future, since the demons & the rakshasas were 

evolving their tactics over time. Worried that he would fail his city 
& his predecessors, Sharma gathered a group of the city’s best 
minds to devise a radical approach to the problem, & the colossal 
elephantine statue (which has come to be the mascot of Madanas) 
was the eventual result. 
 
Madanas has been a besieged city for most of its history, & some 
would question why the houris & other locals bother maintaining 
their presence here against such implacable foes. The simple truth 
is that the citizens here truly love their city, which has much to 
offer, & they wouldn’t give it up for anything, even at the possible 
cost of their lives. Madanas has a gigantic sports coliseum, in 
which competitive matches are played every week, & are regularly 
attended by thousands of people. The city also boasts the largest 
cathedral on Najmah, a grand temple dedicated to Qalima known 
as the Circle of the World. And one of the most prestigious magic 
colleges, the Academy of Arcane Arts (the Vihaara Maayaakalaa) 
is here as well. The city has a lot of things worth saving, & so its 
continued existence is the highest priority of the average citizen, 
despite the sometimes-discouraging odds. 

Namaste 

 
Population: 30,966 (metropolis) 
Demographics: 34% half-genie, 29% sabi, 18% deva, 11% houri, 
5% kobold, 3% others 
Government: Autocratic oligarchy 
Notable Religions: Lammali (Limalia), Udyama (Qirus), Shaanti 
(Sidaru), Vayu (Waharim) 
Main Alignment: Lawful Neutral 
Notable Neighbors: Chadya, Ghaal, Habhi, Urii 
 
On Aagya Island, east of Dharma & west of Padam, is the largest 
of the three Sister Cities (which include Dharma & Vanija). A busy 
port town known as Namaste (nah-MOSS-tay), the city is alive 
with the salty scents of ocean spray & sweat-beaded skin. As the 
largest commercial trade hub in the region, the city serves as a port 
of call for people of every variety, from emissaries to vagabonds, 
from merchants to mercenaries, from soldiers to pilgrims. 
 
Namaste is a restless, evolving city, one where there is constantly 
new construction going on, & a wondrous new marvel is always 
debuting. The city was founded in a narrow valley with steep hills 
on either side, making its modern profile crowded & tight-fitting. 
The crescent-shaped harbor is packed with sailors & merchants 
hurriedly going about their daily business, even in the “middle” of 
the “night.” The ships are docked by teams of rowers, their cargo is 
unloaded & sold, the sailors partake of the many relaxing 

entertainments that the city offers, a new cargo is procured & 
loaded, & the ships leave again, bound for a new destination. 
 
Another unique feature of Namaste is its many densely-packed 
towers. Because of the shortage of available space, the residents 
here have built upward, erecting some of the tallest towers in the 
world. The city’s center is a vertical maze of spires, each 
connected to one another on multiple levels by footbridges & sky-
tunnels. From the shadowy street level, the ever-night sky is 
mostly blocked by these monolithic buildings, which creates the 
impression of being deep underground, which some find to be 
deeply unsettling. 
 
The citizens of Namaste can easily find solace in the arms of 
religion, as it is a major temple city for both Udyama & Vayu. The 
churches of Lammali & Sih Daroga also have strong representation 
here, but the Udyamans & Vayans are clearly dominant. There are 
tiny shrines on almost every street corner dedicated to one god or 
another, & each church has its own temple-spire. While the city’s 
government is largely secular, religion factors into the local 
politics more than many would admit. 
 
Namaste is governed by a group of aristocrats representing the 
city’s most powerful families, somewhat similar to the system of 
government in Nila. The Blue Council, as the local ruling body is 
known, is more dictatorial than Nila’s committee of elected 
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representatives, & the council’s seven members serve for life, if 
they so choose. Most of the members are descendants of the city’s 
most prominent founders, but the most notable member is one of 
the newest, a merchant prince named Bhima Kaaliman (Lawful 
Evil, Rogue 7). As ruthless as he is charming, this half-djinn plans 
to use his vast wealth & his newfound political power to go after 
his archenemy, Prasad Jyotis Ksitipa of Vanija, who he blames for 
the death of his parents. 
 

The Blue Council has noticed that one of the other Sister Cities, 
Dharma, has been rapidly growing, as well as developing its 
military. The council members fear that this may lead to an attack 
from Dharma one day, so they are attempting to bolster Namaste’s 
defenses, but without much luck. The city’s coffers are perennially 
low, & the citizens are strongly opposed to additional taxes, so the 
city militia is underfunded & poorly trained. The council is 
growing increasingly anxious about the situation, & they may be 
preparing for some drastic measure to ensure the safety of their 
city. 

Nila 

 
Population: 16,743 (large city) 
Demographics: 30% half-genie, 22% sabi, 19% houri, 13% deva, 
10% human, 6% others 
Government: Oligarchy 
Notable Religions: Aspiration/Fact/Legend (The Darshan), 
Dakhiel (Daq), Lammali (Limalia) 
Main Alignment: True Neutral 
Notable Neighbors: Vriit 
 
On the tip of the Raaga Peninsula, on the west coast of Dharaanala, 
there is a city that has slipped into the Speckled Sea. Its buildings 
are either on top of the tiny islands that make up the scarce dry 
land or are jutting directly out of the shallow lagoon that surrounds 
the city. The residents here move about by walking across long 
bridges or paddling small boats along the many canals & straits. 
This is the city of Nila (NEE-lah), a marvel of pride & 
perseverance, of adversity & architecture, of rebuilding & 
romance. 
 
Nila wasn’t always falling into the ocean; it was once a fairly 
unremarkable city, a normal port town not unlike Samadhi or 
Namaste. It was founded in a hilly lowland at the end of the Raaga 
Peninsula, in a shallow bay. But the city was flooded during the 
Great Calamity, when the lagoon surrounding the bay was 
breeched by a tsunami, allowing the Speckled Sea to fill the low-

lying basin. It is now partly underwater, stretching across many 
small islands & partially-submerged buildings. The tsunami killed 
many of the locals, who were already depopulated due to the 
Pactspell, so it seemed as if the city was doomed. 
 
Nila survived the flood, however, due in large part to the tenacity 
of its survivors & the preservation of their most valuable assets. 
The flood drowned out the low-lying houses & submerged the 
cobbled streets, but the highlands (which contained the majority of 
the city’s wealthy elite) were virtually untouched. Many buildings 
in the city had multiple floors & strong stone foundations (thanks 
to a tradition of sound dao-built construction), so the upper stories 
were still livable. Today, the city has largely recovered from its 
traumatic past, & while its face & character may have changed, the 
local culture is as vibrant as ever, & population is even greater than 
it was before the flood. 
 
The backbone of Nila’s economy has always been trade, & that 
fact hasn’t changed. Galleys & freighters row into the city’s 
shallow bay from the Sister Cities, Puram, & elsewhere, laden with 
cargo, & just as many ships leave on a daily basis. The locals 
either work on the docks, tending to the ships & their cargo, or 
they go inland & extract stone or metal from the various quarries & 
mines on the peninsula, which are sold & exported all over 
Najmah. A recent-yet-growing industry for the city is that of 
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tourism, as visitors from as far as Prana & Kshaya are drawn to the 
city to see its beautiful canals & bridges. 
 
Other than those canals & bridges, Nila’s most notable landmark is 
the Iron Angel, a 10’ metal sculpture which appears at various 
points across the city. While a tourist might assume that they are 
several identical statues, the Iron Angel is actually a single figure 
that is in many places simultaneously. This superposition is 
achieved via a series of magical gateways created by the statue’s 
original sculptor, an artist named Muurtikaara who lived over 700 
years ago. Some savvy citizens actually use the Iron Angel’s 
portals to quickly move around the city by standing on the statue’s 
platform for a moment & then jumping off again. This can be a 
disorienting experience, however, as the superposition can easily 
overload one’s senses, so the practice is not for the feint of heart. 

 
Nila is run by a council of representatives from the city’s nine 
noble houses, which dominate the local politics; nearly everyone in 
the city is aligned to one of the houses, & one’s house affiliation 
factors into just about every social interaction. The most prominent 
council member is Sankara Jagdish Lobhin (True Neutral, 
Aristocrat 1/Wizard 7), the ambitious & dynamic leader of House 
Jagdish. Sankara wants to abolish the council, eliminate the house 
system, & see the city become a khanate, as it was centuries ago 
before the rise of the houses. To do this, he is seeking means of 
undermining the other houses & consolidating power, which has 
caused Sankara to ally himself with a shadowy cabal of sorcerers 
known only as the Shaarduula, who may have an agenda of their 
own. 

 

Puram 

 
Population: 23,690 (large city); formerly 27,706 (metropolis) 
Demographics: 37% sabi, 24% half-genie, 16% houri, 12% deva, 
7% human, 4% others 
Government: Democracy 
Notable Religions: Aspiration/Fact/Legend (The Darshan), 
Dakhiel (Daq), Lammali (Limalia), Shaanti (Sidaru) 
Main Alignment: True Neutral 
Notable Neighbors: Brahaat, Umar 
 
On the tip of the Karshaka Peninsula, on the northwestern end of 
Vaatavaari, there is a dark, crowded, filthy city, a forsaken place 
that few would visit & fewer still would dwell. Derisively known 
as the City of Mud, its proper name is Puram (poor-AHM), which 
in the local dialect of the Houri tongue means simply “City.” Here 
the rain pours down more often than not, flooding from the 
Speckled Sea is not uncommon, & cliff walls that gird the city to 
the south periodically give way to mudslides, adding to the city’s 
many woes. 
 

It is a poor town, with cracked walls, leaking roofs, & garbage-
strewn streets. There are few social services, with only a token 
police force & no organized militia, & as a result it is one of the 
only cities on Najmah with a high crime rate. Merchant ships 
mostly avoid the city’s moldering harbor, & tourism is completely 
unheard of here. The city’s leaders are seen as corrupt &/or 
incompetent, & the city council is often voted out of office en 
masse. The citizens live in near-poverty, & in their desperation 
they are crying out for any solace from their bleak lives. 
 
Puram was not always the luckless city that it is today. Before the 
Great Calamity, it was a fairly pleasant place, albeit a rainy one. 
Founded by marid settlers from Dviipah Island in the west, the 
city’s architecture was designed to withstand the area’s frequent 
storms. But during the Great Calamity, the city was struck by a 
tsunami, the sheer force of which nearly destroyed the city & killed 
almost half of it citizens. The survivors rebuilt, & life when on, but 
the city never fully recovered from the disaster. 
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In recent years, Puram has added to its misfortunes with the 
outbreak of the Mantramugdha Plague. This dreaded disease has 
spread throughout the region, afflicting thousands, & its origins 
were in the towns & villages just south of the city. The plague is 
one of the few diseases that can affect outsiders, so its victims 
include genie-kin, houris, & even devas of all varieties. Those who 
have been infected are unable to cast spells or use any supernatural 
ability, which greatly hampers them in their daily lives & leaves 
them vulnerable to the many magically-enhanced creatures on 
Najmah. While curing an individual is a simple matter for healers 

with the proper spells, they have had only limited success in 
treating the plague as a whole. 
 
One of the most vocal advocates for Puram is one of the priestesses 
of Lammali, Rati Kheda (Neutral Good, Cleric 5). She is 
passionate about her hometown, & wants to restore the city to its 
long-past glory. The masabi priestess has attempted to clean up the 
city’s dirty streets, feed the hungry residents, & improve the 
sagging trade industry, all with little success. She won’t give up on 
her beloved (& beleaguered) city, but she is quickly running out of 
ideas for how to improve its seemingly-cursed lot. 
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Puranah 

 
Population: 8,441 (small city); formerly 37,315 (metropolis) 
Demographics: 51% half-genie, 27% sabi, 14% houri, 6% deva, 
1% pahari, 1% others 
Government: Dynastic monarchy 
Notable Religions: Bhagya (Adimas), Lammali (Limalia) 
Main Alignment: Chaotic Good 
Notable Neighbors: None 
 
Deep in the center of the Speckled Sea, hundreds of miles from the 
nearest settlement, lies a lone gem of a city, a wondrous center of 
life sparkling in the abyss. Located far off the northern coast of 
Atma, the city of Puranah (poor-AH-nah) was the first of many 
waypoints on the long journey from Vaatavaari to the great island 
of Prana. The Jewel of the Deep, as the city is sometimes called, 
was built thousands of years ago upon a wide flat plateau, over 
1,500 feet below the surface. On every side, the edges of this 
plateau overlook an almost-unfathomable depth, a black chasm 
that nothing ever returns from. 
 
Puranah was constructed by the marids, who ruled the city from its 
founding all the way up to the Great Calamity, when they almost 
completely vanished overnight. Prior to the catastrophe, the marids 
made up over two-thirds of the population; now, only a handful of 
them remain, & their numbers are steadily dwindling. In their 
absence, the city was thrown into a period of chaos, however brief. 
In the wake of this crisis, the half-marids arose as the predominant 
race, followed by the masabi. While the city has mostly recovered, 
signs of the pre-Calamity days still abound, faded reminders of a 
lost era. 
 
The city was once a remote outpost of the marid kingdoms of the 
south. Today, Puranah thrives as an independent commercial & 
political hub, a central nexus for pilgrims, traders, explorers, 
wanderers, & diplomats. Trade & traffic move through here with 
surprising speed & regularity, considering the city’s undersea 

location. The secret to this is simple: any vessel that enters the sea 
directly above the city is drawn down through a column of 
breathable water to a docking area at the edge of the plateau, & a 
second column will take vessels back to the surface in a similar 
manner. These two columns of magical water were built by the 
city’s founders as a way of connecting more easily with the world 
above the waves, & are a marvel of arcane engineering. 
 
The twin columns are by far not the only wonders that Puranah has 
to offer visitors; the city is truly an awesome sight, & has well 
earned its title as the Jewel of the Deep. Most of the buildings are 
towers made of the native coral, with bright shades of every color 
imaginable & a growing, evolving layout. The countless windows 
are sheets of dazzling crystal, usually tinted either a bright yellow, 
pink, or teal. Most impressive of all are the domes, great spheres & 
hemispheres of latticed coral, covered with hundreds of windows 
& filled with magically-conjured air. Some of these spheres are 
suspended above the plateau by pillars of coral & connected by 
bridges & causeways, creating an otherworldly cityscape. All of 
this is lit from within & without by thousands of lamps, usually 
made of permanent dancing lights spells, which make the entire 
city sparkle & shine like a treasure chest brimming with gems. 
 
Despite being deep underwater, Puranah is not safe from the 
effects of the kuuhaa mists, as they pervade the ocean as easily as 
they permeate the sky. A major conduit of the reality-altering mists 
runs just a hundred miles or so north of the city, & mist events are 
a common occurrence here. Most of the time, the mists just make 
the water murkier than usual, but a mist event can disrupt traffic & 
wreak havoc on the lives of the citizens, if it is the wrong kind. 
 
The citizens of Puranah acknowledge Lammali’s power over the 
ocean, & thus the city itself, but the character of the city is better 
represented by its worship of Bhagya. The Lord of Finery is 
revered as the master of invention, magic, & fabrication, so a 
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majority of the populace worships him, especially those with genie 
blood in their veins. The temple of Bhagya is an inverted ziggurat 
near the center of the city, not far from Lammali’s largest shrine, 
which is in the form of a massive coiled sea serpent. 
 
Puranah’s politics are dominated by three powerful factions, which 
have been locked in a stalemate for hundreds of years now. The 
city’s government is officially ruled by the Sapphire Dynasty, an 
unbroken line of succession that dates back to the earliest days of 
the settlement, although the royal family only has a nominal hold 
on the reins of power; the current shah is Manujendra Zanipriya 
(Chaotic Neutral, Sorcerer 8), a megalomaniac with delusions of 

grandeur & a mad plan to bring the city to the surface. The Church 
of Bhagya is the second power, one that has the hearts & minds of 
the citizens firmly in hand, as it possesses a near-monopoly on the 
religious & social affairs of the city; the high priestess is an 
enigmatic figure known only as The Veil (Neutral Good, Cleric 
12/Pharaoh 1). The final faction is an alliance of guilds & unions 
called the League of Craftwrights, which controls the commercial 
& manufacturing industries; the current executor of the League is a 
pahari named Ulmahran (Lawful Evil, Rogue 10), who is plotting 
to form an alliance with Manujendra, with the eventual goal of 
ousting the Bhagya-worshippers & supplanting them with a cabal 
dedicated to Lammali.

Qarabah 

 
Population: 26,656 (metropolis) 
Demographics: 42% houri, 22% sabi, 15% half-genie, 11% deva, 
6% human, 4% others 
Government: Meritocratic republic 
Notable Religions: Dakhiel (Daq), Lammali (Limalia), Bhishaj 
(Pashati), Qalima (Zaia) 
Main Alignment: Neutral Good 
Notable Neighbors: Bhadra, Ketu, Rajan 
 
On the eastern coast of Kshaya, on the north edge of the Gulf of 
Svapna, there is a great shining city, sparkling in the reflected light 
of the stars. It is the largest city on the entire continent, a bustling 
trade hub where oared barges bearing cargo & people come from 
Prana & Vaatavaari daily, & just as many boats leave laden with 
Kshayan goods. The city’s proper name is Qarabah (kah-RAH-
bah), but it is known by residents & visitors alike as the City of 
Stars. 
 
Qarabah’s most famous export is its wine, which is of exquisite 
quality. To the west of the city are verdant fields & lush rolling 
hills, all covered with vineyards as far as the eye can see. The 
grape-fields are tended meticulously, & the vintners here take great 
care to ensure that Qarabai wine is deserving of its reputation as 
the best in the world. While the wine is usually served somewhat 
fresh, only days or weeks after its initial vintage, some of the larger 
producers hold onto small caches of older wines from decades (or 
even centuries) past, & these are some of the most valuable 
commodities available on Najmah, worth far more than mere gold 
or jewels. 
 
Part of the reason that the grapes here grow so well is the fact that 
the vinyards, like the city itself, are well-lit, which is a rare thing 
on the twilight world of Najmah. Scattered all over the area are 
thousands of small glowing orbs, which are known to the locals as 
the Lower Stars. These orbs are between 1’ to 10’ wide, & the 

hover about 50’-600’ over the land, swaying gently in the wind but 
never straying too far from their designated spots. They glow with 
a blinding light, covering the city & its surrounding area (including 
the vinyards) with bright illumination, as if the city were always in 
the daylight of Siraaj. 
 
Qarabah is a very prosperous city, where riches can be made & 
few if any of its citizens are poor, & they have the Lower Stars to 
thank for their fortune. The heatless light can be seen for hundreds 
of miles making it the perfect beacon for travelers, & the local 
vegetation thrives in the bright light, unlike the dark-accustomed 
flora elsewhere. No one is certain who made the orbs, or exactly 
why, but while the history & purpose of the Lower Stars are 
uncertain & hotly debated, the benefits that they grant to the city 
are undisputed. While visitors find the orbs to be a strange & 
unsettling departure from the familiar shadows blanketing the rest 
of Najmah, the locals consider the constant light to be a blessing. 
 
Recently though, there is a growing concern that someone or 
something has been stealing the Lower Stars. Some groups, who 
make it their business to keep track of the orbs, insist that their 
numbers, which have been relatively constant for centuries, are 
suddenly decreasing at a rate of one or two disappearances a week. 
These numbers are unverified, & other organizations refute the 
phenomena, claiming that the orbs are not vanishing at all, & that 
the alarmists are just stirring up trouble.  The city government is 
uncertain as to what is going on, but they have promised to 
investigate the matter, & to deal with the cause, if any. 
 
The houri in charge of the ongoing investigation is Nanda Madiraa 
(Chaotic Good, Fighter 4) the chief of Qarabah’s law enforcement 
division, the Blackwings. His father is the owner of Madiraa 
Vinyards, one of the largest wine producers in the region. He 
rejected the family business, opting instead to become one of the 
city’s guardsmen. He worked his way up the ranks with his 
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dedication & integrity, eventually becoming the Master of the 
Guard. He is skeptical about the case, believing it to be the 
imaginings of a panicky fringe element, but he has vowed to get to 

the bottom of things, & he is the first to admit that he’s been wrong 
before. 
 
 

Samadhi 

 
Population: 33,894 (metropolis) 
Demographics: 32% half-genie, 23% sabi, 17% deva, 12% houri, 
9% human, 7% others 
Government: Constitutional democracy 
Notable Religions: Lammali (Limalia), Shaanti (Sidaru), Vayu 
(Waharim) 
Main Alignment: Lawful Good 
Notable Neighbors: Hidhara, Khimpur, Simhapuram 
 
On the western coast of Dharaanala, just north of Prayu-Njaano 
Peninsula, there is a sprawling city, one of the largest & most 
populated on Najmah. Originally build upon a high scenic hill 
overlooking the ocean (the now-famous Mount Milana), the city 
grew & spread to cover the neighboring countryside, turning outer-
city buildings into inner-city buildings, farmland into houses, & 
forests into farms. This expansive metropolis is known as Samadhi 
(sah-MAH-dee), the City of Plenty. 
 
Samadhi was not always as prosperous as it is today; it has been 
attacked by devils several times throughout its history, it once 
fought a war with the efreeti of Agni, & the Earthquake of Zaanti 
leveled most of the buildings, killing many people. But the city has 
always recovered quickly from its losses, bolstered by its strong 
allies (such as Nila & the three Sister Cities), its diverse natural 
resources, & its spirit of cooperation & community. Although it 
suffered through the Great Calamity just as much as any other 
settlement, the city was able to rebound, becoming larger & more 
successful than ever before. 
 
Samadhi has always been a very cosmopolitan city, with nearly all 
of the races of Najmah living together in relative harmony. Much 

of this comparative peace can be attributed to the urban layout; 
unlike most cities of its size, which are crowded & tightly packed, 
this metropolis is widespread & spacious, with a lot of open land 
between each of the buildings. Even before the Pactspell, there 
were more half-genies than purebloods, so the populace wasn’t 
nearly as depleted as other settlements in the genie-lands when 
they all vanished. Nowadays, the city is larger than ever before, & 
there are half-genies (mostly half-dao & half-efreet), sabi of all 
varieties, common devas, houris, mortal races, & even an enclave 
of devils, which are closely watched by their neighbors. Other than 
the devils’ enclave, most of the neighborhoods here are fairly 
integrated, with most people living side by side with members of 
other races. 
 
The citizens of Samadhi worship a number of different gods, most 
prominently Lammali, Sih Daroga, & Vayu. While at one time, the 
church of Vayu was dominant over all other faiths, this has not 
been the case for decades; today, he is just one voice among many. 
One Vayan practice that has remained strong & spread to local 
practitioners of other religions is the custom of daily meditation. 
Residents here meditate quite often, focusing their mental energy 
by reflecting upon their inner thoughts, opening their minds to the 
divinity within themselves, regardless of faith. Nearly every home 
or public building in the city has a chamber where one can sit & 
contemplate, & many streets have small covered benches for such 
a purpose, as well (most of which are former Vayan shrines that 
have been secularized). 
 
The most notable feature of the Samadhi skyline is an enormous 
statue of a man, his bearded chin in his hand & his eyes staring out 
into the Speckled Sea. Called the Dreaming Man, the statue is 80’ 
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tall, made of solid gray stone, & is clad in flowing windswept 
robes. He was built about 500 years ago on the outskirts of town by 
a half-dao artist named Taksati, who did so because he thought that 
Samadhi needed a distinctive landmark like other major Najmai 
cities have. The Dreaming Man was originally at the edge of town, 
but the city has spread greatly in the past five centuries, & now it is 
near the city’s center; today, the statue is surrounded by houses & 
other buildings, with even a narrow street running between his 
gigantic feet. The identity of the Dreaming Man is unknown, but 
many suspect that it is either Vayu himself (the Vayan church 
denies this, & rejects idolatry) or Taksati’s father, whose 
appearance is unknown. People sometimes claim to see the stature 
blink, or even move his arms, but this is largely dismissed as an 
amusing myth. 
 
Samadhi has had a number of famous figures in its long history: 
politicians, theologians, artists, & scholars. Perhaps the most 
famed of all is the city’s most recent celebrity, Kanti Nalini 
Shobhana (Chaotic Neutral, Bard 7), a houri most commonly 
known as simply Kanti. For over ten years, her voice has 
captivated audiences & filled stadiums all across Dharaanala, from 
Gita in the farthest north to Padam in the utter south. She has 
performed for khans & caliphs, nobles & lay-folk, small venues & 
packed pavilions. Her songs are sung by children, adults, & even 
the elderly, renowned for their elegance & beauty. Her talent all 

but guaranteed her an illustrious career, but the event that 
catapulted her from mere stardom to the status of full-blown living 
legend was an incident about five years ago. A rapidly-escalating 
conflict was brewing between her hometown of Samadhi & the 
khanates of Agni, & she was able to end the hostilities with a well-
timed performance in Upala, during which she not only sang 
sublimely, but she debuted several new songs, most of which were 
appeals for peace. The audience (which included many Agnian 
leaders) wept as they applauded her, & war was averted. 
 
Lately though, Kanti has all but disappeared, to the dismay of her 
many adoring fans. She has only performed once in the past six 
months, & she is hardly ever seen in public. Her representatives 
claim that she has been ill, & her few sightings seem to confirm 
that: her skin is pale, her gait is shaky, & her voice is weak. The 
reason for her supposed illness is unknown, & there is no sign of 
her recovering soon. Her fans are distraught, & there is wild 
speculation about the cause of her maladies; some say that she has 
been cursed by a crazed admirer, while others blame Agnian 
warmongers for her condition. There are even rumors that Kanti 
has actually died or fled the city, & that her representatives have 
hired a double to impersonate her, stalling the discovery of the 
truth. There are many parties who would pay good money to know 
what is really going on with the legendary singer, but the mystery 
stubbornly remains unsolved. 

 

Sirngaveram 

 
Population: 45,408 (metropolis) 
Demographics: 73% devil, 15% human, 6% sabi, 3% half-genie, 
2% genie, 1% others 
Government: Totalitarian imperial dictatorship 
State Religion: Rajani (Sunya) 
Main Alignment: Lawful Evil 
Notable Neighbors: Ashubham, Badhnati, Jada, Ruuj, Udhal 
 
Lying on the southern coast of Hima at the stop of a chasm-like 

fjord off of Nhozkur Bay is the devil city of Sirngaveram (seern-
GAH-ver-AHM). As the capital of the Hima Sovereignty, & the 
devils’ civilization in general, the city is a sprawling metropolis. 
Called the City of Contracts by some circles, the clever devils that 
inhabit this city are always making & breaking deals, vying for 
power in the ranks of Hima’s totalitarian government. The city 
draws its water from the narrow fjord below, & also uses the 
convenient drop for some of their more efficient methods of torture 
& execution. Bodies are collected from the base of the great cliff 
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regularly, & the easiest way in the city to make someone disappear 
is to simply have them dropped, provided of course they cannot fly 
(leading to the common phrase “Any wing can be clipped”). Its 
buildings use sharp, angular & regimented architecture, & it can 
become confusing to navigate due to the sameness of all the 
smaller buildings. 
 
Sirngaveram has stood as the capital of Hima for as long as Hima 
has existed. Founded by no one devil in particular, the city slowly 
built up to the metropolis it is today over many years. Originally 
the location was occupied by the tower of the great devil sorcerer 
Bhuraakhan, but it was so central & accessible to all of Hima that 
devils began to settle there in droves. Bhuraakhan opted to make 
the best of things, knowing that many devils more powerful than 
he were among the ranks of the flock. His position as grand vizier 
of Sirngaveram has outlived the succession of countless emperors, 
& he remains (both magically & politically) one of the most 
powerful devils in the city. 
 
In its current state, Sirngaveram has never been more prosperous. 
Trade from all over Hima drives its economy, & goods arrive & 
leave from its perilous harbor every day. Though it is known for a 
few commodities & resources, most of them insignificant, The 
City of Contracts is known for just that. Its biggest export is deals 
& negotiations, the signing & oversight of treaties & forms, the 
registration of merchants’ guilds & the legal sale of mortal slaves. 
They also manage pacts of a magical nature, granting mortals 
infernal power in exchange for the promise of the individual’s 
soul. 
 
The metropolis is populated predominantly by devils, & the richer 
individuals are almost entirely devils, though there are some 
notable efreeti & half-efreeti in the city’s power structure as well. 
Most non-efreet genies live in Sirngaveram enslaved, their raw 
elemental power tied into lamps, rods, tomes & other expensive 
but mundane objects. The humans of the city mostly endure some 
kind of slavery, from physical labor to the purchase & sale of their 
very souls. Human & genie-blooded warlocks have the potential to 
gain some power in the city for their relatively short lifetime, but 
the cost of their soul is a heavy one. 
 

The devils predominantly worship Rajani, the Lord of Night, 
though few outside the clergy give any real reverence to the state 
religion except out of custom & to maintain face. In truth, most 
devils have little time for gods, seeing worship as a distraction 
from the more important things in life, such as the acquisition of 
wealth & influence. As a result, devils in the lower castes of 
Sirngaveram’s society are more religious that their noble 
counterparts, as they have little chance of ever gaining any real 
power. 
 
The city’s underbelly is darker than the inside of an ammut’s maw. 
Bartering of lives, corpses & souls is conducted primarily away 
from the city’s society, in the complex maze of tunnels that run 
below it, draining sewage into the fjord & giving access to 
important maintenance areas. The underground is largely 
unmapped, & the easiest methods of accessing it are by the many 
drainage holes that dot the cliff face below the city. Many things 
can be procured in the underground that one cannot find in them 
markets of Sirngaveram; for example, everything from deadly 
toxins to recreational drugs & practically every known chemical 
compound in between can be procured in the tunnels. 
 
The current chancellor of Sirngaveram is a dangerously cunning 
archdevil named Shaa’rokhan. He is a powerful warrior, the innate 
magic & powerful body granted to him by his archdevil status 
further augmented through careful & constant training. Politically, 
no single individual rivals his power in the city, though the 
aforementioned sorcerer Bhuraakhan comes close. Shaa’rokhan 
answers only to the Empress Tamaskama, the supreme leader of 
the Hima Sovereignty. 
 
The only organization to rival his power politically is the 
Fateweavers, a committee of devils who represent the interests of 
the devils across Najmah & even on Siraaj. The Fateweavers are 
also in charge of representing the devils at the Pit of Fate, & the 
devils who offer deals to the souls there are appointed by the ruling 
board of the Fateweavers, & reevaluated & replaced regularly. 
Lately, the Fateweavers have become bolder, sometimes working 
in direct opposition of the chancellor or his grand vizier, especially 
through their warlocks on Siraaj. 
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Upala 

 
Population: 6,356 (small city); formerly 41,140 (metropolis) 
Demographics: 51% half-genie, 16% sabi, 13% deva, 9% human, 
7% houri, 4% others 
Government: Constitutional oligarchy 
Notable Religions: Aspiration/Fact/Legend (The Darshan), 
Dakhiel (Daq) 
Main Alignment: True Neutral 
Notable Neighbors: Dusharah, Giri, Janadhira 
 
In the steamy foothills of the great fiery mountain Anala, in 
southern Agni, there is a city that gleams in the starlight like a 
cooling forge-fire. Known as the City of Iron, its black walls are 
accented with bronze, brass, & gold, a sign of the city’s great 
wealth, at least in years past. Its proper name is Upala (oo-PAH-
lah), & it has a long & storied history, one of war, fire, blood, & 
glory. 
 
Upala was the largest of the efreeti khanates, making it the de facto 
capital of the former nation of Agni. Local legends date the time of 
the city’s founding to the very beginning of the world, when it is 
said that the Creator (often assumed to refer to Dakhiel, although 
the Darshan are sometimes cast in this role, depending on the 
teller) made Anala as His forge, & wrought all the other lands from 
the stone & metal that He unearthed here. The myth continues to 
say that the city itself was first formed as a great piece of hot slag 
fell from the forge & tumbled down to its current spot, & that the 
city’s foundations were cut from this single ember by the very first 
efreeti. 
 
Upala’s position as the largest & most powerful khanate has meant 
that the city experienced a nearly-constant state of war for nearly 
4,000 years, from the earliest days of recorded history, all the way 
up to Great Calamity. It fought with other nearby khanates (such as 
Dukhanda, Iibha, Rimanah, & Upura), it allied with its neighbors 
against Padam & the coastal states, & it fought with its fellow 

khanates once again. This continuous warfare forged a hardy, 
independent people, who eschew aesthetics in favor of that which 
is most practical, & who are ready for action at a moment’s notice. 
 
Upala is a city with a proud warrior tradition, & it has always been 
well-prepared for battle & siege. The fire that courses through 
efreeti veins gives the city a searing passion, one that often burns 
anyone nearby when tensions boil over. The city’s many smelters 
turn the local iron into high-grade steel, which is forged into 
weapons & armor of exceptional quality & copious quantity. But 
since the Great Calamity wiped out nearly all of the efreeti, the 
city’s demeanor & culture have changed somewhat. Now, the 
citizens are less apt to declare war, & more willing to hang up their 
swords for a time. While they still do battle from time to time, & 
the people are as blunt & bellicose as ever, the city is not 
constantly embroiled in armed conflict as it once was. 
 
This no-nonsense attitude is reflected in Upala’s design & 
architecture, which is simple, functional, & with few frills or 
artistic embellishments of any sort. The buildings are all low to 
ground, with thick walls, few windows, & open doorways. Its 
streets are as straight & regular as the hilly geography will allow, 
nearly everything is built out of stone or metal, & the outer walls 
are tall & strong enough to make the city impenetrable from the 
ground. Despite the city’s great material wealth, however, its 
people live simply, without unnecessary ostentation. 
 
Upala’s riches come from the many mines that the citizens own & 
operate in the surrounding countryside. There are opal mines in the 
south, iron mines in the northeast, & mines for precious metals in 
the northwest. The local residents have put these mines to good 
use, digging out untold tons of raw ore over the years, processing it 
in smelters & refineries, smithing the refined goods, & shipping 
them off for sale elsewhere. Merchants are always coming & going 
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here, hauling out materials or products to far-off lands & bringing 
back coins or notes of credit. 
 
Upala is run by a council of 12 elected nobles, representing each of 
the city’s districts. Only nobles from the major houses can be 
elected to the council, & most of the city’s politics revolve around 
maneuvering within & between these long-standing institutions. 
The city was once ruled directly by a khan, who oversaw all 
aspects of government, held absolute power, & passed his 
authority to one of his heirs. This dynasty, which stretched back to 

the mythic origins of the city, lasted until shortly after the Great 
Calamity, when the last khan, Jvalana XIII, left no heirs behind. 
His title was passed to a distant relative, but the real power was 
given over to a group of local lords, who seized the opportunity to 
make great changes in the city’s government. The nebulous 
assembly of noblemen would evolve into a formal governing 
council, & the nominal khanate soon became an oligarchic 
republic, with the current khan nothing but a ceremonial 
figurehead. 

 

Vanija 

 
Population: 14,915 (large city) 
Demographics: 39% sabi, 24% half-genie, 15% deva, 9% human, 
8% houri, 5% others 
Government: Authoritarian republic 
Notable Religions: Udyama (Qirus), Shaanti (Sidaru), Vayu 
(Waharim) 
Main Alignment: Lawful Neutral 
Notable Neighbors: Ahbhar, Guluvaar, Yurana 
 
Just off the northern coasts of Vaatavaari, on Nyaaya Island, there 
is a great port city. Known as Vanija (vah-NEE-jah), this seaport is 
the smallest of the three Sister Cities (which include Dharma & 
Namaste), & it is also the youngest, having been founded in the 
wake of the Great Calamity. It was founded by refugees from 
Atma in the west & Padam in the east, who fled the imperiled 
genie-held lands elsewhere for the relative safety of the islands. In 
the three & a half centuries since the disaster, the city has grown & 
prospered, which is often attributed to the city’s strict discipline, 
along with a strong tradition of law & order. 
 
Vanija is nestled between high cliffs, which form a natural ring of 
defense. In fact, the entire city is built upon an array of terraced 
cliffs cascading from the island’s high plateau down to the white 
sandy beaches. Each small neighborhood or district is on its own 

separate terrace, which is anywhere between 5’ to 30’ higher or 
lower than its neighboring terraces. These terraces are connected 
with each other in a number of ways, including wooden ladders, 
rope bridges, & stairs that have been carved into the cliff-side. 
 
For its size, Vanija is a very densely populated city, with many 
people packed together in the limited available space. Some of the 
buildings hang over the cliff sides, & most people live in multi-
family towers which rise above the higher terraces. This crowding 
would quickly lead to public discontent, civil unrest, & high crime, 
were not for the city’s extensive & authoritarian system of laws, 
which have (so far) kept the populace in check. 
 
It has been said that Vanija has the most laws of any city on 
Najmah, barring the devil-lands of Hima, & there is some truth to 
that statement. The city has many, many laws regulating & 
controlling the actions of its citizens, & the penalties for violating 
any of them tend to be rather severe (this is one of the only 
settlements on Najmah that authorizes capital punishment, even 
though it is reserved for the most grievous of offenses). This 
tradition of restrictive laws & harsh sentences has led to a 
disciplined, conformist citizenry, one that obeys the letter of the 
law, if not always the spirit. 
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An example of this is the flourishing commercial trade in Vanija, 
which relies on the city’s defensive terrain, central location, & 
ample natural resources. Many of the locals are involved in the 
industry of trade, which is as heavily taxed & regulated as any 
other; the city was even founded by a merchant prince, who is 
today known only as King Siikaa. The merchants of Vanija are 
well-versed in the intricate particulars of local law, & are adept at 
taking advantage of ambiguous phrasing, fine print details, obscure 
provisions, circumstantial exemptions, & loopholes in order to 
profit within the sometimes-tight legal boundaries. 
 
One such merchant is the illustrious half-dao trader, Prasad Jyotis 
Ksitipa (True Neutral, Expert 1/Rogue 5), who is as clever as he is 

merciless. Prasad was the founder of the Pact Union, a successful 
commercial guild that he started here in Vanija over twenty years 
ago. The Pact Union has since grown & spread to nearby cities, 
like Dharma & Ghantikal, but he has recently left the guild & once 
again become an independent merchant prince. He has done this 
with the ambition to build a monopoly on the trade in Vanija, 
which was the original purpose of the guild, although it later 
democratized beyond his control. The Pact Union opposes his 
maneuvers to take over the industry, as they rightly fear that he 
will undermine their profits & destabilize the trade throughout the 
region. 

 

Vatingana 

 
Population: 5,882 (small city); formerly 21,728 (large city) 
Demographics: 53% half-genie, 16% sabi, 13% human, 9% houri, 
7% deva, 2% others 
Government: Democratic meritocracy 
Notable Religions: Bhagya (Adimas), Lammali (Limalia), Qalima 
(Zaia), the Treewalker (Umaj) 
Main Alignment: Chaotic Neutral 
Notable Neighbors: Khatva, Nimnagaa, Saritaa 
 
Nestled in a protected valley near the northeastern edge of the 
Bhangah Jungle, there is a beautiful city made of white stone. This 
valley was cut by Raktanadii, the mighty Red River, which flows 
through here on its way to the Gulf of Svaryana in the north. The 
Shrinking City, as it is sometimes called because of the resurgent 
rain forest, is properly known as Vatingana (VAH-teen-GAH-nah). 
The surrounding hills, combined with the encroaching jungle, 
make this secluded area feel even more isolated. 
 
Vatingana was originally built by the dao of the Bhangah Jungle as 
an outpost almost a thousand years ago (some 600 years before the 
Great Calamity). They expertly crafted the city from great marble 

blocks, which they quarried from the Saritaa mines to the south. 
For a time, the city flourished, prospering from the river traffic & 
the trade that came with it. The population grew steadily, & the 
city’s skyline became famous for its floating towers, which were 
made in the style of the sky-castles of Ghantikal. 
 
But the Great Calamity brought about a massive change in 
Vatingana, one that most would deem quite negative. The dao, 
who made up over nearly three-quarters of the citizenry, almost all 
disappeared overnight, along with all the other full-blooded genies. 
This brought the city to its knees, & for a time, there was serious 
doubt as to whether it could recover, or if it was doomed to 
become a ghost town, abandoned to the jungle’s constant re-
growth. 
 
Vatingana did survive, as enough of its citizens remained to allow 
it a modest recovery. But even three & a half centuries after the 
Great Calamity, the city is still a shadow of its former self. Over 
half of the city’s buildings are still empty, left to crumble as the 
jungle reclaims what was once its domain. Vines creep through 
windows & over walls, while trees grow in-between the broken 
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street tiles & wild animals forage & nest in the abandoned 
buildings. This decay is most pronounced at the city’s edge, so the 
center of town is largely untouched by the decline. But even there, 
the marble is worn & cracked, the frescos are faded, the statues are 
dull, & the people are weary. 
 
The most notable sign of Vatingana’s decline are the floating 
towers themselves, which were once a symbol of the city’s 
prosperity. These miniature castles-in-the-sky are now mostly 
empty, forsaken even by those citizen who can fly. They are all old 
& crumbling, as the last one was built almost four hundred years 
ago. Several have floated away as their tethers snapped, or fallen 
apart as the levitation magic that kept them aloft failed. Over the 
centuries, vines from the jungle have crept up the ropes tethering 
the floating towers in place; the ropes have long since rotted away, 
but the vines remain, much like the towers themselves. Of the over 

three dozen that originally dominated the skies above the city, only 
nine remain, & even some of those are unstable. 
 
While most of the people in Vatingana doubt that anything can be 
done to restore the city to its past glory, there are a few dedicated 
citizens who refuse to give up, & are striving to make a difference. 
One such figure is the current prime minister, Suman Lipika 
Pandita (Chaotic Good, Wizard 5/Alchemist 2), who is passionate 
about revitalizing the city. Recently, while combing through the 
ruins of a small library at the city’s edge, the prime minister 
discovered some pre-Calamity tomes, which spoke of a World of 
Light. After studying the tomes in secret, he has become convinced 
that in order to save his city, he must find a way to access this 
World of Light. Ever since then, he has been pouring nearly all of 
his energy into achieving that goal, no matter what the cost. 
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Regions 
Agni 

 
On Dharaanala, northeast of Padam, there is a cluster of tall 
mountains, surrounded by hot dense jungles, which both make 
travel slow & difficult. The region is named Agni (AHG-nee), after 
the nation that once stood here, before the Pactspell.  Many of the 
mountains are actually semi-active volcanoes; that fact, combined 
with the oppressive heat of the steaming rain forest, gives this area 
the apt sobriquet of the Land of Fire. 
 
Hidden within the forbidding jungle & high mountain peaks are 
many secrets, both wondrous & terrifying. Some remote parts of 
Agni are said to fade into the fiery deserts of Siraaj, while rumors 
persist of ancient efreeti weapons buried in lava-carved vaults. 
Many of the explorers who search for such marvels as the Forge of 
Souls, the Chasm of Memory, or the Burning Plains never return, 
& those that do often bring back tales of horror & death. 
 
The land of Agni was populated predominantly by efreeti, half-
efreeti, & narsabi; in fact, the name for the efreeti in their own 
tongue is still Agnarya. The events of the Pactspell, though, 
emptied the realm, as most of the efreeti crossed over into Siraaj. 
The khanates collapsed into chaos, & now, over 350 years later, 
centralized government doesn’t extend beyond a local level. Like 
many people on Najmah (especially the remaining genies), the 
former Agnarya live almost exclusively in the towns & cities, 
leaving the lands in-between nearly empty. 
 
 
 
 
 
 
 

Atma 

 
On the northern tip of Vaatavaari is a rectangular peninsula, mostly 
covered by wind-swept plains in the north & a storm-blasted forest 
in the south. Unlike the surrounding regions (& despite its 
temperate latitude), it is a cold place, with long winters & cool 
summers, where the flat terrain allows harsh weather to blow over 
the countryside with frightful speed. Most people cluster together 
in the towns & villages for protection (& warmth), so the fields & 
woodlands in between are sparsely populated. 
 
This land is known as the Soul of the World, for the deep-rooted 
pagan traditions that most people have here. The region’s proper 
name is Atma (AHT-mah), & its strong faith is now invested in 
Vayu (Waharim) & Bhishaj (Pashati), although Hagalvethr (under 
the name Jamadab) & his divine kin are also worshipped in places. 
Despite the conversion to monotheism, the people here still hold 
onto the customs of their earlier beliefs, including the use of 
animal sacrifices & fasting to appease the spirits of nature. 
 
Atma was named for the caliphate that existed here hundreds of 
years ago, before the Pactspell. It was populated predominantly by 
djinni, along with their hybrid offspring, the half-djinn & the 
hawasabi. The caliphs ruled this peninsula & its neighboring lands 
for thousands of years, from before the time when devas brought 
the gift of written language to the southern lands. But the Pactspell 
took most of the djinn, including Atma’s leaders, which caused the 
caliphate to fall into barbarism for a brief time. The area has since 
rebounded as a loose collection of unaligned settlements, but many 
who live here hope to one day breathe life into this land once more, 
restoring it to its former glory. 
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Bhangah Jungle 
Most of Vaatavaari is dominated by a thick, dense rainforest, with 
a towering canopy of interlocking trees & pitch-dark underbrush. 
This sprawling woodland extends for hundreds upon hundreds of 
miles, covering the land in a thick cloak of green shadows. Known 
as the Bhangah Jungle (BAHN-gah), it is surrounded by several 
peripheral forests, such as the Fogwood, the Rainwood Forest, & 
the Wildwood, which could be considered merely extensions of the 
central jungle. 
 
Much warmer than Atma to the north, the Bhangah is hot & humid 
all year round, with misty vapors wafting off the trees. The 
treetops overlap in many places, casting deep shadows over the 
already-dim forest floor, & the undergrowth is sometimes 
impenetrably thick, blocking even the most determined explorer. 
Unsurprising for an area so remote & inaccessible, the forest hides 
many secrets. Ancient artifacts are said to be buried under vines & 
branches, portals to distant lands are thought to be tucked away in 
isolated grottos, & strange altered creatures are rumored to guard 
an entire lost city. Whatever truths the jungle might conceal, there 
is little doubt that there are many wonders (& dangers) left to be 
uncovered. 
 
Part of the reason that there is so much mystery surrounding the 
Bhangah Jungle is the fact that not many people live here now. 
Even before the Pactspell, the population (which was mostly djinn- 
& dao-folk) was fairly sparse. Now, the rain forest has few visitors, 
& even fewer permanent residents. Those that do dwell here are 
mostly houris, along with some humans & sabi. They are simple 
folk, who inhabit small family clans, hunt with bows & slings, & 
mostly worship Bhishaj (Pashati) & the Treewalker (Umaj). They 
don’t trust foreigners, & will often hide from them, adding to 
mystique of the mighty jungle. 
 

Chitraka 
Roughly one full half of the surface of Najmah is covered by seas 
& oceans, & almost all of these bodies of water are connected with 
one another. The nexus of most of these waters is a central ocean 
called Chitraka (chee-TRAH-kah), which is mostly devoid of the 
eerie mists that pervade much of the Plane of Night. Also known 
as the Speckled Sea, it borders most of the well-known regions of 
Najmah, including Hima, Prana, Atma, Kshaya, & Sergala. 
 
Chitraka is called the Speckled Sea for its mirror-like waters, 
which easily reflect the stars in the ever-night sky above. The jet-
black sea is so serene that people traveling over it often say that it 
looks like one is flying in an infinite star-dappled sky. One 
interesting sight to those who brave the vast ocean is a 
phenomenon called the Mist Lanes; these are strange areas where 
the reality-altering mists of other parts of the world flow through 
the normally-mist-free waters. These concentrated conduits can 
wreak havoc on passing vessels, which contributes to the lack of 
ocean-faring ships on Najmah. 
 
Every race that lives on the Plane of Night can be found on the 
shores of the great Chitraka, with the possible exception of the 
marids & their kin, who mostly reside beneath the waves. The 
coastal folk often worship Lammali, with either Bhishaj or Shaanti 
as popular alternatives. The waters of the Speckled Sea are 
frequently said to have calming properties, & even gazing upon the 
tranquil waters is enough to give one a sense of peace & well-
being. Many also feel a pang of melancholy, as well, as if the 
spirits of every drowned soul & lost ship were calling from the 
depths. 
 

Goraksah Marsh 
On Vaatavaari, southwest of the Bhangah Jungle, the fields & 
woods give way to peat bogs & wild fens. There are few hills or 
other highlands to rise above this swampy, rain-battered area. The 
Goraksah (goh-ROCK-sah) Marsh, as it is commonly known, is so 
flat & low-lying that parts of it are actually below sea level, & are 
unsurprisingly prone to flooding. Ancient myths tell of this land 
once being dry, & even filled with people, but those days are long 
past, if they ever were at all. 
 
The great marsh is populated predominantly by houris & marids, 
although half-marids & masabi make up a significant minority of 
the people living in the wetlands. They make their living growing 
rice in vast water-logged paddies, as well as herding swamp-
adapted cattle. Most of them worship Lammali or Bhishaj, 
although the Treewalker is certainly not unknown here. Regardless 
of faith, the locals of the Goraksah are hardy & independent, as 
well as less urban than most other people on Najmah. Unlike 
elsewhere, some of them will live outside of towns & villages, 
choosing instead to gather in rural clans & semi-nomadic tribes. 
 
The marsh itself is an untamed & mysterious place, a mostly-
uncharted land of shifting terrain & dangerous beasts. The thick 
vegetation & heavy rains deter most explorers, but those who 
persevere can find great treasures. Long ago, a great djinn magus 
traveled here to conduct his research in private. He was never seen 
again, but a popular legend says that his sanctum & his magical 
relics still remain in some secret grove, just waiting to be found. 
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Hima 

 
In the far north, on the other side of the Speckled Sea, there is a 
forbidding land, a place where houri, genie, & deva fear to go. It is 
a region ruled by the devils, who, unlike other creatures of 
Najmah, have banded together to form a singular despotic empire, 
which threatens to conquer the world. This realm is commonly 
known as Hima (HEE-mah), & to most of the people of Najmah, it 
is a land of slavery, pain, & death. 
 
Hima means “snow” in the tongue of the houris, because the region 
looks like an arctic region of glaciers & permafrost when seen 
from afar. Up close, the land’s true nature is revealed: it is actually 
the southern tip of a vast salt flat, where thick crystalline deposits 
of salt cover the barren soil, sapping the land of life & water. It 
truly is a cold place, but it is more like a frigid desert than an ice-
coated tundra. The bizarre mists of Najmah are thick here, & as a 
result, the land, air, & water here do strange & unusual things at 
times. 
 
As this is the home of the devils, there are few other races to be 
found here. Humans & houris make up a small minority, but those 
are almost all slaves to the ruling devil-folk. The devils’ empire, 
the Hima Sovereignty (or Hymha ’Phletheron in their own tongue), 
are held in check by their bitter, endless war with the demons of 
nearby Sergala. They mostly worship Rajani, although Lammali & 
even Pak Shahara have some adherents; it is rare to find anyone in 
Hima who is particularly pious, however. 
 
 
 
 
 
 
 
 

Padam 

 
On the southwest tip of Dharaanala, just north of the Sea of Golden 
Flames, there is a large peninsula that nearly touches the southern 
lands. It is a peaceful & tamed land of rolling fields, rocky hills, 
old forests, & sandy shores. This land is called Padam (pah-
DAHM), & unlike in other regions, the people here have a deep 
connection to the soil & its bounty. 
 
Populated predominantly by dao & their offspring, such as half-
dao & Terisabi, Padam has a long agricultural tradition. Even 
though most people live in towns & villages, they still live a 
mostly-rural life: leaving their settlements shortly after moonrise, 
working in the fields for hours at a time, & returning as Chandra 
sets. This area is considered the breadbasket of the southern & 
eastern lands, as it grows crops that supply both continents. 
 
The people here are simple, strong, & kind, like Padam itself. 
They’ve been working this land for untold centuries, & as such, 
they have a tendency to do things the way that they have always 
done them, without variation or deviance. They worship Lammali, 
Bhishaj, & the Treewalker, with a piety & devotion that surprises 
most non-genies. This region produces more druids & rangers than 
any other place on Najmah, the urban nature of other genie-folk 
mostly precludes those vocations. 
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Prana 

 
In the near-center of the Speckled Sea is a large island, dominated 
by icy mountains. A cold & daunting place, this isle almost 
crackles with spiritual energy. Although the mists of Najmah are 
quite thin here (the Mist Lanes steer away from the island’s 
southern coasts), the region experiences all of the space- & time-
altering effects of the deepest mist.  This mystical land is known as 
Prana (PRAH-nah), although it is often called simply the Cradle of 
Life. 
 
Prana is predominantly populated by devas, but with a large houri 
minority. The worship of the Peacemaker is strong here, & 
although other faiths are accepted, very few followers of other 
deities (mostly Qalima & Satkriyaa) can be found here. Many 
Sidarite holy sites can be found here, such as Moksha Temple, the 
Three Gates, & the Ur-Mountain, Jagat-Nathas. Most houris are 
reborn high in the mountains near Moksha; they rely upon the 
Sidarites to guide them & educate them about their new world. 
 
The island of Prana has been attacked repeatedly by demons over 
its long history, as they coveted the Three Gates, or at least would 
revel in its destruction. Their means of arriving on the island are 
not known with any certainty, but many theories exist, from the 
mundane to the magical. The devas here are vigilant in their 
defense of the region, & service in the shore guard is mandatory 
for all citizens. The strange distortions in time & space here affect 
the defenders & attackers alike, & no one can say for sure when 
the next shift in reality will come, or what changes it will bring. 
 

Sergala 
In the northern lands of Nidhanandha, not far from the devil-
empire of Hima, there is a hellish landscape of casual brutality & 
endless suffering. The air is acrid with the stench of death & rot, & 
the land is a blasted wasteland, dotted with shattered monuments & 
broken bodies. It has been held by the demons since time 

immemorial, & they have ravaged the land with impunity. As a 
result, the bones of their slaughter are littered everywhere, with 
corpses lying about in various states of decay & the ruins of stone 
buildings scattered across the bleak countryside. This thrice-cursed 
region, in which the howls & screams of killer & victim alike 
pierce the sky, is called Sergala (sair-GAH-lah). 
 
Sergala is populated almost exclusively by demons of various 
types, which wage a vicious eternal war with the devils of Hima to 
the east. This war has turned cold since the Pactspell touched both 
of the twin worlds, largely due to the truce brokered between the 
devas & the devils, which drastically altered the balance of power. 
The demons of Sergala will try (& indeed have tried) anything to 
break up the truce, so that they can resume the war & vanquish 
their hated enemies. 
 
Due to relentless hunting, almost no fauna survive here anymore, 
but those few creatures that do survive (mostly dragons, gorgons, 
chimerae, sphinxes, hydras, & a few samandar) are as quick & 
sharp as an arrow. Demons tend not to join forces unless forced to 
by a greater power, so they can only successfully hunt creatures 
less powerful than they are alone. Because of the lack of prey, the 
bloodthirsty demons have been known to cannibalize their 
brethren, & some even seem to prefer this practice. They eat 
dretches & quasits often, but more powerful demons generally 
don’t hunt each other, unless they are starving or wish to slay a 
specific individual. 
 
Despite the overwhelming depravity & reckless carnage inherent in 
their nature, the demons of Sergala do gather in semi-permanent 
groups, although they seem to destroy their settlements almost as 
often as they build them. Demonic “villages” tend to be lawless 
places, where violence is commonplace & the strong only control 
the weak within their grasp. They are naturally attracted to power, 
so they will gather around a powerful individual & serve it, at least 
as long as the leader retains its power. The central power holds the 
best territory & demands the most tribute, while all the lesser 
demons around the leader obey in the hopes of garnering favor. 
 
This means that they usually live in many small clusters, with only 
a few large towns built around a marilith or a balor, & very few 
cities, which are based around an unstable cabal or an established 
cult. Most demons see some benefit to living this way, even if such 
settlements only provide a convenient hunting ground. Some 
settlements are comparatively stable, while others are transient, 
moving with the whims of their leaders. A master demon may 
suddenly decide to stage a raid on the Pit of Fate to gather more 
souls & followers, or assemble a strike force to assault a deva 
settlement, or trek eastward to attack the devils. Life in a demonic 
settlement can therefore be just as random & violent as life in the 
desolate wilderness of Sergala. 
 
While almost every other race in the Kamala worships some divine 
being or pantheon, the demons are almost completely secular. 
They have no true place in the cycle of death & rebirth, & their 
primary concern is the acquisition of souls. They need souls to 
become more powerful & more numerous, but unlike the devils, 
the genies, & other such peoples, the demons simply have no 
means of obtaining souls. The demons can only acquire new souls 
by stealing them from the Pit of Fate. 
 
There are some demons that revere Johoum, who gathered a horde 
of followers (including the equally-estimable Nathar) & left for a 
campaign of ruin & slaughter on Siraaj over 1,400 years ago. His 
former sphere of influence is a darkened wasteland, bleak even by 
Sergala’s poor standards. The void of power is tangible, with 
nightshades, devourers & darker terrors lurk there, formed by 
Johoum’s evil puissance & left hollow in his absence. The only 
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god with a substantial following among the demons, though, is 
Maqur, under the name Pak Shahara. 
 
As a race of atheists, it is very uncharacteristic for the demons to 
build temples or shrines, but there are always exceptions with these 
embodiments of chaos. There is a massive ziggurat dedicated to 

Nathar, & Johoum’s cult once built an equally-immense pyramid, 
which has long since been abandoned. Martuakh’s small sect has 
also carved a cyclopean pit in his honor, spiraling deep into the 
earth like a twisting maw of some titanic beast. And, like many 
places on Siraaj, Maqur has many small shrines scattered about, 
often disguised as old ruins or forgotten pagan shrines. 

 

Locations 
Bhakti Temple 
Southwest of Atma, on the Karshaka Peninsula, there is a small 
clearing in an otherwise-thick wooded area. The woods are locally 
known as the Starless Forest, for the interlocking foliage blocks 
nearly all the light, leaving the forest floor as black as a lightless 
cave. But in the grassy clearing, a holy place made of glowing 
white stone shines into the ever-dark sky, & it is known as Bhakti 
(BAHK-tee) Temple. 
 
Dedicated to Johoum (which the local worshippers don’t know was 
actually a demon prince), Bhakti Temple is a low, wide fortress of 
a building. A large circular temple with an open-air plaza in the 
center, it somewhat resembles Johoum’s symbol when viewed 
from above. The outer stone shines with the shimmering light of a 
torch, a beacon seen for miles around, while the inner halls have a 
fainter, gentler glow. The light’s intensity is controlled by the 
temple’s clerics, who can dim it to almost nothing on the outside 
(or completely off on the inside), or increase the glow to a blinding 
degree on the inside (which can actually burn things on the 
outside) for a short time. 
 
The inner plaza is used for most of the temple’s major services, 
including disciplinary rituals. Once a year, on the summer solstice, 
the temple shifts to Siraaj for a brief time, usually around noon. 
During this period, the clergy holds its most sacred rites, basking 
in the glorious sunlight for the only time of the entire year. Since 
the last solstice ceremony, the High Imam has been behaving in a 
strange, erratic manner, far different from his normal calm, aloof 
self. 
 

Crystal Bridge 
Between Padam & Vaatavaari, there is a narrow strait, barely five 
miles wide in parts. It connects the waters of the Sea of Golden 
Flames to the island-choked waters of the north, while separating 
the woodland of Padam from the farms & fields of the west. 
Crossing this channel is an impossibly-long bridge, made of 
sparkling translucent gemstones, most of which are truly massive 
in size. This landmark, build long ago by some unknown hand, is 
known simply as the Crystal Bridge, & it is world famous for 
being one of the greatest marvels of Najmah, which is saying quite 
a bit. 
 
The Crystal Bridge is composed of countless precious stones, 
tightly fitted together & mortared by some unseen force. The 
jewels are of every conceivable sort: sapphires & emeralds, rubies 
& topazes, diamonds & opals. Crystals of the same type tend to be 
grouped together, although there are always exceptions, & some 
people claim that the seemingly-random arrangement belies an 
intricate & inscrutable pattern or message. They range in size from 
tiny tooth-sized gems to immense crystals larger than elephants, & 
the average size is about a foot or two in diameter. 
 
This magnificent structure attracts tourists & pilgrims from all over 
the world. Despite the somewhat-empty nature of non-urban genie 
lands, hundreds of people cross the bridge every day; some on 
business, but many just to say that they have been here & seen this 
wonder. Unsurprisingly, many people attempt to take some of the 

jewels with them, but the crystals are held fast, & anyone who tries 
is blasted by a wave of magical force emanating from the bridge 
itself. No one has ever been able to successfully take a gemstone 
from the bridge, but that doesn’t seem to deter people from trying 
time & again. 
 

Dhatturah 
Deep within a tranquil, nameless woodland between the Rainwood 
Forest & the Wildwood, there is an enormous flowering plant. 
Larger than any tree or creature in the entire world, the gigantic 
flower is worshiped as a paragon of life, & is attended by druids 
from all over the continent. Every year, hundreds of people make a 
pilgrimage to see the Dhatturah (dah-TOUR-ah), the Blossom of 
the World. 
 
The Dhatturah usually looks like a green-barked tree of massive 
proportions, twisting over 120’ into the air & towering over the 
local trees. Wide canopy-like leaves sprout from the central stalk at 
regular intervals, & it is capped by a great spherical bulb, the color 
of which changes over time, randomly becoming red, yellow, blue, 
or violet with each changing season. The mighty flower only 
blooms once every nine years, releasing glowing pollen that cures 
the sick & heals the wounded. If a grain of pollen touches the 
ground, it will immediately blossom into a shimmering 
luminescent flower, which will live for just a single day. 
 
The Dhatturah has been growing here for as long as there have 
been people to witness its greatness, & has been as large as it is 
now since time immemorial. It is said that it was planted here by 
Bhishaj (Pashati) herself, & it is sacred to her. Several other faiths 
(such as those of Bhagya, Dakhiel, Shaanti, & Udyama) hold the 
Blossom of the World is great regard as well, but none so much as 
the church of Bhishaj. Despite the constant attention, though, the 
plant seems to be suffering as of late; several roots have begun to 
wither, & it is suspected that they were deliberately poisoned. The 
cause of this mysterious wilting is an issue for great concern, & 
even greater speculation. 
 

Divan Temple 
On the island of Dviipah, off the western coast of Vaatavaari, there 
is an ancient crumbling temple dedicated to Bhagya (Adimas). 
Older than Bhagya’s faith itself, Divan (dee-VAHN) Temple was 
once devoted to a pagan god of the marids, which has long since 
been forgotten. Most of the old statuary has been replaced by 
Bhagya’s symbols, such as the Knowing Eye, the Falling Feather, 
& the Golden Trapezoid, but some idols of a shark-like woman 
still remain in some seldom-used corners. 
 
The layout of the complex is confusing, as it was added onto over 
time with new wings & expanded halls. The color & shape of the 
building seems to change periodically, shifting subtly when 
nobody is looking. It would be easy to get lost in the ever-changing 
corridors, & many have done so over the years; nowadays, a cleric 
called the Adhikaarin (“warden”) is always on duty to guide the 
faithful & retrieve those who have gone astray, a metaphor which 
is not lost on the other clerics. The worshippers believe that the 
clergy are responsible for the seemingly-random alterations, but 
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they deny it, claiming it is the will of Bhagya alone that transforms 
his sacred space. 
 
As could be expected of the lord of magic & master of study, 
Divan Temple holds the oldest & most extensive library in the 
world, a truly massive collection of tomes from throughout the 
ages, written by some of the most brilliant & notable minds of 
recorded history (& even beyond). Nearly half of all the many 
chambers of the temple are filled with shelves upon shelves of 
books, scrolls, & clay tablets, & every member of the clergy has a 
writing desk in their room, so that each of them may copy, 
translate, & transcribe the various volumes. Church doctrine 
forbids that the collection be organized, so many of the scholar-
clerics have memorized the contents of a room, so that a particular 
work can be more easily found when needed. Recently though, 
several of the most learned scholar-clerics have disappeared, & 
there is evidence that they were forcibly taken by some unknown 
agent. 
 

Grave of Lords 
On Dharaanala, between Agni & Padam, there is a thick patch of 
woods on the edge of a much larger forest. Within this dark 
woodland, there are hundreds if not thousands of engraved stone 
markers, overgrown by roots & vines. These headstones denote the 
tombs of dao nobles from Padam, dating back centuries, & perhaps 
even millennia. This place is the Grave of Lords, & the locals give 
it a wide berth. 
 
As should be expected, the woods here are widely believed to be 
haunted by the spirits of the dao lords. They are said to roam the 
forest, wailing & moaning their lament, singing long-forgotten 
melodies of loss & regret. They are also reputed to call out to 
unwary travelers, urging them deeper into the woodland, until their 
prey becomes hopelessly lost; many of the curious (or foolish) 
souls who venture here never return. 
 
One of the things that draw people to explore the Grave of Lords is 
the promise of knowledge or treasure. Some of the tombstones sit 
atop oddly-shaped mounds of earth, which are suspected of 
containing hidden crypts with ancient Padamai treasures inside. No 
amount of riches can entice the local villagers, however, as they 
have lost too many of their friends & family to the grave-spirits’ 
calls. The nearby settlements of Dah, Dukhanda, & Jvala have all 
been affected by their proximity to grave-woods, & everyone here 
has a story to tell. 
 

Jagat-Nathas 
In the very center of Prana, there is a great mountain, one that 
dwarfs all the other mighty Pranai peaks. This remarkable 
mountain, taller than any other on Najmah, is called Jagat-Nathas 
(JAH-gaht NAH-thass), the “Lord of the World.” Also known as 
the Ur-Mountain, the summit is approximately 31,165 feet (9,499 
meters) above sea level. 
 
Jagat-Nathas is sacred to the Sidarites, many of whom believe that 
the Questioner of Souls himself was born here, & that it is from 
here that he watches over the Plane of Night. They have built a 
small shrine on the Ur-Mountain’s summit, & legend has it that 
praying there will guarantee that one will live for another day & 
face death with serenity when it comes. Reaching the shrine 
requires climbing the perilous mountain, as the howling winds are 
too strong for most beings to fly there, so pilgrims must traverse 
heaps of snow & jagged spears of ice to ascend the treacherous 
route to the top. 
 

Lately, those who have gone to the summit shrine have reported 
that the preferred “path” has been overrun with icy creatures, 
which attack anyone who gets too close to them. The way is now 
blocked by these frost-rimed beings, & it is unknown where they 
came from or what their purpose is. Attempts to combat them just 
seem to bring more snow-monsters, which makes climbing up or 
down a deadly proposition. 
 

Karsha Temple 
At the end of a narrow, cliff-lined bay of the Speckled Sea, in 
northern Atma, there is a quiet unassuming temple. Dedicated to 
Dakhiel, this plainly-decorated building doesn’t look like it is the 
most sacred site on Najmah to the Daqites, & that is how many 
would prefer to keep it. The church of Daq would rather maintain a 
low profile, so as not to bother the Waharim-worshipping djinn 
that live nearby, so they make sure that this place, known as 
Karsha (KAR-shah) Temple, is a simple, understated affair. 
 
The temple itself is in the shape of a low three-sided pyramid, with 
a large ground floor, a small, middle floor, & a tiny upper floor. 
This upper floor is a single triangular chamber, in which only the 
most sacred of religious rites are held; most of the church’s 
functions & ceremonies are held on the bottom floor (while the 
middle floor is reserved for the clerics’ personal quarters). One 
side of the pyramid is the purest white marble, while another is the 
deepest black obsidian; the only entrance into the temple, though, 
is on the gray-faced side. This symbolizes that the only way to 
achieve enlightenment is by taking the Third Way. 
 
Currently, there is a theological debate in the church that has 
devolved into a deep & bitter religious schism, threatening to tear 
the clergy apart. One side of the dispute, the Originists, argues that 
the site that Karsha Temple is built upon is where Dakhiel was first 
dispatched to Siraaj to combat injustice there. The other side, the 
Shrinists, believe that Dakhiel never came to this part of Atma, & 
that the site was chosen because there was already a minor Daqite 
shrine built here. The divide between the two sides has grown 
dramatically in recent times, & attempts to bridge the philosophical 
gap between the two have so far been unsuccessful. 
 

Lightning Woods 
The southern half of Atma, on Vaatavaari, is covered by an old 
coniferous forest. The entire woodland is constantly battered by 
thunderstorms & fierce winds; as such, few people travel through 
the area, & even fewer live here. Lightning strikes the trees 
thousands of times every day, & the clouds blot out the moons & 
stars, making the land as dark as pitch. 
 
This formidable forest is known as the Lightning Woods, & this 
apt name engenders wary looks from anyone who knows the place 
well. Many people have lost their lives here over the years, blasted 
by bolt after bolt of relentless lightning. The bolts seem to be 
drawn to people, as if there were some force directing their 
supposedly-random strikes. If people are too far away, or are 
sufficiently protected from their wrath, the bolts will strike the 
trees instead, blasting the woods themselves. 
 
Some of the trees here seem to have adapted to the constant 
lightning strikes, & are mostly immune to the damage wrought by 
them. Their barks are striped black & white, & they are even able 
to redirect the bolts of electricity to nearby objects, blasting them 
via proxy. This redirected lightning can sometime bounce between 
the trees over & over, in chains than can last for minutes & travel 
for miles. Many of the creatures here have adapted to the 
inexhaustible barrage of lightning, & most of them are immune to 
electricity, as well. 
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Moksha Temple 
High atop the daunting peak of Mount Punarjanma, on Prana, not 
far from Jagat-Nathas, the Ur-Mountain, there is a grand temple, 
built as a great ziggurat. The walls of this pyramidal structure are 
made of bricks of solid ivory, which are engraved with intricate & 
beautiful friezes, & are protected by rows upon rows of carved 
runes. The impressive cathedral with black marble floors is 
dedicated to Sidaru, the Questioner of Souls, & is known as 
Moksha (MOCK-shah) Temple. 
 
This ivory ziggurat is where most newborn houris arrive on 
Najmah. Confused & disoriented, the neophyte houris need 
guidance in order to adapt to the Plane of Night, & the Sidarites 
have made it their sacred duty to provide such assistance. In fact, 
the temple was originally built here on top of the intermittent 
portal from the Pit of Fate for just such a purpose. The clergy who 
operate & maintain this temple have been proudly aiding the houri 
novices for untold centuries, & hope to continue in their duties for 
many ages to come, the Peacemaker willing. 
 
One thing that could hinder their efforts is the recent disappearance 
of a most sacred relic. The Helm of Acumen was a great tool for 
instructing the new houris, one that was relied upon more & more 
as the centuries past. The simple steel cap was able to impart a 
great deal of knowledge concerning the world of Najmah & its 
many peoples in a mere instant. The temple clerics used it 
regularly in an acclimation ceremony, but now it has turned up 
missing. Worse yet, evidence seems to point to it having been 
actually stolen, & the theft may have been assisted by one or more 
parties within the clergy itself. Fear, anxiety, & suspicion are 
running rampant within this normally-tranquil temple, & until the 
helm is found, the clerics will have to instruct the houris the old-
fashioned way. 
 

Rig Temple 
In southern Kshaya, near the edge of civilization, there is a frontier 
temple dedicated to Bhishaj (known on Siraaj as Pashati). It rests 
upon the eastern coast, overlooking a large bay where the strange 
mists that pervade the world of Najmah ebb & flow, sometimes 
surrounding the area with a multihued fog. This place of worship is 
called Rig (REEG) Temple, & it was deliberately built in this rain-
soaked region to better exalt the Mother of Rains. 
 
The temple itself is a tapering circular tower, with many gargoyle-
like waterspouts adorning the walls & rooftop. There are no doors 
in the open gateways, & the many windows lack glass panes. 
Instead, they are all decorated with curtains made from strings of 
crystal beads, which are every color of the rainbow, & always 
shaped like teardrops. The interior has a grand spiral staircase, 
which leads all the way to the uppermost floor (the tenth), & a 
magnificent cascading fountain in the center of the bottom floor. 
The vines that climb the outside wend their way through the open 
windows in some places, but the clerics & monks who live here are 
forbidden to cut them. 
 
Rig Temple was once a serene place, where Bhishaj’s faithful 
came for untold centuries to sing the praises of the Riverqueen. But 
as of late, the clergy have barred the doors for the first time in the 
site’s history, turning away pilgrims & parishioners alike. 
Recently, a dreadful curse fell upon the temple, affecting all who 
enter it. The cause of the curse is unknown, but flora withers & 
dies near anyone who has acquired it. The followers of Bhishaj 
who have escaped the hex are seeking a means of curing it, or even 
determining its ultimate cause, but so far, they have not been 
successful. 

 

Rishi Temple 
Situated on the western coast of Dharaanala, on a high windswept 
hill overlooking the sea, is a lonely-looking temple, which is 
devoted to Waharim. This temple was once a great center for 
learning & enlightenment, a place where pilgrims flocked from 
across the ocean to visit, & scholars came to live in the thorp that 
sprung up around it. But disaster & hard times have taken their toll, 
& the beleaguered Rishi (REE-shee) Temple is now just a mere 
shadow of its former glory. 
 
The temple has been burned down many times over its history, & 
each time it has been rebuilt, although never to the full extent of 
what it was before the destruction. Its gray halls once held a vast 
library, with ancient tomes & famous scroll spilling off the shelves, 
but one of the fires long ago destroyed the library, taking almost 
every book with it. After that particular catastrophe, which was 
nearly thirty years ago, the scholars eventually left, the thorp 
dwindled to almost nothing, & the temple was nearly abandoned. 
The church of Waharim did decide to rebuild after that last 
tragedy, but Rishi has never fully recovered, & only a dozen or so 
monks & clerics remain to staff the now-quiet halls. 
 
Across a narrow strait, which is made deadly by rocky shoals, is a 
small island name Dhyaana. The monks of Rishi Temple regularly 
go to the grassy isle to meditate, often for days at a time. The path 
to reach the island is a dangerous one, requiring one to climb down 
the steep slope of the hill to the beach, take a small boat or a canoe, 
navigate between the many large rocks that pierce the waves to 
reach the island cliffs, & ascend a narrow staircase cut into the cliff 
side. Few people other than the clergy even make the trip, but the 
monks here will swear that no other place on Najmah is as 
conducive to contemplating the Archivist’s divine wisdom, making 
any journey well worth it. 
 

Sattva Temple 
On the northern coast of Dharaanala, east of the Gaayati Peninsula, 
is a grandiose gilded temple dedicated to Udyama, the Lion God 
(known on Siraaj as Qirus). A gleaming beacon sitting atop a 
wooded hill, this place of worship was once a private palace retreat 
for one of the efreeti khans of the south, before the Agni khanates 
were emptied out by the Pactspell. Now the opulent fortress has 
been converted to praise the Stoic Watcher, & has been renamed as 
Sattva (SAHT-vah) Temple. 
 
The temple is actually a tight complex of separate buildings, which 
were once surrounded by a mostly-decorative wall. There are four 
slender towers made of red & white stone, with golden accents & 
windows filled with thick panes of crystal-clear volcanic glass. The 
central keep is of the same style, but the uppermost floor is capped 
by an enormous golden statue of a watchful lion, its black eyes 
vigilant & inscrutable. This immense leonine figure replaced an 
equally-impressive sculpture of the khan who once owned the 
citadel. 
 
The clergy of Sattva Temple are currently recovering from a recent 
earthquake, which has damaged the buildings down to their 
foundations. To compound the issue, since the quake, the local 
wells have become contaminated with sulfur & rust, becoming 
undrinkable. Before the quake, the temple was one of the most 
popular religious sites in the world, & the donations from 
worshippers has made this one of the wealthiest temples, but this 
current situation has chased away pilgrims, vexing the clerics just 
when they need help the most. 
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Sea of Golden Flames 
To the south of Dharaanala, east of Vaatavaari, there is a great 
wide bay where the antarctic sea laps at cool, rocky shores. This 
vast inlet is filled with cold, crisp waters that are a deep green near 
the coast. Farther out to sea, the calm waters begin to glow 
brightly, taking on fiery hues of red & yellow, with wave crests 
looking like roaring, lapping blazes. This eerie flaming appearance 
gives the ocean its utterly-appropriate name, the Sea of Golden 
Flames. 
 
The name of the sea has nothing to do with any actual fire; the 
waters here are perfectly normal, becoming clear & potable (if 
perhaps a bit saline) once pulled from the waves. The mists of 
Najmah are especially thick though, so nothing can be considered 
totally ordinary. These reality-bending mists are commonly cited 
to account for the sea’s bizarre coloration, although the radiant 
glow is not explained away so easily. The ultimate cause of the 
waters’ appearance isn’t known for sure, though, so many myths & 
legends have arisen as a result. 
 
The sea’s flaming glow makes the rest of the world seem darker by 
comparison, & even reduces one’s ability to see the stars in the sky 
above, which makes navigation difficult. Fishermen have tried 
various methods to see the stars more easily, or to use other means 
to navigate, with mixed results. Most of them stay close to shore, 
where the waters are green & dim. Because of this, & the relatively 
low population of the southeast, very few people travel across this 
fascinating bay. This in turn leads to fantastic tales of monstrous 
creatures swimming in the strange waters, which deters travelers 
even more. 
 

Shining Tower 
In a great enclosed bay, between Atma & the Karshaka Peninsula, 
is a steep rocky island, ringed by dangerous reefs on all sides. Atop 
of the island’s highest hill is a magnificent spire, made of 
scintillating crystal. The tower’s myriad facets reflect the light of 
the stars & the moons, creating a dazzling display of sparkling 
wonder that can be seen for miles in all directions. 
 
Known as the Shining Tower, this marvelous structure was built by 
the devas of Prana, as a grand gift to the genie-folk. For a long 
time, the tower was inhabited by djinni & marids (along with their 
half-genie & sabi kin), but after the Pactspell, the spire was 
abandoned, as it has remained to the current day. An air of mystery 
has settled over the area, & it is widely believed that the place is 
haunted. 
 
Within the Shining Tower, every silent corridor & empty chamber 
is made of the same translucent crystal as the much-thicker outer 
walls. The inner surfaces are all as multifaceted as the outside, 
creating a severe prism effect that obscures most chambers from 
one another. From the outside, the tower appears to have no 
windows, but some of the outer facets have no refraction, allowing 
people inside to see clearly outward in some places. 
 
Once every great while, the Shining Tower will blaze with a 
brilliant inner light, as bright as the strange & frightening sun of 
the Plane of Day. During those rare times, any creature entering 
the spire will emerge from a cavern on the coast of Zurim Bay, on 
Siraaj. No one knows when these shining times will happen, or 

how long they will last, but it is thought that the trigger is located 
within some hidden chamber of the tower. 
 

Sindhu Valley 
On the northern edge of the Bhangah Jungle, south of Atma, is the 
wide wooded basin known as Sindhu (SIN-doo) Valley. A 
beautiful, lush valley, filled with flora & fauna of nearly every 
conceivable variety, this place is a paradise, untouched by 
civilization. Unlike the Bhangah to the south, the vegetation in this 
valley can be easily navigated, & few trees grow as tall or as thick 
as the mighty vizaalas. 
 
The valley is unusual in a number of respects. For one thing, even 
though it is a low-lying flat area, no river runs through here; in fact 
several nearby rivers actually seem to avoid this natural basin, 
which by all rights should be a sodden swamp. Also, none of the 
many creatures here are carnivorous; even animals that are 
normally meat-eaters elsewhere in the world act as docile 
vegetarians here. Lastly, creatures that are somehow killed within 
this valley quickly decompose, dissolving into a viscous liquid 
within minutes, even if measures are taken to preserve the body. 
 
For reasons that are not fully understood, people tend to stay away 
from Sindhu Valley. The area has never been settled, even though 
it is a place that could easily support people in large numbers. 
Travelers report being overcome with a sense that they should 
hurry through the valley, & even the most determined explorers 
quickly find some reason to leave. No one ever claims that they 
were chased off or threatened, but the feeling that there is a force 
that is attempting to repel outsiders cannot be easily dismissed. 
 

White Wastes 
On Nidhanandha, in between the devil-lands of Hima & the 
demon-lands of Sergala, there is a flat, frigid plain of white salts. 
Here, the air is painfully dry, & the wind bears a choking white 
dust that scours the landscape as it rushes eastward in stinging 
gusts. The flat crystalline badland extends for thousands of miles, 
eventually merging with the tundra of the extreme arctic north to 
form a seemingly-endless field of lifelessness. This hostile no-
man’s-land is known to both sides as the White Wastes. 
 
The wastelands have been used for untold centuries as the site of 
many battles in the never-ending war between the devils & the 
demons. Minor skirmishes are fought here on an almost-weekly 
basis, & major clashes erupt every other month or so. Deep 
trenches, many of which stretch for hundreds of miles, have been 
dug into the parched ground on both sides, & the land in between 
is scorched & stained with previous explosions & carnage. The 
desiccated corpses of countless devils & demons litter this bleak 
landscape, & are practically the only thing that breaks up the 
unchanging white vista. 
 
But there is opportunity to be found everywhere, as the merchants 
say; even here in this hellish land. The bodies of the many fallen 
warriors are mostly untouched, so their weapons, armor, & gear 
can still be gathered, if one is able to take them & escape the 
battlefields. The salts quickly corrode many items, including most 
ordinary metals & leathers, but some things are resistant to the 
caustic effects, especially magic items. The war-waging armies 
don’t look kindly upon looters of either side, however, so 
scavengers need to be quick, quiet, & above all careful. 
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Chapter 4: 
PC Races 

 
Table 4-1: Random Starting Ages 

Race Adulthood 
Barbarian / Rogue / 
Sorcerer 

Bard / Fighter / 
Paladin / Ranger 

Cleric / Druid / Monk 
/ Wizard 

Gnoll 14 years +1d4 +1d6 +2d6 
Half-Genie 25 years +2d6 +3d6 +4d6 
Half-Ghul 20 years +2d4 +2d6 +3d6 
Human 15 years +1d4 +1d6 +2d6 
Kobold 6 years +1d3 +1d4 +2d4 
Lizardfolk 20 years +1d6 +2d6 +3d6 
Sabi 17 years +1d4 +1d6 +2d6 

 
Table 4-2: Aging Effects 

Race Middle Age* Old** Venerable*** Maximum Age 
Gnoll 35 years 53 years 70 years +2d10 years 
Half-Genie 75 years 113 years 150 years +2d% years 
Half-Ghul 60 years 90 years 120 years +1d% years 
Human 35 years 53 years 70 years +2d20 years 
Kobold 60 years 90 years 120 years +3d6 years 
Lizardfolk 50 years 75 years 100 years +2d20 years 
Sabi 40 years 60 years 80 years +3d20 years 

* = @ Middle Age, -1 to Str, Dex, & Con; +1 to Int, Wis, & Cha 
** = @ Old Age, -2 to Str, Dex, & Con; +1 to Int, Wis, & Cha 
*** = @ Venerable Age, -3 to Str, Dex, & Con; +1 to Int, Wis, & Cha 
 
Table 4-3: Random Height & Weight 

Race Base Height Height Modifier Base Weight Height Modifier 
Gnoll, male 5’2” +2d12 180 lbs. ×(2d6) lbs. 
Gnoll, female 5’4” +2d12 200 lbs. ×(2d6) lbs. 
Half-Genie, male 4’10” +2d12 150 lbs. ×(2d6) lbs. 
Half-Genie, female 4’5” +2d12 110 lbs. ×(2d6) lbs. 
Half-Ghul, male 5’5” +2d12 160 lbs. ×(2d6) lbs. 
Half-Ghul, female 4’10” +2d12 125 lbs. ×(2d6) lbs. 
Human, male 4’10” +2d10 120 lbs. ×(2d4) lbs. 
Human, female 4’5” +2d10 85 lbs. ×(2d4) lbs. 
Kobold, male 2’1” +2d4 40 lbs. ×1 lb. 
Kobold, female 1’10” +2d4 30 lbs. ×1 lb. 
Lizardfolk, male 5’7” +2d12 180 lbs. ×(2d6) lbs. 
Lizardfolk, female 5’3” +2d12 160 lbs. ×(2d6) lbs. 
Sabi (Hawasabi), male 4’10” +2d10 120 lbs. ×(1d4) lbs. 
Sabi (Hawasabi), female 4’5” +2d10 85 lbs. ×(1d4) lbs. 
Sabi (Masabi), male 4’10” +2d8 120 lbs. ×(2d4) lbs. 
Sabi (Masabi), female 4’5” +2d8 85 lbs. ×(2d4) lbs. 
Sabi (Narsabi), male 4’10” +2d12 120 lbs. ×(1d6) lbs. 
Sabi (Narsabi), female 4’5” +2d12 85 lbs. ×(1d6) lbs. 
Sabi (Terisabi), male 4’10” +2d10 120 lbs. ×(2d6) lbs. 
Sabi (Terisabi), female 4’5” +2d10 85 lbs. ×(2d6) lbs. 
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Table 4-4: Singular & Plural Forms 
Singular Plural 
Human Humans 
Gnoll Gnolls 
Lizardman/Lizardwoman Lizardfolk 
Kobold Kobolds 
Sabi Sabi 
Half-Ghul Half-Ghuls 
Half-Genie Half-Genies 
Ghul Ghuls 
Djinn Djinni 
Efreet Efreeti 
Marid Marids 
Dao Dao 

 
Table 4-5: Reincarnation Chart 

Original Race 
Worthy 
Reincarnation 

Unworthy 
Reincarnation 

Aasimar Deva Homa 
Aazlai Houri Ghul 
Camelotaur Houri Ghul 
Demon Almasti Div 
Deva Karkadan Samandar 
Devil Vulture Harpy Div 
Genie Hafaza Ammut 
Ghul PC Race Demon 
Gnoll Houri Ghul 
Half-Genie Houri Ghul 
Half-Ghul Houri Ghul 
Houri Homa PC Race 
Human Houri Ghul 
Kobold Houri Ghul 
Lizardfolk Houri Ghul 
Pahari Houri Ghul 
Sabi Houri Ghul 
Tiefling Hafaza Demon 
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Gnoll 
3rd Edition Statistics 

• Strength +2, Wisdom -2. 
• Humanoid (Gnoll): Gnolls are subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. 

• Medium Size: As Medium creatures, gnolls have no 
special bonuses or penalties due to their size. 

• A gnoll’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Racial Skills: A gnoll character has a +2 racial bonus 

on Listen, Spot, & Survival checks. 

• Social Acumen (Ex): Gnolls are canny & adaptable in 
social situations; they receive a +2 circumstance bonus 
to Diplomacy & Sense Motive checks made when 
dealing with members of another culture. 

• +1 natural armor bonus. 
• Automatic Languages: Gnoll. Bonus Languages: 

Common. 
• Favored Class: Ranger. 
• Level Adjustment: +0. 

 

4th Edition Statistics 
Average Height: 6’0” - 7’0” 
Average Weight: 250 - 300 lbs. 
 
Ability Scores: +2 Strength, +2 Constitution OR +2 Charisma 
Size: Medium 
Speed: 7 squares 
Vision: Low-Light 
 
Languages: Common, Gnoll 
Skill Bonuses: +2 Diplomacy, +2 Endurance 
Glory in Battle: When you bloody an enemy or reduce an enemy 
to 0 hit points or fewer, you gain a +1 racial bonus to attack rolls 
until the end of your next turn. 
Pack Fighter: You gain a +1 racial bonus to damage rolls for 
every ally within 2 squares of you. 
Disheartening Cackle: You can use the Disheartening Cackle 
racial power. 
 
Disheartening Cackle (racial power) 

• You strike fear into the hearts of your foes with a 
ferocious cackle. 

• Encounter * Fear 
• Minor Action Close Burst 5 
• Target: Each enemy in burst 
• Attack: Constitution +2, Wisdom +2, or Charisma +2 

vs. Will 
• Hit: The target takes a -2 penalty to their next attack 

roll before the end of your next turn. 
• Special: Increase the attack bonus to +4 at level 11, & 

increase the attack bonus to +6 at level 21. At character 
creation, choose one of Constitution, Wisdom or 
Charisma. That ability score becomes the one you use 
for this racial power. Once made, this choice cannot be 
changed. 

 
Favored Classes: Assassin, Druid, Ranger, Warlock 
 
 
 
 

 

Overview 
Population: 64,420,000 worldwide 
Height: 6’4” tall (average) 
Weight: 280 lbs. (average) 
Languages: Common, Gnoll 
 
Gnolls are a strong & hardy race hailing from the eastern shores of 
the continent of Admaja. Tall & muscular, they resemble 
humanoid hyenas, with short black muzzles & hair covering their 
entire bodies. Also known as the Saraqanas (an Admajai word, 
meaning “Fur-People”), gnolls walk upright or with a slight hunch 
forward. Their arms are even longer & thinner than their lanky, 
digitigrade legs, often giving them a springy appearance & a 
loping gait. 
 
Biology 
An average gnoll adult weighs between 250 & 300 pounds, & 
reaches between 7’ & 8’ in height. Gnoll females are usually as tall 
as the males, though they typically weigh slightly less when not 
with child. Gnolls are among the strongest of natural humanoids on 
Siraaj, roughly on par with the aazlai. Gnolls are naturally immune 
to ammonia ingestion, most food-borne bacteria & rabies, although 
they can carry & transmit the latter. 
 
Diet 
Gnolls are primarily carnivores, though they often supplement this 
diet with other sources of nutrition. Their habit is to have a large 

meal, consisting mostly of meat, no more than once every few 
days; this has given them an undeserved reputation as gluttons. 
Gnolls also prepare grain flour, eat tubers & can scavenge easily, 
as their digestive tracts can cope with the bacteria from decaying 
carrion. Gnolls can also eat insects, though this is usually avoided 
due to the many poisonous arachnids known on Siraaj. They also 
have a predilection both for subcutaneous fat & for marrow, & 
seeing two gnolls chew on strips of gristle or bone while 
conversing is not uncommon. Gnolls enjoy honey & fruit juices, 
but they drink relatively little water in comparison to their size. 
They dislike alcohol & ruminant milk (though they do enjoy 
butter), & consider chicken eggs to be a dietary staple. 
Reproduction 
Gnolls become sexually mature around 15 years of age, at which 
time females go through estrus cycles one week out of eight. Males 
at this age experience a thickening of their previously-soft body 
hair, including the growth of a beard. 
 
Gestation is around seven months; gnoll cubs are born small, but 
awake, with incisors & canines already in place, & can crawl & eat 
soft food within a week or so of birth. Carnassials, premolars & 
molars develop within the first two years. Sadly, a full quarter of 
first-time mothers give birth to a stillborn child, & 10% of all first-
time mothers die without extreme care & treatment. 
 
Gnolls of both genders can mate with shaghals, as well as with 
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shape-shifted creatures such as genies or ghuls, & the gnoll-
descended offspring of such a union. The offspring of a gnoll-
shaghal mating will effectively be either a gnoll or a shaghal (50% 
chance of each). Mating with a genie or a ghul (that has shape-
shifted into a compatible form) will create a half-genie or a half-
ghul, respectively. Due to their differing physiology, gnolls can 
only mate with half-genies, half-ghuls, & sabi descended from 
gnoll stock. They cannot successfully mate with any other sentient 
creatures, such as humans, dvernin, kobolds, lizardfolk, or pahari. 
 
Growth 
Gnoll children grow quite quickly, reaching their full height by 

their fourteenth year & their full weight by age 20. Both genders 
develop a coat of hair behind their ears down the length of their 
necks, & males will see a beard develop down the sides of their 
faces after puberty. Females have finer whiskers on their muzzles 
than males, & keep the soft body hair of their youth; they also have 
wider hips than their male counterparts, & a small pair of teats on 
their upper chests (although these are mostly hidden by their fur). 
Males have two enlarged canines & thicker, coarser hair than 
females; gnoll-men also have larger, wider shoulders & more 
muscular chests, giving them a top-heavy appearance compared to 
the females.

 

Nahr Culture 
Population Base: Alhurus Lake, Nahraldikh, Saqiyah River 
Primary Religions: Adimas, Akasha, Limalia, Sunya 
Dominant Language: Common 
 
The Nahr culture is centered around urban areas, chiefly 
Nahraldikh in the easternmost reaches of the continent. Descended 
from the people of the former kingdom of Uqalizar, the Nahr 
people are the inheritors of a rich mercantile spirit & cleave to 
many long-standing traditions. Well-established trade routes to the 
profitable western cities have spread the active & mobile Nahr 
around Alhurus Lake & deep into Ilud, where they move various 
wares & establish themselves in commerce. 
 
Internal Relations 
The Nahr are concentrated around major city-states & established 
trade routes, especially around the Saqiyah River & Alhurus Lake. 
There, they encounter many other peoples who share their 
traditions, but are perhaps more settled. In Nahraldikh, the Nahr 
culture is all-pervasive, encompassing even members of other 
races. To be Nahr is to be a member of a group that ignores race, 
although the public image is always that of a gnoll. The Nahr are 
typically friendly to one another, & often share trade stories & 
favored routes. 
 
External Relations 
The Nahr people are extremely affable & get along well with other 
societies; even the most evil among them know how to be 
minimally charismatic. The Nahr culture are fast friends with the 
kobolds of Ilud (with whom they share many business deals & 
trading contacts), & generally civil with most other races. Notable 
exceptions include the shaghali (their mortal enemies), the people 
of the Empire of Ostaz (who enslaved Nahr traders decades ago & 
have shown bad faith ever since), & all of ghul-kind. They are 
wary of the religiously dogmatic, but while rather uncomfortable 
with wizardry & sorcery, they have a fascination for the fantastic. 
The few Nahr children descended from genie-kin are loved no less 
by their mortal parents, & members of the community who are 
comfortable with their existence will help to shield & raise these 
children in an environment safe from paranoia. 
 
Occupations 
Nahr are traders, by & large; unsurprisingly, most Nahr choose to 
enter mercantile professions. Whether settled merchants or 
traveling peddlers, the Nahr people enjoy acquisition, transferral, 
& commerce. Exchange & appraisal are skills taught to nearly all 
Nahr from a very young age, & arithmetic is valued more highly 
than literacy by far. This is not to say that the Nahr do not produce 
goods; however, unlike many other cultures, the Nahr see their 
products as items for sale, rather than in terms of sheer personal 
benefit. 
 
Very few Nahr choose to join a clergy, & only a relative minority 
of them become warriors or soldiers. Young Nahr, especially Nahr 

gnolls, enter the workforce very early in life doing odd tasks & 
acquiring skills for later in life. Many of the Nahr become 
apprentices to craft or trade masters, some as early as the age of 
ten. 
 
Names 
Nahr draw their names from the Common tongue, or less 
commonly, from Gnoll; however, they do not hold to any tradition 
of family name. Rather, as Nahr believe that the child takes on the 
traits of its same-gendered parent, the child is given said parent’s 
name as a surname. Boys take on the median gar (“son of”) & girls 
the median wawa (“daughter of”); so, for example, Aziz the son of 
Shoaib & Naheed would be Aziz gar Shoaib; his sister would be 
Bawra wawa Naheed. This is most commonly practiced among 
Nahr gnolls, however, & is less common among non-gnoll Nahrs. 
 
Male Sample Names 
Aswad, Auwa, Dib, Ghadhab, Hakim, Hasim, Kalb, Masud, 
Mubarak, Rafik 
 
Female Sample Names 
Adiba, Barakah, Fadila, Haifa, Imkan, Isra, Karima, Saida, Uduni, 
Zada 
 
Food & Drink 
The Nahr have a taste for seafood unlike any other land-faring 
culture on Siraaj. They prepare & serve it in manners unseen 
anywhere else, & will always take it where available. Salted fish is 
in high demand in any inland community where the Nahr are 
present. In Nahraldikh & surrounding towns, the locals catch 
hideous-looking sea insects known as prawns, which they eat as a 
delicacy. Non-gnoll Nahr generally consider themselves to be 
among the finest connoisseurs of wines, & that opinion is not 
entirely without merit. The Nahr also have an unusual habit of 
adding salt & herbs to social beverages, such as fruit juices, or of 
eschewing drink altogether with meals in favor of a boiled tuber 
pulp; more other cultures find both practices to be repulsive. In 
terms of livestock, their favorite meat is that of a goat, & they are 
notorious among those they meet for their raw egg dishes & their 
aversion to new foods. 
 
Appearance 
The Nahr value a variety of colors in their clothing, which is 
always kept practical but visible enough to be distinguishing. It is 
rare for gnolls to wear leggings, but the non-gnoll Nahr usually 
wear loose, blousy breeches; Nahr of all races will typically wear a 
colorful long-sleeved tunic, often with a vest in some 
complimentary color. For Nahr gnolls, females currently favor a 
full neck of hair, often with dyes, while males favor a short 
trimmed mohawk, brushed down & sometimes oiled. Older gnoll-
men keep their neck hair mid-length & shaggy, but gnoll beards 
have been out of fashion for a century. Merchants in & around 
Nahraldikh have recently taken to applying colored nail polish, 
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which is a lacquer made from meska, egg whites, & dyes. Nahr 
maintain long hair as a general rule, & often wear leather belts 
with several pouches. Taller Nahr men have wooden canes to walk 
about & gesture with. 
 
Arts & Education 
The Nahr value mathematics above literacy by far, & as such, few 
Nahr below the wealthiest elite know how to read & write. Some 
learn specifically to read trade manifests & contracts, usually via 
rote, but most Nahr can scribe numbers & do relatively complex 
calculations. Learning local tongues is common for many Nahr, 
especially travelers, & those who grow up in the Nahraldikh region 
tend to acquire a basic grounding in the Gnoll tongue. Oratory, & 
thus an oral storytelling tradition, flow strongly throughout the 
Nahr people. Debate, fast talk, & bartering are considered talents, 
& wit is highly prized. The Nahr keep their education informal; 
most teaching is done parent-to-child or master-to-apprentice. 
Scripting is rare & books are almost unheard of, except for 
personal use & private collections. The body of Nahr literature is 
therefore rather sparse, & most of it consists of mercantile law & 
arithmetic treatises. 
 
Relationships 
The Nahr do not generally marry, which is a holdover from the 
days of Uqalizar. Instead, they may take a preferred mate or 
common partner with which to form a family. Nahr women have 
the upper hand in mate selection, & the men will often compete for 
the approval of a lady, sometimes violently. Though casual sexual 
relationships are the norm for younger Nahr, especially the gnolls, 
settling down with a family grouping becomes more common in 
their later years. Whether this is an actual family or a group of 
friends who live & travel together in a band, the Nahr people tend 
to grow quite close to longtime associates, considering such 
companions family in a way that other cultures value blood 
relatives. The Nahr are open about their sex lives to a degree that 
embarrasses most other people. 
 
Crime 
The Nahr peoples do not experience nearly as much corruption or 
crime as many other cultures do, due to their broadly social nature 
& intolerance for criminality, but it does happen. Whether it is a 
natural consequence of a commercial society or a residual taint 
from shaghal influence, dark eddies within the Nahr are real & 
visible. Despite their affable nature & social deterrence 
mechanisms, crime still occurs among the Nahr, & so several law 
enforcement traditions have developed over time. 
 
Minor crimes among the Nahr are treated as such: payment of the 
debt incurred, whether to another or to local law, is usually 
sufficient to wipe the slate clean. Repeat offenders will find their 
reputation tarnished, though, & the close-knit nature of Nahr 
society means that a stain on one’s name will spread farther than 
one might fear. More severe crimes, including failure to repay 
debts from minor crimes, are treated more seriously. Seizure not 
only of goods but also of person is not uncommon, & in settled 
areas forced indenture is a common penalty. Such servitude is 
dictated by local governance where legitimate, but is normally 
degrading. In lands where slavery is forbidden, seizure of goods & 
remanding into local custody is considered an acceptable 
substitute. 
 
Serious crimes warrant serious punishment, so the Nahr have 
capital offenses, as well as punishment to match. These sentences 
are rarely waived; a crime of such nature deserves no reprieve in 
the minds of the Nahr. They do not like being pushed to this 
extreme, & so the punishment is meted out rapidly & without 

fanfare. For an execution, the criminal is forced to stand (the 
condemned is rarely bound, as this is viewed as distasteful), & 
their head is struck fiercely from the side with a greatclub. The 
body is left to the vultures unless it can be cast to the sea, & in 
either case it is abandoned to its fate as quickly as possible. 
 
Cannibalism 
The Nahr gnolls believe that the flesh of the dead should not be 
wasted, & are taught from an early age that the eating of a dead 
being confers a portion of that being’s essence unto themselves. A 
Nahr’s remains are usually eaten by their immediate family 
members, who sometimes share the body with their friends & 
neighbors as a great & generous honor. The carcasses of enemies 
or criminals are never eaten, as to do so would be to disgrace 
oneself & taint one’s spirit. Dead humanoids found during travels 
are scavenged if salvageable & eaten as a tribute; the quality of the 
meat is not excellent, but it is a quick & efficient way to respect 
the deceased. If the body can be identified, then the skull & femurs 
are kept intact & returned to next of kin if at all possible. 
 
Inter-Species Relations 
Young Nahr sometimes “cross lines” & engage in juvenile 
fumbling with their peers, regardless of race. Adults consider this 
to be highly embarrassing, but allow it to transpire, dismissing the 
dalliances as “just a phase.” Painful lessons are swiftly learned, & 
life goes on as it always has. Nahr who have been party to this type 
of experience will find the topic of inter-species mating even more 
embarrassing than most, although a rare few retain their fondness 
for the practice later in life. 
 
Legends 
Though the Nahr all have a tale to tell, their well-established travel 
routes keep them well clear of most legendary beasts & 
supernatural events. As a culture, they are mostly blind to the 
fantastic, & so encounters with creatures out of fables & myths are 
invariably startling. Comparatively, many Nahr have run into 
magic of some small kind in their lives, & a notable minority is 
aware of the sabi & even the half-genies living amongst them. This 
stark contrast leaves the Nahr ill-equipped to deal with the truly 
exotic, since their familiarity with low-level magic narrows the 
scope of their imaginations. 
 
Sexism 
The Nahr culture exhibits a slight gender inequality, though by & 
large it is more in the vein of friendly competition. The slight 
female dominance in the gnoll ranks has given rise to an under-the-
table trade in small, pagan symbols of Sunya & Akasha, which 
men & women keep to declare their allegiance to bantering sexism. 
The contrast of the gnolls’ man-chasing women & the humans’ 
women-chasing men within the same society ensures that services 
hoping to cater to the lovelorn find themselves wondering which 
way the wind will shift. The juxtaposition of these attitudes is both 
amusing & illuminating to people of both races. 
 
Slavery 
As mentioned previously, the Nahr do not keep slaves as a general 
rule, & many of the settlements that they inhabit have banned the 
practice outright. A common exception is to allow indentured 
criminals, which are forced to work for up to three years, based on 
the severity of their crimes. They are commonly assigned the worst 
tasks in a community & are always the last to eat. Compared to the 
extremes of places such as Ostaz, however, Nahr indenture is 
considered tame & benevolent. For one thing, indentured convicts 
are expected to survive their servitude, & wanton violence toward 
them is strongly discouraged, for another. 
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Rizzadobo Tribal Culture 
Population Base: Rizzadobo, the Northern Wastes 
Primary Religions: Limalia, Sunya 
Dominant Language: Gnoll 
 
In contrast to the southerly, urbane Nahr peoples, the culture of the 
gnoll tribes of the north reflects a far harsher view of the world. 
Scattering themselves into caravans & tribal bands across the 
Northern Wastes, the nomads provide a different sort of trade, one 
focused more on practicality & survival. After the fall of Uqalizar, 
these tribes came to dominate the uncharted trade landscape, & 
formed a convergence around Rizzadobo as a nexus of 
information, a meeting place, & a rest stop. It is said among the 
councils at Rizzadobo that the tribes are ever-moving & ever-
changing to deprive the Lord of Loss of his spoils; whether any 
truly recall the meaning of this myth is unknown. 
 
Internal Relations 
The nomadic gnolls form tight family groups that work together 
when dealing with outsiders of any sort. These groups may be as 
small as three or as large as forty, although the average is about a 
dozen or so members. Tribal leaders, normally the wisest senior 
members, use crude landmark maps as well as their own insight to 
arrange meetings with other groups (called accords) & direct the 
thin flows of trade through the Northern Wastes. 
 
External Relations 
Though the nomads provide an important service in trade, they are 
far more insular than more urban-oriented gnolls. Few among the 
nomadic caravans are non-gnolls, & only at larger accords & 
trading posts do the tribe members truly stop to converse with 
outsiders. While still friendly, the nomad tribes see themselves as 
providers of an important service, both to others & to themselves, 
& thus keep ostentation out of their interactions with buyers & 
sellers. 
 
Villagers & towns-people sometimes distrust the wandering 
merchant bands, whose way of life they find strange & contrary to 
their own lifestyle. So in several city-states of the Northern 
Wastes, however, members of the tribes settle down to establish 
trading posts & take up a profession. More often than not, these 
sojourners begin raising livestock or growing & milling grain. In 
this way, the tribes draw new blood from the children of those who 
settle the region, keep close ties to their customer base, & develop 
new opportunities for trade.  
 
Occupations 
Members of the nomadic bands fill many different roles as needed. 
Some manage the livestock brought along on the caravans, while 
others collect eggs & churn butter. Guards for the caravans, wood-
workers for repairing wagons, weavers to make fabrics, even cooks 
to prepare meals; all of these roles are vital for the continued 
survival of a caravan. 
 
Many bands have a cleric with them to aid their travels. Others 
prefer a druid or a ranger, & a fortunate few have a geomancer. 
Many caravans take on additional hires at trading points, to serve 
as escorts for a dangerous journey. Of course, some tribesmen do 
settle in with cultures that the nomads encounter, to better assist 
their brethren in their business. Tribal life is therefore a 
combination of self-sufficiency, survival, & sales. 
 
Names 
The tribes use the Gnoll tongue almost exclusively for naming 
children; even non-gnoll members do likewise. Family names are 
uncommon; more likely, a child is called by the occupation of the 

mother, who has precedence in the band. The medians gar & wawa 
are used as honorifics for men & women, respectively, rather than 
to indicate familial relationship. 
 
Male Sample Names 
Gaspar, Khorshed, Rashne, Roshan, Sarosh, Shah, Siamak, Sirus, 
Tabor, Tallis 
 
Female Sample Names 
Arezou, Jasmina, Kira, Nasrin, Parisa, Roshan, Sadira, Soraya, 
Zenda, Zuleika 
 
Food & Drink 
Any reasonably-sized caravan will have with it many chickens, & 
cooked egg dishes of all kinds form a staple of the tribal diet. 
Unlike the normal gnoll diet, the tribes generally eat one large 
meal or two small meals each day. Tubers & grains, when 
available, are cooked into unleavened cakes while traveling, as 
food must be prepared on the go. The nomad bands tend to hunt for 
their larger dinners, & will scavenge without complaint. 
 
When the plants are available, or a windfall of wealth appears, a 
band will enjoy a dish called charba, which is a thick, slurry-like 
stew, thickened with coarse flour & often heavily spiced. 
Wanderers who have traveled with the nomads all agree that this 
dish is indeed a treat, as are the simple repasts made from no more 
than egg & butter. Bands always make sure to carry sufficient 
water, as well as a cache of honey for the ill, & often bring oil or 
almonds along to compliment any meat that they may find or hunt. 
 
Appearance 
Textiles in general are very important to their trade, so the tribes 
generally dress plainly in comfortable & suitable fabrics, saving 
the finer cloth for later sale. They are perfectly content to wear 
uncolored material in heat-shedding robes & practical tunics, 
usually with hoods (which are only worn at night). The leader of a 
band will wear a dark-colored sash to indicate trade seniority, but 
otherwise such decor is left for other peoples. When a caravan has 
arrived at a settlement & is ready to trade, they announce their 
presence by displaying a motley of decorative fabrics. 
 
The gnoll-men of the tribes wear their whispery beards long & 
often braided, over closely-shorn neck hair (which is done for 
comfort). The women choose to braid their neck hair into many 
small queues, which are adorned with beads made of wood, bone, 
or shell. Both sexes of sharpen their nails & teeth with jandal-
stones, which are specially shaped & polished to each gnoll’s 
preference. Jewelry made of simple metals is sometimes worn 
among more prosperous bands, as a modest sign of their good 
fortune. 
 
Arts & Education 
The nomad bands receive no formal education in any subject; 
practical skills are passed along from older members to younger, 
usually along sharp gender lines. Males usually are trained to tend 
livestock, while females commonly learn fabric-weaving. Cooking, 
hunting, & foraging are all basic skills that are taught to each 
member of the band. Matters of trade, travel, & negotiation are 
taught from a leader to their heir (or their second-in-command). 
 
Those who have set up shop in a town or city apply their lessons to 
agriculture as best as they can, providing most of the goods that the 
caravans need in trade to continue their travels. Among the tribes, 
one of the greatest draws to towns & cities is craftsmanship. 
Craftwork & fabricated goods, such as pots, pans, needles, & tools, 
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are the most difficult for the bands to provide themselves. 
Therefore, they have a great respect for those with the skill, time, 
& focus to make such useful items. 
 
Relationships 
Every relationship within the tribe is defined by the caravan & its 
nomadic travels throughout the continent. When tribes mingle, 
they regularly exchange members, who take the opportunity to 
experience a new life with a new group of people. Many personal 
relationships begin & end with transfers among different bands, or 
a sojourn in Rizzadobo. Some band members choose to settle in 
among their own kind in a fixed locale, & take up permanent 
residence in one of the small city-states that dot the Northern 
Wastes. 
 
As with the gnolls of nearby Nahraldikh, the tribes prefer common 
partners or declared mates rather than true marriages. However, 
unlike the Nahr, the tribes do not concern themselves with 
monogamy or monoandry. Band leader females can take multiple 
willing mates as they choose, though they seldom do so if 
concerned about leaving the caravan in the hands of another while 
a pregnancy runs its course. Younger tribe members are often 
encouraged to travel on their own for a while, or to live life in a 
settlement & experience that culture. Of these, more than three-
quarters will return to the bands within three years, & some third 
of the returners bring along a new member or two (often a mate 
&/or children) to join the tribes. 
 
Crime 
It is up to each band leader to mete out verdicts to the accused in 
cases with insufficient evidence. Rarely does this occur, however, 
as false accusations slow travel & impede the whole band, for no 
benefit. While within the territory of another authority, the 
punishment for any notable crime is exile into that territory with a 
brand of shame (often seared into the face or forehead with a hot 
iron). This is considered lenient, & barring later exoneration is as 
good as a permanent banishment from the tribes. If the tribes are 
the only governing authority, however, then the punishment is 
simple: the condemned is lashed to a heavy wooden stake, & 
abandoned to the will of the wild. 
 
Cannibalism 
The bands will accept the corpse of a humanoid as scavenged 
meat, just like any other body. However, they will not attack a 
living person in order to cannibalize them, except in dire 
circumstances, & they would never eat the body of a band 
member. In an echo of a similar belief among the Nahr, the bands 
refuse to eat the flesh of a foe, fearing that to do so will accept that 
foe into oneself, tainting their own spirit. 
 
Legends 
The tribes run into more “legendary” creatures than most, perhaps, 
but their adventures keep them well clear of any serious dealings 
with such entities. These stories propagate at trading points, 

however, & tend to keep the legends alive. They are more ready to 
believe in the fantastic than the Nahr, for instance, but they have 
little practical knowledge concerning wizardry. 
 
Masters of the Wastes 
The tribes often meet & know the whereabouts of such persons, for 
they often must negotiate safe passage through a master’s territory. 
Most masters of the wastes are reclusive beings who dislike 
dealing with people, so their lairs are usually as far from 
civilization as possible, & difficult to find, as well. Some tribal 
leaders can find a master’s hidden sanctum, as that knowledge has 
been past down from their ancestors, but this lore is something that 
they will not impart readily. 
 
Najmah 
More than one band has wandered a crooked path in the wastes & 
ended up passing over into Najmah. Sometimes a band will cross 
over at a fading point, a place where the two planes merge subtly, 
& not even be aware of their transition. From time to time, one 
such band will find its way back; rarely, something of importance 
may be lost with such a band. 
 
Racism 
Though not actually racist in the traditional sense, it is true that 
apart from their trade stops & the cultural center at Rizzadobo, the 
tribes are almost entirely gnoll, & take no pains to change that 
reality. The few non-gnolls are usually hybrids (such as half-djinn, 
half-ghuls, or sabi), which are almost invariably the result of a 
dalliance between a tribal gnoll & shape-changing outsider. The 
bands mostly draw divisions between tribe-members & non-
members, not between races, so they mostly accept non-gnoll 
members without question. 
 
Sexism 
Most bands have a matriarchal leadership, headed by a gnoll-
woman that has been elected by the band’s elders. Since the fall of 
Uqalizar, tradition has held that the tribes pass leadership duties 
through the daughter’s line. Men are relegated to camp & chattel 
work unless they have clearly preeminent skills to offer in another 
capacity with a caravan. Very few bands are led by gnoll-men, & 
most of those are cases in which the previous Band-Mother died 
without a female heir. 
 
Slavery 
The tribes will take slaves from captured aggressors, from debtors, 
or from those they find lost along the trade routes. Per tradition, 
slaves may only be kept for up to three months, & are the 
collective property of the entire band. To remind them of their 
place, slaves sleep together in a single tent, & are tied to a stake 
similar to that which is used to condemn criminals. They are 
treated harshly only if they are captured enemies; otherwise, they 
are regarded as servants who deserve respect & have a burdensome 
task. 
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Half-Genie 
3rd Edition Statistics 
 +4 Strength, +2 Dexterity, +2 Constitution, +2 
Charisma. 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Medium Size: As Medium creatures, half-genie have 
no special bonuses or penalties due to their size. 
 Half-genie base land speed is 30 feet. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright: A half-genie, being descended 
from genies, has inherited some of their ancestors’ abilities. Each 
half-genie manifests one of the following additional traits, based 
on their lineage: 
 Dao: Once per day, a half-dao can cast stone shape 
&/or soften earth & stone (as the spells). Caster level 8th. The save 
DCs are Charisma-based. 
 Djinn: Once per day, a half-djinni can cast fly for up to 
8 minutes &/or gaseous form (as the spells) for up to 16 minutes. 
Caster level 8th. 
 Efreet: Once per day, a half-efreeti can cast produce 
flame &/or wall of fire (as the spells). Caster level 8th. The save 
DCs are Charisma-based. 
 Jann: Once per day, a half-janni can cast invisibility for 
up to 8 minutes &/or enlarge/reduce person (as the spells). Caster 
level 8th. The save DCs are Charisma-based. 
 Marid: Once per day, a half-marid can cast water 
breathing (as the spell) for up to 1 hour &/or control water (as the 
spell). Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance: A half-genie is resistant to a 
particular element, based on their lineage: 
 Dao: A half-dao gains Acid Resistance 10. 
 Djinn: A half-djinni gains Sonic Resistance 10. 
 Efreet: A half-efreeti gains Fire Resistance 10. 

 Jann: A half-janni gains Electricity Resistance 10. 
 Marid: A half-marid gains Cold Resistance 10. 
 Magical Sensitivity (Ex): All spells cast on a half-
genie character function as if they had +1 caster level. 
 Racial Feat: A half-genie character gains a bonus feat, 
based on their heritage: 
 Dao: A half-dao gains either Endurance or Improved 
Initiative. 
 Djinn: A half-djinni gains either Improved Initiative or 
Lightning Reflexes. 
 Efreet: A half-efreeti gains either Lightning Reflexes 
or Run. 
 Jann: A half-janni gains either Iron Will or Run. 
 Marid: A half-marid gains either Endurance or Iron 
Will. 
 Racial Skills: A half-genie character has a +4 racial 
bonus on Spellcraft & Use Magic Device checks. A half-genie 
character also gains additional skill bonuses, based on their 
heritage: 
 Dao: A half-dao gains a +4 racial bonus on Balance & 
Tumble checks. 
 Djinn: A half-djinni gains a +4 racial bonus on Hide & 
Move Silently checks. 
 Efreet: A half-efreeti gains a +4 racial bonus on Bluff 
& Intimidate checks. 
 Jann: A half-janni gains a +4 racial bonus on 
Diplomacy & Sense Motive checks. 
 Marid: A half-marid gains a +8 racial bonus on Swim 
checks, & can always choose to take 10 on a Swim check, even if 
rushed or threatened. 
 Darkvision out to 60’. 
 Automatic Languages: Common. Bonus Languages: 
Aquan, Auran, Ignan, or Terran. 
 Favored Class: Sorcerer. 
 Level Adjustment: +2. 

 

4th Edition Statistics 
Average Height: See Mother Race racial feature 
Average Weight: See Mother Race racial feature 
 
Ability Scores: +2 Charisma, +2 Strength OR +2 Intelligence 
Size: Medium 
Speed: 6 squares 
Vision: Normal 
 
Languages: Common, see Elemental Origin racial feature 
Skill Bonuses: +2 Arcana, +2 Bluff 
Mother Race: Select a humanoid race. You count as a member of 
that race for the purposes of feats and other racial-based 
prerequisites, as long as you fill any other prerequisites. Your 
average height and weight are 0’2” higher and 20-30 lb. heavier 
than your Mother Race, respectively. 
Elemental Origin: You are a descendant of some type of Genie, 
so you are considered an elemental creature for the purpose of 
effects related to creature origin. In addition, you gain one of the 
following bloodline benefits: 
 
 
Half-Dao 
Bonus Language: Terran 
You have the earth subtype 
When an effect forces you to move - through a push, pull or slide - 

you can move 1 square less than that effect specifies. This means 
that an effect that normally pushes, pulls or slides a target 1 square 
does not move you if you don’t want it to. 
In addition, you gain the Stone Smash encounter power. 
 
Stone Smash (encounter power) 
 An attack of solid stone puts your foe in his place 
 Encounter 
 Free Action Personal 
 Trigger: You would make a melee or ranged attack 
 Effect: If the attack hits, the target is dazed until the end 
of your next turn. 
 
 
 
Half-Djinn 
Bonus Language: Auran 
You have the air subtype 
You gain a +1 racial bonus to all your movement speeds. 
In addition, you gain the Wind Form encounter power. 
 
Wind Form (encounter power) 

• You dissolve into the air, gaining the ability to flow 
through small spaces 
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• Encounter 
• Minor Action Personal 
• Effect: You gain the insubstantial quality, a speed of fly 

3 (hover) and you can fit through even the tiniest crack 
until the end of your next turn. If you are in the air 
when this effect ends, you take falling damage as 
normal. While under the effect of this power, your only 
movement mode is the fly speed granted by this power. 
You can dismiss the effect as a free action. Your Half-
Djinn racial feature increases your Fly speed with this 
power to Fly 4 (hover). 

 
Half-Efreet 
Bonus Language: Ignan 
You have the fire subtype 
You gain proficiency with the saber, khopesh and scimitar. You 
also gain a +1 racial bonus to attack rolls with the above weapons. 
In addition, you gain the Heart of Fire encounter power 
 
Heart of Fire (encounter power) 
 Your soul burns with an inner flame that burns as 
brightly as elemental fire 
 Encounter * Aura, Fire 
 Minor Action Personal 
 Effect: Spend a healing surge. In addition to regaining 
hit points, you gain an aura of fire out to two squares. At the end of 
each of your turns, each enemy in the aura takes 5 fire damage. 
Increase this damage to 10 fire damage at level 11 and to 15 fire 
damage at level 21. The aura lasts until you are bloodied. 
 Special: You cannot use this power if you are bloodied. 
 
Half-Jann 
Bonus Language: Choice of one other 
You gain resistance to one of the following keywords equal to 5 + 
1/2 your level. Fire, Cold, Force, Acid, Lightning, Thunder. The 
resistance increases to 10 + 1/2 your level at level 21. 

In addition, you gain the Attunement Shift encounter power. 
 
Attunement Shift (encounter power) 

• You adapt your elemental resistance to present dangers 
• Encounter * 
• Free Action Personal 
• Trigger: You roll initiative 
• Effect: You can permanently change your resistance 

granted from being a half-jann to one of the other 
choices on the initial list. 

 
Half-Marid 
Bonus Language: Aquan 
You have the water subtype 
You gain a swim speed of 8, and you can breathe normally under 
water. 
In addition, you gain the Healing Rain encounter power. 
 
Healing Rain (encounter power) 

• You can channel your life energy into elemental water, 
which you can use to rejuvenate yourself and your 
allies 

• Encounter * Aura, Healing 
• Minor Action Personal 
• Effect: Spend a healing surge. In addition to regaining 

hit points, you gain an aura of healing rain out to two 
squares. At the end of each of your turns, each ally in 
the aura gains 5 temporary hit points. Increase to 10 
temporary hit points at level 11, and to 15 temporary hit 
points at level 21. The aura lasts until you are bloodied. 

• Special: You cannot use this power if you are bloodied. 
 
Favored Classes: Bard, Sorcerer, Warlock, Wizard 

 

Overview 
Population: 5,350,000 worldwide 
Height: 5’8” tall (average) 
Weight: 220 lbs. (average) 
Languages: Aquan, Auran, Common, Ignan, Terran  
 
Population Base: Widespread 
Primary Religions: Limalia, Maqur, Umaj, Waharim 
 
The various genies once lived only on the world of Najmah. But 
eons ago, most of them managed to migrate to the world of Siraaj, 
where these magical beings interbred with the indigenous sentient 
peoples. The creatures that resulted from these unions were able to 
breed true, forming a race known as the Half-Genie. 
 
Also known as Numar-Sim (from the Admajai, meaning “half-
breed genie”), the half-genies are a conflicted people. On one 
hand, they have supernatural powers that set them above the more 
common races. However, by the same token, they are often 
compared to full-blooded genies, which are far more powerful than 
their hybrid offspring. This adds to their society’s fractious nature, 
creating a culture where consensus is rare, organization is mostly 
local, & disagreements on even the most fundamental issues are 
commonplace. Most other races see the half-genie as an alienating 
& contrary people, but their divisions are always erased (at least 
temporarily) by external threats. 
 
Biology 

Physically, half-genies are similar to the forms of other mortal 
beings. Most of them are descended from human stock (although 
there are many born from gnoll, kobold, lizardfolk, or other 
parents), & are therefore humanoid in form. Their skin color is an 
unnatural shade (yellowish for djinn, reddish for efreet, greenish 
for dao, bluish for marid, & purplish for jann), & their eyes dimly 
glow with a similar hue. The only other sign of their otherworldly 
heritage is their hair, which reflects the type of genie that begat 
them. 
 
While their outward appearance is mostly that of a mortal creature, 
their internal nature is something else entirely. A half-genie’s body 
is infused with a classical element; fire courses through a half-
efreet’s veins, while a half-dao’s bones are as dense as ferrous 
stone. Their bodies are partially composed of one of the 
fundamental elements of the universe, which makes their 
simplified physiology radically unlike that of their mundane 
brethren. For example, a half-djinn’s organs are mostly gas-
bladders of some sort, while a half-marid’s “bones” are actually 
rigid sacks of liquid. These differences, both internal & external, 
set them far apart from other races, who have difficulty relating to 
such magical beings. 
 
Diet 
While a half-genie can gain sustenance from normal foods, few of 
them actually have a taste for fleshy fare. Most of them would 
rather eat materials related to their inherent elements. Half-dao like 
to consume gems & other crystals, particularly quartz. Half-djinn, 
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who hardly eat any solid foods at all, prefer the magically-
pressurized fruit of the nusubrih tree. A half-efreet will choose hot 
coals or burning oil over grains or meat. And a half-marid will 
refuse solid food of any kind, obtaining their sustenance from 
copious liquids instead. Half-genies mainly eat conventional meals 
in public, so as to assuage those who find their nature unsettling 
(which is most folk, really). While they cannot help their unnatural 
appearance, they can at least dine like normal creatures. 
 
Reproduction 
A half-genie is the result of a pairing of a genie & a mortal, a full-
blooded genie & a half-genie, or two half-genies. Since genies 
appear similar to humans in size & shape, most mortal-born half-
genies have a human parent, but all races could declare parentage 
of some genie-kin, were they to want such a claim. A half-genie 
born of a mortal will have the form of that mortal; for example, a 
half-genie with a kobold parent will have the size & shape of a 
kobold. They can only sire offspring with mortals of the same form 
as themselves, so a half-genie with a camelotaur parent couldn’t 
spawn with a human, or even another half-genie who was born of 
human stock. 
 
The half-genie race breeds true, so a couple can mate & produce 
viable, fertile offspring of their own. If the parents are of the same 
elemental lineage, then the child will be of that type, as well. But if 
the parents are of differing lineages, like an efreet-kin paired with a 
dao-kin, then the offspring will be of either one type or the other. 
 
Half-genies generally gestate more quickly than mortal beings do; 
as a rule, they are born in 10%-30% less time after conception. 
This is believed to be a result of the potent elemental magic that 
permeates their bodies. Mortal women are often injured or killed 
during the birth of a half-genie, although genie-kin females are 
usually able to give birth to numar-sim without incident. 
 
Growth 
When a half-genie is born, its elemental legacy is readily apparent, 
even though it won’t reach its full potency for many years. An 
infant numar-sim has the eye & skin color of their kind, but their 
hair will be fairly normal (albeit strangely colored), & they won’t 
have any of their race’s magical abilities. Other than their bizarre 
coloration, they are relatively-ordinary creatures, similar to human 
or gnoll children. That is until puberty, which is between the ages 
of 10 & 15, when their more extraordinary powers manifest for the 
first time. 
 
At some point during their early adolescence, a half-genie’s eyes 
will begin glowing, the first sign of their growing power. Shortly 
thereafter, their hair will begin to reflect their elemental nature. It 
may be somewhat subtle, like a half-djinn’s hair blowing about as 
if they were caught in a breeze, or a half-jann’s hair standing on 
end & crackling with static electricity. More often, though, the 
effect is quite overt, such as a half-marid’s hair becoming 
translucent & gelatinous. Even more extreme, a half-dao’s hair will 
turn into long clumps of stone, & a half-efreet will appear as if 
their head were engulfed in flames, their hair transforming 
permanently into a nimbus of harmless fire. This change presages 
the manifestation of a numar-sim’s special abilities, which will 
begin activating within a year of this development, further setting 
them apart from their mortal kin. 
 
Half-genies grow much more slowly than mortal folk, & in fact, 
they take longer to reach maturity than any other race. It can take 
25 years before they are fully grown, & another few years after 
that before they are truly ready to strike out on their own as fully-
functional adults. Most mortal parents, already put off by their 
unnatural offspring, don’t have the patience to raise a child for a 
quarter-century or more, & so many half-genies are orphaned 

before they reach adulthood, forced to fend for themselves as 
adolescents. 
 
Internal Relations 
The half-genie race is not unified in the least; they have no 
collective identity, no shared culture, & no universal language. 
They lack a distinct society of their own, existing only as a clade of 
individuals. When a half-genie encounters another of their own 
kind, they don’t necessarily have anything in common with them, 
& would treat them as they would any stranger. Some half-genies, 
having been persecuted by mortal folk, have gathered together in 
isolated communities of their own kind (& perhaps some sabi). But 
for the most part, they exist as a neglected fringe element within 
the greater mortal civilization. 
 
External Relations 
Most mortal people would prefer to forget that half-genies & 
others of their kind exist. The common folk are highly averse to 
magic, magical effects, & the creatures associated with said magic. 
In a world where sorcerers & wizards are shunned & ostracized, 
many humans, gnolls, kobolds, & the like simple cannot deal with 
a genie or their kin in a rational manner. Some mortals can get past 
this prejudice & see the genuine people behind the glowing eyes, 
but most don’t even bother. While many half-genies can find 
places where they are tolerated, there are those who lump all 
numari (a catch-all term for half-genies, half-ghuls, & sabi) 
together into one unwelcome category. 
 
Full-blooded genies treat their half-mortal progeny much better, if 
perhaps a bit patronizingly. They understand the difficulty that the 
half-genies have when dealing with the mortals, who greatly 
outnumber the dwindling genies. However, their vastly-stronger 
magical powers set them as far apart from the numar-sim as the 
numari are from mundane people. The purebloods often talk down 
to the halfbloods, even when they are in an inferior position, & few 
of them take the numari seriously. These two peoples sometimes 
live together, but it is always out of strict necessity, as the two 
groups would rather live apart. 
 
Occupations 
Half-genies live on the fringes of civilized lands, barely 
acknowledged by mortal folk. Therefore, they tend to find jobs that 
either keep them on the periphery or which allow them to remain 
hidden from those who would discriminate against them. Many 
find work as guides, explorers, mercenaries, or other traveling folk, 
which allows them to be far from other people. Others are in urban 
areas, but secluded from loveless eyes, working in basements or in 
upper floors. These numari often perform manufacturing tasks, like 
tanners, candle makers, miners, divers, & smiths. Many of them 
grow tired of mortal society & head off to the wilderness, to live as 
hermits or pioneers, adventurers or settlers, making their own way 
in a world that doesn’t understand them. 
 
Names 
Half-genies are a race that is caught between two mutually-
exclusive worlds, & their names often reflect that conflicted, 
divergent nature. Those raised among mortals usually bear genie-
inspired names, while the minority that are raised by their genie 
parents typically have names from the mortal realm. Because their 
names are seldom from the culture that they are raised in, they 
often need only a single given name, but in places where multiple 
names are the established norm (such as large urban centers), they 
will follow custom & take a familial surname. Since most cities are 
of mortal residence, this commonly leads to a half-genie with a 
genie first name & a mortal last name, which can sound strange to 
the ear. 
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Genie names are from their native languages: Aquan, Auran, 
Ignan, Terran. These strange tongues are ancient & elemental, 
deeply tied to the far-off places & long-dead realms. They strongly 
reflect the classical elements that the genies are composed of (& 
limited to), making it difficult for other beings to speak or 
understand. 
 
Aquan (Marid) Names 
Aewa, Aenea, Eemaliae, Eeyael, Lameer, Layaea, Maewia, 
Meenae, Naeri, Neelae, Rayi, Reeya, Waemya, Walaei, Yeerae 
 
Auran (Djinn) Names 
Aidhu, Aishu, Chehai, Dhutha, Echud, Ehukha, Hudhai, Khaisha, 
Khuthai, Shethu, Thuhai, Uchetha, Ushai, Zhai, Zhesha 
 
Ignan (Efreet) Names 
Ahtis, Auksat, Fausihk, Fiksa, Iftak, Ihtfas, Kahkap, Kaupsa, 
Kihtpas, Paukta, Pihpik, Sahfsi, Sihpf, Tautap, Tihkpah 
 
Terran (Dao) Names 
Boda, Bujab, Dovar, Durg, Garja, Gozur, Jovo, Jubar, Odurba, 
Orva, Ugdar, Uzor, Vuzar, Zabor, Zordo 
 
Food & Drink 
See Diet, above. 
 
Appearance 
In contrast to the supernatural look of their natural bodies, half-
genies tend to dress quite simply. Many of them wear plain, 
practical garments with dull, drab colors in an effort to better fit in 
with mortal folk. They don’t wear a lot of jewelry, usually just a 
few select pieces of mostly sentimental value, & some eschew 
ornamentation altogether. The stereotypical half-genie ensemble is 
a sleeveless vest, loose breeches (called a salwar), & a pair of 
sandals. 
 
A small minority, though, do the exact opposite, dressing 
extravagantly with many layers. They wear fine silks & expensive 
furs, bright colors & intricate patterns, with many tassels & tails. 
They also pile on the jewelry, with many necklaces & bracelets, a 
dazzling & gaudy cacophony of gold, silver, & gemstones of many 
varieties. They seem to do this as an attempt to distract from their 
abnormal skin, glowing eyes, & unnatural hair. Few people fail to 
look past the outlandish garb & see the half-genie underneath, so 
the degree to which this approach is effective in the eye of the 
observer. 
 
Arts & Education 
Half-genies are a passionate, expressive people, who are at home 
nowhere & have few close relationships with others, save those of 
their own rare kind. Therefore, it should come as no surprise that 
they have produced many talented (& tormented) artists, who have 
created some of the most famous & celebrated works in history. 
Poets, composers, musicians, painters, & sculptors of great talent 
& fame have come from their race throughout the ages, so much so 
that if an artist kept themselves hidden from the public eye, & their 
identity wasn’t well known, it is often assumed that they simply 
must have been a half-genie of some sort. Of course, this cannot be 
true in all suspected cases, but the number of possibly-numari 
artists from the past is enough that, odds are, some of them 
certainly were. 
 
Despite their aptitude, half-genies are rarely able to hone their 
talents in a scholastic setting, as few of them complete a formal 
education. Their obvious physical differences mark them as 
aberrant beings by normal folk, & so they are often the targets of 
bigotry in schools, even at an early age. Therefore, most of them 
seek learning elsewhere, either as apprentices or from tutors. Some 

rare places offer to teach anyone who is willing to learn (& who 
can pay their dues), regardless of their race, but sadly these places 
are often short-lived. 
 
Relationships 
The life of a half-genie is often a lonely one, with few allies & 
many potential enemies. They don’t necessarily encounter others 
of their own kind often, & even then, a kinship is far from 
guaranteed. If anything, this increases the romantic aspects of their 
personalities, & half-genies are said to be either the most 
pessimistic of cynics or the most dogged of optimists. 
 
When they do find a kindred spirit, half-genies will proudly 
celebrate, sometimes for days at a time, exulting in their unlikely 
joy. Many songs have been written of these discoveries, & the 
moment of true connection even has a term: al-wajada (the 
finding). As a people with deep elemental passions, their marriages 
are truly epic affairs, even though divorce is fairly common. A 
couple will often scrounge & save for years to afford their wedding 
ceremony, & more than one tragedy has been told of a marriage 
brought to ruin by the cost of their extravagant nuptials. 
 
Half-genies have little in the way of support networks, so 
marriages are very seldom arranged by a parent. Much more likely, 
a couple will find one another through sheer chance & 
circumstance, establish a bond on their own, & progress toward 
marriage at their own pace. This means that they tend not to get 
married until they are well into their adulthood, & it is rare for 
them to be married before they are 40 years old. Such young 
marriages are possible, but the divorce rates are extremely high. 
Polygamy & polyandry are seen as highly unromantic, & so they 
are almost unheard of practices among the numar-sim. 
 
Crime 
Half-genies have a conflicted view about criminal behavior. One 
on hand, they don’t usually want to break the law, for fear of 
disproportionate punishment & a potentially worse reputation. On 
the other hand, they are often destitute & unemployable, & are thus 
forced to steal in order to survive. Thus, while most numar-sim 
glare at those who repeatedly violate the law, they can easily 
understand the necessity of committing a crime when the law is 
extremely inconvenient or unjust. This pragmatic approach has 
helped many of them survive in a world that doesn’t particularly 
like their presence, although not everyone can appreciate the moral 
flexibility that this standpoint requires. 
 
Aging & Death 
Aside from being estranged from other people by their appearance 
& abilities, half-genies are also cut off by the sheer passage of 
time. Not only do they grow & develop more slowly than mortal 
folk, but they age much slower, as well. They don’t even reach full 
adulthood until their 25th birthday, & they aren’t considered middle 
aged until they are over 75 years old. Barring injury or disease, a 
half-genie will live for over 150 years, & documented cases exist 
of individuals living for nearly three & a half centuries. 
 
Unlike their full-blooded genie sires, half-genies are not immortal. 
And unlike mundane beings, whose bodies merely degrade as they 
grow old, aging half-genies become more closely tied to their 
inherent element over time. Eventually, their bodies cannot contain 
the growing elemental energies, & they collapse, expiring as they 
disintegrate. A half-djinn’s body sublimes into smoky vapor, while 
a half-efreet’s body bursts into flames. A half-dao’s body 
crystallizes into stony sand, & a half-marid’s body melts into 
liquid. The process of disintegration is fairly quick, & completely 
painless, but it can be extremely disconcerting to those who don’t 
understand that they are seeing a “natural” end to the half-genie’s 
lifecycle. 
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Genie Culture 
The Pactspell drew the vast majority of the genies from their native 
Najmah onto the sun-scorched plane of Siraaj. During the Ten 
Dark Years that followed, most of them were either bound into 
Admajai relics or slaughtered by the ghuls that openly roamed the 
countryside at the time. A few lucky genies were able to survive, & 
many of them bred with mortal folk. This produced a huge surge in 
the number of half-genies, which had been a somewhat rare sight 
in the Dayrealm prior to this. While the purebloods rebounded 
from this near-extinction, they are still seldom seen today, usually 
relegated to remote corners of the world. 
 
The genies today usually keep to themselves, reluctant to venture 
into the open. Although they are immortal, & have many magical 
powers, they have seen how little their power matters, & how long 
an eternity of servitude & suffering truly is. They learned to fear 
the ghuls & the binding rituals, & they carry these phobias with 
them to this day. The marids were able to weather the Ten Dark 
Years better than most, & they have thriving cities underwater, but 
the other purebloods were not so fortunate. The dao suffered worst 
of all, & even today there are few of them left to wander the 
deserts & the mountains. Some of them have gathered their half-
genie relatives into small communities, far from mortal eyes, but 
most prefer to be alone, secluded in their isolated sanctums 
 
Najmai Half-Genies 
On the night-cloaked world of Najmah, half-genies are treated 
much differently. There, they are much more numerous, with a 
more cohesive culture. They actually have traditions, rituals, & 

legends in common. They are not merely reacting to the world 
around them, but they act with dignity & purpose, as a true race of 
people, rather than as mere individuals. 
 
After the Pactspell, the world of Najmah was rocked by the Great 
Calamity. Nearly all of the genies, the most numerous race at that 
time, suddenly vanished en masse (only the Janni remained). Their 
abrupt absence left a huge void, as many settlements were virtually 
abandoned. This power vacuum was swiftly filled by the 
rakshasas, who spread their tyranny until the devas could defeat 
them. The demonic hordes took advantage of this time of upheaval 
to wreak havoc, slaughtering millions until the houris drove them 
back to Sergala once again. The Great Calamity was a particularly 
dark time on the Plane of Night, & it took decades to recover from 
this period of destruction & bloodshed. 
 
The half-genies rose to partially fill the shoes of their missing 
forebears. Before the Pactspell took the purebloods away, the half-
genies were a demeaned minority in the genies’ territory; the full-
blooded genies treated them like children, to be cared for & kept 
away from positions of power. After the Great Calamity, the half-
genies were virtually left alone, so they took control of their own 
destiny for the first time. They bred rapidly & kept to the urban 
areas, their numbers swelling until they had retaken most of the 
towns & villages in the former genie-lands. In a way, they replaced 
the genies, adopting much of their ancestors’ culture. Although 
things could never be the same as they once were, & no half-genie 
is alive that remembered the days of the purebloods, their legacy 
lives on in the hearts of the current generation. 
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Half-Ghul 
3rd Edition Statistics 

• Strength +4, Constitution +2, Intelligence +2, Wisdom 
+2, Charisma +2. 

• Outsider (Native): Half-ghuls are not subject to spells 
or effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Medium Size: As Medium creatures, half-ghuls have 
no special bonuses or penalties due to their size. 

• Half-ghul base land speed is 30 feet. 
• Elemental Resistance (Su): A half-ghul is resistant to 

all damage from cold & fire energy (including non-
magical forms of cold/fire damage); they ignore the 
first 5 points of damage from those types each round. 

• Ghul Blood: For all effects related to race, a half-ghul 
is considered a ghul. 

• Natural Weapon (Ex): 2 Claws (1d6 + Str); slashing 
damage. 

• Racial Skills: A half-ghul character has a +4 racial 
bonus on Bluff, Disguise, & Intimidate checks. 

• Spell-Like Abilities 
o At Will: detect magic, obscuring mist, touch 

of fatigue (DC14). 
o 3/Day: darkness, sleep (DC15). 
o 1/Day: gust of wind (DC15). 
o Caster level 8th. The save DCs are Charisma-

based. 
• Toughness: Half-ghuls gain Toughness as a bonus feat. 
• Darkvision out to 60’. 
• Automatic Languages: Common & Ghul. Bonus 

Languages: Archaic & Gnoll. 
• Favored Class: Fighter. 
• Level Adjustment: +2. 

 

4th Edition Statistics 
Average Height: See Mother Race racial feature 
Average Weight: See Mother Race racial feature 
 
Ability Scores: +2 Constitution, +2 Charisma OR +2 Strength 
Size: Medium 
Speed: 6 squares 
Vision: Low-Light 
 
Languages: Common, Ghul 
Skill Bonuses: +2 Arcana, +2 Intimidate 
Mother Race: Select a humanoid race. You count as a member of 
that race for the purposes of feats & other racial-based 
prerequisites, as long as you fill any other prerequisites. Your 
average height & weight are 0’6” higher & 30-50 lbs. heavier than 
your mother’s race, respectively. 
Shadow Origin: You are a descendant of a Ghul, a haunting 
creature of the shadows, so you are considered a shadow creature 
for the purpose of effects related to creature origin. 
Elemental Resistance: You gain resistance to either cold or fire 
equal to 5 + ½ your level. At character creation, choose either fire 
or cold. Your Elemental Resistance applies to that element. Once 
made, this choice cannot be changed. 
Instilled Magic: You can use the Dark Before the Dawn racial 

power. 
 
Dark Before the Dawn (racial power) 
 You pull up your wellspring of natural magic, 
shrouding a foe in deceivingly inane darkness. The finale will 
catch them by surprise. 
 Encounter 
 Standard Action Ranged 10 
 Target: One enemy within range 
 Attack: Intelligence +2, Wisdom +2, or Charisma +2 
vs. Will 
 Hit: The target takes ongoing necrotic damage equal to 
your Intelligence, Wisdom or Charisma modifiers (save ends). 
Aftereffect: the target takes 1d8 radiant damage. 
 Special: Increase attack bonus to +4 & the aftereffect to 
2d8 radiant damage at level 11, & increase attack bonus to +6 & 
the aftereffect to 3d8 radiant damage at level 21. At character 
creation, choose one of Intelligence, Wisdom or Charisma. That 
ability score becomes the one you use for this racial power. Once 
made, this choice cannot be changed. 
 
Favored Classes: Barbarian, Sorcerer, Warlock, Warlord 
 

 

Overview 
Population: 2,670,000 worldwide 
Height: 6’2” tall (average) 
Weight: 230 lbs. (average) 
Languages: Common, Ghul 
 
Population Base: Widespread 
Primary Religions: Adimas, Daq, Limalia, Sunya 
 
Ghuls are truly nightmarish creatures, rivaling demons in their 
malice & cruelty (in fact, they are often confused with dark beings 
such as devils or demons). But their evil, while all-consuming, 
does not reduce their wit & cleverness. They possess a keen-yet-
depraved intellect, & are known for their sinister schemes. Many 
such plots involve disguising themselves as humanoids, & they are 
not above mating with humanoid races to further their vile goals. It 

was from these temporary unions that the first Half-Ghuls were 
born. 
 
The half-ghuls are now a race in their own right, able to create 
viable offspring of their own kind. Sometimes called Numar-Jalaq 
(“half-malign”), or simply Numar-Gul, half-ghuls are a race in 
search of an identity. While some take after their ghul parents, 
indulging in wanton acts of villainy as a means of revenge upon 
the world that rejects them, many others of their kind strive to 
overcome their foul lineage & forge their own path through life. 
This dichotomy in their culture has engendered many conflicts, not 
only among their own race, but also with other peoples. Like half-
genies & other numari, they do not usually rule their own domains, 
so they almost always live among the lands of their parents. Even 
the most civilized of half-ghuls, though, must struggle with the 
darkness in their souls. 
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Biology 
From a short distance, a half-ghul may appear to be simply a gray-
skinned mortal being, like a gnoll, a human, a kobold, or some 
other intelligent race. Upon closer inspection, though, several 
significant differences appear. Their hands & feet end in bony 
claws, & their mouths are fanged maws. Most unnatural of all are 
their eyes, which have vivid crimson irises, & gleam with seeming 
wickedness. 
 
The exact physical structure of a half-ghul depends on their mortal 
lineage; those from a particular race will take on the general 
characteristics of that race, albeit with a dark twist. Half-ghuls 
descended from humans typically have stringy black hair & long 
pointed ears, while gnoll-blooded half-ghuls are covered in matted 
oily fur & have long wedge-shaped snouts. Reptilian half-ghuls 
have smoky gray scales; those of lizardfolk descent have reddish 
flesh in-between the dark plates, while those of kobold heritage 
have tightly-packed scales with no flesh visible between. Those of 
other races have similar traits, generally looking like sinister 
mockeries of their mortal parents. 
 
The taint of the ghul goes far deeper than the skin. Half-ghuls are 
almost invariably gaunt, wiry beings, with ropy muscles & lean, 
angular frames. Their bodies are cool to the touch, so much so that 
an unconscious one is often thought to be dead. Their blood is a 
purple so dark that it is almost black, & it boils in contact with the 
air, leaving only an acrid smoke & a thick scaly scab. They are 
hardy beings, & they have been known to survive injuries that 
would kill the average mortal, which further sets them apart from 
their peers. Virtually every facet of their being is stained by the 
evil energies that spawned them. 
 
Diet 
Most half-ghuls don’t eat very well, & few of them are finicky 
eaters. As the vast majority of them are poor, if not completely 
destitute, they will generally consume whatever fare that they can 
get their hands on, regardless of the meal’s content or condition. 
They have been known to eat carrion, over-ripe fruit, or other 
spoiled food, even though they have no special resistance or 
immunity to toxins. Most of them will ravenously devour anything 
that you put before them, for many of them do not know where 
from their next meal comes. 
 
One of the main reasons for this (besides their poverty) is 
something that they call the Skethra, which translates roughly as 
“the Hunger” or “the Longing”. Each half-ghul has a powerful 
craving to consume some specific substance, usually something 
that most people would consider inedible. Examples of this Skethra 
include: curdled milk, the liver of a sentient being, a handful of 
desert sand, blood, & raw aged eggs. They must indulge in their 
Skethra at least once per month, or suffer from a starvation-like 
effect. After a solid month without their craving, a meal without it 
will not sustain them, & they begin to react as if deprived of food. 
While this effect is never deadly in & of itself (it cannot cause 
lethal damage), it is very unpleasant, & most half-ghuls have 
learned to heed their Skethra often & in secret. 
 
Reproduction 
The origin of their race is a sensitive issue for many half-ghuls, 
one which they would rather avoid. Ghuls are vile, heartless 
beings, & if they have any goal at all, it is to destroy & corrupt 
everything that they can touch. While they sometimes kill their 
victims in a straightforward (if gruesome) manner, they are more 
apt to torture their prey, prolonging the suffering & fear. Ghuls 
revel in the many flavors of misery experienced not only by their 
victims, but also by their victims’ loved ones, & even by the 
resulting offspring. 
 

A ghul has a sharp (albeit wicked) intellect, is capable of taking 
many forms, some of which can be pleasing to the eye. While they 
are not patient beings, they are able to set elaborate traps for their 
victims, to better bring about their ruin. Physical torment is not 
their only goal, but also mental anguish & corruption, as well. 
Therefore, they will often disguise themselves as enticing mates 
for their prey, to tempt the innocent into committing a cultural 
transgression. If a pregnancy results from one of these unions, then 
it is so much the better, for it allows the ghul to show the victim’s 
peers the result of their sin. 
 
Ghuls are often more direct than this, though, allowing their 
malevolence & spite to manifest in more immediate ways. Rather 
than take the time to lure in their prey & deceive them into having 
illicit sex, they will commonly just capture a mortal & rape them. 
These encounters are typically violent assaults, meant to destroy 
rather than corrupt, & many victims do not survive the agonizing 
ordeals. Those that do, however, may later find that a child has 
resulted from such a traumatic event. 
 
Ghuls are genderless creatures, & are able to take either male or 
female form when they disguise themselves as mortals. Therefore, 
they are able to act as either sex during the act of mating, as well as 
carry a child to term if they choose to be the female. Gestation is 
invariably short & painful, lasting less than 20 weeks, & many 
mortal women don’t survive it. Fortunately, most half-ghuls today 
are born of pairings of older half-ghuls, & incidents of ghuls 
seducing or raping mortals are relatively rare.  
 
Growth 
Half-ghuls are born without any of the extraordinary & 
supernatural abilities that they will possess later in life, but they are 
still quite exceptional compared to mortal infants. They develop 
skills quite rapidly, learning how to crawl within weeks of birth, & 
walking before they are yet four months old. They take a long time 
to grow, however, & their physical development seems to take 
place in pronounced stages. They will maintain a certain size for 
years, before suddenly growing up to a foot in height & appearing 
to have aged rapidly in mere hours. These transformations are 
painful, & unless an older half-ghul is present to explain, the 
developing child will have no idea what is happening to their body. 
After a growth spurt (called a Nakhthal), a half-ghul will usually 
have gained a special power possessed by adults, such as a skill 
bonus or a spell-like ability. 
 
Internal Relations 
Ostracized & persecuted by mortal folk, half-ghuls often live a 
lonely life. Other numari treat them a bit better, understanding their 
isolation, but genie-kin have suffered greatly in the hands of ghuls, 
so there are tensions from that direction, as well. And true ghuls 
are as likely to attack them as not, despite their kinship. The only 
true acceptance that they may find is in the arms of their own kind. 
 
Thus, half-ghuls often gather together in groups of mutual support 
& protection. Their bonds are strong, far more so than those of 
other numari, & they are even beginning to form the foundation of 
their own racial culture. They gather together in small tribal camps, 
nomadic caravans, or urban enclaves within larger communities, 
which are usually called Thuzekhu, or Herds (singular Thuzikh). 
These groups have a semi-communist cooperative based on the 
needs & means of individuals, combined with the collective needs 
& means of the whole. They are commonly led by a Speaker, who 
is elected by all members of the herd (even children) to advocate 
on their behalf. 
 
External Relations 
Scarred by the act of conception, the half-ghul’s soul is a restless 
one. Living concealed almost everywhere they travel, half-ghuls 
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often have no links & no home. Few mortal parents willingly care 
for their ghul-blooded offspring, & true ghuls are not truly capable 
of raising or nurturing children. As such, most of them are 
orphaned at a young age, forced to fend for themselves & strike 
out on their own. 
 
Before the Pactspell, half-ghuls were a rather rare sight, but after 
the Ten Dark Years, they became much more common. In the days 
of the Old Empire, a half-ghul could get by as a leper or a plague 
victim, & while no one was comfortable looking at them, they 
were not shunned as demonic spawn. Nowadays, though, the 
widespread familiarity with (& fear of) ghuls prevents most of 
them from successfully using that gambit. 
 
Half-ghul react to their lot in life in different ways, depending on 
their individual character. Some try to hide from the mortal world, 
living alone & lamenting their accursed nature. Others lash out at 
those who have spurned them, sometimes attack innocents in the 
process & generally living up to the foul reputation of their kind. 
Still others gather with their fellow ghul-blooded & attempt to 
redeem their people in the eyes of mortal folk, seeking acceptance 
(or at least coexistence). Lastly, there are those who just try & get 
by, living day to day on the fringes of the world, facing the 
challenges of life with either gritted teeth or an irrepressible grin. 
 
Occupations 
Half-ghuls have a hard time finding honest employment, even in 
areas where they have gathered in decent numbers. As a result, 
most of them are quite poor, & are forced by their poverty to take 
unpleasant jobs. In more tolerant places where they are marginally 
accepted, they can find work as taxidermists, morticians, tanners, 
miners, or menial laborers. In less-broadminded lands, they are 
often beggars, bandits, or thugs, unable to find proper work & 
forced to do whatever it takes to survive. 
 
Outside of civilized lands, in the wilderness between the towns & 
villages, more opportunities are available for the half-ghul seeking 
a living. Their hardiness & resilience make them able scouts & 
guides, while their natural stealth & dark magic lend them to 
become mercenaries or assassins. They make for poor slaves, & 
even worse prostitutes, but they are hard workers, & they are 
skilled at getting what they need, via any means necessary. 
 
Names 
The vast majority of half-ghuls are raised among the mortal races, 
so they are typically given names of Alhaggi, Common, or 
Gnoolun origin. These names can be ill-fitting though, & the half-
ghul seeking to make their own way in the world will sometimes 
pick up a smattering of the ghul tongue & take a name for 
themselves from it. These ghul-based names are considered exotic 
& dangerous-sounding, & so they are favored by those who wish 
to make an impression upon others. Many of these individuals will 
even take the name of a particularly infamous ghul, hoping to 
siphon some of that notoriety for themselves. 
 
Ghul Sample Names 
Akhur, Churz, Dhakh, Hurkh, Jheth, Kharz, Khuru, Makhu, Phaal, 
Rakh, Rikh, Shaz, Thekh, Zeph, Zhula 
 
Food & Drink 
See Diet, above. 
 
Appearance 
The nascent half-ghul culture has no conventions regarding 
fashion, so they tend to wear whatever their numari or mortal peers 
are wearing. Since most half-ghuls are of the lower class, they 
usually wear the clothing of a peasant: a tunic or a robe 
(dishdasha), a pair of loose trousers (sirwal), & belted sandals. 

These garments are rarely dyed, & are therefore typically a creamy 
off-white or a dingy brown in color. Some of the more affluent 
half-ghuls wear more elaborate dress, adding scarves, vests, & 
dyed cloth of various patterns & fabrics. They tend not to be 
ostentatious, though, as they know all too well how people of other 
races react to their presence, & they don’t want to add jealousy to 
the list of reasons why others deem them repulsive. For this reason, 
they almost never wear jewelry of any sort, & any decorations that 
they do put on are modest & understated pieces. 
 
Arts & Education 
The half-ghuls are a long-suffering people, who have dealt with 
persecution for their entire existence, & do not expect their lot to 
improve significantly in the future. Therefore, they tend to put their 
pain & their repressed passions into works of powerful & poignant 
art. Several comedic playwrights in the past have actually been 
half-ghuls ghostwriting for other writers, penning some of the most 
timeless & brilliant comedy ever seen on stage. Many of their best 
artists, though, are painters with surprisingly delicate & subtle 
brushwork, able to evoke feelings of loss & regret that transcend 
time, space, & racial barriers to move all but the hardest hearts. 
 
In addition to painters, the half-ghul race has produced singers of 
unsurpassed talent & skill, whose songs have become modern 
classics over the past few centuries. Most of their performances are 
done in poorly-lit cafes or in smoky hookah bars, although some 
vocalists have found work as hidden performers in musical plays. 
In fact, because of the influence of half-ghuls, an entire branch of 
theater has developed in which the audience doesn’t actually see 
the true singers, only actors on stage that are obviously pretending 
to sing. While not all hidden artists are of ghul descent, a great 
many of them are numari of some sort. 
 
As outcasts in civilized society, half-ghuls rarely have the 
opportunity to participate in formal education. While they are often 
quite gifted intellectually, they are regularly excluded from schools 
& academies, whether officially or covertly. This racial bias has 
forced many half-ghuls to seek knowledge elsewhere, & those with 
the means often hire private tutors, although these privileged 
individuals are in the minority. The greater part of them have no 
choice but to solicit training from other, elder half-ghuls, or to seek 
knowledge on their own, learning from experience or sneaking into 
libraries in the dead of night. 
 
Relationships 
Half-ghuls often find solace in each others arms, & their lack of 
acceptance elsewhere has consistently driven them to form 
communities among their own kind. It should be of no surprise 
then to learn that they form romantic relations almost exclusively 
within their race, more so than with any other people. Their 
emerging culture is too young to have any mating rituals or 
arranged marriages, so their methods of pairing tend to be based 
solely on mutual attraction, for better or for worse. 
 
When a half-ghul of either gender likes another, it is becoming 
customary for them to write a brief love poem, a sonnet detailing 
their feelings & promoting their own qualities. It is common to 
respond to these odes, which are also called Khezethu (singular 
Khezith), with an answering poem, although the content of the 
response depends on the level of interest. If the pair are agreeable 
to one another, then an informal courtship will commence, one that 
will progress towards marriage at its own pace; it may takes mere 
weeks, or it could drag on for years & have several incremental 
stages of development. 
 
Half-ghul weddings are usually simple affairs, & they are often 
performed clandestinely. Ghul-blooded folk are often excluded 
from public places & events, & these usually include churches, so 
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a couple that wishes to get married must commonly hire a willing 
priest to perform the ceremony during their off hours, in some 
private place where mortal folk rarely tread. Once this has been 
done, their marriages are much like those of other races, although 
the stress of their daily lives makes for a relatively-high divorce 
rate, despite their strong sense of community. 
 
Crime 
Half-ghuls tend to view crime as a necessary evil, an unfortunate & 
unpleasant affair which must be undertaken for the greater good. 
They are often poor, & deprived of opportunities to improve their 
lot in life, so they often see trespassing, minor theft, & similar 
petty crimes as acceptable or even crucial to their survival. More 
serious crimes, like assault or murder, may be judged more 
harshly, but even these are seen through a prism of moral 
flexibility & relativism. 
 
There is a countermovement within the half-ghul community, 
however, which views this laissez-faire attitude as contributing to 
the negative perception of half-ghuls everywhere. Some see any 
crime committed by a half-ghul as a justification for the 
discrimination displayed by mortal folk, & therefore only by living 
faultless lives can their people ever overcome the stigma of their 
legacy. These people treat every crime as a serious matter, & they 
work hard to prevent their own brethren from violating the law in 
any way. A vocal minority within their burgeoning culture, they 
realize that others believe that they have no choice, so they 
endeavor to provide for the neediest of half-ghuls, giving them a 
viable alternative to criminal behavior. 
 
Half-ghuls are understandably distrustful of mortal beings, & this 
skepticism sometimes is extended to other numari as well, such as 
half-genies & sabi. They would rather police their own people, 
investigating & punishing crimes without the intervention of 
external law enforcement. When a serious crime has been 
committed, one that threatens the community as a whole with 
escalated bias or potential violence, the local Speaker will, with the 
entire community’s majority approval, appoint a Scourge to find 

the guilty party & make an example of them. A scourge is given 
wide discretion to carry out their chosen duty, & even those non-
ghuls who are familiar with them give them a modicum of respect. 
Their punishments can sometimes be quite severe, & public 
executions are not uncommon, but it is thought that these rare 
extremes will benefit the community (& even the entire race) as a 
whole. 
 
Ghuls 
Even though mortal races are disgusted by the very existence of 
half-ghuls, & even the act of merely tolerating their presence takes 
some effort for the average mortal, the vast majority of ghul-
blooded are still raised by humans, gnolls, kobolds, & other mortal 
races. This is because, even though they face hatred & fear from 
their mortal parents, they would still be better off with them than 
they would if they had been raised by the ghuls. 
 
Ghuls are heartless, malicious creatures, incapable of feeling 
empathy, love, or other nurturing emotions. They do not need to 
reproduce sexually, & they seemingly feel nothing for their half-
blooded progeny. They are selfish, solitary beings, who disparage 
the foolish tendency of mortal beings to gather in easily-hunted 
groups; in fact, their term for a settlement (such as a town or city) 
is thuzikh, or herd, an example of their predatory mindset. 
Unsurprisingly, they make for terrible parents, & any half-ghuls in 
their care are as likely as not to be killed before they are fully 
grown, even if the ghul that is raising them is of their own flesh & 
blood. 
 
The few half-ghuls that survive being reared by ghul parents are 
typically feral, monstrous beings, as violent & destructive as the 
ghuls themselves. They display no remorse for the wanton acts of 
depravity that they commit, & they don’t seem to possess any 
overarching agenda for their behavior, despite their keen intellect; 
therefore, these merciless beasts seldom live for long. While it is 
possible that one of these warped & twisted creatures could be 
redeemed if given the proper treatment, it is just as likely that they 
would pose too great a danger to others to be rehabilitated. 
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Human 
3rd Edition Statistics 

• Humanoid (Human): Humans are subject to spells or 
effects that affect humanoids only, such as charm 
person or dominate person. 

• Medium Size: As Medium creatures, humans have no 
special bonuses or penalties due to their size. 

• A human’s base land speed is 30 feet. 
• 1 extra feat at 1st level. 
• 4 extra skill points at 1st level & 1 extra skill point at 

each additional level. 

• Automatic Language: Common. Bonus Languages: 
Any (other than secret languages, such as Druidic). See 
the Speak Language skill. 

• Favored Class: Any. When determining whether a 
multiclass human takes an experience point penalty, his 
or her highest-level class does not count. 

• Level Adjustment: +0. 

 

4th Edition Statistics 
Please see Human in the Player’s Handbook (pages ???), Monster 
Manual 1 (pages 162-163), & Monster Manual 2 (pages 144-149). 
 

Overview 
Population: 128,850,000 worldwide 
Height: 5’6” tall (average) 
Weight: 155 lbs. (average) 
Languages: Common 
 
Like a virus that has spread out of control, humans are everywhere 
in the world, & their influence has only grown over the years. 
Humans occupy any niche that they can, living in the valleys & the 
hills, in the mountains & the plains, in the deserts & the tundra. No 
other race has proved as versatile, ambitious, & persistent as they, 
for good or ill. 
 
About half of the world’s sentient population is made up of 
humans, also known as the Alqanasi (singular Alaqanas, from the 
Admajai word for “people, group, or population”). No other race 
has taken so well to city life; the kobolds may have been the first 

race to urbanize, but humans have outdone them in their drive to 
gather together in metropolitan communities. This strength-in-
numbers strategy has served them even better than the 
development of agriculture before it; they are better able to defend 
themselves & their territory from the bastion of these municipal 
centers than they were ever able to before. Many other races have 
followed their lead, founding larger & more concentrated 
settlements in a bid to remain competitive. 
 
A human is about 5’-6’ tall & weighs around 130-180 pounds. 
They speak Common, although some of the brighter ones speak 
another language, such as Alhaggi, Archaic, or Gnoll. They are 
primarily influenced by the society that they grew up in, although 
humans from urban areas tend to adopt the cultural norms of their 
native city, which can differ greatly from the customs of the 
surrounding area. 

 

Mamlaqai Culture 
Population Base: the Red Sands, Sahra Basit 
Primary Religions: Akasha, Daq, Johoum, Limalia 
Dominant Language: Common 
 
The Mamlaqai culture is concentrated around the southeast 
quadrant of the continent, particularly near the Admajai ruins. 
Descended from the people of the former Empire of Admaja, these 
people are named for the Mamlaqah Coast, which forms the 
eastern edge of the land where it meets the Ramul Sea, running for 
thousands of miles from the Cape of Amal in the south to the town 
of Uqalibet in the north. They were once a great people, with a 
mighty army, vast wealth, & an advanced culture. They were 
masters of the sword & the wand, commanding arcane forces as 
easily as they did martial ones. But the Pactspell destroyed their 
empire overnight, & the Ten Dark Years that followed shattered 
what remained of their culture. The survivors of that cataclysm lost 
their magic, their power, their loved ones, their cities, their lands, 
their technology, & even their history. While the people have since 
survived & partially recovered, they are a broken weary people, & 
many things that were lost could never be replaced. 
 
Internal Relations 
The Mamlaqai have scattered since the Ten Dark Years, but they 
are still most commonly found along the eastern coast of the 
Admaja Continent, as well as the Red Sands & the Sahra Basit. 
The people here share a common history, one of grief, pain, & a 
loss which can scarcely be understood by those from other 

cultures. Mamlaqai can be of nearly any race (although lizardfolk 
are rare), but they are by far predominantly human. They tend to 
trust a Mamlaqai over people of other backgrounds, even if they 
have never met them before. They will gladly take a fellow 
Mamlaqai to their hearth or campfaire & share a meal with them, 
so that they may trade stories, sing half-remembered songs, & 
forget the cares of the past or present. 
 
The Mamlaqai are mostly gathered in small thorps & villages, 
although there are some who live in tiny one-family camps with 
only a half-dozen people or so. They tend to avoid the cities in the 
area, such as Dajajah, Mamluk, & Ostaz, just as they steer clear of 
the many ruins of the Admajai, especially the necropolises of 
Asanam & Zaladuz. They keep to themselves, & seldom travel far 
from their homes, preferring to live their simple lives out of harm’s 
way. They fear larger settlements, due to a belief that corrupting 
influences pervade such places, & will one day turn them all into 
haunted ruins like those of the Old Empire. 
 
External Relations 
The Mamlaqai have a complex relationship with other cultures. 
While no outside force caused the Pactspell (the imperial archmagi 
brought their ruin upon themselves), they have a difficult time 
trusting people from other societies. They often feel that they have 
little to offer the world nowadays, & they envy those who have not 
lost so much. They do have some kinship with the kobolds, who 
can easily relate due to the psychological effects of the Hijra. They 

214



also sympathize with the Numari (half-genies, half-ghuls, & sabi), 
who often carry the stigma of their mixed heritage; Numari are 
more at home among the Mamlaqi than they are with almost any 
other culture, as the Mamlaqai do not concern themselves with 
race, & they have nothing to gain by shunning a potential friend. 
But for the most part, they keep to themselves, not wishing to 
interact with outsiders. This is particularly true when it comes to 
city-folk; people from the cities confound & upset the Mamlaqai, 
& they avoid large urban areas at almost any cost. While many of 
them live in small towns or villages, they associate the lifestyle of 
the city dwellers & their traditions with their own downfall, & are 
therefore highly superstitious of anything to do with large cities or 
the people from them. 
 
Occupations 
Mamlaqai are mostly farmers & craftsmen; very few of them care 
to work as merchants or soldiers, & their small communities don’t 
require more than one or two clergy members per settlement. They 
highly value hard, honest work, & are even more prejudiced 
against mages than other Admajai cultures. Starting at a very 
young age, most Mamlaqai will either begin work in the fields or 
will start an apprenticeship with a local professional artisan. Nearly 
every member of the Mamlaqai is adept at surviving in the desert, 
& a majority of them are trained in the art of handling animals, 
which is needed to work with their beasts of burden. Most of their 
animals are unsuitable for use as mounts, so skilled riders among 
their people are very rare.  
 
Names 
While the Mamlaqai may speak the Common tongue nowadays, 
their Admajai traditions run deep. They usually take their names 
from the Archaic tongue, often adopting the name of some great 
historical figure from the imperial era. A descriptive adjective is 
also a popular choice for the naming of one’s children, in the belief 
that a child will exemplify the virtue that their name represents. 
The Admajai of old typically only had one name, but their modern-
day descendents often add a family name or the name of their 
hometown. 
 
Male Sample Names 
Adua (third-born), Adul (masculine), Baluqar (moon), Buqa 
(second-born), Duaz (closed/narrow), Eqar (eye), Farun (blood), 
Haza (leader/ruler), Hizu (bravery), Izar (son), Jaruq (???), Lazaqa 
(guardian), Manas (warrior/soldier), Mira (first-born), Nadim 
(plain/field), Naz (good/kind), Nuraz (wash/cleanse), Qalim 
(mountian), Qanuil (nomad/wanderer), Qashi (resolve), Qira 
(rock/stone), Saj (claw/talon), Sarqai (hairy), Shuqa (wing), Teshiq 
(hero/savior), Zihara (road), Zimbal (lion) 
 
Female Sample Names 
Alaja (life), Arun (feminine), Dilam (hand), Gazila (fate/destiny), 
Haqara (wind/air), Huzia (oasis), Ibari (golden), Izud (daughter), 
Jahazi (island), Jima (hope), Mali (light one), Mari (white one), 
Muarzi (divine/holy), Naduza (ocean), Nasid (angel), Nuza 
(water/sea), Qehala (earth/ground), Qurai (small/little), Selash 
(peace/harmony), Sisana (coast/shore), Taqma (fidelity), Udal 
(forever), Zadi (sand), Zarqa (fire/blaze), Ziria (river), Zui (star) 
 
Food & Drink 
The Mamlaqai mostly eat simple fare, as they are a simple people. 
The most common dish is a simple wheat-based flatbread called 
burashi (also known as khubz elsewhere), which is often topped 
with leafy vegetables & covered with olive oil. Lamb is their main 
meat staple, although hunted poultry is also popular. Those near 
the coast eat salted fish, but the inland folk usually don’t, as trade 
is minimal among their settlements. Like nearly all people on 
Siraaj, they grow rice, & have several different rice dishes. 
 

Their Admajai forebears ate more fruit & vegetables, back when 
the deserts were smaller & the land was more fertile. They still 
grow some ancient crops, like dates, olives, & spinach, but others 
(such as pomegranates & melons) are mostly forgotten. They have 
never been very fond of dairy products, considering both eggs & 
milk to be unpalatable. While the Admajai enjoyed many different 
types of wine, their modern descendents instead brew a wheat-
based beer called rezal, which is mostly drank during special 
occasions, such as weddings, holidays, & other religious 
ceremonies. 
 
Appearance 
A typical Mamlaqai looks like the average villager from almost 
any region on the Central Continent. They generally wear a long 
tunic or robe called a dishdasha, with a pair of loose trousers 
(known as shalwar) underneath. The men will wear a keffiyeh, a 
headdress meant to protect the head & face from sun & sand, with 
an outer cloak known as a bisht that is only worn on special 
occasions. The women typically wear some sort of head scarf 
whenever they are outside, & young maidens often cover their 
faces with a gauzy veil, to symbolize their purity. 
 
In imperial times, these garments were always brightly colored, 
made of fine materials like silk, & embellished with beads, jewels, 
feathers, & even tiny bells, to celebrate the opulence of the era. 
Nowadays, though, most Mamlaqai wear simple linen clothes in 
drab colors, most commonly white, black, brown, or gray. They 
eschew decorations such as makeup, nail polish, & jewelry, 
denouncing them as decadent & ostentatious. They wear their hair 
very long, & some local customs forbid the cutting of hair at all, 
except minor trims for maintenance (although how much the 
barber deems necessary to cut is sometimes negotiated in secret). 
The men always sport facial hair, & any male without a thick beard 
is seen as immature or lacking masculinity. 
 
Arts & Education 
The Empire of Admaja placed an emphasis on art & science, 
seeing them as one & the same. Their artists & engineers were 
members of the same revered profession, the work of creation. 
They were masters of many fields, such as mathematics, 
architecture, poetry, astronomy, magic, & medicine. Though their 
empire was shattered, their people were scattered, & most of their 
great achievements have been lost to time, relics of their era 
remain, buried beneath the sands, waiting for the winds of time to 
uncover them once again. 
 
The Mamlaqai of today have mostly forgotten about the days of 
the empire, but its shadow is long, & some traditions remain. They 
highly value knowledge, in any form, & they take great care to 
preserve any lore or artifacts of the past. The elders of each 
settlement diligently train the young from an early age, teaching 
them not only the practical skills of everyday life, but also 
whatever information that they have about the Admajai. Almost 
every citizen is literate (although almost no one writes, either in 
Common or Archaic), as they are all taught to read the scrolls & 
tomes that their ancestors managed to rescue from the Pactspell. 
While much of their history has become legend or myth, & the 
relics of the past paint only a small fractured picture at best, some 
of the flawed greatness of the imperial age has been preserved to 
this day. 
 
The artists of the Mamlaqai are mostly sculptors & potters, carving 
& shaping the earth into forms reminiscent of the imperial styles. 
A great importance is placed on the natural forms, especially those 
of the human body, whose proportions are thought to be divinely 
inspired. Artists of other races usually find this racial bias 
distasteful, but as it is a long-standing tradition among the 
Mamlaqai, so most of the non-humans choose to simply ignore it 
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& focus on abstract forms, like geometric shapes & 
mathematically-precise lines or curves. 
 
Relationships 
The Mamlaqai are a conservative people, & as such, they have 
strict codes of conduct for courtship & marriage. When a boy or 
girl comes of age (officially on their 12th birthday), the local elders 
organize a celebration, called an aluqa-ahuz (literally “[the] end 
[of] childhood”). At this party, which is a tradition dating back to 
the late imperial era, the family’s friends & neighbors attend to 
congratulate the child on reaching adulthood, & several rituals are 
performed to mark the occasion. One of these is an extended dance 
where the new adult is briefly paired with each attendant of the 
opposite sex, at least all of the ones that are still unmarried. The 
parents observe, selecting those that they think are most 
compatible with their child, & then approach the parents of their 
selected partner. If the partner’s parents agree, then the couple is 
permitted to court each other. 
 
Courtship is a complex system of rituals & practices, where almost 
every word & action of the either party is considered part of the 
“game” of preparing for marriage. Gifts are given, poems are 
written & recited, dinners are eaten, & a great deal of time is spent 
on learning about & judging one’s partner. The parents of each 
partner assist with the courting in any way that they can, but it is 
often left up to the young couple to complete the various rites. 
Each partner can end the courting at any time, although there is 
usually pressure from both families to complete the courtship & 
get married. As a result, most young adults marry the first person 
that their parents pair them up with, regardless of whether the 
couple is truly in love with each other or not. The courtship is 
designed to teach the couple how to work together to achieve a 
common goal, a necessary skill in a culture that has lived in such a 
harsh & unforgiving land for over 350 years. 
  
Crime 
In the parched dunes of the Red Sands & the bleak rocky wastes of 
the Sahra Basit, the Mamlaqai survive only because they work 
together to do so. Theirs is a harmony born of deprivation & 
desperation, with little room for error or failure. In this culture, any 
crime is taken very seriously, as a deviation from the law could 
spell disaster for the community as a whole. 
 
Because of this, most of the Mamlaqai are rather conscientious & 
polite to one another, abiding the law for the good of the entire 
group. Criminals are seen as deviants, possessed or corrupted by 
dark spirits to commit acts against the community. A theft from 
one house is viewed as taking from them all, & an assault on one 
member is an attack on everyone. Thusly, even minor crimes are 
punished severely, so as to deter anyone from committing a similar 
act. 
 
The local elders in each settlement are tasked with the 
responsibility of judging whether a person is guilty of committing 
a crime or not. The accusers present their grievance in full, & then 
the accused speaks on their own behalf. If any party is unavailable 
or unable to speak for themselves, their family is given the task of 
presenting their case to the court. The elders then confer, & 
publicly cast their votes for or against the indictment. A minor 

infraction is usually dealt with swiftly by having the guilty party 
beaten by a citizen chosen by the victims. More severe crimes are 
settled by a combination of restitution, exile, &/or execution, at the 
discretion of the elders. 
 
Legends 
The Mamlaqai have mixed feelings about their imperial forebears. 
While some see their ancestors as a corrupt, decadent people 
brought down by their own hubris, most of them view the Admajai 
as a great culture that did not deserve its ill fate. They have a 
saying which sums up their complex relationship with the past: 
“We could not have fallen so far had our fathers not flown so 
high.” 
 
As stated before, most of the knowledge of the Admajai has since 
been lost, either during the Ten Dark Years, or in the centuries 
since that cataclysm. What lore remains is often distorted, warped 
by repeated retellings & incomplete records. Because of this, the 
Mamlaqai have many fanciful tales & wild myths concerning their 
imperial ancestors. There are many legends of multi-headed beasts, 
dark mages leveling cities with their sorcery, holes in the sky from 
which flying spirits usher forth, & other such imaginative wonders. 
While most people today scoff at such tales as fodder for fools & 
children, the Mamlaqai believe in these legends more than they 
admit, & even the most skeptical of them has little to explain away 
the mysteries & wonders of the strange world in which they live. 
 
Sexism 
There is significant degree of sexism in Mamlaqai society, more 
than in most post-imperial cultures. The Admajai were a very 
egalitarian people, where men & women had all the same rights & 
privileges. But after the fall of the Old Empire, the men began to 
resent this arrangement, & over time, women were relegated to an 
inferior position. Nowadays, women must dress more 
conservatively than in the past, are forbidden from becoming 
elders within a community, & wives are discouraged from voting 
differently than their husbands. There are some women who are 
trying to reverse this trend & regain some of the rights that they 
once had, but so far there has been little luck on this front, & some 
activists are already disheartened. 
 
Slavery 
The Admajai never practiced slavery, even in their earliest days, & 
the Old Empire outlawed slavery in every land that they controlled. 
They had their magic to assist them with laborious endeavors, & 
they viewed each person as a thinking being of value, one with a 
soul that is no better or worse than any other. But later generations 
faced hardships & strife that the Admajai could scarcely imagine, 
& as a result, the owning of slaves is no longer illegal in most 
Mamlaqai settlements. 
 
Slavery is still considered shameful by many people, & most 
cannot afford to own one, but some of the wealthier citizens have 
convinced the local elders to permit the practice. Slavery is still 
illegal in Dajajah, as it was in Mamluk before the Ostazai annexed 
it, so slaveholders tend to avoid that city-state’s territory whenever 
possible. A few daring Mamlaqai who oppose slavery have 
recently banded together to liberate slaves & smuggle them out of 
the region, mostly to the gnoll-lands of the north. 

 

Iludai Culture 
Population Base: Ilud, Burdusq 
Primary Religions: Akasha, Pashati, Qirus, Sidaru 
Dominant Language: Common 
 
The Iludai culture is centered in the region of Ilud, in the southwest 
quadrant of the continent. Heavily influenced by the long-dead 

Dominion of Alaqanas to the north, both the region & the people 
are named for former kingdom of Ilud, which ruled this forested 
region for many centuries. Having mostly escaped the ravages of 
the Pactspell, the Iludai retained a majority of their technology & 
knowledge after the final collapse of their kingdom, & therefore 
remained a more sophisticated society than the barbaric post-fall 
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Mamlaqai. The people here are mostly wealthier & more 
comfortable than those from other parts of the continent, & their 
more pleasant climate grants them longer, healthier lives. They 
sometimes see themselves as divinely blessed, & some would 
argue that it is their right to spread & rule over the land. But their 
easy living has made them softer than the hardy desert folk found 
elsewhere, & long periods of peace have left them without the 
martial prowess needed to invade & conquer. 
 
Internal Relations 
The Iludai are settled all over the region of Ilud in various cities, 
towns, & villages. Their settlements many be of nearly any size, 
their largest being the cities of Babalarud, Sa’ifah, Zawraq, Naranj, 
& Fandaq. Unlike the Mamlaqai, who generally avoid the cities in 
their territory, the influence of Iludai culture does not stop at the 
gates of a large settlement. The people in the cities are as much a 
part of Iludai culture as those in the rural parts of the region. Local 
politics is usually in the hands of an elected leader known as a 
rabb, who administrates the law, directs the local militia or 
constable, & presides over court cases. Larger settlements may 
have a network of rabbs, all under the direction of an elected 
overlord called a malik, which is a title that was used by the kings 
of the ancient Iludai. 
 
External Relations 
The Iludai are generally quite open & inviting to strangers, 
accepting the customs & practices of foreigners without offense or 
judgment. In ages past, they were much less hospitable towards 
outsiders, treating them with suspicion & discourtesy. This 
incivility was born out of centuries of warfare with their neighbors, 
who they came to see as coveting the paradise that the Iludai had 
created. But a long period of peace, coupled with a robust & 
lucrative industry of mercantile trade, has dulled the edge of 
hostility, & nowadays the locals are friendly & accepting of people 
from foreign lands, especially if they are willing to spend their 
foreign coin on local goods. 
 
While the vast majority of the Iludai are human, people from all 
races can claim the heritage of the Ilud, as the kingdom was known 
for its cosmopolitan population. The modern Iludai gets along well 
with kobolds & lizardfolk, who have lived here for untold 
generations & have integrated well with the human locals. Gnolls 
are an uncommon sight, as their homelands are on the other side of 
the continent, but traders & nomads have travelled this far in great 
numbers, so they are far from unknown. Those with genie or ghul 
blood are tolerated, if perhaps a bit coldly, & they tend to form 
their own private enclaves in Iludai lands, either plainly or (more 
commonly) as an open secret. While the Iludai have no explicit 
qualm with the Numari, they are much more distrustful of magical 
forces (& the beings that wield them) than their ancestors were, & 
spellcasting has been illegal here for years. 
 
Occupations 
An Iludai can be of almost any vocation, so diverse are its lands & 
its people. Shepherds tend flocks of sheep & herds of goats over 
the grassy hills of the southern reaches. Farmers work the fields & 
orchards of the plains. Woodsmen make a living in the forests. 
Fishermen stalk the lakes & rivers for prey. Merchants cross the 
region in their caravans. Soldiers guard the cities & the villas. 
Nobles lie about, as decadently as their ancestors. And like 
everywhere else, nomads & explorers wander about, going where 
fortune leads them. 
 
There are more druids & rangers here than in any other place on 
the continent, due to the verdant landscape. Barbarians are less 
common than elsewhere, as are masters of the wastes. The services 
of a bard or a rogue are always in high demand, as there are many 
who will pay for a song or buy stolen goods. Clerics & paladins 

have their work cut out for them, as corruption is widespread & 
many temples are in decline after years of malaise. 
 
Names 
The Iludai use Common names for their children, & have largely 
forgotten Alaqanasai, the language of their forefathers. Few people 
are named after figures from Ilud’s long history, as they prefer 
simple evocative names that describe the individual. In the days of 
the king, people usually had a short first name & a longer family 
name, & their descendants carry on that tradition, after a fashion. 
Modern Iludai are typically given a first name, followed by their 
family name, which is preceded by a prefix denoting their relation 
to the family (son of, daughter of, of the, etc.). Some family names 
are derived from hometowns, especially for families from smaller 
communities, but this is not a common practice. 
 
Male Sample Names 
Ali (exalted/noble), Anwar (bright one), Aziz (powerful one), 
Bashir (good omen), Emir (charming prince), Farid 
(unique/unrivaled), Gadil (spiritual), Gamal (camel), Hadi 
(guide/leader), Haqim (wise/judicious), Harun (enlightened), Jalil 
(majestic), Maliq (master/king), Mustafa (chosen one), Nasir 
(supporter/protector), Nuri (fire), Omar (first-born), Qadir 
(powerful), Qaled (eternal), Qarim (noble/generous), Rashid (well-
guided), Salah (good, righteous), Sayed (lord/master), Tariq (night 
visitor), Usaf (gift), Wasim (handsome one), Zafar (triumphant 
one) 
 
Female Sample Names 
Adiva (pleasant/gentle), Amani (aspiration/desire), Amirah 
(princess), Aqila (intelligent/wise), Azra (virginal/chaste), Basimah 
(smiling one), Fatima (abstainer), Ghada (graceful), Haifa 
(slender), Iman (faith/belief), Jamilah (beautiful), Jehan (flower), 
Layla (intoxicating), Malaqi (angel), Nada (generous one), Noor 
(light), Qadira (powerful), Qalila (beloved), Qantara (small 
bridge), Rabi (harvest/spring), Rana (beautiful), Sahar (dawn), 
Sumehra (pretty face), Tahira (pure/virtuous), Zada (lucky one), 
Zaira (rose) 
 
Food & Drink 
Iludai cuisine is an eclectic collection of foods & drinks, taken 
from cultures across the continent. Their diverse cuisine was 
brought by traders over the centuries, who collected dishes from 
far-flung peoples & introduced the locals to them as they peddled 
their wares. Foods from Burdusq, Sheqari, the Alhurus coast, & 
even the lands of the far east have eventually made their way here. 
The Iludai took these meals, adopted them as their own, & gave 
them a regional twist by adding their own ingredients. 
 
Ilud’s lush orchards & fertile fields produce the best & most 
abundant crops on the continent, growing many fruits & vegetables 
that are found nowhere else on Siraaj. The Fields of Salam & the 
area around Mathar Lake are famous for their farms, but the pride 
of the region is the fine wine that is made in the northern parts of 
the region, especially on the grape vineyards south of Naranj. The 
farms there produce a rich-bodied, full-tasting wine called dawaq 
that is world-famous. The farmers have been making this wine for 
hundreds of years, & as a result, it is not too difficult to find a good 
bottle of dawaq that was made in the imperial era. 
 
Appearance 
The Iludai dress as their ancestors did for millennia, maintaining 
the traditional fashions as a way of staying connected with their 
past. Both genders wear knee-length tunics over a simple loin-
cloth, cinched at the waist with a belt, & they typically wear open-
toed sandals on their feet. The men wear plain, single-colored 
garments with thin tight belts & short-banded sandals, while the 
women wear bright patterns on their cloths with wide loose-fitting 
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belts & sandals that tie up the calf almost to the knee. Neither men 
nor women wear any head covering, & they take great pride in the 
elaborate hairstyles that they wear. This is in stark contrast to the 
dress of people from other parts of the continent, where people 
usually wear long robes & a headdress of some sort. The people 
here seem to like this distinction, as it allows them to easily 
identify a foreigner among their ranks, even one who is attempting 
to become a native, as they seldom are able to pick up the 
subtleties of Iludai fashion. 
 
Arts & Education 
The Iludai take great pride in their heritage & their history; they 
have a long tradition of melding art & science into a potent & 
beautiful practice. Their most notable achievements were in the 
field of architecture, where they were unrivalled masters. Their 
style is to use tall columns, flying buttresses, & airy spaces to 
evoke a feeling of grandeur & openness, as opposed to the Dajajai 
style of architecture, which favors thick walls & short buildings. In 
the days of the king, the Iludai built marvels of architectural design 
that still stand to this day, such as the Great Lighthouse, the Tomb 
of Shumartim, & the Temple of the Colossus. Countless bridges, 
aqueducts, & ziggurats were constructed in their angular, 
geometric style, & their sound understanding of engineering 
ensured that their works would stand the test of time. 
 
This architectural skill still exists among the Iludai; even though 
the region is fractured politically & socially, they still invoke the 
memory & talent of their ancestors to produce buildings of great 
beauty & strength today. The modern Iludai place a great emphasis 
on the power of knowledge & the importance of obtaining a rich 
education. There are many colleges & libraries in the region that 
date back to the Age of Kingdoms, such as the University of the 
Finest Arts, the Academy of Seafaring, & the Halls of Wisdom (all 
in Naranj), the Library of Zarim in Babalarud (formerly the 
Library of Corah), the Academy of the Truest Art in Sa’ifah, & the 
College of Zawraq (currently closed). 
 
While these facilities are mostly for the wealthy elite, all citizens 
receive a mandatory education in the basics of literature, 
mathematics, & history. Those who show particular aptitude are 
eligible for acceptance in a college, & those who cannot afford 
such a luxury are routinely offered a scholarship or a patronage. 
This practice dates back centuries, as the kingdom of Ilud was the 
first nation to implement a standard educational system for all of 
its citizens, which gave them a long-term advantage over their 
neighbors. 
 
Relationships 
If there is one thing that the modern Iludai are not proud of, it is 
the debauchery of their ancestors. The kingdom of Ilud was 
notorious for its immorality, & some would even have called them 
depraved. Many familial ties were strained by rampant adultery, 
social isolation, & even incidents of incest. The common attitude 
seemed to be that it wasn’t an issue to commit a crime, but it was a 
grave matter to be caught doing so. It was this widespread 
corruption that prompted the formation of the Decree of 
Mahubarim, the world’s first code of codified law. 
 
Nowadays, the Iludai are much more conservative & law-abiding, 
& their family values are a reflection of that. Fidelity to one’s 
family is of paramount importance to them, second only to one’s 
religious devotion. The family unit is considered sacrosanct, & 
most people identify themselves & their neighbors by their family 
name. Modern marriages are typically arranged by the parents of 
the couple, to ensure a strong & mutually-beneficial union of the 
two families, although the couple often has a say in the matter, & 
can usually veto an unpleasant union on various grounds. People 
do not generally travel far from home, so communities tend to be 

organized by their extended familial relationships with their 
neighbors, which can sometimes become very complex & 
intertwined. 
 
Crime 
The Iludai are more lenient towards criminals than most other 
cultures, & they have a long tradition of judicial justice & 
organized law-enforcement. The first code of organized law, the 
Decree of Mahubarim, was created here thousands of years ago, as 
a result of the kingdom’s infamous corruption. While the decree 
did not immediately curtail the committing of vice (merely made it 
taboo to be publicly exposed), its influence on the Iludai was 
widespread, eventually leading to the conventional law-abiding 
culture that they have today. 
 
There is a saying among the Iludai: “Truth is what divides the 
innocent from the guilty; they cannot be separated by Fortune or 
Belief.” In this proverb, Fortune means both luck & wealth, while 
Belief refers to religion & conviction. This foundation of Truth, & 
the pursuit thereof, forms the basis for the entire system of law for 
the Iludai, & indeed all law is meaningless to them unless it is 
based on what is factual & real. If one has committed a crime, 
one’s luck, wealth, religion, & reputation mean nothing; one’s guilt 
is said to follow them like a specter. 
 
Pantheon 
In the days of the king, long before the Ten Dark Years, the Iludai 
worshiped an entire pantheon of gods & goddesses, a polytheistic 
collection of divine beings that are virtually unknown in today’s 
world. While the modern Iludai all revere a single deity (such as 
Adimas, Daq, Pashati, Qirus, or Sidaru), their ancestors were 
devoted to several divinities simultaneously. These gods formed a 
loose family (a reflection of the casual relationships of the ancient 
Iludai), which were constantly bickering, competing, cheating, & 
sleeping with one another. 
 
The oldest goddess was Il, the embodiment of the heavens, who 
mated with her brother Na, the god of the earth, to produce the 
cosmos, along with all the other gods. The eldest of these offspring 
was Ultat, the goddess of the air & matron deity of Gazafa Ashir 
(modern-day Sa’ifah). Next was Ulna, the goddess of freshwater, 
female fertility, & knowledge; she was the first of the three matron 
deities of Naranj. Then there was Alilli, the god of sexual love, 
male fertility & warfare; he was the patron deity of Babalarud. 
Next was Laltat, the god of the air & husband of Ultat; one of the 
patron deities of Gazafa Ashir, he was believed to reside in the 
same temple as his wife. Then there was Lalerki, the goddess of 
war, agriculture, & storms; she was the matron deity of Fandaq & 
one of the three matron deities of Naranj. Next was Eke, the 
goddess of the sun, who was primarily worshiped at the Gir’Giri 
Temple of Haraj. There was also Lilli, the goddess of the moon & 
the last of the three matron deities of Naranj. Lastly, there was 
Lalmit, the husband of Lilli & god of the stars; he frequently 
cheated on his wife with the other goddesses, although this was not 
particularly unusual. 
 
Nowadays, the old gods are all but forgotten, completely replaced 
by monotheistic faiths. But some remnants of the pantheon still 
remain, in the form of statuary & pottery, murals & friezes. The 
coinage of Fandaq still has Lalerki on one side, while imagery of 
Alilli still adorns the gates of Babalarud. The parliament buildings 
in Sa’ifah are named after Ultat & Laltat, & there are several 
streets in Naranj that bear the name of one of the three matron 
deities. Most of the Iludai regard these characters as historical or 
mythical figures, but many scholars in the region know the truth, 
even though they are usually reluctant to speak of it openly, as 
polytheism is considered barbaric & uncivilized. 
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Sexism 
Modern Iludai are quite egalitarian, treating both genders as 
basically equal & stressing the importance of treating everyone 
with respect & courtesy. While true equality is their preferred 
ideal, the realities of daily life are somewhat different. Women are 
allowed to vote, but they almost never hold positions of power 
unless they are widows who inherited them from their late 
husbands. They are able to work, own property, & veto arranged 
marriages just like their male counterparts, but their opportunities 
are more limited than those of men, who are still the dominant 
gender. 
 
In the old days, women were at even more of a disadvantage than 
they are today. There was a time that a woman was considered 
mere property, passed from her parents (her father, really) to her 
husband along with a substantial dowry to cover her costs & 
expenses. They could not vote, work, or own property, & their 
right to reject a suitor was much more limited than today, as well. 
Women were expected to be attractive daughters, faithful wives, 
caring mothers, & little else. Those who did not conform to these 
social restrictions were labeled a zaniya & were ostracized. 
 
This was complicated by the fact that several women have sat of 
the throne of the kingdom of Ilud over the years, including such 

notable rulers as Queen Sasu Zaduqim & Queen Ashmur. These 
queens were all dowagers: monarchs who inherited their authority 
from their deceased husbands. While they each contributed to the 
cause of gender equality, loosening some of restrictions on 
females, it wasn’t until the reign of  Queen Tari Hezaruqad, in the 
waning days of the kingdom, that women were fully liberated & 
given the same rights & status as the men of Ilud. 
 
Slavery 
Slavery is banned in the region of Ilud, & slaveholders have no 
legal means of maintaining control over their slaves in the lands of 
the Iludai. The outlawing of slavery was decreed by King Qasim 
Nahutilud, who was eventually assassinated for his trouble. Before 
his reign, slavery was practiced throughout the kingdom, & slaves 
had absolutely no rights, being mere chattel, so their masters could 
do (& often did) anything that they wished to do with them. 
Qasim’s successors never reinstituted the practice, however, & as a 
result, Ilud became a haven for escaped slaves from neighboring 
regions. This influx of people from all over the western half of the 
continent led to a great blossoming of ideas, tempering some of the 
less pleasant aspects of the culture & making Ilud the diverse, open 
region that it is today. 

 

Nomadic Tribal Culture 
Population Base: the Northern Wastes, Satha Laylanuha 
Primary Religions: Al’Sihr (Adimas), Al’Qahhar (Johoum), 
Limalia, Al-Qaniss (Umaj) 
Dominant Language: Common 
 
Unlike the Mamlaqai & the Iludai, the nomads of the north didn’t 
descend from a great nation that broke apart. The Northern Wastes 
& the mountains beyond them were largely avoided by the 
kingdoms & empires of ages past, creating a political no-man’s-
land where governance never extended past one’s tribe. In this 
harsh landscape, survival means everything, & the tribal leaders 
hold absolute authority (& total responsibility) within their tribe. 
Most of the tribes follow a migratory pattern on an annual cycle, 
walking the same paths that their ancestors have for thousands of 
years. The life of a nomad is not an easy one, with hunger, thirst, 
predators, & inclement weather all a constant threat. But still they 
press on, surviving when others could not, thriving where others 
would not. They do this because it is the only life that they know, 
because it is tradition, & because their lands cannot sustain them 
for long before they are forced to move ever onward. 
 
Internal Relations 
The nomads live in a family-based camp called a rahth (literally 
“tribe”), which are kept small by necessity. These tribes can be as 
small as three members, or as large as thirty, although the average 
is about 16 or so people. They are generally autonomous, each 
having almost complete independence from the other tribes, 
although some of them have mutual protection treaties & formal 
trade agreements with each other. Each rahth is usually headed by 
a chieftain (known as a ra-iss), who is elected by the tribal elders 
from among the best hunters & seekers. These elders commonly 
act as the chieftain’s advisors, counseling the chieftain on matters 
that affect the rahth as a whole. 
 
External Relations 
The nomads are an insular people, who have little to do with the 
world outside of their migratory paths & their annual cycles. They 
even consider the locals from the cities within their lands (Alaqur, 
Mushayar, Qaziz, Qulzai, & Rizaj) to be outsiders, as the urban 
culture is alien to their own. Their self-imposed isolation means 
that they have very few non-humans among their ranks, despite 

centuries of cohabitation with aazlai, desert centaurs, gnolls, 
kobolds, & various numari. While they will gladly trade goods & 
services with foreign folk, they do so only to ensure that they will 
always have what they need to survive, & they generally refuse to 
allow non-members to travel with them for more than a day or two. 
This seclusion sometimes even extends to nomads from other 
tribes, but this is mostly a practice of the most extreme tribes, & 
not indicative of the entire culture. The tribes will unite against a 
common enemy, but only a strong outside threat can overcome 
their traditional separation from each other. 
 
 
 
Occupations 
Nearly all of a tribe’s activities are centered around their continued 
survival, & every member of a rahth is expected to work in the best 
interests of the community. Most of the men are hunters or elders, 
while most of the women are gatherers or caretakers. Those who 
don’t fit into these rigid vocational roles are almost always seekers, 
which can be of either gender. The ra-iss (chieftain) of each rahth 
is chosen from the best hunters & seekers by the elders, making 
them almost always male. While most members of a nomadic tribe 
are commoners or warriors, some of them can be adepts, 
barbarians, experts, rangers, or even druids; some nomads may 
have a bardic or roguish bent, but they are rare exceptions. 
Occasionally, a rahth will employ a speaker to negotiate with 
outsiders for necessary goods & services, but this is usually a 
temporary role, filled by a seeker or an elder with a gift for 
diplomacy or storytelling. Larger tribes may have a permanent 
speaker on-hand (most often a bard or an expert), as they need 
supplementary supplies more often than small tribes. 
 
Names 
Members of a nomadic tribe are given only a single name, as each 
rahth is small & every member is well known by all the others. 
They often refer to each other by their family relations; for 
example, an elder may call a younger tribe-mate Great Nephew, 
Sister-in-Law or Eldest Grandson (the nomads have a long list of 
unique titles for such relatives, taken from the Admajai tongue). 
On the rare occasions that a nomad deals with strangers, they may 
address themselves by their birth-name, followed by the name of 
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their particular rahth as a sort of surname. Distinguished tribe-
mates may garner a special title, based on some famous incident or 
notable accomplishment, becoming known as Hizu the Ghul-
Slayer or Aqila Spring-Finder. But these titles are for truly 
exceptional deeds, & are not handed out lightly, so most nomads 
are known only by the name given to them at birth. 
 
For sample names, choose from either the Mamlaqai sample names 
list or the Iludai sample names list. 
 
Food & Drink 
For countless years, the nomadic tribes have travelled the desert, 
moving onward every few weeks in search of fresh pasture for 
their camels, goats, & sheep. They feed on the simple products of 
their livestock: dairy products & meat, supplemented by 
commodities (such as rice, sugar, tea, & flour) that they obtained in 
trade with the roving caravans of merchants & the urban peoples 
along their annual routes. The flour & sugar are commonly mixed 
with the goats’ milk to make sweet unleavened cakes, while the 
rice is most often boiled & flavored with desert rock salts. Their 
primary meat is either goat or sheep; they will not eat a camel, as 
most tribes consider them sacred creatures. If a seeker can find 
one, & the hunters can bring one down, they will feast upon a 
sarsaok, but this is a rare treat, & a hunter who can take one down 
single-handedly is worthy of story, song, & title. 
 
Appearance 
The nomads dress as most desert peoples do: a cloak (bisht) over 
long robes (dishdasha), which in turn is worn over loose trousers 
(shalwar). These protect the wearer from the harsh desert 
conditions, such as the scorching heat of the day, the frigid cold of 
the night, & the scathing wind of the sands. In addition to these 
garments, the tribes are notable for their use of the head-scarf, 
called the cheche. All members wear these scarves, which cover 
most of their heads, leaving only their eyes exposed. They wear 
their cheche at all times while outside, removing them only in the 
relative safety of their tents. 
 
The nomads are not a wealthy or prosperous people, so their 
garments are most often colorless, lacking dye & bleached white 
from the sun. The women will make up for this by attaching scales 
or bits of metal to edges of their clothes, which often cause them to 
make a tinkling sound whenever they move as the pieces strike 
each other (female seekers eschew this practice). The men wear 
long tangled beards, which they tuck into their robes whenever 
they are outdoors to keep sand out of them; the length of their 
beards is proportional to their status within the tribe’s hierarchy, 
with the ra-iss wearing the longest beard. Members of both genders 
wear a small tattoo on the bridge of their nose, which is a symbol 
of their particular rahth. All tribe members wear the same tattoo, so 
as to identify themselves to each other without exposing their 
faces. 
 
Arts & Education 
Nomads do not receive any formal education, & the vast majority 
of them are illiterate, even those that speak multiple languages. 
Knowledge is past on from the elders (male) & the caretakers 
(female), & most of this training is in regards to practical matters 
related to the survival of the tribe. Boys are taught to make tools & 
to hunt, while girls are trained to tend livestock & care for the 
young, the sick, & the elderly. Both sexes learn to seek out 
resources, set up & break down camp, & speak to others. The rahth 
encourages its members to learn as much as possible, & to practice 
what they know often, so that the tribe may survive the sudden 
death of most of its members. 
 
The tribes do not create much art, as they are a simple people with 
limited means of expression. They do, however, carve intricate 

stone markers, to denote their migratory routes & indicate where 
their dead are buried. Often these are the same sites, & due to their 
significance, these marker-stones are usually rather large (between 
4’ & 7’ tall, & at least 2’ across) & are always very complex. Their 
detailed carvings typically portray the history of the rahth, its 
people, its tools, its prey, & its environment, all with hieroglyphic 
pictograms. Members of a tribe may also create art with paint or 
song, but the nomads are most known for these 
carvings/sculptures. 
 
Relationships 
The nomads have a patriarchal, straight-laced culture, one steeped 
in tradition & custom. They live as their ancestors have for untold 
centuries, & they maintain their rigid gender roles without 
question. Only a man can become the tribe’s chieftain, & only men 
(as the elders) can advise him. It is said that long ago, the women 
(as the caretakers) had an equal voice, & even that they could 
aspire to become the ra-iss, but these tales lack any corroboration, 
& they are widely dismissed as mere fancy. 
 
The tribes mostly keep to themselves, but they do regularly meet 
with each other to trade goods & services, the same as they would 
do upon meeting a merchant caravan or an urban settlement. The 
only difference is that they will also intermarry with other tribes, 
so as to form mutual-benefit alliances. Upon meeting another 
rahth, which takes place once every few years, a tribe’s elders will 
select one of the available children of marrying age (15 years or 
older). They will then present the youth to the other rahth, which 
will present one in kind. If the two are of the opposite sex, then 
they will be wed, & live with the young man’s tribe. If the two are 
of the same sex, then the tribes part ways without a union. 
 
Within the tribe, marriages are usually arranged by the caretakers, 
who observe the children & decide who among them will be the 
most compatible. The couple has a limited say in the matter, but 
tradition weighs heavily upon them to follow through with the 
decision of the tribe’s caretakers. The unmarried members of the 
rahth are permitted to have friendships with members of the 
opposite sex, but unauthorized courting is forbidden. 
 
Crime 
The chieftain of a tribe rules with absolute authority, & his is the 
last word on many matters, including those related to crime. The 
tribe’s elders often advise the ra-iss on what can be considered a 
violation of custom, but his verdict is final. Law is a simple matter 
for the nomads: act according to the traditions, or submit to the 
chieftain for judgment. If he accepts the action, then it is not a 
crime; if he rejects it as against the best interests of the rahth, then 
the accused is guilty, & will be punished. 
 
Minor transgressions (like lying, neglect of duty, or gluttony) are 
dealt with quickly, usually by administering a simple beating or 
forbidding the guilty to eat with the rest of the rahth for a day or so 
(this is basically a de facto fast, as it is rare for a tribe member to 
have their own provisions). More serious crimes (such as assault, 
theft, or adultery) are usually punished by stripping the guilty 
parties of all possessions, including clothing, & exiling them from 
the tribe. The most heinous crimes (rape, murder, & treason) will 
earn the guilty a death by stoning, in which the entire tribe is 
expected to participate. 
 
Masters of the Wastes 
One of the proudest traditions of the nomads is that of the masters 
of the wastes. Only the finest of their people, the most 
accomplished hunters & seekers, are eligible to become true 
masters. Those rare individuals who qualify usually begin their 
career as a master by hosting a ritual feast, in which they 
symbolically say goodbye to their fellow tribe members. They then 
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leave the rahth, walking alone & unaided into the wasteland. If 
they survive for two full days, without food or water, & they meet 
the other requirements, then the path of the master is said to open 
before them. If they fail, then they are unlikely to ever be seen 
again. 
 
A returning master is met with great fanfare by the tribe, & it is 
customary that a celebration be held in their honor. While it is not 
mandatory, it is a common tradition that a ra-iss who is not a 
master of the wastes will cede their title to the new master, & it is 
their choice whether to accept the mantle of chieftain or not. 
Masters are revered as nearly-divine beings, wise & hardy 
creatures who have taken everything that the desert can throw at 
them & transcended beyond such earthly hardships. Often, a 
master will grow restless within the confines of a tribe, & 
eventually leave them to seek a greater communion with the 
wilderness, leaving behind their former life along with the legends 
of their exploits. 
 
Routes 
Each rahth has its own annual route, which is followed with little 
deviation. Most of the tribes will hole up for a month or so in the 
foothills of the Sathan Range during the middle of winter. Then, 
before the approach of spring, they will pack up & wander 
southwards, usually along one of the three Sister Rivers or their 
tributaries. They will stop periodically throughout the spring to let 
their livestock graze, to hunt for game, & to gather other supplies. 
 
By the summertime, most of the tribes have reached the northern 
banks of Alhurus Lake, where they will spend a few days or weeks 

resting & conducting trade negotiations. While they can & do run 
across caravans anywhere along their routes, many merchants 
know that the tribes will be on the shore during the middle of 
summer, so they flock to meet the weary nomads as they arrive. 
After this period of relative leisure, the nomads will pick up once 
more & make their way north, travelling through the autumnal 
months along the river banks & across the wasteland. They follow 
their marker-stones (& occasionally those of the other tribes) back 
to their winter havens, where they will begin the cycle anew. The 
nomads have done things this way for thousands of years, 
following in the footsteps of their ancestors as they march ever 
onward. 
 
Religion 
While the tribes are all very similar to one another culturally, they 
worship a number of different gods, & there seems to be little 
chance of them reaching a consensus of the issue of religion. Some 
of the nomads pray to Al’Sihr (Adimas) for blessings & good 
fortune, while others ask Al’Qahhar (Johoum) for mercy from the 
punishing sun. Many tribes revere Al-Qaniss (Umaj) as a 
personification of the wilderness, while others believe that Limalia 
merely uses the wasteland as a testing ground for her chosen 
people. Some of these differences can be traced back to a 
conversion by a cleric traveling with a caravan, or a chieftain 
receiving a dream-vision, or some more obscuring reason. But 
regardless of their faith, the tribes maintain the traditions to which 
they have always adhered. 
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Kobold 
3rd Edition Statistics 

• Strength -2, Dexterity +2, Constitution -2, Intelligence 
+2. 

• Humanoid (Reptilian): Kobolds are scaly & 
coldblooded, but are still subject to spells or effects that 
affect humanoids only, such as charm person or 
dominate person. 

• Small Size: +1 bonus to Armor Class, +1 bonus on 
attack rolls, +4 bonus on Hide checks, -4 penalty on 
grapple checks, lifting & carrying limits ¾ those of 
Medium characters. 

• A kobold’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 

• Racial Skills: A kobold character has a +2 racial bonus 
on Appraise & Tumble checks. They also receive 4 
bonus skill points at 1st level. These points may only be 
allocated to Craft (any) or Knowledge (any). 

• Kobolds have a +1 racial bonus to Reflex saves & a -1 
racial penalty to Will saves. 

• +1 natural armor bonus. 
• Automatic Languages: Common. Bonus Languages: 

Alhaggi, Archaic, & Draconic. 
• Favored Class: Rogue. 
• Level Adjustment: +0. 

 

4th Edition Statistics 
Average Height: 2’0” - 2’5” 
Average Weight: 35-45 lbs. 
 
Ability Scores: +2 Intelligence, +2 Dexterity OR +2 Wisdom 
Size: Small 
Speed: 5 squares 
Vision: Low-light 
 
Languages: Common, choice of two others 
Skill Bonuses: +2 History, +2 Thievery 
Conservation of Energy: You gain a number of additional healing 
surges equal to the higher of your Intelligence, Wisdom or 
Charisma modifiers (minimum 1). Every time you are bloodied or 
reduced to 0 hit points or fewer, you lose one healing surge, up to a 
number of times per day equal to the higher of your Intelligence, 
Wisdom or Charisma modifiers (minimum 1). 
Intellectual Mind: You gain a +4 racial bonus to monster 
knowledge checks.  
Quick-Witted Positioning: You can use quick-witted positioning 
as an at-will power 
Tactical Knowledge: You can use tactical knowledge as an 

encounter power 
 
Quick-Witted Positioning (at-will power) 
 Your steps are too fast for a foe to follow 
 At-Will 
 Minor Action Personal 
 Effect: Shift 1 square 
 
Tactical Knowledge (encounter power) 
 You decipher clues about a target’s weak spots 
 Encounter 
 Minor Action Close Burst 10 
 Target: One enemy in burst. 
 Requirement: You must be trained in a knowledge skill 
that covers the target’s origin 
 Effect: The target grants combat advantage to you until 
the end of your next turn. 
 
Favored Classes: Artificer, Rogue, Swordmage, Wizard 
 
 

 

Overview 
Population: 18,780,000 worldwide 
Height: 2’4” tall (average) 
Weight: 40 lbs. (average) 
Languages: Alhaggi, Archaic, Common, Draconic 
 
Kobolds are canny & entrepreneurial. These small reptilian people 
have a nose for opportunity, a zest for living, & a heritage of 
tenacity. Though less numerous than other peoples, their long 
history & prolific spread has led to their traditional tongue 
becoming the common trade language. They are indigenous to the 
warm flatlands north of the Satha Laylanuha, although in modern 
times they can be found anywhere on the continent of Admaja, 
especially in urban areas. Also known as Araqurai (from an 
Admajai phrase, meaning “little lizard”), they have weathered all 
storms with an industrious & persevering attitude that has served 
them well over the ages. 
 
Biology 
An average adult kobold weighs between 30 & 50 pounds, & 
reaches between 2’ & 3’ in height. They resemble humanoid 
agamids, with scales coating much of their skin & distinctive 
reptilian features. Kobold females are often as tall as males, though 
they weigh less & have more slender limbs. Kobolds are adapted to 
crawling as easily as to walking, although they vastly prefer the 

latter & so usually walk upright. Kobold dental structure is 
acrodontal, resembling a snake’s mouth rather than a lizard’s. 
Their coloration may change slightly in order to regulate body 
temperature. 
 
Diet 
From birth, kobolds are extremely inquisitive about what does & 
does not qualify as food. Thus, adult kobolds’ diets are large & 
varied, ranging from insects, fish, birds & small reptiles to 
commonly-accepted meats, as well as grain, fruit, vegetables, 
flowers & other plants. Kobolds have a (somewhat) deserved 
reputation as extreme omnivores, though they do not eat great 
amounts of food. They prefer a large number of small meals 
throughout the day, somewhere on the order of five meals per day 
or more. 
 
Reproduction 
Male kobolds become sexually mature at around the age of six, 
though most do not become sexually active for another year or so. 
Female kobolds become sexually mature earlier, as young as four 
years old in many cases, though uterine development & cultural 
expectations typically delay them from becoming sexually active 
until their male counterparts “catch up” to the females. 
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Kobolds give birth to live young in a birth sac. Gestation is around 
five to six months; it is quite common for kobold mothers to give 
birth to twins or even triplets. Kobold newborns require 24 hours 
to adjust after escaping the birth sac, & exhibit a catlike curiosity 
in their first few weeks. They are born able to crawl & eat, 
although their senses require some time to gain acuity. They often 
prowl their surroundings just a few days after birth, hunting for 
rodents, lizards, & other tiny creatures; this sharpens their minds & 
teaches them survival skills. When their hunger is satiated, they 
eagerly return to the mother. 
 
Over ten percent of kobold pregnancies are fatherless, as the 
female’s own hormones stimulate development of an amniote. 
There is physically no difference between a kobold child with two 
parents or one birthed parthenogenically, apart from a lack of 
heredity from a paternal line. Parthenogenesis used to be very rare, 
only occurring if there were no males present for an extended 
period of time, but since the Pactspell, it happens much more 
frequently, for reasons that are not fully understood. 
 
Kobolds of both genders can mate with shape-shifted creatures 
such as genies or ghuls, & the kobold-descended offspring of such 

a union. Though kobolds & lizardfolk share certain physical traits, 
they are sexually incompatible & thus cannot successfully mate. 
 
Growth 
Kobold children develop at a very rapid pace, typically attaining 
adult height & weight in only six years of age. Kobold puberty is 
awkward for both genders: Males experience a thickening of the 
legs & pectoral muscles, & begin secreting a waxy substance from 
their femoral pores, while females experience abdominal cramps & 
may begin exuding pheromones. Some females pass an empty birth 
sac or (rarely) two during the year-long pubescence, which is 
known as the Change (aq-Edala). After the Change is complete 
(usually by one’s seventh birthday), a kobold is considered fully 
grown, & is treated as an adult. 
 
Cross-Cultural Customs 
Kobold males normally wear clothing that will cover their pectoral 
muscles. Kobold females may be topless when it suits them. 
Kobold children in drier climes are often veiled to retain moisture 
around their still-developing teeth. Kobolds enjoy a mild opiate 
derived from rayseed, which their jaws are uniquely capable of 
crushing & extracting.

 
 

Sulafati Culture 
Population Base: Sulafat, Burdusq 
Primary Religions: Adimas, Sidaru 
Dominant Language: Alhaggi 
 
Sulafati culture is all that remains of the traditions of old Haz-
Hurad, a kingdom of kobolds that was destroyed over 1,400 years 
ago. Unyielding, & full of tension & uncertainty, it is a culture 
founded on the sad experience of being pushed to the edge time & 
time again. Choked off by natural hazards & uncertain relations 
with neighboring cultures, the Sulafati are rarely found outside 
their home regions in any significant number. 
 
Internal Relations 
The Sulafati are rarely encountered outside of their primary 
population bases. The culture is extremely insular, & is protective 
of its own kind to a clannish degree. Sulafati have an easy time 
recognizing & accepting one another, but are very guarded around 
outsiders, even other kobolds. Among their own kind, they tend to 
form tight communities that emphasize conformity & discourage 
diversity. They are steeped in ancient, unyielding traditions, & 
their long proximity with one another has bred a collective peer 
pressure that borders on stifling. 
 
External Relations 
The Sulafati have a hard time trusting anyone who is not Sulafati; 
while many attribute this to simple racism, they notably often 
extend this distrust to other kobolds, as well. Though trade is 
accepted, outsiders’ markets are always under guard. Sulafati have 
particular difficulties with lizardfolk; the memories of both peoples 
are long, & the lizardfolk have never fully forgiven the kobolds for 
seizing the city of Sulafat during the Sheqari-Hurad Wars. Their 
long-ago invasion has come back to haunt them; it was an ancient 
victory that they are often blindly proud of, even though it now 
tastes like ashes in their mouths. The Sulafati of Maisan are 
somewhat more tolerant of other nearby cultural groups, but are 
ever watchful for signs of change. Individual Sulafati find it 
difficult to adjust to being surrounded by alien cultures while 
adventuring. 
 
Occupations 
To better build & maintain their communities, the Sulafati 
gravitate toward occupations involved with growth, maintenance, 

& stability, so most of them are farmers, hunters, or craftsmen. Not 
many desire work in governance, with the majority of these being 
formal guards & soldiers. Very few Sulafati seek out religious 
vocations, & most of the smaller communities lack formal 
merchants or entertainers. The only real clerical work is to be 
found in the capital, where the heavy administration that keeps 
goods & services flowing requires bureaucrats, tax officials, & 
scribes. 
 
Names 
Traditionally, it has been the custom to use names from the 
Common tongue. Sulafati have one given name, & may have an 
acquired identifier related to themselves somehow. For example, 
“Westherder” could be the name of a sheep farmer from the west 
side of town, or “Goldscale” could be the name of a Sulafati with 
particularly yellowish scales. Though for the few years during the 
peace talks with the lizardfolk, it had been the fashion to bestow 
names to children of Alhaggi origin, practices have since returned 
to names in Common. 
 
Male Sample Names 
Abbas, Aqbar, Burhan, Faruq, Hani, Jabir, Masud, Nabil, Qateb, 
Rafiq, Sadiq, Shaqar, Tamir, Wahib, Zahir 
 
Female Sample Names 
Abia, Amala, Anisa, Fadila, Hasna, Helima, Majida, Munira, 
Nazira, Qamila, Qebira, Sabira, Salima, Ulima, Wasima 
 
Sample Identifier Names 
Alemaker, Barbender, Coinfinder, Dawnwalker, Farseer, 
Goldscale, Hogfoot, Longtail, Mudcrawler, Newlover, Pestwaver, 
Raincharm, Snaketooth, Vinefarmer, Westherder 
 
Food & Drink 
The Sulafati are the cultivators of several rich & valued staple 
crops, including many varieties of rice. Their cuisine includes 
more greens & roots, as opposed to the emphasis on grains & spice 
their southern counterparts have. Sulafat farming prizes milk-
giving animals, & thus tends to include milk & derived foods, with 
almost no beef or poultry. Their cooking also uses pig meats 
heavily, including many parts of the animal which other cultures 
find unsuitable for consumption, such as the snout, the tail, & the 
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hooves. Sulafati raise a dark bean which they brew into a bitter 
beverage called kaf or qaph. 
 
Appearance 
The Sulafati most often have dull mottled scales (in various 
patterns of ochre, tan, &/or brown), making them far less colorful 
than their Hijra counterparts. They may have small horn ridges or 
disseminated cranial bumps. Their tails tend to be on the short side, 
& are sometime quite stubby. 
 
They usually wear traditional Hudarai garb: ankle-length robes 
with short sleeves, belted sandals, & tall caps or helmets for the 
males. The height & decoration of a male Sulafati’s hat denotes his 
status, with the lower class men wearing simple crested caps, while 
the aristocracy sport hats of implausible complexity & tremendous 
stature. Females tend to wear highly decorated tunics regardless of 
class (the amount & quality of their jewelry is the only way to 
determine their standing), & they often have more than one layer, 
as shawls & wraps are quite popular. 
 
Arts & Education 
The Sulafati in rural areas are given a standard agrocentric 
education, both by their families & by state administrators. Classes 
are taught biannually on trending information, as well as 
introducing & reinforcing ideas such as crop rotation, crop 
diversification, & storage needs. In the cities & some of the larger 
towns, formal schools exist where the young can go to learn 
literacy, management, arithmetic, & governance. These schools are 
exclusive to kobolds; members of other races are barred from 
them, & even non-Sulafati kobolds can have difficulty getting in. 
Sulafati are not known for their artistic endeavors, but they excel in 
civil engineering & structural planning. 
 
Relationships 
The Sulafati are a reserved & private people, but they do socialize 
& marry. Separation is permitted by either party up until the birth 
of a child, at which point only the woman may choose to annul the 
marriage. Men initiate courtship most often, & the societal 
expectation is that it is the male’s role to forward the relationship. 
Adultery is seen as extremely scandalous, with adulteresses in 
particular being ostracized or even exiled from their communities, 
their marriages annulled & their children given to the slighted 
husband (or in the case of cuckoldry, to the nearest female relative 
of the paramour, should the male not wish another man’s children 
in his home). Sulafati do not discuss their relationships or those of 
others, & are often quite insular, courting only within their own 
ranks. 
 
Crime 
Being an orthodox, conformist people, the Sulafati take any 
deviation from the norm very seriously, especially criminal 
behavior. They take a dim view on illegal activity, & punishments 
for convicted criminals can be extremely harsh. Even minor crimes 
(like pick-pocketing & fraud) are dealt with severely, & repeated 
offenders are regularly executed. Major offences such as murder, 

rape, & kidnapping are grounds for capital punishment, which is 
usually by stoning the condemned to death. Vigilantes & 
anonymous informants are commonplace, as they have little 
tolerance for any aberrance. 
 
Adventuring 
The issue of adventurism as a career is an awkward one for the 
Sulafati, due in large part to their xenophobic culture. They 
sanction mercenaries, & they even support vigilantes, but the idea 
of traveling to far-off lands, hunting monsters, & raiding tombs is 
hard for them to understand. They have a hard enough time dealing 
with pilgrims & merchant caravans, let alone parties of armed 
soldiers-for-hire wandering through their territory. They usually 
give a cold reception to adventurers, letting them know in no 
uncertain terms that their kind is unwelcome. And the rare Sulafati 
that desire to become adventurers are looked at as insane, & often 
become exiled for their aspirations. 
 
Architecture 
The Sulafati take great pride in their structural design & urban 
planning. Like most kobolds, they prefer low-level buildings, 
favoring sprawling plazas to tall spires. They tend not to decorate 
their edifices, aiming for a simple geometric design that is 
distinctive & practical. Their buildings are often made of 
hemispherical domes, connected to each other by narrow round-
roofed halls. 
 
Even though there is ample wood available for construction near 
the city of Sulafat, most of the buildings are made of stone, like in 
many other settlements on the continent. Because the city is near 
the equator, the stone is often needed to insulate the interior from 
the outside heat. And the Sulafati sometimes emulate the style of 
Dajajai homes, which often have a second floor underground for 
added space & better insulation. 
 
Legends 
The Sulafati had a better chance of retaining the historical records 
& lore of Haz-Hurad, but much of that was irrevocably lost in that 
kingdom’s violent collapse. Since then, much of their history has 
become conflated with folk tales, becoming little more than 
entertaining myths. These stories are still told at the hearth & the 
altar, their cultural value outlasting their factual worth. 
 
There is the tale of Queen Ismu, who founded the capital city of 
Araqibet at a site which she saw in a dream. There are several 
stories involving the Huradai facing off against the dragons of 
Azhan & the lizardfolk of Sheqari, often losing after a valiant 
struggle. There is a legend that tells of how the gods saved the 
kingdom by granting them the use of iron to defeat the bronze-
using Sheqarai (although an alternate myth describes a Huradai 
trickster goading a dragon into smelting the first iron for him). And 
there are many tragedies involving the fall of Haz-Hurad, even 
more than the many patriotic tales of how the kobolds seized the 
city of Sulafat. 

 

Hijra Culture 
Population Base: Ilud, the Northern Wastes, Alhurus Lake, the 
Sahra Basit 
Primary Religions: Adimas, Pashati 
Dominant Language: Common 
 
When Johoum & his demonic hordes destroyed the kingdom of 
Haz-Hurad, the citizens of that realm (the vast majority of who 
were kobolds) fled to safer lands. Most of these refugees went 
southward, through the Lost Pass, to the central parts of the 
continent. This mass migration later became known as the Hijra. 

The former Huradai scattered to settlements all over the central, 
western, & southern regions, where they partially integrated with 
the people already living there. 
 
Today, the post-Hurad kobolds are known as the Hijra, after their 
emigration from their ruined homeland. A cosmopolitan & 
extroverted society, they are far worldlier than the isolationist 
Sulafati. Concentrated in the urban areas of the western & southern 
regions, the Hijra are rarely found in any settlement smaller than a 
large town. 
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Internal Relations 
Hijra culture is extremely open & accepting, although they do form 
close-knit communities. All Hijra are informally neighbors unless 
they have a personal feud, & they spend a great deal of time 
mixing with one another to share news & stories each day. They do 
not necessarily seek each other out, nor are they primarily 
concerned with their own people, but the traits they value simply 
naturally draw them to one another. 
 
External Relations 
The Hijra are a tremendously outgoing group, visible & 
interspersed in the populations of many major cities & regions. 
They have strong ties with the Iludai humans, the Diaspora 
lizardfolk, & even the Nahr gnolls. Their culture is considered 
fairly infectious, & in several cities it provides the foundation for 
many local customs & legends. Hijra food, music, festivals, & 
style of dress can be seen even in places beyond their base, & have 
been adopted by many other races & cultures in the urban areas 
that they cohabitate. A good example of this would be the folk 
figure Ras Naranj, who is popular among kobolds in the far south; 
he actually descends from a Hijra folk hero from the city of 
Naranj. 
 
Occupations 
The Hijra enjoy traveling, & so they often find employment as 
merchants, explorers, & diplomats. It is hard to find a caravan that 
doesn’t have at least one Hijra in it. The trade & service industries 
are full of them, even in places where they are less concentrated. 
They tend to avoid manufacturing jobs, preferring administrative 
work to farming or smithing. They also don’t often work as 
professional soldiers, so guards or mercenaries that are Hijra are 
somewhat rare. 
 
Names 
The Common tongue has always been used for giving Hijra 
children their names, a tradition that dates back to days of old Haz-
Hurad. Their parents usually give them a first name (which is often 
the name of a deceased relative), a middle name (usually the name 
of a close family friend), & the family’s last name (which is 
always descended from the father’s side). Some exceptional Hijra 
also acquire a title related to some famous exploit of theirs, but this 
is rather rare. Less than one in twenty Hijra have earned a widely-
excepted title of this sort, although some individuals insist upon 
using one, despite their lack of accomplishments. 
 
Male Sample Names 
Abdel, Ahmed, Fadil, Hafiz, Hassan, Jamal, Mamud, Qalil, 
Qoman, Rahman, Raza, Sabir, Tahir, Yasir, Zafar 
 
Female Sample Names 
Adiba, Alima, Aziza, Faiza, Hadya, Isra, Maysa, Nadira, Qalida, 
Raja, Safia, Samirah, Saqinah, Zaida, Zarifa 
 
Sample Family Names 
Amala, Badiya, Chahir, Firdaus, Ghamam, Hararat, Jar, Macha, 
Mathir, Qitabi, Ramil, Sadiq, Safara, Shamis, Thariq 
 
Food & Drink 
Hijra cuisine is somewhat dependent on the local flora & fauna 
that are available, but there are certain staples that are omnipresent. 
Like the Sulafati, they often use rice in their dishes, even if it has 
to be imported from other lands. Unlike their northern 
counterparts, they eat a lot of grains, which are often ground into 
flour to make leavened breads. They rely on poultry as their 
primary meat, especially chickens & other small birds. They are 
known to use far more spice in their dishes than other peoples are 
comfortable with; this is due to their natural immunity to capsaicin. 

When guests are around, their chefs are very careful to reduce the 
spices to tolerable amounts. 
 
Appearance 
The scales of a Hijra kobold are usually bright & vibrant shades of 
red, blue, orange, green, &/or purple. Their bodies are normally 
either one solid color, or have two strongly contrasting tones; they 
lack the complex patterns of the Sulafati scales. They often have a 
noticeable frill on the backs of their heads, which can partially 
cover their necks. Their tails are typically long & spindly, although 
some have their tails bobbed short for a number of reasons. 
 
It’s difficult to describe Hijra fashion, due the myriad themes, 
counter-themes, styles, permutations, fads, & local variations. 
However, there are a few trends that can normally define one’s 
dress as particularly “Hijra.” They are fond of sashes, bandoliers, 
& baldrics, wearing them over their robes or shirts. They also like 
garments with built-in pockets & pouches, which is quite a rarity 
for clothes on Siraaj. They seldom wear footgear of any sort, they 
like vests, & they don’t generally sport a lot of jewelry, as they 
don’t want to offend others with displays of ostentation. 
 
Arts & Education 
The Hijra place a great deal of importance on a proper education, 
& will tutor their children in a great number of fields of study. 
They are the ones who are responsible for maintaining the high 
literacy rate of urbanites in the post-Admajai era. They appreciate 
& encourage a well-rounded education, one that emphasizes first-
hand knowledge & its practical application. They often send their 
children away to prestigious colleges, such as the many academies 
of the Iludai, so that they can become independent & well travelled 
at an early age. 
 
As a dynamic, gregarious people, it should come as no surprise 
that the Hijra have a long & proud tradition of performance art. 
While there are many talented painters & sculptors among the 
Hijra, & they value art in any form, their world-famous singers & 
dancers are the ones that exemplify their culture as a whole, if such 
a thing is possible. Their songs are sung in taverns & plazas across 
the continent, & their intuitive, provocative dances are infectious 
to the point of being hypnotic. Hijra bards are legendary for their 
musical talent, & many of their merchants & politicians are noted 
for their gift of oratory. It has been said that when the Huradai fled 
their burning kingdom, they were only able to take with them one 
gift of their long-dead gods; the legend says that they brought their 
music, wrapping their children up in a blanket of song & dance. 
 
Relationships 
The Hijra people are generally friendly & sociable with everyone, 
& their formal affiliations are a reflection of that. They have fairly 
liberal ideas concerning marriage & parenting, & as a result, their 
relationships tend to be rather fluid & difficult to classify. While 
some of them do go through an official courtship period, get 
married, & then raise their children together, this is hardly the 
norm. 
 
Hijra rarely get married before they are 20 years old, & some never 
get around to it at all. They usually have casual romantic relations 
with members of the opposite sex from the time they are sexually 
mature (around the age of seven years old) until they feel ready to 
settle down, which can be anywhere from ages 10 to 30. Couples 
(or more complex multi-partner groupings) often live together 
unmarried, & these arrangements can last for as long as all 
participants wish to do so. Some partners feel a pressure to get 
married later on, especially after having children, but this is not 
always the case. 
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Accidental pregnancies are somewhat common, & while certain 
primitive contraceptives exist, females generally carry their young 
to term. Children are raised by both parents, either parent, 
grandparents, designated family members, or close friends who 
show an interest in adopting. Since their communities are so 
closely-knit, children are often cared for & disciplined by the 
neighborhood as a whole, so the role of an individual parent is less 
important than in other cultures. 
 
Crime 
One would expect that the Hijra might take a relaxed view on 
criminal activity, based on other aspects of their society, but in 
fact, the opposite is true. They are very harsh towards convicted 
criminals, & they do not tolerate illegal behavior within their own 
ranks. This is offset by the fact that they only have a short list of 
acts that they consider to be truly against the law, & everything 
else is fair game. Prostitution, drug use, & other “victimless 
crimes” are not thought of as wrong in Hijra society. 
 
However, any act that violates the rights of another person is 
regarded as a heinous offense. Murderers, rapists, & committers of 
assault can face an executioner’s axe if convicted. Thieves, 
committers of fraud, & kidnappers are usually branded & exiled 
for their misdeeds. And even more lenient judges can sentence a 
prisoner to perform community service, effectively forcing the 
condemned to act as a public slave for a set period of time. These 
severe punishments are seen as an effective deterrent, as few Hijra 
turn to a life of crime. 
 
Cities 
It has been said that kobolds are naturally urban creatures, & that 
they have been drawn to gather together in great numbers since the 
world was young. In modern times, they are more at home within 
the gates of a sprawling metropolis than almost any other race, 
humans included. The larger the city, the more comfortable they 
seem to be, taking to the hustle & noise of the urban streets like a 
Pahari takes to the ocean currents. The Hijra especially are fond of 
large cities, & are almost never found living in any settlement 

smaller than a large town. They don’t usually establish cities of 
their own, preferring to add to the population of an already-
existing municipality. 
 
Travel 
The Hijra people love to go on trips, & will readily embark on a 
journey at the slightest provocation. Their wanderlust has been 
explained as a result of their evacuation from the ruins of Haz-
Hurad, but the few remaining records of that long-lost kingdom 
suggest that the Huradai were always fond of traveling. The 
kobolds’ natural curiosity & industriousness are particularly 
pronounced in the Hijra, who often find employment that will 
facilitate their desire to leave home & see new places. While they 
are most at ease within the confines of a city, they will gladly trek 
across a barren desert or delve into a forgotten underground 
complex in the name of exploration & discovery. A young Hijra 
may even leave home early & join a caravan as a merchant or a 
mercenary, just to be able to sate their longing to travel. 
 
The Sea of Fiery Knives 
For nearly 2,000 years, the great kobold kingdom of Haz-Hurad 
prospered in the equatorial greenery north of the Sathan Range. 
But one fateful day, the kobold nation was destroyed by an army of 
demons led by the demon-lord Johoum. The surviving kobolds fled 
to Maisan, Sulafat, & other nearby settlements in a mass flight now 
referred to as the Hijra. The ruins that were left behind are still 
standing, although the ravages of sand & time have reduces some 
of them to mere rubble. 
 
The parched, sandy desert that has claimed the ruins of Haz-Hurad 
is now known as the Sea of Fiery Knives. Named for the sharp 
desert sands, the intense heat & deadly monsters here deter all but 
the most intrepid explorers. Every year, dozens of Hijra come here 
to survey the remains of the lost kingdom, hoping to find some 
relics or records of a bygone era. Most of these travelers never 
return, having been slaughtered by the demons, dragons, & ghuls 
in the region, or else swallowed up by the hellish sands 
themselves.
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 Lizardfolk 
3rd Edition Statistics 

• Dexterity -2, Constitution +2, Wisdom +2. 
• Humanoid (Reptilian): Lizardfolk are scaly & 

coldblooded, but are still subject to spells or effects that 
affect humanoids only, such as charm person or 
dominate person. 

• Medium Size: As Medium creatures, lizardfolk have 
no special bonuses or penalties due to their size. 

• A lizardfolk’s base land speed is 30 feet. 
• Racial Skills: Lizardfolk have a +4 racial bonus on 

Balance, Jump, & Swim checks. They also have a +2 
racial bonus on Survival checks. 

• +2 natural armor bonus. 
• +2 racial bonus on Fortitude saves to resist Poison 

effects. 
• Natural Weapon (Ex): Bite (1d4 + Str); piercing 

damage.  
• Cold-Blooded: Lizardfolk are mesothermic, meaning 

that they can only partially regulate their internal body 
temperature. For them, the ambient temperature is 
considered one category colder than it actually is. 

However, they only suffer from cold exposure in 
temperatures below 40°F. 

• Hold Breath (Ex): A lizardfolk can hold its breath for 
a number of rounds equal to four times its Constitution 
score before it risks drowning. 

• Musk: A lizardfolk exudes certain oils from its skin 
that have a faint but distinct odor. This allows them to 
be more easily tracked, granting a +4 circumstance 
bonus to such checks. 

• Water Dependence: A lizardfolk must ingest a 
minimum two gallons of water a day or suffer a 
cumulative -1 Con penalty. A full day of rest with 
complete hydration is necessary to eliminate this 
penalty. 

• Automatic Languages: Alhaggi & Common. Bonus 
Languages: Draconic & Pahrai. 

• Favored Class: Druid. 
• Level Adjustment: +0. 

 

4th Edition Statistics 
Average Height: 5’10” – 6’6” 
Average Weight: 280-320 lbs. 
 
Ability Scores: +2 Wisdom, +2 Constitution OR +2 Strength 
Size: Medium 
Speed: 6 squares, swim 6 
Vision: Low-Light 
 
Languages: Common, Alhaggi 
Skill Bonuses: +2 Nature, +2 Athletics 
Reptilian Heritage: You have the reptile subtype. You also gain a 
+5 bonus to saving throws against poison.   
Jungle Hunter: You ignore difficult terrain that is a result of 
dense foliage or shallow water. You gain combat advantage when 
attacking an enemy who is standing in a square of shallow water or 
dense foliage that the target is treating as difficult terrain. 
The Hunt Begins: You can use the hunt begins as an encounter 
power. 

 
The Hunt Begins (encounter power) 

• You mark an enemy as your target, signaling for your 
allies to steer clear 

• Encounter * 
• Minor Action Close Burst 10 
• Target: One enemy in burst. 
• Effect: Until the end of your next turn, you deal an 

additional 1d6 points of damage on all attacks against 
the target. 

• Special: Increase bonus damage to 2d6 at level 11 & to 
3d6 at level 21. 

 
Favored Classes: Druid, Invoker, Ranger, Shaman 
 
 

 

Overview 
Population: 37,570,000 worldwide 
Height: 6’6” tall (average) 
Weight: 260 lbs. (average) 
Languages: Alhaggi, Common, Draconic, Pahrai 
 
The reserved lizardfolk are a conservative race, deeply 
community-oriented & sensible to the world around them. 
Preferring a slower-paced lifestyle, lizardfolk have taken a corner 
of the world for their own, from which they may spread to sample 
or integrate with members of other cultures. Though more devoted 
to art than to science, lizardfolk have taken to the seas with 
aplomb, & are experts in the nascent art of sail. Also known as the 
Arqanasi (singular Araqanas; from an Admajai phrase, meaning 
“Lizard-Person”) or the Waranass, they have had a long, difficult 
time adjusting to the demands & routines of life in the civilized 
society, made harder by their natural territorial instincts. 
 
Biology 

Lizardfolk are solidly-built reptiles, with ropey muscles & almost 
no body fat. They have a large lower jaw, which facilitates their 
biting capability. This powerful bite is further enhanced by their 
large prominent teeth, which are often used by both sexes during 
intimidation displays. 
 
Most lizardfolk have a dark green coloration, with accents of 
brown & black featuring prominently. Some desert-dwelling tribes 
feature reddish scales, although this is rare. Their ventral 
underbelly (which actually extends from their chin to the tail) is 
often pale, which white, gray, or yellowish scales being the most 
common. Scale patterns range from bands & stripes to splotches, 
speckles, & circles, which can change as they mature. These 
patterns follow family lines, with juveniles typically having 
brighter coloration than adults. 
 
As a semi-aquatic race, the lizardfolk spend as much time near the 
water as possible. They can only go without water for so long 
before becoming dangerously dehydrated, & they are adept 
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swimmers. Their powerful tails are used to help propel them 
through the water while swimming, & they can hold their breath 
for much longer than most other races. On land, their digitigrade 
feet & long tails give then a superior ability to remain balanced, & 
their strong springy legs allow them to jump surprisingly high. 
Diet 
Lizardfolk are mostly carnivorous, although they also eat some 
fruits. They prefer to eat their meals whole, as their teeth are not 
suited to chewing, & thus they only eat small prey, which is more 
abundant. They are not particularly picky about their food, & will 
eat fish, amphibians, small mammals, birds, lesser reptiles, & eggs. 
Infants will eat insects almost exclusively, but they generally lose 
their taste for such fair after their first few years. 
 
Avid carrion eaters, lizardfolk will feed on the carcasses of most 
dead creatures, as the flesh is often easier to bite into & digest than 
fresh meat. The smell of rotting meat is considered attractive to 
them (which unfortunately follows them, adding to their already 
musky odor). They do not eat the bodies of dead sentients, out of 
respect for their kindred souls. 
 
Reproduction 
Lizardfolk are oviparous creatures, laying 2-5 eggs in a single 
clutch. Mating generally occurs in the summer months, & any 
viable eggs are laid in the early autumn. The females lay their eggs 
in an earthen mound & cover them up with sand; any adults in the 
household share the duties of watching over the eggs and warming 
them as needed. 
 
After nearly a year of incubating, the eggs finally hatch when the 
infants break through their tough shells with the help of an egg 

tooth, which is shed shortly after hatching. Because hatching is 
such an exhausting effort, infant lizardfolk will usually remain 
within their shattered shells for several hours before crawling out 
of the top of the mound. 
 
Lizardfolk are able to mate with shape-shifted creatures such as 
genies or ghuls, & the lizardfolk-descended offspring of such 
unions. While lizardfolk & kobolds share certain physical traits, 
they are sexually incompatible & thus cannot successfully mate. 
 
Growth 
Lizardfolk children grow up much more slowly than kobolds, & 
even slower than humans & sabi. It takes about 20 years from the 
time of their hatching until a lizardfolk youth is considered an 
adult. Even then, most lizardfolk are still lanky & slim upon 
reaching adulthood; it can take another ten years of growth to 
achieve their full size. This protracted development period allows 
the lizardfolk to mature mentally, learning a great deal & gaining 
the practical wisdom that other races don’t acquire until later in 
life. 
 
Because lizardfolk grow at such a slow pace, they do not need to 
molt their entire skin at once. Rather, they go through biannual 
periods of partially molting, once in the summer & again in the 
winter. During these week-long moltings, known as Rughaz ul-
Haura in Alhaggi, a youth’s scales will shed independently of one 
another, revealing larger or split scales underneath. Also, sometime 
during a lizardfolk’s tenth year, their musk glands (known as ir-
Zathud) will activate, secreting certain oils from the skin that have 
a faint-yet-distinct odor; these glands will continue exuding this 
musk for the rest of their natural life. 

 

Sheqarai Culture 
Population Base: Sheqari 
Primary Religions: Pashati, Sidaru 
Dominant Language: Alhaggi 
 
Sheqari was once the site of a great lizardfolk kingdom of the same 
name, forged by the legendary Amir Jathi. The Great Amir united 
the Seven Nations (although there were more than seven) to form 
the kingdom of Sheqari, with himself as their lord. He ruled wisely 
for decades, & his kingdom lasted far longer. After many 
centuries, the federation finally suffered an economic collapse due 
to the corrupting influence from the she-da-zhong (who were 
working with a group of demons). Today, while the kingdom may 
be long replaced by autonomous city-states, the culture of the 
Sheqarai lives on, centered around the cities of Rasalhague & 
Rasaljathi. 
 
Internal Relations 
All Sheqarai communities have a sage, known as a ras (plural 
rasi), who is a person of great wisdom & listening ability. A ras is 
not exalted in any particular fashion, but is often respected as an 
elder or advisor, even among some other races. Rasi are chosen via 
meritocratic consensus of the community, often requiring the 
recommendation of a druid (many rasi have been druids or priests 
in the past). They typically have judicial powers within their 
chosen settlements, rendering judgment upon the accused & 
interpreting the laws of the council. They are always influential, 
meritorious individuals whose opinions are highly regarded out of 
tradition. A ras tries to determine the best course for the general 
population. 
 
The legislative powers in a Sheqarai settlement are usually held by 
a local council of elected elders. The council elders are primarily 
those with a great deal of experience, not necessarily with merit. 
They set the laws of the community, defining what is legal & what 

is not. A civic council only convenes as needed, & the only 
constant session is an introductory gathering just after the annual 
elections, during which an administrator is appointed. 
 
An administrator (or two, or three) is appointed by the council & 
given executive powers. These administrators are the official 
leaders of a Sheqarai community, although they are beholden to 
the local ras & the council, both of which advise the administrator. 
Their task is to execute the laws: directing policy, overseeing 
community projects, & managing the local constabulary. Their 
appointments last for a year, after which the council must select a 
new one. They can be chosen to serve multiple terms, but this 
somewhat rare, so often, the appointment is for one year only. 
 
Females possess a lot of power in Sheqarai politics. Lizardwomen 
organize the community in terms of distributions & requisitions. 
They also fill many civic council positions in times of need, 
holding most of the council seats. Respected members of the 
community are recommended to council by women as often as not. 
They are the guardians of bloodlines, the young, & of family 
histories. They have insider info on personal qualifications. They 
are the majority on the council because many lizardmen don’t want 
the job. More males take the route of travel, becoming druids, 
merchants, or diplomats, which means they spend less time in a 
fixed community. 
 
External Relations 
Lizardfolk as a race consider most forms of demagogy to be 
dangerous. Political maneuvering is discouraged, & as a result, the 
Sheqarai have a difficult time understanding the politics of other 
races. They do, however, embrace the territorial nature of their 
ancestors, which makes for strained relations with other peoples at 
times, despite their generally peaceful intentions. 
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This tension is most pronounced in regards to kobolds, because of 
the latent enmity left over from the Sheqari-Hurad Wars. The 
Sheqarai make a conscious effort to surmount their bias, which can 
lead to an ingratiating overcompensation. Some members of other 
races find it amusing to watch Sheqarai attempting to be pleasant 
when they are obviously annoyed & contemptuous. 
 
 
Occupations 
The Sheqarai believe in sustaining their past, prospering in the 
present & laying track for the future. They also believe that 
everyone is served by these goals, so those who best exemplify this 
cultural belief are most highly regarded. They respect those who 
watch over the next generation, those who supply water & healing, 
& those who provide food for the community. 
 
Farming & fishing are seen as the most respectable professions, 
while banking & money-lending are the least respectable. There 
are lizardfolk bankers & lenders; their families are just very 
puzzled & occasionally disappointed. Priests, healers, & midwives 
are, of course, held in high esteem, while soldiers are seen as 
almost superfluous (at least in times of peace). They have a loose 
class system (from the bottom to the top, approximately): Cleaners, 
warriors, merchants, sportsmen, artists, architects, scholars, 
farmers, caregivers, council, druids, administration, diplomats, & 
rasi. 
 
The greatest virtue in lizardfolk society is contribution to the 
community, & the Sheqarai are no different. Some lizardfolk that 
get more money than they can spend find ways to funnel it back 
into the community; many have self-interest or familial welfare to 
put before the community benefit, & act accordingly. Within 
reasonable limits, this is understood & accepted. 
 
Both genders can be found in almost any profession. Men are more 
likely to work outside a fixed community; they may work in 
several periodically, or on the outskirts of one. Within a greater 
community they’ll still be local, but they generally prefer 
occupations that won’t tie them down to a single place. Females 
have more of a nesting instinct; younger females are probably even 
more adventurous than their male counterparts, however. 
 
One vocation that is unique to the Sheqarai is that of the mother-
for-hire. Since many females work outside of the home, a clutch-
mother is not always available to raise their young. These women 
therefore hire someone else to take care of their children, typically 
an older lizardwoman who has extensive parental experience. 
 
Names 
Sheqarai are likely to only have a single name, given to them by 
their clutch-mother. While some names are taken from the 
Common tongue in modern times, most of them have Alhaggi 
names. Those who travel away from their hometowns often use the 
name of their native settlement as a second name. This second 
name is preceded by “ul-” for males, & “il-” for females; people 
who aren’t too concerned about their gender sometimes use the 
neutral “el-” prefix, although this is rare. But a Sheqarai 
encountered within their settlement of origin will typically use 
only their given name, even if there are others in the area with the 
same name. 
 
Male Sample Names 
Asazi, Buzha, Duraq, Ghiloor, Hoom, Hosni, Jathi, Murauji, 
Qurab, Rakhiz, Saqathi, Tafil, Tagh, Urza, Zhir 
 
Female Sample Names 
Amnur, Asmar, Bakhul, Ellad, Gazzud, Hizul, Jhauggar, Khur, 
Mulkhar, Nada, Nakhar, Naur, Shasad, Whalum, Zannar 

 
Food & Drink 
Because of the many oases in their territory, the Sheqarai eat more 
fruit than most other lizardfolk. They eat dates, figs, & even some 
citrus fruits imported from the south. Pomegranates are rarely 
eaten raw, but they are the primary ingredient in the local aril 
wine. While they don’t have any vegetables in their diet, they do 
eat some nuts, particularly almonds & pistachios, which they crush 
& swallow with the shells still on. 
 
The rest of Sheqarai cuisine consists of various types of meat, 
particularly cuts of lamb & poultry. Camel meat is eaten on special 
occasions, such as during holiday feasts, but is avoided at other 
times. The consumption of pork is forbidden as a cultural taboo, & 
is a minor point of contention with other cultures, which largely 
lack this aversion. Beef is consumed from time to time, but it is 
only eaten raw, & even then it is often long-dead, as the fresh meat 
is considered too tough & stringy. Most of the meat that they eat is 
cooked rare, & being served a well-done piece of meat is 
considered an insult. 
 
The Sheqarai used to eat more traditional lizardfolk fare, IE carrion 
& small game, which was often swallowed whole. However, a 
cultural revolution instituted by Grand Amir il-Zalatha in 196 IR 
changed many aspects of their society, including their diet. This 
was done to emulate the practices of the Admajai Empire, who 
were spreading their influence across the continent. Even today, 
nearly a thousand years later, most urban meals feature cooked 
meat from large animals that has been freshly killed. Only in the 
rural villages & the remote camps, far from civilized urban centers, 
do the old traditions remain. 
 
Appearance 
The lizardfolk have no nudity taboo, unlike humans & many other 
races. Their genitalia are discreetly internal, & the climate of 
northwest Admaja is hot & humid. Traditional Sheqarai garb is 
therefore minimal, consisting mainly of belts, bandoleers, baldrics, 
& other straps. These are primarily functional, used to carry tools, 
coins, & other items. Over the years, though, these bands have 
become more decorative, elaborate, & stylized, with many 
different fashions available. 
 
The lizardfolk have no hair, of course, & their skin is covered in 
thick scales, so the Sheqarai place an emphasis on good scale care. 
A person with dull, scuffed, or uneven scales is seen as poor, 
uncouth, & low-class, while a person with smooth lustrous scales 
is viewed as wealthy, refined, & high-class. Many of them have 
their scales polished, & sometimes even waxed (an old practice 
that was originally done to hold in moisture, but has fallen out of 
favor in the cities). These techniques can be very time-consuming, 
taking hours for even a simple polish, so they are most often done 
just before a special occasion, such as a wedding or a funeral. 
 
Arts & Education 
Lizardfolk have been telling each other elaborate, poetic, & 
fanciful stories since before the counting of years. While this, in & 
of itself, is not wholly remarkable, it is the quality & quantity of 
these tales that makes their storytelling tradition so renowned. 
Every settlement, no matter how small, has a storyteller; even a 
group of three lizardfolk has at least one individual known for their 
storytelling prowess. The Sheqarai have a rich lexicon of poetry, 
theater, & other forms of conveying tall tales, fables, legends, 
myths, & sagas. Their poets & bards are celebrated for their lyrical 
abilities, crafting verses & tunes that are resonant to other cultures 
all across the continent. 
 
Most Sheqarai are taught (at least in part) by their local ras, who 
works with the clutch-mothers & the mothers-for-hire to ensure 
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that the young have all the skills that they will need to become 
valuable members of the next generation. The most common 
scenario is for the mothers to gather all of the local children into 
one place, such as a large house, a theater, a temple, or even a 
public park. There they, along with the ras, will tutor the young 
ones several times a week, placing an emphasis on reading, 
writing, & poetry. The teaching of science is a bit scant, as art is 
considered more important & more highly respected. Formal 
education is rare, & almost no Sheqarai go on to attend a college of 
higher academics, even if their collected poems end up being 
taught in such places. 
 
Relationships 
Like most lizardfolk, the Sheqarai usually mate for life, often 
pairing up with a partner around the onset of adulthood. Pairings 
are arranged by the couple’s parents, who put the union together 
based on their families’ mutual advantage, as opposed to the 
couple’s affection for one another. Their weddings are typically 
elaborate affairs, with large feasts, long ceremonies, & copious 
poetry recitals. A wedding is usually presided over by the local ras, 
with the entire community attending. Divorce is rather rare, as they 
are a conservative folk, although separations are not expressly 
illegal. Polygamy & polyandry are forbidden, & couples do not 
cohabitate prior to marriage. 
 
Crime 
The worst vice of the Sheqarai is called “bloating”, a sin unique to 
the lizardfolk. Bloating is caused by the excessive consumption of 
water or juice, since they need to drink a fair amount anyway. 
Bloating is roughly analogous to obesity in humans, but looks 
quite a bit different. The body of a bloated lizardfolk swells to 
great size, becoming round & spongy. Their skin is not able to 
stretch to properly cover their engorged form, so the scales 
separate from one another, & the flesh between can crack & even 
bleed in extreme cases. The waterlogged flesh shakes & shudders 
with every movement, making the inflated body resemble a 
gelatinous blob. This repulsive appearance is even more abhorrent 
to other lizardfolk, because of the cultural aversion to selfishness 
& misuse. 
 
Their most deplorable deed is the destruction of food & water, 
even more than the slaying of the meritorious without fair cause. 
Wastefulness, selfishness, & greed, especially if at the expense of 
others of the community, earns the condemned a harsh sentence. 
Such perpetrators are commonly exiled without resource, which is 
often a death sentence unless they are near an oasis. They do not 
believe in direct execution as a punishment, & are puzzled by the 
finality of civic killings when they see it. They prefer the 

uncertainty of exile, as the intent is to have the exiled survive as a 
living deterrent to nearby communities. However, no resources 
will be spared on those who have wasted them, a poetic redirection 
of their own crime onto themselves. 
 
For lesser crimes, the guilty party is indentured to the community 
to serve out restitution, as overseen by local administrators. An 
alternative to indenture or exile, the Test of Poison can be chosen 
by a ras as deemed appropriate. For the test, the condemned are 
given a dose of toxin; some are fairly lenient, while others are 
more potent, but none are lethal. The idea is to convey to the guilty 
the pointlessness of crime, & the suffering that it causes to others. 
 
A Tale of Two Cities 
The story of the Sheqarai revolves around the two great cities in 
the region, Rasalhague & Rasaljathi, & the complex relationship 
between them. Rasalhague is a pleasant, broadminded, & 
benevolent city-state devoted to Pashati, while Rasaljathi is a 
sterner, more authoritarian theopolis dedicated to Sidaru. They are 
rival cities, who have come close to conflict in the past, an ongoing 
metaphor for the schism in the culture of the Sheqarai. 
 
During the Ten Dark Years, the Sheqarai were attacked by hordes 
of ghuls, which slaughtered indiscriminately & could not be 
stopped. While the city of Rasalhague accepted as many refugees 
as they could hold, Rasaljathi closed its gates to outsiders, for fear 
of infiltration & invasion. This offended the people of Rasalhague, 
& the philosophical difference between the two cities soured, so 
they have been at odds ever since. 
 
Legends 
As a conservative people with strong traditions & a long racial 
memory, the Sheqarai have many myths & legends from their past, 
stories that they have passed on to their children for generations. 
Many of these tales involve Amir Jathi, who originally founded the 
kingdom of Sheqari over two & a half millennia ago, becoming a 
folk hero of sorts. Stories about his life abound, from one about his 
early childhood when he was visited by a sphinx, who foretold of 
his future greatness, to another concerning his adulthood, when he 
pulled a mysterious hammer (the Aswad Midaq) that could shatter 
any stone from the bottom of an oasis. Other Jathian myths 
concern his struggles to unite of the Seven Nations, the betrayal of 
his closest ally Sadiq Qawan, & his fruitless search for the 
Talisman of the Immortal Blood. The most famous legends that 
don’t involve Jathi in some way are the Flood of the World, the 
Lost Oasis, the Ghosts of Zaqazu, the City of Pearls, & the Red 
Monster of Ulz. 

 

Raheel Culture 
Population Base: Alhurus Lake, Burdusq, Ilud, the Sahra Basit 
Primary Religions: Akasha, Daq  
Dominant Language: Common 
 
While the Sheqarai mostly keep to themselves, rarely straying from 
the Sheqari region, the children of the Diaspora have spread far & 
wide, settling into the cities of other races. In these foreign lands, 
they have done their best to make a home for themselves, forming 
small lizardfolk enclaves in many communities across the 
continent. These people, known as the Raheel (which means “[of 
the] Exodus”), exhibit a dichotomy between being insular & being 
sociable, between segregation & integration. 
 
Internal Relations 
The Raheel feel most comfortable around other lizardfolk, clinging 
together in enclaves of their own kind. Originally, this was a 
reaction to the trauma of the Ten Dark Years & the rapid 

emigration to foreign lands, but now it is merely a cultural tradition 
to live among other Raheel. They have their own taverns, their 
own grocers, & their own healers, in addition to the exclusively-
lizardfolk business of scale-polishing. They even raise their 
children together in communal dormitories, which are somewhat 
similar to the Sheqarai practice of employing mothers-for-hire. 
 
While they appear at a glance to remain quite removed from the 
cities in which they live, the Raheel do make an effort to integrate 
themselves with other races, with mixed results. They often 
volunteer for service in local militias & garrisons. They ply their 
trade as farmers & merchants, working beside other locals in the 
fields & markets. And their hardiness & natural heat resistance 
make them impressive fire-fighters, which is invaluable in the 
areas where most buildings are made out of wood, such as Ilud & 
Alhurus Lake. They may look to their local rasi for guidance, but 
the rasi defer to local laws & traditions whenever possible. 
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External Relations 
Raheel lizardfolk have integrated reasonably well into most 
human-dominated city-states; they treat & are treated as any other 
citizen, although they are more low-key & reserved than their 
neighbors may be used to. They also get on fairly well with the 
kobolds, though there is no great friendship between the two races. 
They are rare in gnoll-majority cities, but there is no real enmity 
between them; this is mostly a geographical issue, seeing as the 
two races are from opposite sides of the continent. 
 
While they do make an effort to assimilate, the Raheel are still 
sometimes seen as outsiders, which can easily lead to intercultural 
tension. Their enclaves are rather exclusive to lizardfolk, if not by 
intent then by circumstance. Those who have felt disadvantaged by 
their presence or who wish to rally against an accessible target 
claim that they have committed various transgressions against the 
“decent honest folk” or harbor some hidden agenda to do so in the 
future. Although it is rare, these tensions have led to violence in 
the past, & discrimination again Raheel is a common fact of life in 
many settlements. 
 
Occupations 
Lizardfolk are not entirely a desert people, having clustered around 
the oases of the northwest & stayed near the Lisan Coast for 
millennia. But they are fairly resilient, provided that they drink 
plenty of fluids on a regular basis. So they tend to be adept at 
working under the harsh desert sun, either farming the irrigated 
soil, constructing a stone building, or guiding a party through the 
wasteland. They favor jobs that keep them outside, but close to 
home, such as defensive soldier, shipwright, or fisherman. Their 
most valued skill is as recent as it is unexpected: they often enjoy 
the nascent art of sailing. Despite their inclination to avoid long 
journeys away from home, many Raheel have become adept 
sailors, manning the crew of the new ships & setting off on 
exploratory expeditions & trade voyages. 
 
Names 
The children of the Diaspora usually have more than one name, 
unlike their Sheqarai brethren. Their first name is often given to 
them by their clutch-mother, which is the only name that they have 
while they are young; this is typically from Common or Alhaggi 
origin. After they reach adulthood, they will choose a second name 
for themselves, which is commonly based on their vocation. The 
vocational names can change if the person switches to a different 
job, but this is uncommon, as they don’t generally change 
professions entirely. 
 
For first names, choose from the Sheqarai sample names list. 
 
Sample Vocational Names 
Archer, Baker, Carpenter, Cooper, Hunter, Keeper, Maker, Mason, 
Porter, Shepherd, Singer, Smith, Tailor, Tanner, Weaver 
 
Food & Drink 
Being primarily urban creatures, they avoid eating meat that has 
spoiled, for fear of alienating their non-lizardfolk neighbors. Those 
in larger cities get almost as much fruit as their Sheqarai cousins, 
but those in smaller settlements eat hardly anything other than 
meat. They tend to cook their food more than other lizardfolk, 
although a well-done cut of meat is still offensive to them. 
 
Their staple meal is a whole rat, although in areas where rodents 
are scarce, they prefer lizards, frogs, or roaches; this keeps the city 
streets clear of vermin, which endears them to other races (as long 
as they eat their meals in private). They have no ban on eat pork, 
but they consider eggs a delicacy, & so they will not eat poultry. 
 

Their most notable specialty, however, is a dish that has less meat 
than any other Raheel meal. It is a stew-like mixture of tenderized 
beef, beans, diced vegetables, & spices, cooked over a pot for 
many hours. This hardy fusion of unlikely foods is called hulluri, 
& it can be served either hot or cold. 
 
Appearance 
Unlike most other lizardfolk, who often walk about nude or nearly 
so, the Raheel are relatively quite modest. They see the minimalist 
belt-style clothing of the Sheqarai to be primitive & indecent. They 
tend to emulate certain dress conventions of other races, 
particularly those of urban humans, favoring tunics & trousers. 
They are fond of capes & cloaks, & most of them will wear one, 
regardless of the weather. One notable exception to this is the fact 
that they always go barefoot; they never cover their feet except in 
the case of an injury or other necessity. 
 
Raheel do not wear jewelry, makeup, or other bodily decorations, 
which they see as ostentatious. One exception to this is the practice 
of scale painting: many of them have their scales painted with 
varying colors, often making pleasing patterns or shapes with 
them. While most of these are a simple monotone, some talented 
painters turn the body into a canvas for images which are nothing 
less than works of stunning art. The more elaborate pieces are for 
the wealthiest of citizens, but even the poorer of them get their 
scales painted from time to time. The paintings are temporary, 
usually lasting 8-15 days, although there are said to be magical 
means of making the paintings permanent. 
 
Arts & Education 
Like the Sheqarai, the Raheel place a great deal of importance on 
their storytelling, passing myths & legends from their past onto 
their descendents. But unlike the natives of Sheqari, the children of 
the Diaspora live among other peoples, & draw upon their 
neighbors’ tales for inspiration. Their culture is evolving rapidly as 
a result, as new stories & values become integrated into their 
heritage. 
 
Rather than rely upon a single bard or poet to relate a story or a 
song, the Raheel enjoy the art of theater, & work collaboratively to 
produce plays & operas of unparalleled quality. These elaborate 
productions sometime involve hundreds of participants to realize, 
& can be tremendously expensive. Audiences are often moved to 
laugh hysterically, or weep despairingly, at the emotional power of 
the stories told in this relatively-recent art form, & they pay 
appropriately for tickets to see such spectacles. 
 
The local ras plays a prominent role in the education of the poorer 
Raheel, but richer of them are taught in formal schools alongside 
children of other races. These wealthy elite grow up to be far 
worldlier & more roundly skilled. These academies teach their 
students literature, poetry, & history like the Sheqarai usually 
learn, but they also instruct them in the fields of mathematics, 
alchemy, & astronomy. This creates a wide disparity between the 
two sides of Raheel culture, which the affluent upper class 
becoming urbane generalists & the underprivileged lower class 
remaining more conventional specialists. 
 
Relationships 
While they typically mate for life, the Raheel seldom have 
weddings that are as elaborate as nuptials of the Sheqarai. 
Weddings are generally simple ceremonies, officiated by a ras & 
attended only by close family & friends. They most often wed later 
in life, as well, sometimes well into their adulthood, & few of them 
marry before they are 30 years old. Couples are not arranged by 
the parents, & are based on mutual affection, not strictly on social 
or material advantage. Divorce is uncommon, but not unheard of, 
& can be initiated by either spouse; about 5-10 percent of all 
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Raheel marriages end in divorce or annulment. Due to the later 
weddings, courtship is a protracted process with many steps, 
degrees, & rituals attached to the route toward marriage, which is 
considered by outsiders to be needlessly convoluted & tricky. 
 
Crime 
The Raheel take a dim view on bloated lizardfolk, which are more 
common in their urban enclaves than they are in the mostly-rural 
Sheqari region. Those who have become bloated can expect to be 
ostracized & discriminated against, if not outright exiled. This is 
done ostensibly to encourage the offender to change their ways & 
become a more productive member of society, but the reprobate is 
often seen as simply repugnant & undesirable to other people. 
 
While the Raheel try to integrate with their neighbors from other 
races, they usually prefer to deal with their own criminal matters. 
Crimes committed within their enclaves, or those done by one of 
their own, are often investigated by a local ras, who is appointed 
by the community to settle the matter as quickly as possible. 
Discretion is a must, for some non-lizardfolk are prejudiced against 
the Raheel, & look for any excuse to blame them for problems in 
the area, both real & imagined. Therefore, the rasi are sometimes 
tasked with the unpleasant duty of executing the lawbreakers that 
they apprehend, if doing so would cast a bad light upon the local 
enclave. Such actions are of course illegal in most places, so the 
unfortunate rasi conduct their business with the utmost secrecy, & 
more than a little trepidation, for the moral qualms are strong, & 
any rasi caught in their ultimate act is a transgressor & 
embarrassment themselves. 
 
Sailing 
One thing that even their most ardent opponents begrudgingly 
admire is their talent for building & manning sailboats. Their talent 
in the emerging industry of sailing vessels is unrivaled, & no ship 
would dare set sail without at least one or two Raheel onboard. The 

reasons for this new talent are unclear; some think that it has 
something to do with their traveling experience during the Ten 
Dark Years, while others believe that their natural emphasis on 
teamwork & cooperation suit them well on a ship. The truth may 
never be fully known, but regardless, the Raheel are beginning to 
rival the pahari & the marid-kin as the masters of the sea. 
 
The Diaspora 
During the Ten Dark Years, the people of Sheqari-That-Was-&-
Will-Be-Again were under siege by ghuls. Many people fled from 
the southern regions into former Sheqarai lands. While the city of 
Rasalhague accepted as many refugees as they could hold, 
Rasaljathi closed its gates to outsiders, for fear of infiltration & 
invasion. For six long, gloomy years, food, water, & shelter were 
scarce, with supplies constantly dwindling. And just when it 
seemed that the sun would rise again, the world was plunged into 
an even deeper darkness. New hordes of ghuls, chasing after the 
genies & Qirus separately, converged upon Sheqari-That-Was. A 
wave of lizardfolk preceded the black hordes, fleeing ahead of the 
chaos & blood. This second influx of refugees sought shelter from 
the coming storm. 
 
By now, Rasalhague could house no more refugees, & Rasaljathi 
still refused to allow their fellow lizardfolk to enter their gates. 
Repulsed & despondent, the expatriates moved onward, heading 
westward toward the coast & away from the thrust of the ghul 
hordes. Migrating down the Lisan Coast, the lizardfolk found 
solace among the tranquil villages. They survived the fall of 
Sheqari, & now the worst catastrophe that they could imagine, & 
still they stood, alive & resolute. They flowed east & south, into 
Ilud & around Alhurus Lake, eager to take on new challenges, see 
new sights, & make new lives for themselves. This vast expansion 
of the Araqanasi is now known as the Diaspora, & it marked a new 
age in the history of that great people. 
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Sabi 
Hawasabi (Air Sabi) 3rd Edition Statistics 
 +2 Dexterity, +2 Wisdom. 
 Outsider (Native): Hawasabi are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Medium Size: As Medium creatures, hawasabi have no 
special bonuses or penalties due to their size. Hawasabi of kobold 
stock are actually of Small size, & possess all of the bonuses & 
penalties inherent to that size category. 
 Hawasabi base speed is 30 feet. 
 Darkvision up to 60 feet. 
 Breathless (Ex): Hawasabi do not breathe, so they are 
immune to drowning, suffocation, & attacks that require inhalation 
(such as some types of poison). 
 Elemental Resistance: A hawasabi gains Sonic 
Resistance 2. 

 Genie Heritage (Su): A hawasabi gains a +2 racial 
bonus on saving throws against all [Air] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi attains. 
 Racial Skills: A hawasabi character gains a +2 racial 
bonus on Hide & Move Silently checks. 
 Racial Feat: Hawasabi gain a bonus feat, chosen from 
the following list: Clever Wit, Diverse Background, Elemental 
Attunement, Legacy of the Genie, Magically Sensitive. 
 Spell-Like Abilities 
 3/Day: stinging breeze 
 1/Day: gust of wind (DC12) 
 Caster level 5th. The save DCs are Wisdom-based. 
 Automatic Languages: Auran. Bonus Languages: 
Common. 
 Favored Class: Ranger. 
 Level Adjustment: +1. 

 

Masabi (Water Sabi) 3rd Edition Statistics 
• +2 Dexterity, +2 Charisma. 
• Outsider (Native, Water): Masabi are not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. They also can be 
raised, reincarnated, or resurrected just as other living 
creatures can be, & they need to eat & sleep. Water 
creatures always have swim speeds, & can move in 
water without making Swim checks. A water creature 
can breathe underwater & usually can breathe air as 
well. 

• Medium Size: As Medium creatures, masabi have no 
special bonuses or penalties due to their size. Masabi of 
kobold stock are actually of Small size, & possess all of 
the bonuses & penalties inherent to that size category. 

• Masabi base speed is 30 feet. They swim at a speed of 
30 feet. 

• Masabi breathe water as an extraordinary ability. 
• Darkvision up to 60 feet. 
• Elemental Resistance: A masabi gains Cold 

Resistance 2. 

• Genie Heritage (Su): A masabi gains a +2 racial bonus 
on saving throws against [Water] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi 
attains. 

• Racial Skills: A masabi character gains a +4 racial 
bonus on Swim checks. 

• Racial Feat: Masabi gain a bonus feat, chosen from the 
following list: Clever Wit, Diverse Background, 
Elemental Attunement, Legacy of the Genie, Magically 
Sensitive. 

• Spell-Like Abilities 
o 3/Day: hydrate 
o 1/Day: fog cloud 
o Caster level 5th. The save DCs are 

Intelligence-based. 
• Automatic Languages: Aquan. Bonus Languages: 

Common. 
• Favored Class: Bard. 
• Level Adjustment: +1. 

 

Narsabi (Fire Sabi) 3rd Edition Statistics 
• +2 Dexterity, +2 Intelligence. 
• Outsider (Native): Narsabi are not subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Medium Size: As Medium creatures, narsabi have no 
special bonuses or penalties due to their size. Narsabi of 
kobold stock are actually of Small size, & possess all of 
the bonuses & penalties inherent to that size category. 

• Narsabi base speed is 30 feet. 
• Darkvision up to 60 feet. 
• Elemental Resistance: A narsabi gains Fire Resistance 

2. 
• Genie Heritage (Su): A narsabi gains a +2 racial bonus 

on saving throws against [Fire] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi 
attains. 

• Hot to the Touch (Ex): Each time that a narsabi 
character makes a successful attack with a natural 

weapon or an unarmed strike, they deal an additional 1 
point of fire damage. This damage cannot be added to 
any other melee or ranged attack. In addition, they deal 
1 point of fire damage per round to all opponents that 
are grappling them. 

• Racial Skills: A narsabi character gains a +2 racial 
bonus on Bluff & Intimidate checks. 

• Racial Feat: Narsabi gain a bonus feat, chosen from 
the following list: Clever Wit, Diverse Background, 
Elemental Attunement, Legacy of the Genie, Magically 
Sensitive. 

• Spell-Like Abilities 
o 3/Day: flickerflame 
o 1/Day: flame blade 
o Caster level 5th. The save DCs are 

Intelligence-based. 
• Automatic Languages: Ignan. Bonus Languages: 

Common. 
• Favored Class: Rogue. 
• Level Adjustment: +1. 
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Terisabi (Earth Sabi) 3rd Edition Statistics 
 +2 Strength, +2 Constitution. 
 Outsider (Native): Terisabi are not subject to spells or 
effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Medium Size: As Medium creatures, Terisabi have no 
special bonuses or penalties due to their size. Terisabi of kobold 
stock are actually of Small size, & possess all of the bonuses & 
penalties inherent to that size category. 
 Terisabi base speed is 30 feet. 
 Darkvision up to 60 feet. 
 Elemental Resistance: A Terisabi gains Acid 
Resistance 2. 
 Genie Heritage (Su): A Terisabi gains a +2 racial 
bonus on saving throws against [Earth] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi attains. This 
bonus also applies to all saves against petrification & 
disintegration effects. 

 Racial Skills: A Terisabi character gains a +2 racial 
bonus on Balance & Tumble checks. 
 Racial Feat: Terisabi gain a bonus feat, chosen from 
the following list: Clever Wit, Diverse Background, Elemental 
Attunement, Legacy of the Genie, Magically Sensitive. 
 Spell-Like Abilities 
 3/Day: resistance (DC10) 
 1/Day: barkskin 
 Caster level 5th. The save DCs are Wisdom-based. 
 Stability (Ex): A Terisabi gains a +4 bonus on ability 
checks made to resist being bull rushed or tripped when standing 
on the ground (but not when climbing, flying, riding, or otherwise 
not standing firmly on the ground). 
 Automatic Languages: Terran. Bonus Languages: 
Common. 
 Favored Class: Fighter. 
 Level Adjustment: +1. 

 

4th Edition Statistics 
Please see Genasi in the Forgotten Realms Player’s Guide (pages 
10-12). 
 

Overview 
Population: 10,710,000 worldwide 
Height: 5’6” tall (average) 
Weight: 150 lbs. (average) 
Languages: Aquan, Auran, Common, Ignan, Terran 
 
Population Base: Widespread 
Primary Religions: Adimas, Daq, Johoum, Maqur, Sidaru 
 
Among the mortal races of Siraaj, there are individuals that are 
unlike the masses. They are strange, unusual, & special. While 
they (mostly) appear to be normal everyday folk, they possess an 
elemental power that transcends the mundane, a power that they 
often don’t understand. These people have an inherent bond with 
the natural world, even though their ties are to the supernatural 
realm. They go by many names (witchlings, moonfolk, genie-kin, 
et cetera), but the most common term for these magic-touched 
beings is simply Sabi. 
 
The children of the dancing blood, sabi are the heirs of genie 
bloodlines, & feel the allure of their sorcerous ancestry strongly. 
Though many choose to hide these traits, blending in to be merely 
ordinary citizens of their lands, some tap their racial power with 
great zeal. Descended from four disparate races, sabi have 
nonetheless come to know their own kind & have banded together 
in many areas. Most of these communities are clandestinely 
disguised as mortal neighborhoods, but some exist in the open, & 
others have been revealed over the years for what they truly are. 
 
Biology 
To the unwitting eye, a sabi looks much like a member of a mortal 
race. The kobold merchant in the bazaar, the human soldier 
patrolling the streets, the gnoll guide leading the caravan, or the 
lizardwoman staffing the temple; any one of these people could be 
a sabi. While there are sometimes fairly obvious giveaways, most 
sabi can pass for a mortal if & when they choose to do so. From a 
physiological standpoint, a sabi is little different than their non-
numari peers. 
 

Even a doctor may not be able to tell that a particular individual is 
a sabi, depending on the strength of their manifestation. The blood 
of the genies has been diluted by generations of intermingling with 
mortal folk, but some telltale signs can linger in certain 
individuals. A hawasabi never needs to breathe, so their chest does 
not heave with effort. A masabi will be drawn to water, & can 
swim as well as any pahari. A narsabi always seems to be running 
a high fever, while a Terisabi seems be unnaturally sure of foot. 
These traits are sometimes overt, but they are usually subtle, 
requiring a discerning eye to discover. 
 
Diet 
A sabi will eat whatever their non-sabi brethren regularly eat. For 
details on a particular race’s preferred foods, refer to Diet section 
of that race’s article, or Food & Drink sections of that race’s 
cultures. 
 
Reproduction 
A sabi can & will reproduce with their mortal kin, in a manner 
indistinguishable from that of their mundane peers. However, they 
are drawn to one another more strongly than they are to mortal folk 
(especially if they are of the same elemental heritage), although 
even they cannot always tell if an individual is a sabi or not. One 
interesting consequence of their nature is that they cannot always 
mate with other sabi. A sabi of human stock can only mate with 
other sabi that are compatible with humans, & the same goes for 
other races; a kobold-born sabi cannot mate with a sabi of gnoll 
descent, who in turn cannot mate with a lizardfolk-sabi, & so on. 
This biological restriction does not preclude sabi of incompatible 
types from forming emotional bonds, & thus more than one tale of 
their kind has told of a tragedy whereby two sabi fall in love, but 
cannot realize their passions. 
Growth 
Sabi develop more slowly than most of their mundane kin, 
sometimes significantly so, & all sabi grow at approximately the 
same rate, regardless of their parent races. They take over 17 years 
to reach full adulthood, which is only a couple of years behind 
humans & gnolls. This is actually a few years faster than the 
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maturation time for a lizardfolk, but not so quickly as to be 
immediately suspect. For sabi of kobold stock, however, this rate 
of growth is a major concern; mundane kobolds reach their full 
maturity in a little over 6 years, which is almost a third of the time 
required for a sabi to become an adult. Some sabi of kobold 
descent are excused by their parents as having some disease or 
growth-related condition, but many of them are exposed for the 
magical beings that they are, more so than any other kind of sabi. 
 
When sabi are first born, they are impossible to tell apart from 
mortal children, & they remain so for years (aside from any 
differences in their growth rates). Manifestations of their elemental 
power are subtle at first, & can be easy to miss: a sudden breeze 
indoors, a nearby fire flaring up without cause, or inexplicable 
pools of water forming. These may be written off as coincidence or 
external phenomena, but those who are familiar with the signs (or 
those who are particularly superstitious) may suspect that the 
young sabi is the source of the disturbances. 
 
A sabi will age at a different rate than members of mortal races, 
although the difference can be difficult to discern. They grow old a 
bit slower than gnolls & humans, but a bit faster than kobolds & 
lizardfolk. As they get old, their connection to their respective 
element becomes stronger & more noticeable. Eventually, the 
marriage of flesh & elemental energy begins to break down, & the 
magical forces that they were born with finally escape the confines 
of their corporeal form as they perish. 
 
Internal Relations 
Sabi live among other races, but they often feel as if there is 
something missing in their lives, as if they somehow don’t belong. 
When they meet another sabi, they often feel as if they have just 
encountered a kindred spirit, even if they cannot explain why. 
They are drawn together by a common set of circumstances, in 
addition to their mutual abilities. 
 
They sometimes gather together in small enclaves of mutual 
support within larger communities of mortal folk. More often, 
though, they live among the mortals that vastly outnumber them, 
rarely seeing another sabi. While not all sabi get along, most of the 
time, they are cordial to one another, trading information about 
their kind. This can often result in widespread networks of sabi, 
sharing secrets & lore with one another, which is even more 
disturbing to mortal beings than the existence of the sabi.  
 
External Relations 
Most sabi live disguised within communities of mortal races, their 
elemental nature concealed from the common folk. Those that live 
openly as numari are treated coldly by mortals, shunned & 
sometimes even persecuted for their magical abilities. To mortal 
beings, sabi are a hidden threat, a lurking menace with an unknown 
agenda. Only when they masquerade as mundane beings can they 
be accepted by civil society. 
 
The sabi get along much better with the other half-breed races, 
particularly the half-genies, whom they see as cousins. They can 
often be found living within communities of half-genies, especially 
those that share their element. They understand the loneliness & 
lack of acceptance that other numari experience, even if they don’t 
feel it quite so acutely. They are able to hide among normal people, 
unlike other numari, who cannot usually pass for mortals. While 
they may fear the half-ghuls, their sympathy often overrides their 
trepidation. Full-blooded genies feel a kinship with sabi, albeit a 
distant one, & they are more likely to aid a sabi in need than a 
mortal being. 
 
Occupations 

Sabi are able to find employment in almost vocation, although 
there are specific trends that certain types of sabi tend to follow. 
Hawasabi prefer to work outside, & will avoid jobs that are 
exclusively indoors; they often are scouts, messengers, or sentries. 
Masabi tend to work near the water, & are commonly employed as 
divers, fishermen, or (most recently) sailors. Narsabi like to work 
in the desert heat or near sources of flame; the most common 
occupation for them is that of a blacksmith or a glassblower. And 
Terisabi usually find jobs that are close to the earth, usually 
working as farmers or miners. 
 
The sabi are nothing if not a diverse & varied people, so the above 
tendencies are far from absolutes. Many of them are not beholden 
to their stereotypical vocations, & in fact, some of them work in 
fields that defy their inclinations, to maintain a better cover. This is 
particularly troubling to the rare individuals tasked with exposing 
them, as they could be anywhere. Most sabi are aware that these 
hunters exist, so they change their jobs more often than the average 
person, trying to stay one step ahead of those who would out them. 
 
Names 
The parents of a sabi typically try to give their genie-blooded 
children the best, most normal life possible, & the first step is to 
give them a name that will help them fit in with their peers. They 
usually have very plain, nondescript names, commonly the most 
popular names from the time that they were born. These names are 
particular to the race & culture that they are attempting to integrate 
with. Their names rarely stand out in their home community, 
although they are sometimes conspicuous elsewhere. This is often 
countered by the fact that sabi tend to travel a bit more than the 
average mortal folk, so their names might still sound peculiar to 
the citizens of the lands that they move to later in life. 
 
For sample names, choose from a sample names list for any other 
race (except the half-ghuls). 
 
Food & Drink 
See Diet, above. 
 
Appearance 
Most sabi try to look as unremarkable & ordinary as possible, the 
better to hide among mortal society. To that end, they generally 
dress as plainly as possible, in the style of clothing that is most 
common for the culture in which they live. They tend to wear 
somewhat conservative garments, eschewing jewelry or colorful 
fabrics, so as not to stand out. A few of them may go against this 
trend, but they are a very small minority. 
 
Arts & Education 
Like the half-genies, the sabi are an emotional, animated people, 
prone to vibrant passions & creative drives. Many of history’s 
greatest artists have actually been sabi in disguise, although most 
of them were never officially disclosed as such & mortal folk 
would likely deny it if they found out. They excel in many talents, 
including music, painting, poetry, & sculpture. Perhaps their 
greatest skill, though, is in the art of prose writing; they have 
produced some of the best authors & journalists in the past few 
centuries, even though most people are unaware of their magical 
heritage. 
 
Unlike other numari, who rarely receive a formal education, many 
sabi actually attend scholastic institutions, & they often have a 
strong belief in the importance of proper schooling. This gives 
them a distinct advantage within the numari community, which 
consists of races that are more powerful than they. They commonly 
use their academic learning to help further the causes of their 
brethren, as well as ease the way for future generations of numari. 
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They hope to eventually create an acceptance of numari in mortal 
society, but so far this dream has eluded them, despite their efforts. 
 
Relationships 
A sabi’s attitude toward relationships depends on a number of 
factors: what culture they live in, which mortal race they appear to 
belong to, & whether or not they live openly as sabi. Those that 
live in hiding are often concerned about being exposed as numari, 
& are therefore quite cautious when it comes to forming close 
bonds. They only reveal their true nature to a select few friends & 
family members, & are usually reluctant to expand their circles of 
trusted allies. They tend to fret over whether their potential partner 
will accept them, & they are sometimes shocked to learn that the 
reason they were drawn to their mate was because their partner 
was a sabi, as well. 
 
Publicly-known sabi have no such compunctions, & they will 
generally pair up with whomever they fancy. They typically seek 
out other sabi, although some prefer mortal mates, & a rare few are 
drawn to half-genies. They are also less likely to follow the 
conventions of their native culture, including the traditions 
regarding marriage. This usually results in a reputation for 
fickleness, unpredictability, & a disregard for society’s rules, 
which is a stereotype that is commonly applied to the sabi race as a 
whole by more conservative folk. 
 
Crime 
Like all numari, sabi generally have a complex relationship with 
the law, which frequently discriminates against their kind. Most of 
them feel the need to obey the law, so as not to draw unwanted 
attention to themselves. But by the same token, their very existence 
sometimes puts them at odds with civil & state authorities, so they 
are occasionally forced to commit crimes in order to maintain their 
veil of secrecy. To prevent the exposure of one sabi from setting 
off a chain reaction that would reveal an entire network of sabi-in-
hiding, they often police their own kind, dealing with problem 
individuals before they can endanger a whole group. Some 
extremists even hunt other sabi that have been outed, to prevent a 
possible leak of information, but these are almost unanimously 
condemned by other sabi. 
 
The Elements 
Although they are, at most, only one-quarter genie, the sabi still 
feel a deep connection to their respective elements. This affinity 

manifests in many ways, & not all of them are physical; it is said 
that their personalities are affected by their elemental association. 
For instance, hawasabi are often portrayed as being blustery & 
inconstant as the wind, masabi are seen being as fluid & 
dependable as the sea, narsabi are depicted as being as energetic & 
wild as an open flame, & Terisabi are represented as being as 
steady & unwavering as a boulder. These stereotypes do indeed 
have some merit, but they are far from absolutes, & they fail to 
paint the whole picture of a complex & varied race. 
 
Hunters 
The biggest fear that a sabi living hidden among mortals has is 
being exposed, to have their secret revealed to their friends & 
neighbors. For this reason, many sabi are guarded & private 
people, some even bordering on paranoia. This caution is not 
without cause, for those who have been outed have faced 
harassment, imprisonment, exile, & even death in some cases. Not 
only that, but there appears to be a network of operatives as 
clandestine as the sabi themselves, one dedicated to finding them 
& exposing them for what they truly are. 
 
Nearly everything about these Hunters (as they are most 
commonly called) is unknown. No one can say for sure how many 
there are, where they come from, or why they are outing sabi. They 
seem to be a small group of well-equipped loners, as they always 
appear to work alone, & they do not strike often. Their methods are 
many & varied, ranging from attacking a sabi directly (so as to 
force them to defend themselves with their powers) to organizing 
lynch mobs to purge them from their homes. None of the Hunters 
has ever been caught, & they seem to be a fairly recent 
phenomena, but sabis the world over would like nothing more than 
to counter & disband them by any means necessary. 
 
Dark Sabi 
They have never been conclusively confirmed, & many dismiss 
them as mere myth, but tales persist of rare, strange breeds of sabi, 
creatures utterly unlike the known sabi types. These dark sabi, as 
they most commonly known, are said to be beings of acid, cinder, 
plague, & storm, bizarre & unwholesome mixtures of more pure 
elements. Some posit that they are descended from both half-ghuls 
& half-genies, while others blame demonic influence on regular 
sabi. Whatever the cause for their existence (if they are indeed 
real), they are even more feared than other kinds of sabi. 
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Chapter 5: 
Advanced Classes 

 

Alchemist (3rd Edition) 
Mad scientists, scholars of the world around them, mineralists, 
quacks, & magicians, such are alchemists to the world. The art 
they practice is studious & ordered, with rules that change by the 
practitioner & by the second. Experimenters with mercury, sulfur, 
& salt of phosphorus, these dangerous academics cultivate an 
abstract, mystical science that produces wondrous results. 
 

Becoming an Alchemist 
All alchemists have some arcane background, whether a subtle 
sorcerous bloodline, a bardic dabbling or a trivial study of 
wizardry. Rogues may dip their fingers into the arcane in order to 
supplement their arsenal with support abilities, & many bards are 
drawn to the fantastical flourishes alchemical compounds can add 
to their performance. Some wizards spend time fixated on 
alchemical study, diluting a pursuit of pure power in favor of 
practical immediacy. Alchemy is endemic to the cultures of 
Alhurus Lake; as such, it is typically humans, kobolds & masabi 
who are drawn to this eclectic science. 
 
Hit Die: d6 
 

Entry Requirements 
To qualify to take levels as an alchemist, a character must fulfill all 
the following criteria: 

• Skills: Craft (alchemy) 8 ranks 
• Feats: Skill Focus (Craft (alchemy)) 
• Spells: Must be capable of casting 1st-level spells. 
• Special: You must have studied a great tome of 

alchemy or practiced under one of its connoisseurs. 
 

Class Skills 
The Alchemist’s class skills (& the key ability for each skill) are 
Appraise (Int), Craft (Int), Disable Device (Dex), Heal (Wis), 
Knowledge (Arcana) (Int), Profession (Wis), Spellcraft (Int), & 
Use Magic Device (Cha). 
 
Skill Points at Each Level: 4 + Intelligence modifier. 
 

Table 5-1: The Alchemist (PrC) 

Level 
Base Attack 
Bonus 

Fortitude 
Save 

Reflex 
Save 

Will 
Save Special Spells 

1st +0 +2 +0 +2 Brew Potion, Alchemical Concoctions -- 

2nd +1 +3 +0 +3 Improved Potions & Oils (4th) 
+1 level of existing 
class 

3rd +1 +3 +1 +3 Breakthrough 
+1 level of existing 
class 

4th +2 +4 +1 +4 Rote Distillation (12 hours) 
+1 level of existing 
class 

5th +2 +4 +1 +4 Weaponized Vials 
+1 level of existing 
class 

6th +3 +5 +2 +5 
Improved Potions & Oils (5th), Rote 
Distillation (6 hours) -- 

7th +3 +5 +2 +5 Elemental Substitution 
+1 level of existing 
class 

8th +4 +6 +2 +6 Rote Distillation (3 hours) 
+1 level of existing 
class 

9th +4 +6 +3 +6 Synthesized Spell 
+1 level of existing 
class 

10th +5 +7 +3 +7 
Improved Potions & Oils (6th), Rote 
Distillation (1 hour) 

+1 level of existing 
class 

 

Class Features 
Weapon & Armor Proficiency: You gain no proficiency with any 
armor. You do gain proficiency with all thrown weapons & with 
all shields. 
 
Spells: At every level except for 1st & 6th, an alchemist gains new 
spells per day as if he had also gained a level in whatever 
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. This essentially means that he adds 

the level of alchemist to the level of whatever other spellcasting 
class the character has, then determines spells per day & caster 
level accordingly.  
 
If a character had more than one spellcasting class before he 
became a alchemist, he must decide to which class he adds each 
level of alchemist for the purpose of determining spells per day. 
 
Brew Potion: An alchemist gains the Brew Potion feat, even if he 
does not have the normal prerequisites for that feat. 
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Table 5-1a: Alchemical Concoctions 
Concoction Market Price Craft DC 
Acid (flask) 10 gp 12 
Alchemist’s Fire 
(flask) 20 gp 14 
Antitoxin (vial) 50 gp 20 
Everburning Torch 110 gp 32 
Holy Water (flask) 25 gp 15 
Smokestick 20 gp 14 
Sunrod 2 gp 10 
Tanglefoot Bag 50 gp 20 
Thunderstone 30 gp 16 
Tindertwig 1 gp 10 

 
Alchemical Concoctions (Ex): An alchemist can use their crafting 
prowess to create various special substances & items. In order to 
make a concoction, the alchemist must make a successful Craft 
(Alchemy) check, the DC for which is on Table 5-1a: Alchemist 
Concoctions. The DC for creating any other kind of magical or 
alchemical item is equal to 10 + (the item’s market price/5). The 
alchemist must also pay for his ingredients, which cost half of the 
total market price (also provided on Table 5-1a). Making a 

concoction takes one full hour of time, & the alchemist must have 
access to an Alchemist’s Lab. 
 
Improved Potions & Oils: At 2nd level, an alchemist gains the 
ability to create potions & oils that duplicate the effects of 4th level 
spells. At 6th level, an alchemist gains the ability to create potions 
& oils that duplicate the effects of 5th level spells. And at 10th level, 
an alchemist gains the ability to create potions & oils that duplicate 
the effects of 6th level spells. All other restrictions to potions & oils 
still apply, including monetary & experience costs. 
 
Breakthrough (Ex): At 3rd level & every level thereafter, an 
alchemist can create one breakthrough, chosen from the table 
below (Table 5-1b). A breakthrough in this case is an alchemical 
concoction (see above) that provides a permanent additional 
benefit. His alchemist level plus the modifier from his primary 
casting stat (Intelligence, Wisdom, or Charisma) determines the 
breakthroughs from which he can choose. He can choose the same 
breakthrough twice, if he wishes, but most of the benefits are 
alchemical bonuses, which do not stack. He cannot make more 
than one breakthrough concoction per level, & a concoction that 
has more than one breakthrough benefit in it. 
 

 
Table 5-1b: Alchemist Breakthroughs 

Level + 
Modifier Breakthrough Effect 

5 
Elixir of 
Vitality +5 hit points 

6 
Tincture of 
Resolve +3 alchemical bonus on Will saves  

7 
Tincture of 
Resilience +3 alchemical bonus on Fortitude saves  

8 
Tincture of 
Reaction +3 alchemical bonus on Reflex saves  

9 
Boosting 
Spirit +4 alchemical bonus to any one ability score 

10 Talent Spirit +5 alchemical bonus to any one skill 

11 
Elixir of 
Defense +4 alchemical bonus to AC 

12 Martial Spirit +3 alchemical bonus to attack rolls 

13 
Tincture of 
Protection Damage Reduction +1/-- per alchemist level 

14 
Elixir of 
Insight A bonus feat 

15 
Tincture of the 
Magi Spell Resistance 12 + total character level 

16 
Unguent of 
Health Immunity to all poisons & diseases 

17 
Unguent of 
Energy Immunity to one energy type (acid, cold, electricity, fire, or sonic) 

18 
Unguent of 
Ability Immunity to ability damage, ability drain, fatigue, & exhaustion 

19 
Unguent of 
Condition Immunity to daze, energy drain, paralysis, petrification, & stun 

20 Elixir of Life 
Immortality (cannot die from old age & will not advance beyond 
their current age category) 

 
Rote Distillation (Ex): An experienced alchemist gains the ability 
to reduce the time that it takes to create a potion or oil. Normally it 
takes one full day (24 hours) to brew a potion of distill an oil. At 
4th level, it only takes an alchemist half a day (12 hours) to do the 
same. At 6th level, this time is reduced to a quarter-day (6 hours). 
At 8th level, this time is further reduced to a eighth of a day (3 
hours). And at 10th level, this time is reduced further still to a 
single hour. All other restrictions to potions & oils still apply, 
including monetary & experience costs. Certain potions or oils 

cannot be brewed in less than one full day, such as that of a 
synthesized spell (see below). 
 
Weaponized Vials (Sp): At 5th level, an alchemist can infuse vials 
of liquid with any spell that they can cast, including offensive 
magic. It takes an hour a day to prepare the fluids & store them in 
special vials, during which time the alchemist must have access to 
an Alchemist’s Lab. Such spell-laden vials remain viable for up to 
24 hours. An alchemist may prepare a number of vials each day 
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equal to the modifier of his primary casting stat (Intelligence, 
Wisdom, or Charisma). Infusing a vial with a spell in this manner 
does not count as actually casting the spell, & he does not need to 
actually prepare a particular spell (if he is a prepared caster) in 
order to infuse a vial with that spell. 
 
Throwing a single vial is a standard action; the alchemist uses their 
base attack bonus plus either their Strength or Dexterity modifier, 
whichever is higher. An alchemist is considered proficient with 
these vials, & they are treated in most respects as thrown weapons. 
Vials have a range increment of 10’ & shatter on impact, 
unleashing the contained spell from that point. A vial containing a 
Creation, Calling, or Summoning spell must impact in an 
unoccupied square to function; a vial containing a spell that 
requires a target must impact directly on a valid target (ranged 
attack roll against touch AC). Vials with a range of personal or 
touch discharge their effects on any creature struck; such a creature 
is treated as a valid target for those effects (though it is not “you” 
per se). Vials containing an area effect trigger on deliberate impact 
with anything. If a vial does not meet these conditions, it merely 
breaks & the spell is wasted. As a key ingredient is left out of each 
mixture, alchemists’ vials cannot be used without the assistance of 
the alchemist that created it. 
 
Elemental Substitution (Su): At 7th level, an alchemist can 
change the elemental foundation of his formulae without altering 
the overall structure. As a swift action, he can substitute one form 
of energy damage (acid, cold, electricity, fire, or sonic) in a potion, 
oil, concoction, or weaponized vial for any other energy type listed 
above. This ability has no effect on spells that do not deal energy 
damage, or spells that deal force damage, & does not change the 
number or type of damage dice of a spell vial. 
 
Synthesized Spell (Ex): At 9th level, an alchemist draws upon his 
magical learning to prepare potions & oils with experimental traits. 
Within a potion or oil, he can duplicate the effects of almost any 
spell, even those spells that are exclusive to other classes. Unlike 
other potions & oils, synthesizing these requires a successful Craft 
(Alchemy) check; the DC for this check is 15 + (the spell’s level × 
5). Failing the Craft check results in a vial full of inert liquid, 
which has no effect, magical or otherwise. 
 
Certain restrictions still apply to these synthesized potions & oils. 
An alchemist cannot duplicate the effects of a spell that is of a 
higher spell level than he can cast. A duplicated spell must have a 
casting time of 1 round or less; it must also have a range that is 
either personal, touch, or expressed in feet. Such spells may not be 
ray spells or have a line-shaped area. Alchemists still cannot 
directly cast spells that they do not have access to, nor can they 
make magic items other than potions or oils using these non-listed 
spells. Alchemists must still pay the normal monetary & 
experience costs for these synthesized potions & oils, even if they 
fail the craft DC. The shelf life of a synthesized potion/oil is a 
number of hours equal to the modifier of his primary casting stat 
(Intelligence, Wisdom, or Charisma), with a minimum of one hour. 
 

Playing an Alchemist 
The secrets of all things are yours to unlock by mixing those things 
with other things until they explode. Those foolish wizards bury 
their heads in the sands of the past; only a visionary like you can 
discover newer & greater things. You get along with eclectic types 
such as bards & rangers, & enjoy trading notes with sorcerers, but 
can’t abide stuffy, backward-thinking monks & paladins. As for 
those wizards (even if you are one), you’ll show them. You’ll 
show them all! 
 
Combat 

Since all of your spell vials trigger immediately, you can expedite 
effects such as summon monster to change the tide of battle. You 
function in a dual role as a support character & as a damage dealer 
with area effects.  
 
Advancement 
Given that your spell vials all trigger immediately on breaking, 
your alchemical tricks are more versatile than your spell selection. 
Round out your abilities with spells that you will always need on 
the fly. You suffer from a combination of poor Reflex saves & 
being proximate to a great many explosions, so Lightning Reflexes 
is a great help to you. Craft (alchemy) is of preeminent importance; 
Disable Device will give you more utility in adventures, while Use 
Magic Device will give you general utility in covering all your 
bases. 
 
Resources 
Alchemists look to one another for assistance in obtaining the 
materials they need. They also cultivate adventuring groups as a 
means to acquire their reagents directly for quality control. Fandaq 
is the hub of alchemy, hosting the headquarters of the Alchemist 
Guild. 
 

Alchemists in the World 
Alchemists prefer to stick to larger cities, where they are fairly 
prevalent & can access more of the resources they need. They 
occasionally contribute to the community in some fashion, though 
it is either financially or else totally accidental. 
 
Organizations 
The Alchemists’ Guild technically oversees all alchemists working 
in Siraaj, though only by virtue of controlling the books that are 
the foundation of the science. In truth, alchemists generally work 
independently, hiring to anyone who needs them & is willing to 
take on a potentially dangerous & unpredictable madman. Less 
scrupulous churches of Johoum have used alchemists to perform 
their "miracles" & keep the congregation sated, while warlords & 
mercenary groups may hire alchemists to create weapons & armor. 
 
NPC Reactions 
NPCs generally consider alchemists insane, & not without some 
reason. However, unlike sorcerers & wizards, alchemists are 
viewed with curiosity & often wonder. Alchemists are hired by 
various groups & individuals to practice their craft, as the only 
acceptable alternative to divine powers. 
 

Alchemists in the Game 
Alchemists, as item crafters & semi-magical artisans, allow for 
public, open access to magical equipment. "An alchemist did it" is 
more widely accepted than "a wizard did it," & given the 
proliferation of the alchemical science, is quite possibly true. 
Alchemist NPCs are useful for acquiring or selling magical items 
in a world that generally frowns on that trade. Players who wish to 
be active & useful in more encounters may find the diversity of the 
alchemist appealing. 
 
Lore 
Characters that have ranks in Knowledge (Arcana) can learn more 
about alchemists. When a character makes a successful skill check, 
the following lore is revealed, including the information from 
lower DC’s. 
 DC10: “Alchemists practice a science of mixing liquids 
& powders to create magical effects.” 
 DC15: “Alchemists create explosions of fire & 
lightning by throwing bottles of strange fluids.” 
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 DC20: “Alchemists study to find a new & novel 
solution, the results of which may give them bizarre & wondrous 
powers.” 
 DC30: Characters who have reached this level of 
knowledge know how to find local alchemists, & can identify one 
on sight. 
 

Sample Encounter 
Hakeem (EL6) 
Hakeem is relatively young & inexperienced, having just 
completed his apprenticeship under the famed master alchemist 
Sahar ul-Jahan. Feeling as though he has a lot to prove to his 
illustrious tutor, he is determined to make a name for himself in the 
field of alchemy. To do this, he wants to embark on an expedition 
to the remote & forbidding Forest of Lazurqai, in eastern Ilud, 
where it is said that strange & miraculous plants that can be found 
nowhere else grow. He hopes that he will be able to discover some 
alchemical breakthrough in the fog-laden woods, & his research 
has turned up some tantalizing leads in this regard. He still needs 
to hire a team to escort him through the woodlands, which are said 
to not give up their secrets willingly. 

• Hakeem finds the PCs in a hookah bar & attempts to 
hire them as escorts for his journey. 

• The PCs are hired by a mysterious benefactor from 
Babalarud to stop Hakeem’s voyage. 

• A rival student of Sahar ul-Jahan is willing to pay the 
PCs to follow Hakeem in secret. 

 
RACE: Half-Marid male 
CLASS: Sorcerer 5/Alchemist 1 
ALIGNMENT: True Neutral 
DEITY: Daq (non-practicing) 
SIZE: Medium 
AGE: 34 (born 321 AF) 
HEIGHT: 6’1” 
WEIGHT: 255 lbs. 
EYES: Blue (Glowing) 
HAIR: Teal (Translucent) 
LANGUAGES: Aquan, Common, Draconic, & Gnoll 
HIT DICE: 4+4d4+1d6+12 (29HP) 
INITIATIVE: +1 
SPEED: 30’ 
ARMOR CLASS: 14 (+1 Dex, +3 armor); touch 11; flat-footed 13 
BASE ATTACK BONUS: +2 
GRAPPLE BONUS: +3 
ATTACK: +3 Longspear (1d8+2, ×3, piercing, 10’ reach) 
FULL ATTACK: +3 Longspear (1d8+2, ×3, piercing, 10’ reach) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +5, Reflex +2, Will +7 
ABILITIES: 

• Strength 12 (+1) 
 Dexterity 12 (+1) 
 Constitution 14 (+2) 
 Intelligence 14 (+2) 
 Wisdom 13 (+1) 
 Charisma 18 (+4) 
SKILLS: 38 points 

• Climb +4 
• Concentration +9 
• Craft (alchemy) +11 
• Knowledge (arcana) +11 
• Profession (alchemist) +6 
• Spellcraft +9 
• Swim +10 (can always choose to take 10 on a Swim 

check, even if rushed or threatened) 
FEATS: Brew Potion, Iron Will, Productive**, Skill Focus (Craft 
(alchemy)) 
WEAPON: +1 Longspear (2,305gp, 1d8+2, ×3, 9 lbs., piercing, 
10’ reach) 
ARMOR: N/A 
EQUIPMENT: 
 45gp 
 Acid (flask, 10gp) 
 Alchemist’s Fire (flask, 20gp) 
 Alchemist’s Lab (500gp) 
 Bracers of Armor +3 (9,000gp) 
 Cloak of Resistance +1 (1,000gp) 
 Everburning Torch (110gp) 
 Spell Component Pouch (5gp) 
 Tindertwig (×5, 5gp) 
SPELLS: 6/7/5 (Caster Level 5th, save DC14 + spell level) 

• 0th Level: detect magic, mage hand, mending, 
prestidigitation, read magic, tally** 

• 1st Level: disgust**, mage armor, mount, unseen 
servant 

• 2nd Level: lesser herald/courier**, web 
RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Marid: once per day, a half-
marid can cast water breathing (as the spell) for up to 1 hour &/or 
control water (as the spell). Caster level 8th. The save DCs are 
Charisma-based. 
 Elemental Resistance, Marid: Cold Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
CLASS FEATURES: 
 Summon Familiar 
 Synthesis (1st) 
 Alchemists’ Vials 
FAMILIAR: Lisan, a lizard (6HD, 14HP, AC17 (+2 size, +2 
Dexterity, +3 Natural Armor), BAB+2, Bite +4 melee (1d4-4), 
Fortitude +3, Reflex +3, Will +7, Intelligence 8 (-1), Balance +10, 
Climb +12, Concentration +7, Hide +12, Listen +3, Move Silently 
+4, Spot +3, Swim +5, Alertness, Deliver Touch Spells, Empathic 
Link, Share Spells, Speak with Master, Low-Light Vision, 
Improved Evasion, Stealthy, Weapon Finesse). 
LEVEL ADJUSTMENT: +2 
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Alchemist (4th Edition) 
“Now, I just mix this compound with a tincture of these herbs, and… uh-oh.” 

 
Prerequisites: Alchemist or Master Mixer feats 
 

Path Features 
Concoction Recovery (11th level): During a short rest, you can 
recover the alchemical components used in any alchemical 
compound which missed on an attack roll and was expended or 
which expired unused within the last 5 minutes. 
 
Brewmaster’s Action (11th level): When you spend an action 
point to take an extra action, you can use an alchemical item or 
consumable compound in your off-hand as a free action. 
 
Elixir Mixer (11th level): You treat potions and reagents as 
alchemical compounds for the purposes of obtaining recipes for 
these items and crafting them. At the DM’s discretion, some of 
these items may require certain specific components (for example, 
a desert rose may require a rose as one of the components). 
 
Master Alchemist (16th level): Reduce the component cost of all 
potions, reagents and alchemical compounds you create by 20%. 
Additionally, once per round, on your turn, you may draw or stow 
a potion, reagent or alchemical compound as a free action. 
 

Path Powers 
Clever Corrosive 

• An insidious concoction, this vial of acid will corrode 
anything, and seek out any of the target’s weak points. 

• Encounter Acid 
• Standard Action Ranged 10 
• Target: One creature 
• Attack: Primary ability + 4 (increase to +6 at level 21) 

vs. Reflex 

• Hit: 4d6 + primary ability modifier acid damage. This 
attack deals additional damage equal to the sum of all 
the target’s vulnerabilities, even if the target is not 
vulnerable to acid damage. It also ignores resistance 
and immunity to acid. 

Duplicate Compound 
• Using the item in your hand as a basis, you can create a 

copy, but it doesn’t last quite as long. 
• Daily 
• Standard Action Personal 
• Target: One alchemical compound of your level or 

lower 
• Effect: You create an exact duplicate of the compound. 

The duplicate expires at the end of the encounter or in 5 
minutes. You do not regain component cost from 
concoction recovery when you miss with or let expire 
an item generated by this power. 

Infusing Rain 
 You uncork your latest treat: a magical brew which 
heals allies even as it burns your foes. 
 Daily Fire, Healing 
 Standard Action Close Burst 5 
 Target: All enemies in burst 
 Attack: Primary Ability Modifier + 6 vs. Reflex 
 Hit: 3d8 + primary ability modifier fire damage. This 
attack ignores resistance and immunity to fire. 
 Effect: Each ally within the burst can spend a healing 
surge and regain additional hitpoints equal to the damage roll of 
this power. 
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Dervish (3rd Edition) 
Dedicated to a power, a cause, or a belief higher than themselves, 
dervishes embody the power & fury of their deities. Always in 
motion, they dispatch their enemies with speed & grace. Devotees 
of the mighty gods, dervishes acquire divine privilege & protection 
as they forward their sacred cause. 
 

Becoming a Dervish 
A dervish is someone who feels so passionately about their god 
that they enter a state of divine frenzy, during which they become a 
whirl of heavenly-guided motion. As such, they come from all 
walks of life, but most often have a background of religious 
service. Humans are the most common dervishes, as they can more 
easily acquire the talents necessary to become one, but every race 
has dervishes among their number. They are always a rare sight, 
but they are seldom even seen near the cities, which tend to be 
more secular & cosmopolitan. Instead, they tend to hail from rural 
areas, where religious affairs are more of a way of life. 
 
Hit Die: d10 
 
 
 

Entry Requirements 
To qualify to take levels as a dervish, a character must fulfill all the 
following criteria: 

• Base Attack Bonus: +3. 
• Skills: Knowledge (religion) 4 ranks, Perform (Dance) 

or Tumble 4 ranks. 
• Feats: Combat Reflexes, Iron Will. 
• Alignment: No more than one step away from your 

deity’s alignment. 
• Special: You must be devoted to a deity (or a cause), & 

have defeated one of its opponents in its name. 
 

Class Skills 
The Dervish’s class skills (& the key ability for each skill) are 
Balance (Dex), Climb (Str), Escape Artist (Dex), Hide (Dex), 
Jump (Str), Knowledge (religion) (Int), Intimidate (Cha), Listen 
(Wis), Move Silently (Dex), Perform (dance) (Cha), Profession 
(any religious) (Wis), Ride (Str), Spot (Wis), Tumble (Dex). 
 
Skill Points at Each Level: 8 + Int modifier. 
 

 
Table 5-2: The Dervish (PrC) 

Level Base Attack Bonus 
Fortitude 
Save 

Reflex 
Save Will Save Special 

1st +1 +2 +2 +2 Warrior’s Prayer +1, Spring Attack 
2nd +2 +3 +3 +3 Clerical Domain, Whirl 
3rd +3 +3 +3 +3 Smite 1/day, Uncanny Dodge 
4th +4 +4 +4 +4 Evasion, Mettle, Warrior’s Prayer +2 
5th +5 +4 +4 +4 Whirlwind Attack, Smite 2/day 
6th +6 +5 +5 +5 Greater Smite 
7th +7 +5 +5 +5 Warrior’s Prayer +4, Smite 3/day 
8th +8 +6 +6 +6 Sublime Smite 
9th +9 +6 +6 +6 Improved Uncanny Dodge, Smite 4/day 
10th +10 +7 +7 +7 Wrath of God, Warrior’s Prayer +8 

 

Class Features 
Weapon & Armor Proficiency: A dervish gains proficiency with 
his deity’s favored weapon, but gains no proficiency with armor or 
shields. 
 
Warrior’s Prayer (Su): After waking, a dervish may spend one 
hour in prayer or silent contemplation. Doing so affords him a +1 
bonus to attack rolls, damage rolls, skill checks, AC, & saving 
throws for 24 hours. The type of bonus received depends on the 
alignment of the dervish’s deity: a Good god grants a sacred bonus, 
an Evil god grants a profane bonus, & a Neutral god grants either 
one (although they are consistently one or the other). At 4th level, 
this bonus increases to +2; at 7th level, this bonus increases to +4; 
finally, at 10th level, this bonus increases to +8. 
 
Spring Attack: A dervish gains Spring Attack as a bonus feat, 
even if they do not have the normal prerequisites for that feat. 
 
Clerical Domain: At 2nd level, a dervish gains access to one of 
their deity’s domains, like a cleric would. The dervish chooses 
which domain that they gain access to, & this choice cannot be 
changed later. They can immediately use the domain’s granted 
power, & can cast the first spell in the domain as a spell-like 
ability. For each subsequent class level, a dervish can cast another 
spell in the domain as a spell-like ability; for example, a 4th-level 
dervish can cast the third spell in a domain, while a 10th-level 

dervish can cast the ninth spell in a domain. Each of these spell-
like abilities is useable once per day, being replenished during the 
Warrior’s Prayer. 
 
Whirl (Ex): At 2nd level, a dervish may enter into a whirling 
frenzy of divinely-guided wrath. The dervish gains a +2 bonus on 
all physical ability scores (Strength, Dexterity, & Constitution) for 
a number of rounds equal to the dervish’s class level. This bonus 
increases by +2 for every level of dervish taken, so a 4th-level 
dervish would gain a +6 bonus, while a 10th-level dervish would 
gain a +18 bonus. The type of bonus is equal to the bonus type 
gained by the Warrior’s Prayer (see above), & because this bonus 
affects the ability scores while the benefits of the Warrior’s Prayer 
affects rolls & stats dependent upon those abilities, the two 
bonuses effectively stack. 
 
A Whirl is much like a barbarian’s Rage feature in a number of 
ways. The increase in Constitution increases the dervish’s hit 
points by 2 points per level, but these hit points go away at the end 
of the Whirl when their Constitution score drops back to normal. 
These extra hit points are not lost first the way temporary hit points 
are. While whirling, a dervish cannot use any Charisma-, 
Dexterity-, or Intelligence-based skills (except for Balance, Escape 
Artist, Intimidate, & Ride), the Concentration skill, or any abilities 
that require patience or concentration, nor can they cast spells or 
activate magic items that require a command word, a spell trigger 
(such as a wand), or spell completion (such as a scroll) to function. 
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They can use any feat they have except Combat Expertise, item 
creation feats, & metamagic feats. A dervish may prematurely end 
their whirl. Unlike a barbarian’s Rage, however, a dervish does not 
become fatigues at the end of a Whirl. 
 
A dervish can perform a Whirl a number of times per day equal to 
either their Wisdom modifier or their Charisma modifier (their 
choice, minimum 1). A Whirl cannot be performed if the dervish is 
flatfooted, & if the dervish becomes helpless for more than one full 
round, the Whirl ends. 
 
Smite (Su): At 3rd level, a dervish may attempt to smite an enemy 
of their deity, just as a good paladin smites evil creatures. An 
enemy, in this case, is any sentient creature that does not worship 
the dervish’s deity, & has an alignment more than one step 
removed from their deity’s. To perform a smite attack, the dervish 
adds the better of their Wisdom modifier or their Charisma 
modifier to a single melee attack roll, & deals 1 extra point of 
damage per total character level. If the dervish accidentally smites 
a creature that is not an enemy of their deity, the smite has no 
effect, but the ability is still used up for that day. At 5th level, 7th 
level, & 9th level, the dervish gains an additional daily smite 
attempt. 
 
Uncanny Dodge (Ex): At 3rd level, a dervish retains their 
Dexterity bonus to AC (if any) regardless of being caught flat-
footed or struck by an invisible attacker. They still lose any 
Dexterity bonus to AC if immobilized or otherwise rendered 
helpless. If a dervish gains Uncanny Dodge from a second class, 
they automatically gain Improved Uncanny Dodge instead. 
 
Evasion (Ex): At 4th level, a dervish can avoid even magical & 
unusual attacks with great agility. If they make a successful Reflex 
saving throw against an attack that normally deals half damage on 
a successful save, they instead takes no damage. Evasion can be 
used only if the dervish is wearing light armor or no armor. A 
helpless dervish does not gain the benefit of this feature. If a 
dervish gains Evasion from a second class, they automatically gain 
Improved Evasion instead. 
 
Mettle (Ex): At 4th level, if the dervish makes a successful 
Fortitude or Will save against an attack that normally would have a 
partial effect on a successful save, he instead completely negates 
the effect. This ability does not function while the dervish is 
helpless. 
 
Whirlwind Attack: At 5th level, a dervish gains Whirlwind 
Attack as a bonus feat, even if they do not have the normal 
prerequisites for that feat. 
 
Greater Smite (Su): At 6th level, a dervish’s smites become 
infused with divine energy. Any successful smite attack by the 
dervish (including smites from other sources) deals an additional 
1d6 points of damage from one of the following energy types: acid, 
cold, electricity, fire, or sonic. The dervish chooses the energy type 
each morning during their Warrior’s Prayer. For every additional 
level of dervish after 6th, the damage from Greater Smite increases 
by +1d6 points. 
 
Sublime Smite (Su): At 8th level, a dervish may add a radiant 
power to their smites. This smite deals 5d6 points of divine 
damage, which stacks with the dervish’s normal smite damage. In 
addition, a foe struck by the dervish’s smite attack must make a 
Fortitude save (DC = 10 + the dervish’s class level + the dervish’s 
Wisdom or Charisma modifier, whichever is greater) or be blinded 
for 1d4+1 rounds. 
 

Improved Uncanny Dodge (Ex): At 9th level, a dervish can no 
longer be flanked. This defense denies rogues the ability to use 
flank attacks to Sneak Attack the dervish. The exception to this 
defense is that a rogue at least four levels higher than the dervish 
can flank then (& thus sneak attack them). 
 
If a dervish gains Uncanny Dodge from a second class, then they 
automatically gain Improved Uncanny Dodge, & the levels from 
those classes stack to determine the minimum rogue level required 
to flank the character. 
 
Wrath of God (Su): At 10th level, a dervish may spend a smite 
attempt & instead make a special death attack against an enemy of 
their faith. On a successful melee touch attack, the opponent must 
make a Fortitude save (DC 10 + the dervish’s total character level 
+ the dervish’s Wisdom or Charisma modifier, whichever is 
greater) or die. Upon a successful save, the foe suffers no ill effect. 
If the adversary is not an enemy of the dervish’s faith (as defined 
above), then the attack has no effect, but the attempt still counts 
against the dervish’s total number of smites that day, just like a 
genuine smite attack. 
 

Playing a Dervish 
Your god is on your side, & indeed, your god acts through you. 
Those who serve your deity are your brethren, & are blessed. 
Those who follow other deities are misguided or ignorant, & 
should be led to the truth, for their own sake. Those who would 
dare to oppose you or your god must be smote, for they cannot be 
allowed to continue defying the will of the divine. Some may see 
you as zealous, perhaps even fanatical, but you know that there can 
be no other way. You are a part of something far greater that 
yourself, & you will gladly serve your god with your dying 
breath… & beyond. 
 
Combat 
When a fight breaks out, a dervish’s place is on the front line, in 
the middle of the fracas. Your mind & body have been honed into 
sharp tools for your deity, & you should expect to use them. The 
Warrior’s Prayer gives you an edge in just about every aspect of a 
battle, so do not be shy about going toe-to-toe with your enemies. 
Your smites & whirls provide several means of inflicting harm 
upon those who oppose you, but they have limited uses per day, so 
they should be held in reserve for when they are truly needed. 
 
Advancement 
You are expected to be a front-line combatant, so investment in 
your physical abilities (Strength, Dexterity, & Constitution) is 
crucial. Don’t skimp completely on Wisdom & Charisma, 
however, as your smites & your whirls depend on them; you may 
be able to afford to do so with Intelligence due to your large 
number of skill points. You will greatly benefit from feats that 
enhance your combat effectiveness, like Combat Reflexes, 
Improved Initiative, & Power Attack. Items that can boost your 
martial prowess are also recommended, but remember that it is 
against the ascetic lifestyle of the dervish to gaudily display one’s 
wealth, so any item that you possess should be modest & 
inconspicuous. 
 
Resources 
A dervish ostensibly leads an ascetic lifestyle, as many expect 
them to give most of their possessions away to the poor or to their 
associated church. While you are under no binding obligation to do 
so, most dervishes have taken a vow of poverty. Despite a lack of 
material wealth, you can almost always call upon clerics, paladins, 
or other members of your deity’s church for aid, should you need 
it. This is especially true if you have given the church the lion’s 
share of your earthly riches, or done great deeds for them in the 
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past. Also, remember that almost every god or goddess has an 
affiliated druidic circle, so you can seek them out for their unique 
talents. Even lay members of your religion are likely to offer some 
assistance if they are able, provided that your requests are not too 
burdensome. 
 

Dervishes in the World 
Dervishes tend to be closely associated with their deity’s formal 
church, serving alongside clerics, paladins, & other members of the 
ministry. In fact, many churches accept dervishes as agents of the 
faith, & are given all of the rights & privileges typically granted to 
traveling preachers or evangelists. They are usually assigned duties 
that take them far away from their home temple, not because they 
are disliked, but because remote missions are where they are most 
likely to excel. A few dervishes reject the teachings of their deity’s 
church, claiming (sometimes truthfully) that the religion has 
strayed from the proper path, & that they alone serve their god’s 
true intent. These rare apostates mostly choose a life of self-
imposed exile, fulfilling the divine will in defiance of the official 
doctrine. 
 
Organizations 
Dervishes will readily gather together to form orders among their 
own kind, & they often join an organization that is sanctioned by 
their religion. They tend to be fanatically loyal to their church, & 
will readily accept positions in the clergy. If they do not join the 
ministry directly, then they will most likely enter an affiliated 
group, such as a druidic circle, the Gadilites or the Trueseekers (for 
Darshanites), the Fatima (for Akashans), the Light of the Taj (for 
Johoumites), or even the Sacred Knives (for Sidarites of a certain 
bent). They are also drawn to groups that have a clear mission or a 
focused goal, like Al Sihr Qanissi, the Broken Shackle, or the Last 
Lamp. 
 
NPC Reactions 
How an NPC reacts to a dervish is largely dependent on whether 
they share the same faith or not. Those who worship the same deity 
will have something in common with the dervish, & may be 
inclined to be friendly, but those of other religions may be far less 
cordial to someone so zealous about an opposing ideology. Of 
course, people who are less spiritually-minded, regardless of their 
beliefs, tend to be somewhat put off by the fervor of a dervish, as 
only a paladin could hope to match such enthusiasm & devotion. 
 

Dervishes in the Game 
While a dervish may be an excellent low-to-mid-level encounter, 
they are rarely a focal point in a high-level campaign, in & of 
themselves. They may group together in small orders to become 
more of a threat, but they are typically affiliated with their deity’s 
church, & act as mere agents of the organization. They are 
somewhat rare in the world, as few have the required level of 
commitment to become one, but most people are familiar with 
their kind. Their singular devotion sets them apart from 
mainstream society, which is something that they have learned to 
accept, but the backing of the churches means that they do not face 
any sort of persecution for their peculiarity. 
 
Lore 
Characters that have ranks in Knowledge (Religion) can learn 
more about dervishes. When a character makes a successful skill 
check, the following lore is revealed, including the information 
from lower DC’s. 

DC10: “A dervish is a person who is absolutely 
consumed by their passion for their deity, dedicating their lives in 
service to their chosen god or goddess.” 

DC15: “Dervishes can enter a state of religious frenzy, 
during which they are dangerous to be around.” 

DC20: “A dervish is a living vessel for the divine 
energy of their deity, & can call upon that power to smite their 
enemies.” 

DC30: Characters who have reached this level of 
knowledge know how to find local dervishes, & can identify one 
on sight. 
 

Sample Encounter 
Mkali (EL14) 
Mkali was raised by her heretic father, who was cast out of his 
pride for worshipping Kuzira, the aazlai goddess of destruction & 
discord. Her father, who was named Kito, was a harsh & 
demanding parent, reciting religious dogma constantly & beating 
her for the slightest infraction. He taught her how to hunt & kill 
wild prey (so we would not have to), as well as the tenets of 
Kuzira’s doctrine. She was a gifted pupil, & it wasn’t long before 
she had learned all that he had to teach her. He still was a cruel 
disciplinarian, & one day, she became fed up with his abuse & his 
mad ramblings, tolerating him no longer. She slew him in anger, & 
from that day forward, she answered to no one. Nowadays, she is 
searching for a legendary sword called the Blade of Bitter 
Darkness, which she plans to use to slaughter her father’s pride. 

• The PCs encounter Mkali on the road, where her initial 
attitude is unfriendly & she would rather fight than talk. 

• The PCs are commissioned by an aristocratic 
benefactor to retrieve the Blade of Bitter Darkness for 
his collection. 

• Mkali has searched for the Blade of Bitter Darkness for 
months without success, so she is willing to hire the 
PCs to assist her. 

 
RACE: Aazlai female 
CLASS: Rogue 1/Cleric 5/Dervish 6 
ALIGNMENT: Chaotic Evil 
DEITY: Kuzira (Johoum) 
SIZE: Medium 
AGE: 28 (born 327 AF) 
HEIGHT: 6’3” 
WEIGHT: 201 lbs. 
EYES: Amber 
HAIR: Tawny 
LANGUAGES: Common & Zimbalai 
HIT DICE: 6+5d8+6d10+48 (109HP) 
INITIATIVE: +5 
SPEED: 30’ 
ARMOR CLASS: 26 (+4 Dex, +8 armor, +2 natural armor, +2 
deflection); touch 16; flat-footed 22 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +13 
ATTACK: +12 Keen Morning Star (1d8+6, 19-20/×2, 
bludgeoning & piercing) or +9 Claw (1d6+3, slashing) or +9 Bite 
(1d4+3, piercing) 
FULL ATTACK: +12/+7 Keen Morning Star (1d8+6, 19-20/×2, 
bludgeoning & piercing) or 2 +9 Claws (1d6+3, slashing) or +9 
Bite (1d4+3, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +16, Reflex +15, Will +20 
ABILITIES: 

• Strength 16 (+3) 
 Dexterity 13 (+1+3) 
 Constitution 18 (+4) 
 Intelligence 12 (+1) 
 Wisdom 18 (+4+2) 
 Charisma 8 (-1) 
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SKILLS: 81 points 
• Balance +8 
• Climb +15 
• Heal +11 
• Hide +14 
• Intimidate +1 
• Jump +13 
• Knowledge (religion) +15 
• Listen +10 
• Move Silently +8 
• Profession (clerical) +11 
• Search +5 
• Spot +10 
• Survival +8 
• Tumble +14 

FEATS: Dodge, Improved Initiative, Iron Will, Mobility, Power 
Attack (bonus), Spring Attack 
WEAPON: +3 Keen Morning Star (32,308gp, 1d8+6, 19-20/×2, 6 
lbs., bludgeoning & piercing) 
ARMOR: +4 Light Fortification Scale Mail (25,200gp, +8, 
maximum dexterity bonus +3, check penalty -3, 25% AFC, speed 
30’, 30lbs.) 
EQUIPMENT: 
 202gp 
 Cloak of Resistance +3 (9,000gp) 
 Elixir of Sneaking (250gp) 
 Gloves of Dexterity +3 (9,000gp) 
 Holy Symbol, Bronze (10gp) 
 Periapt of Wisdom +2 (4,000gp) 
 Ring of Protection +2 (8,000gp) 
 Thieves’ Tools (30gp) 
SPELLS: 5/4+1/3+1/2+1 (Caster Level 5th, save DC16 + spell 
level) 
RACIAL FEATURES 

• Monstrous Humanoid: An aazlai is not subject to 
spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Darkvision 60’. 
• Natural Weapons (Ex): 2 Claws (1d6 + Str); slashing 

damage. Bite (1d4 + Str); piercing damage. 
• Rake (Ex): Attack bonus +4 melee, damage 1d6 + Str. 
• Powerful Build (Ex): Whenever an aazlai is subject to 

any size modifier, it is treated as 1 size larger if doing 
so is advantageous to it. It is also considered to be 1 
size larger when determining whether a creature’s 
special attacks based on size (such as improved grab or 
swallow whole) can affect it. An aazlai can use 
weapons designed for a creature 1 size larger without 
penalty; however, its space & reach remain those of a 
creature of its actual size. The benefits of this racial 
trait stack with the effects of powers, abilities, & spells 
that change the subject’s size category. 

CLASS FEATURES: 
 Sneak Attack +1d6. 
 Trapfinding. 
 Rebuke Undead. 
 Domain: Death. 
 Domain: Punishment**. 
 Warrior’s Prayer +2. 
 Whirl 2/day. 
 Smite 3/day. 
 Burning Smite. 
 Zeal. 
 Mettle. 
 Searing Smite. 
LEVEL ADJUSTMENT: +2 
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Dervish (4th Edition) 
“What would happen were an unstoppable force to meet an immovable object? I shall tell you when my blades finally meet such an object.” 

 
Prerequisites: Any “two-weapon” feat, such as “Two-Weapon 
Fighting” 
 

Path Features 
Two Weapon Dance (11th level): When you hit or miss with one 
weapon and have hit or missed with your other weapon since the 
start of your last turn, you may shift 1 square as a free action. 
 
Discipline Diversity (11th level): Though the flavour of this 
paragon path tends more towards the Martial or Divine power 
sources, all dervish powers possess the same power source 
keyword as your base class. 
 
Dervish’s Whirl (11th level): When you spend an action point to 
take an extra action, you gain a +2 bonus to AC and Reflex until 
the end of your next turn. You also gain a move action in addition 
to the normal action granted by the action point. This move action 
can only be used to take a walk action and that walk action must 
end adjacent to an enemy. 
 
Two Weapon Rhythm (16th level): When you hit with your main 
hand weapon, you gain a +1 power bonus to your next attack with 
your off hand weapon before the end of your next turn. When you 
hit with your off hand weapon, you gain a +1 power bonus to your 
next attack with your main hand weapon before the end of your 
next turn. 
 

Path Powers 
Dancing Strikes 

• You throw yourself into a spin, striking your foe with 
your first blade as your second parries their parting 
blow, as you step away and the parry follows through 
into a strike against a new foe. 

• Encounter Implement, Psionic 
• Standard Action Melee Weapon 
• Requirement: You must be wielding two melee 

weapons 
• Primary Target: One enemy 
• Primary Attack: Highest ability modifier vs. AC, main 

hand weapon 
• Hit: 2[W] + highest ability modifier damage. 

• Effect: You move your speed. If the primary attack hit, 
this movement does not provoke an attack of 
opportunity from the primary target. 

• Secondary Target: One enemy other than the primary 
target 

• Secondary Attack: Highest ability modifier vs. AC, 
off hand weapon 

• Hit: 1[W] + highest ability modifier damage and you 
gain a +2 bonus to AC and Reflex against the 
secondary target’s attacks until the end of your next 
turn. 

Infallible Courage 
 Your sheer determination keeps you in the moment, and 
you can share this determination with allies, keeping them focused 
on the prize. 
 Daily Healing 
 Minor Action Personal 
 Effect: Until the end of the encounter, you gain 
regeneration equal to your highest ability modifier while you are 
bloodied. As a minor action on your turn, you can heal an adjacent 
bloodied ally a number of hitpoints equal to your regeneration 
value. If you do so, your regeneration does not work on your next 
turn. 
Vortex of Maiming 

• You begin to spin with increasing rapidity, causing a 
supernatural hurricane to suck your enemies near your 
blades. 

• Daily Stance, Weapon 
• Standard Action Close Burst 3 
• Requirement: You must be wielding two melee 

weapons 
• Target: Each enemy in burst 
• Attack: Highest ability modifier vs. Reflex 
• Hit: The target is pulled 3 squares and then if it is 

adjacent to you it takes 1[W] damage (main hand or off 
hand). 

• Effect: You enter the vortex of maiming stance. Until 
the stance ends, at the start of each of your turns, each 
adjacent enemy takes 1[W] damage from either your 
main hand or off hand weapon. At the end of your turn, 
you can pull each enemy within 3 squares 1 square as a 
free action. 
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Djinn Lord (3rd Edition) 
Seeker of the power to wish for the mind’s desires, student of myth 
and hunter of relic, the “djinn” lord has found a route to true power 
in the ancient ways, through the binding & controlling of a true 
genie. Ultimate foes of all genie-kind, they bind members of the 
mighty arcane races into relics forged of stolen sorcery, enslaving 
genies & stealing their essences in a mad grasp for power. Through 
practice, study, & habit, they pierce the veil of mortality & tap into 
the true essence of the genie races, becoming more like the beings 
they exploit. 
 

Becoming a Djinn Lord 
All djinn lords have some arcane background, as is necessary to 
wield the enchantments required to compel a genie. Most are 
wizards, seeking to pull greater power from the source their 
original learnings were stolen from so long ago. Bards who sift 
through lore & history may choose to bind a genie for information 
or creature comforts. Though sorcerers have the aptitude, many are 
themselves of genie descent & are loath to so crassly betray their 
own blood. 
 
Hit Die: d8 
 

Entry Requirements 
To qualify to take levels as a djinn lord, a character must fulfill all 
the following criteria: 

• Skills: Decipher Script 12 ranks, Knowledge (arcana) 
12 ranks, Use Magic Device 4 ranks 

• Feats: Craft Wondrous Item, Magical Aptitude 
• Spellcasting: Able to cast at least one arcane spell from 

the Enchantment school of 3rd level or higher. 
• Special: You must procure a relic of 10,000gp value 

which you turn into a wondrous item, & then bind a 
true genie (a dao, djinn, efreet, or marid) into it. No 
genie of any kind will offer any aid whatsoever in this 
task, including wishes. 

 

Class Skills 
The djinn lord’s class skills (& the key ability for each skill) are 
Bluff (Cha), Concentration (Con), Decipher Script (Int), 
Knowledge (arcana) (Int), Knowledge (the Kamala) (Int), 
Spellcraft (Int), & Use Magic Device (Cha). 
 
The djinn lord gets additional class skills depending on the race of 
her bound genie: 

• Dao impart Balance (Str) & Survival (Wis). 
• Djinni impart Escape Artist (Dex) & Move Silently 

(Dex). 
• Efreeti impart Intimidate (Cha) & Sense Motive (Cha). 
• Marids impart Disguise (Cha) & Swim (Str). 

 
Skill Points at Each Level: 4 + Int modifier. 
 
 

 
Table 5-3: The Djinn Lord (PrC) 

Level 
Base Attack 
Bonus 

Fortitude 
Save 

Reflex 
Save Will Save 

Genie’s 
Save Special Convoke  Spells 

1st +0 +0 +0 +0 +2 Relic of Binding, Mirage, Convoke Bound Genie -- 
2nd +1 +0 +0 +0 +3 Genie’s Nature Winemaker +1 level of existing class 
3rd +1 +1 +1 +1 +3 Genie’s Power (minor) -- -- 
4th +2 +1 +1 +1 +4 Ascendant Power Scholar +1 level of existing class 
5th +2 +1 +1 +1 +4 Genie’s Power (medium), Genie’s Nature -- -- 
6th +3 +2 +2 +2 +5 Trait Consort +1 level of existing class 
7th +3 +2 +2 +2 +5 Genie’s Power (major) -- -- 
8th +4 +2 +2 +2 +6 Genie’s Nature Magus +1 level of existing class 
9th +4 +3 +3 +3 +6 Genie’s Power (great) -- -- 
10th +5 +3 +3 +3 +7 Master’s Desire, Genius Ascension Guardian +1 level of existing class 

 

Class Features 
Weapon & Armor Proficiency: A djinn lord whose relic is a 
weapon, a shield, or a type of armor gains proficiency with that 
item. A djinn lord gains no new proficiency with any other 
weapons or armor. 
 
Spells: At every even-numbered level (2nd, 4th, 6th, 8th, & 10th), the 
character gains new spells per day (& spells known, if applicable) 
as if he had also gained a level in whatever spellcasting class 
(either arcane or divine) 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 a djinn lord, he must 
decide to which class he adds each level of djinn lord for the 
purpose of determining spells per day. 
 
Relic of Binding: The djinn lord must retain her relic on her 
person at all times. The relic is a masterwork item that occupies 
one body slot, preventing other magical items from being worn in 
its place. If the relic is lost or removed, the djinn lord immediately 

loses access to all class abilities & features until it is restored. If 
the relic is broken, the djinn lord immediately takes 1d4 points of 
temporary Intelligence, Wisdom, & Charisma damage, & the genie 
within is freed. A djinn lord who creates a new relic of binding 
regains her class levels using the newly-bound genie’s abilities in 
place of the old. 
 
Mirage (Sp): The djinn lord’s first taste of her captive’s powers is 
the power of invisibility, which she may use at-will as a spell-like 
ability, using her character level as the caster level. 
 
Convoke (Su): The djinn lord may call forth her servant to do her 
bidding for up to one minute per class level each day as a standard 
action. The genie may be ordered to fight the djinn lord’s foes, 
impart information or nearly anything else the djinn lord may 
desire. The genie is unable to attack the djinn lord or through 
consequence or collateral action cause harm to her except at her 
express direction. The genie cannot be coerced into using limited 
wish or wish for the lord under any circumstance whatsoever. A 
convoked genie can be dismissed as a free action, rounding down 
remaining convocation time for the day to the nearest minute. 
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Beginning at 2nd level, the djinn lord starts to assume authority 
over her bound genie’s slaves. She may elect to convoke one 
member of any tasked genie race she has bound instead of her 
trapped genie, under the same terms. 
 
Genie’s Nature (Ex): At 2nd level, the djinn lord begins to show 
signs of her affinity with her servant. She may elect to exchange 

her class Fortitude, Reflex or Will progression with that of the 
genie. This exchange is permanent. She may take on another of the 
genie’s save progressions at 5th level, & the last at 8th. 
 
Genie’s Power (Sp): At 3rd level, the djinn lord assumes some of 
the powers of her slave. She gains the minor power of her slave’s 
genie race, according to Table 5-3a. At 5th level, she gains the 
medium power, at 7th the major, & at 9th level the great power.  

 
Table 5-3a: Genie’s Power 

Power Level Dao Djinn Efreet Marid 

Minor 
stone shape 
3/day 

gust of wind 
3/day 

produce 
flame 3/day 

water breathing 
3/day 

Medium 
wall of stone 
2/day 

wind wall 
3/day 

wall of fire 
3/day 

wall of water 
3/day 

Major 
move earth 
2/day 

control 
winds 3/day 

firesinger 
2/day 

control water 
3/day 

Great 
earthquake 
1/day 

wind walk 
1/day 

fire storm 
1/day acid fog 2/day 

 
Ascendant Power (Ex): At 4th level, the djinn lord becomes even 
more superhuman through her link with the bound genie. She may 
increase a single ability score by 2 points, as determined by her 
bound genie, as per Table 5-3b. 
 
Table 5-3b: Ascendant Power 

Genie Type Score Raised  
Dao Constitution 
Djinn Dexterity 
Efreet Strength 
Marid Wisdom 

 
Trait: At 6th level, the djinn lord takes on a trait of her servant: 

• Dao - Earth Link (Ex): Squares within a 10’ radius of 
the dao lord are treated by foes as difficult terrain. A 
dao lord gains a +4 bonus on ability checks made to 
resist being bull rushed or tripped when standing on the 
ground (but not when climbing, flying, riding, or 
otherwise not standing firmly on the ground). 

• Djinn - Flight (Ex): The djinn lord gains a fly speed of 
60’ with perfect maneuverability. 

• Efreet - Heat (Ex): The efreet lord exudes a powerful 
heat from her body. Those she strikes with a metal or 
natural weapon take an additional 1d6 points of fire 
damage. Each round that she is grappled, her opponents 
take 1d6 fire damage. 

• Marid - Plunge (Ex): The marid lord’s touch puts out 
torches, campfires, exposed lanterns, & other open 
flames of non-magical origin if these are of Large size 
or smaller. She can dispel magical fire she touches as 
greater dispel magic (caster level equals character 
level). The marid lord gains a swim speed equal to her 
ground movement speed. 

 
Master’s Desire (Sp): At 10th level, the djinn lord has finally 
wrested the secrets of genie magic from her captive. Once per day, 
she may use limited wish as a spell-like ability. The caster level is 
equal to her character level; save DCs use her Intelligence 
modifier. XP costs above the base cost for limited wish alone must 
be paid. 
 
Genius Ascension (Ex): At 10th level, the djinn lord has utterly 
consumed the essence of her captive. Her relic loses its binding 
powers & can be lost or broken without penalty to her. She is now 
a member of her captive’s genie race for the purpose of any effect, 
& her type changes to Outsider (Native). She acquires the 
elemental subtype of her captive genie. Her base attack bonus 

increases by 5, to a maximum of her total Hit Dice. The genie that 
was bound to the relic expires as part of this ascension, & can no 
longer be convoked, although its tasked genie slaves now serve the 
djinn lord & continue to be available for convocation. 
 

Bound to the Relic (ritual) 
Requirements 

• Skills: 10 ranks in Concentration, Spellcraft, or Use 
Magic Device 

• Spells: The ability to cast dimensional anchor.  
 
Ritual Benefits 
A character that wishes to perform this ritual (hereinafter referred 
to as the binder) must procure a relic of at least a 10,000gp value. 
This relic will be turned into a wondrous item, & a true genie (a 
dao, djinn, efreet, or marid) will be bound into it. The relic 
occupies one body slot, preventing other magical items from being 
worn in its place. 
 
To begin the ritual, the binder must meditate for 4 uninterrupted 
hours with the relic in the binder’s hands, taking no other actions. 
The meditation requires a Concentration check (DC10) after each 
hour; if a check is unsuccessful, then the ritual must continue for 1 
additional hour to succeed; if 2 consecutive checks are 
unsuccessful, then the ritual fails (although the relic is not ruined). 
This ritual provokes attacks of opportunity, & any distraction 
requires another Concentration check (DC10+). 
 
Once the meditation is complete, the binder must cut then 
themselves with a blade prepared for this purpose, dealing at least 
1 point of slashing or piercing damage. The blood that issues from 
this wound must be applied to the relic with the parchment left 
over from a used scroll. After this is done, the binder must make a 
Spellcraft check (DC25). If the check is unsuccessful, then the 
ritual fails & the relic is ruined; if the check succeeds, then the 
relic is ready to receive the essence of a true genie, & will remain 
so for 1 hour. 
 
Within the next hour, a true genie must be brought within 20’ of 
the relic. A dimensional anchor spell must be cast upon the genie 
by the binder, & the relic must be brought into contact with the 
genie’s body. The binder must make a Use Magic Device check 
(DC20). If the check is unsuccessful, then the ritual fails (although 
the relic is not ruined); if the check succeeds, then the genie is 
bound to the relic, & its essence is trapped within its structure. 
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Once the ritual is completed (either successfully or not), the binder 
takes 1d6 points of Constitution damage & is fatigued. 
 
The resulting relic can be used by any intelligent creature that 
wears it. By concentrating on the relic, the wearer can convoke the 
genie within it as a standard action. This convocation last for 1 
minute (10 rounds) once per day, unless the wearer has levels in 
the Djinn Lord prestige class. 
 

Playing a Djinn Lord 
You believe in the ultimate & total power of arcane magic; you 
have mastered a genie, the living embodiment of sorcery, & from it 
you shall extract unfathomable magical knowledge. Already you 
feel the distancing between yourself & the trivial mortals who 
cannot tap this power. Your servant is strong, & you savor its 
strength, feeling it slowly becoming yours. With this might you 
will unlock your heart’s desires & realize a completely new life for 
yourself. 
 
Combat 
Together with your convoked genie slave, you present a 
formidable two-headed threat on the field of battle. An enslaved 
genie with spellcasting abilities effectively doubles your magical 
capacity each round, & even with inborn spell-like powers only, 
genies are potent in combat & can enter the fray as a surrogate 
while you use Mirage to step away from danger. You remain an 
arcanist & work via your spellcasting abilities, but can now 
supplement your compelled ally with support or tactical magics.  
 
Advancement 
When your spellcasting improves, you seek out supportive magics 
to improve your slaves’ effectiveness. You also look for spells 
with solid effects regardless of caster level, as your raw magical 
abilities will be reduced to steal from the genie’s powers. You 
strive always for greater heights of power, so Spell Focus & 
Greater Spell Focus may serve you very well. As you send allies to 
the front lines, you may wish to bolster your melee capacity from 
behind with conjuration spells & Augment Summoning. Spell 
Penetration & Improved Counterspell will aid against other 
magical or magic-resistant foes, helping to counteract the dip in 
your casting ability. Any arcanist’s skill is of use to you. 
 
Resources 
Djinn lords are bereft of resources to access, for as powerful 
arcanists they already find themselves quite alone & friendless. 
The crime their search for power has led them to commit earns 
them the undying hatred of genies & genie-kind everywhere. Their 
magical stockpiles & the lore they have aggregated, combined with 
the slaves they can convoke, are the only serious resources a djinn 
lord might have at her disposal. They may hire or work alongside 
other seekers of lore, wealth & power. The djinn lord’s key 
resource is the genie she has bound; aspiring djinn lords often seek 
out exceptional (elite array) genies &/or spellcasting genies or 
those with character levels, to give them a slave of even greater 
strength. 
 

Djinn Lords in the World 
Djinn lords go their own way, seeking whatever interests them & 
scheming ways to obtain it. They have no true role in society or the 
world, except as beacons of collaborative enmity for the otherwise 
fractious genie races. 
 
Organizations 
The only organization which would even consider recognizing a 
djinn lord among its agents is the Bulbul, & even they would 
hedge. Djinn lords who affiliate with the Bulbul are in grave peril, 

for the leaders of the magic-seeking syndicate will have their eye 
on stealing the relic of binding & the enslaved genie within, & it’s 
only a matter of time before they will make their move. 
 
NPC Reactions 
More than any other arcanist, djinn lords are public terrors, 
“witches” who have unsealed & taken unto themselves what 
should not have been brought again into the light. Vestigial 
histories & legends have painted those who brought about the 
ancient cataclysm as djinn lords, & although there is no love lost 
among the people for genies, djinn lords are not viewed as mortals 
gaining mastery over a genie, but rather the way one views a man 
who has brought his pet lion into the bazaar… & the lion gets far 
more latitude than the “witch”. 
 

Djinn Lords in the Game 
Djinn lords are always major encounters, due both to their rarity & 
their personalities. Djinn lords are the competition, the opposing 
interest in any high-level ruin delve. Valuable magic items, rare 
lore, djinn lords want it & will fight to get it. Djinn lords make 
suitable recurring foes thanks to their convoked genie servant 
making for a repeatable encounter. They are also relevant to the 
interests & concerns of many NPCs, & as such will likely butt 
heads with mid- to high-level parties on several occasions. Players 
who are willing to trade raw power for a medley of abilities, 
combat flexibility & interesting roleplay opportunities may enjoy 
playing a djinn lord, though they will likely wish to dub 
themselves after the genie they have entrapped (efreet lord, dao 
lord etc.) 
 
Lore  
Characters that have ranks in Knowledge (Arcana) or Knowledge 
(the Kamala) can learn more about djinn lords. When a character 
makes a successful skill check, the following lore is revealed, 
including the information from lower DC’s. 
 DC15: “Djinn lords recklessly wield the powers of a 
genie trapped in an object.” 
 DC20: “Djinn lords consort with demonic entities & 
can steal the magic of their genie slave.” 
 DC25: “A djinn lord’s ultimate goal is to become a 
genie herself.” 
 DC35: Characters who have reached this level of 
knowledge know how to find local djinn lords, & can identify one 
on sight. 
 

Sample Encounter 
Shri (EL 13) 
When Shri was a little girl, she saw her father killed by a 
rampaging efreet which had escaped from its bound master. This 
event caused her to become fascinated with magic in general & 
genies in particular. She read as many books as she could find on 
the subject of genies while she worked to support her family as a 
street performer (& pickpocket). She eventually found a way to 
capture a genie of her own to study. She tracked down a female 
efreet named Ahtis & bound her to a Periapt of Wisdom so that she 
could study the magical creature. Her experiments & research were 
cruel & torturous to Ahtis, but Shri could care less, so long as the 
efreet serves her. She has learned about as much as she can from 
her captive, & is now on the hunt for other genies to study. She has 
vowed not to rest until she knows everything there is to know 
about genie-kind, regardless of the price. 
 Shri is looking to hire a team to capture a genie alive & 
deliver it to her, & the PCs are her best means. 
 The half-efreet children of Ahtis encounter the PCs & 
hope to hire them to find their mother. 
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 The PCs discover the identity of the efreet that killed 
Shri’s father, & could sell this information her for a handsome 
price. 
 
RACE: Kobold (Hijra) female 
CLASS: Bard 9/Efreet Lord 4 
ALIGNMENT: Neutral Evil 
DEITY: Limalia 
SIZE: Small 
AGE: 44 (born 311 AF) 
HEIGHT: 2’4” 
WEIGHT: 36 lbs. 
EYES: Yellow 
HAIR: N/A (Purple scales) 
LANGUAGES: Archaic, Common, & Draconic 
HIT DICE: 6+8d6+4d8+13 (65HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 21 (+1 size, +2 Dex, +7 armor, +1 natural 
armor); touch 13; flat-footed 19 
BASE ATTACK BONUS: +8 
GRAPPLE BONUS: +3 
ATTACK: +12 Icy Burst Whip (1d2 (non-lethal) +3, ×2, slashing, 
10’ reach) 
FULL ATTACK: +12/+7 Icy Burst Whip (1d2 (non-lethal) +3, 
×2, slashing, 10’ reach) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +11, Will +6 
ABILITIES: 

• Strength 8 (-1) 
 Dexterity 14 (+2) 
 Constitution 12 (+1) 
 Intelligence 15 (+2) 
 Wisdom 8 (-1) 
 Charisma 18 (+4) 
SKILLS: 120 points 

• Appraise +16 
• Bluff +20 
• Decipher Script +18 
• Gather Information +16 
• Intimidate +8 
• Knowledge (arcana) +18 
• Knowledge (the Kamala) +10 
• Perform +16 
• Sleight of Hand +14 

• Tumble +12 
• Use Magic Device +12 

FEATS: Craft Wondrous Item, Greater Spell Focus 
(Enchantment), Improved Initiative, Magical Aptitude, Spell Focus 
(Enchantment) 
WEAPON: +3 Icy Burst Whip (50,301gp, 1d2 (non-lethal) +3, ×2, 
1 lb., slashing, 10’ reach) 
ARMOR: +3 Fire Resistance Chain Shirt (27,250gp, +7, 
maximum dexterity bonus +4, check penalty -1, 20% AFC, speed 
30’, 12lbs.) 
EQUIPMENT: 
 449gp 
 Cloak of Resistance +1 (1,000gp) 
 Periapt of Wisdom +4 (16,000gp, used to bind his 
efreet) 
 Rod of Flame Extinguishing (15,000gp) 
SPELLS: 3/4/4/4/2 (Caster Level 11th, for Enchantment spells, 
save DC16 + spell level; for all other spells, save DC14 + spell 
level) 

• 0th Level: bend fate**, flickerflame**, know direction, 
prestidigitation, read magic, skew fate** 

• 1st Level: charm person, distraction**, expeditious 
retreat, summon monster I 

• 2nd Level: enthrall, impossible feat, see enchantment**, 
summon monster II 

• 3rd Level: countermand**, glibness, greater 
herald/courier**, summon monster III 

• 4th Level: baleful suggestion, dominate person, summon 
monster IV 

RACIAL FEATURES: Darkvision 60’ 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +2. 
 Inspire Competence. 
 Suggestion. 
 Inspire Greatness. 
 Relic of Binding. 
 Mirage. 
 Convoke (Winemaker, Scholar). 
 Genie’s Nature. 
 Genie’s Power (minor). 
 Ascendant Power. 
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Djinn Lord (4th Edition) 
“Ultimate cosmic power is within my grasp.” 

 
Prerequisites: 21st level, Arcane power source 
 

Destiny Features 
Mind of the Genie (21st level): Pick two of Constitution, 
Charisma and Intelligence. Increase those ability scores by 2. 
 
Body of the Genie (21st level): You are considered an elemental 
creature for the purpose of effects that relate to creature origin. In 
addition, select one of Dao, Djinn, Efreet or Marid. You gain the 
corresponding benefits listed below: 

• Dao: You can now speak Terran. Whenever you would 
be knocked prone, you can make a saving throw. On a 
success, you are not knocked prone. In addition, when 
you would be pushed, pulled or slid, you can reduce the 
forced movement by up to 2 if you choose. You gain 
the earth subtype. 

• Djinn: You can now speak Auran. You gain resist cold 
equal to 10 + ½ your level. If you already have 
resistance to cold of a greater value, increase that 
resistance by 10. You gain the air subtype. 

• Efreet: You can now speak Ignan. You gain resist fire 
equal to 10 + ½ your level. If you already have 
resistance to fire of a greater value, increase that 
resistance by 10. You gain the fire subtype. 

• Marid: You can now speak Aquan. You can breathe 
underwater and gain a swim speed equal to your speed. 
You gain resist acid equal to 10 + ½ your level. If you 
already have resistance to acid of a greater value, 
increase that resistance by 10. You gain the water 
subtype. 

 
Soul of the Genie (24th level): Once per day, when you are 
reduce to 0 hitpoints or fewer, you can spend a healing surge to 
regain hitpoints without requiring an action. You also gain a set of 
benefits from the list below corresponding to the Genie choice you 
made at 21st level. You do not require a ritual book to memorize 
and cast any rituals granted to you by this feature. 
 Dao: You master the following rituals, even if you do 
not have the ritual caster feat: Fastidiousness, Make Whole, 
Dowsing Rod, Bolster Object and Ironwood. You do not expend 
components when casting these rituals, and you can cast the rituals 
as a standard action. However, you can only cast Make Whole on 
objects which are made of stone, metal or earth. In addition, you 
master the Primal Prison ritual, which you can cast once per day 
without spending components. You can only use it to imprison the 
target in stone, metal or earth, however. 
 Djinn: You master the following rituals, even if you do 
not have the ritual caster feat: Seek Rumour, Battlefield Elocution, 
Portend Weather and Sending. You do not expend components 
when casting these rituals, and you can cast the rituals as a 
standard action. In addition, you master the Control Weather ritual, 
which you can cast once per day without spending components. 
 Efreet: You master the following rituals, even if you do 
not have the ritual caster feat: Explorer’s Fire, Pyrotechnics, 
Delver’s Fire, Affect Normal Fire and Preserve Flame. You do not 
expend components when casting these rituals, and you can cast 
the rituals as a standard action. 

 Marid: You master the following rituals, even if you 
do not have the ritual caster feat: Purify Water, Lower Water and 
Water Walk. You do not expend components when casting these 
rituals, and you can cast the rituals as a standard action. In 
addition, you master the Waterborn ritual, which you can cast once 
per day without spending components. 
 
Genie Incarnate (30th level): You gain a fly speed equal to your 
speed. You also gain a final benefit based on the Genie race you 
chose at 21st level. 
 Dao: Your eldritch blast (or eldritch bolt) deals an 
additional 1d10 damage, and your eldritch strike (or pact weapon 
at-will power) deals an additional 1[W] damage. The damage is 
untyped damage. In addition, you gain a burrow speed equal to 
your speed, and when you score a critical hit with eldritch blast or 
eldritch strike, the target is knocked prone and cannot stand up 
(save ends). 
 Djinn: Your eldritch blast (or eldritch bolt) deals an 
additional 1d10 damage, and your eldritch strike (or pact weapon 
at-will power) deals an additional 1[W] damage. The damage is 
cold damage. In addition, your fly speed is a fly (hover) speed, and 
when you score a critical hit with eldritch blast or eldritch strike, 
the target is slowed and takes 5 cold damage whenever they take a 
move action (save ends both). 
 Efreet: Your eldritch blast (or eldritch bolt) deals an 
additional 1d10 damage, and your eldritch strike (or pact weapon 
at-will power) deals an additional 1[W] damage. The damage is 
fire damage. In addition, your arcane powers ignore resistance to 
fire, and when you score a critical hit with eldritch blast or eldritch 
strike, you deal an additional 6d6 fire damage. 
 Marid: Your eldritch blast (or eldritch bolt) deals an 
additional 1d10 damage, and your eldritch strike (or pact weapon 
at-will power) deals an additional 1[W] damage. The damage is 
force damage. In addition, when you score a critical hit with 
eldritch blast or eldritch strike, you gain 6d8 temporary hit points. 
 

Djinn Lord Power 
Genie’s Wish (Level 26) 

• You channel the genie you have imprisoned to force a 
small wish from them. 

• Daily Arcane; see below 
• Standard Action Personal 
• Effect: Select one of the follow effects: 

o Regain 2 healing surges. 
o Return to full hitpoints; this power gains the 

Healing keyword. 
o Gain an action point. 
o Gain and equip a magic item of 26th level or 

lower. The item cannot be sold and expires 
at the end of the encounter or in 5 minutes, 
whichever is sooner; this power gains the 
Conjuration keyword. 

o Regain the use of up to two warlock 
encounter powers. 

o Regain the use of one warlock daily utility 
power. 
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Geomancer (3rd Edition) 
A student of the mysteries of the land, the geomancer molds rock 
& stone through silent conference with the very foundations of the 
world. Able to divine the knowledge of the earth itself, the 
geomancer whispers to the world & is answered. This divine 
calling appeals to mortals who feel a fellowship with the land or 
are drawn to the unyielding beauty of stone. 
 

Becoming a Geomancer 
Most geomancers are either druids or clerics of a nature deity, such 
as Limalia, Pashati or Umaj. Rangers are also drawn to the practice 
of geomancy. Geomancers who were formerly paladins are very 
rare. Half-dao & Terisabi appreciate the practice of geomancy; 
lizardfolk are least likely to follow this path. 
 
Hit Die: d6 
 

Entry Requirements 
To qualify to take levels as a geomancer, a character must fulfill all 
the following criteria: 

 Skills:  Knowledge (dungeoneering), Knowledge 
(geography), or Knowledge (nature) 8 ranks 
 Languages: Terran 
 Spells: Must be capable of casting 1st-level spells. 
 Special: You must contact a being of elemental earth, 
which will provide you with an ounce of enriched clay. You must 
consume this clay alone & the sleep for one night in a bed of bare 
earth. 
 

Class Skills 
The geomancer’s class skills (& the key ability for each skill) are 
Concentration (Con), Knowledge (dungeoneering) (Int), 
Knowledge (geography) (Int), Knowledge (local) (Int), Knowledge 
(nature) (Int), Listen (Wis), Search (Int), Spellcraft (Int), Spot 
(Wis), Survival (Wis). 
 
Skill Points at Each Level: 6 + Int modifier. 
 

 
Table 5-4: The Geomancer (PrC) 

Level 
Base Attack 
Bonus 

Fortitude 
Save 

Reflex 
Save 

Will 
Save Special Spells 

1st +0 +0 +0 +2 Geomancy -- 

2nd +1 +0 +0 +3 Burrow (Sand & Soil) 
+1 level of existing 
class 

3rd +1 +1 +1 +3 Stone Shape 
+1 level of existing 
class 

4th +2 +1 +1 +4 
Hardened Skin (Natural 
Armor) 

+1 level of existing 
class 

5th +2 +1 +1 +4 Spike Stones 
+1 level of existing 
class 

6th +3 +2 +2 +5 
Burrow (Rock or Stone), 
Transmute Earth -- 

7th +3 +2 +2 +5 Whispered Awareness 
+1 level of existing 
class 

8th +4 +2 +2 +6 Wall of Stone 
+1 level of existing 
class 

9th +4 +3 +3 +6 
Hardened Skin (Damage 
Reduction) 

+1 level of existing 
class 

10th +5 +3 +3 +7 Earthquake 
+1 level of existing 
class 

 

Class Features 
Weapon & Armor Proficiency: The geomancer gains no new 
proficiency with weapons or armor. 
 
Spells: At every level except for 1st & 6th, a geomancer gains new 
spells per day (& spells known, if applicable) as if he had also 
gained a level in whatever spellcasting class (either arcane or 
divine) 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 a geomancer, he must decide to which class he 
adds each level of geomancer for the purpose of determining spells 
per day. 
 
Geomancy (Su): A geomancer draws divine knowledge from the 
earth around him & can consult its primordial wisdom to guide 
him to the information he needs. He gains a daily pool of geo-
points equal to his class level plus the modifier of his primary 
casting stat (Intelligence, Wisdom, or Charisma), which he may 

spend to use a geomancy ability as a standard action. The 
geomancer may use any geomancy ability that he can afford. 
 
The geomancy abilities (& their costs) are: 

• Know Direction (1 point): As the spell. 
• Detect Secret Doors (2 points): As the spell, cast at the 

geomancer’s caster level. 
• Detect Snares & Pits (3 points): As the spell, cast at 

the geomancer’s caster level. 
• Augury (4 points): As the spell. 
• Find Traps (5 points): As the spell, cast at the 

geomancer’s caster level. 
• Locate Object (6 points): As the spell, cast at the 

geomancer’s caster level. 
• Clairvoyance/Clairaudience (7 points): As the spell, 

cast at the geomancer’s caster level, & can see through 
magical darkness & natural darkness. 

• Divination (8 points): As the spell, cast at the 
geomancer’s caster level. 
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• Scrying (9 points): As the spell, cast at the 
geomancer’s caster level. The geomancer requires a 
pool of water or mud, or a smoothed clay or stone 
surface, to employ this ability. The saving throw DC is 
equal to 10 + the geomancer’s class level + the modifier 
from his primary casting stat (Intelligence, Wisdom, or 
Charisma). 

• Commune with Nature (10 points): As the spell, cast 
at the geomancer’s caster level. 

• Telepathic Bond (11 points): As the spell, cast at the 
geomancer’s caster level. Participants in the bond must 
be standing on the bare earth or sand (if they lose 
contact with the ground, the bond goes silent until they 
return). 

• Stone Tell (12 points): As the spell, cast at the 
geomancer’s caster level. 

• Find the Path (13 points): As the spell, cast at the 
geomancer’s caster level. 

• Discern Location (14 points): As the spell, cast at the 
geomancer’s caster level. 

• Foresight (15 points): As the spell, cast at the 
geomancer’s caster level; personal range only. 

 
Burrow (Ex): At 2nd level, a geomancer gains a burrow speed, 
allowing them to tunnel through the earth like a fish swims through 
the sea. He can burrow through sand & soil, but not solid stone (at 
least, not right away). His burrow speed is equal to 5’ per class 
level. He cannot charge or run while burrowing. Like most 
burrowing creatures, he does not leave behind tunnels other 
creatures can use, because the material they tunnel through fills in 
behind them. Later, at 6th level, he can burrow through rock & 
stone; dense metallic deposits may still slow or even block his 
travel, however. 
 
Stone Shape (Sp): At 3rd level, a geomancer can use stone 
shape (as per the spell) a number of times per day equal to his class 
level plus the modifier from his primary casting stat (Intelligence, 
Wisdom, or Charisma). His caster level for this spell-like ability is 
equal to his total character level. 
 
Hardened Skin (Ex): At 4th level, a geomancer’s flesh becomes 
tougher & more stone-like, gaining an ashy, rocky cast. This 
results in a natural armor bonus equal to his class level. At 9th 
level, his flesh becomes even denser & more like stone, which 
grants him Damage Reduction/-- equal to his class level. 
 
Spike Stones (Sp): At 5th level, a geomancer can use spike stones 
(as per the spell) a number of times per day equal to his class level 
plus the modifier from his primary casting stat (Intelligence, 
Wisdom, or Charisma). His caster level for this spell-like ability is 
equal to his total character level. 
 
Transmute Earth (Sp): At 6th level, a geomancer can use soften 
earth & stone, transmute rock to mud, &/or transmute mud to rock 
(as per the spells) a total number of times per day equal to his class 
level plus the modifier from his primary casting stat (Intelligence, 
Wisdom, or Charisma). His caster level for these spell-like abilities 
is equal to his total character level. 
 
Whispered Awareness (Ex): At 7th level, a geomancer gains 
Tremorsense, with a range equal to 10’ per class level. 
 
Wall of Stone (Sp): At 8th level, a geomancer can use wall of 
stone (as per the spell) a number of times per day equal to his class 
level plus the modifier from his primary casting stat (Intelligence, 
Wisdom, or Charisma). His caster level for this spell-like ability is 
equal to his total character level. 

 
Earthquake (Sp): At 10th level, a geomancer can use 
earthquake (as per the spell) a number of times per day equal to 
the modifier from his primary casting stat (Intelligence, Wisdom, 
or Charisma), minimum 1. His caster level for this spell-like ability 
is equal to his total character level. 
 

Playing a Geomancer 
The earth is your father, brother, uncle & cousin. The words of the 
world are the greatest font of knowledge you know, & the power 
of earth flows through your veins. While you stand on solid ground 
you are a rock of power & wisdom. You get along well with 
druids, rangers & diviners, though you are tremendously hesitant 
around wizards generally. You work best with those you can aid & 
are a friend of all who are allies of the earth. 
 
Combat 
Your role in combat is more limited than some, though 
establishing early information helps in many encounters. Your 
earth powers help you create a tactical advantage on the battlefield, 
& the whispers of the world inform & protect you. 
 
Advancement 
You focus on spell selections that synergize with your tactical 
capabilities. As your powers are divine in nature, you can engage 
in armed combat when necessary, so feats that aid you in battle are 
always welcome. You focus your skills on Knowledge, 
Concentration, & alertness (Listen & Spot). Your reliance on 
tactical outlay means Improved Initiative is of value to you. 
 
Resources 
Some geomancers ally themselves to the Brothers of Stone, a loose 
group that lives with the land around the Satha Laylanuha. Blood 
Rock & Stabbing Rock in the north are considered congregation 
points for geomancers on Siraaj. The churches of Limalia & 
Waharim work with geomancers & are allied with many. Some 
northern communities give aid to local geomancers as well. 
 

Geomancers in the World 
Geomancers live in small communities in wilder reaches, often 
among the mountains or out in the wastes. They live in harmony 
with their communities, helping with protection, cultivation & 
education. Geomancers are wells of information & play a key role 
in the defense of many northern locales. 
 
Organizations 
Apart from the Brothers of Stone, geomancers do not generally 
organize, though they work with each other in small numbers often 
enough. Geomancers work individually with any organization that 
values the land, including several churches. 
 
NPC Reactions 
Though many are apprehensive when meeting a geomancer for the 
first time, their generally unthreatening nature & powers win over 
most who make their acquaintance. Geomancers are valued for 
their divination skills & also recruited for the practical applications 
of their terrakinetic powers, including the ability to replace dry 
stone with rich mud for planting. Geomancers are generally 
respected by the dao & those of their blood. 
 

Geomancers in the Game 
Geomancers are generally minor plot encounters, used to deliver 
information by means of their divination abilities. Geomancers 
meld the loremaster character with a naturist, protective bent; 
unlike more cerebral oracles, geomancers tend to be just as 
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concerned with the application of what they know. Players who 
enjoy playing a support role or tactical encounters may enjoy 
playing a geomancer, though care must be taken to make sure a 
geomancer character can participate in higher-level encounters. 
 
Lore 
Characters that have ranks in Knowledge (Arcana) or Knowledge 
(Nature) can learn more about geomancers. When a character 
makes a successful skill check, the following lore is revealed, 
including the information from lower DC’s. 
 DC10: “Geomancers speak with the very earth itself.” 
 DC15: “Geomancers can reshape the earth to suit their 
needs.” 
 DC20: “Geomancers of sufficient power can see into 
the future & cause great disasters.” 
 DC30: Characters who have reached this level of 
knowledge know how to find local geomancers, & can identify one 
on sight. 
 

Sample Encounter 
Batul Bazur-Ajad (EL13) 
Batul Bazur-Ajad would like nothing more than to be left alone, so 
that she may meditate in seclusion. However, it seems as though 
fate conspires to prevent her peaceful solitude, as she is currently 
on the run from the authorities, accused of heinous crimes. It 
seems as if several clergy from rival churches (mostly of Adimas 
& Limalia) have turned up dead recently, their bodies 
dismembered in gruesome ways. She has professed her innocence, 
but to no avail, & she is currently being pursued by soldiers & 
bounty hunters from several nearby settlements. The evidence 
against her is mostly circumstantial, but this zealous manhunt is 
being prompted by a prominent local politician, whose agenda is 
unclear & who may have an ulterior motive. Batul is believed to be 
hiding in the wilderness nearby, but something is preventing her 
from leaving the area entirely. 

• The authorities want to hire the PCs to apprehend Batul, 
as their attempts have been fruitless. 

• The PCs encounter a desperate Batul, who begs them to 
help her clear her name. 

• Even with Batul on the run, the killings haven’t 
stopped, & now one of the PCs is being accused. 

 
RACE: Half-Dao female 
CLASS: Cleric 5/Geomancer 6 
ALIGNMENT: Lawful Good 
DEITY: Waharim (Jabal sect) 
SIZE: Medium 
AGE: 49 (born 306 AF) 
HEIGHT: 5’7” 
WEIGHT: 208 lbs. 
EYES: Green (Glowing) 
HAIR: Gray 
LANGUAGES: Common & Terran 
HIT DICE: 8+4d8+6d6+33 (80HP) 
INITIATIVE: +6 
SPEED: 20’ 
ARMOR CLASS: 23 (+3 Dex, +8 armor, +2 deflection); touch 
15; flat-footed 20 
BASE ATTACK BONUS: +6 
GRAPPLE BONUS: +8 
ATTACK: +10 Quarterstaff (1d6+4, ×2, bludgeoning) or +8 Holy 
Quarterstaff (1d6+2 (+2d6 vs. Evil), ×2, bludgeoning) 

FULL ATTACK: +10 Quarterstaff (1d6+2, ×2, bludgeoning) & 
+3 Holy Quarterstaff (1d6 (+2d6 vs. Evil), ×2, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +11, Reflex +11, Will +11 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 16 (+3) 
 Constitution 16 (+3) 
 Intelligence 13 (+1) 
 Wisdom 19 (+4) 
 Charisma 10 (+0) 
SKILLS: 54 points 

• Balance +7 
• Concentration +17 
• Knowledge (geography) +11 
• Knowledge (nature) +14 
• Listen +15 
• Survival +11 
• Tumble +7 

FEATS: Elemental Attunement, Elemental Legacy, Endurance 
(bonus), Improved Initiative, Skill Focus (Knowledge (nature)) 
WEAPON: +2/Holy Quarterstaff (32,600gp, 1d6+2/1d6 (+2d6 vs. 
Evil), ×2, 4 lbs., bludgeoning) 
ARMOR: +3 Glamered Breastplate (12,050gp, +8, maximum 
dexterity bonus +3, check penalty -3, 25% AFC, speed 20’, 30lbs.) 
EQUIPMENT: 
 600gp 
 Cloak of Resistance +2 (4,000gp) 
 Gloves of Dexterity +2 (4,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 Ring of Protection +2 (8,000gp) 
 Wand of Charm Person (750gp) 
SPELLS: 6/5+1/4+1/4+1/3+1 (Caster Level 8th ([Earth] spells are 
Caster Level 10th), save DC13 + spell level) 
RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Dao: Once per day, a half-dao 
can cast stone shape &/or soften earth & stone (as the spells). 
Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance, Dao: Acid Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
 [Earth] Subtype; base burrow speed is 20 feet, & they 
can burrow through solid rock. 
CLASS FEATURES: 
 Turn Undead. 
 Domain: Contemplation**. 
 Domain: Knowledge. 
 Geomancy (Augury). 
 Whispering Step. 
 Stone Shape. 
 Geomancy (Clairvoyance). 
 Whispered Caution. 
 Spike Stones. 
 Geomancy (Scrying). 
 Transmute Earth. 
LEVEL ADJUSTMENT: +2 
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Geomancer (4th Edition) 
“When I beckon, the earth itself comes to my call.” 

 
Prerequisites: Proficiency with totems, holy symbols, staves, or 
rods as implements. 
 

Path Features 
Clinging Muck (11th level): When an effect you generate would 
slow an enemy, the enemy is instead immobilized for the same 
duration. When an effect you generate would immobilize an enemy 
(excepting powers which would normally slow an enemy and thus 
already benefit from this feature), that enemy is instead restrained 
for the same duration. 
 
Discipline Diversity (11th level): Though the flavour of this 
paragon path tends more towards the Primal or Arcane power 
sources, all geomancer powers possess the same power source 
keyword as the class which gave you proficiency in the implement 
you used to gain admission to this paragon path. if multiple such 
classes are present, the first one you became a member of takes 
precedence. 
 
Reverberating Action (11th level): When you spend an action 
point to make an attack with the implement keyword, targets hit by 
that attack are also knocked prone. 
 
Earth’s Advantage (16th level): You gain combat advantage with 
implement attacks against prone, immobilized or restrained 
enemies. In addition, you do not take the -2 penalty for attack 
prone enemies with ranged implement attacks. 
 

Path Powers 
Stone to Mud 
 “How strong are the cobbles beneath your feet, really? 
I think the point is rather subjective.” 
 Encounter Implement, Zone 
 Standard Action Area Burst 1 within 10 
 Target: Each creature in burst 
 Requirement: You must be wielding a totem, staff, rod 
or holy symbol 

 Attack: Primary ability vs. Reflex 
 Hit: The target is immobilized (save ends). 
 Miss: The target is pushed to a square outside the burst. 
 Effect: Until the end of your next turn, the burst creates 
a zone of swirling muck. Any creature who enters the zone is 
subject to the above attack. 
Earthbinding Aura 
 A strange power radiates out from you, dragging your 
foes towards the earth. 
 Daily Aura 
 Minor Action Personal 
 Effect: Until the end of the encounter, you gain an aura 
out to 3 squares. Every square in the aura costs an extra square of 
movement for enemies who are in contact with the ground. 
Enemies cannot jump in the aura, and standing up from prone is a 
standard action for enemies in the aura. 
Flesh to Stone 

• “Unto the earth we must all return some day. Allow me 
to accelerate your ultimate enlightenment.” 

• Daily Implement, Polymorph 
• Standard Action Ranged 10 
• Requirement: You must be wielding a totem, staff, rod 

or holy symbol 
• Target: One creature in range 
• Attack: Primary Ability vs. Fortitude 
• Hit: The target is turned to stone (save ends). While 

turned to stone, the target gains resist 20 to all damage, 
is immobilized and is helpless. It also takes ongoing 10 
damage, which cannot be resisted in any way. Second 
failed save: The target is instead petrified (no save). 

• Miss: The target is immobilized and takes ongoing 10 
damage, which cannot be resisted in any way (save 
ends both). 
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Master of the Wastes (3rd Edition) 
Wandering under a burning sun or a fearful cold, besieged by 
stinging winds & denied food or water, most mortals know the 
approach of death. Not so the master of the wastes, who has 
transcended such simple concerns. Adapted to the harshest climes, 
the master of the wastes has acquired a mystical control over his 
environment & become one with the extremes of the wastes. 
 

Becoming a Master of the 
Wastes 
Druids and rangers are the most common seekers of mastery of the 
wastes, due to their attunement to nature. Barbarians also seek the 
path, challenging the wastes with their unyielding ferocity. Some 
degree of wilderness living is required for anyone seeking mastery 
of the wastes. 
 
Hit Die: d12 
 

Entry Requirements 
To qualify to take levels as a master of the wastes, a character must 
fulfill all the following criteria: 

• Skills: Survival 12 ranks. 
• Feats: Endurance, Great Fortitude, Self-Sufficient. 
• Special: You must have survived alone in the wastes 

without food or water for 48 hours. You must have 
resided for at least one year in either a warm waste or a 
cold waste environment; this determines the area of 
your mastery & the powers you derive from your 
environment. 

 

Class Skills 
The master’s class skills (& the key ability for each skill) are 
Climb (Str), Concentration (Con), Handle Animal (Cha), Heal 
(Wis), Hide (Dex), Jump (Str), Knowledge (geography) (Int), 
Knowledge (nature) (Int), Listen (Wis), Move Silently (Dex), Ride 
(Str), Search (Int), Spot (Wis), Survival (Wis), Tumble (Dex). 
 
Skill points at Each Level: 6 + Int modifier. 
 

Table 5-5: The Master of the Wastes (PrC) 

Level 
Base Attack 
Bonus 

Fortitude 
Save 

Reflex 
Save 

Will 
Save Special SL 1st SL 2nd SL 3rd 

1st +0 +2 +0 +0 Hardiness, Survival, Commune with Nature 0 -- -- 
2nd +1 +3 +0 +0 Natural Armor +1, Command of the Wastes 1 -- -- 
3rd +2 +3 +1 +1 Improved Survival 2 -- -- 
4th +3 +4 +1 +1 Natural Armor +2 3 0 -- 
5th +3 +4 +1 +1 Thermal Extremist, Powerful Fortitude 1/day 4 1 -- 
6th +4 +5 +2 +2 Natural Armor +3 5 2 -- 
7th +5 +5 +2 +2 Powerful Fortitude 2/day 6 3 0 
8th +6 +6 +2 +2 Natural Armor +4 7 4 1 
9th +6 +6 +3 +3 Powerful Fortitude 3/day 8 5 2 
10th +7 +7 +3 +3 Natural Armor +5, Scoured Skin, Preternatural Fortitude 9 6 3 

 

Class Features 
All of the following are features of the master of the wastes 
prestige class: 
 
Weapon & Armor Proficiency: A master of the wastes gains no 
proficiency with any weapon or armor. 
 
Animal Companion: A character with an animal companion treats 
his master of the wastes levels as druid levels for the purpose of 
determining the companion’s abilities & the alternative lists 
available to the character.  
 
Hardiness (Ex): The master of the wastes draws physical ability 
from dealing with his environment. For one hour each day, the 
master of the wastes may apply an insight bonus equal to his class 
level to his Strength or Constitution score as a standard action.  
 
Survival (Ex): The master of the wastes ignores environmental 
damage from very hot & cold weather effects, & the effects of dust 
storms & snowstorms. Severe heat or cold affect the master 
normally. At 3rd level, the master of the wastes ignores severe heat 
& cold as well, & ignores the effects of thirst & starvation. He 
needs to drink one gallon of water only once per month & eat only 
once per year. 
 
Commune with Nature (Sp): The master of the wastes may use 
commune with nature (as the spell) once per day. This effect uses 

the master’s character level as its caster level. 
 
Spells: Beginning at 1st level, the master of the wastes gains the 
ability to cast a number of divine spells. To cast a spell, the master 
must have a Wisdom score of at least 10 + the spell’s level, so a 
master with a Wisdom score of 10 or lower cannot cast these 
spells. The master’s bonus spells are based on Wisdom, & saving 
throws against these spells have a DC of 10 + the master’s class 
level + spell level + the master’s Wisdom bonus. When the master 
gets 0 spells per day of a given spell level he gains only the bonus 
spells he would be entitled to based on his Wisdom score for that 
spell level. 
 
The master’s spell list appears below. The master casts spells just 
as a sorcerer does. The master knows every spell on his spell list of 
a level that he can currently cast. The caster level for the master’s 
spells is equal to his total character level. 
 
If the master of the wastes has druid levels, he may choose at the 
time he enters this class to progress his druid spellcasting rather 
than gain the spellcasting progression of a master of the wastes. If 
he does so, he adds horrid wilting to his spell list as an 8th level 
druid spell, & counts each level of master of the wastes as a druid 
level for determining spells per day. 
 
Natural Armor (Ex): At 2nd level & every two levels thereafter, 
the master of the wastes acquires one point of natural armor. This 
natural armor stacks with natural armor from all other sources. 
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Command of the Wastes (Su): At 2nd level, the master of the 
wastes attunes himself to the creatures of his environment. He may 
use dominate monster once per day against any creature native to 
his environment, at a range of 400’ + 40’ per class level. This 
includes any creature with the Desert environment type or the 
Warm climate type, excluding Aquatic, Forest, & Marsh 
environments. The master may maintain domination up to his 
current HD limit. Creatures are permitted a Will save (DC 10 + the 
master's class level + Wisdom modifier). 
 
A master of a cold waste uses the same guidelines, but selects 
creatures with the Desert environment type or the Cold climate 
type, excluding Aquatic, Forest, & Marsh environments. 
 
Thermal Extremist (Ex): At 5th level, the master becomes 
immune to the energies of his native environment. A master of a 
warm waste gains fire immunity, while a master of a cold waste 
gains cold immunity. 
 
Powerful Fortitude (Ex): At 5th level, the master’s endurance 
reaches even more superhuman levels. Once per day, he may 
ignore any one effect that would require a Fortitude save. He may 
do so an additional time at 7th level & at 9th level. 
 
Preternatural Fortitude (Su): At 10th level, the master of the 
wastes is capable of enduring physically many other forms of 
attack. Three times per day, when he would make a Reflex or Will 
save, he may instead make a Fortitude save. This ability may not 
be used in conjunction with Powerful Fortitude. 
 
Scoured Skin (Ex): At 10th level, the master’s skin has endured so 
much punishment that it is nearly impenetrable to magic. The 
master of the wastes gains spell resistance 30. 
 
Spell List: Masters of the waste choose their spells from the 
following list: 

• 1st Level: barkskin, detect animals or plants, detect 
snares & pits, endure elements, know direction, 
longstrider, pass without trace, resistance, speak with 
animals, summon nature’s ally II 

• 2nd Level: blight, control water, find the path, gust of 
wind, stoneskin, summon nature’s ally IV, wind wall 

• 3rd Level: antilife shell, control winds, horrid wilting, 
summon nature’s ally VI, whirlwind, wind walk 

 

Playing a Master of the Wastes 
The wastes are your dominion, yours to command. Those who find 
the wastes too harsh are simply too weak to understand. Your 
environment is your life, & just as you are attuned to it, it is 
attuned to you. You get along well with those who brave the 
wastes; druids, rangers & barbarians especially, but also those who 
travel your domain knowing full well the dangers & willing to face 
them. You have little patience for those who trespass & for none 
who despoil. 
 
Combat 
Though you command various magics of the wastes, your true 
place is in the heat of the fight, where your commanded animals 
join you in taking your opponents head-on. Your great stamina & 
fortitude allow you to remain in the fray. 
 
Advancement 
You exist to survive, endure & thrive, making you strong wherever 
you go. Iron Will & Lightning Reflexes increase your resistance to 
that which does not submit to your fortitude. Melee combat feats 

are valuable to you as well. Survival is a useful skill, but mastery 
of your domain requires you to increase your Knowledge 
(geography). Listen, Spot & Search are also helpful to watch over 
your territory. 
 
Resources 
Masters of the wastes operate individually, rarely working in 
concert. They associate with geomancers, druids & rangers in their 
territories, & may also make an appearance from time to time in 
local communities; however, a master is usually considered self-
sufficient, & is less a holder of assets than an asset himself. As 
such, masters of the wastes have few resources to draw on aside 
from themselves. 
 

Masters of the Wastes in the 
World 
Masters of the wastes are spread in the farthest reaches; the deserts, 
mountains & tundra of Siraaj, & the salt flats, white sands & 
scoured lands of Najmah. They work with druidic circles & 
interact with adventurers trekking into the wastes, as well as 
communities on the borders, but otherwise keep to themselves & 
devote their time to maintaining their domain. 
 
Organizations 
Some masters of the wastes associate with the Circle of the Sands, 
the druidic circle devoted to closing trade roads & making travel in 
the trackless lands difficult. It is suggested that a few masters may 
roam the Red Sands in association with the Taj of Ostaz, keeping 
escape an impossible option for the subjects & slaves of the 
empire. The majority of all masters of the wastes have no use for 
organizations of any kind. 
 
NPC Reactions 
Masters of the wastes are figures of story & legend to most people, 
so reactions tend towards shock & awe. Those who have 
encountered a master guarding his territory, however, respond with 
dread. Masters of the wastes are unpredictable entities, & are 
normally only encountered if one has provoked the master, 
intentionally or otherwise. 
 

Masters of the Wastes in the 
Game 
In the early game, masters of the wastes are employers or 
intractable obstacles who must be appeased. If there is a road to 
travel, chances are it falls under a master's purview, & he may 
have strong opinions regarding those who enter into his domain. 
As such, they typically have an impact on plot. At higher levels, 
masters of the wastes may be either uncomfortable allies or 
dangerous villains; effective in the latter instance for having scope 
& range outside of a dungeon environment. Players who like 
wilderness adventures & exploration may enjoy playing a master 
of the wastes, though care must be taken to keep the class features 
relevant outside of the native environment. 
 
Lore 
Characters that have ranks in Knowledge (Nature) can learn more 
about masters of the wastes. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC15: “The masters of the wastes rule over domains in 
the deep deserts & mountains.” 
 DC20: “A master of the wastes controls the animals in 
his territory & can speak with the very ground to find trespassers.” 
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 DC25: “Masters of the wastes become virtually 
invulnerable to anything in their territory & can survive almost any 
assault.” 
 DC35: Characters who have reached this level of 
knowledge know how to find local masters of the wastes, & can 
identify one on sight. 
 

Sample Encounter 
Ras Shankar (EL16) 
Wandering the barren deserts north of Sheqari, there is a legendary 
figure known only as Ras Shankar. Who he really is or where he 
came from is a mystery, but what is known is that despite his 
horrific appearance, there is no more welcome sight in the 
badlands that seeing his black form approach. He has rescued 
countless explorers, nomads, & settlers over the years, & his hide 
is scarred from his many battles with the local fauna, which 
include dragons, sphinxes, hydras, & chimaerae. His appearance is 
often marked by a tightly-focused sandstorm or a sudden haze, 
from which he leaps to guide the lost to safety or to defend against 
a prowling predator. He is said to protect the pure of heart, & to 
play tricks upon those who are foolish, immoral, or simply 
disrespectful toward the desert, but many tales are told of his 
exploits, & most of them are contradictory at best. 

• The PCs discover a document that claims to 
conclusively prove Ras Shankar’s identity & history, & 
some mysterious party wants it kept secret. 

• The PC are led north of Sheqari in search of a lost 
cache of treasure, but they soon become hopelessly lost 
& set upon by monsters. 

• A half-ghul claiming to be Ras Shankar comes across 
the PCs on the road & blocks their way, telling them 
that a great danger lies ahead. 

 
RACE: Half-Ghul male (Lizardfolk heritage) 
CLASS: Barbarian 9/Master of the Wastes 5 
ALIGNMENT: Chaotic Good 
DEITY: Umaj 
SIZE: Medium 
AGE: 58 (born 297 AF) 
HEIGHT: 6’4” 
WEIGHT: 237 lbs. 
EYES: Red 
HAIR: None (Black scales) 
LANGUAGES: Common & Ghul (Illiterate) 
HIT DICE: 12+8d12+5d12+70+3 (169HP) 
INITIATIVE: +5 
SPEED: 20’ 
ARMOR CLASS: 23 (+1 Dex, +8 armor, +2 natural armor, +2 
deflection); touch 13; flat-footed 22 
BASE ATTACK BONUS: +12 
GRAPPLE BONUS: +18 
ATTACK: +22 Wounding Great Sword (2d6+10, 19-20/×2, 
slashing) 
FULL ATTACK: +22/+17/+12 Wounding Great Sword (2d6+10, 
19-20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +20, Reflex +8, Will +9 
ABILITIES: 
 Strength 22 (+6) 
 Dexterity 12 (+1) 
 Constitution 20 (+5) 
 Intelligence 12 (+1) 
 Wisdom 15 (+2) 
 Charisma 10 (+0) 
SKILLS: 95 points 
 Bluff +4 

 Climb +11 
 Disguise +4 
 Handle Animal +17 
 Heal +4 
 Intimidate +16 
 Jump +23 
 Listen +7 
 Ride +18 
 Spot +7 
 Survival +21 
FEATS: Diehard, Endurance, Great Fortitude, Never Say Die, 
Self-Sufficient, Toughness (bonus) 
WEAPON: +4 Wounding Great Sword (72,350gp, 2d6+10, 19-
20/×2, 8 lbs., slashing) 
ARMOR: +3 Moderate Fortification Chainmail (36,300gp, +8, 
maximum dexterity bonus +2, check penalty -4, 30% AFC, speed 
20’, 40lbs.) 
EQUIPMENT: 

• 50gp 
• Belt of Giant Strength +4 (16,000gp) 
• Cloak of Resistance +3 (9,000gp) 
• Handy Haversack (2,000gp) 
• 2 Potions of fly (1,500gp) 
• 2 Potions of invisibility (600gp) 
• Ring of Protection +2 (8,000gp) 
• Wand of cure moderate wounds (4,500gp) 

SPELLS: 5/2 (Caster Level 14th, save DC12 + spell level) 
RACIAL FEATURES: 

• Outsider (Native): Half-ghuls are not subject to spells 
or effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Elemental Resistance (Su): A half-ghul is resistant to 
all damage from cold & fire energy (including non-
magical forms of cold/fire damage); they ignore the 
first 5 points of damage from those types each round. 

• Ghul Blood: For all effects related to race, a half-ghul 
is considered a ghul. 

• Natural Weapon (Ex): 2 Claws (1d6 + Str); slashing 
damage. 

• Spell-Like Abilities 
o At Will: detect magic, obscuring mist, touch 

of fatigue (DC14). 
o 3/Day: darkness, sleep (DC15). 
o 1/Day: gust of wind (DC15). 
o Caster level 8th. The save DCs are Charisma-

based. 
• Darkvision 60’. 

CLASS FEATURES: 
• Fast Movement. 
• Illiteracy. 
• Rage 3/day. 
• Uncanny Dodge. 
• Trap Sense +3. 
• Improved Uncanny Dodge. 
• Damage Reduction 1/--. 
• Hardiness. 
• Survival. 
• Commune with Nature. 
• Natural Armor +2. 
• Command of the Wastes. 
• Improved Survival. 
• Thermal Extremist (fire immunity). 
• Powerful Fortitude 1/day. 

LEVEL ADJUSTMENT: +2 
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Master of the Wastes (4th Edition) 
“I am as unchanging as the desert, as resilient as the sand, & as relentless as the sun.” 

 
Prerequisites: 21st level, Ranger or any class that uses the Primal 
power source, trained in Nature 
 

Destiny Features 
Infusion of the Wastes (21st level): You gain +2 Constitution and 
your choice of +2 Strength or +2 Wisdom. You need only drink 
once a month and eat but once a year. You ignore the negative 
effects of weather caused by heat, cold, sand or snow. 
 
Preternatural Fortitude (24th level): The first time each day you 
are reduced to zero hitpoints or fewer, you immediately regain 
hitpoints equal to your constitution score and can make a saving 
throw against each effect afflicting you that a save can end. In 
addition, twice per day, you can replace your Reflex or Will 
defense with your Fortitude defense OR you can ignore the effects 
of an attack which targets your Fortitude defense. You must use 
this ability before you know the results of the attack, but after the 
attack is declared. 
 

Scoured Skin (30th level): You gain resistance 10 to all damage, 
and each of your defenses increases by one. 
 

Master of the Wastes Power 
Command of the Wastes (Level 26) 

• You take control of a nearby creature of the wastes. 
• Daily * Primal 
• Standard Action Close Burst 15 
• Target: One creature in burst who has the natural 

origin and is not a construct or undead. 
• Effect: Make a nature check opposed by the target’s 

will defense. If your check matches or exceeds the 
target’s opposing defense, it is dominated (save ends). 
When the target succeeds on its saving throw, it is 
dominated until the end of your next turn, and on your 
next turn, you can use this power again on the target. 
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Pharaoh (3rd Edition) 
Imbued with the greatness & charisma to lead others, there are 
mortals of inherent authority & force of personality. Bearing an 
aura of exaltation that causes all to cower in awe of their majesty, 
pharaohs are among the world’s great rulers, generals, & 
academics. King-priests, potentates, & tyrants alike are noted as 
pharaohs. 
 

Becoming a Pharaoh 
Pharaohs naturally come from the ranks of those who lead in some 
capacity. Powerful fighters, high-ranking clerics & even influential 
bards have all risen to the acclaim of a pharaoh. A rare few 
barbarians in the wild have the force of personality & dedication 
required to become pharaohs. Paladins sometimes seek the mantle, 
while many rogues have the personal skills but lack the broad 
respect needed to rise to the position. Monks, rangers, sorcerers & 
wizards rarely, if ever, become pharaohs. All races have pharaohs 
of some level. 
 
Hit Die: d8 
 

 

Entry Requirements 
To qualify to take levels as a pharaoh, a character must fulfill all 
the following criteria: 

• Skills: Diplomacy 15 ranks or Intimidate 15 ranks 
• Feats: Iron Will, Leadership, Persuasive 
• Special: You must hold a position of respect or 

authority either by appointment, election, or 
inheritance, & be confirmed by a divine spellcaster of 
high rank (you cannot confirm yourself if you are a 
divine spellcaster). 

 

Class Skills 
The Pharaoh’s class skills (& the key ability for each skill) are 
Appraise (Int), Concentration (Con), Decipher Script (Int), 
Diplomacy (Cha), Gather Information (Cha), Intimidate (Cha), 
Knowledge (all) (Int), Perform (Cha), Profession (Wis), Sense 
Motive (Wis), Use Magic Device (Cha). 
 
Skill Points at Each Level: 6 + Int modifier. 
 

Table 5-6: The Pharaoh (PrC) 

Level 
Base Attack 
Bonus 

Fortitude 
Save 

Reflex 
Save 

Will 
Save Special Spells 

1st +1 +0 +0 +2 Rebuke Humanoid, Exalted Aura, Oratory -- 
2nd +2 +0 +0 +3 Enthralling Voice Special 
3rd +3 +1 +1 +3 Opulence +1 level of existing class 
4th +4 +1 +1 +4 Aura of Leadership -- 
5th +5 +1 +1 +4 Commanding Voice Special 
6th +6 +2 +2 +5 Rebuke Exotic +1 level of existing class 
7th +7 +2 +2 +5 Aura of Leadership -- 
8th +8 +2 +2 +6 Dominating Voice Special 
9th +9 +3 +3 +6 Opulence +1 level of existing class 

10th +10 +3 +3 +7 
Rebuke Sentient, Aura of Leadership, Disarming 
Radiance -- 

 

Class Features 
All of the following are features of the pharaoh prestige class: 
 
Weapon & Armor Proficiency: A pharaoh gains proficiency with 
two martial weapons & one exotic weapon of his choosing, as well 
as with all light & medium armor & all shields. 
 
Spells: At 3rd, 6th, & 9th level, the pharaoh gains new spells per day 
as if he had also gained a level in a spellcasting class he belonged 
to before adding the prestige class. He does not, however, gain any 
other benefit a character of that class would have gained, except 
for an increased effective level of spellcasting. If a character had 
more than one spellcasting class before becoming a pharaoh, he 
must decide to which class he adds the new level for purposes of 
determining spells per day. 
 
If the pharaoh has at least two bard levels, then at 2nd, 5th, & 8th 
level he gains new spells per day as if he had also gained a level in 
bard. Again, he does not gain any other benefit a character of that 
class would have gained, except for an increased effective level of 
spellcasting.  
 
Rebuke Humanoid (Su): A pharaoh can rebuke or command 
humanoids as a cleric rebukes undead. A pharaoh can rebuke 
humanoids a number of times per day equal to 3 + his Charisma 
modifier. A pharaoh with 5 or more ranks in Knowledge (local) 

gets a +2 bonus on rebuking checks against his subjects. For any 
rebuke or command attempts (including Rebuke Exotic & Rebuke 
Sentient below), a pharaoh’s level is considered equal to their total 
character level. 
 
Exalted Aura (Su): A pharaoh’s personal magnetism grants him a 
supernatural buffer against attacks. The pharaoh gains a deflection 
bonus to his AC equal to his Charisma modifier +1. At third level 
& every two levels thereafter, this bonus increases by 1. The 
exalted aura falls if the pharaoh is rendered helpless or otherwise 
unable to take full actions (e.g. staggered, nauseated, panicked). 
 
Voice (Ex): Three times per day, the pharaoh may speak with 
powerful gravitas & authority, causing phenomenal effects in those 
who hear him. The save DC for voice effects is 10 + the pharaoh's 
class level + the pharaoh's Charisma modifier. When the pharaoh 
employs his voice, he may elect to use any of the following that he 
has access to: 
 Enthralling Voice: As the spell enthrall cast at the 
pharaoh’s character level. 
 Commanding Voice: As the spell greater 
command cast at the pharaoh’s character level. 
 Dominating Voice: As the spell dominate person cast 
at the pharaoh’s character level. 
 
Oratory: The pharaoh may launch into inspiring speech a number 
of times per day equal to his class level. This is identical to the 
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bardic music ability of a bard, except that it may only be activated 
by speech, whether it be oratory, poetry, chants, recitation of an 
epic, et cetera.  
 
The pharaoh may produce any of the following effects: 
 Counterspeech (Su): As a bard’s Countersong ability. 
 Fascinate (Sp): As a bard’s Fascinate ability. 
 Inspire Courage (Su): As a bard’s Inspire Courage 
ability. 
 Inspire Competence (Su): As a bard’s Inspire 
Competence ability. 
 
A pharaoh with bard levels counts his pharaoh levels as bard levels 
for his bardic music abilities. 
 
Aura of Leadership (Ex): At 4th, 7th, & 10th level, the pharaoh 
may select an aura with which he bolsters his allies. A pharaoh 
may have a maximum of one aura active at a time, & may switch 
as a standard action.  
 
Auras of Leadership affect all allies with at least a 3 Intelligence 
who can see or hear the pharaoh & are within 60’, & grant a bonus 
equal to the pharaoh’s Charisma modifier. A pharaoh gains no 
benefit from any pharaoh’s Aura of Leadership, including his own. 
 
Auras of Leadership fall if the pharaoh is rendered helpless or 
otherwise unable to take full actions (e.g. staggered, nauseated, 
panicked). 
 
The following auras are available: 

• Readiness grants a bonus to Initiative. 
• Endurance grants a bonus to Fortitude saves. 
• Alertness grants a bonus to Reflex saves. 
• Belief grants a bonus to Will saves. 
• Strategy grants a bonus to melee attacks. 
• Might grants a bonus to Strength checks & Strength-

based skill checks. 
• Expertise grants a bonus to Dexterity checks & 

Dexterity-based skill checks. 
• Stamina grants a bonus to Constitution checks & 

Constitution-based skill checks. 
• Cunning grants a bonus to Intelligence checks & 

Intelligence-based skill checks. 
• Reason grants a bonus to Wisdom checks & Wisdom-

based skill checks. 
• Allure grants a bonus to Charisma checks & Charisma-

based skill checks. 
 
Opulence (Ex): At 3rd level, the pharaoh obtains an additional 
magic item slot for one of the following: amulets, rings, belts, 
bracelets, or capes. At 9th level, the pharaoh gains a second such 
slot. 
 
Rebuke Exotic (Su): At 6th level, the pharaoh may employ one 
daily use of his rebuke ability against monstrous humanoids or 
native outsiders instead of against humanoids. 
 
Rebuke Sentient (Su): At 10th level, the pharaoh may employ one 
daily use of his rebuke ability against all creatures with at least 3 
Intelligence. 
 
Disarming Radiance (Su): At 10th level, any creature with at least 
3 Intelligence attempting to make an attack against the pharaoh 
must make a Will save (DC = the pharaoh's character level + the 
pharaoh's Charisma modifier) or be unable to do so. A creature that 
both successfully saves & successfully strikes the pharaoh 
becomes immune to this effect for 24 hours. This is a mind-

affecting quality. 
 

Playing a Pharaoh 
Your people respect & worship you, & you are a magnetic beacon 
of civilization. You are a natural leader, & not only accept but 
relish the role. You lead best when there are none to contest your 
leadership, & when your subjects are focused on your cause. You 
do not get along well with druids, rangers or sorcerers, & are leery 
of wizards & some clerics, who may have their own unspoken 
goals. 
 
Combat 
In combat, you are a leader who boosts morale, encouraging your 
allies & using your force of personality to bring foes to their knees. 
Your best strategy is to incapacitate humanoid foes at the start of 
battle by rebuking them, then switching to motivating your 
subjects to finish the fight.  
 
Advancement 
The sooner you can speak, the better, so Improved Initiative is very 
useful to you. Your abilities falter when you do; thus, Great 
Fortitude is helpful to keep yourself standing tall. You are strong 
enough to participate on the front lines, so a Style feat may be 
appropriate to hone your battle skills. Perform keeps your oratory 
powerful, while Diplomacy & Intimidate make use of your high 
Charisma score. If you can cast spells, look for those that protect 
you from harm or increase your Charisma. 
 
Resources 
A pharaoh’s resources are very well-defined, because they are 
everything that he rules over! His subjects, followers & lands are 
resources the pharaoh can tap, & when they are insufficient he can 
attempt to conquer other territories to gain even more. Pharaohs 
are sometimes limited, however, in that hostile or neutral states 
may not give him aid when needed, as the pharaoh is a political 
figure. 
 

Pharaohs in the World 
Pharaohs are notable leaders found in population centers. 
Churches, cities, city-states, & aspiring empires may all have 
pharaohs ruling over them (although a fair number do not).  
 
Organizations 
Pharaohs tend to be at the head of organizations in which they are 
involved, & do not band together within a single organization. 
Pharaohs lead individually. Though there may be alliances 
between pharaohs, there are no organizations wherein they 
congregate for a specific cause. 
 
NPC Reactions 
The power of the pharaoh is to be respected, worshiped, & feared. 
As such, NPCs tend to react with awe; they can’t help it, that’s just 
the pharaoh’s charisma. However, any ruler encounters dissidents, 
& those beyond the pharaoh’s scope are not compelled to kneel 
before him; therefore, there is a segment of the population which 
simply doesn't care unless the pharaoh is in their presence, & some 
form of opposition or rebellion of variable strength & purpose 
which works against him. Pharaohs tend to have more effect on 
their own subjects than those of other nations. 
 

Pharaohs in the Game 
Pharaohs are major movers & shakers in the world; as such, they 
are always important, plot-relevant encounters, either as employers 
or as the face of the adversary. Given that the signature power of 
the pharaoh is the ability to rebuke & command humanoids (for 
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which there is no saving throw or other resistance), this coupled 
with their Leadership feat & bolstering abilities can make a 
pharaoh an especially difficult encounter within the pharaoh's 
domain. Pharaohs have an impact on the scale of, but distinct from, 
powerful spellcasters, & encounters with them should be handled 
with equal caution. Players who like the abilities of the Leadership 
feat & enjoy playing a strong tactical role on the battlefield may 
enjoy playing a pharaoh; however, DMs should exercise judgment 
when examining the impact of such a character in their game. If 
you feel the Leadership feat may be disruptive to the campaign, 
consider requiring Negotiator in its place. 
 
Lore 
Characters that have ranks in Knowledge (Nobility & Royalty) can 
learn more about pharaohs. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC15: “Pharaohs are the rulers of the greatest world 
powers.” 
 DC20: “Pharaohs are individuals of such personal 
magnetism that they can bring crowds to their knees.” 
 DC25: “The greatest pharaohs can issue commands to 
the unwilling & prevent the weak-willed from even attempting to 
strike them.” 
 DC35: Characters who have reached this level of 
knowledge know how to find a local pharaoh, & can identify one 
on sight. 
 

Sample Encounter 
Arundhati Shashi (EL19) 
The newest Queen of Sabibhad is the young & uncertain Arundhati 
Shashi, the daughter of the former queen, Saaya Taara Shashi. Her 
sabi mother ruled the town for many decades, & is still greatly 
beloved by the citizens, who have erected statues of her & named 
many landmarks after her. The throne was only granted to 
Arundhati after her mother’s death seven years ago, & even then it 
was only the end result of a protracted struggle for succession 
between her, her younger brother Udayana, & her uncle Astamana. 
Arundhati won that contest with the help of King Kratu the Great, 
the ambitious ruler of the city of Dharma, & now she is beholden 
to him. He plans to unite all of Nyaaya Island (upon which both 
Sabibhad & Dharma rest) under his banner, forming a new nation 
in the region for the first time in centuries, & he wants Arundhati 
to be his queen. 

• Agents of Arundhati want the PCs to deliver a message 
to King Kratu, in which she respectfully rejects his 
proposal of marriage. 

• Astamana & his nephew Udayana have united against 
Arundhati, & they want the PCs to help depose her by 
any means necessary. 

• A local cult is worshipping the dead Queen Saaya Taara 
as a saint/goddess, & the PCs are hired to infiltrate 
them & find their leader. 

 
RACE: Gnoll (Nahr) female 
CLASS: Fighter 12/Pharaoh 7 
ALIGNMENT: Lawful Neutral 
DEITY: Sidaru (the Final Edict) 
SIZE: Medium 
AGE: 29 (born 326 AF) 
HEIGHT: 6’5” 
WEIGHT: 252 lbs. 
EYES: Brown 
HAIR: Brown 
LANGUAGES: Common & Gnoll 
HIT DICE: 10+11d10+7d8+76 (178HP) 

INITIATIVE: +5 
SPEED: 40’ 
ARMOR CLASS: 37 (+3 Dex, +19 armor, +1 natural armor, +4 
deflection); touch 17; flat-footed 34 
BASE ATTACK BONUS: +19 
GRAPPLE BONUS: +24 
ATTACK: +29 Vorpal Scimitar (1d6+10, 18-20/×2, slashing) 
FULL ATTACK: +29/+24/+19/+14 Vorpal Scimitar (1d6+10, 
18-20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +19, Reflex +14, Will +17 
ABILITIES: 
 Strength 20 (+5) 
 Dexterity 16 (+3) 
 Constitution 19 (+4) 
 Intelligence 13 (+1) 
 Wisdom 12 (+1) 
 Charisma 12 (+1) 
SKILLS: 94 points 
 Bluff +3 
 Decipher Script +8 
 Diplomacy +13 
 Gather Information +8 
 Intimidate +25 
 Jump +24 
 Knowledge (history) +8 
 Knowledge (nobility & royalty) +8 
 Listen +3 
 Ride +18 
 Sense Motive +13 
 Spot +3 
 Survival +3 
 Use Magic Device +8 
FEATS: Cleave, Combat Expertise, Great Cleave, Improved 
Critical (Scimitar), Improved Disarm, Improved Initiative, 
Improved Trip, Iron Will, Leadership, Nose for Mingling**, 
Parry**, Persuasive, Power Attack, Swift Paws** 
WEAPON: +5 Vorpal Scimitar (200,315gp, 1d6+10, 18-20/×2, 4 
lbs., slashing) 
ARMOR: 
 +5 Heavy Fortification Full Plate (101,650gp, +13, 
maximum dexterity bonus +1, check penalty -5, 35% AFC, speed 
20’, 50lbs.) 
 +4 Spell Resistance (19) Heavy Steel Shield (81,170gp, 
+6, check penalty -2, 15% AFC, 15lbs.) 
EQUIPMENT: 

• 1,015gp 
• Amulet of Health +4 (16,000gp) 
• Belt of Giant Strength +4 (16,000gp) 
• Cloak of Resistance +5 (25,000gp) 
• Gloves of Dexterity +4 (16,000gp) 
• Helm of Teleportation (73,500) 
• Periapt of Wisdom +4 (16,000gp) 
• Potion of fly (750gp) 
• 2 Potions of invisibility (600gp) 
• Ring of Protection +4 (32,000gp) 

RACIAL FEATURES: 
• Darkvision 60’. 
• Social Acumen (Ex): Gnolls are canny & adaptable in 

social situations; they receive a +2 circumstance bonus 
to Diplomacy & Sense Motive checks made when 
dealing with members of another culture. Note: Due to 
the Nose for Mingling feat, this bonus increases to +5, 
& applies in all situations. 

CLASS FEATURES: 
 Rebuke Humanoid. 
 Exalted Aura. 
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 Oratory. 
 Enthralling Voice. 
 Opulence. 
 Aura of Leadership. 

 Commanding Voice. 
 Rebuke Exotic. 
 Aura of Leadership. 
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Pharaoh (4th Edition) 
“Bow before my cosmic right, or be crushed beneath the weight of an empire.” 

 
Prerequisites: 21st level, Charisma 21 
 

Destiny Features 
Stunning Oratory (21st level): You gain +2 Charisma. In 
addition, if you roll a 10 or less on a charisma-based skill check, 
you can reroll it once and then take whichever of the two results 
you prefer. 
 
Homeland (21st level): With the DM’s approval, choose a realm 
you are destined to rule. You are regarded as a great hero in that 
land. You gain a +4 bonus to any Charisma-based skill checks you 
make within that land. You have property or estates there sufficient 
to provide for your ordinary needs, including the resources to 
maintain a household and a small force of loyal retainers. 
 
Aura of Exalted Leadership (24th level): You gain an aura out to 
a number of squares equal to your Charisma modifier. You and all 
allies in the aura gain a benefit chosen from the following list. 
During a short rest, you can change the benefit granted by the aura. 

• Readiness grants a bonus to initiative equal to your 
charisma modifier. 

• Endurance grants a +2 bonus to Fortitude defense. 
• Alertness grants a +2 bonus to Reflex defense. 
• Belief grants a +2 bonus to Will defense. 
• Defence grants a +2 bonus to Armor Class. 
• Strategy grants a +1 bonus to weapon and implement 

attacks. 

 
Cosmic Right (30th level): Once per day, when you die, your 
body erupts in luminous magic and disappears. On your initiative 
count at the start of your next turn, you return in any unoccupied 
square within 10 of where you died, with full hitpoints and no 
effects on you that were present when you died. You also gain a +2 
bonus to attack rolls and all defenses until the end of the encounter, 
and can score a critical hit on the enemy which killed you on a 
natural roll of 17 or higher until that enemy is dead. 
 

Pharaoh Power 
Disarming Radiance (Level 26) 

• Your presence is such that enemies sometimes would 
rather slay themselves than bring harm to your person. 

• Encounter * Charm 
• Immediate Interrupt Personal 
• Trigger: An enemy hits you with an attack. 
• Effect: The attack misses. Make the following attack 

against the triggering enemy: 
o Attack: Charisma +9 vs. Will 
o Hit: The target is subject to the effects of 

the triggering attack. 
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Chapter 6: 
Feats 

 

3rd Edition Feats (92) 
General Feats (42) 

• Avoidance 
• Awareness 
• Base Vasrah 
• Blessed by Fate 
• Cataphract 
• Close-Range Targeting 
• Counterattack 
• Deadly Accuracy 
• Desert Nomad 
• Elusive Prey 
• Fifth Vasrah 
• Forceful Hand 
• Fourth Vasrah 
• Gift of Tongues 
• Grim Determination 
• Improved Parry 
• Improved Sneak Attack 
• Intuition 
• Lion’s Leap 
• Murderous Intent 
• Nature’s Ally 
• Never Say Die 
• Parry 
• Path of the Traveling Moon 
• Poison Use 
• Practiced Defense 
• Quick Pace 
• Second Vasrah 
• Sharper Edge 
• Snake’s Tongue 
• Sniper 

• Storm of Blows 
• Surging Palm 
• Templar 
• Third Vasrah 
• Topple 
• Treacherous 
• True Believer 
• Two-Weapon Combat 
• Uncanny Agility 
• Zealous Faith 
• Zealous Prayer 

Racial Feats (37) 
• Adaptable Talents 
• Adroit 
• Arcane Blood 
• Binding Resistance 
• Claws of the Ghul 
• Clever Wit 
• Common Senses 
• Covert Arcana 
• Dabbler 
• Diverse Background 
• Elemental Attunement 
• Elemental Legacy  
• Energy Exchange 
• Flesh of the Ghul 
• Heart of the Gnoll 
• Heart of the Human 
• Heart of the Kobold 
• Heart of the Lizardfolk 
• Helping Hand 
• Inventive Mind 

• Legacy of the Genie 
• Light Scent 
• Long Tail 
• Magically Sensitive 
• Nimble Body 
• Nose for Mingling 
• Perceptive 
• Polymath 
• Redeeming Quality 
• Shadow of the Ghul 
• Soul of the Ghul 
• Stonewise 
• Superego 
• Swift Paws 
• Thirst Conditioning 
• Tough Hide 
• Wild Claws 

Style Feats (13) 
 Bulwark Warrior 
 Crusading Zealot 
 Falcon-Wing Blade 
 Fighting Dirty 
 Hawk’s Talons 
 Imposing Rage 
 Rhino’s Anger 
 Serpent’s Daring 
 Stalking Panther 
 Swashbuckler 
 Tempest Assault 
 Unarmed Mastery 
 Zephyr’s Dance 
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General Feats 
Avoidance [General] 

You maintain escape routes & breathing room in tight 
situations, eluding those who press you. 

Prerequisites: Dexterity 13+. 
Benefit: You gain a +2 dodge bonus to Armor Class. 
Special: You can’t use this feat if you are wearing 

heavy armor or carrying a heavy load. A fighter may select 
Avoidance as one of his bonus feats. This feat is the equivalent of 
both Dodge & Mobility as a prerequisite. 

Feat Synergy: If you possess Dodge as well as 
Avoidance, the bonus from Dodge is increased to +4. If you 
possess Mobility in addition to Avoidance, you may designate a 
single opponent at the beginning of your move action who may not 
make attacks of opportunity against you during that move action 
that would be caused by you moving into or out of a threatened 
area. 
 
Awareness [General] 

Your sense of caution has served you well in the past, 
causing you to hone & apply it further. 

Prerequisites: Dexterity 13+, Trap Sense class feature. 
Benefit: Apply your trap sense bonus to your initiative 

rolls. 
Special: This feat is the equivalent of Alertness as a 

prerequisite. 
 
Base Vasrah [General] 

You are trained in the meditative vasrah, allowing you 
to broaden your mind with serene focus. 

Prerequisites: Wisdom 13+, Improved Unarmed 
Strike. 

Benefit: Your Wisdom score is treated as being two 
points higher for Will saving throws, special ability DCs (apart 
from spellcasting) & a monk’s Wisdom armor class bonus. 

Special: If your Wisdom score is reduced, drained, or 
damaged, you immediately lose the benefits of this feat for the 
remainder of the day. A monk may select Base Vasrah as a bonus 
feat at 1st or 2nd level. 
 
Blessed by Fate [General] 
 You are luckier than most, & some say Adimas smiles 
upon you. 
 Benefit: You gain a +1 luck bonus on all saving 
throws. 
 
Cataphract [Tactical] 

You are a master of defensive armament. 
Prerequisites: Heavy Armor Proficiency, Shield 

Proficiency 
Benefit: The Cataphract feat grants you access to three 

special tactical maneuvers: 
 Armored Expertise: Increase the armor bonus of light 
armor you are wearing by 1, medium armor by 2 & heavy armor 
by 3. 
 Blunted Blow: You gain DR ×/-, where × is half the 
armor bonus of your current suit of armor. You must be wearing 
medium or heavy armor to gain this benefit. 
 Power Defend: If a foe uses the Power Attack feat 
against you, the foe gains no bonus on the damage roll but still 
takes the corresponding penalty to the attack roll. You must be 
wearing medium or heavy armor & holding a shield to gain this 
benefit. 

Special: A fighter may select Cataphract as one of his 
fighter bonus feats. 
 
Close-Range Targeting [General] 

You are skilled at using your weapon within its optimal 
range. 

Benefit: When making attacks with a ranged weapon 
within its first range increment, you get a +2 bonus to attack rolls 
& add 1d6 points of damage to each attack. 

Special: This feat is the equivalent of Point-Blank Shot 
as a prerequisite. A fighter may select Close-Range Targeting as 
one of his fighter bonus feats. A ranger who selects the archery 
combat style may receive Close-Range Targeting in lieu of Point 
Blank Shot at 2nd level; should the ranger already possess Close-
Range Targeting, he may instead select any other feat for which he 
has the prerequisites. 
 
Counterattack [General] 
 When struck by an opponent, you know how to return 
the favor. 
 Prerequisites: Dexterity 13+, BAB +5 or more, 
Combat Reflexes, Lightning Reflexes. 
 Benefit: Once per round, you can make an extra attack 
of opportunity against an opponent that has hit you with an attack. 
This only applies to opponents that have successfully hit you in the 
last round’s worth of actions with a melee weapon, a natural 
weapon, or an unarmed strike. They need not have dealt you any 
damage; Damage Reduction or some other effect could have 
negated the damage, but their attack roll must have been successful 
to take advantage of this feat. 

Special: A fighter may select Counterattack as one of 
his fighter bonus feats. 

 
Deadly Accuracy [General] 

You take time & care to fire precise & lethal shots. 
Benefit: You may make a single ranged attack as a full-

round action. If it hits, it is an automatic critical threat. 
Special: This feat is the equivalent of Point Blank Shot 

as a prerequisite. A fighter may select Deadly Accuracy as one of 
his fighter bonus feats. A ranger who selects the archery combat 
style may receive Deadly Accuracy in lieu of Point Blank Shot at 
2nd level; should the ranger already possess Deadly Accuracy, he 
may instead select any other feat for which he has the 
prerequisites. 
 
Desert Nomad [General] 
 You have adapted to the harsh ways of the desert, 
learning the survival secrets of those who live there. 
 Prerequisites: Constitution 13+, Endurance. 
 Benefit: You gain a +4 insight bonus on Survival 
checks, Constitution checks made to avoid nonlethal damage from 
starvation or thirst, & Fortitude saves made to avoid nonlethal 
damage from environmental heat. These bonuses only apply within 
the following environments: warm desert, temperate desert, & 
warm plains. 
 
Elusive Prey [General] 

You have trained to foresee danger & can guess when 
something is coming your way in time to throw it off course. 

Prerequisites: Dexterity 13+, Intelligence 13+, 
Improved Evasion class feature, Spellcraft 5 or more ranks. 

Benefit: When you are made the target of a spell by a 
caster you can see, you may make a Reflex save against that spell 
(DC = 20 + the spell’s level + the caster’s spellcasting ability 
modifier). On a success, you have shifted at the opportune moment 
to disrupt the precise casting of the spell, spoiling its targeting & 
preventing it from affecting you. If the spell had other targets, they 
may still be subject to its effects. This ability can only be used 
against spells that specifically target you, not area effects. 
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Fifth Vasrah [General] 
Your meditation has at last brought you to the Fifth 

Vasrah, the zenith of transcendence, where in your serenity you 
may pass from reality temporarily. 

Prerequisites: Wisdom 21+, Improved Unarmed 
Strike, Base Vasrah, Second Vasrah, Third Vasrah, Fourth Vasrah, 
Improved Evasion class feature, immunity to nonmagical diseases. 

Benefit: A number of times per day equal to your 
Wisdom bonus, you may exempt yourself from the effects of a 
spell, spell-like ability or supernatural ability as an immediate 
action. You are not a target of the effect, nor does it impact you in 
any way, & you do not need to make a saving throw. 

Special: If your Wisdom score is reduced, drained or 
damaged, you immediately lose uses of this ability commensurate 
to the decrease in Wisdom bonus. If your Wisdom score is 
increased by a temporary effect, you do not gain additional uses of 
this ability. 
 
Forceful Hand [General] 
 You can focus your energy into pushing opponents 
away from you with your strikes. 

Prerequisites: Improved Unarmed Strike. 
Benefit: Once per round, you can push an opponent 

backward with your unarmed strikes. If you successfully hit an 
opponent with an unarmed strike at your highest base attack bonus, 
that opponent must make a Reflex save (DC 10 + ½ your character 
level + your Strength modifier) or be pushed back 5’. You may 
instead choose to knock the foe prone; if you do so, the target gets 
a +4 bonus to its save to resist, & on a success is not pushed back. 

Special: A monk may select Forceful Hand as a bonus 
feat at 2nd level. A fighter may select Forceful Hand as one of his 
fighter bonus feats. 
 
Fourth Vasrah [General] 

Your meditation has brought you to the Fourth Vasrah, 
the seat of life, where your serenity channels the flow of vitality. 

Prerequisites: Wisdom 19+, Improved Unarmed 
Strike, Base Vasrah, Second Vasrah, Third Vasrah, immunity to 
non-magical diseases. 

Benefit: You may substitute your Wisdom score for 
your Constitution score. This includes any increases to Wisdom 
from spells & other effects, as well as the virtual Wisdom increase 
from Base Vasrah. You will still die if your actual Constitution 
score is reduced below 1. 

Special: If your Wisdom score is reduced, drained, or 
damaged, you immediately lose the benefits of this feat for the 
remainder of the day. 
 
Gift of Tongues [General] 
 You have a knack for understanding foreign tongues. 
 Prerequisites: Intelligence 13+, can speak 2 or more 
languages. 
 Benefit: You can make Speak Language checks to 
understand someone who speaks in a tongue that you don’t know. 
You add your Intelligence modifier to the number of languages 
that you know, & add that number to a d20 roll. This roll is made 
against DC25; if successful, you can understand a short message 
(10 words or less) spoken by a creature. You gain a +2 
circumstance bonus on checks made when listening creatures of 
the same Type as you, & you gain a +3 circumstance bonus on 
checks made when listening creatures of the same race as you. The 
difficulty class of being understood by a creature that you are 
speaking to (25 words or less) is DC25. On a failed check, no 
useful information is conveyed. 

Special: You cannot read or write in a language that 
you do not know. 

Normal: You don’t make Speak Language checks. You 
either know a language or you don’t. 

 
Grim Determination [General] 

Your sheer resolve won’t allow your body to die, even 
if you are mortally injured. 
 Prerequisites: Concentration 10 ranks or more, 
Endurance. 

Benefit: Whenever you have less than 0 hit points, you 
can make a Will save (DC = your current hit points × -1) to remain 
alive & take a full round of actions. At the end of the round, you 
take 1 point of damage, & must make another Will save. If you fail 
any of these saving throws, & your hit points are below -9, then 
you immediately die. You do not suffer from Dying status. 

Normal: If your hit points fall between -1 & -9, then 
you are unconscious & Dying. If your hit points fall below -9, then 
you are Dead, & can take no actions. 

Special: A fighter may select Grim Determination as 
one of his fighter bonus feats. 
 
Improved Parry [General] 
 You are quite practiced in the art of deflecting weapon 
strikes. 

Prerequisites: Dexterity 17+, Combat Reflexes, Parry, 
BAB +5 or more. 

Benefit: You can make a number of parry attempts per 
round equal to your Dexterity bonus. The DC for the Reflex save is 
12 + your opponent’s BAB. In all other respects, each attempt 
follows the standard rules for a parry (see the Parry feat for 
details). 

Special: A fighter may select Improved Parry as one of 
his fighter bonus feats. 
 
Improved Sneak Attack [General] 
 You are adept at dealing damage with a sneak attack. 

Prerequisite: Sneak Attack class feature, BAB +3 
Benefit: When making a sneak attack, the damage you 

deal to an opponent with a successful hit is d8-based. 
Normal: Extra damage dealt using a sneak attack is d6-

based. 
Special: This feat can be taken multiple times. If taken 

twice, the damage you deal to an opponent is d10-based. If taken 3 
times, the damage you deal to an opponent is d12-based. You 
cannot take this feat more than 3 times. 
 
Intuition [General] 

You have an uncanny insight that often serves to your 
advantage. 

Prerequisites: Wisdom 13+. 
Benefit: When striking at a target with concealment or 

total concealment, decrease your miss chance by 10%. When 
striking at a foe protected by a mirror image spell, you have 
double the chance of striking the true caster. You get a +10 bonus 
on Spot checks to discern an invisible creature. 

Special: If you have the Alertness, Awareness, or 
Perceptive feats, your miss chance is decreased by 20% total. 
 
Lion’s Leap [General] 

You have trained to rush forward into combat, using 
your momentum to lead into your attack. 

Prerequisites: Dexterity 13+, BAB +6 or more, Quick 
Pace. 

Benefit: You gain Pounce as a special ability. When a 
character with this special attack makes a charge, it can follow 
with a full attack. This includes rake attacks, for creatures that 
possess them. 

Normal: Even if you have extra attacks, such as from 
having a high enough base attack bonus or from using multiple 
weapons, you only get to make one attack during a charge. 
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Special: An aazlai character can take this feat without 
the Quick Pace feat prerequisite. 
 
Murderous Intent [General] 

Your drive to kill gives you insight, focus & an 
efficient grasp of your objectives. 

Prerequisites: Death Attack class feature. 
Benefit: You need only one round of study to assess a 

target for your death attack. Your death attack is made at +2 DC. 
You must still make your attempt within 3 rounds of having 
studied your target. 

Normal: You must study your target for three rounds 
before attempting a death attack. You must then make your attempt 
within 3 rounds of having studied your target. 
 
Nature’s Ally [General] 

Your respect for the world around you has been quietly 
answered, allowing you to tap more of nature’s powers. 

Prerequisites: Wisdom 15+, Ranger level 8th. 
Benefit: You gain an additional spell slot for each level 

of ranger spell you can cast. Your caster level for ranger spells 
improves by +1, as well. 
 
Never Say Die [General] 
 You are hard to kill, plain & simple. 

Prerequisites: Constitution 13+, Endurance, Diehard. 
Benefit: You don’t die until your hit points are less 

than 0 minus your Constitution score. For instance, if your 
Constitution score was 16, & your hit points were -15 or above, 
then you would be Disabled, Dying, or Stable; you would not be 
Dead until your hit points were -16 or below. 

Normal: You die when your hit points drop to -10 or 
below. 

Special: A fighter may select Never Say Die as one of 
his fighter bonus feats. 
 
Parry [General] 
 You are able to deflect an opponent’s blows with your 
weapon. 

Prerequisites: Dexterity 13+, BAB +3 or more. 
Benefit: Once per round, you can make a Reflex save 

in response to a melee attack being made against you. Upon a 
successful save, you can deflect one strike from an opponent, 
preventing the blow from landing at all. A parried attack deals no 
damage. Ranged attacks & touch attacks cannot be parried, nor can 
spells or spell-like abilities that do not involve a melee weapon. 
The DC for the Reflex save is 15 + your opponent’s BAB. If you 
perform a parry, you can make one less attack of opportunity that 
round; if you have made all of your attacks of opportunity that 
round, you cannot perform a parry. You must be aware of an 
attack, & not flat-footed, in order to parry it. You can only parry 
with a manufactured melee weapon, or with your unarmed strike if 
you possess the Improved Unarmed Strike feat. 

Special: A fighter may select Parry as one of his fighter 
bonus feats. 
 
Path of the Traveling Moon [General] 

You have the uncanny ability to leap a short distance in 
the blink of an eye. 

Prerequisites: Dexterity 15+, Uncanny Dodge class 
feature. 

Benefit: A number of times per day equal to your 
Dexterity bonus, you may move up to 10’ away as an immediate 
action. There must not be any physical barrier between yourself & 
your destination, & you may not move to a raised elevation above 
your waist level. You may not use this ability in response to an 
attack of which you are unaware, or if you are flat-footed. 
 

Poison Use [General] 
 You are familiar with the safe use of poisons & other 
toxic materials. 

Prerequisites: Craft (alchemy) 4 or more ranks. 
Benefit: You are trained in the use of poison, & never 

risk accidentally poisoning themselves when applying poison to a 
blade or other object. This is the same ability that a 1st-level 
assassin gains. 

Special: If you obtain Poison Use from another source 
(the Assassin prestige class, for instance), you may increase the 
save DC of poisons you employ by +2. 
 
Practiced Defense [General] 

You apply your combat training to your shield use. 
Prerequisites: Bulwark Warrior. 
Benefit: You may increase the shield bonus from a 

shield you hold by ⅓rd of your base attack bonus. This increase is 
lost when you are flat-footed. 

Special: A fighter may select Practiced Defense as one 
of his fighter bonus feats. 
 
Quick Pace [General] 

You have trained yourself to move more rapidly. 
Prerequisites: Dexterity 13+. 
Benefit: Increase your ground movement speed by 10’. 
Special: A monk may select Quick Pace as a bonus 

feat. 
 
Second Vasrah [General] 

Your meditation has shown you the easy path, the 
Second Vasrah, giving you great skill with little effort. 

Prerequisites: Wisdom 15+, Improved Unarmed 
Strike, Base Vasrah. 

Benefit: You gain 4 skill points, which you must spend 
when you take this feat. When you next attain a level, you may 
select a bonus feat from the following list: Acrobatic, Agile, 
Alertness, Athletic, Blind-Fight, Combat Expertise, Dodge, 
Endurance, Great Fortitude, Improved Initiative, Iron Will, 
Lightning Reflexes, or Toughness. You need not meet the 
prerequisites of these feats to select them. 

Normal: You must meet the prerequisites of feats you 
select. 
 
Sharper Edge [General] 

You are able to strike precisely with subsequent attack 
iterations. 

Prerequisites: Dexterity 13+, BAB 6+. 
Benefit: Your secondary attacks only take a -4 penalty 

than the previous one. 
Normal: Without this feat, each iterative attack takes a 

-5 penalty than the previous one. 
Special: This feat may be taken more than once. Each 

time, the penalty on secondary attacks is reduced by 1, to a 
minimum of 0. A fighter may select Sharper Edge as one of her 
bonus feats. 
 
Snake’s Tongue [General] 

You are an accomplished flatterer, flirt, & liar. 
Prerequisites: Charisma 13+, Bluff 5 or more ranks, 

Persuasive. 
Benefit: You may substitute Bluff checks for 

Diplomacy checks or Intimidate checks. You may attempt such a 
substitute check if an initial Diplomacy check or Intimidate check 
has failed. Your Charisma score is effectively 2 points higher for 
determining skill bonuses & when making Charisma checks. 

Normal: When an initial Diplomacy check or 
Intimidate check fails, you are unable to retry. 
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Special: A bard instead treats his Charisma score as 
effectively 5 points higher. 
 
Sniper [General] 
 You are an expert when it comes to hitting targets with 
ranged weapons. 

Prerequisites: Dexterity 19+, Point-Blank Shot, 
Precise Shot, Improved Precise Shot 

Benefit: If your opponent is flat-footed, & you have 
prepared a ranged attack as a readied action, then that attack will 
be an automatic critical upon a successful hit. 

Special: A fighter may select Sniper as one of his 
fighter bonus feats. 
 
Storm of Blows [General] 

You flash across the battlefield, strikes swirling like the 
play of lightning across the sky. 

Prerequisites: Flurry of Blows class feature, Unarmed 
Mastery. 

Benefits: You may take a -2 penalty on attacks this 
round in order to make your flurry of blows as a standard action. 
This penalty lasts until the start of your next turn. 

Special: A monk may select Storm of Blows as a bonus 
feat at 6th level even if she does not meet the prerequisites. 
 
Superior Toughness [General] 

You are supremely hardy & far tougher than would be 
thought possible. 

Prerequisites: Constitution 13+. 
Benefit: Treat your Constitution score as being 2 points 

higher for Fortitude saves & calculating hit points. 
Special: A fighter may select Superior Toughness as 

one of his fighter bonus feats. 
 
Surging Palm [General] 
 Your strikes can knock foes back some distance. 

Prerequisites: Improved Unarmed Strike, Forceful 
Hand. 

Benefit: Your Forceful Hand attack becomes more 
powerful. When using Forceful Hand, increase the DC of the 
Reflex save by 4. If you succeed in pushing your foe back, you 
push him back 1d4 × 5’. An opponent struck by Forceful Hand 
takes 2d8 points of additional damage from the attack. 

Special: A monk may select Surging Palm as a bonus 
feat at 6th level. A fighter may select Surging Palm as one of her 
bonus feats. 
 
Templar [General] 

You owe fealty to a deity & serve as a protector of the 
faith. 

Prerequisites: Base attack +3, Wisdom 13+, 
Knowledge (religion) 6 or more ranks, incapable of casting 0th-
level spells, patron deity. 

Benefit: Your patron deity affords you a +1 divine 
bonus to attack rolls, AC & saving throws. When you attain 9 
ranks in Knowledge (religion), this bonus increases to +2, & you 
are granted a +1 divine bonus to damage rolls & skill checks as 
well. When you attain 12 ranks in Knowledge (religion), all of the 
preceding bonuses increase to +3. This AC bonus applies against 
touch attacks, & also when flat-footed. 

Special: If you violate the code of conduct required by 
your god, you lose access to the benefits granted by Templar until 
you have received an atonement exclusively to restore same. A 
fighter or a monk may select Templar as one of his bonus feats. 
 
Third Vasrah [General] 

Your meditation has taken you to the difficult path, the 
Third Vasrah, where your will must have supremacy over physical 
limitations. 

Prerequisites: Wisdom 17+, Improved Unarmed 
Strike, Base Vasrah, Second Vasrah. 

Benefit: You may substitute your Wisdom score for 
your Strength score. This includes any increases to Wisdom from 
spells & other effects, as well as the virtual Wisdom from Base 
Vasrah. This substitution fails if your Strength is reduced below 1. 

Special: If your Wisdom score is reduced, drained or 
damaged, you immediately lose the benefits of this feat for the 
remainder of the day. 
 
Topple [General] 

You are accomplished at overcoming obstacles greater 
than yourself. 

Prerequisites: BAB +6 or more. 
Benefit: Against creatures at least one size category 

larger than your natural form, you gain a +1 competence bonus to 
attack rolls & a +2 competence bonus to damage rolls for each size 
category they are above you, to a maximum of +5 & +10, 
respectively. 

Special: A fighter may select Topple as one of his 
fighter bonus feats. 
 
Treacherous [General] 
 You have a talent for telling lies & keeping secrets. 
 Benefit: You get a +2 bonus on all Bluff checks & 
Disguise checks. 

Special: This feat is the equivalent of Deceitful as a 
prerequisite. 
 
True Believer [General] 

You are devoted to your deity’s ideals, & your prayers 
reflect the deeper understanding of dogma to which you aspire. 

Prerequisites: Wisdom 17+, Cleric level 10th, identical 
alignment to patron deity. 

Benefit: Choose one of your domains. Add its spells to 
your class spell list. You may prepare these spells in your standard 
spell slots in addition to your domain slots. 

Normal: Your domain spells may only be prepared in 
your domain slots. 

Special: If your alignment changes, even if your new 
alignment is still one step from your patron’s, you lose all benefits 
of this feat until you have received an atonement & your alignment 
once again matches your patron’s. 
 
Two-Weapon Combat [General] 

You are able to competently fight with two weapons in 
battle. 

Prerequisites: BAB +1, Dex 15+ 
Benefit: Your penalties on attack rolls for fighting with 

two weapons are reduced. The penalty for your primary hand 
lessens by 2 & the one for your off hand lessens by 6. This is the 
same as the reduction offered by Two-Weapon Fighting (i.e. it 
does not stack). 

When wielding a double weapon or two weapons (not 
including natural weapons or unarmed strikes), you gain a +1 
shield bonus to your AC. When you are fighting defensively or 
using the total defense action, this shield bonus increases to +2. 
Increase this bonus by 1 if your off-hand weapon is light. 

When your base attack bonus is +6 or higher, in 
addition to the standard single extra attack you get with an off-
hand weapon, you get a second attack with it, albeit at a -5 penalty. 

Normal: You take severe penalties to attack rolls when 
fighting with two weapons. You gain no special defensive bonus 
from fighting with two weapons. You may only make one attack 
each round with your offhand weapon. 
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Special: This feat is the equivalent of Two-Weapon 
Fighting, Two-Weapon Defense & Improved Two-Weapon 
Fighting as a prerequisite. A fighter may select Two-Weapon 
Combat as one of his fighter bonus feats. A ranger who selects the 
two-weapon combat style may receive Two-Weapon Combat in 
lieu of Two-Weapon Fighting at 2nd level; should the ranger 
already possess Two-Weapon Combat, he may instead select any 
other feat for which he has the prerequisites. 
 
Uncanny Agility [General] 

You appear to transcend your physical limitations when 
in motion. 

Prerequisites: Dexterity 13+. 
Benefit: Treat your Dexterity score as being 2 points 

higher for ability checks, skill checks, Reflex saves, & AC. 
Special: If you possess the Weapon Finesse feat, this 

bonus extends to melee attack rolls made with a Finesse weapon as 
well. A fighter may select Uncanny Agility as one of his fighter 
bonus feats. 
 
Zealous Faith [General] 

Your piety & dedication have been rewarded with a 
greater trust of your deity’s power. 

Prerequisites: Wisdom 15+, Zealous Prayer, paladin 
level 11th. 

Benefit: Choose one of your patron deity’s domains. 
You gain access to the domain power as a cleric of your paladin 
level. Add the first four domain spells to your class spell list. 

Normal: Paladins have no access to cleric domains or 
domain powers. 

Special: If you fall from grace, you lose all benefits of 
this feat until you have received an atonement exclusively to 
restore access to your domain. You may take this feat multiple 
times. Its effects do not stack. Each time you take this feat, select a 
different domain. 
 
Zealous Prayer [General] 
 Your ceaseless devotion & prayer have been 
acknowledged by your deity. 

Prerequisites: Wisdom 15+, paladin level 8th. 
Benefit: You gain an additional spell slot for each level 

of paladin spell you can cast. You may base the DCs of your 
spells, as well as your highest spell level available & bonus spells 
per day, on your Charisma score in lieu of your Wisdom score, if 
you wish. 

Special: If you fall from grace, you lose all benefits of 
this feat until you have received an atonement exclusively to 
restore access to these slots. You may take this feat multiple times. 
Its effects stack. 

 

Racial Feats 
Adaptable Talents [Racial] 
 You are adept at many things, & have a knack for 
certain areas of expertise. 

Prerequisites: Human. 
Benefit: Choose any two skills. Those chosen are 

always class skills for you, regardless of your class choices. You 
also gain a +1 racial bonus with these skills for every 4 class levels 
that you have. 

Special: This feat can be taken multiple times. Each 
time you take this feat, you can choose another two skills with 
which to apply this effect. 
 
Adroit [Racial] 

Your fingers are long & claw-tipped, enabling you to 
grab your prey. These claws are called Jluun in the Gnoll tongue. 

Prerequisites: Dexterity 13+, Gnoll. 
Benefit: You gain +1 racial bonus to all Climb, Sleight 

of Hand, & Use Rope checks. You also gain a +1 racial bonus to 
all grapple checks. These bonuses increase by +1 for every 4 class 
levels that you have. 
 
Arcane Blood [Racial] 
 You have a strong affinity for the outsider half of your 
bloodline. 

Prerequisites: Charisma 13+, Half-Genie or Half-
Ghul, character level 8th. 

Benefit: The spell-like abilities that you possess via 
your race can be cast at a caster level equal to your total character 
level. You also gain detect magic, prestidigitation, & resistance as 
at-will spell-like abilities. 

Normal: The spell-like abilities that you possess via 
your race are cast at Caster level 8th. 
 
Binding Resistance [Racial] 
 You are better able to resist the effects of a binding 
ritual than most of your kind. 

Prerequisites: Genie or Half-Genie, character level 5th. 
Benefit: You gain a +2 resistance bonus on all saving 

throws to resist becoming Bound. This bonus is also applied to all 
saving throws against the following spells: banishment, binding, 

dismissal, & trap the soul. This bonus increases by +2 for every 4 
class levels that you have. 
 
Claws of the Ghul [Racial] 
 Your claws grow longer & sharper as your ghul 
heritage grows stronger, a condition called Khezeph in the Ghul 
tongue. 

Prerequisites: Half-Ghul, any non-Good alignment, 
Shadow of the Ghul. 

Benefit: Your claws now deal 2d6 points of slashing 
damage (which scale normally with size), plus your Strength 
bonus. This increases by +1d6 for every 4 class levels that you 
have. 

Normal: Your claws only deal 1d6 points of slashing 
damage, plus your Strength bonus. 
 
Clever Wit [Racial] 
 You are a bright & adaptable individual, with a talent 
for learning. 

Prerequisites: Intelligence or Wisdom 13+, Sabi. 
Benefit: You gain 2 skill points per HD, both 

retroactively & in the future. In addition, all Knowledge skills are 
always class skills for you, regardless of your class choices. 
 
Common Senses [Racial] 
 You are deeply in touch with the world around you, a 
connection known as Nzun-Hraas in the Gnoll tongue. 

Prerequisites: Gnoll. 
Benefit: Listen, Spot, & Survival are always class skills 

for you, regardless of your class choices. You also gain a +1 racial 
bonus with these skills for every 4 class levels that you have. 
 
Covert Arcana [Racial] 
 You have a talent for using magic without being 
noticed. 

Prerequisites: Half-Genie. 
Benefit: Spellcraft & Use Magic Device are always 

class skills for you, regardless of your class choices. In addition, 
any skill that you gain a racial bonus for is now considered a class 
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skill for you, regardless of your class choices. You also gain a +1 
racial bonus with these skills for every 4 class levels that you have. 
 
Dabbler [Racial] 
 You have tried your hand at a number of things, & have 
learned many talents along the way. 

Prerequisites: Intelligence 13+, Human. 
Benefit: You gain a +2 racial bonus on all Knowledge 

checks & Profession checks, regardless of field of study or 
vocation. In addition, you can make untrained skill checks in any 
Knowledge field or Profession vocation, even if you have no ranks 
in it. You also gain a +1 racial bonus with these skills for every 4 
class levels that you have. 
 
Diverse Background [Racial] 
 Your mixed heritage grants you a keen insight into the 
minds of your parents’ peoples. 

Prerequisites: Sabi. 
Benefit: You gain a +4 racial bonus to all Bluff, 

Diplomacy, Gather Information, & Sense Motive checks made 
when dealing with Humanoids or Outsiders. You also gain a +1 
racial bonus with these skills for every 4 class levels that you have, 
which applies to all uses of these skills. 
 
Elemental Attunement [Racial] 
 You are especially in sync with your affiliated element. 

Prerequisites: Half-Genie or Sabi. 
Benefit: You gain a +1 bonus to your caster level when 

casting spells that have your elemental affiliation as the spell 
descriptor. For instance, a half-efreet or a narsabi would cast [Fire] 
spells at +1 caster level with this feat, whereas a half-dao or a 
Terisabi would cast [Earth] spells at +1 caster level with this feat. 
In addition, you gain a +1 bonus on all saving throws against spells 
that have your elemental affiliation as the spell descriptor. These 
bonuses increase by +1 for every 5 class levels that you have. 
 
Elemental Legacy [Racial] 
 You have a deep connection to your genie ancestors. 

Prerequisites: Half-Genie, Elemental Attunement. 
Benefit: You gain the subtype of your related element. 

Half-djinni gain the [Air] subtype, half-dao gain the [Earth] 
subtype, half-efreeti gain the [Fire] subtype, & half-marids gain the 
[Water] subtype. Your movement speed, if any, is 40’ + 10’ for 
every 4 class levels that you have; if you gain a fly speed, you have 
perfect maneuverability. 
 
Energy Exchange [Racial] 

You possess the ghul’s gift for energy resistance, 
known in the Ghul tongue as Sheth-Rakh. 

Prerequisites: Strength or Constitution 15+, Half-
Ghul, character level 5th. 

Benefit: You lose the resistance to Cold 5 or Fire 5 
(your choice) that you gained from Elemental Resistance. In 
exchange, you gain permanent immunity to the opposing energy 
type. 
 
Flesh of the Ghul [Racial] 
 Your ghul heritage grows ever stronger, granting you 
unnaturally hard flesh, known as Mazh-Rikh in the Ghul tongue. 

Prerequisites: Half-Ghul, any non-Good alignment, 
Shadow of the Ghul. 

Benefit: You gain Damage Reduction 2/Good. This 
increases by +1 for every 4 class levels that you have, & stack with 
Damage Reduction gained from any other source, such as levels of 
Barbarian. 
 
Heart of the Gnoll [Racial] 

You were raised among the gnolls, becoming a Gnool-
Mbir in their tongue & giving you an insight into their nature. 

Prerequisites: Strength 13+, Humanoid type, non-gnoll 
race. 

Benefit: You have developed a hint of the gnollish 
ways, to the point where you are now effectively gnoll-blooded. As 
a gnoll-blooded character, you are now considered a gnoll for 
effects related to race, & can take gnoll racial feats in addition to 
feats for your own race. You do not, however, become a gnoll. 

You also gain a +2 racial bonus on Survival checks. 
Normal: You can only qualify for racial feats that 

belong to your own race. 
Special: This feat may only be taken at 1st level. 

 
Heart of the Human [Racial] 

You were raised among the humans, giving you an 
insight into their nature. 

Prerequisites: Charisma 13+, Humanoid type, non-
human race. 

Benefit: You have developed a hint of the human ways, 
to the point where you are now effectively human-blooded. As a 
human-blooded character, you are now considered a human for 
effects related to race, & can take human racial feats in addition to 
feats for your own race. You do not, however, become a human or 
a half-human. 

You also gain a one-time bonus of +2 skill points. 
Normal: You can only qualify for racial feats that 

belong to your own race. 
Special: This feat may only be taken at 1st level. 

 
Heart of the Kobold [Racial] 

You were raised among the kobolds, giving you an 
insight into their nature. 

Prerequisites: Dexterity or Intelligence 13+, 
Humanoid type, non-kobold race. 

Benefit: You have developed a hint of the kobolish 
ways, to the point where you are now effectively kobold-blooded. 
As a kobold-blooded character, you are now considered a kobold 
for effects related to race, & can take kobold racial feats in 
addition to feats for your own race. You do not, however, become 
a kobold. 

You also gain a +1 racial bonus to Reflex saves. 
Normal: You can only qualify for racial feats that 

belong to your own race. 
Special: This feat may only be taken at 1st level. 

 
Heart of the Lizardfolk [Racial] 

You were raised among the lizardfolk, becoming a 
Hagh el-Rakhiz in Alhaggi & giving you an insight into their 
nature. 

Prerequisites: Constitution or Wisdom 13+, Humanoid 
type, non-lizardfolk race. 

Benefit: You have developed a hint of the lizardfolk 
ways, to the point where you are now effectively lizardfolk-
blooded. As a lizardfolk-blooded character, you are now 
considered a lizardfolk for effects related to race, & can take 
lizardfolk racial feats in addition to feats for your own race. You 
do not, however, become a lizardfolk. 

You also gain a +2 racial bonus on Jump checks. 
Normal: You can only qualify for racial feats that 

belong to your own race. 
Special: This feat may only be taken at 1st level. 

 
Helping Hand [Racial] 
 Your natural ability to collaborate & work toward a 
common goal helps you to help others. 

Prerequisites: Human. 
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Benefit: When using the Aid Another action 
successfully, you can give an ally a +3 on their skill check, their 
AC against the next attack, or their next attack roll, depending on 
the circumstances. This bonus increases by +1 for every 4 class 
levels that you have. 

Normal: When using the Aid Another action 
successfully, you give an ally a +2 on their skill check/AC/next 
attack roll. 
 
Inventive Mind [Racial] 
 You have a knack for designing & creating things. 

Prerequisites: Kobold. 
Benefit: Appraise, Craft (any), & Knowledge (any) are 

always class skills for you, regardless of your class choices. You 
also gain a +1 racial bonus with these skills for every 4 class levels 
that you have. 
 
Legacy of the Genie [Racial] 
 You can feel the power of your genie ancestors 
coursing through your veins. 

Prerequisites: Sabi. 
Benefit: You gain a +2 resistance bonus on saving 

throws against all spells & effects of your elemental affiliation. 
This bonus stacks with the racial bonuses gained from Genie 
Heritage. You also gain Resistance to Energy 2 for the energy type 
that pertains to your Elemental Resistance, which stacks with that 
special quality. These bonuses increase by +1 for every 5 class 
levels that you have. 
 
Light Scent [Racial] 
 Your musk glands (known as ir-Zathud in Alhaggi) are 
somewhat weak, reducing your oily odor. 

Prerequisites: Lizardfolk. 
Benefit: Your scent is no stronger than that of any other 

sentient creature, & therefore the +4 circumstance bonus to 
tracking-based checks made against you based on Musk is negated. 
In fact, for every 4 class levels that you have, any creature tracking 
you takes a -1 circumstance penalty, due to your unusual nature. 
 
Long Tail [Racial] 
 Your tail is longer & stronger than others of your kind. 

Prerequisites: Kobold or Lizardfolk. 
Benefit: You gain a tail slap attack as a natural weapon. 

This attacks deals 1d4 (Small) or 1d6 (Medium) points of 
bludgeoning damage (which scale normally with size), plus your 
Strength bonus. For kobolds, this increases by +1d4 for every 4 
class levels that you have. For lizardfolk, this increases by +1d6 
for every 5 class levels that you have. 

Special: This feat may only be taken at 1st level. 
 
Magically Sensitive [Racial] 
 Your genie heritage has given you a certain sensitivity 
to magic. 

Prerequisites: Sabi. 
Benefit: You gain Magical Sensitivity, like that of a 

half-genie: all spells cast upon you function as if they had +1 
caster level. This also increases the caster level of your spell-like 
abilities by +1. 
 
Nimble Body [Racial] 
 You are physically fit & have good bodily coordination, 
a trait known as Salaz ul-Khulad in Alhaggi. 

Prerequisites: Lizardfolk. 
Benefit: Balance, Jump, & Swim are always class skills 

for you, regardless of your class choices. You also gain a +1 racial 
bonus with these skills for every 4 class levels that you have. 
 
Nose for Mingling [Racial] 

You possess the gnoll’s gift for socializing, known in 
the Gnoll tongue as Hrula-Gbaahr. 

Prerequisites: Charisma 13+, Gnoll. 
Benefit: The circumstance bonus to Diplomacy & 

Sense Motive checks that you gained from Social Acumen 
increases to +3, +1 for every 4 class levels that you have. Also, this 
bonus applies in all situations, not just when dealing with members 
of another culture. 
 
Perceptive [Racial] 

Your senses are very keen, granting you increased 
reflexes & becoming known as Nzun-Hliiro in the Gnoll tongue. 

Prerequisites: Dexterity or Wisdom 13+, Gnoll. 
Benefit: You gain a +1 racial bonus to all Initiative, 

Listen, & Spot checks, as well as all Reflex saving throws. You 
also gain a +1 racial bonus with these for every 4 class levels that 
you have. 
 
Polymath [Racial] 
 You are a well-learned person, having picked up many 
talents in your travels. 

Prerequisites: Intelligence 17+, Human, Dabbler, 
character level 5th. 

Benefit: You gain a +5 racial bonus on all Knowledge 
checks, regardless of field of study. You also gain a number of 
bonus skill points equal to your Intelligence modifier + 2. In 
addition, you can make untrained skill checks in any skill, even if 
you have no ranks in it. 
 
Redeeming Quality [Racial] 
 You have overcome your ghul heritage, & you have 
found a keener perspective in your ascendancy (called Nekh-Shaz 
in the Ghul tongue). 

Prerequisites: Half-Ghul, any non-Evil alignment. 
Benefit: You gain a +2 insight bonus on attack roles 

made against creatures with an Evil alignment, as well as a +2 
insight bonus to your armor class to defend against attacks made 
by such creatures. This bonus doubles against creatures with the 
Evil subtype. Also, these bonuses increase by +1 for every 5 class 
levels that you have (which is not doubled versus creatures with 
the Evil subtype, but is counted separately). 

Special: If your alignment ever becomes Evil, then you 
lose all benefits of this feat until you have received an atonement 
& your alignment once again becomes non-Evil. 
 
Shadow of the Ghul [Racial] 
 Your ghul heritage casts a long shadow over your life, 
called Zhaal-Ghulu in the Ghul tongue, darkly touching your very 
soul. 

Prerequisites: Half-Ghul, any non-Good alignment. 
Benefit: You gain a +2 racial bonus on all saving 

throws against spells with the [Good] descriptor. This bonus 
increases by +1 for every 4 class levels that you have. 
 
Soul of the Ghul [Racial] 
 Your ghul heritage grows stronger, granting you 
resistance to magical effects, known Jheth-Razh in the Ghul 
tongue. 

Prerequisites: Half-Ghul, any non-Good alignment, 
Shadow of the Ghul. 

Benefit: You gain Spell Resistance equal to 11 + your 
Hit Die. This is an extraordinary ability. 
 
Stonewise [Racial] 

You are particularly talented when it comes to 
earthwork & subterranean construction. 

Prerequisites: Wisdom 13+, Kobold. 
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Benefit: You gain a +2 racial bonus on all Profession 
(miner) checks. In addition, you gain Stonecunning. This ability 
grants you a +2 racial bonus on Search checks to notice unusual 
stonework, such as sliding walls, stonework traps, new 
construction (even when built to match the old), unsafe stone 
surfaces, shaky stone ceilings, & the like. Something that isn’t 
stone but that is disguised as stone also counts as unusual 
stonework. Merely comes within 10’ of unusual stonework allows 
you to make a Search check as if you were actively searching, & 
you can use the Search skill to find stonework traps as a rogue can. 
You can also intuit depth, sensing your approximate depth 
underground as naturally as a human can sense which way is up. 
These bonuses increase by +1 for every 3 class levels that you 
have. 
 
Superego [Racial] 

Your force of personality grants you increased resolve. 
Prerequisites: Intelligence or Charisma 13+, Kobold. 
Benefit: You gain a +1 racial bonus to all 

Concentration & Intimidate checks, as well as all Will saving 
throws & all attack rolls. You also gain a +1 racial bonus with 
these for every 5 class levels that you have. 
 
Swift Paws [Racial] 

Your legs are long & lean, called Pfaal-Zsur in the 
Gnoll tongue, enabling you to run like a hyena on the chase. 

Prerequisites: Dexterity 15+, Gnoll. 
Benefit: You gain +10’ to your land speed. This bonus 

increases by +5’ for every 4 class levels that you have. 
 
Thirst Conditioning [Racial] 

You have learned to control your natural dependence on 
water, through a technique known in Alhaggi as Gal il-Khoomi. 

Prerequisites: Constitution 13+, Lizardfolk, 
Endurance, character level 5th. 

Benefit: You need only ingest a minimum of one 
gallon of water a day to avoid a cumulative -1 Constitution 

penalty. A full day of rest with complete hydration is still 
necessary to eliminate this penalty. At character level 10th, you 
only need a minimum of ½ gallon of water a day to avoid a 
cumulative -1 Constitution penalty. At character level 15th, you 
only need a minimum of ¼ gallon of water a day to avoid a 
cumulative -1 Constitution penalty. At character level 20th, you 
don’t need any water per day, & are immune to thirst penalties. 

Normal: You must ingest a minimum of two gallons of 
water a day or suffer a cumulative -1 Constitution penalty. A full 
day of rest with complete hydration is necessary to eliminate this 
penalty. 

Special: Non-lizardfolk can take this feat without 
needing to take the Endurance feat as a prerequisite. Desert 
centaurs can take this feat without needing the minimum 
Constitution as a prerequisite. Pahari cannot take this feat at all, 
even if they meet the other prerequisites. 
 
Tough Hide [Racial] 
 Your scaly skin has become thicker than most of your 
kind, a condition known as Haura el-Jhoon in Alhaggi. 

Prerequisites: Lizardfolk. 
Benefit: You gain a +1 natural armor bonus, +1 for 

every 5 class levels that you have. This stacks with +2 natural 
armor bonus that you normally possess. 
 
Wild Claws [Racial] 
 You are an atavist, a throwback to a bygone era, known 
as a Khirza el-Hagh in Alhaggi. During your rages, you can slash 
opponents with your vicious claws. 

Prerequisites: Strength 13+, Lizardfolk, Rage ability. 
Benefit: When you use your rage ability, you gain 2 

claw attacks as natural weapons. These attacks deal 1d4 points of 
slashing damage (which scale normally with size), plus your 
Strength bonus. This increases by +1d4 for every 5 class levels that 
you have. Also, your rages last 1 round longer than normal, if you 
so wish. 

Special: This feat may only be taken at 1st level.
 

Style Feats 
Representing diverse combat styles, these feats allow 

the practitioner to develop her skills in a particular field as her 
overall combat prowess improves. Though study of multiple styles 
is certainly possible, it often results in taking longer to develop 
equivalent aptitudes. Refer to Table 6-1: Style Feats to see which 
feat caters to which fighting style. 
 

Each Style feat teaches a particular combat skill, with 
additional skills learned as the possessor increases her base attack 
bonus. When you initially take a style feat, you gain only the first 
technique; as your BAB increases beyond the minimum, you 
unlock more techniques from that feat. For instance, if an 8th-level 
fighter chose Bulwark Warrior as his bonus feat, he would gain the 
Covering Shield technique right away, but would not gain the 
Shield Ward technique until he had increased his BAB by another 
+2. 
 
Table 6-1: Style Feats 

Feat Name Fighting Style 
Bulwark Warrior Weapon & Shield 
Crusading Zealot Smite 
Falcon-Wing Blade One-Handed Fighting 
Fighting Dirty Pragmatic Combat 
Hawk’s Talons Archery 
Imposing Fury Rage 
Rhino’s Wrath Heavy Melee Combat 
Serpent’s Daring Close-up Melee Combat 

Stalking Panther Ranger Combat 
Swashbuckler Swashbuckling 
Tempest Assault Two-Weapon Fighting 
Unarmed Mastery Unarmed Combat 
Zephyr’s Dance Throwing Weapon Combat 

 
Bulwark Warrior [Style] 

You are practiced in using a shield in melee combat. 
Prerequisites: BAB +3, Strength 13+, Shield 
Proficiency. 
Benefits: You gain the following techniques based on 
your base attack bonus while holding a shield (bucklers 
do not confer any of these benefits, nor do animated 
shields): 

• Covering Shield (minimum BAB): As an 
immediate action, you may grant an adjacent 
ally a cover bonus to AC equivalent to the 
bonus of your held shield until your next 
turn. This bonus is lost if either you or your 
ally moves out of position. If you use this 
ability on an ally who already has cover, that 
ally gains total cover. 

• Shield Ward (+2 BAB): Whenever you 
would not be denied your Dex bonus to AC, 
you may apply your shield bonus from a 
held shield to your touch AC. 
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• Staggering Ram (+2 BAB): Once per round 
on a successful shield bash attack, the foe 
becomes staggered for one round (as though 
having taken nonlethal damage equivalent to 
its current HP) & you may immediately 
make an attack of opportunity against that 
foe. 

• Ray Screen (+2 BAB): Whenever you 
would not be denied your Dex bonus to AC, 
you may block a ray effect that targets you 
with a shield you are currently holding as an 
immediate action, dissipating the effect 
rather than having it affect your shield. 

Special: A fighter may select Bulwark Warrior as one 
of his fighter bonus feats. 
 
Crusading Zealot [Style] 

Oath-sworn to a higher purpose, you channel your faith 
to strike against the enemies of your cause & beliefs. 

Prerequisites: BAB +3, Wisdom 13+, must not be 
True Neutral. 

Benefits: You gain the following techniques based on 
your base attack bonus: 

• Smite Foe (minimum BAB): When you first 
attain this ability, choose an alignment 
component opposed to your own (Law vs. 
Chaos or Evil vs. Good). You gain the 
ability to smite creatures of that alignment 
once per day, as a paladin smites evil 
creatures. Use your character level in place 
of any specific class levels for any smite 
attack you make (including smite attacks 
from other sources). If you already possess a 
smite ability, you may choose a different 
alignment to smite or the same one, 
provided the alignment you choose for this 
feat is opposed to your own. At base attack 
bonus +7, +11, +15, & +19, increase your 
smites per day from this feat by one. 

• Ranged Smite (+1 BAB): You may make 
smite attempts using a normal ranged attack. 
This applies to any smite ability you 
possess. 

• Vehement Strike (+1 BAB): When making 
a smite attempt, treat the attack as though 
made with a weapon of your alignment for 
the purpose of overcoming damage 
reduction. This applies to any smite ability 
you possess. 

• Purging Smite (+1 BAB): As a swift action, 
you may add a dispelling effect to your 
smite. If this smite strikes a valid target who 
is the subject of one or more spells, you may 
make a dispel check (1d20 + your character 
level + your Charisma modifier) against the 
spell with the highest caster level. If that 
check fails, you make dispel checks against 
progressively weaker spells until you dispel 
one spell or until you fail all your checks. 
The creature’s magic items are not affected. 
As a full-round action, you may instead 
expend a smite attempt to make a dispel 
check (as above) to remove a spell currently 
affecting the creature you touch. 

• Radiant Wrath (+1 BAB): As a standard 
action, you may expend a smite attempt to 
deal 1d4 points of damage per character 

level to all valid targets of the expended 
smite within 30’. Such creatures are also 
dazzled for 1 round. 

• Sealing Sanction (+1 BAB): As a swift 
action, you may add a sealing effect to your 
smite. If this smite strikes a valid target who 
possesses any supernatural (Su) attacks &/or 
qualities, you may temporarily seal one such 
ability of which you are aware (Knowledge 
check or in-battle observation is sufficient) 
for a number of rounds equal to your 
Charisma bonus (if any) plus 1. Sealed 
supernatural properties are affected as 
though within an antimagic field. The victim 
of such a sealing is not immediately aware 
unless it would be obvious (supernatural 
levitation failing) until it makes an attempt 
to employ such an ability. 

• Smite Heretic (+1 BAB): As a swift action, 
you may add a dogmatic punishment to your 
smite. If this smite strikes a valid target, that 
target takes 1d4 points of temporary 
Wisdom damage. If the target is actively 
antithetical to your cause or ideal (a priest of 
an enemy religion, a captain in an enemy 
army, etc.) then this smite deals an 
additional point of Wisdom damage. 

Special: A fighter may select Crusading Zealot as one 
of his fighter bonus feats. 
 
Falcon-Wing Blade [Style] 

With nothing in your off-hand, you become a swift, 
aggressive, & deadly adversary. 

Prerequisites: BAB +3, Dexterity 13+, Combat 
Reflexes. 

Benefits: You gain the following techniques based on 
your base attack bonus, but only while wielding a light or one-
handed weapon & carrying nothing in your off-hand: 

• Lunging Strike (minimum BAB): When 
making a standard attack or an attack of 
opportunity, you may increase your reach by 
5’ for that attack. This does not increase 
your threat range. 

• Fend (+1 BAB): As an immediate action, 
you can fend off a foe you threaten. That foe 
may immediately take its 5’ step for the 
round (provided it has not yet moved; taking 
a 5’ step prevents the foe from moving on its 
turn this round). If it does not, then it cannot 
take a 5’ step this round & you get a +2 
bonus on attack & damage rolls against that 
foe until the end of your next turn. 

• Razor Edge (+1 BAB): You may substitute 
your Dex modifier for your Strength 
modifier when determining damage with 
any weapon subject to Weapon Finesse (e.g. 
light weapons, whip, rapier, etc.). You do 
not need to possess the Weapon Finesse feat 
to gain this ability. 

• Skewer (+1 BAB): As a standard action, 
you may make a touch attack against an 
adjacent foe with your free hand. If you hit, 
make an opposed grapple check as a free 
action. If you succeed on this check, you 
bring your weapon to bear on your foe, 
hitting automatically & nauseating the foe 
for 1 round unless it succeeds on a Fortitude 
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save (DC10 + damage dealt). You do not 
actually enter into a grapple, & creatures 
under the effects of freedom of 
movement must still make opposed grapple 
checks against a skewer attack, though 
incorporeal creatures remain immune. 

• Savvy Opportunist (+1 BAB): Whenever a 
foe misses you with a melee attack, you may 
make an attack of opportunity against that 
foe. This does not apply to attacks of 
opportunity made against you. 

Special: A fighter may select Falcon-Wing Blade as 
one of his fighter bonus feats. 
 
Fighting Dirty [Style] 

You fight with efficiency & wicked pragmatism, taking 
any advantage, no matter how crude or dishonorable. 
Prerequisites: BAB +3, Intelligence 13+, Combat Reflexes, must 
not be Lawful Good. 
Benefits: You gain the following techniques based on your base 
attack bonus, but only when wielding a light or one-handed melee 
weapon: 
 Sneak Attack (minimum BAB): You deal 1d6 points 
of sneak attack damage, as a rogue. This stacks with precision 
damage from other sources. 
 Hindering Blow (+1 BAB): Whenever you would deal 
sneak attack damage, you may subtract one die of sneak attack 
damage to reduce the target’s movement speeds by 10’ until the 
start of your next turn. You may hinder a target in this fashion once 
per leg the target has. 
 Low Blow (+1 BAB): As a swift action, you may take a 
-2 penalty to your attack roll to make a low blow with your next 
attack. If it hits, the target is sickened for one round. 
 Blinding Attack (+1 BAB): As a swift action, you may 
take a -4 penalty to your attack roll to add a blinding effect to your 
next attack. If it hits, the target is blinded for one round. You 
cannot blind a creature without eyes, or which is two or more size 
categories larger than you. 
 Concussion (+1 BAB): As a swift action, you may take 
a -6 penalty to your attack roll to add a blinding effect to your next 
attack. If it hits, the target receives a 1d6 penalty to Intelligence, 
Wisdom, & Charisma for one minute. You cannot concuss a 
creature without a head, without an organic brain, or which is two 
or more size categories larger than you. 
 Death Attack (+1 BAB): You gain the death attack of 
an assassin, using half your total character level in place of the 
assassin’s class levels. If you already have access to this ability 
from another source, you may increase the DC of your death 
attacks by +2. 
 Scorpion’s Eye (+1 BAB): You are now considered 
flanking a foe as long as you & an ally are adjacent to that foe, 
even if you are not opposite one another. Also, you deal an 
additional 1d6 points of sneak attack damage. 

Special: A fighter may select Fighting Dirty as one of 
his fighter bonus feats. 
 
Hawk’s Talons [Style] 

You are a master of the deadly arts of archery, sending 
your arrows flying like hawks seeking prey. 

Prerequisites BAB +3, Dexterity 13+, Point Blank 
Shot. 

Benefits You gain the following techniques based on 
your base attack bonus while wielding a bow: 

 Power Shot (minimum BAB): 
On your action, before making attack rolls 
for a round, you may choose to subtract a 
number from all ranged attack rolls & add 
the same number to all ranged damage rolls. 

This number may not exceed your base 
attack bonus. The penalty on attacks & 
bonus on damage apply until your next turn. 
 Encumbering Shot (+1 BAB): 
As a swift action, you may change your next 
ranged attack into an encumbering shot. 
This shot takes a -2 penalty to attack & a -4 
penalty to damage; if it hits, the arrow 
lodges in the foe, imposing a cumulative -1 
penalty to attack rolls, damage rolls, skill 
checks, & saving throws. Up to three such 
arrows can be removed as a move action, 
but doing so deals 1d6 points of damage per 
arrow removed. A DC20 Heal check can 
extract an arrow without dealing additional 
damage. 
 Snatching Talons (+1 BAB): 
You may make disarm attempts with your 
ranged attacks. Double range penalties when 
making a ranged disarm attempt. 
 Called Shot (+1 BAB): As a 
swift action, you may make a called shot 
with your next ranged attack. That attack is 
made at a -4 penalty; if it hits, you may have 
it deal 2 points of damage to the foe’s 
Strength, Dexterity, or Constitution score in 
addition to the damage dealt by the attack. 
Creatures immune to precision damage are 
unaffected by the ability damage. 
 Rending Talons (+1 BAB): As a 
standard action, you may fire a single arrow. 
This attack bypasses any applicable damage 
reduction. If it hits, you may reduce the 
target’s armor bonus (or natural armor 
bonus), if any, by 4 points for 1d4+1 rounds 
(minimum 0). Though the reduction from 
this ability does not stack, a creature with 
both armor & natural armor can be affected 
twice. 
 Raptor’s Clutch (+2 BAB): You 
can perform a ranged grapple attempt 
against an opponent by pinning it partially to 
a nearby surface. The target must be within 
5’ of a wall, tree, or other surface in which a 
projectile can be stuck. You must succeed 
on a ranged attack (not a ranged touch 
attack) & then win an opposed grapple 
check (your size modifier & the target's size 
modifiers still apply). To break free, the 
victim must make a DC15 Strength check or 
a DC15 Escape Artist check as a standard 
action. If no adequate surface is nearby, you 
may attempt to pin the foe to the ground 
instead (provided it is in contact with the 
ground), but your grapple check is made at a 
-8 penalty. When using this ability, you gain 
no benefit from the Improved Grapple feat. 

Special: A fighter may select Hawk’s Talons as one of 
his fighter bonus feats. 
 
Imposing Rage [Style] 

You can unleash or focus your anger, drawing strength 
& vigor from your fury. 

Prerequisites: BAB +3, Strength 13+, Constitution 
13+. 

Benefits: You gain the following techniques based on 
your base attack bonus, which you cannot access while exhausted: 
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• Rage (minimum BAB): You gain the ability 
to rage as a barbarian, once per day. You 
gain a second daily use of rage when you 
have 8 or more HD, a third when you have 
13 or more HD, & a fourth when you have 
18 or more HD. These stack with rage uses 
from other sources. 

• Focused Drive (+1 BAB): As a swift action, 
you may expend a use of rage to give 
yourself a morale bonus to Strength equal to 
half your base attack bonus, rounded down. 
This bonus lasts for one minute & stacks 
with the Strength bonus from rage. 

• Unquenchable Anger (+1 BAB): As a full-
round action, you may regain one expended 
use of rage. Doing so deals 2 points of 
temporary damage to your Intelligence, 
Wisdom, & Charisma; this damage is 
recovered with eight hours of rest & cannot 
be healed in any other fashion. You may use 
this ability a number of times per day equal 
to your total rage uses per day. 

• Fast Healing (+1 BAB): While in your 
rage, you gain Fast Healing 3. This stacks 
with Fast Healing gained from other 
sources. 

• Wrath (+1 BAB): While in your rage, you 
get a +4 morale bonus on attack & damage 
rolls against any foe who dealt damage to 
you in the preceding round. 

• Furious Resolve (+1 BAB): As a standard 
action, you may expend a use of rage to 
purge yourself of any number of the 
following conditions: blinded, confused, 
dazzled, deafened, entangled, exhausted, 
fatigued, paralyzed, shaken, &/or sickened. 

• Implacable Rage (+1 BAB): Once per rage 
as an immediate action, you can choose to 
delay the effect of a single attack, spell, or 
ability used against you. The damage or 
effect does not take hold until the end of 
your next turn. If some effect causes your 
rage to end before this time, the delayed 
damage or effect takes hold immediately. 

Special: A fighter may select Imposing Rage as one of 
his fighter bonus feats. 
 
Rhino’s Wrath [Style] 

You can channel your strength like the charging rhino, 
bringing it all to bear in one swift crushing blow. 

Prerequisites: BAB +3, Strength 15+, Power Attack. 
Benefits: You gain the following techniques based on 

your base attack bonus, but only while wielding a one-handed or 
two-handed melee weapon: 

• Defensive Breach (minimum BAB): Once 
per round as a swift action, you may add a 
defensive breach to your next melee attack. 
If this attack hits & you deal damage 
sufficient to bypass the target’s damage 
reduction, you may reduce its damage 
reduction by the damage dealt (to a 
minimum of DR 0) until the start of your 
next turn. You must declare a Defensive 
Breach prior to making your attack roll. 

• Smash (+2 BAB): When making an attack 
against an object, reduce its hardness by 

your base attack bonus before calculating 
damage. 

• Crippling Blow (+2 BAB): Once per round 
as a swift action, you may add a crippling 
blow to your next melee attack. If this hit 
lands, the target's movement speeds are 
halved (rounded up to the nearest 5’ 
increment) for a number of rounds equal to 
your Strength bonus (minimum 1). You 
must declare a Crippling Blow prior to 
making your attack roll. 

• Sweep (+2 BAB): Once per round as a swift 
action, you may change your next melee 
attack into a sweep. Designate three 
contiguous squares that you threaten with a 
melee weapon & make a single attack roll at 
your highest base attack bonus. Occupants 
of those squares who would be hit by that 
attack roll take damage as though hit by the 
attack. A creature occupying more than one 
of those squares receives the attack in each 
square it occupies. 

Special: A fighter may select Rhino’s Wrath as one of 
his fighter bonus feats. 
 
Serpent’s Daring [Style] 
 You boldly engage your foes in close quarters, 
triumphing through confidence & sheer audacity. 

Prerequisites: BAB +3, Dexterity 13+, Lightning 
Reflexes. 

Benefits: You gain the following techniques based on 
your base attack bonus, but only while wielding a light or one-
handed melee weapon: 

• Cobra’s Bite (minimum BAB): You gain 
the sneak attack ability of a rogue, dealing 
an additional 1d6 points of damage on a 
successful sneak attack. This damage stacks 
with precision damage from other sources. 

• Close Quarters (+1 BAB): Melee attacks 
against you made with a one-handed weapon 
are made at a -2 penalty to attack & damage 
rolls. Melee attacks against you made with a 
two-handed weapon are made at a -4 penalty 
to attack & damage rolls. 

• Light Weapon Mastery (+1 BAB): When 
wielding light weapons, increase their 
damage die by one step (1d4, 1d6, 1d8, 2d6, 
etc.). 

• Melee Superiority (+1 BAB): You get a +2 
bonus on all disarm, feint, grapple & trip 
checks, including opposed checks against 
such combat maneuvers. If you have the 
Improved Disarm, Improved Feint, 
Improved Grapple or Improved Trip feat(s), 
your bonus for the appropriate combat 
maneuver increases by 2. 

• Shank (+1 BAB): As a standard action, you 
may make a touch attack against an adjacent 
foe with your free hand. If you hit, make an 
opposed grapple check as a free action. If 
you succeed on this check, you bring your 
weapon to bear on your foe, hitting 
automatically & dealing damage as though 
your foe was flat-footed. You do not 
actually enter into a grapple, & creatures 
under the effects of freedom of movement 
must still make opposed grapple checks 
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against a shank attack, though incorporeal 
creatures remain immune. 

• Battle Mastery (+2 BAB): Creatures that 
use a move action to enter the area you 
threaten provoke an attack of opportunity 
from you. Creatures that move out of the 
area you threaten provoke an attack of 
opportunity from you even if they make a 
five-foot step. 

Special: A fighter may select Serpent’s Daring as one 
of his fighter bonus feats. 
 
Stalking Panther [Style] 

You are a relentless predator driven by instinct & 
hatred towards your foe. 

Prerequisites: BAB +3, Wisdom 13+, Track. 
Benefits: You gain the following techniques based on 

your base attack bonus: 
• Cunning Tracker (minimum BAB): When 

you successfully track a creature, you may 
apply your Wisdom bonus to your initiative 
roll should you encounter that creature 
within the next hour. If the creature is one of 
your favored enemies, you & your party 
gain a +1 bonus to your initiative rolls in 
such an encounter. 

• Favored Enemy (+1 BAB): You select a 
favored enemy, as a ranger. This stacks with 
favored enemies from other sources. 

• Predatory Scouting (+1 BAB): If you can 
spend one minute uninterrupted observing a 
creature, you may designate that creature as 
a favored enemy in place of one of your 
current favored enemies for a one hour 
duration. You may use this ability any 
number of times per day, but you may make 
this exchange with only one of your current 
favored enemy selections at a time. 

• Harass (+1 BAB): Each round that you 
make at least one attack against a foe, you 
gain a +1 bonus to attack & damage rolls 
against that enemy, as well as a +1 dodge 
bonus against that enemy’s attacks & a +1 
competence bonus to saving throws against 
effects generated by that enemy. These 
bonuses are cumulative to a maximum of +5 
on the 5th & subsequent rounds for as long 
as you continue making attacks against that 
same enemy. Double these bonuses when 
making attacks against a favored enemy. 

• Skirmish (+1 BAB): On any round in which 
you move 10’ or more, your melee attacks 
deal an additional 2d6 points of damage. 
Attacks made against a favored enemy deal 
a further 1d6 points of damage per bonus 
point they would normally receive (so if you 
would normally deal 2 points of additional 
damage against a favored enemy, you 
instead deal 2d6 points of additional damage 
if you have moved 10’ or more this round, 
as well as the 2d6 points of damage this feat 
already provides, for a total of 4d6 points of 
additional damage). 

• Death Attack (+1 BAB): You gain the 
death attack of an assassin, using half your 
total character level in place of the 
assassin’s class levels. If you already have 

access to this ability from another source, 
you may increase the DC of your death 
attacks by 2. 

• Dedicated Hatred (+1 BAB): When 
making attacks against a favored enemy, the 
critical threat range of your weapon is 
doubled (even if already doubled by 
Improved Critical, the keen edge spell or the 
keen weapon property). When making 
attacks against a favored enemy immune to 
critical hits, instead that enemy becomes 
vulnerable to critical hits as well as 
precision damage (such as sneak attack 
damage), though it only takes half of any 
precision damage (rounded down) that you 
would deal it. 

Special: A fighter may select Stalking Panther as one 
of his fighter bonus feats. A ranger may gain Stalking Panther in 
place of Endurance at 3rd level. 
 
Swashbuckler [Style] 

Trusting to your wits, your weapon & perhaps the 
protection of a buckler, you rush artfully into the fray. 

Prerequisites: BAB +3, Dexterity 13+, Weapon 
Finesse. 

Benefits: You gain the following techniques based on 
your base attack bonus, but only while wielding a light or one-
handed weapon & carrying nothing in your off-hand (though you 
may have a buckler at no penalty if you wish): 

• Rapid Strike (minimum BAB): You can get 
one extra attack per round with a melee 
weapon. The attack is at your highest base 
attack bonus, but each attack you make in 
that round (the extra one & the normal ones) 
takes a -2 penalty. You must use the full 
attack action to use this ability. 

• Close Pursuit (+2 BAB): When a foe you 
threaten takes a 5’ step, you may move 5’ 
towards that foe as an immediate action. 
This does not count as your own 5’ step for 
the round. 

• Swirling Blade (+1 BAB): When making a 
standard attack, you can attack a second 
time with the same weapon with a -5 penalty 
to the attack roll. 

• Backflip (+1 BAB): As a move action, you 
may move up to half your speed (rounded 
down to the nearest 5’ increment) in a 
straight line in any direction other than 
toward an adjacent foe. The square you start 
out in is not considered threatened by any 
opponent you can see, & therefore visible 
enemies do not get attacks of opportunity 
against you when you move from that 
square. You still provoke attacks of 
opportunity from any foes that have total 
concealment from you. 

• Acrobatic Assault (+2 BAB): You flip 
yourself over & around a foe as a move 
action, moving to a point that from your 
original position would have been flanking 
that foe. You may choose to perform the 
assault as a standard action instead, in which 
case you may make a single attack against 
the enemy during the flip. For this attack, 
you are considered to be flanking your 
target. You must be adjacent to a foe to 
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perform an acrobatic assault, & you must 
land in an unoccupied square also adjacent 
to the foe. If there is no square available, 
you cannot perform an acrobatic assault. 

Special: A fighter may select Swashbuckler as one of 
his fighter bonus feats. 
 
Tempest Assault [Style] 

Your right hand & your left work in tandem, each 
weapon working in concert to deliver a furious assault. 

Prerequisites: BAB +3, Dexterity 15+, Two-Weapon 
Fighting. 

Benefits: You gain the following techniques based on 
your base attack bonus while wielding two weapons (or a double 
weapon): 

• Paired Attack (minimum BAB): As a 
standard action, you may make an attack 
with two held weapons against a single foe. 

• Storm’s Strikes (+1 BAB): You may add 
your Dexterity bonus to damage when 
attacking with two melee weapons (or both 
sides of a double weapon). 

• Twin Lightning (+1 BAB): When making 
an attack of opportunity, you may attack 
with two held weapons instead of one. 

• Chorus of the Gale (+1 BAB): When 
wielding two weapons of different types (a 
long sword & a mace, a long sword & a 
scimitar etc.), each weapon receives the 
bonuses from Weapon Focus, Weapon 
Specialization, Greater Weapon Focus, & 
Greater Weapon Specialization as if it were 
also the other weapon (if you hold such feats 
for both weapon types, each weapon 
receives double bonuses). 

• Ruinous Thunder (+1 BAB): If you 
successfully strike a foe with your main 
weapon & your offhand weapon in the same 
round, you may deal rend damage equal to 
one & a half times your Strength bonus (if 
any), plus additional rend damage based on 
how many successful attacks you have 
managed against that foe this round, as per 
the following table: 

 
Table 6-2: Ruinous Thunder Damage 

Attacks  Bonus Damage  
2 6d6 
3 9d6 
4 12d6 
5 15d6 
6 18d6 
7+ 24d6 

 
This damage is treated as though dealt by 
your offhand weapon. If you are capable of 
dealing precision damage (via Sneak Attack 
or similar abilities), you must choose 
between dealing your precision damage or 
dealing your rend damage. You cannot deal 
both types of damage via the same attacks. 
If you are attacking more than one foe, you 
may make decisions regarding precision & 
red damage separately for each foe, & count 
attacks for rend damage separately for each 
foe (i.e. if you make three attacks against a 
blue dragon & two against its druid ally, you 

deal 9d6 points of additional rend damage to 
the dragon & 6d6 points of additional 
damage to the druid). 

• Elusive Spin (+2 BAB): As an immediate 
action, you may spin away from an 
oncoming attack or effect, shifting your 
position by 5’. This movement does not 
provoke attacks of opportunity. 

Special: A fighter may select Tempest Assault as one 
of his fighter bonus feats. A ranger who has selected the Two-
Weapon Combat style may receive Tempest Assault in lieu of 
Improved Two-Weapon Fighting at 6th level; should the ranger 
already possess Tempest Assault, he may instead select any other 
feat for which he has the prerequisites. 
 
Unarmed Mastery [Style] 

You are an expert of unarmed combat, developing skills 
from an ancient tradition to evolve a new style that is uniquely 
your own. 

Prerequisites: BAB +3, Wisdom 13+, Improved 
Unarmed Strike. 

Benefits: You gain the following techniques based on 
your base attack bonus, but only while fighting unarmed: 

• Steel Strike (minimum BAB): Increase the 
damage of your unarmed strike by two steps 
(1d3, 1d4, 1d6, 1d8, 1d10, 2d6, 2d8, 2d10, 
etc.) & add 1½ times your Strength modifier 
to the damage of your unarmed strike 
(minimum 0). If you have levels as a monk, 
instead treat your unarmed strike damage as 
one step higher. 

• Strike Shaping (+2 BAB): As a free action, 
you may change the type of damage your 
unarmed strike deals between bludgeoning, 
piercing, & slashing. Any given unarmed 
strike can only deal one type of damage. 

• Improved Grab (+2 BAB): When you hit a 
creature of up to one size larger than 
yourself with your unarmed strike, you can 
attempt to start a grapple as a free action 
without provoking an attack of opportunity. 

Special: A fighter may select Unarmed Mastery as one 
of his fighter bonus feats. A monk may select Unarmed Mastery as 
a bonus feat at 2nd level even if she does not meet the prerequisites. 
 
Zephyr Dance [Style] 

You have made an art of fighting with weapons that can 
be both guided in melee & thrown, making you a deadly whirlwind 
at any distance. 

Prerequisites: BAB +3, Dexterity 13+, Quick Draw. 
Benefits: You gain the following techniques based on 

your base attack bonus while wielding throwing weapons: 
 Whipping Winds (minimum BAB): You may use the 
better of your Strength or Dexterity modifier on attack & damage 
rolls made with a throwing weapon, whether as a melee or ranged 
attack. 
 Gale’s Guidance (+1 BAB): The range increment of 
your throwing weapons is increased by one-half. 
 Twinned Throw (+1 BAB): When making a ranged 
attack with a light throwing weapon, you may throw two of the 
same type. Each weapon thrown uses a different attack roll, & they 
may be directed at the same or different targets. 
 Sirocco Snap (+1 BAB): If you make a ranged attack 
with a throwing weapon while in melee, you do not provoke 
attacks of opportunity from those in melee with you. 
 Eye of the Storm (+1 BAB): While wielding a 
throwing weapon, you threaten any squares within its first ranged 
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increment, save those with soft cover from creatures in melee with 
you. 
 Strafing Zealot (+2 BAB): Whenever you make a 
ranged attack with a thrown weapon, you may immediately move 

5’. You may do this as many times as you have ranged attacks to 
make. 

Special: A fighter may select Zephyr Dance as one of 
his fighter bonus feats.
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4th Edition Feats (81) 
Heroic Tier Feats (50) 
 Adaptable Talents 
 Aquatic Lizardfolk Lifestyle 
 Blade Throw 
 Brilliant Rejuvenation 
 Caravan Traveler 
 Dark Strike 
 Desert Wind Hex 
 Destructive Mockery 
 Dire Shark Form 
 Divine Integration 
 Dvernin Acclimation 
 Energy Rebuke 
 Favored Enemy 
 Forest Lizardfolk Lifestyle 
 Furious Momentum 
 Gnoll Beast Mastery 
 Half-Efreet Weapon Training 
 Half-Ghul Beast Mastery 
 Heart of the Aazlai 
 Heart of the Dvernin 
 Heart of the Sabi 
 Heart of the Gnoll 
 Heart of the Human 
 Heart of the Kobold 
 Heart of the Lizardfolk 
 Heart of the Pahari 
 Heritage Fusion 
 Lizardfolk Weapon Training 
 Master Magician 
 Mortal Sorcery 
 Pack Diplomacy 
 Paired Swamp Hunters 
 Perceptive 
 Prehensile Tail 
 Quick Step 
 Rallying Cacophony 
 Reckless Attack 
 Reckless Shifter 
 Reserve Infusion 
 Resilience Conditioning 
 Resilient Spirit 

 Signature Weapon 
 Skill Versatility 
 Soul Theft 
 Tactical Insight 
 Tall Tale to Tell 
 Tinkerer 
 Versatile Protection 
 Warding Tail 
 Whirlwind Retreat 
Paragon Tier Feats (26) 
 Adimas’ Bite 
 Advanced Utility 
 Additional Implement Mastery 
 Badger’s Ferocity 
 Crab’s Pincers 
 Covert Arcana 
 Finisher 
 Group Focus 
 Guardian Aura 
 Improved Prehensile Tail 
 Insightful Attack 
 Lion’s Leap 
 Owl’s Guard 
 Panther’s Ambush 
 Pashati’s Flow 
 Piercing Shot 
 Pin Down 
 Rhino’s Charge 
 Roots of Umaj 
 Scorpion’s Sting 
 Spreading Dusk 
 Street Fighter 
 Umaj’s Fork 
 Unconventional Marksman 
 Voracious Lizard Form 
 Weave the Web 
Epic Tier Feats (5) 
 Aspect of Umaj 
 Impaling Shot 
 Master’s Energy Storage 
 Skilled Finisher 
 Undiluted Divinity 
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Heroic Tier Feats 
Adaptable Talents 
Prerequisites: Human. 
Benefit: Select two skills. You gain a +2 racial bonus to those two 
skills. 
 
Aquatic Lizardfolk Lifestyle 
Prerequisites: Lizardfolk, Aquatic Lifestyle racial feature. 
Benefit: You can hold your breath under water indefinitely. You 
gain a +2 feat bonus to saving throws against fire, ongoing damage 
& the restrained condition. 
Special: You cannot take this feat if you have taken Forest 
Lizardfolk Lifestyle feat. 
 
Blade Throw 
Prerequisites: Swordmage, Swordbond class feature. 
Benefit: The sword affected by your Swordbond class feature 
gains the heavy thrown property. If the weapon is one-handed, the 
range is 6/12, if it is a versatile weapon, the range is 5/10, & if it is 
a two-handed weapon, the range is 4/8. Weapons thrown in this 
manner return to your hand immediately. 
 
Brilliant Rejuvenation 
Prerequisites: Half-Marid. 
Benefit: When an enemy within 2 squares of you hits an ally with 
an attack, & that ally has temporary hit points from your Healing 
Rain racial power, the attacker takes 2 points of radiant damage. 
This increases to 4 points of radiant damage at level 11 & to 6 
points of radiant damage at level 21. 
 
Caravan Traveler 
Prerequisites: Gnoll, Trained in Nature, Insight or Diplomacy. 
Benefit: For the purposes of daily travel, increase your overland 
speed & that of all the allies in your group by 1. Add the higher of 
your Wisdom or Charisma modifiers to the DC required to track 
you & your group. 
You gain a +5 feat bonus to Nature checks made to find water & 
food in the desert.  
 
Dark Strike 
Prerequisites: Half-Ghul, Rogue, Dark before the Dawn racial 
power. 
Benefit: You can use Sneak Attack in conjunction with your Dark 
before the Dawn racial power. The target takes the Sneak Attack 
damage when you hit them with the initial attack. You must still 
have combat advantage against the target in order to use Sneak 
Attack. Using Sneak Attack in this way does not count as your use 
of Sneak Attack this round. 
 
Desert Wind Hex 
Prerequisites: Warlock, Warlock’s Curse class feature. 
Benefit: When you place your warlock’s curse on an enemy, you 
can slide that enemy 1 square. If you chose not to slide the enemy, 
you instead deal extra damage equal to your intelligence modifier 
against the target the next time you hit it with a warlock attack 
power. 
 
Destructive Mockery 
Prerequisites: Gnoll, Disheartening Cackle racial power. 
Benefit: You can choose to target one enemy in the burst of your 
Disheartening Cackle racial power, rather than all of them. If you 
do so, the penalty to the target’s next attack roll becomes 5 instead 
of 2. 
 
Dire Shark Form 
Prerequisites: Druid, Wild Shape class feature. 

Benefit: While you are in beast form & under water, you gain a +1 
bonus to attack rolls & a +4 bonus to damage rolls against 
bloodied targets. 
 
Divine Integration 
Prerequisites: Half-Ghul, Dark before the Dawn racial power, 
Channel Divinity class feature. 
Benefit: You can use Dark before the Dawn as a Channel Divinity 
power, allowing you to use it twice per encounter by expending 
your Channel Divinity. 
 
Dvernin Acclimation 
Prerequisites: Dvernin. 
Benefit: You gain resistance to cold equal to 5 + ½ your level. 
 
Energy Rebuke 
Prerequisites: Half-Ghul, Elemental Resistance. 
Benefit: When an enemy scores a critical hit on you, they take 
damage equal to your Elemental Resistance value, & of the same 
type. 
 
Favored Enemy 
Prerequisites: Ranger, Hunter’s Quarry class feature. 
Benefit: Select one monster subtype or humanoid race. When you 
deal Hunter’s Quarry damage to a creature of that subtype or race, 
you deal an additional 3 damage per die of hunter’s quarry 
damage. 
Special: You can take this feat more than once. Each time you take 
this feat, select a new subtype or humanoid race. This feat also 
applies to that choice. 
 
Forest Lizardfolk Lifestyle 
Prerequisites: Lizardfolk, Reptilian Heritage racial feature. 
Benefit: You gain a +2 bonus to all defenses against attacks with 
the Poison, Disease or Cold keywords. You also add your wisdom 
modifier as a bonus to endurance checks against the effects of 
disease. 
Special: You cannot take this feat if you have taken the Aquatic 
Lizardfolk Lifestyle feat. 
 
Furious Momentum 
Prerequisites: Barbarian, at least one Rage power. 
Benefit: While you are raging, effects that would normally slow 
you do not slow you, effects that would immobilize you instead 
slow you & effects that would restrained you instead immobilize 
you. In addition, you gain a +5 bonus to checks made to escape 
grabs while raging. 
 
Gnoll Beast Mastery 
Prerequisites: Gnoll, Ranger, Beast Mastery class feature, Pack 
Hunter racial feature. 
Benefit: If your beast companion is a cat or wolf, they gain your 
Pack Hunter feature. You count as an ally for your beast 
companion, & vice-versa, for the purposes of Pack Hunter 
bonuses. 
 
Half-Efreet Weapon Training 
Prerequisites: Half-Efreet. 
Benefit: You gain proficiency & a +2 feat bonus to damage rolls 
with all heavy blades. 
 
Half-Ghul Beast Mastery 
Prerequisites: Half-Ghul, Ranger, Beast mastery class feature. 
Benefit: Your beast companion gains your Elemental resistance & 
the Shadow Origin. 
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Heart of the Aazlai 
Prerequisites: Half-Ghul or Half-Genie, Aazlai. 
Benefit: You gain the Feral Roar racial power. In a given 
encounter, you can use either Feral Roar or the encounter power 
granted to you by your race. If you are a Half-Jann, as you do not 
have a racial encounter power, you do not have any such 
limitation. 
 
Heart of the Dvernin 
Prerequisites: Half-Ghul or Half-Genie, Dvernin. 
Benefit: You gain the Dvernin Resilience racial feature. In a given 
encounter, you can use either Dvernin Resilience or the encounter 
power granted to you by your race. If you are a Half-Jann, as you 
do not have a racial encounter power, you do not have any such 
limitation. 
 
Heart of the Sabi 
Prerequisites: Half-Ghul or Half-Genie, Sabi. 
Benefit: Choose an elemental manifestation. You gain the racial 
encounter power associated with that manifestation. In a given 
encounter, you can use either your Sabi racial power or the 
encounter power granted to you by your race. If you are a Half-
Jann, as you do not have a racial encounter power, you do not have 
any such limitation. 
 
Heart of the Gnoll 
Prerequisites: Half-Ghul or Half-Genie, Gnoll. 
Benefit: You gain the Disheartening Cackle racial power. In a 
given encounter, you can use either Disheartening Cackle or the 
encounter power granted to you by your race. If you are a Half-
Jann, as you do not have a racial encounter power, you do not have 
any such limitation. 
 
Heart of the Human 
Prerequisites: Half-Ghul or Half-Genie, Human. 
Benefit: You gain a +1 racial bonus to your Fortitude, Reflex & 
Will defenses. 
 
Heart of the Kobold 
Prerequisites: Half-Ghul or Half-Genie, Kobold. 
Benefit: You gain the Tactical Knowledge racial power. In a given 
encounter, you can use either Tactical Knowledge or the encounter 
power granted to you by your race. If you are a Half-Jann, as you 
do not have a racial encounter power, you do not have any such 
limitation. 
 
Heart of the Lizardfolk 
Prerequisites: Half-Ghul or Half-Genie, Lizardfolk. 
Benefit: You gain the The Hunt Begins racial power. In a given 
encounter, you can use either The Hunt Begins or the encounter 
power granted to you by your race. If you are a Half-Jann, as you 
do not have a racial encounter power, you do not have any such 
limitation. 
 
Heart of the Pahari 
Prerequisites: Half-Ghul or Half-Genie, Pahari. 
Benefit: You gain the Tail Slam racial power. In a given 
encounter, you can use either Tail Slam or the encounter power 
granted to you by your race. If you are a Half-Jann, as you do not 
have a racial encounter power, you do not have any such 
limitation. 
 
Heritage Fusion 
Prerequisites: Half-Ghul, Sorcerer, Cha 15, Spell Source class 
feature, Energy Resistance racial feature. 
Benefit: When you score a critical hit with a Sorcerer power, you 
deal additional damage equal to your resistance to any type of 
damage you deal as part of the attack. For example, a Sorcerer with 

resist 12 cold that scores a critical hit with Dragonfrost would deal 
an additional 12 points of damage. 
 
Lizardfolk Weapon Training 
Prerequisites: Lizardfolk. 
Benefit: You gain proficiency & a +2 feat bonus to damage with 
all spears & one-handed axes. 
 
Master Magician 
Prerequisites: Wizard, Cantrips. 
Benefit: You gain the arcane subtlety, ghost image, & dancing 
lights wizard powers. In addition, your ghost sound & 
prestidigitation cantrips can be cast as a minor action. 
 
Arcane Subtlety 
“Lightning bolt? What lightning bolt?” 
At-Will * Arcane, Implement 
Free Action - Personal 
Trigger: You make an attack with the arcane keyword. 
Effect: Make an attack against each enemy that witnessed the 
attack, but was not targeted by it. 
Attack: Intelligence vs. Will. 
Hit: The target does not see the attack, & its mind composes a 
rational explanation for what happened. If the target has an 
Intelligence score of 5 or less, then it is unaffected by this power. 
If the power has an effect that lasts beyond the end of your current 
turn, the target notices it after the end of your current turn. 
 
Ghost Image 
“I swear! The Wizard went that way!” 
At-Will * Arcane, Illusion 
Minor Action - Ranged 10 
Target: One unoccupied square within range. 
Effect: You cause an illusory figure to appear in the square. It can 
move up to six squares, & then it vanishes around a corner, into a 
shadow, or down a dark hall. The illusion can be a specific person, 
or of a specific Medium race. It can also be a Medium animal or 
monster. 
 
Dancing Lights 
“How beautiful, these little lights…” 
At-Will * Arcane, Conjuration 
Minor Action - Ranged 10 
Target: Four unoccupied squares within range. 
Effect: You create a small sphere of colored light to appear in the 
square. It sheds bright light in its own square, & in all squares 
within 3 squares of it. Each light has a speed of fly 8 (hover). As a 
move action, you can move one light, or move all the lights 4 
squares. The lights last for 5 minutes. 
Special: You can only have one light or dancing lights cantrip 
active at one time. If you create another light or set of dancing 
lights, the previous cantrip winks out. 
 
Mortal Sorcery 
Prerequisites: Sorcerer. 
Benefit: When you use a sorcerer power, before making any attack 
rolls, you can chose to take 5 damage. If you do so, the power 
deals 5 points of additional damage on a hit, 3 if it hits more than 
one target. The damage increases to 7, 4 if there is more than one 
hit, at level 11 & to 9, 5 if there is more than one hit, at level 21. 
 
Pack Diplomacy 
Prerequisites: Gnoll, Pack Fighter racial feature. 
Benefit: Allies within 10 squares that can see & hear you gain a +1 
racial bonus to Diplomacy checks. 
 
Paired Swamp Hunters 
Prerequisites: Lizardfolk, Ranger, Beast Mastery class feature. 
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Benefit: If your beast companion is a snake or a lizard, it gains 
combat advantage against creatures in aquatic or foliage-based 
difficult terrain. 
 
Perceptive 
Prerequisites: Gnoll, Wisdom 13. 
Benefit: You gain a +2 bonus to your passive perception & passive 
insight, & a +2 feat bonus to Initiative. 
 
Prehensile Tail 
Prerequisites: Lizardfolk, Pahari, or Kobold. 
Benefit: You gain a +2 bonus to Athletics made to climb & jump 
& Acrobatics checks made to jump, climb or balance. 
 
Quick Step 
Prerequisites: Dexterity 13. 
Benefit: Once per encounter, as a minor action, you can shift two 
squares. You can take this action as your last action after a charge. 
 
Rallying Cacophony 
Prerequisites: Gnoll, Leader role, Disheartening Cackle racial 
power. 
Benefit: Allies in the burst of your Disheartening Cackle racial 
power gain a +2 power bonus to their next attack before the start of 
your next turn. 
 
Reckless Attack 
Prerequisites: Strength 15. 
Benefit: When making a melee attack, you can choose to take a -3 
penalty to all defenses until the end of your next turn to gain a +2 
bonus to the damage roll, +3 if you are wielding a two-handed 
weapon. If you use Reckless Attack on more than one attack in a 
single round, the penalties to your defenses stack. The damage 
bonus increases to 4, 6 for two-handed weapons at level 11 & to 6, 
9 for two-handed weapons at level 21. 
 
Reckless Shifter 
Prerequisites: Kobold, Careful Quicksteps racial feature. 
Benefit: You can move a number of squares equal to half your 
speed as a minor action. 
 
Reserve Infusion 
Prerequisites: Artificer, Healing Infusions class feature. 
Benefit: At the end of each extended rest, you prepare one 
additional healing infusion, which lasts until the end of your next 
extended rest. This infusion cannot be replenished during a short 
rest as usual, & once used is not replenished until the end of your 
next extended rest. At level 16, this feat confers a second 
additional infusion, with the same restrictions. 
 
Resilience Conditioning 
Prerequisites: Trained in Endurance 
Benefit: When you regain hit points, & you would regain hit 
points above your maximum hit point value, you gain temporary 
hit points equal to the number of hit points over maximum you 
would have regained. These temporary hit points stack with 
temporary hit points from any source, including from this feat. 
 
Resilient Spirit 
Prerequisites: Shaman, Spirit Companion. 
Benefit: Your spirit companion must take an additional 5 points of 
damage to be dismissed. 
 

Signature Weapon 
Prerequisites: Rogue, Sneak Attack class feature. 
Benefit: Select a one-handed melee weapon or bow in which you 
are proficient. You may use that one-handed melee weapon as a 
light blade for the purposes of sneak attack & rogue powers & 
rogue paragon path powers. If you select a bow, you can use that 
bow in place of a crossbow for sneak attack, rogue powers & rogue 
paragon path powers. 
 
Skill Versatility 
Prerequisites: Human. 
Benefit: You gain a +2 feat bonus to skills from your class skill 
list in which you are trained. 
 
Soul Theft 
Prerequisites: Rogue. 
Benefit: Once per encounter, when you score a critical hit on an 
enemy, make a thievery check opposed by your choice of the 
target’s Fortitude, Reflex, or Will defense. If the check exceeds the 
chosen defense, you regain one healing surge & the target cannot 
regain hit points (save ends). 
 
Tactical Insight 
Prerequisites: Intelligence 15, Trained in Insight. 
Benefit: You can use your Intelligence modifier in place of your 
Dexterity modifier when rolling initiative. You also gain a +2 feat 
bonus to initiative checks. 
 
Tall Tale to Tell 
Prerequisites: Bard, Trained in History, Arcana or Religion. 
Benefit: When you slip up, you can adeptly change the topic. 
When you fail o a bluff or diplomacy check, you can make a 
religion, history or arcana check & use the result of the second 
skill check in place of the first. Success on the second roll confers 
the same benefit as if the first roll had succeeded. 
 
Tinkerer 
Prerequisites: Intelligence 13, Kobold. 
Benefit: You gain a +2 bonus to Arcana, History, Perception & 
Thievery checks made to notice, find out about or disable a trap. 
You also gain a +2 bonus to all defenses against the attacks of 
traps. 
 
Versatile Protection 
Prerequisites: Half-Jann, Variable Resistance. 
Benefit: Once per encounter, as a minor action, you can change 
the type of resistance your variable resistance applies to. However, 
you retain your previous resistance until the end of your next turn, 
in addition to the new one. 
 
Warding Tail 
Prerequisites: Pahari, Tail Slam racial power. 
Benefit: You can expend your tail slam racial power to avoid 
provoking opportunity attacks until the end of your next turn, 
instead of using the power for its normal effect. 
 
Whirlwind Retreat 
Prerequisites: Half-Djinn. 
Benefit: When you take the run action, you can fly your speed 
instead of running your speed +2. You must end this movement on 
a solid surface, & you still take the other penalties associated with 
running when doing so.

Paragon Tier Feats 
Adimas’ Bite 
Prerequisites: Level 11, Paladin, Divine Challenge. 

Benefit: When you place your divine challenge on an enemy, you 
can teleport that enemy 5 squares to a squares adjacent to you. If 
the target cannot end the forced teleport adjacent to you, this feat 
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does not take effect. 
 
Advanced Utility 
Prerequisites: Level 11, Wizard, Spellbook class feature. 
Benefit: At the start of each day, you prepare all your known 
utilities. If you use a daily utility power, you cannot use daily or 
encounter utility powers of that level for the rest of the day. If you 
use an encounter utility power, you cannot use daily utility powers 
of that level for the rest of the day, & you cannot use encounter 
utility powers of that level for the remainder of the encounter. 
 
Additional Implement Mastery 
Prerequisites: Level 11, Wizard, Second Implement Mastery, 
Three of Dexterity, Constitution, Wisdom, or Charisma 13. 
Benefit: You gain an additional Arcane Implement Mastery class 
feature. 
Special: You can take this feat more than once. Each time you take 
it, choose an additional Arcane Implement Mastery class feature. 
 
Badger’s Ferocity 
Prerequisites: Level 11, Trained in Athletics. 
Benefit: While you are bloodied, your attacks deal an additional 
1d6 points of damage on a hit. Increase this to 2d6 points of 
damage at level 21. 
 
Crab’s Pincers 
Prerequisites: Level 11, Dexterity 13. 
Benefit: You can treat wall squares as allies for the purposes of 
flanking enemies. 
 
Covert Arcana 
Prerequisites: Level 11, Half-Genie, any Arcane class, 
Intelligence 15, Charisma 15. 
Benefit: You gain a bonus to Bluff checks equal to your 
Intelligence modifier & you gain a bonus to Arcana checks equal 
to your Charisma modifier. 
 
Finisher 
Prerequisites: Level 11. 
Benefit: Once per round, you can deal an additional 2d6 points of 
damage to a bloodied enemy with a melee basic attack. This 
damage increases to 3d6 at level 21. 
 
Group Focus 
Prerequisites: Level 11, Gnoll, Pack Hunter racial feature. 
Benefit: You can bestow the damage bonus granted by your Pack 
Hunter feature to an ally within 2 squares as a minor action. The 
bonus remains until the end of the encounter, or until you designate 
another ally for the bonus. 
 
Guardian Aura 
Prerequisites: Level 11, Half-Jann. 
Benefit: Allies adjacent to you gain Resist 5 to the type you resist 
with your variable resistance. This benefit increases to Resist 10 at 
level 21. 
 
Improved Prehensile Tail 
Prerequisites: Level 11, Lizardfolk, Pahari, or Kobold, Prehensile 
Tail. 
Benefit: You gain an additional off-hand weapon slot, which is 
your tail. This tail cannot be used as the second hand on a two 
handed weapon, & weapons held in your two normal hands are not 
considered “main hand” for the purposes of powers involving 
multiple weapons - those powers must still be used with a single 
weapon in your main hand. 
 
Insightful Attack 
Prerequisites: Level 11, Trained in Insight. 

Benefit: When you score a critical hit against an enemy, you an all 
allies within 10 squares gain a +2 bonus to damage rolls against 
enemies of the race or subtype until the end of the encounter. 
Increase damage bonus to +4 at level 21. 
 
Lion’s Leap 
Prerequisites: Level 11, Trained in Athletics. 
Benefit: When you charge, you fly your speed instead of moving 
it. If you do not end your charge on a surface capable of supporting 
you, you fall after the attack is resolved, taking falling damage as 
normal & making a tumble check if you are trained in Acrobatics. 
 
Owl’s Guard 
Prerequisites: Level 11, Trained in Insight. 
Benefit: When an enemy is granting you combat advantage, you 
do not grant combat advantage to any enemy within 2 squares of 
that enemy. 
 
Panther’s Ambush 
Prerequisites: Level 11, Trained in Stealth. 
Benefit: When you charge & have combat advantage, your attack 
deals an additional 2d4 points of damage. This increases to 3d4 
points of damage at level 21. 
 
Pashati’s Flow 
Prerequisites: Level 11, Cleric, Healer’s Lore class feature. 
Benefit: When an ally regains hit points from one of your powers 
with the healing keyword, a second ally within 5 squares of that 
ally also regains hit points equal to your wisdom modifier. This 
secondary healing does not benefit from Healer’s Lore’s bonus 
healing. 
 
Piercing Shot 
Prerequisites: Level 11. 
Benefit: Once per round, you can deal an additional 2d6 points of 
damage to a bloodied enemy with a ranged basic attack. This 
damage increases to 3d6 points of damage at level 21. 
 
Pin Down 
Prerequisites: Level 11, Gnoll, Fighter. 
Benefit: When flanking a target marked by your Combat 
Challenge class feature, your attacks also immobilize the flanked 
target until the end of your next turn on a hit. 
 
Rhino’s Charge 
Prerequisites: Level 11, Improved Bull Rush. 
Benefit: When you hit with a charge attack, you can make a bull 
rush attack as a free action against the same target. 
 
Roots of Umaj 
Prerequisites: Level 11, Avenger, Oath of Enmity 
Benefit: When you use your oath of enmity, the target is also 
immobilized (save ends). 
 
Scorpion’s Sting 
Prerequisites: Level 11, Two-Weapon Fighting, Two-Weapon 
Threat. 
Benefit: Whenever you score a critical hit with your main hand 
weapon, you can make melee basic attacks with your off-hand 
weapon as a minor action until the end of your next turn. 
 
Spreading Dusk 
Prerequisites: Level 11, Half-Ghul, Dark before the Dawn racial 
feature, Charisma 15. 
Benefit: When an enemy succeeds on the saving throw against the 
ongoing necrotic damage of Dark before the Dawn, you can 
choose to make an additional Dark before the Dawn attack against 
another enemy adjacent to the first enemy as a free action. You can 
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make a number of such additional attacks per encounter equal to 
your Charisma modifier. 
 
Street Fighter 
Prerequisites: Level 11, Fighter, Trained in Intimidate. 
Benefit: When an ally attacks an enemy, & that ally flanks that 
enemy with you, that enemy is marked by you until the end of its 
next turn. In addition, you gain a bonus to streetwise & intimidate 
checks equal to your strength modifier. 
 
Umaj’s Fork 
Prerequisites: Level 11, Warden, Nature’s Wrath class feature. 
Benefit: Once per round, when you would mark an enemy for any 
reason, you may chose to forego marking that enemy to instead 
mark two enemies adjacent to it. 
 
Unconventional Marksman 
Prerequisites: Level 11, proficiency with the sling or a bow. 

Benefit: Chose an ability score other than Dexterity. You may use 
that ability score in place of Dexterity when making ranged basic 
attack rolls with a sling or bow. 
 
Voracious Lizard Form 
Prerequisites: Level 11, Druid, Lizardfolk, Wild Shape class 
feature. 
Benefit: While you are in beast form, you gain a +4 feat bonus to 
your charging & running speeds. 
 
Weave the Web 
Prerequisites: Level 11, Quick Step. 
Benefit: When you damage an enemy with your off-hand weapon 
that has been damage by your main hand weapon since the start of 
your turn, you may shift one square as a free action. The square 
you vacated becomes difficult terrain until the end of your next 
turn.

 

Epic Tier Feats 
Aspect of Umaj 
Prerequisites: Level 21, Druid, Wild Shape class feature. 
Benefit: When in beast form, you gain a +2 bonus to all damage 
rolls & a +2 bonus to all saving throws. 
 
Impaling Shot 
Prerequisites: Level 21, Piercing Shot. 
Benefit: You can apply piercing shot bonus damage to any at-will 
ranged power. 
 
Master’s Energy Storage 
Prerequisites: Level 21, Kobold, Energy Conservation racial 
feature. 
Benefit: You do not lose a healing surge due to Energy 

Conservation whenever you are bloodied. You still lose a healing 
surge due to Energy Conservation whenever you are reduced to 0 
hit points or fewer. 
 
Skilled Finisher 
Prerequisites: Level 21, Finisher. 
Benefit: You can apply Finisher bonus damage to any at-will 
melee power. 
 
Undiluted Divinity 
Prerequisites: Level 21, Invoker. 
Benefit: Your attacks with the divine keyword ignore all resistance 
& immunity. 
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Chapter 7: 
Magic 

 

Changes from the Norm 
Spell Re-Leveling 
Arcane 

• Detect Secret Doors: Bard 2 from Bard 1, 
Sorcerer/Wizard 2 from Sorcerer/Wizard 1 (Knowledge 
Domain is unaffected & remains at 1st level) 

• Grease: Bard 2 from Bard 1, Sorcerer/Wizard 2 from 
Sorcerer/Wizard 1 

• Knock: Sorcerer/Wizard 3 from Sorcerer/Wizard 2 
• Tongues: Bard 3 from Bard 2, Sorcerer/Wizard 4 from 

Sorcerer/Wizard 3 (Cleric is unaffected & remains at 
4th level) 

• Fly: Sorcerer/Wizard 4 from Sorcerer/Wizard 3 
• Glitterdust: Sorcerer/Wizard 4 from Sorcerer/Wizard 2 
• Black Tentacles: Sorcerer/Wizard 5 from 

Sorcerer/Wizard 4 
• Enervation: Sorcerer/Wizard 5 from Sorcerer/Wizard 4 
• Overland Flight: Sorcerer/Wizard 6 from 

Sorcerer/Wizard 5 
• Teleport: Sorcerer/Wizard 7 from Sorcerer/Wizard 5 
• Forcecage: Sorcerer/Wizard 8 from Sorcerer/Wizard 7 
• Greater Teleport: Sorcerer/Wizard 9 from 

Sorcerer/Wizard 7 
Divine 

• Purify Food & Drink: Cleric 1 from Cleric 0, 
Druid 1 from Druid 0 

• Create Water**: Cleric 2 from Cleric 0, Druid 2 from 
Druid 0 

• Comprehend Languages: Cleric 2 from Cleric 1 
• Neutralize Poison: Cleric 3 from Cleric 4 
• Create Food & Water**: Cleric 4 from Cleric 3 

** = denotes spells that have their effects by CL halved. 
 

Spell Bans 
Arcane 

• 2nd Level 
o Rope Trick 

• 4th Level 
o Solid Fog 
o Shadow Conjuration 

• 5th Level 
o Contact Other Plane 
o Fabricate 
o Secret Chest 
o Shadow Evocation 

• 6th Level 
o Shadow Walk 

• 7th Level 

o Shadow Conjuration, Greater 
• 8th Level 

o Maze 
o Greater Planar Binding 
o Shadow Evocation, Greater 
o Polymorph Any Object 

• 9th Level 
o Gate** 
o Shades 
o Astral Projection 
o Wail of the Banshee 
o Etherealness 
o Shapechange 

** = Gate has been modified for the setting, but only for sorcerers 
& wizards. Clerics have no access to the spell. A gate used to 
create a portal to any plane other than Siraaj or Najmah requires 
the appropriate Black Scroll (detailed), & thus is impossible for 
sorcerers.  
 
Divine 

• 4th Level 
o Divine Power 
o Lesser Planar Ally 

• 5th Level 
o Commune 
o Righteous Might 

• 6th Level 
o Planar Ally 

• 7th Level 
o Ethereal Jaunt 

• 8th Level 
o Greater Planar Ally 

• 9th Level 
o Astral Projection 
o Etherealness 
o Gate 

 
NOTE: Creatures with any of these spells as a spell-like ability or 
supernatural ability retain such abilities, using the adjusted spell 
level (if applicable) over the original spell level for DCs, etc. 
 

The Black Scrolls 
A set of seven powerful arcane scrolls, these spells are 
occasionally discovered in ancient ruins. Ancient even during the 
reign of the Admajai, the Black Scrolls represent a style of magic 
completely unlike the genie-derived wizardry of the archmages of 
Admaja. Incomparable to modern sorcery or wizardry, & founded 
on arcane principles incompatible with conventional 
understanding, the Black Scolls represent power on a far different 
level. 
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Black Scroll spells cannot be learned directly via any means. 
Sorcerers cannot select them as spells known. Magic items that 
replicate the effects of any such scroll cannot be crafted, only 
found; magic items requiring such a spell that do not replicate their 
effect can be crafted, but doing so requires possession of the 
necessary Black Scroll(s). 
 
Black Scrolls cannot be cast from directly, nor can they be scribed 
into a spellbook. This means that sorcerers have no means to 
employ the spells of the Black Scrolls. A wizard may prepare a 
single copy of the spell on a Black Scroll; doing so consumes the 
item, reducing it to ash. Once prepared & cast, the spell is lost to 
the wizard until he acquires a new Black Scroll. As above, 
creatures which possess these powers as spell-like or supernatural 
abilities retain them & use them as normal. 
 
Even the casting of a Black Scroll spell is dangerous; the magic of 
a Black Scroll is inimical to understanding & rational practice of 
the arcane. When a Black Scroll spell is cast, the caster suffers an 
immediate 4 points of Intelligence damage. 
 

Spells of the Black Scrolls 
La’n Jasad il-Huwam 

• Spell Contained: baleful polymorph, Wizard 7 
• Price: 12,500gp 

Jusman Jadid Bidun al-Ruh 
 Spell Contained: clone, Wizard 9 
 Price: 25,000gp 
Shakil Masruq Usturi 

• Spell Contained: polymorph, Wizard 7 
• Price: 15,000gp 

Tuw’am al-Dhil al-Musta’ar 
 Spell Contained: simulacrum, Wizard 7 
 Price: 12,500gp 
Waqt Ala al-Yad 
 Spell Contained: time stop, Wizard 9 
 Price: 25,000gp 

Thuqba Bayn al-’Awalim 
 Spell Contained: gate, Wizard 9 
 Price: 25,000gp 
al-Raghba al-A’dham 

• Spell Contained: wish, Wizard 9 
• Price: 50,000gp 

 

Wizards & Relics 
Unlike wizards on other worlds, the mages of Kamala practice an 
archaic, ciphered & obscure arcane science that is untutored, 
imprecise, & highly taboo. The cultural view of wizardry, coupled 
with the means of practicing it, severely limits the powers a wizard 
wields early in his career. 
 
Each wizard at some point in life has found an ancient relic; it may 
have come from the genies, or the spell-warping ghuls, or the 
warring demons, or the old magic empires, or other, stranger 
origins. With scraps of old texts to assist in deciphering the 
structure of the old magic, beginner wizards unravel the processes 
behind a select few spells. The lack of ability to develop new 
magics without the old template, coupled with the inability to learn 
from peers, means that wizards must acquire the vast majority of 
their repertoire from scrolls old & new. 
 
Wizards begin play knowing five cantrips, two 1st-level spells, one 
2nd-level spell & one 3rd-level spell. They gain no additional 
spells known from their Intelligence bonus. Wizards do not acquire 
any new spells known upon attaining a new level. This replaces the 
rule that wizards normally gain two new spells with every level 
they attain. Wizards also cannot transcribe from other wizards’ 
spellbooks, nor use the spells located therein, though erase makes 
it possible to use the books themselves to transcribe new spells, a 
very valuable & rare resource for wizards. 
 
Some sample wizard relics are below; a wizard choosing such a 
relic selects three additional cantrips to put in her spellbook. 
 

 
Table 7-1: Wizard Relics 

Relic  0th  1st  2nd  3rd  

Admajai arcane mark, light 
mage armor, unseen 
servant 

mirror 
image 

arcane 
sight 

Ancient Kingdom disrupt undead, light 
charm person, color 
spray 

hypnotic 
pattern hold person 

Dao mending, resistance 
cause fear, enlarge 
person 

bear's 
endurance 

explosive 
runes 

Demon acid splash, daze 
protection from 
law,shocking grasp 

hideous 
laughter 

vampiric 
touch 

Djinn mage hand, message 
feather fall, obscuring 
mist 

gust of 
wind wind wall 

Efreet dancing lights, flare 
burning hands, magic 
weapon 

scorching 
ray fireball 

Ghul 
acid splash, touch of 
fatigue 

hypnotism, ray of 
enfeeblement ghoul touch 

stinking 
cloud 

Jann daze, prestidigitation 
endure elements, magic 
missile invisibility haste 

Marid 
ghost sound, ray of 
frost chill touch, grease fog cloud slow 
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Clerical Domains 
Divinities & Their Domains 

• Adimas (CG): Chaos, Cunning, Luck, Magic 
• Akasha (CG): Good, Heroism, Presence, Protection, 

Sun 
• Bjardvif (CG): Earth, Good, Healing 
• Daq (N): Destiny, Evil, Good 
• The Darshan (N): Knowledge, Prophecy, Travel 
• Hagalvethr (LG): Air, Cold, Storm, Strength 
• Isvel (LN): Cold, Knowledge, Law, Luck 
• Johoum (LE): Destruction, Punishment, Strength, Sun 
• Limalia (NE): Hardship, Travel, Water 
• Maqur (CE): Betrayal, Fire, Trickery 
• Martuakh (NE): Death, Poison, Serpent, Trickery 
• Nathar (CE): Curse, Evil, Murder, Night 
• Pashati (NG): Cleansing, Healing, Plant 
• Qirus (LN): Law, Protection, Resolve, War 
• Sidaru (LG): Death, Law, Peace 
• Sjor (CN): Heroism, Strength, War, Water 
• Sunya (LE): Evil, Heroism, Night, Power, War 
• Umaj (CN): Animal, Earth, Wild 
• Waharim (LN): Air, Contemplation, Knowledge 
• Zaia (LG): Luck, Protection, Travel, World 

 

Betrayal Domain (Maqur) 
Granted Power: You gain the ability to use a sneak attack 
(+1d6/5 Cleric levels) like a Rogue. 

1. undetectable alignment 
2. touch of idiocy* 
3. scarlet scandal** - Causes the target creature to be 

intensely hated. 
4. vampiric touch* 
5. magic jar* 
6. fangs of the false caress** - Cast touch spells upon 

creatures from afar. 
7. project image* 
8. trap the soul* 
9. Maqur’s malevolence** - Consume an ally’s life force 

to power a deadly beam of energy. 
 

Cleansing Domain (Pashati) 
Granted Power: You gain the ability to cast purify food & 
drink as an at-will spell-like ability. 

1. cleanse** - Creates a zone that prevents disease. 
2. remove disease 
3. scour** - Creates a field that damages oozes, vermin, & 

any creature with a poison-based ability. 
4. restoration 
5. break enchantment 
6. purification** - Target creature can be cleansed of 

various ailments. 
7. greater restoration 
8. antimagic field 
9. Pashati’s perpetual purity** - Continually renews & 

restores the mind, body, & spirit. 
 
 

Cold Domain (Hagalvethr & 
Isvel) 
Granted Power: You gain Cold Resistance equal to your Cleric 
level. 

1. ray of frost* 
2. chill metal* 
3. wall of ice* 
4. ice storm* 
5. hail storm** - Hail deals bludgeoning & cold damage 

in cylinder 40’ across. 
6. freezing sphere* 
7. polar ray* 
8. frigid cloud (like incendiary cloud, but deals cold 

damage instead of fire damage)* 
9. comet swarm (like meteor swarm, but deals cold 

damage instead of fire damage)* 
 

Contemplation Domain 
(Waharim) 
Granted Power: You can add your Wisdom modifier to all 
Concentration checks. 
 owl’s wisdom 
 status 
 Waharim’s insight** - Grant several +1 insight 
bonuses. 
 scrying 
 commune 
 reflection** - Take 10 on several checks & switch out 
one spell slot. 
 find the path 
 discern location 
 Waharim’s wondrous wisdom** - Grant a creature 
effective levels of Loremaster. 
 

Cunning Domain (Adimas) 
Granted Power: Once per day, you can add your Intelligence 
modifier to any one attack roll, skill check, or saving throw. You 
gain another use for every 5 Cleric levels. 

1. disguise self* 
2. fox’s cunning* 
3. wit revealed** - Target uses Intelligence modifier in 

place of any other ability modifier. 
4. glibness* 
5. Adimas’ lucubration* 
6. finery & fraudulence** - Appear to be much greater 

than you really are. 
7. veil* 
8. contingency* 
9. Adimas’ absolute awareness** - Scrutinize a single 

creature, gaining great insight. 
 

Curse Domain (Nathar) 
Granted Power: You gain the ability to cast touch of fatigue as an 
at-will spell-like ability. 

1. curse water 
2. remove curse 
3. bestow curse 
4. break enchantment 
5. greater remove curse** - Free an object or creature 

from a terrible curse. 
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6. greater bestow curse** - Inflict a terrible curse on an 
object or creature. 

7. joyless fugue** - A cone of despair saps all hope & joy 
from creatures within it. 

8. wretchedness** - Turn a single living creature into a 
wretch upon the ground. 

9. divine sanction** - Call down your deity’s wrath upon 
those who have wronged you. 

 

Destiny Domain (Daq) 
Granted Power: You gain a +1 luck bonus on all saving throws. 
You also add any one Knowledge skill to your list of Cleric class 
skills. 

1. true strike* 
2. aid 
3. set fate** - Subject automatically succeeds on one 

saving throw, only to fail the next one. 
4. lesser geas* 
5. greater heroism* 
6. third way** - Observe the results of a course of action 

twice & decide if it suits you. 
7. spell turning* 
8. moment of prescience* 
9. Daq’s decisive destiny** - For every action you take, 

you can attempt 3 times & take the best result. 
 

Hardship Domain (Limalia) 
Granted Power: You gain Endurance as a bonus feat. 

1. endure elements 
2. bear’s endurance 
3. exertion** - Subject must struggle against their own 

body to accomplish simple actions. 
4. crushing despair* 
5. mass bear’s endurance 
6. trial** - Command a subject to complete some quest. 
7. waves of exhaustion* 
8. protection from spells* 
9. Limalia’s laborious lash** - Subject cannot use magic 

items, benefit from bonuses, threaten opponents, & is 
exhausted. 

 

Heroism Domain (Akasha, 
Sunya, & Sjor) 
Granted Power: You gain a bonus to your Will saves to resist the 
effects of fear equal to your Cleric level. 

1. remove fear 
2. aid 
3. heroism* 
4. holy smite* 
5. greater heroism* 
6. heroes’ feast 
7. regenerate 
8. mind blank* 
9. reliant resurgence** - Automatically revives the target 

creature if it is killed. 
 

Murder Domain (Nathar) 
Granted Power: Three times per day you may make a killing 
strike against a foe. When you strike an enemy with a slashing or 
piercing weapon, you may invoke the killing stroke after damage is 
dealt. If the foe’s remaining hit points are equal to or less than your 
cleric level, it must make a Fortitude save (DC 10 + your cleric 
levels + your Wisdom bonus) or die instantly. If you use a 

masterwork sacrificial dagger, the foe must save if its hit points are 
equal to or less than twice your cleric level instead. 

1. death knell 
2. keen edge* 
3. execution** - Crush the life from a weakened creature. 
4. phantasmal killer* 
5. slay living 
6. spectral slayer** - Conjure a terrifying spirit to kill the 

subject, like phantasmal killer. 
7. finger of death* 
8. power word kill* 
9. Nathar’s nightmarish nemesis** - Turn a creature into 

an assassin that is compelled to kill a particular target. 
 

Night Domain (Sunya & 
Nathar) 
Granted Power: You gain darkvision as an extraordinary ability. 

1. doom 
2. deeper darkness 
3. blacklight* 
4. false moon** - Creates a moveable sphere of shadows. 
5. cloak of shadows** - Hides you in a shadowy veil of 

darkness. 
6. nightmare* 
7. profound slumber** - Puts multiple creatures into a 

magical slumber. 
8. torpor** - Puts creatures that are normally immune to 

sleep into a magical slumber. 
9. gloom** - Turns the brightest day into the darkest 

night. 
 

Peace Domain (Sidaru) 
Granted Power: You can add your Wisdom modifier to all 
Diplomacy checks. 
 sanctuary 
 calm emotions 
 harmony** - Creates a bond between yourself & an 
ally, allowing you both to share attributes. 
 Sidaru’s resilient sphere* 
 greater dispel magic 
 song of serenity** - Causes creatures within the 
emanation area to become incapable of attacking. 
 antimagic field 
 mass hold monster* 
 Sidaru’s solemn silence** - All living creatures within 
range become paralyzed & frozen in place. 
 

Poison Domain (Martuakh) 
Granted Power: You gain a bonus to your Fortitude saves to 
resist the effects of poison equal to your Cleric level. 

1. detect poison 
2. delay poison 
3. poison 
4. neutralize poison 
5. cloudkill* 
6. antilife shell 
7. greater poison** - Touch deals 2d10 Con damage, 

repeats in 1 minute. 
8. choking fumes** - Creates a cloud of toxic vapor that 

suffocates all within it. 
9. mass poison** - All creatures within range take 2d10 

Con damage, repeats in 1 minute. 
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Power Domain (Sunya) 
Granted Power: You cast all enchantment (compulsion) spells at 
+1 caster level. 
 command 
 bear’s endurance 
 authority** - Control the actions of a single living 
creature with the power of your voice. 
 divine power 
 righteous might 
 rule of law** - Control the actions of multiple living 
creatures with the power of your voice. 
 mass hold person* 
 dominate monster* 
 Sunya’s supreme smite** - Create a column of 
destructive force roaring downward. 
 

Presence Domain (Akasha) 
Granted Power: You gain a +2 divine bonus to all Charisma-
based checks. 

1. eagle’s splendor 
2. enthrall 
3. majestic one** - Invokes an illusory aura of radiant 

glory, making other creatures like you more. 
4. charm monster* 
5. shout* 
6. grandeur** - Invokes a potent illusion of radiance, 

making other creatures like you much more. 
7. greater heroism* 
8. scintillating pattern* 
9. Akasha’s awesome aura** - Creates an aura of energy 

that surrounds you, protecting you from harm. 
 

Prophecy Domain (The 
Darshan) 
Granted Power: Once per day per cleric level, you may make a 
minor prophecy. The recipient is granted a +1 insight bonus to a 
specific kind of roll (attack, damage, saving throw, skill check, 
ability check, etc.) which he must allocate to a single such roll by 
the end of the day. The minor prophecy is expended after the roll is 
made. 

1. augury 
2. owl’s wisdom 
3. forewarn** - Deliver a single cryptic piece of 

information regarding an upcoming event. 
4. divination 
5. dream* 
6. oracle** - Enter into a deep trance, during which you 

are conveyed the power of prophecy. 
7. vision* 
8. foresight* 
9. delegation of the Darshan** - You are entrusted with a 

Darshan’s vision of past, present, & future currents in 
the stream of probability. 

 

Punishment Domain (Johoum) 
Granted Power: You cast all inflict spells at +1 caster level. 

1. welt** - Touch deals damage & inflicts a painful wheal 
upon your foe. 

2. blindness/deafness 
3. scourge** - Deals non-lethal damage; leaves the target 

shaken 
4. contagion 
5. symbol of pain 

6. torment** - Deals lethal damage, Strength damage, & 
Dexterity damage; leaves the target frightened 

7. waves of exhaustion* 
8. agony** - Deals crippling lethal damage, Wisdom 

damage, & Charisma damage; leaves the target 
frightened 

9. Johoum’s judgment** - Slays the subject; deals ability 
damage & ability drain, even to survivors. 

Resolve Domain (Qirus) 
Granted Power: You may use the better of your Constitution 
modifier or your Wisdom modifier when making Fortitude saving 
throws. 

1. shield* 
2. barkskin* 
3. Watcher’s vigil** - Go without sleep for an increasing 

penalty. 
4. freedom of movement 
5. stoneskin* 
6. stoic valor** - Gain a hit point buffer, taking damage 

for nearby allies. 
7. greater heroism* 
8. iron body* 
9. Qirus’ questmantle** - Grant a creature effective levels 

of Dvernin Defender. 
 

Serpent Domain (Martuakh) 
Granted Power: You can use magic fang once per day as a spell-
like ability. You also add Intimidate & Handle Animal to your list 
of Cleric class skills. 
 animal messenger (tiny viper only)* 
 sepia snake sigil* 
 viper’s bite** - Grant yourself (or an ally) a venomous 
bite attack. 
 animal growth (snakes only)* 
 summon nature’s ally V (giant constrictor only)* 
 ophidian form** - Temporarily become an enormous 
snake. 
 animal shapes (snakes only)* 
 constriction** - Target creature is crushed & 
suffocated. 
 Martuakh’s metamorphosis** - Become a swarm of 
snakes, & later reform from any one of them. 
 

Storm Domain (Hagalvethr) 
Granted Power: You can use obscuring mist once per day as a 
spell-like ability. 

1. gust of wind* 
2. sleet storm* 
3. ice storm* 
4. squall** - Creates a windstorm that blows away or 

knocks down creatures. 
5. call lightning storm* 
6. hail storm** - Hail deals bludgeoning & cold damage 

in cylinder 40’ across. 
7. control weather 
8. storm of vengeance 
9. Hagalvethr’s hurricane** - Creates a terrible storm, 

battering everything with wind, rain, & lightning. 
 

Wild Domain (Umaj) 
Granted Power: You can rebuke/command animal, fey, & vermin 
creatures, like an evil cleric rebukes/commands undead. Use this 
ability a total number of times per day equal to 3 + your Charisma 
modifier. This granted power is a supernatural ability. 
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1. speak with animals* 
2. bull’s strength 
3. feral hunter** - Gain animal senses to track your 

quarry. 
4. rusting grasp* 
5. awaken* 
6. incarnation of nature** - Summons an avatar of Umaj 

from the environment. 
7. creeping doom* 
8. animal shapes* 
9. Umaj’s untamed embodiment** - Give up your body, 

mind, & spirit to Umaj, becoming her living avatar. 
 

World Domain (Zaia) 
Granted Power: You can use know direction once per day as a 
spell-like ability. Add Gather Information to your list of Cleric 
class skills. 

 expeditious retreat* 
 comprehend languages 
 inclemency - Change the weather in your immediate 
area for a brief time. 
 sending 
 overland flight* 
 epistle - Contact 1 creature per level & send a short 
message to them all at once. 
 globe of invulnerability* 
 true creation* 
 zone of Zaia** - Control the permeability of the planar 
boundaries in an area, allowing or disallowing travel between 
planes. 
 
* = A spell that is normally unavailable to clerics. 
** = A new spell, made exclusively for this setting. 
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Spell Lists 
Assassin 

• 1st-Level Assassin Spells 
o Clarity 
o Disgust 

• 2nd-Level Assassin Spells 
o Cloak of Shadows 
o Hush 
o Impossible Feat 

• 3rd-Level Assassin Spells 
o Sable Dance 
o Uncertainty 

Bard 
• 0th-Level Bard Spells (Cantrips) 

o Bend Fate 
o Flickerflame 
o Skew Fate 
o Tally 

• 1st-Level Bard Spells 
o Adimas’ Annoying Arrow 
o Disgust 
o Distraction 
o Echo Mask 
o Herald/Courier, Lesser 

• 2nd-Level Bard Spells 
o False Moon 
o False Sun 
o Herald/Courier 
o Impossible Feat 
o Pravah’s Tomb 
o Recollection 
o See Enchantment 
o Storyteller 

• 3rd-Level Bard Spells 
o Animate Carpet 
o Bolstering Chant 
o Coat of Colors 
o Countermand 
o Genie’s Mystique 
o Herald/Courier, Greater 
o Hush 
o Majestic One 
o Scarlet Scandal 
o Uncertainty 

• 4th-Level Bard Spells 
o Baleful Suggestion 
o Motes of Diya 
o Muffle 
o Stairs of Madrasah 

• 5th-Level Bard Spells 
o Breach Sorcery 
o Finery & Fraudulence 
o Firesinger 
o Genie’s Mystique, Greater 
o Profound Slumber 

• 6th-Level Bard Spells 
o Mirage 
o Prevaricate 
o Song of Serenity 

o Storyteller, Mass 
o Torpor 

 
Blackguard 

• 1st-Level Blackguard Spells 
o Clarity 
o Conviction 
o Disgust 
o Dismiss Light Wounds 
o Savage Strength 
o Welt 

• 2nd-Level Blackguard Spells 
o Dismiss Moderate Wounds 
o Scourge 
o Whelming Smite 

• 3rd-Level Blackguard Spells 
o Armaments of the Crusader 
o Dismiss Serious Wounds 
o Dismiss Suffering 
o Torment 
o Uncertainty 

• 4th-Level Blackguard Spells 
o Agony 
o Breach Sorcery 
o Dismiss Critical Wounds 
o Scrabbling Disgorge 

Cleric 
• 1st-Level Cleric Spells 

o Conviction 
o Hydrate 

• 2nd-Level Cleric Spells 
o Create Water** 
o Extinguish 
o Herald/Courier, Lesser 

• 3rd-Level Cleric Spells 
o False Moon 
o False Sun 
o Herald/Courier 
o Whelming Smite 

• 4th-Level Cleric Spells 
o Harmony 
o Herald/Courier, Greater 

• 5th-Level Cleric Spells 
o Solidify Cloud 
o Stairs of Madrasah 

• 6th-Level Cleric Spells 
o Bestow Curse, Greater 
o Remove Curse, Greater 

• 8th-Level Cleric Spells 
o Location Bind 
o Sanctify 
o Vitiate 

• 9th-Level Cleric Spells 
o Divine Sanction 
o Gate** 
o Relic Bind 

Druid 
• 0th-Level Druid Spells (Orisons) 
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o Flickerflame 
o Hydrate 
o Stinging Breeze 

• 1st-Level Druid Spells 
o Extinguish 

• 2nd-Level Druid Spells 
o Cleanse 
o Create Water** 
o Herald/Courier, Lesser 
o Zephyr 

• 3rd-Level Druid Spells 
o Herald/Courier 

• 4th-Level Druid Spells 
o Herald/Courier, Greater 
o Humidity 
o Inclemency 
o Relentless Endurance 
o Solidify Cloud 
o Viper’s Bite 

• 5th-Level Druid Spells 
o Aquaform 
o Hail Storm 
o Scrabbling Disgorge 
o Squall 

• 6th-Level Druid Spells 
o Incarnation of Nature 

• 7th-Level Druid Spells 
o Location Bind 

• 8th-Level Druid Spells 
o Body to Loam 
o Poison, Greater 

• 9th-Level Druid Spells 
o Constriction 
o Wretchedness 

Paladin 
• 1st-Level Paladin Spells 

o Clarity 
o Conviction 
o Dismiss Light Wounds 
o Holy Radiance 
o Shield of Resolve 

• 2nd-Level Paladin Spells 
o Create Water** 
o Dismiss Moderate Wounds 
o Divine Strike 
o Flames of the Spirit 
o Saving Grace 
o Stroke of Judgment 
o Whelming Smite 

• 3rd-Level Paladin Spells 
o Armaments of the Crusader 
o Dismiss Serious Wounds 
o Dismiss Suffering 
o Endure For Other 

• 4th-Level Paladin Spells 
o Breach Sorcery 
o Dismiss Critical Wounds 
o Martyrdom 
o Sacred Aura 
o Stoic Valor 

Ranger 
• 1st-Level Ranger Spells 

o Archer’s Prowess 
o Clarity 
o Flickerflame 
o Hunter’s Mark 
o Hydrate 
o Savage Strength 
o Wind’s Edge 

• 2nd-Level Ranger Spells 
o Camouflage 
o Competence 
o Feral Hunter 
o Impossible Feat 
o Pursuit 
o Zephyr 

• 3rd-Level Ranger Spells 
o Hunter’s Mark, Greater 
o Natural Force 
o Primal Instinct 
o Sable Dance 
o Uncertainty 

• 4th-Level Ranger Spells 
o Breach Sorcery 
o Nature’s Child 
o Nature’s Image 
o Time of the Hunter 

Sorcerer/Wizard 
• 0th-Level Sorcerer/Wizard Spells (Cantrips) 

o Divination 
 Tally 

o Evocation 
 Bend Fate (Sorcerer only) 
 Flickerflame (Sorcerer only) 
 Skew Fate (Sorcerer only) 
 Stinging Breeze 

• 1st-Level Sorcerer/Wizard Spells 
o Evocation 

 Adimas’ Annoying Arrow 
o Necromancy 

 Disgust 
• 2nd-Level Sorcerer/Wizard Spells 

o Abjuration 
 Extinguish 

o Enchantment 
 Herald/Courier, Lesser 

o Transmutation 
 Crawling Object 

• 3rd-Level Sorcerer/Wizard Spells 
o Enchantment 

 Herald/Courier 
o Evocation 

 Genie’s Mystique (Sorcerer only) 
 Ward Object, Lesser 

• 4th-Level Sorcerer/Wizard Spells 
o Conjuration 

 Humidity 
o Enchantment 

 Authority 
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 Countermand (Sorcerer only) 
 Herald/Courier, Greater 

o Evocation 
 Wall of Water 

o Transmutation 
 Animate Carpet 

• 5th-Level Sorcerer/Wizard Spells 
o Divination 

 See Enchantment 
o Enchantment 

 Baleful Suggestion 
o Evocation 

 Columns of Flame 
 Set Fate (Sorcerer only) 
 Ward Object 

o Necromancy 
 Vampiric Ray 

o Transmutation 
 Aquaform (Sorcerer only) 
 Solidify Cloud 
 Stairs of Madrasah 

• 6th-Level Sorcerer/Wizard Spells 
o Evocation 

 Genie’s Mystique, 
Greater (Sorcerer only) 

 Hail Storm 
 Motes of Diya 

• 7th-Level Sorcerer/Wizard Spells 
o Abjuration 

 Location Bind 
 Undispel (Sorcerer only) 

o Enchantment 
 Profound Slumber 

o Evocation 
 Ward Object, Greater 

o Illusion 

 Nested Image 
o Necromancy 

 Bestow Curse, Greater 
 Vampiric Touch, Greater 

o Transmutation 
 Firesinger 

• 8th-Level Sorcerer/Wizard Spells 
o Conjuration 

 Estej’mah Amut 
o Enchantment 

 Joyless Fugue 
 Rule of Law 

o Evocation 
 Fiat: Exile 
 Fiat: Freeze 
 Sparkling Jewels of the Seven 

Sands 
o Illusion 

 Mirage 
o Transmutation 

 Ophidian Form 
• 9th-Level Sorcerer/Wizard Spells 

o Abjuration 
 Mordenkainen’s Disjunction** 
 Rescission 

o Conjuration 
 Gate** 
 Relic Bind (Wizard only) 

o Evocation 
 Fiat: Death 
 Gloom (Wizard only) 
 Terrible Power 

o Necromancy 
 Soul Blank 

** = A pre-existing spell which has been reworked for this setting. 
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Spells in Alphabetical Order (170) 
Adimas’ Absolute Awareness 
Adimas’ Annoying Arrow 
Agony 
Akasha’s Awesome Aura 
Animate Carpet 
Aquaform 
Archer’s Prowess 
Armaments of the Crusader 
Authority 
Baleful Suggestion 
Bend Fate 
Bestow Curse, Greater 
Body to Loam 
Bolstering Chant 
Breach Sorcery 
Camouflage 
Choking Fumes 
Clarity 
Cleanse 
Cloak of Shadows 
Coat of Colors 
Columns of Flame 
Competence 
Constriction 
Conviction 
Countermand 
Crawling Object 
Create Water 
Daq’s Decisive Destiny 
Delegation of the Darshan 
Disgust 
Dismiss Critical Wounds 
Dismiss Light Wounds 
Dismiss Moderate Wounds 
Dismiss Serious Wounds 
Dismiss Suffering 
Distraction 
Divine Sanction 
Divine Strike 
Echo Mask 
Endure For Other 
Epistle 
Estej’mah Amut 
Execution 
Exertion 
Extinguish 
False Moon 
False Sun 
Fangs of the False Caress 
Feral Hunter 
Fiat: Death 
Fiat: Exile 
Fiat: Freeze 
Finery & Fraudulence 
Firesinger 
Flames of Spirit 
Flickerflame 

Forewarn 
Gate 
Genie’s Mystique 
Genie’s Mystique, Greater 
Gloom 
Grandeur 
Hagalvethr’s Hurricane 
Hail Storm 
Harmony 
Herald/Courier 
Herald/Courier, Greater 
Herald/Courier, Lesser 
Holy Radiance 
Humidity 
Hunter’s Mark 
Hunter’s Mark, Greater 
Hush 
Hydrate 
Impossible Feat 
Incarnation of Nature 
Inclemency 
Johoum’s Judgment 
Joyless Fugue 
Limalia’s Laborious Lash 
Location Bind 
Majestic One 
Maqur’s Malevolence 
Martuakh’s Metamorphosis 
Martyrdom 
Mirage 
Mordenkainen’s Disjunction 
Motes of Diya 
Muffle 
Nathar’s Nightmarish Nemesis 
Natural Force 
Nature’s Child 
Nature’s Image 
Nested Image 
Ophidian Form 
Oracle 
Pashati’s Perpetual Purity 
Poison, Greater 
Poison, Mass 
Pravah’s Tomb 
Prevaricate 
Primal Instinct 
Profound Slumber 
Purification 
Pursuit 
Qirus’ Questmantle 
Recollection 
Reflection 
Relentless Endurance 
Reliant Resurgence 
Relic Bind 
Remove Curse, Greater 
Rescission 

Rule of Law 
Sable Dance 
Sacred Aura 
Sanctify 
Savage Strength 
Saving Grace 
Scarlet Scandal 
Scour 
Scourge 
Scrabbling Disgorge 
See Enchantment 
Set Fate 
Shield of Resolve 
Sidaru’s Solemn Silence 
Skew Fate 
Solidify Cloud 
Song of Serenity 
Soul Blank 
Sparkling Jewels of the Seven Sands 
Spectral Slayer 
Squall 
Stairs of Madrasah 
Stinging Breeze 
Stoic Valor 
Storyteller 
Storyteller, Mass 
Stroke of Judgment 
Sunya’s Supreme Smite 
Tally 
Terrible Power 
Third Way 
Time of the Hunter 
Torment 
Torpor 
Trial 
Umaj’s Untamed Embodiment 
Uncertainty 
Undispel 
Vampiric Ray 
Vampiric Touch, Greater 
Viper’s Bite 
Vitiate 
Waharim’s Insight 
Waharim’s Wondrous Wisdom 
Wall of Water 
Ward Object 
Ward Object, Greater 
Ward Object, Lesser 
Watcher’s Vigil 
Welt 
Whelming Smite 
Wind’s Edge 
Wit Revealed 
Wretchedness 
Zephyr 
Zone of Zaia 
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Adimas’ Absolute Awareness 
Divination 
Level: Cunning 9 
Components: V 
Casting Time: 1 swift action 
Range: Medium (100’ + 10’/level) 
Target: One creature 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: No 

You focus your perception absolutely upon one 
creature, analyzing its every action with impossible speed & 
comprehension. You gain a +10 insight bonus to AC, saving 
throws, caster level, ability checks, attack rolls & skill checks 
against the chosen creature, but take a -4 penalty to same regarding 
any other creature or object for the duration of this effect. 

Further, you gain a Reflex saving throw to negate any 
effect the subject produces against you other than a melee attack. 
On a successful save, the effect bypasses you entirely. 

Lastly, you see through all disguises, illusions, & 
transformations that affect the target creature, as if you had true 
seeing in regards to the target creature. 
 
Adimas’ Annoying Arrow 
Evocation [Force] 
Level: Brd 1, Sor/Wiz 1 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: Dart of energy 
Duration: 1 round/level or until discharged 
Saving Throw: None 
Spell Resistance: Yes 

Taking a glass shard, you charge it with energy & a 
proto-sentience, sending it to wait by a foe until the time is right. 
The dart flies to the target instantaneously & takes up an 
inconspicuous position, though it only tries to hide from the target, 
& cannot hide from sensory organs you are not aware of. 

When the target engages in an action that would require 
concentration, such as casting a spell, the dart strikes, dealing 1d4 
force damage +1 point per caster level (maximum +5) & forcing a 
Concentration check with a -4 penalty. You may instead designate 
the dart to wait until the target would make an attack of 
opportunity or employ a readied action. If so, the target must make 
a Concentration check (DC14 + damage dealt) or miss the attack of 
opportunity/lose the readied action. 

When the dart strikes, the spell is discharged. If the 
spell reaches the end of its final round, the dart will strike of its 
own volition. 

Material Component: A glass shard. 
 
Agony 
Evocation [Evil] 
Level: Blk 4, Punishment 8 
Components: V, S, M, A 
Casting Time: 1 full-round action 
Range: Close (25’ + 5’/2 levels) 
Target: 1 living creature 
Duration: Instantaneous 
Saving Throw: Fortitude partial; see text 
Spell Resistance: No 
 You can make a creature writhe in anguish, breaking 
their mind with your burning, torturous malice. Once you have cast 
this spell, the creature that you target suffers 12d6 points of 
damage +4 points per caster level (maximum +40) & falls prone, 
as if tripped. This effect also deals 1d6 points of Wisdom drain & 
1d6 points of Charisma drain. This effect cannot reduce the 
target’s hit points or ability scores to less than 1. 

Afterward, the target is left frightened for 3 hours; even 
creatures that are normally immune to fear are affected by this 
psyche-shattering pain. While frightened in this manner, your 
target receives a -10 penalty on their level checks to resist 
Intimidate attempts initiated by you. 

The target is permitted a Fortitude save to endure these 
effects. If successful, the target negates the ability drain, & does 
not fall prone. The creature still takes full damage & is frightened. 

Material Component: The horn of a sarsaok. 
Alignment Component: Any evil. 

 
Akasha’s Awesome Aura 
Abjuration 
Level: Presence 9 
Components: V, S, DF, X 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 
Saving Throw: Will partial; see text 
Spell Resistance: No 

You create an aura of radiant energy that surrounds 
your body, enveloping you in a field of shimmering light. This has 
a number of effects. 

First, the aura acts as a protective barrier that prevents 
offensive spells from affecting you. Only spells that would aid you 
in some way (such as healing you, protecting you, or enhancing 
your abilities) can affect you. All other spell effects are negated for 
you, as if you were within an antimagic field. This includes such 
powerful spells as Mordenkainen’s disjunction & Sunya’s supreme 
smite. 

Second, the aura forces all creatures within 60’ of you 
to make a Will save. Those beings that fail the saving throw suffer 
the following ill effects, depending on their HD relative to your 
caster level. 

These effects last until 3 rounds after the spell’s 
duration ends; they are cumulative & concurrent. You may 
designate one ally within range per caster level that is exempt from 
this effect, if you wish, prior to casting this spell. This effect only 
affects creatures within sight of you; any being with total 
concealment relative to you is unaffected. If such a creature later 
loses their concealment within the spell’s duration, they must still 
make a Will save at that time or become affected by your aura. 

Third, the aura forces any creature that attempts to 
attack you to make a Will save. Those beings that fail the saving 
throw cannot make an attack against you during that round; they 
may try again the next round. Any creature that makes their saving 
throw may attack you freely during that round, but must make 
another Will save the next round to continue attack you. Affected 
creatures cannot take any action (including the casting of spells) 
against you that would require an attack roll, would directly deal 
damage to you, or would force you to make a saving throw. All 
other actions are allowed, even those that might cause injury 
indirectly. 

Lastly, this spell negates all forms of invisibility cast 
upon yourself, & you automatically fail all Hide checks while this 
spell’s effects last. 

XP Cost: 500XP. 
 
Animate Carpet 
Transmutation 
Level: Brd 3, Sor/Wiz 4 
Components: V, S 
Casting Time: 1 minute 
Range: Touch 
Target: One carpet; see text 
Duration: 10 minutes/level 
Saving Throw: None 
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Spell Resistance: No 
You can animate a carpet, turning it into a carpet of 

flying. The carpet can be of any size, up to 10’ × 10’, although the 
carrying capacity will always be 50 pounds per level (maximum 
800 lbs.), regardless of size. The carpet can travel up to 40’ per 
round, & can only be commanded by you. 

This spell can be used to craft a permanent carpet of 
flying, replacing the overland flight spell requirement. 
 
Aquaform 
Transmutation [Water] 
Level: Drd 5, Sor 5 
Components: V, S, M, R 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 

Invoking the mystic spirits of water, you convert your 
physical form into a semblance of that liquid, along with 
everything on your person. 

While in this form, you gain a +10 inherent bonus to 
Escape Artist & Swim checks, as well as a swim speed equal to 
your base land speed & the ability to breathe normally in water as 
though under a water breathing spell. You do not suffer from 
armor check penalties while in this form. Neither electricity nor 
sonic damage will affect you while in this form, although fire & 
cold damage will affect you regardless of any resistance or 
immunity you may have. Additionally, if you are struck by any 
cold effect, you must make a successful Fortitude save at a -2 
penalty or be affected as though by flesh to stone until this form 
ends. 

While in this form, you gain Damage Reduction 10/- & 
are treated as being two sizes smaller. You take only half damage 
from piercing weapons. If you are hit with dust of dryness, then 
you must make a successful Fortitude save (DC18) or be 
destroyed. The dust still deals 5d6 points of damage to you, even if 
your saving throw succeeds. 

Material Component: A gallon of water. 
Racial Component: Marid or masabi. A druid (& only a 

druid) can ignore the racial component. 
 
Archer’s Prowess 
Divination 
Level: Rgr 1 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 

You acquire an instinctual prescience as you hoist your 
bow, understanding where to aim your shot. The critical range for 
any bow you wield is increased to 18-20 (regardless of its previous 
range). Additionally, all attack & damage rolls you make with 
ranged weapons are made with a +1 competence bonus. 

Material Component: A bird’s feather & a lump of 
beeswax. 
 
Armaments of the Crusader 
Transmutation 
Level: Blk 3, Pal 3 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Personal 
Target: One held melee weapon & one held shield 
Duration: 1 minute/level 
Saving Throw: Will negates (harmless, object) 
Spell Resistance: Yes (harmless, object) 

Speaking a prayer to your deity while clanking your 
weapon against your shield, you call forth divine power into the 
armaments you bear. This spell gives a weapon a +1 enhancement 
bonus on attack & damage rolls per four caster levels, & a shield a 
+1 enhancement bonus to AC per four caster levels. (An 
enhancement bonus does not stack with a masterwork weapon’s +1 
bonus on attack rolls.) 

These armaments are immune to corroding & rusting 
effects for the duration of the spell, & you are granted a +4 bonus 
to all opposed disarm checks to keep them in your grasp. 
 
Authority 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Power 3, Sor/Wis 4 
Components: V, DF 
Casting Time: 1 minute 
Range: Close (25’ + 5’ per 2 levels) 
Target: One living creature 
Duration: 1 minute/level 
Saving Throw: Will negates; see text 
Spell Resistance: Yes 

You can control the actions of a single living creature 
with the power of your voice. The creature is considered 
dominated, although there is no telepathic link between you & the 
subject. The subject must be able to hear your voice & understand 
you to be so dominated. 

Once you have given a dominated creature a command, 
it continues to attempt to carry out that command to the exclusion 
of all other activities. Because of this limited range of activity, a 
Sense Motive check against DC15 (rather than DC25) can 
determine that the subject’s behavior is being influenced by an 
enchantment effect (see the Sense Motive skill description). 

Changing your instructions or giving a dominated 
creature a new command is the equivalent of redirecting a spell, so 
it is a move action. 

Subjects resist this control, & any subject forced to take 
actions against its nature receives a new saving throw with a +2 
bonus. Obviously self-destructive orders are not carried out. You 
need not see the subject to control it, but if a subject leaves the 
range of the spell, then the dominating effect ends, but it can be 
reinstated (granting the subject a new saving throw) if either you or 
the subject close within range of each other again within the 
remaining duration of the spell. 
 
Baleful Suggestion 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Brd 4, Sor/Wiz 5 
Components: V 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One living creature 
Duration: 1 day/level or until completed 
Saving Throw: Special; see text 
Spell Resistance: Yes 

As suggestion, except as follows: 
The suggestion may be phrased as a demand. You may 

make a Diplomacy check as part of the effect; for each step you 
would improve the subject’s attitude, the save DC increases by 1. 

The subject is entitled to a Will save to contest your 
suggestion; if you agree to accept the subject’s concerns, then the 
suggestion is changed & proceeds. If you demand the terms of 
your original suggestion, the subject is entitled to a second Will 
save to negate the effect. 

Lastly, when this effect is planted, the subject’s 
memories cloud as to its origin. The subject is unlikely to recall 
that you made the suggestion, nor the casting of the spell. 

297



 
Bend Fate 
Evocation 
Level: Brd 0, Sor 0 
Components: V, S 
Casting Time: 1 immediate action 
Range: Close (25’ + 5’/2 levels) 
Target: One creature 
Duration: 1 round/level or until discharged 
Saving Throw: None 
Spell Resistance: No 

You grant the target a +3 luck bonus to its next saving 
throw. 
 
Bestow Curse, Greater 
Necromancy 
Level: Clr 6, Curse 6, Sor/Wiz 7 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25’ + 5’ per 2 levels) 
Target: One creature 
Duration: Permanent 
Saving Throw: Will negates 
Spell Resistance: Yes 

You place a curse on the subject. Choose one of the 
following effects: 
 -10 decrease to an ability score (minimum 1). 
 -4 penalty to two separate ability scores (minimum 1). 
 -6 penalty on attack rolls, saves, ability checks, & skill 
checks. 
 Each turn, the target has a 25% chance to act normally; 
otherwise, it takes no action. 
 Target’s actions take more time (immediate action is a 
swift action, swift action is a move action, move action is a 
standard action, standard action is a full-round action). 
 Target cannot be healed except via regenerate spell. 
 Target has a 25% chance of failing any saving throw. 
 Target has a 25% chance of spoiling any spell 
attempted. 
 Target has a 25% chance of missing with melee & 
ranged attacks. 
 Target’s alignment is forcibly changed to an alignment 
of your choosing, no more than three steps removed from their 
original alignment. 

You may also invent your own curse, but it should be 
no more powerful than those described above. 

The curse bestowed by this spell cannot be dispelled, 
nor can it be removed with a break enchantment or remove curse. 
A limited wish or greater remove curse spell cast at an equal or 
higher caster level will remove the curse, as will a miracle or wish 
spell regardless of caster level. 

Greater bestow curse counters remove curse & greater 
remove curse. 
 
Body to Loam 
Transmutation (Polymorph) [Earth] 
Level: Drd 8 
Components: V, S, U 
Casting Time: 1 standard action 
Range: Touch 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Fortitude partial (see text) 
Spell Resistance: Yes 

This powerful spell is used by druids as a final 
punishment to those who have taken from the land. Striking a 
creature with your hand, you strip from them that which separates 
them from base earth, & render their body into fertile soil. 

Even creatures normally immune to Fortitude saving 
throws, such as constructs, plants & undead, may be affected. 
Elementals, oozes & outsiders are immune, as are incorporeal 
creatures. Creatures with immunity to polymorph effects are also 
immune to this effect, but only if such immunity does not derive 
from their type. 

A creature so transmuted is effectively destroyed. Their 
body does not exist to be reconstituted in any fashion. Only true 
resurrection or equivalent magic can restore such a victim to life. 

Unique Component: If you speak Terran, the creature’s 
spell resistance against this effect is lowered by 4. 
 
Bolstering Chant 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Brd 3 
Components: V 
Casting Time: 1 standard action 
Range: 40’ 
Area: The caster & all allies within a 40’ burst, centered on the 
caster 
Duration: Concentration, up to 1 round/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: No 

Your chant breaks through enchantments & deception 
& rallies your allies. For as long as your chant can be heard, you & 
your allies act as though not exhausted, fatigued, frightened, 
shaken, sickened or nauseated. Allies who are charmed, confused, 
fascinated, stunned or under the effect of a phantasm or 
compulsion get to make a Will save each round at a +2 bonus to 
break free. 

A deafened creature, or one within a silence effect, 
gains no benefits from this effect. If at any time you can no longer 
speak or cannot hear your own speech, the spell ends immediately. 
 
Breach Sorcery 
Evocation 
Level: Brd 5, Blk 4, Pal 4, Rgr 4 
Components: V, S, M, F/DF 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Target: One creature 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: Yes 

An ethereal starlight pallor swirls around the subject, 
causing sparks to fly as the fabric of magic around them is torn. 

This spell reduces the subject’s caster level by 1d4+2 
for the duration of the spell. It does not stack with itself, but does 
stack with other effects that reduce caster level. 

If this reduction would bring the subject’s caster level 
below the minimum level required to access certain spells or 
abilities, then those are also denied until the spell runs its course. 

Caster level checks made to overcome spell resistance 
with this effect have a +4 bonus. 

Material Component: White sands of Najmah, ground 
onyx of Siraaj & 25gp worth of gold dust. 

Arcane Focus: An opal worth at least 250gp. 
 
Camouflage 
Illusion (Glamer) 
Level: Rgr 2 
Components: S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level (D) 
Saving Throw: See text 
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Drawing forth the natural obscuration from the nearby 
environment, you add an illusory mask as it settles around you, 
providing you with 25% concealment & a +4 bonus to Hide 
checks. A suspicious creature can make a Will save to notice the 
glamer, reducing your concealment against that creature to 10% 
but not negating the Hide bonus offered. True seeing offers no 
further information. 

This spell also lets you hide even while being observed. 
It is not dispelled if you attack or take another hostile action, 
although doing so is likely to provoke suspicion. 

Material Component: Dust & a thick piece of tree bark. 
 
Choking Fumes 
Conjuration (Creation) 
Level: Poison 8 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: Cloud spreads in 5’ radius/level 
Duration: 1 round/level 
Saving Throw: Fortitude partial; see text 
Spell Resistance: No 

This spell generates a bank of fog, similar to a fog cloud 
or a cloudkill, except that its fumes are black & toxic. These fumes 
strangle & choke all living creatures within their area of effect. A 
creature must make a successful Fortitude save each round, or 
begin to suffocate. In the first round, a creature falls unconscious 
(0HP, or lower if applicable). In the following round, it is dying (-
1HP, or lower if applicable) &. In the third round, it suffocates, & 
is dead (-10HP, or lower if applicable). Creatures that make their 
saving throw instead take 2d4 points of Constitution damage each 
round that they are exposed to the fumes. 

Even living creatures that do not normally need to 
breathe are affected by these fumes. Holding one’s breath doesn’t 
help, but non-living creatures (such as constructs or the undead) 
are immune to the spell’s effects. 

All creatures within the fumes have partial concealment 
(attacks have a 20% miss chance). Hurricane-force winds (75+ 
mph) can disperse the fog in 1 rounds, but lesser winds have no 
effect upon the fumes. This spell does not function underwater. 

Material Component: A garrote or noose. 
 
Clarity 
Divination 
Level: Asn 1, Blk 1, Pal 1, Rgr 1 
Components: V 
Casting Time: 1 swift action 
Range: Personal 
Area: 40’ radius burst centered on you 
Duration: 1 round 

You can see with perfect clarity through illusions, 
obscuration & other magical deceptions. The sight conferred by 
this effect functions the same as that conferred by true seeing, with 
the exception that it does not enable you to see through polymorph 
& other transmutation effects. 
 
Cleanse 
Abjuration 
Level: Cleansing 1, Drd 2 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Area: 10’ radius 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: Yes (harmless) 

You can create a zone that prevents disease & poison. If 
any creature would normally contract a disease or be poisoned 

within the zone’s area, then their Fortitude save to resist 
automatically succeeds. Also, all creatures within the zone gain a 
+2 sacred bonus on their next Fortitude save to resist either a 
poison or a disease, +1 point per 2 caster levels (maximum +10 at 
20th level). 
 
 
 
Cloak of Shadows 
Illusion (Glamer) [Darkness] 
Level: Asn 2, Night 5 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level (D) 

You wrap yourself in shadow & darkness, seeming to 
extend & retract from your actual position. This cloak grants you a 
+8 bonus to Hide checks in areas of darkness or shadowy 
illumination, but imposes a -4 penalty in bright illumination. 
Additionally, you gain a +2 circumstance bonus to normal & touch 
AC, & a +4 dodge bonus to AC against attacks of opportunity. 
True seeing & see invisibility will both reveal you & negate your 
Hide & AC bonuses from this spell. 

Focus: A drop of blood from an evil outsider. 
 
Coat of Colors 
Illusion (Pattern) [Light, Mind-Affecting] 
Level: Brd 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Effect: Colorful lights wrapped around you like a cloak 
Duration: 1 round/level (D) 
Saving Throw: Will negates 
Spell Resistance: No 

When you cast this spell, you bring forth an illusory 
cloak of shifting prismatic hues, which radiate brightly. The cloak 
acts as though you were wearing it, following you & billowing in 
the air. 

Creatures within 30’ that observe this effect for the first 
time must make a Will save or be stunned for 1 round. Afterwards, 
they must make a Will save each time they look at you or become 
fascinated for as long as you remain within sight. Creatures within 
30’ are also dazzled as long as they can see you (no save). 

For as long as this effect is active, you suffer a -20 
penalty to Hide checks. A spell with the [Darkness] descriptor will 
render this effect useless & conceal you. Obscuring mist & the like 
offer you no concealment, but negate the effects of this spell. 

The spell does not affect sightless creatures. 
Material Component: A pinch each of powder or sand 

that is colored red, yellow, & blue, & a crystal prism. 
 
Columns of Flame 
Evocation [Fire] 
Level: Sor/Wiz 5 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: One, two or four 15’ radius cylinders, 40’ high, centered 
within 60’ of one another 
Duration: See text 
Saving Throw: None 
Spell Resistance: Yes 
 
Immobile pillars of white-hot fire spring forth around the point you 
designate, blazing with menace to those who must avoid them. 
You may elect to place a single column at the target point, a pair of 
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columns spaced 30’-60’ apart in line with the center point, or four 
columns forming the corners of a square with sides 30’-45’ in 
length. A single column lasts for 1 round/level. Paired columns last 
for 1 round/2 levels. The four corner formation of columns lasts for 
1 round/4 levels. 
 
The heat of each column remains confined within, dealing no 
damage beyond the limits of each pillar but producing a palpable 
& threatening temperature. Those who enter the radius of a column 
take 4d10 points of fire damage + 1 point of fire damage per caster 
level upon entering, as well as again each round they remain within 
the column. If you evoke the columns so that one or more appears 
where creatures are, each creature takes damage as if passing 
through a column. If any single column takes 30 points of cold 
damage or more in 1 round, that column goes out. (Do not divide 
cold damage by 4, as normal for objects.)  
 
Columns of flame can be made permanent with a permanency 
spell. A permanent column that is extinguished by cold damage 
becomes inactive for 10 minutes, then reforms at normal strength.  
 
Material Component: Four shards of red quartz & a bit of 
phosphorus. 
 
Competence 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Rgr 2 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 10 minutes/level (D) 

Setting aside your personal feelings, you channel your 
focus against a particular enemy to a new foe. When you cast this 
spell, transfer all bonuses that you would normally gain for 
fighting one of your favored enemies to a different type of 
creature. 

For the duration of the spell, these bonuses only apply 
to the new creature type. Multiple castings of this spell do not 
stack, but overlap, extending the duration for the same new foe. 

Material Component: A strap of leather & a rayseed. 
 
Constriction 
Evocation [Force] 
Level: Drd 9, Serpent 8 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: 1 creature 
Duration: 1 round/level (D) 
Saving Throw: Fortitude half; see text 
Spell Resistance: Yes 
 The target of this spell is magically constrained by 
ghostly serpentine coils, which crush the life out of them. The 
target is considered pinned where they are by the magical binding, 
& feels squeezed as if by a great snake. The binding deals 3d6 
points of damage each round; in addition, during this effect, the 
target cannot breathe, & may begin to suffocate. A target of this 
spell can only hold their breath for 1 round per point of 
Constitution, instead of the normal 2 rounds. A creature that makes 
their Fortitude saving throw versus this spell takes only half 
damage, & can breathe normally. 
 
Conviction 
Conjuration 
Level: Blk 1, Clr 1, Pal 1 
Components: V, DF 
Casting Time: 1 standard action 

Range: Personal 
Target: You 
Duration: 1 minute or until discharged 

Reaffirming your belief in your deity’s power, you 
bolster your resolve & strength of faith. You gain a +2 insight 
bonus to Concentration checks for 1 minute, & the next divine 
spell you cast is treated as though your caster level were one 
higher. Casting any divine spell discharges the effects of this spell, 
although the bonus to Concentration continues until 1 minute has 
elapsed. 
 

 
Countermand 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Brd 3, Sor 4 
Components: V, M 
Casting Time: 1 standard action 
Range: Close (25’ + 5’ per 2 levels) 
Target: One creature 
Duration: See text 
Saving Throw: Will negates 
Spell Resistance: Yes 

This spell allows you to override a magical charm or 
compulsion with a command of your own. A charmed creature can 
be realigned to view any other creature as a friend, instead of the 
original charmer. The instructions implanted in a creature under a 
compulsion effect can be supplanted by your orders. Creatures that 
are not currently under the influence of an enchantment spell are 
not affected by this spell. The alteration lasts until the original 
enchantment spell wears off. 

Any creature under the effects of an enchantment spell 
can have their instructions altered by this spell. If the target 
creature is under the influence of 4th level spell or lower, then this 
spell succeeds automatically. If the enchantment is a 5th level spell 
or higher, then you must have a higher caster level than the 
original caster for this spell to succeed. 

Material Component: The shard of a broken mirror or 
other reflective glass. 
 
Crawling Object 
Transmutation 
Level: Sor/Wiz 2 
Components: V, S, M 
Casting Time: 1 minute 
Range: Touch 
Target: One unattended object 
Duration: 1 day/level (D) 
Saving Throw: None 
Spell Resistance: No 

You can transform an object so that it will stay where 
you put it. If the object is moved from where it was when you cast 
it, then it will “crawl” or “slide” back toward its original spot. The 
object gains a land speed of 10’/round, & a climb speed of 
5’/round. In all other respects, the object remains ordinary 
(although it will have a faint magical aura), & is still subject to all 
rules regarding objects. The object can be up to Small in size. 

Material Component: The leg of a spider. 
 
Create Water** 
Conjuration (Creation) [Water] 
Level: Clr 2, Drd 2, Pal 2 
Components: V, S 
Casting Time: 1 minute 
Range: Close (25’ + 5’/2 levels) 
Effect: Up to 1 gallon of water/level 
Duration: Instantaneous 
Saving Throw: None 
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Spell Resistance: No 
 This spell generates wholesome, drinkable water, just 
like clean rain water. Water can be created in an area as small as 
will actually contain the liquid, or in an area three times as large; 
possibly creating a downpour or filling many small receptacles. 

Note: Conjuration spells can’t create substances or 
objects within a creature. Water weighs about 8 pounds per gallon. 
One cubic foot of water contains roughly 8 gallons and weighs 
about 60 pounds. 

** = This is a revised version of the create water spell 
from the Player’s Handbook (page 215). It is intended to replace 
the published version of that spell. 
 
Daq’s Decisive Destiny 
Evocation 
Level: Destiny 9 
Components: V, S, F, DF, XP 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level (D) 

This potent spell warps fate & possibility to your 
advantage, but in doing so also lays bare the confining weave of 
Fate & fortune. 

For every action you take, you make the attempt three 
times & take the best result. That is, when you make an attack roll, 
skill check, saving throw, caster level check or ability check, you 
roll three d20s instead of one & take the best result of the three. 

However, sometimes Fate’s hand does not rest so 
lightly upon the world, & her grip on your fortunes will not relent 
to random chance. If all three possibilities result in failure, then 
you have no recourse. 

Furthermore, Fate dislikes being exposed to mortal 
sight. If ever any two dice that pertain to the same action show the 
same result, then the spell ends immediately. 

If you cast a miracle prior to Daq’s decisive destiny 
requesting the intercession of fortune, you may roll four dice 
instead of three. Matching dice will not end the spell in this case. 

Focus: A triangular diamond worth at least 1,000gp. 
XP Cost: 250XP. 

 
Delegation of the Darshan 
Divination 
Level: Prophecy 9 
Components: V, XP 
Casting Time: 1 minute 
Range: Personal 
Target: You 
Duration: 1 minute 

With this very powerful spell, you are entrusted with a 
Darshan’s vision of past, present, & future currents in the stream of 
probability. For one minute, you speak with absolute certainty of 
what will transpire for a certain person or persons, at a general 
time (“soon”, “within a month”, “this year”, etc.) 

The effect functions most faithfully when centered on 
someone the caster knows well. As the caster recites faithfully the 
exact specifications of the future, the spell effectively dictates 
reality at the chosen time for the chosen person or persons. 

Should the recitation devolve into the extremely 
unlikely, unorthodox, impossible, bizarre or overly 
advantageous/disadvantageous for the person or persons involved 
(“we find a cache of diamonds & rubies worth a king's ransom”, 
“our mortal enemy perishes to the claws of a dragon”, or 
something similar) then it is likely that the casting was flawed or 
that some other high power has hijacked the spell to deliver false 
prophecy; such results are quite likely invalid. Nonetheless, the 
knowledge of the exact actuality of a situation beforehand has 

turned out to be far more profitable than might be credible many 
times. 

As this spell is effectively a dictation of reality, it can & 
should be used to allow the players to fudge a few die rolls, set 
treasure, dictate the nature of enemy they face, etc.; however, as 
always, the DM should have the final say on what the players 
should & should not be allowed to accomplish with this spell. It is 
recommended that the DM set a limitation, such as one minute of 
actual time, for the recitation. Those other than the caster should be 
allowed neither interruption nor contribution to the recitation. 

XP Cost: 5,000XP. 
 
Disgust 
Necromancy 
Level: Asn 1, Brd 1, Blk 1, Sor/Wiz 1 
Components: V, M 
Casting Time: 1 standard action 
Range: 10’ 
Target: One living creature 
Duration: 1 round/2 levels 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

You curdle your victim’s stomach, causing intense 
nausea. The subject is sickened for the duration unless it succeeds 
on its save. Creatures immune to poison are not affected. 

Material Component: Dung or some rancid or rotten 
food. 
 
Dismiss Critical Wounds 
Conjuration (Healing) 
Level: Blk 4, Pal 4 
Components: S 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: Instantaneous 

With a minuscule shrug & a flexing of muscles, you let 
positive energy flow through you, curing 4d10 points of damage 
+1 point per caster level (maximum +20). 

You cannot recover damage using this spell if you are 
undead, but neither do you take any damage. 
 
Dismiss Light Wounds 
Conjuration (Healing) 
Level: Blk 1, Pal 1 
Components: S 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: Instantaneous 

With a minuscule shrug & a flexing of muscles, you let 
positive energy flow through you, curing 1d10 points of damage 
+1 point per caster level (maximum +5). 

You cannot recover damage using this spell if you are 
undead, but neither do you take any damage. 
 
Dismiss Moderate Wounds 
Conjuration (Healing) 
Level: Blk 2, Pal 2 
Components: S 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: Instantaneous 

With a minuscule shrug & a flexing of muscles, you let 
positive energy flow through you, curing 2d10 points of damage 
+1 point per caster level (maximum +10). 
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You cannot recover damage using this spell if you are 
undead, but neither do you take any damage. 
 
Dismiss Serious Wounds 
Conjuration (Healing) 
Level: Blk 3, Pal 3 
Components: S 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: Instantaneous 

With a minuscule shrug & a flexing of muscles, you let 
positive energy flow through you, curing 3d10 points of damage 
+1 point per caster level (maximum +15). 

You cannot recover damage using this spell if you are 
undead, but neither do you take any damage. 
 
 
Dismiss Suffering 
Conjuration (Healing) 
Level: Blk 3, Pal 3 
Components: M, DF 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: Instantaneous 

Silently calling upon the power of your deity, you 
channel positive energy through your body, washing away many 
serious afflictions. You may negate any & all of the following 
adverse conditions: ability damage, blindness, deafness, 
exhaustion, fatigue, paralysis, poison & being sickened. 

Material Component: Incense or herbs & two rods of 
gold, each worth 25gp. These must be made into a burnt offering 
(or equivalent sacrifice) within 24 hours, or the caster loses the 
ability to cast this spell until he or she receives atonement. 
 
Distraction 
Evocation [Light, Sonic] 
Level: Brd 1 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Area: 20’ burst 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 

You conjure flickering lights & irritating noises in a 
burst that spiral & whirl, making it difficult to focus on complex 
tasks. 

Creatures within the area of this effect that can see or 
hear incur a -2 penalty to all attack rolls & skill checks, & a -4 
penalty to Concentration checks. A successful Concentration check 
despite this effect allows the use of a skill without this penalty for 
1 round. Creatures within the area of effect cannot take 10 or 20 on 
a skill check. 

Material Component: Small scraps of metal. 
 
Divine Sanction 
Evocation 
Level: Clr 9, Curse 9 
Components: V, S, F, DF, XP, U 
Casting Time: 10 minutes 
Range: Special 
Effect: See text 
Duration: See text 
Saving Throw: See text 
Spell Resistance: No 

The greatest display of all divine powers, divine 
sanction brings down the intense anger of your deity in a terrible 
form, striking a plague from the heavens across a city, a people, or 
a nation. 

The sanction that you call down can be dismissed at 
your deity’s pleasure & may have its duration extended, depending 
on divine will. It cannot be dismissed by you. Repeat offenses 
against the deity increase the likelihood of a far more serious 
sanction to strike. 

The sanction you may call down is based on your 
inherent Wisdom score. Bonuses to your Wisdom score obtained 
via items, spells, & other such methods will not grant you higher 
sanctions; level-based, class-based, & feat-based bonuses are 
effective, however. Each repeat offense against your deity 
(reneging on a past concession, for example, or refusing to atone 
properly) increases your effective Wisdom score by +2 when 
selecting a sanction. 

Use of divine sanction without your deity’s approval 
will result in loss of casting privileges until you receive atonement. 
Clerics preparing divine sanction in a slot other than a domain slot 
must have their deity’s explicit permission to do so, as it is not a 
spell taken lightly by the divine. 

A specific sanction can be ended by a wish or a miracle, 
but not abate your deity’s ire. In fact, ending a sanction in this 
fashion grants you a +2 circumstance bonus to your effective 
Wisdom score when selecting your next sanction. 

The sanctions available are as follows: 
• Corrupt Water Supply (20+ Wisdom required) 

Your sanction turns a large body of water (up to 5 miles 
of river per level, or up to 2 miles/level diameter for 
lakes, harbors etc.) into a fetid, stinking cesspool, 
defiling what was once clean water by transforming it 
into blood. This transformation kills aquatic creatures 
unless they can make a successful Fortitude save (DC = 
19 + your Wisdom modifier); pahari, marids, & other 
sentient creatures are immune to this effect, but will 
leave the affected area. This defiling attracts masses of 
necrophages due to the stench & accretion of dead fish, 
& severely damages or destroys plant life that relied on 
the now-tainted water supply. 
Further, the blood cannot be cleansed or purified to 
become drinkable, & is too contaminated to be fit for 
any possible application. This sanction lasts for 1 day, 
but it takes an additional 1d8 days for the water to 
cleanse. 
The region known as the Red Sands has experienced 
this sanction in the past. 

• I Send the Horde (22+ Wisdom required) 
Your sanction brings forth terrible numbers of small 
animals whose presence is unnatural. The small 
creatures (frogs or toads, usually, though bats, lizards, 
monkeys, rats, ravens, Tiny snakes, & weasels are also 
possible) appear in uncountable hordes, managing to 
pass through any opening & aggregate in every space. 
The presence of the horde imposes a -2 morale penalty 
on all rolls to those who must reside in the affected 
area. Though harmless, the hordes also make sleep or 
rest impossible. The hordes may be summoned into an 
area of 1 mile diameter per level. This sanction lasts for 
1 day, after which the hordes will depart naturally. 

• I Send the Swarm (24+ Wisdom required) 
Your sanction brings forth swarms of biting, crawling 
insects that seem to invade every space. The thickness 
of these swarms infests all spaces in the affected area 
with what is functionally a spider swarm. The swarms 
do not bother moving, & if one is destroyed or damaged 
it is replenished instantly from the infinite numbers of 
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the teeming insects. Those who take a double move or 
full defense action each round take no damage from the 
swarms in that round. The swarms also make sleep or 
rest impossible. The swarms may be summoned into an 
area of 1 mile diameter per level. This sanction lasts for 
1 day, after which the swarms will thin out & vanish 
naturally. 

• Greater Swarm (28+ Wisdom required) 
As I Send the Swarm, but now the swarms are thick 
clouds of flies. All creatures within the swarms’ effects 
have to make a Concentration check for all complex 
tasks (casting a spell, picking a lock, etc.); the DC for 
each check is equal to 29 + your Wisdom modifier. 
Also, creatures within the area begin suffocating (one 
check every 10 minutes, instead of every round). 
Lastly, the flies impede vision, providing partial 
concealment beyond 10’, & total concealment beyond 
20’. 

• I Send a Pestilence (30+ Wisdom required) 
Your sanction infects the livestock & beasts of the land 
with a horrible wasting disease. Animals within the 
region begin to sicken, with cows, sheep, chickens & 
pigs being first affected. This sanction lasts for 1 day, 
after which 50% of all animals in the area will die (no 
save), +5% for any additional days. Spells like remove 
disease & heal can protect a single animal. The 
pestilence may be summoned into an area of 1 mile 
diameter per level. 

• I Send a Plague (32+ Wisdom required) 
Your sanction now strikes the people directly, exposing 
them all to the disease known as the Carbuncles. The 
disease’s method of delivery is contact, the save DC to 
resist the infection is 19 + your Wisdom modifier, the 
incubation period for the disease is always 1 day, & the 
daily ability damage is 1d6 Strength. Additionally, the 
painful boils inflicted impose a -4 morale penalty to all 
rolls made by the afflicted. The plague may be 
summoned into an area of 1 mile diameter per level. 
This sanction lasts for 1 day, after which the disease is 
removed from all afflicted, though recovery from the 
Strength damage may still take several days. 

• Hail of Burning Ice (34+ Wisdom required) 
Your sanction calls down a massive storm cloud that 
darkens the skies. Raining down giant flaming chunks 
of ice, the potential damage to life & property from this 
sanction is catastrophic. Creatures who dare remain 
unprotected from the menacing sky must make a Reflex 
save once every minute or take 4d6 fire, 4d6 cold & 
4d6 bludgeoning damage from a flying shard of burning 
ice; the save DC is 19 + your Wisdom modifier. The 
weighty hailstones also do severe damage to all 
buildings, shattering walls, tearing through roofs & 
breaking support beams to splinters. This sanction lasts 
for 1 day; each hour, 1% of the buildings in the affected 
area are destroyed & can no longer serve as adequate 
shelter from the hail. The hail may be summoned into 
an area of 1 mile diameter per 2 levels. 

• I Send My Scourge (36+ Wisdom required) 
As I Send the Swarm, only the swarms are now locust 
swarms. The swarms may be thinner in some places, 
however, as they primarily attack plant & animal life, 
especially vital crops & livestock. Sleep & rest are now 
possible within reasonable shelter, as the locusts do not 
bother entering confined spaces. Rather, they utterly 
decimate any remaining food supplies in the area. 
Creatures of the Animal & Plant types lose one HD 
every minute while within the area, & are very likely to 

be torn to shreds by the ravenous insects. This sanction 
lasts for 1 day, after which all unprotected foodstuffs in 
the area are consumed, along with any unprotected flora 
& fauna. 

• Utter Darkness (38+ Wisdom required) 
Your sanction replicates a gloom spell over a 1 mile 
radius per level. This sanction lasts for 1 day. 

• I Send My Sword (40+ Wisdom required) 
Your sanction punishes the people of the region by 
striking dead a segment of the sentient population. 
Acceptable segments include: all firstborn, all mothers, 
all fathers, all soldiers, all merchants, all nobles, all 
scholars, all homeless, etc. Segments based exclusively 
on race, religion, class, character level, age, gender, or 
cultural group cannot be chosen, although segments can 
be narrowed down by such factors. The victims must 
take 10 on a Fortitude save (DC = 19 + your Wisdom 
modifier) or perish when their eyes next close even for 
an instant. 
Use of I Send My Sword resets your deity’s ire, 
removing all Wisdom bonuses in regards to this spell. 
The effect may skip over the most prominent 
offender(s) of your deity, should they qualify, to show 
them what they have brought down. In almost all cases, 
the widespread death & sorrow that results will result in 
repentance. The death sweep may be conjured over an 
area of 1 mile diameter per level. I Send My Sword has 
an additional 5,000XP cost to cast. 

 
Focus: Your deity’s favored weapon. 
XP Cost: 5,000XP. 
Unique Component: Casting miracle beforehand, you 

may request that your deity use you as a direct channel for his or 
her ire, mitigating the XP cost of divine sanction. You may also 
cast miracle beforehand to exempt a particular group of people in 
the area (& their lands, chattel & possessions, as needed) from the 
sanction you are about to cast. You may not mitigate the XP cost 
for I Send My Sword. 
 
Divine Strike 
Evocation 
Level: Pal 2 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: 60’ 
Area: 60’ line 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 

Making a dramatic gesture with your melee weapon of 
choice, you release a shining streak of light that cuts through the 
air in a straight path, striking foes in a line as though you had 
attacked them yourself. Make attack rolls, confirm critical hits & 
roll damage against each target individually. Creatures caught in 
the line take damage as though struck by your weapon, including 
damage from magical properties such as flaming, holy, shocking 
burst etc. & damage from any other relevant bonuses. Damage 
Reduction can reduce some or all of this damage. 

If you can perform a finisher or greater finisher 
maneuver, you may add the effects of one such attack to a divine 
strike; doing so counts as a normal use of your finisher or greater 
finisher maneuver. 
 
Echo Mask 
Illusion (Glamer) 
Level: Brd 1 
Components: V, S, M 
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Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: No 

You subtly alter how light & sound move from your 
position. You appear slightly blurred & hazy to the eye, giving you 
an effective 10% concealment. However, against creatures relying 
on auditory feedback to find you, such as with blindsense or 
tremorsense, you are effectively displaced (as the spell). Such foes 
attacking you have a 50% miss chance unless they employ some 
other means of feedback (tactile, scent, etc.) to confirm your 
position. 

Material Component: A snail, whelk, or conch shell. 
 
Endure For Other 
Transmutation 
Level: Pal 3 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Touch 
Target: Creature touched 
Duration: Instantaneous 
Saving Throw: Will negates (harmless; see text) 
Spell Resistance: Yes (harmless; see text) 

In a display of selflessness, you take on the injuries of 
an ally to spare them suffering. You may choose to remove one of 
the following from the touched creature: a single disease, a single 
poison, confusion (such as an insanity spell), blindness, deafness, 
damage to a single ability score or up to 36 points of damage. The 
condition you remove immediately takes effect on you as though 
you had been the subject of the relevant effect & had failed your 
initial saving throw. 
You may not take on more damage than would kill you. You may 
not take on more ability damage than would reduce an ability score 
to 0. You may not take on blindness or deafness if already under 
the same condition. If the touched creature does not accept your 
sacrifice, a successful Will save will cause this spell to fail. 
 
Epistle 
Evocation 
Level: World 6 
Components: V, S, DF 
Casting Time: 1 minute 
Range: See text 
Target: One creature/level  
Duration: 1 round; see text 
Saving Throw: None 
Spell Resistance: No 

This spell functions like sending, except that it can 
reach multiple creatures. All subjects receive the same message (50 
words or less). Each subject is able to respond with a short reply 
(25 words or less) to you alone, but is not compelled to do so. The 
subjects do not automatically know how many others received the 
same message, or who those other subjects were. All subjects must 
be on the same plane as you to receive the message. 
 
Estej’mah Amut 
Conjuration (Calling) [Evil] 
Level: Sor/Wiz 8 
Components: V, S, M, R, A, U 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Effect: One called ammut 
Duration: Instantaneous 
 One of the darkest arts of the forbidden practice known 
as mortal sorcery, estej’mah amut (“I Summon Ammut”) is the 

incantation that brings an ammut from the Pit of Fate into the 
world of the living. 
 Using your own mortal soul as bait & a guideline to 
draw the beast, you create a rift between the Pit & the world, 
lacing it with malevolent, potent energies that tempt the creature to 
follow. When the ammut answers the call, these energies feed into 
it, releasing it from the shackles of its duties & giving it profane 
power to wreak havoc. 

An ammut so called becomes Chaotic Evil instantly, & 
has no regard for either you or anyone else. Its instinct becomes to 
devour as many souls as possible. It immediately gains a +8 
profane bonus to each ability score, to each saving throw, to armor 
class, & to its base attack; it also acquires DR 8/good & SR equal 
to 10 + your caster level. As no outsiders are considered 
“extraplanar” in relation to this ammut, all are vulnerable to its 
bite. 

Unless you have some manner of protection to repulse 
the ammut, you will very likely become its first victim. 

Material Component: The corpse of an outsider & at 
least eight gallons of blood. 

Racial Component: Only humans have the necessary 
imperfections in their soul needed to bait the ammut. 

Alignment Component: Caster must be Neutral Evil or 
Chaotic Evil. 

Unique Component: You must still have your soul. If 
you are under the effects of soul blank, you cannot summon an 
ammut. 
 
 
 
Execution 
Necromancy [Death, Evil] 
Level: Murder 3 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One living creature 
Duration: Instantaneous 
Saving Throw: Fortitude negates (see text) 
Spell Resistance: Yes 

You crush the life from a weakened creature, snuffing it 
out with a phantasmal killing spear. 

If the subject’s current hit points are less than its Hit 
Dice plus your Strength modifier, the subject dies instantly in a 
rather messy fashion, such as via a break in the spine or a violent 
gash across the throat, unless it succeeds on its saving throw. On a 
successful save, the target instead takes 2d6 points of damage & is 
either shaken or sickened (50% chance of either). A subject whose 
hit points exceed this requirement takes 2d6 points of damage; no 
saving throw is allowed. 
 
Exertion 
Transmutation 
Level: Hardship 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One creature 
Duration: 1 round/level 
Saving Throw: Fortitude negates (see text) 
Spell Resistance: Yes 

The subject finds physical tasks extremely tiresome & 
demanding, having to struggle against their own body to 
accomplish simple actions. 

Whenever the subject rolls a d20 to attempt a physically 
challenging action, including but not limited to melee attacks, 
Fortitude & Reflex saving throws, Strength & Constitution checks, 
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the subject takes nonlethal damage equivalent to the result of the 
die roll. 

Creatures with the Incorporeal subtype are immune to 
this effect, as are creatures without a solid anatomy, such as oozes. 
Creatures immune to nonlethal damage can still be affected by this 
spell, but the duration of the spell is halved & they take half the die 
result, rounded down, as lethal damage. 

Material Component: A bit of dried meat or worn 
leather. 
 
Extinguish 
Abjuration 
Level: Clr 2, Drd 1, Sor/Wis 2 
Components: V 
Casting Time: 1 immediate action 
Range: Personal 
Area: 10’ radius  
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
 All non-magical flames in the area are instantly put out. 
If this spell is cast before something or someone in the area has 
had its damage resolved, then they take no damage. Magical 
flames are only doused for you & objects on your person, so other 
creatures & objects in the area can still be damaged by magical 
fire. Fire-based creatures (such as fire elementals) take 1d4 points 
of damage per caster level. 
 
False Moon 
Evocation [Darkness] 
Level: Brd 2, Clr 3, Night 4 
Components: V, S, M 
Casting Time: 1 standard action 
Range: 60’ 
Effect: Ball of dim light that sheds twilight in a 30’ radius.  
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: Yes 

When you conjure this effect, the world seems to dim 
as night takes the place of light. The tiny sphere of light you 
conjure, which imitates the moon, sheds shadowy illumination 
with intermittent pinpoints of light in a 30’ radius. You can begin 
moving the sphere in the round after casting the spell. If you 
concentrate on doing so (a standard action), you can move the 
sphere as much as 30’ in a round. If you cease concentrating, the 
sphere does not move in that round. You can resume concentrating 
on your next turn or any later turn during the spell’s duration. The 
sphere must remain within 60’ of you; if it goes beyond, the spell 
ends. 

Creatures caught within this effect’s darkness behave as 
though it were night. Diurnal creatures become fatigued, while 
nocturnal creatures gain a +1 bonus to attack rolls, skill checks & 
saves. Plant creatures are especially affected; those that depend on 
the sun take a -4 penalty on all rolls while within the darkness. 
Items, spells & rituals that depend on time of day are also treated 
as though it were night while within the darkness. 

Material Component: A pebble from Najmah. 
 
False Sun 
Evocation [Light] 
Level: Brd 2, Clr 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: 60’ 
Effect: Ball of bright light that sheds sunlight in a 30’ radius.  
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: Yes 

When you conjure this effect, the world seems to 
brighten as day takes the place of darkness. The tiny sphere of light 
you conjure, which imitates the sun, sheds bright illumination in a 
30’ radius & dim illumination 30’ beyond that. You can begin 
moving the sphere in the round after casting the spell. If you 
concentrate on doing so (a standard action), you can move the 
sphere as much as 30’ in a round. If you cease concentrating, the 
sphere does not move in that round. You can resume concentrating 
on your next turn or any later turn during the spell’s duration. The 
sphere must remain within 60’ of you; if it goes beyond, the spell 
ends. 

Creatures caught within this effect’s bright light behave 
as though it were day. Nocturnal creatures become fatigued, while 
diurnal creatures gain a +1 bonus to attack rolls, skill checks & 
saves. Plant creatures are especially affected; those that depend on 
the sun gain a +4 bonus on all rolls while within the light. Items, 
spells & rituals that depend on time of day are also treated as 
though it were day while within the bright light. 

Material Component: A pebble from Siraaj. 
 
Fangs of the False Caress 
Transmutation 
Level: Betrayal 6 
Components: S, U 
Casting Time: 1 standard action 
Range: Special 
Target: One creature 
Duration: 1 round/level 
Saving Throw: None (& see text) 
Spell Resistance: No (& see text) 

With a sinisterly sensual gesture, you trigger a dark 
connection with a creature you have touched before, laying a 
phantom imprint of your caress upon them. 

The subject can be any creature you have touched 
within the past week. You may deliver spells & effects with a 
range of touch to that subject at any distance for the duration of 
this spell. Further, each time you do, the subject takes 1d6 damage. 
The subject acquires a mark of fangs somewhere visible on its 
body, & can feel your phantom touch. 

If the subject had allowed your touch willingly during 
the past week, then they are entitled to no saving throw against any 
touch effect you deliver via fangs of the false caress, & their spell 
resistance is ignored by same. If you touched the subject without 
consent, then they are entitled to saves & SR as normal, with the 
exception of Reflex saves. 

When the duration expires, so too do all traces of your 
original touch, requiring you to touch the target anew to repeat this 
subtle attack. Greater remove curse, limited wish, miracle & wish 
can all end fangs of the false caress. 

Unique Component: Must have touched the intended 
subject within the past week. 
 
Feral Hunter 
Transmutation 
Level: Rgr 2, Wild 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 10 minutes/level (D) 

You gain the Scent ability, becoming able to determine 
enemies’ positions by odor. If you have the Track feat, you can 
also track foes by their smell. 

Additionally, you gain a +4 bonus to Listen, Spot & 
Survival checks, though you suffer a -2 penalty to any Charisma 
checks. 

Material Component: A tuft of hyena fur. 
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Fiat: Death 
Evocation [Death] 
Level: Sor/Wiz 9 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: Ray of pure magical potency 
Duration: Instantaneous 
Saving Throw: Fortitude partial 
Spell Resistance: Yes 
 Focusing the most potent, raw arcane energies through 
an enchanted vessel, you invoke the Fiat to unleash a coiling rush 
of pure sorcery. This power crashes over your foe like a torrent, the 
pressure expelling soul from body. 

A living creature struck by the ray of magic is instantly 
struck dead unless it succeeds on a Fortitude save. Undead can be 
affected as well, provided they are not mindless. A creature other 
than a living creature or sentient undead, or a creature that 
succeeds on its Fortitude save, instead takes 20d6 damage. 

The massive breadth of the ray affords you a +4 bonus 
to your ranged touch attack. This ray ignores deflection bonus to 
AC & miss chance due to incorporeality. The ray affords you a +4 
bonus to your caster level check to overcome spell resistance. 

Focus: A magical rod or staff. You may use a magical 
wand with at least 10 charges remaining, but doing so will cause it 
to shatter. 
 
Fiat: Exile 
Evocation [Force] 
Level: Sor/Wiz 8 
Components: V, S, F 
Duration: 1 minute/level 
Saving Throw: Reflex partial 
Spell Resistance: Yes 
 
As repulsion, but affects only one creature, who you must 
designate at the time of casting. Waves of force actively push this 
creature away & hold it off. When the spell is cast, the selected 
creature is pushed to the border of the effect, taking 1d6 points of 
force damage per 10’ pushed. A successful Reflex save prevents 
the creature from being pushed any further away, but it remains 
unable to move toward you for the duration of the spell.  
 
If the initial push would result in collision with a solid fixed 
obstacle such as a wall, the selected creature takes force damage as 
though having been pushed the full distance plus 1d6 points of 
damage for every 10’ not traveled (rounded down to the nearest 
10’ increment). 
 
If you move towards the selected creature, it is pushed back at a 
rate of 5 ft. per round regardless of the distance you move, 
provided you end your move closer to the creature than when you 
started. If the affected creature is pressed against a solid fixed 
obstacle or other barrier that would prevent movement, it does not 
move, nor is it crushed against such a barrier. 
 
Focus: A jewel of at least 1,000gp value, or any magical amulet, 
necklace or periapt. 
 
Fiat: Freeze 
Evocation [Cold] 
Level: Sor/Wiz 8 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: Ray of pure magical potency 
Duration: Instantaneous 
Saving Throw: Fortitude partial 

Spell Resistance: Yes 
 By focusing arcane energy through an enchanted vessel, 
you invoke the Fiat to unleash a freezing surge of sorcerous power. 
This icy force envelops your foe like a wave, holding their body in 
place. 

A living creature struck by the ray of magic is instantly 
encased in a 1” thick shell of ultra-hard ice & is effectively 
paralyzed, unless it succeeds on a Fortitude save. Constructs can be 
affected as well, but not objects. A creature that succeeds on its 
Fortitude save instead is instead merely entangled by the partial ice 
shell (Escape Artist check (DC25) to free oneself, or a Strength 
check (DC25) to break the ice). The target suffers 1d4 points of 
cold damage per caster level, regardless of whether or not they 
made their Fortitude  save. 

The ice is so hard that its properties are similar to 
adamantine; it has 40HP per inch of thickness & hardness 20. Fire 
partially bypasses the hardness, so the ice only has hardness 10 
against attacks that deal fire damage. Attacks that target the ice do 
not harm the frozen creature, except the final attack that cracks the 
ice, which deals the same damage to the creature as it does to the 
ice. Once the ice is cracked in once spot, the frozen creature can 
escape with a successful Strength check (DC25), or will 
automatically shatter if another 40 points of damage are dealt to it. 

Focus: A magical rod or staff. You may use a magical 
wand with at least 10 charges remaining, but doing so will cause it 
to shatter. 
 
Finery & Fraudulence 
Illusion (Glamer) [Mind-Affecting] 
Level: Brd 5, Cunning 6 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/level 
Saving Throw: Will disbelief (see text) 
Spell Resistance: No 

Using your quick wits & guile, you “reveal” yourself to 
be more than what you seem, divesting yourself of your “peasant 
rags” to reveal the raiments of a gilded ruler. 

This illusion lets you appear as a person of surpassing 
elegance, importance, charm & savvy, resplendent in riches & 
dripping in exotic jewels. To those who fail their Will saves, you 
are someone they must know & respect, & they will act friendly 
towards you & your interests. You gain a +10 circumstance bonus 
to Bluff, Diplomacy, Gather Information, Intimidate, Perform & 
Sense Motive checks against such people. 

Further, you appear to be simply oozing pure wealth & 
power. From your (illusory) pockets spill realistic gold & silver, 
jewels of every kind & all manner of riches. These illusions can 
withstand the scrutiny of any Appraise check below DC 40. Sacks 
you open are full of treasure, objects you drop or give are worth a 
king’s ransom & the merest trinket, with a bit of suggestion, is an 
item of enchantment & wonder. 

Those making their Will saves will see you as a phony, 
but the glamered treasure won’t be revealed to them as an illusion, 
though they may suspect it to be fake. Since this effect is not 
limited to a fixed area, it is possible that your “wealth” might cause 
a lot of trouble even after you leave the scene. 

Material Component: Gold dust worth 100gp, to be 
sprinkled upon yourself surreptitiously. 
 
Firesinger 
Transmutation [Fire] 
Level: Brd 5, Sor/Wiz 7 
Components: V, S, M, U 
Casting Time: 1 standard action 
Range: Long (400’ + 40’/level) 
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Target: One fire source, up to a 30’ cube 
Duration: Concentration, up to 1 round/level 
Saving Throw: Special; see text 
Spell Resistance: Yes or No; see text 

This is a powerful spell that grants command over 
elemental flame. When you cast it, the fire becomes self-
sustaining, regardless of oxygen or fuel, for as long as you 
maintain the effect. 

For each round that you concentrate, you can command 
the fire you sing to produce one of the following effects: 

Ignite: The fire spreads to an additional 5’ cube per 4 
caster levels. The new cubes must be on a surface & must be 
adjacent to a fire. Spell resistance does not apply. 

Blaze: The fire shoots forth a burning line, 5’ long per 
caster level, that deals 6d6 points of fire damage. A successful 
Reflex save lets creatures in the line take half damage. Spell 
resistance can prevent this damage. 

Fireworks: The fireworks are a flashing, fiery, 
momentary burst of glowing, colored aerial lights. This effect 
causes creatures within 120’ of the fire source to become blinded 
for 2d4+1 rounds. A successful Will save reduces this to 1d4 
rounds. These creatures must have line of sight to the fire to be 
affected. Spell resistance can prevent blindness. Invoking 
fireworks ends the spell. 

Smoke Cloud: A writhing stream of smoke billows out 
from the source, forming a choking cloud. The cloud spreads 30’ 
in all directions & lasts for 1 round per caster level. All sight, even 
darkvision, is ineffective in or through the cloud. All creatures 
within the cloud take a -6 penalty to Strength & Dexterity; a 
Fortitude save halves these penalties. These effects last for 2d4+1 
rounds after the cloud dissipates or after the creature leaves the 
area of the cloud. Spell resistance does not apply. Invoking a 
smoke cloud ends the spell. 

Flare: All creatures within 10’ of a source of fire 
(including any fire-based creature used as a source), take 8d6 
points of fire damage. A Reflex save will halve this damage; 
creatures standing in fire are denied a save. Spell resistance can 
prevent this damage. Invoking a flare ends the spell. 

Material Component: The spell uses one fire source, 
which is immediately extinguished. A fire so large that it exceeds a 
30’ cube is only partly extinguished. Magical fires are not 
extinguished, although a fire-based creature used as a source takes 
3 points of damage per caster level. 

Unique Component: The caster must speak Ignan. 
 
Flames of the Spirit 
Evocation [Fire] 
Level: Heroism 3, Pal 2 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 

Your body is enveloped in divine fire, burning any 
creature that comes into contact with you. These flames deal 1d6 
points of damage per 2 levels of Cleric/Paladin, & do not harm you 
or your equipment. Half of the damage is fire damage while the 
other half is divine energy, & is therefore not subject to fire 
resistance/immunity. 

Also, allies within 30’ of you (including yourself) gain 
a +5 sacred bonus to their resistance saves versus fear while this 
spell is in effect. If your alignment is any Evil, this bonus becomes 
a profane one instead. 
 
Flickerflame 
Evocation [Fire] 

Level: Brd 0, Drd 0, Rgr 1, Sor 0 
Components: S, R 
Casting Time: 1 standard action 
Range: Touch 
Target: Object or creature touched  
Duration: 1 round or until discharged 
Saving Throw: None 
Spell Resistance: Yes 

Flicking your fingers, you emit tiny little flames from 
the tips that you can use to set an object alight or burn an enemy. If 
you deliver this effect as a touch attack, it deals 1d4 points of fire 
damage. When the flame has touched an object or creature, the 
spell ends. 

Racial Component: Must be an efreeti or narsabi. A 
bard (& only a bard) can ignore this component. 
 
Forewarn 
Divination 
Level: Prophecy 3 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Target: One creature 
Duration: 1 hour/level or until discharged 
Saving Throw: None 
Spell Resistance: No 

With this spell you deliver a single, cryptic but crucial 
piece of information regarding an event soon to transpire. Once 
during the spell’s duration, the target may choose to use its effect. 
This spell grants the subject a +6 insight bonus on a single attack 
roll, opposed ability or skill check, or saving throw. Alternatively, 
the subject can apply the insight bonus to its AC against a single 
attack (even if flat-footed). Activating the effect doesn’t take an 
action; the subject can even activate it on another character’s turn 
if needed. The subject must choose to use the warning before it 
makes the roll it is to modify. Once used, the spell ends. 

You can’t have more than one forewarning active on 
you at the same time. 
 
Gate** 
Conjuration (Calling or Creation) [Good] 
Level: Clr 9, Sor/Wiz 9 
Components: V, S, XP; see text 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: See text 
Duration: Instantaneous or concentration (up to 1 round/level); 
see text 
Saving Throw: None 
Spell Resistance: No 

Casting this spell has two effects. First, it creates an 
interdimensional connection between your plane of existence & a 
plane you specify, allowing travel between those two planes in 
either direction. 

Second, you may then call a particular individual or 
kind of being through the gate. 

The gate itself is a circular hoop or disk from 5’-20’ in 
diameter (caster’s choice), oriented in the direction you desire 
when it comes into existence (typically vertical & facing you). It is 
a two-dimensional window looking into the plane you specified 
when casting the spell, & anyone or anything that moves through is 
shunted instantly to the other side. 

This effect has a front & a back. Creatures moving 
through the titular gate from the front are transported to the other 
plane; creatures moving through it from the back are not. 
 
Planar Travel 

307



As a mode of planar travel, this spell functions much 
like a plane shift spell, except that this effect opens precisely at the 
point you desire (a creation effect). Deities & other beings who 
rule a planar realm can prevent a gate from opening in their 
presence or personal demesnes if they so desire. Travelers need not 
join hands with you—anyone who chooses to step through the 
portal is transported. This effect cannot be opened to another point 
on the same plane; the spell works only for interplanar travel. 

You may hold the gate open only for a brief time (no 
more than 1 round per caster level), & you must concentrate on 
doing so, or else the interplanar connection is severed. 

Should you wish to open a gate to any plane other than 
Siraaj or Najmah, you must succeed in boring through the shell 
that separates Kamala from the multiverse. To do so, consult the 
following table: 

Destination Spellcraft 
check 

Knowledge 
(Arcana) check 

Caster 
Level 
check 

Will 
save 

Astral Plane 40 35 35 30 
Ethereal 
Plane 42 30 37 32 

Plane of 
Shadow 42 30 37 32 

Material 
Plane 45 50 40 35 

Inner Plane 50 30 42 37 
Outer Plane 55 55 45 40 

For each round that you wish to hold the connection to 
such a plane open beyond the first, you must make each relevant 
check again at a -4 cumulative penalty. Failing any check requires 
you to make the appropriate Will save or lose access to 
spellcasting for 5d10 days & will immediately close the gate. 
 
Calling Creatures 

The second effect of the gate spell is to call an 
extraplanar creature to your aid (a calling effect). By naming a 
particular being or kind of being as you cast the spell, you cause 
the gate to open in the immediate vicinity of the desired creature & 
pull the subject through, willing or unwilling. Deities, unique 
beings & beings with more HD than you are under no compulsion 
to come through the gate, although they may choose to do so of 
their own accord. This use of the spell creates a gate that remains 
open just long enough to transport the called creatures. This use of 
the spell has an XP cost (see below). 

If you choose to call a kind of creature instead of a 
known individual you may call either a single creature (of any HD) 
or several creatures. You can call & control one or more creatures 
as long as their HD total does not exceed your caster level. A 
single creature with more HD than your caster level can’t be 
controlled. Deities & unique beings cannot be controlled in any 
event. An uncontrolled being acts as it pleases, making the calling 
of such creatures rather dangerous. An uncontrolled being may 
return to its home plane at any time. 

A controlled creature can be commanded to perform an 
immediate task for you. Fighting for you in a single battle or taking 
any other actions that can be accomplished within 1 round per 
caster level counts as an immediate task; you need not make any 
agreement or pay any reward for the creature’s help. The creature 
departs at the end of the spell. A creature so controlled placed 
under any effect that would detain it beyond the duration of the 
gate spell is automatically released from such an effect when gate 
ends. 

If you choose to request a longer or more involved form 
of service from a called creature, you must offer some fair trade in 
return for that service. The service exacted must be reasonable 

with respect to the promised favor or reward; see the lesser planar 
ally spell for appropriate rewards. (Some creatures may want their 
payment in “livestock” rather than in coin, which could involve 
complications.) Immediately upon completion of the service, the 
being is transported to your vicinity, & you must then & there turn 
over the promised reward. After this is done, the creature is 
instantly freed to return to its own plane. 

Failure to fulfill the promise to the letter results in your 
being subjected to service by the creature or by its liege & master, 
at the very least. At worst, the creature or its kin may attack you. 

Note: When you use a calling spell such as gate to call 
an air, chaotic, earth, evil, fire, good, lawful, or water creature, it 
becomes a spell of that type. 

XP Cost: 1,000XP (only for the calling creatures 
function). 

** = This is a revised version of the gate spell from the 
Player’s Handbook (page 234). It is intended to replace the 
published version of that spell. 
 
Genie’s Mystique 
Evocation 
Level: Brd 3, Sor 3 
Components: V, S, R 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 

You call forth the exotic power of your heritage to 
enrich your very being with mystique. This power gives you a +2 
insight bonus to each ability score for the duration of the spell. 

If you are targeted by dispel magic (but not greater 
dispel magic) then genie’s mystique will protect you from the 
effect automatically at the cost of its remaining duration. 

All full-blooded genies can use genie’s mystique as a 
spell-like ability three times per day. 

Racial Component: Must be a genie or sabi. 
 
Genie’s Mystique, Greater 
Evocation 
Level: Brd 5, Sor 6 
Components: V, S, M, R 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 

You call forth the exotic power of your heritage to 
enrich your very being with mystique. This power gives you a +4 
insight bonus to each ability score for the duration of the spell. 

If you are targeted by dispel magic or greater dispel 
magic, greater genie’s mystique will protect you from the effect 
automatically at the cost of its remaining duration. 

All full-blooded genies can use greater genie’s 
mystique as a spell-like ability once per day. Janni do not have this 
ability. 

Material Component: A small diamond, sapphire, ruby 
or pearl worth at least 50gp. A full-blooded genie may ignore this 
component. 

Racial Component: Must be a genie or sabi. 
 
Gloom 
Evocation [Darkness, Fear, Mind-Affecting] 
Level: Night 9, Wiz 9 
Components: V, S, M, F, DF 
Casting Time: 1 minute 
Range: Long (400’ + 40’/level) 
Area: Cylinder (20’ radius/level, 100’ high) 
Duration: 10 minutes/level 
Saving Throw: See text 
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Spell Resistance: No 
The sky grows dark for a mile around, with not a hint of 

sunlight, moonlight or starlight penetrating, as you conjure a 
region of absolute night. 

Gloom creates a mile-radius circle of magical darkness 
that acts as deeper darkness, as well as a cylindrical epicenter of 
pure inky night. Non-magical sources of illumination within the 
mile of darkness, such as torches, lamps & candles, are 
extinguished. Magical sources see their effective radius halved. 
Within the epicenter, however, all magical light is instantly 
dispelled (or suppressed, in the case of supernatural glows). 

The epicenter of gloom is pitch-black. Low-light vision 
& darkvision are of no use. All within are effectively blinded & 
given total concealment. This makes Search & Spot checks 
impossible & imposes a -4 circumstance penalty to Reflex saves. 

The profound, unnatural darkness begins to unhinge 
those who are caught within. Living creatures within a mile of the 
epicenter suffer a -2 morale penalty to attack rolls, damage rolls, 
skill checks & saving throws (no save). For those within the 
epicenter, however, the darkness of the gloom is much more 
severe. Creatures caught in the epicenter must make a Will save or 
suffer a -9 morale penalty instead. 

Creatures dependent on sunlight or other light (such as 
most creatures of the Plant type) suffer twice the normal penalties. 
Such creatures, if within the epicenter, are also panicked (no save) 
regardless of immunity to fear effects. 

Those within the gloom’s mile-radius circle of darkness 
also slowly begin to go mad. Each minute, have affected victims 
roll on the following table: 
 
Roll Gloom Effect Save 
1 No effect -- 
2 Confused for 1 minute Will negates 
3 Shaken for 1 minute Will negates 
4 Frightened for 1 minute Will negates 
5 Panicked for 1 minute Will negates 
6 Sickened for 1 minute Fortitude negates 
7 Nauseated for 1 minute Fortitude negates 
8 Roll twice, ignoring 8 -- 

 
Lastly, gloom dispels & suppresses the following 

effects for its duration: aid, animal trance, bless, calm animals, 
calm emotions, good hope, heroism, hypnotic pattern, prayer, 
rage, rainbow pattern, scintillating pattern, sympathy, bardic 
music & a barbarian’s rage ability. 

Material Component: A black opal worth at least 
500GP. A full-blooded ghul (& only a ghul) may ignore this 
component. 

Arcane Focus: The black silk robes of a transcended 
houri. A full-blooded ghul (& only a ghul) may ignore this 
component. 
 
Grandeur 
Illusion (Pattern) [Mind-Affecting] 
Level: Presence 6 
Duration: 1 minute/level (D) 
 This spell functions like majestic one, except that it 
grants a +8 circumstance bonus to Bluff, Diplomacy, Gather 
Information, Intimidate, Perform & Sense Motive checks against 
all creatures within 30’. In addition, all creatures regard you as two 
steps nicer than they normally would. 
 
Hagalvethr’s Hurricane 

Evocation 
Level: Storm 9 
Components: V, S, M, DF 
Casting Time: 1 full-round action 
Range: Personal 
Area: 1 mile radius sphere, centered on you 
Duration: Concentration plus 1 minute/level 
Saving Throw: None 
Spell Resistance: No 
 You can create a potent & terrible storm in the area, 
battering everything in range with wind, rain, & lightning. The sky 
darkens as the entire area is covered by a black storm cloud, 
bathing the area in shadowy illumination. The storm manifests 
within 1d4+1 rounds of casting this spell. 

You control the general tendencies of the weather, such 
as the direction & intensity of the wind. The wind cannot be less 
than Strong (21-30MPH), but it can be of Tornado strength (175-
300MPH). Changing the wind speed &/or direction is a swift 
action, & wind can only be increased or decreased by one strength 
category per round. 

Also, as a swift action, you can call down a lightning 
bolt to strike a specific spot, just like a call lightning spell. Each 
bolt is a 5’ wide, 50’ long vertical line, which deals 5d10 points of 
electricity damage. Any creature in the target square or in the path 
of the bolt is affected. You can only call down one lightning bolt 
per round, but you can strike any point within range of the storm. 

Lastly, you can create a 1-round emulation of any spell 
in the Storm domain (up to 5th level only) as a full-round action. 

This spell replaces any weather that was in the area 
beforehand, naturally occurring or otherwise. Afterward, the 
weather returns to what it was prior to casting. While casting this 
spell, you are immune to any & all of the storms effects, including 
wind, & you are not at risk of losing your concentration due to 
violent weather. 
Material Component: A handful of shattered gems, worth at least 
6,000gp. 
 
Hail Storm 
Evocation [Cold] 
Level: Cold 5, Drd 5, Sor/Wiz 6, Storm 6 
Components: V, S, M, DF 
Casting Time: 1 standard action 
Range: Long (400’ + 40’/level) 
Area: Cylinder (40’ radius, 30’ high) 
Duration: 1 round/level 
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: Yes (harmless) 

Driving sleet & hail blocks all sight (even darkvision) 
within it & causes the ground in the area to be slick, pebbled & icy. 
A creature can walk within or through the area of sleet at half 
normal speed with a Balance check (DC20). Failure means it can’t 
move in that round, while failure by 5 or more means it falls (see 
the Balance skill for details). 

Each round, great magical hailstones pound down, 
dealing 3d6 bludgeoning damage & 2d6 points of cold damage to 
every creature in the area. A -8 penalty applies to each Listen 
check made within this effect, & all land or air movement within 
its area is at half speed. At the end of the duration, the hail 
disappears, leaving no aftereffects (other than the damage dealt). 
The hail extinguishes torches & small fires. 

Material Component: Pebbles from a polar region. 
 
Harmony 
Transmutation 
Level: Clr 4, Peace 3 
Components: V, S 
Casting Time: 1 standard action 
Area: 1 ally within 30’ 
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Duration: 1 round/level; see text 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes 
 With this spell, you create a bond between yourself & 
an ally, allowing you both to share attributes. While harmony is in 
effect, both you & your chosen ally gain the higher of your two 
scores for any statistics, including ability scores, skill modifiers, 
saving throw bonuses, attack bonuses, hit points, & armor class. 
Neither of you gain any class feature or feat that you did not 
already have access to. If either of your scores are diminished 
(such as taking damage or becoming poisoned), then you would 
both still use the highest score between the two of you. At the end 
of the effect, both of your statistics return to normal. 

If either you or your ally makes an aggressive action 
toward the other person, then the spell immediately ends. 
Aggressive actions include attacking the other person, grappling 
with the other, targeting the other with a damaging spell, or forcing 
the other to make a saving throw. 
 
Herald/Courier 
Enchantment (Compulsion) [Language-Dependant, Mind-
Affecting] 
Level: Sor/Wiz 3, Brd 2, Clr 3, Drd 3 
Casting Time: 1 minute 
Range: Close (25’ + 5’/2 levels) 
Duration: 12 hours/level or delivered (see below) 

This spell functions like lesser herald/courier, except 
that the message can contain up to 100 words, the herald can wait 
up to 10 minutes to deliver the message if the recipient chooses. 
 
Herald/Courier, Greater 
Enchantment (Compulsion) [Language-Dependant, Mind-
Affecting] 
Level: Sor/Wiz 4, Brd 3, Clr 4, Drd 4 
Casting Time: 10 minutes 
Range: Close (25’ + 5’/2 levels) 
Duration: 1 day/level or delivered (see below) 
Spell Resistance: No 

This spell functions like lesser herald/courier, except 
that the message can contain up to 200 words, the herald can wait 
up to 1 hour to deliver the message if the recipient chooses. 
 
Herald/Courier, Lesser 
Enchantment (Compulsion) [Language-Dependant, Mind-
Affecting] 
Level: Sor/Wiz 2, Brd 1, Clr 2, Drd 2 
Components: V 
Casting Time: 1 round 
Range: Touch 
Target: One living creature with less than caster’s HD -3 
Duration: 6 hours/level or delivered (see below) 
Saving Throw: Will negates 
Spell Resistance: Yes 

The caster compels the creature to convey a message 
(25 words or less) to a specific recipient. The creature then must 
attempt to deliver the message to the best of its ability, as quickly 
as possible. Once the creature finds the recipient, it will state that it 
has a private message; the recipient may tell the creature to state 
the message, or to wait to deliver it (up to 1 minute (10 rounds)). 
The message is delivered in your voice, not the creature’s voice. 

The creature must understand the language you are 
speaking to convey the message, but they need not understand the 
meaning of the message itself. The message is stated only once & 
cannot be repeated. The creature do not know the contents of the 
message before, during, or after the delivery; it is magically-sealed 
within the mind of the creature, & cannot by discovered by any 
magical or non-magical means. The spell ends when the duration 

expires, the creature is killed, or it successfully recites the 
message, whichever comes first. 

Dispel magic & scry do not affect this spell. This spell 
can be ended by break enchantment or remove curse, but these will 
not reveal the contents of the message. Only a miracle, limited 
wish, or a wish can unlock the message prior to delivery. Even 
these cannot wrest it from the mind of a former target after it has 
been conveyed, as the contents of the message are wiped 
immediately after delivery. 
 
Holy Radiance 
Evocation [Light] 
Level: Pal 1 
Components: V, M, DF 
Casting Time: 1 standard action 
Range: 10’ 
Area: 10’ radius centered on you 
Duration: 1 round/level (D) 
Saving Throw: None 
Spell Resistance: No 

Your holy symbol glows as a quartz crystal you carry 
dissolves into dust, which swirls around your person, giving you a 
scintillating aura that seems intent on sparkling in your foes’ eyes. 

You suffer a -10 penalty to Hide checks while this 
effect shines forth, but foes within 10’ of you are dazzled. Any 
turning checks you make while this effect is active are made with a 
+2 bonus. 

This effect can be dismissed as a free action, but takes 1 
round to fade away completely. 

Material Component: A white quartz crystal. 
 
Humidity 
Conjuration (Creation) [Water] 
Level: Drd 4, Sor/Wiz 4 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Area: 5’/level radial spread 
Duration: 1 round/level 
Saving Throw: Fortitude partial 
Spell Resistance: No 

This spell increases the level of humidity in an area to 
brutal levels, making anything & everything more difficult & 
pushing creatures to the limits of exertion. 

All creatures in the area of effect suffer a -2 penalty to 
all ability scores. Anyone attempting a standard or full-round 
action within the area of humidity must make a Concentration 
check (DC 20 + your spellcasting modifier) or take a -5 penalty to 
whatever task they were attempting. Anyone attempting to cast a 
spell within the area of humidity must make a Concentration check 
(DC 20 + your spellcasting modifier) or lose the spell. Anyone 
taking a full round’s worth of actions must make a successful 
Fortitude save or become fatigued. 

Creatures with the Fire or Water subtypes are immune 
to this effect. 

Material Component: A gallon of water. A marid or 
masabi can ignore this component. 
 
Hunter’s Mark 
Divination 
Level: Rgr 1 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Target: One creature 
Duration: 1 minute/level (D) 
Saving Throw: None 
Spell Resistance: Yes 
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You place a mark on the subject, visible only to 
yourself, which lets you pinpoint them easily. You can see the 
marked enemy clearly to the maximum range of the spell, & can 
attack said enemy at up to one additional range increment without 
penalty. The subject suffers a -2 penalty to AC against your 
attacks. If under concealment or invisible, the mark remains 
visible, & you may attack it at a -8 penalty. The subject is not 
aware of the mark, although detect magic will reveal it. You may 
not have more than one foe marked with either hunter’s mark or 
greater hunter’s mark simultaneously. 

Material Component: Any staining juice or ink. 
 
Hunter’s Mark, Greater 
Divination 
Level: Rgr 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Long (400’ + 40’/level) 
Target: One creature 
Duration: 10 minutes/level (D) 
Saving Throw: None 
Spell Resistance: Yes 

As hunter’s mark, except that you may attack the 
subject at up to two additional range increments without penalty, & 
the subject suffers a -4 penalty to AC against your attacks. 
 
Hush 
Illusion (Glamer) 
Level: Asn 2, Brd 3 
Components: V, S 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/2 levels (D) 

This stealthy spell brings about utter silence around 
yourself. This effect functions as silence, but exclusively on sound 
issuing from or entering your personal space, creating a 1” bubble 
of quiet around you. Thus, any Move Silently checks you need to 
make succeed, but you cannot cast spells with a verbal component, 
nor employ bardic music, nor engage in conversation amongst one 
another. You are also effectively deafened. As silence, this effect 
protects you from sonic & language-based effects. 
 
Hydrate 
Conjuration [Water] 
Level: Clr 1, Drd 0, Rgr 1 
Components: V, S 
Casting Time: 1 minute 
Range: Touch 
Target: Creature touched 
Duration: Instantaneous 
Saving Throw: Fortitude (harmless) 
Spell Resistance: Yes (harmless) 

When laying your hand upon a living creature, you 
instill their body with water, granting them enough liquid to 
survive for the time being. The target creature need not make a 
Constitution check to avoid dehydration damage for 1 hour per 
caster level (yours). During that period of time, the target can 
ignore the effects of dehydration-based fatigue. This spell does not 
remove any previous dehydration damage sustained. 
 
Impossible Feat 
Transmutation 
Level: Asn 2, Brd 2, Rgr 2 
Components: V, S 
Casting Time: 1 standard action 
Range: Personal 

Target: You 
Duration: 1 round/level 

You become capable of amazing feats of acrobatics, 
agility & athletics. You gain a competence bonus to Balance, 
Climb, Jump & Tumble checks equal to your caster level plus 20. 
 
Incarnation of Nature 
Conjuration (Calling) 
Level: Drd 6, Wild 6 
Components: V, S, F, U 
Casting Time: 1 round 
Range: 60’ 
Effect: One called incarnation 
Duration: 1 minute/level 
Saving Throw: None 
Spell Resistance: No 

Calling to the ambient natural environment, you ask it 
to incarnate in an appropriate form to aid you. The called 
incarnation will serve you to the best of its ability, provided you do 
not ask it to take an obviously unproductive suicidal action, take 
action against nature or be exploited for any other form of magic. 

The kind of incarnation you can call depends on the 
natural environment available to you: 
 

Environment Incarnation 
Arable Land Greater earth elemental 
Desert Greater air elemental 
Forest/Jungle Treant 
Open Air/Plains Greater air elemental 
Coast/River/Lake Greater water elemental 
Stone/Cavern Greater earth elemental 

 
The DM can decide randomly between available 

incarnations. 
Focus: A 30’ area of the appropriate environmental 

feature. 
Unique Component: If you speak the appropriate 

elemental language (or Sylvan for a treant) the incarnation you call 
arrives with an additional 2 HD, & if it is available you can select 
it deliberately instead of randomly. 
 
Inclemency 
Transmutation 
Level: Druid 4, World 3 
Components: V, S 
Casting Time: 1 minute 
Range: Long (400’ + 40’/level) 
Area: Long-range sphere, centered on you; see text 
Duration: Concentration, up to 1 minute/level 
Saving Throw: None 
Spell Resistance: No 

You are able to change the weather in your immediate 
area for a brief time. You can call forth weather appropriate to the 
climate & season of the area you are in, as seen in the table below: 

 
Season  Possible Weather  
Spring sleet storm, thunder storm, tornado 
Summer hail storm, heat wave, torrential rain 
Autumn fog, rain, thunder storm 
Winter blizzard, frigid cold, sleet 

You can set the general tendencies of the weather, but 
you cannot control specific applications of the weather (such as the 
direction & intensity of the wind, where lightning strikes, or the 
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exact path of a tornado). It takes a full minute (10 rounds) for the 
desired effects to manifest. The weather continues as you left it for 
the duration, or until you use a standard action to designate a new 
kind of weather (which fully manifests itself 1 minute later). 
Contradictory conditions are not possible simultaneously. 

Inclemency can do away with atmospheric phenomena 
(naturally occurring or otherwise) as well as create them. Once the 
spell’s duration expires, the previous prevailing weather patterns 
reassert themselves within 1 minute. 
 
Johoum’s Judgment 
Necromancy 
Level: Punishment 9 
Components: V, S, M, A 
Casting Time: 1 standard action 
Range: Close (25’ + 5’ per 2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Fortitude partial; see text 
Spell Resistance: No 

Like destruction, this spell instantly slays the subject & 
consumes its remains (but not its equipment & possessions) utterly. 
If the target’s Fortitude saving throw succeeds, it instead takes 
12d6 points of damage. The only way to restore life to a character 
who has failed to save against this spell is to use true resurrection, 
a carefully worded wish spell followed by resurrection, or miracle. 

Unlike a mere destruction spell, though, this spell also 
reduces all of the target’s ability scores by 4 points for the next 24 
hours. It also inflicts 1d4 points of ability drain to the target’s 
highest ability score. Neither of these effects offers a saving throw 
to resist them, & both of them ignore resistance &/or immunity to 
ability damage/drain. A miracle could restore ability scores that 
have been reduced by this spell, but few gods would cross the 
dictates of Johoum to do so. Use of a wish is ineffective, & will 
likely anger Johoum to be so defied. 

Material Component: A drop of blood from a close 
relative of the target (or the target themselves). 

Alignment Component: Any evil. 
 
Joyless Fugue 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Curse 7, Sor/Wis 8 
Components: V, S, M 
Casting Time: 1 standard action 
Range: 30’ 
Area: Cone-shaped burst 
Duration: 1 minute/level 
Saving Throw: Will partial 
Spell Resistance: Yes 

An invisible cone of despair causes a loss of all 
encouraging & positive emotion in the subjects, making them 
perceive the world as bleak & without hope. Affected creatures 
cannot benefit from morale bonuses, & are not affected by spells 
such as calm emotions, good hope, heroism or rage that alter 
emotional state, nor do they profit from abilities such as bardic 
music or a barbarian’s Rage ability. 

Affected creatures take a -4 penalty on attack rolls, 
saving throws, ability checks, skill checks, & weapon damage 
rolls. A successful Will save negates this penalty. 

Joyless fugue counters & dispels good hope. Greater 
remove curse will end the effect on one creature, while miracle & 
wish can remove it from all subjects. 

Material Component: A vial of tears & a vial of smoke. 
 
Limalia’s Laborious Lash 
Abjuration 
Level: Hardship 9 
Components: V, S, M, F 

Casting Time: 1 standard action 
Range: Close (25’ + 5’ per 2 levels) 
Target: One creature 
Duration: 1 round/4 levels 
Saving Throw: Will partial 
Spell Resistance: Yes; see text 

For a very brief time, you summon the dispassion & 
harshness of Limalia to strike all support from the victim. The 
crippling lash also wraps itself around the victim for a brief time, 
forcing additional effort for every action. 

The lash renders all magical items completely 
nonfunctional for the target, unless they are cursed & expressing 
their curse. It also makes the subject functionally exhausted, even 
if they are normally immune to that condition. The subject does not 
benefit from bonuses of any type, excepting ability bonuses. 

The subject no longer threatens any squares & is 
deprived of its Dexterity bonus to AC, if any. Swift actions instead 
require a standard action; standard actions require a full-round 
action. Full-round actions remain unaffected. 

Unless the subject succeeds on a Will save, its ranks in 
all skills are set to 0 for the duration of Limalia’s laborious lash & 
it loses access to whatever feats it may have. 

When the spell ends, the subject becomes fatigued 
unless immune. 

Material Component: A hard stone. 
Focus: A strong hemp rope, which is wrapped around 

the caster’s wrists & knotted as part of the somatic component. 
This rope prevents the casting of further spells with somatic 
components, but can be removed by another as a standard action or 
by oneself as a full-round action. 
 
Location Bind 
Abjuration 
Level: Clr 8, Drd 7, Wiz 7 
Components: V, S, F 
Casting Time: 1 round 
Range: Close (25’ + 5’ per 2 levels) 
Target: One spirit creature 
Duration: Special 
Saving Throw: See text 
Spell Resistance: No 

Invoking powerful inherent magic, you trap the essence 
of a spirit creature within a magical boundary. Creatures 
vulnerable to this effect include all sentient constructs, elementals, 
extraplanar magical beasts, fey, outsiders, & sentient undead. You 
delineate the rough size of the boundary & can impose certain 
obligations on the bound spirit, but with greater demands come 
greater risks. 

You may set the duration of the effect as described in 
the table below: 

Duration Will 
Save Limit Obligations Permanent 

1 round/level No 5’ 1 
(discharge) No 

1 
minute/level Once 10’ 1 No 

1 hour/level 1/hour 100’ 2 Yes (Will 
save/day) 

1 day/level 1/day 500’ 3 Yes (Will save) 
1 week/level No 1,000’ 5 Yes 

The limit is the absolute minimum you are able to 
confine the bound spirit to. You may use permanency to make 
binding of 1 hour/level or longer permanent (3,500XP). 

You may set simple obligations for the bound spirit for 
the duration; if the obligation is fulfilled before the duration ends, 
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then the binding is discharged. Obligations may include attacking 
creatures within range, coming when called, giving truthful advice 
on matters & other similar tasks. 

Focus: A Sathan ruby, worth at least 500gp. 
 
Majestic One 
Illusion (Pattern) [Mind-Affecting] 
Level: Bard 3, Presence 3 
Components: V, DF 
Casting Time: 1 standard action 
Range: Personal 
Effect: An aura of greatness surrounds you 
Duration: 1 round/level (D) 

You invoke an illusory aura of radiant glory, making 
other creatures like you more. While this spell is in effect, you gain 
a +4 circumstance bonus to Bluff, Diplomacy, Gather Information, 
Intimidate, Perform & Sense Motive checks against all creatures 
within 30’. 

In addition, all creatures regard you as one step nicer 
than they normally would. For instance, a creature with an initial 
attitude of unfriendly becomes merely indifferent, while a friendly 
creature becomes helpful. This effect does not offer a saving throw 
to resist, & lasts only as long as the spell does. 

Any effect that offers a creature cover or concealment 
relative to you suppresses the effects of this spell for that specific 
creature. If the cover/concealment ends within the spell’s duration, 
however, the effects resume. 

This spell cannot affect blind or otherwise sightless 
creatures. 
 
Maqur’s Malevolence 
Necromancy 
Level: Betrayal 9 
Components: V, S, A, U 
Casting Time: 1 standard action 
Range: 120 ft. 
Effect: Bolts of crimson energy 
Duration: 1 round/level or until discharged 
Saving Throw: Fortitude negates & Reflex half; see text 
Spell Resistance: No 

Reaching out to a trusting ally, you tear away its life 
force & use it to fuel coiling tendrils of violent red energy. 

Placing your hand upon an unsuspecting ally, you 
instantly kill it. A successful Fortitude save negates this effect & 
ends the spell, as does any question of your true intent on the part 
of your ally. Should your ally die as planned, then your hands, eyes 
& mouth begin to crackle with red lightning. You now hold the 
capacity to release an amount of damage equal to 1d6 × the 
sacrificed ally’s hit dice × the sacrificed ally’s Wisdom modifier 
(minimum 1). 

As a standard action, you may send forth a 120’ line of 
searing crimson power that deals a portion of this damage. You 
must designate how much of the sacrifice’s energy you wish to 
expend at the time you create the bolt. Half the damage done by 
such a bolt is electricity damage; the rest is profane damage & is 
not subject to energy resistance. A successful Reflex save is 
required for half damage. 

The spell ends when you have no more d6’s to expend, 
or when the duration elapses, whichever comes first. It is unlikely 
that you will have any further allies capable of serving as your 
component in the nearby area. 

Unique Component: A creature that has been your 
trusting ally for at least 1 month, & who is not magically 
compelled or charmed to believe you. A successful Diplomacy 
check, or a Bluff check opposed by a Sense Motive check should 
be sufficient to determine trust. 

Alignment Component: Any evil. 
 

Martuakh’s Metamorphosis 
Transmutation 
Level: Serpent 9 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 hour/level (D) 

You can transform yourself into a swarm of snakes, 
gaining several advantages by doing so. The swarm is in the form 
of 300 Tiny Vipers; statistics for a snake swarm are provided 
below. You gain all the benefits & drawbacks of a swarm (see 
Swarm Traits, below). You can move about & do the things that a 
swarm of snakes can conceivably do, such as slither through a 
crack in a wall. As a swarm made up of Tiny creatures, you take 
half damage from slashing & piercing weapons. 

While in swarm form, any clothing or equipment melds 
into the swarm & becomes nonfunctional. When you revert to your 
true form, any objects previously melded into the swarm reappear 
in the same location on your body they previously occupied & are 
once again functional. 

You can reform parts of your natural body from the 
swarm, like your head or an arm, or revert fully into the swarm, as 
a free action. In this way, you can cast spells with verbal &/or 
somatic components while in swarm form, & you can speak if you 
wish. However, since your clothing & equipment meld into the 
swarm, you cannot cast spells with material or focus components. 

You can direct every snake in the swarm, moving them 
as an entire swarm or sending some individual snakes away to 
perform other tasks elsewhere. You may separate a number of 
individual snakes from the swarm equal to ¼th your caster level. 
You can order one of your snakes as you had dominated them (as 
with a dominate monster spell), although these snakes can do only 
what a snake is normally capable of doing. Snakes that are 
separated from your swarm when you revert to your normal form 
vanish. 

Reverting to normal is a standard action that does not 
provoke attacks of opportunity. You cannot change from swarm 
form to human form in an area where its body would not normally 
fit. Although changing shape is a spell-like effect, remaining in 
swarm form is not supernatural, & you do not change shape when 
entering an antimagic field. 

If your swarm form is reduced to 0 hit points or lower, 
then ½ the snakes (150) are killed & the remaining members of 
swarm break up into a disorganized host of snakes. The horde 
scatters in all directions, fleeing the area at top speed (30’ per 
round). If even a single snake survives, you can reform yourself 
completely from it, even retaining all of your statistics & 
equipment prior to transformation. If multiple snakes survive, then 
you can choose which snake you wish to revert from. All other 
snakes vanish when the spell’s effects end. 
 
Snake Swarm 
Tiny Animal (Swarm) 
Hit Dice: 6d8 (27HP) 
Initiative: +7 
Speed: 15’ (3 squares), Climb 15’ (3 squares), Swim 15’ (3 
squares) 
Armor Class: 17 (+2 size, +3 Dex, +2 natural armor); touch 15; 
flat-footed 14 
Base Attack/Grapple: +0/-- 
Attack: Swarm (2d6 + poison) 
Full Attack: Swarm (2d6 + poison) 
Space/Reach: 10’/0’ 
Special Attacks: Distraction, Poison 
Special Qualities: Animal traits, Scent, Swarm traits 
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Saves: Fort +2, Ref +5, Will +1 
Abilities: Str 4 (-3), Dex 17 (+3), Con 11 (+0), Int * (*), Wis * (*), 
Cha * (*) 
Skills: Balance +11, Climb +11, Hide +15, Listen *, Spot *, Swim 
+5 
Feats: Improved Initiative, Weapon Finesse (B) 
Environment: Any land or underground 
Organization: solitary, pair, or cluster (3-6 swarms) 
Challenge Rating: 3 
Treasure: N/A 
Alignment: always Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
* = Your score or modifier 
 
Distraction (Ex): Any living creature vulnerable to a swarm’s 
damage that begins its turn with a swarm in its square is nauseated 
for 1 round; a Fortitude save (DC12) negates the effect. 
Spellcasting or concentrating on spells within the area of a swarm 
requires a Concentration check (DC 20 + spell level). Using skills 
that involve patience & focus requires a Concentration check 
(DC20). 
 
Poison (Ex): A viper snake has a poisonous bite that deals initial 
& secondary damage of 1d6 Constitution. The save DC is 13. The 
save DCs are Constitution-based. 
 
Animal traits: All creatures with the Animal type possess the 
following traits: 

• Intelligence score of 1 or 2 (no creature with an 
Intelligence score of 3 or higher can be an animal). 

• Low-light vision. 
• Alignment: Always neutral. 
• Treasure: None. 
• Proficient with its natural weapons only. A non-

combative herbivore uses its natural weapons as a 
secondary attack. Such attacks are made with a -5 
penalty on the creature’s attack rolls, & the animal 
receives only ½ its Strength modifier as a damage 
adjustment. 

• Proficient with no armor unless trained for war. 
• Animals eat, sleep, & breathe. 

 
Scent (Ex): A snake swarm can detect opponents by sense of smell 
within 30’ (×2 for upwind opponents, ×½ for downwind 
opponents) 
 
Swarm Traits: A swarm has no clear front or back & no 
discernible anatomy, so it is not subject to critical hits or flanking. 
A swarm made up of Tiny creatures takes half damage from 
slashing & piercing weapons. A swarm composed of Fine or 
Diminutive creatures is immune to all weapon damage. Reducing a 
swarm to 0 hit points or lower causes it to break up, though 
damage taken until that point does not degrade its ability to attack 
or resist attack. Swarms are never staggered or reduced to a dying 
state by damage. Also, they cannot be tripped, grappled, or bull 
rushed, & they cannot grapple an opponent. 

A swarm is immune to any spell or effect that targets a 
specific number of creatures (including single-target spells such as 
disintegrate), with the exception of mind-affecting effects (charms, 
compulsions, phantasms, patterns, & morale effects) if the swarm 
has an Intelligence score & a hive mind. A swarm takes half again 
as much damage (+50%) from spells or effects that affect an area, 
such as splash weapons & many evocation spells. 

Swarms made up of Diminutive or Fine creatures are 
susceptible to high winds such as that created by a gust of wind 

spell. For purposes of determining the effects of wind on a swarm, 
treat the swarm as a creature of the same size as its constituent 
creatures. A swarm rendered unconscious by means of nonlethal 
damage becomes disorganized & dispersed, & does not reform 
until its hit points exceed its nonlethal damage. 
 
Swarm Attack: Creatures with the swarm subtype don’t make 
standard melee attacks. Instead, they deal automatic damage to any 
creature whose space they occupy at the end of their move, with no 
attack roll needed. Swarm attacks are not subject to a miss chance 
for concealment or cover. A swarm’s statistics block has “swarm” 
in the Attack & Full Attack entries, with no attack bonus given. 
The amount of damage a swarm deals is based on its Hit Dice, as 
shown in the table. 

A swarm’s attacks are non-magical, unless the swarm’s 
description states otherwise. Damage reduction sufficient to reduce 
a swarm attack’s damage to 0, being incorporeal, & other special 
abilities usually gives a creature immunity (or at least resistance) to 
damage from a swarm. Some swarms also have acid, poison, blood 
drain, or other special attacks in addition to normal damage. 

Swarms do not threaten creatures in their square, & do 
not make attacks of opportunity with their swarm attack. However, 
they distract foes whose squares they occupy, as described below. 
 
Martyrdom 
Transmutation 
Level: Heroism 6, Pal 4 
Components: V, S, DF 
Casting Time: 1 minute 
Range: Personal 
Target: You 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 
 You can charge yourself with divine energy, gaining 
great power in exchange for your life. You gain a pool of 
temporary hit points equal to your maximum hit point total. You 
also gain a +10 resistance bonus to Will saves, & you become 
immune to mind-affecting effects. 

At the end of this spell’s duration, however, you 
immediately die. The only way to restore your life after the use of 
this spell is to cast true resurrection or a miracle. Other forms of 
raising the dead are ineffective. 
 
Mirage 
Illusion (Glamer) 
Level: Brd 6, Sor/Wiz 8 
Components: V, S 
Casting Time: 1 minute 
Area: One 40’ cube/level (S) 
Duration: 1 day/level (D) 
Saving Throw: None 
Spell Resistance: No 

This spell functions like hallucinatory terrain, except 
that it enables you to make any area appear to be something other 
than it is. The illusion includes audible, visual, tactile, & olfactory 
elements. Unlike hallucinatory terrain, the spell can alter the 
appearance of structures (or add them where none are present). & 
unlike mirage arcana, it can disguise &/or conceal real creatures, 
or even add illusory beings (although these beings have only the 
illusion of life & cannot interact meaningfully with real creatures). 
 
Mordenkainen’s Disjunction** 
Abjuration 
Level: Magic 9, Sor/Wiz 9 
Components: V 
Casting Time: See text 
Range: Close (25’ + 5’/2 levels) 
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Area: All magical effects within a 40’-radius burst, or one magic 
item 
Duration: Instantaneous 
Saving Throw: See text 
Spell Resistance: No 

You can choose to use it in one of two ways, an area 
disjoining or a targeted disjoining. 
 
Area Disjoining 

This version of the spell has a casting time of 1 
standard action. All magical effects within the radius of the spell, 
except for those that you carry or touch, are disjoined--that is, 
spells & spell-like effects are separated into their individual 
components (ending the effect as a dispel magic spell does). You 
also have a 2% chance per caster level of destroying an antimagic 
field. If the antimagic field survives the disjunction, no items 
within it are disjoined. 
 
Targeted Disjoining 

This version of the spell has a casting time of 1 minute. 
While casting this version of the spell, you must be touching a 
single magic item that will be the target of the spell; when the spell 
is completed, that item is turned into a normal item, permanently 
losing any & all magical properties. An item in a creature’s 
possession may make a Will save to avoid disjunction (using its 
own Will save bonus or its possessor’s Will save bonus, whichever 
is higher), but an unattended magic item receives no save. 

Even artifacts are subject to disjunction, though there is 
only a 1% chance per caster level of actually affecting such 
powerful items. Destroying artifacts is a dangerous business, & it 
is 95% likely to attract the attention of some powerful being who 
has an interest in or connection with the device. 

** = This is a revised version of the Mordenkainen’s 
disjunction spell from the Player’s Handbook (page 255). It is 
intended to replace the published version of that spell. A special 
thanks to PairO’Dice Lost for granting the use of his (greatly 
improved) version of the spell. 
 
Motes of Diya 
Evocation [Light] 
Level: Brd 4, Sor/Wiz 6 
Components: V, S, M 
Casting Time: 1 minute 
Range: Anywhere on the same plane 
Target: One sentient creature with a soul 
Duration: 24 hours 
Saving Throw: None 
Spell Resistance: Yes 
 
Speaking aloud the name of a specific creature, you dispatch 
magical motes of invisible light to illuminate the creature through 
any obscuration.  
 
The magical motes instantly travel to the location of the creature 
regardless of protections, homing in to the target's soul. Only soul 
blank can cause the spell to fail. Even a soul migrating via magic 
jar will be tracked. 
 
This spell defeats any protections against scrying or divination, up 
to & including misdirection, mage’s private sanctum, & mind 
blank (though in the case of the latter, you may only scry on the 
target; you cannot read their thoughts, emotions or alignment). If 
the target employs any glamer effect upon themselves, they 
immediately illuminate as per a daylight spell, instantly 
distinguishing them from the illusion they had hoped to create & 
effectively negating the benefits of such glamers. Effects that rely 
on copying & replicating the caster's own image (such as mirror 
image, mislead, or project image) are similarly affected, rendering 

their effects worthless. 
 
Material Components: 25gp worth of gold dust & some white sand 
from Najmah. 
 
Muffle 
Illusion (Glamer) 
Level: Brd 4 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Target: You & up to three creatures touched 
Duration: 1 minute/level (D) 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes 

This powerful spell brings about utter silence around 
yourself & up to three other creatures. This effect functions as 
silence, but exclusively on sound issuing from or entering your 
personal space, creating a 1” bubble of quiet around you. Thus, any 
Move Silently checks you need to make succeed, but you cannot 
cast spells with a verbal component, nor employ bardic music, nor 
engage in conversation amongst one another. You are also 
effectively deafened. As silence, this effect protects you from sonic 
& language-based effects. 
 
Nathar’s Nightmarish Nemesis 
Enchantment (Compulsion) [Evil] 
Level: Murder 9 
Components: V, S, M, DF, A, XP 
Casting Time: 1 minute 
Range: Touch 
Target: One unwilling creature 
Duration: Special (see text) 
Saving Throw: Will negates 
Spell Resistance: No 

The mightiest magic of the Demon God of Murder, this 
spell bestows upon its unwilling victim the greatest blessing he can 
confer. The target of the spell is granted 4 ranks in Disguise & 8 
ranks each in Hide & Move Silently, & acquires a level of the 
assassin prestige class. For each additional 250XP spent on the 
spell, the target gains an additional level of assassin, though this 
spell may not raise the subject’s character level higher than your 
caster level. The subject likewise gains access to feats, spells & 
bonus ability points as if he had gained these levels of assassin 
normally, which you may select at the time of casting. However, 
he remains entirely unaware of the skills & powers that this spell 
has conferred to him. 

You then provide the subject with the name of a being 
that you have met. The subject of the spell is inextricably drawn 
towards that being’s location, though he will justify it to himself as 
wanting to travel, having business in another land etc., 
subconsciously using the powers of the spell to support him on the 
journey. When he first sees the named being, the subject will 
immediately tap into his assassin’s powers & attempt to slay that 
being. He will take no obviously self-destructive action, but will 
act to the best of his ability & intelligence to kill your selected 
victim, without bringing attention to himself if at all possible. 
When either the subject or the named being is dead, the spell ends, 
leaving the subject with no memory of the spell’s effects. 

A subject that successfully saves against this spell takes 
4d10 points of damage, as Nathar smites the subject for refusing 
his gift. For each additional 250XP spent on the spell, the Will 
save DC increases by 1. 

Material Component: A scorpion’s tail, a snake, a frog 
& the blood of a jackal. 

Alignment Component: Any evil. 
XP Cost: 250XP + 250XP per additional level 

conferred, to a maximum cost of 2,500 XP. 
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Natural Force 
Conjuration (Creation) 
Level: Rgr 3 
Components: V, S, M, F 
Casting Time: 1 minute 
Range: Touch 
Target: Elemental material touched 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

You tap into the mystical energies of the Kamala to 
awaken the material you touch as an elemental spirit. You create a 
new Small air, earth, fire or water elemental from the 
corresponding material, which acts independently of you but has a 
friendly disposition towards you. This elemental may cooperate 
with your interests, but will not endanger or sacrifice itself on your 
behalf. It will eventually go its own way when it feels like doing so 
(1d4+1 minutes), as it is immune to Diplomatic manipulation. The 
creature can only speak its own elemental tongue. 

If creating a fire or earth elemental on Siraaj, it is 
created with an additional 2HD & +2 to Strength & Dexterity. If 
creating an air or water elemental on Najmah, it is created with an 
additional 2HD & +2 to Dexterity & Wisdom. 

This spell takes on the elemental attribute of the 
elemental created. 

Material Component: Clean open air for an air 
elemental, stone, mud, sand or dirt for an earth elemental, an open 
flame for a fire elemental, or clear water for a water elemental. 

Focus: A stick of yew, a stick of blue elder, two other 
sticks & a glass bead. 
 
Nature’s Child 
Transmutation 
Level: Rgr 4 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Touch 
Target: Your animal companion 
Duration: 10 minutes/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 

You draw forth the powers of nature on behalf of your 
trusted companion, imbuing your faithful beast with the strength of 
the wild. Your animal companion’s power is determined as though 
your ranger levels were druid levels. You may designate any 
necessary feats & skill points. 

Material Component: A slice of raw meat (for a 
carnivore) or a fist-sized fruit, for instance an apple (for an 
herbivore). 
 
Nature’s Image 
Transmutation 
Level: Rgr 4 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 10 minutes/level (D) 

You take on the form of an animal, as the Wild Shape 
ability of a druid. You may employ this effect as though your 
ranger levels were druid levels, except that you may not take the 
form of an elemental. When you change back to your true form, 
the spell ends. Changing back is a standard action that does not 
provoke an attack of opportunity. Note that the possession of this 
spell qualifies you to take the Natural Spell feat, as if you normally 
had the Wild Shape ability. 

Focus: A wood carving of yourself. 

 
Nested Image 
Illusion (Figment, Glamer) 
Level: Sor/Wiz 7 
Components: V, S, M 
Casting Time: 1 minute 
Duration: 10 minutes per level 
 
As persistent image, but you are capable of creating a much more 
complex illusion, including up to three different scripts. 
Additionally, you can designate one layer of illusory effects as 
being more realistic than the rest; if your illusion is disbelieved, 
these elements will appear to still be realistic, requiring a second 
Will save to disbelieve at a -4 penalty. Similarly, if the illusion is 
dispelled, this special layer remains while the rest of the effects 
vanish, requiring a second dispel effect to clear away entirely. 
These effects only function if there are discernible differences 
between the realistic illusion & the standard illusory layer above it. 
 
Material Components: Fleece, pyrite, & eggshells. 
 
Ophidian Form 
Transmutation 
Level: Serpent 6, Sor/Wiz 8 
Components: V, M, DF 
Casting Time: 1 full-round action 
Range: Personal or touch 
Target: You or creature touched 
Duration: 1 round/level (D) 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
 The target creature is transformed into the shape of an 
enormous snake, gaining several advantages in doing so. The 
creature’s size increases to Colossal, with a 10’ diameter, a length 
of 120’, & a weight of 160 tons. Its new space & reach are 30’ & 
20’, respectively. Its new Size modifier is -8, its new Grapple 
modifier is +16, & its new Hide modifier is -16. Its Strength score 
increases to 40 (if already higher than 40, it gains +4 Strength), it 
gains +10 natural armor (if already higher than 10, then it gains +2 
natural armor), as well as Damage Reduction 10/-- (if already 
higher than 10, then it gains +2DR). It also gains a bite attack (4d6 
piercing damage), the Constrict special ability, the Improved Grab 
special ability, & the Swallow Whole special ability. The 
creature’s other statistics are unchanged, unless they are derived 
from the altered statistics. 

While in snake form, the creature cannot do anything 
that would require the use of hands, such as hold weapons, use 
items, craft things, etc. Its prehensile tail can be used as a crude 
grasping tool (for use in grappling mostly), but it automatically 
fails all Craft, Disable Device, Forgery, Open Lock, Sleight of 
Hand, & Use Rope checks. 

Material Component: The molted skin of a snake. 
 
Oracle 
Divination 
Level: Prophecy 6 
Components: V, S, M, DF 
Casting Time: 1 hour 
Range: Personal 
Target: You 
Duration: 1 minute/level 

You enter into a deep trance during which you are 
conveyed the power of prophecy. Though you yourself are in a 
fugue & unresponsive, those around you may ask questions which 
your voice (or writing, or sign language if unable to speak) will 
reply to. The questions must each be personally relevant in some 
fashion; simple yes/no questions, as well as queries for lists, facts 
or figures, will be disregarded. Questions of a more open-ended 
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nature are required, & will be answered with a single phrase, or a 
short verse. These replies are almost always of a cryptic nature, but 
at times have been known to be exceedingly clear. Each questioner 
is permitted a single question. 

Though the power of prophecy knows any given 
information regarding the potential future, it is possible, albeit at 
times difficult, to change this future or avoid what the effect has 
predicted. Those who would do so would do well to remember the 
adage of the self-fulfilling prophecy, however. 

At the end of the effect, the caster is left drained, is 
exhausted & suffers 2 temporary Constitution & Wisdom damage. 
The caster can take no other action while the trance continues, 
including to dismiss the spell, & is functionally helpless. 

Material Component: Incense, herbs, spices or leaves, 
burned to release their odors into the air. 
 
Pashati’s Perpetual Purity 
Abjuration 
Level: Cleansing 9 
Components: V, S, DF 
Casting Time: 1 minute 
Range: Touch 
Target: Creature touched 
Duration: 1 hour per level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
 The target creature gains Fast Healing 5, & becomes 
immune to the following adverse conditions: ability damaged, 
blinded, confused, dazed, dazzled, deafened, disabled, dying, 
exhausted, fascinated, fatigued, nauseated, panicked, paralyzed, 
sickened, stable, staggered, stunned, turned, & unconscious. It also 
removes negative levels, permanently drained levels, & 
permanently drained ability score points at a rate of 1 per hour 
each. 
 
Poison, Greater 
Necromancy 
Level: Drd 8, Poison 7 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Touch 
Target: Living creature touched 
Duration: Instantaneous; see text 
Saving Throw: Fortitude negates; see text 
Spell Resistance: Yes 
 Calling upon the venomous powers of supernatural 
predators, you infect the subject with a dreadful poison by making 
a successful melee touch attack. The poison deals 2d10 points of 
temporary physical (Strength, Dexterity, & Constitution) damage 
immediately & another 2d10 points of temporary physical 
(Strength, Dexterity, & Constitution) damage 1 minute later. Each 
instance of damage can be negated by a Fortitude save (DC 10 + ½ 
your caster level + your Wisdom modifier). 
 
Poison, Mass 
Necromancy 
Level: Poison 9 
Components: V, S, DF 
Casting Time: 1 full-round action 
Range: 60’ 
Target: All living creatures within range 
Duration: Instantaneous; see text 
Saving Throw: Fortitude negates; see text 
Spell Resistance: No 
 With this most dire of venomous hexes, you infect 
every living creature around you with a terrible poison. The poison 
deals 2d10 points of temporary Constitution damage immediately 
& another 2d10 points of temporary Constitution damage 1 minute 

later. Each instance of damage can be negated by a Fortitude save 
(DC 10 + ½ your caster level + your Wisdom modifier). 
 
Pravah’s Tomb 
Abjuration [Sonic] 
Level: Brd 2 
Components: V 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One newly-dead creature 
Duration: Concentration + 1 hour/level 
Saving Throw: None 
Spell Resistance: No 

Singing the enshrining song of Pravah, you ward off 
creatures & effects that would move, displace, capture, or exploit 
the soul of the newly-dead creature. While you sing, & for 1 
hour/level thereafter, the hafaza will not come for the soul of the 
slain creature, nor will spells such as soul bind, trap the soul, or the 
like function on it. This protection is of no use to one who dies 
under the influence of soul blank. 
 
Prevaricate 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Brd 6 
Components: V, A 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One creature 
Duration: 1 minute/level 
Saving Throw: Will negates 
Spell Resistance: Yes 

This spell is among the most powerful magical 
compulsions known. You tell a creature a single lie, in one simple 
sentence. The creature believes this lie truly & utterly, & no 
evidence of any kind can or will convince it otherwise while the 
spell is in force. For example, you could tell a creature that you 
will never hurt it, & then proceed to slash it with a sword. The 
creature will act as though unharmed & deny that you ever struck 
it. 

Modify memory can remove this effect, as can greater 
remove curse. Dispel magic & break enchantment are ineffective, 
& any attempt to read the subject’s thoughts on the matter discerns 
the lie as being true. 

Alignment Component: Caster must be chaotic. 
 
Primal Instinct 
Divination 
Level: Rgr 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Touch 
Target: Living creature touched 
Duration: 1 minute/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 

You instill in the subject a base, primal understanding 
of their living foes, guiding the subject instinctually to strike at 
vulnerabilities. 

When the subject attacks a living creature, attack rolls 
the subject makes are treated as though that creature’s natural 
armor was lowered by 2 per caster level (minimum 0). Further, 
attacks the subject makes against living creatures ignore up to 10 
points of damage reduction, & the subject gains a +2 insight bonus 
against the spell-like, supernatural & extraordinary abilities of 
living creatures. At CL7th, the subject ignores 15 points of damage 
reduction & gains a +4 bonus to saving throws, & at CL10th, the 
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subject ignores 20 points of damage reduction & gains a +6 bonus 
to saving throws. 

Material Component: A pinch of fur & a vial of blood. 
 
Profound Slumber 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Brd 5, Night 7, Sor/Wiz 7 
Components: V, S, M 
Casting Time: 1 round 
Range: Close (25’ + 5’/2 levels) 
Target: One or more living creatures within a 30’ radius burst 
Duration: 1 minute/level 
Saving Throw: Will negates 
Spell Resistance: Yes 

This spell functions like sleep, except that it affects 2 
HD of creatures per caster level. Attempting to awaken a sleeping 
creature via the aid another action grants the subject a new Will 
save to wake up. A wound grants a new Will save with a +4 bonus. 

Material Component: Rose petals, orange peel & a 
pinch of coastal sand. 
 
Purification 
Conjuration (Healing) 
Level: Cleansing 6 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Touch 
Target: Creature touched 
Duration: Instantaneous 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
 This spell envelops the touched creature in a radiant 
aura, healing them of various ailments. It can be used for a number 
of different effects. Each different effect requires a separate 
casting. 
 Firstly, it can completely restore a wounded creature to 
full health. 
 Secondly, it can purge a creature of all diseases, 
parasites, poisons, & other infestations. This also repairs all ability 
damage, ability drain, or negative levels that a creature has 
sustained. 
 Thirdly, it can remove the burden of evil acts or 
misdeeds from the subject, like an atonement spell. This use of the 
spell requires an expenditure of 500XP from the target creature. 
 Fourthly, it can destroy a cursed item, provided its 
caster level is equal to or lower than yours. 

Fifthly, it can restore to life a creature slain by a cloak 
of poisonousness or a scarab of death, provided the spell is applied 
no more than 1 minute after death from either cursed item. 
 Lastly, it can remove the [Evil] subtype from a 
naturally-evil creature (such as an almasti, a demon, a ghul, or 
other evil outsider) whose alignment has changed. 
 
Pursuit 
Transmutation 
Level: Rgr 2 
Components: S 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 

Tapping into your ferocity, you infuse yourself with 
swiftness & savage power to catch & slay your foe. 

You gain a +1 bonus to attack & damage rolls per 2 
caster levels, & a +1 dodge bonus to AC & Reflex saves per 2 
caster levels. All of your modes of movement (including land 
movement, burrow, climb, fly, & swim) increase by 30’. This 

increase counts as a morale bonus. You ignore penalties from 
moving through difficult terrain. 

Pursuit counters & dispels calm emotions, confusion, 
lesser confusion & slow, & renders you immune to black tentacles, 
entangle & web for the duration. 
 
Qirus’ Questmantle 
Enchantment (Compulsion) [Good] 
Level: Resolve 9 
Components: V, S, M, DF, A, XP 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/level 

The most powerful blessing of the King of Pride & 
Power, the Stoic Watcher’s questmantle is a sacred duty borne up 
by the most resolute. You are granted the Dodge, Endurance & 
Toughness feats, & acquire a level of the defender prestige class. 
For each additional 250XP spent on the spell, you gain an 
additional level of defender. You likewise gain access to feats & 
bonus ability points as if you had gained these levels of defender 
normally, which you may select at the time of casting. In addition, 
you are conferred a +6 divine bonus to Strength & Constitution. 
You become instantly aware of the skills & powers that this spell 
has conferred to you. For ease of use, the statistics for this spell 
can (& perhaps should) be compiled in advance by the player. 

Negative levels & energy drain affect these virtual 
levels of defender first. Additionally, should you be reduced to 0 or 
fewer hit points, you may continue to act until your hit points are 
reduced to -10 multiplied by the lower of your caster level or your 
current Constitution. However, once the spell elapses, you 
immediately die & cannot be raised, as the hafaza has already 
arrived & is waiting for you. 

Material Component: A lion's mane worn as a mantle, a 
bared flame & a piece of smooth, polished platinum. 

Alignment Component: Any lawful. 
XP Cost: 250XP + 250XP per additional level 

conferred, to a maximum cost of 2,500 XP. 
 
Recollection 
Divination 
Level: Brd 2 
Components: V 
Casting Time: 1 round 
Range: Long (400’ + 40’/level) 
Target: You 
Duration: 30 minutes 
Saving Throw: None 
Spell Resistance: Yes 

You begin a chant that draws your mind back through 
the areas you have just passed, up to the maximum range of the 
spell. Your allies can speak to you as you sink into a deep trance, 
suggesting details to look for. 

While under this effect, you may make Appraise, Spot, 
Listen, Sense Motive & Search checks, as long as these would not 
involve dislodging or moving objects. You may make these in any 
area that you were in within the past 24 hours that is in range, & 
you make these checks as though the area was still as it was while 
you were there. If you had faced a dragon in a room 300’ away, for 
example, you perceive the room with the dragon still inside. Any 
area that you were never in previously cannot be seen in this 
trance; those areas appear shrouded in an impenetrable gray mist. 

The full trance takes 30 minutes, & you can only be 
roused from it with break enchantment or greater dispel magic. 
You can communicate your findings to your allies while within the 
trance, but apart from hearing their speech, you cannot otherwise 
perceive the world around you. 
 

318



Reflection 
Divination 
Level: Contemplation 6 
Components: DF 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: Instantaneous 

You bring yourself a moment of meditative calm, 
wherein you can analyze your situation & alter your preparations 
accordingly. 

You may immediately make any number of 
Knowledge, Listen & Spot checks, & may take 10 on each. Each 
check is treated as a free action. You may not turn your head, nor 
communicate with others, nor receive their aid with these checks. 
Such information is obtained instantaneously at the moment this 
spell is cast. Taking 10 on these checks can be done even if you are 
distracted or stressed by circumstances. 

Once you have finished gathering information, you may 
elect to exchange one spell you have prepared for another, 
provided the spell in question is of 6th level or lower. If the spell is 
a domain spell, you must replace it with a spell from a different 
domain that you have access to. The new spell cannot have any 
metamagic feat applied to it. 
 
Relentless Endurance 
Transmutation 
Level: Drd 4, Hardship 3 
Components: S, F, DF 
Casting Time: 1 standard action 
Range: Touch 
Target: One living creature 
Duration: 10 minutes/level 
Saving Throw: None 
Spell Resistance: Yes 

Calling on the powers of the harshest wind & sun, you 
toughen the subject against hardship & struggle. The subject is 
treated as having a Constitution score 12 points higher for the 
purposes of endurance checks (such as Swim, environmental 
effects etc.) & can ignore the effects of difficult terrain. The 
subject is also treated as having the Endurance feat, & gains a +1 
bonus to its Fortitude saves for every four caster levels. 

Focus: A weathered, jagged rock or brittle dried branch, 
with which you must strike the target. This strike must deal at least 
1 point of damage for the spell to function. 
 
Reliant Resurgence 
Conjuration (Healing) 
Level: Heroism 9 
Target: Living creature touched 
Duration: 1 hour/level 
Saving Throw: Fortitude negates (harmless) 
 This spell functions like raise dead, except that it 
automatically revives the target creature if it is killed. The 
resurrection takes place one full minute (10 rounds) after the 
creature died. 

The target’s HP is fully restored, their ability scores are 
restored (if damaged), & all conditions are negated. The subject’s 
soul must be free & willing to return; if the subject’s soul is not 
willing to return, then the resurrection fails. All poisons & diseases 
are cured in the process of raising the subject, but magical curses 
are not undone. The target’s body need not be whole to be 
resurrected in this manner. 

Constructs, Elementals, extraplanar Outsiders, & 
Undead creatures cannot be resurrected by this spell. Likewise, this 
spell cannot bring back a creature that has died of old age. 
 Once the target creature has been revived, the spell 
ends. If the target then dies again, this spell will not revive them a 

second time. Only one casting of this spell can be used on a 
specific creature at a time. 
 
Relic Bind 
Conjuration (Summoning) 
Level: Clr 9, Wiz 9 
Components: V, S, F, DF, XP 
Casting Time: 1 minute 
Range: Close (25’ + 5’/2 levels) 
Target: One creature 
Duration: Permanent 
Saving Throw: Will negates 
Spell Resistance: No 

This powerful effect physically binds the existence of a 
powerful being inside an enchanted relic. 

The target must currently be bound or unable to move, 
such as via grapple, being rendered helpless, by a binding spell or 
by a location bind set to its shortest duration. This spell actually 
links the subject’s corporeal form to the relic as well, causing the 
target to vanish utterly, body & soul, when the spell succeeds. 

The being, once trapped within the relic, cannot be 
returned via any spells or similar magical means (such as clone, 
raise dead, reincarnation, resurrection, true resurrection, or even 
a miracle or a wish). Only by destroying the relic or dispelling the 
spell on it can one release the subject. 

As a final effect, you may place a command word or 
gesture as a condition to release the subject. The act of bringing 
forth the trapped being is called convocation. The being appears in 
the nearest available space, & cannot be forced to emerge in a 
space that cannot accommodate it. 

Convoking a trapped subject gives that subject an 
immediate Will save to break free of the binding & end this spell. 
Should the subject fail, it is obligated to heed the requests of the 
convoker, although it does not need to follow such orders to the 
letter. A being convoked can be held in this fashion for 1 
round/level, & may subsequently make a new Will save to break 
free of the spell. Failure returns the subject to its relic. A being 
may only be convoked once per day. A convoked being is immune 
to enchantment & necromancy effects. Creatures vulnerable to this 
effect include all sentient constructs, elementals, extraplanar 
magical beasts, fey, outsiders, & sentient undead. 

Focus: A masterwork item worth at least 1,000gp per 
HD of the creature to be bound. 

XP Cost: 1,000XP. 
 
Remove Curse, Greater 
Abjuration 
Level: Clr 6, Curse 5 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25’ + 5’ per 2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 
 Greater remove curse instantaneously removes curses 
from an object or a creature, even those curses that are too 
powerful to be removed by lesser means. Greater remove curse 
can remove the curse from a cursed shield, weapon, or suit of 
armor, although the spell typically dispels the magic within the 
item, converting it into a masterwork item. Certain extraordinary 
curses (usually those stemming from more powerful magic, like 
limited wish or certain rituals) may not be countered by this spell 
or may be countered only by a caster of a certain level or higher. 

Greater remove curse counters & dispels bestow curse 
& greater bestow curse. 
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Rescission 
Abjuration [Evil] 
Level: Sor/Wiz 9 
Components: V, S, R, A, U 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

Wielding your imperfect soul against your foe, you 
rescind all restorative powers that have ever aided it. 

The darkness of rescission retroactively cancels out any 
form of magical or extraordinary healing or restoration received by 
the target recently (within the past month), effectively reversing 
the effects. For example, the recipient of a heal spell would be 
subject to a harm-like effect, while the recipient of a greater 
restoration would be drained of 1d6 levels, the recipient of a raise 
dead or a resurrection spell would immediately die, & an 
atonement would retroactively fail. 

Also, any poison the subject has encountered recently 
requires a new saving throw, as though experiencing it for the first 
time. Any disease the subject has encountered recently requires an 
immediate saving throw, as if the disease has already passed its 
incubation period. Any personal curses (not cursed items) removed 
recently return. & any lost limbs that were restored via regenerate 
or similar magic immediately vanish. 

Should information on such restorations not be 
available, for whatever reason, instead roll 2d12, & consult the 
following table for each roll: 

d12 Effect 

1 Lose 50% of total HP 

2 Lose 75% of total HP 

3 Die instantly (-10HP) 

4 Drain 2d4 levels 

5 Take 1d8 points of ability damage to 3 scores 

6 Become paralyzed 

7 Become exhausted 

8 Become blind or deafened 

9 Become confused or cursed (as the spell, cast at your ECL) 

10 Lose fast healing or regeneration 

11 Lose damage reduction or spell resistance 

12 Re-roll twice 
A miracle or a wish can only reverse a single effect per 

casting. Finally, rescission acts as a targeted greater dispel magic 
on the subject. Constructs & oozes are immune to all effects of the 
spell excepting the dispelling effect. 

Racial Component: The imperfect soul of a sentient 
mortal being is needed to lash out with rescission. 

Alignment Component: Caster must be Evil. 
Unique Component: Caster must still have his or her 

soul. Those under the effect of soul blank cannot cast rescission. 
 
Rule of Law 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Power 6, Sor/Wis 8 
Range: Medium (100’ + 10’ per level) 
Target: One living creature/level 

This spell functions like authority, except that it can 
affect more creatures. The same command applies to all these 
creatures. 
 
Sable Dance 
Transmutation [Earth] 
Level: Asn 3, Rgr 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level or until discharged 

You become as the dust, able to transform into the 
swirling sands of a desert wind & reform instantly a short distance 
away. 

When you cast this spell, you gain one shift per caster 
level. You may expend one shift to transport yourself 10’ in any 
direction as a swift action, although there must be a discernible 
means for air to pass from where you stand to your intended 
destination. 

You may use this ability as an immediate action, but 
doing so costs you two shifts. Shifting does not provoke an attack 
of opportunity. You may shift into or out of an antimagic field. 

If you are struck by or pass through a water effect while 
this spell is active, the spell ends immediately & you take 4d10 
points of damage. 

When you have no more shifts available, this spell is 
discharged. 

Material Component: Powdered onyx, sand & 25gp 
worth of ruby dust. 
 
Sacred Aura 
Abjuration [Good, Lawful] 
Level: Pal 4 
Components: V, S, F 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level (D) 
Saving Throw: See text 
Spell Resistance: No 

A brilliant divine radiance surrounds you, protecting 
you from attacks, granting you resistance to spells cast by hostile 
creatures, & causing hostile creatures to falter when they strike 
you. This aura has four effects. 

First, you gain a +4 deflection bonus to AC & a +4 
resistance bonus on saves. 

Second, you gain spell resistance of 20 plus your 
Charisma modifier against chaotic spells, evil spells & spells cast 
by chaotic &/or evil creatures. 

Third, the aura blocks possession & mental influence, 
just as protection from evil does. 

Finally, if a creature succeeds on a melee attack against 
you, the offending attacker falters (dazed for one round, Will save 
allows either a standard action or a move action) & is either 
blinded (Fortitude save negates, as blindness/deafness, but against 
sacred aura’s save DC) or slowed (Will save negates, as slow, but 
against sacred aura’s save DC) at your discretion. 

Focus: A diamond from the plane you are not native to, 
worth at least 2,500gp. 
 
Sanctify 
Evocation [Good] 
Level: Clr 8 
Components: V, S, M, F, DF 
Casting Time: 24 hours 
Range: Touch 
Area: 120’ radius emanating from the touched point 
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Duration: Instantaneous 
Saving Throw: See text 
Spell Resistance: See text 

This spell makes a particular site, building, or structure 
a holy site. This has five major effects. 

First, the entire area of the spell is affected as though by 
hallow & consecrate. 

Second, the area is permeated by a prayer effect that 
treats all good creatures as allies & all evil creatures as enemies. 

Third, living creatures within the area of effect are 
permitted Fortitude saving throws against any necromancy effect 
& any ability that imitates a necromancy effect, as well as ability 
drain, death effects & energy drain, even if the effect in question 
would not ordinarily permit a saving throw. Good creatures within 
the area are allowed a Will save to resist the effects of blasphemy. 
An unholy aura within a sanctified area protects only a 10’ radius, 
& its duration is halved. 

Fourth, evil outsiders may not enter the area warded by 
this effect, unless they make a successful Will save. 

Finally, you may choose to fix up to one spell effect per 
six caster levels to the sanctified site. Such spell effects last for one 
year & function throughout the entire site, regardless of the normal 
duration & area or effect. You may designate whether the effects 
apply to all creatures, creatures who share your faith or alignment, 
or creatures that adhere to another faith or alignment, & can make 
separate designations for each effect. At the end of the year, the 
chosen effects lapse, but can be renewed or replaced simply by 
casting this spell again. 

Spell effects that may be tied to a sanctified site include 
aid, bane, bless, break enchantment, cause fear, darkness, 
daylight, death ward, deeper darkness, detect evil, detect magic, 
dimensional anchor, discern lies, dispel magic, endure elements, 
forbiddance, freedom of movement, imbue with spell ability, 
invisibility purge, lesser restoration, mass owl’s wisdom, 
neutralize poison, protection from energy, remove curse, remove 
disease, remove fear, resist energy, silence, spell resistance, 
symbol of persuasion, symbol of sleep, tongues, & zone of truth. 
Saving throws & spell resistance might apply to these spells’ 
effects. (See the individual spell descriptions for details.) 

An area can receive only one sanctify spell (& its 
associated spell effects) at a time. This spell counters but does not 
dispel vitiate; it does, however, dispel desecrate & unhallow. 

Material Component: Herbs, oils, & incense worth at 
least 2,500gp, plus 1,000gp per level of the spells to be included in 
the hallowed area. Additionally, you require a font or basin of holy 
water that you yourself have blessed. 

Focus: A holy relic of your faith or a diamond of at 
least 10,000gp value. 
 
Savage Strength 
Transmutation 
Level: Blk 1, Rgr 1 
Components: V, S 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 

You add power to your attacks through sheer ferocity, 
giving an unpredictable strength to your every strike. Your melee 
attacks deal an additional 1d6 points of damage while this effect is 
active. 
 
Saving Grace 
Abjuration 
Level: Pal 2 
Components: S, DF 
Casting Time: 1 immediate action 
Range: Close (25’ + 5’/2 levels) 

Target: One creature 
Duration: 1 round 
Saving Throw: None 
Spell Resistance: No 

Throwing out a hand, you extend your strength & 
divine grace to protect an ally against an imminent attack. You 
confer your Fortitude, Reflex & Will bonuses to the subject, as 
well as a deflection bonus to AC equal to your Charisma bonus, if 
any. The subject may use the better of his or her current save 
bonuses & deflection bonus or those you confer. 

The duration of this effect cannot be extended in any 
fashion. 
 
Scarlet Scandal 
Enchantment (Charm) [Mind-Affecting] 
Level: Betrayal 3, Brd 3 
Components: V, S, M, DF 
Casting Time: 1 round 
Range: Special 
Target: One creature (special) 
Duration: Special 
Saving Throw: Will negates (special) 
Spell Resistance: Yes (special) 

You cause rumors & scandal to brew, suspicion & 
distrust to foment, & the whole to settle in a malicious web 
anchored to one unfortunate. 

When you cast this spell, you decide at what speed you 
wish the suspicion to spread. The resultant range & power of the 
spell is based on this: 

Duration  Progress  Range  Save DC Bonus  
1 round/level Immediate 60’ -1 
1 minute/level 1 round 10’/level +0 
10 minutes/level 1 minute 30’/level +1 
1 hour/level 10 minutes 100’/level +2 
1 day/level 1 hour 300’/level +3 
1 week/level 1 day 1,000’/level +4 

Each time the period of progress elapses, sentient 
creatures in range must make a Will save or have their attitudes 
toward the subject shift one step towards hostile. If 1 round/level is 
the selected duration, then creatures failing the Will save shift 
down two steps. Longer durations increase the DC of the Will 
save. 

Though those that succeed on their saving throws (or 
whose spell resistance has blocked the spell) do not have their 
attitudes magically changed, the hostility of others is likely to 
breed rumors & an atmosphere of distrust that may make things 
more difficult for the subject regardless of magic. These side 
effects are entirely natural, & may very well persist when the spell 
ends. 

See enchantment reveals the spell as a bright red web 
trailing off in all directions from the subject. Greater remove curse 
will end this effect, but greater dispel magic & the like cannot, as 
the effects of the spell are spread far from their point of origin. 

Material Component: A doll of the subject in a red silk 
net valued at 25gp. 
 
Scour 
Evocation 
Level: Cleansing 3 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Area: 10’ radius 
Duration: Concentration plus 1 round/level 
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Saving Throw: Will negates 
Spell Resistance: Yes 

You bring into being an immobile, hemispherical 
energy field that damages unclean creatures. The field affects 
oozes, vermin, & any creature that can transmit poison or disease 
as an extraordinary ability. Any creature that the field affects takes 
1d8 points of damage per round +1 point per caster level 
(maximum +10). Creatures that can cast poisoning spells, but have 
no inherent poisoned attack, are not affected by this field. 
 
Scourge 
Evocation 
Level: Blk 2, Punishment 3 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: 1 living creature 
Duration: Instantaneous 
Saving Throw: Will partial; see text 
Spell Resistance: Yes 
 With little more than an outstretched hand & a 
disapproving glare, you can pummel a creature with stinging 
blows, seemingly from nowhere. These invisible strikes deal 2d8 
points of non-lethal damage +2 points per caster level (maximum 
+40). 

Afterward, the target is left shaken for 1 hour unless 
they make a successful Will save; this effect does not affect 
creatures that are immune to fear. While shaken in this manner, 
your target receives a -2 penalty on their level checks to resist 
Intimidate attempts initiated by you. 
 Material Component: A small strip of leather. 
 
Scrabbling Disgorge 
Conjuration (Summoning) 
Level: Blk 4, Drd 5 
Components: V, S, M, A 
Casting Time: 1 standard action 
Range: Personal 
Effect: Summoned insect swarms filling the area 
Duration: Concentration + 1 round/level 

A truly horrifying spell, this effect has you force from 
your gullet a river of crawling, writhing insects. The swarms rush 
forth & fill the area, striking as you will, provided you can control 
them. 

When the spell is cast, you immediately bend over & 
retch; from your open mouth issues forth a torrent of insects in a 
swarm. The type of swarm summoned is random & determined by 
the table below: 
d4 Level 7-10 Level 11-14 Level 15-17 Level 18+ 

1 1 spider 
swarm 

1d2 spider 
swarms 

1d3 spider 
swarms 

1d6 spider 
swarms 

2 1d3 spider 
swarms 

1d6 spider 
swarms 1 locust swarm 1d2 locust 

swarms 

3 1 locust 
swarm 

1d2 locust 
swarms 

1d4 locust 
swarms 

1 centipede 
swarm 

4 1d4 locust 
swarms 

1 centipede 
swarm 

1d2 centipede 
swarms 

Roll twice 
(15-17) 

Concentrating on the spell is a standard action that 
provokes attacks of opportunity. Each round that you maintain 
concentration, you belch forth additional swarms. Swarms form 5’ 
in front of you & do not distract you in any fashion. 

You may direct summoned swarms as a free action, but 
you may direct no more than your Wisdom bonus. 

It is estimated that as many as 10% of true ghuls 
possess the power to produce this effect once per day. 

Material Component: An almasti’s egg or an egg that 
has been allowed to rot & ferment over two weeks. Consuming 
either deals 1d4 Constitution damage & forces a Concentration 
check to avoid losing the spell. A ghul may ignore this component. 

Alignment Component: Any non-good. 
 
See Enchantment 
Divination 
Level: Brd 2, Sor/Wis 5 
Components: V, S 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/level 

This spell makes your eyes glow a soft blue & allows 
you to see certain magical auras within 120’ of you. The effect is 
similar to that of a detect magic spell, but this effect does not 
require concentration & discerns aura location, nature & power 
more quickly. 

You can perceive certain magical auras & spells while 
this effect is active. Specifically, if a creature is under a mind-
affecting effect, you can see a blue glow (charms), a yellow glow 
(compulsions) or a violet glow (phantasms) in their eyes. 
Fascinated creatures have a prismatic glow in their eyes, while 
shaken, frightened & panicked creatures’ eyes have a green glow. 

Certain other spells provide alternate visual stimuli, 
which may be easily recognizable. Sleep, for example, shows an 
illusory image of rose petals circling the subject’s head. 

If you can peer into a creature’s eyes for 1 round, you 
may make a Spellcraft check (DC 15 + spell level) to determine the 
exact spell effect active, as long as it is one you are familiar with. 
In either event, the same Spellcraft check will reveal, fairly 
accurately, the caster level of the effect. The DM should roll 1d6-3 
& add the result to the actual caster level. 

This spell can be made permanent with a permanency 
spell. 
 
Set Fate 
Evocation 
Level: Destiny 3, Sor 5 
Components: V, S 
Casting Time: 1 immediate action 
Range: Medium (100’ + 10’/level) 
Target: One willing creature 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

Invoking the mysterious powers of fate, you forge a 
wordless contract between fortune & a creature willing to accept 
its price. With the words “Your fate is sealed!” this contract comes 
into effect. 

The subject automatically succeeds on its next saving 
throw. In exchange, however, the subsequent saving throw that 
subject makes, no matter how long after the casting of this spell, 
will be an automatic failure. 

The subject understands the contract in simple terms, 
e.g. “You will succeed now, at a price of failure later,” & mentally 
decides whether to accept or not; this is a free action. 

Attempts by either caster or subject to manipulate Fate's 
bargain, such as forcing a negligible saving throw upon the subject 
after the success or wasting the boon & preserving the curse, may 
result in unexpected consequences. The power of Fate is not to be 
trifled with, nor taken lightly. 

Set fate can only be revoked via miracle or wish. No 
worshiper of Daq, Zaia or the Darshan can revoke set fate in any 
fashion. 
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Shield of Resolve 
Abjuration 
Level: Pal 1 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Touch 
Target: Shield touched 
Duration: 1 round/level 
Saving Throw: Will negates (harmless, object) 
Spell Resistance: Yes (harmless, object) 

You fill a shield with your strong determination, 
imbuing it with a +2 sacred bonus to AC & a +1 sacred bonus to 
saving throws made by the bearer. 
 
Sidaru’s Solemn Silence 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Peace 9 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: All creatures within 10’/level 
Duration: Concentration + 1 round/level; see text 
Saving Throw: Fortitude; see text 
Spell Resistance: No 

All living creatures within range become paralyzed & 
frozen in place. They are aware & can breathe normally, but 
cannot take any actions except speech. They are not permitted a 
saving throw to negate this effect. 

All non-living creatures (such as constructs or the 
undead) must make a successful Fortitude save or be instantly 
destroyed. Those that make their save are pushed to the edge of the 
spell’s area of effect, taking 1d6 points of damage for every 10’ so 
pushed. All creatures that remain within the area are automatically 
subject to the effects of a calm emotions spell for the duration of 
this spell. 

Creatures within the spell’s area of effect cannot cast 
spells until the spell ends, unless they make a caster level check 
against you; you gain a +4 circumstance bonus on this check. 
Spells of the Healing descriptor are exempt from this restriction, & 
can be cast freely, but not against the undead. 

A flying creature that is so frozen will not fall from 
where they have been frozen. A swimming creature so frozen will 
not drown if their head is above the surface. 

You are exempt from this spell’s effects, & may act 
freely. If you make any aggressive action towards a creature, either 
living or non-living, then the spell immediately ends. Aggressive 
actions include attacking a creature, grappling a creature, targeting 
a creature with a damaging spell, or forcing a creature to make a 
saving throw (harmless spells not count for this last clause). 

Material Component: An olive branch. 
 
Skew Fate 
Evocation 
Level: Brd 0, Sor 0 
Components: V, S 
Casting Time: 1 immediate action 
Range: Close (25’ + 5’/2 levels) 
Target: One creature 
Duration: 1 round/level or until discharged 
Saving Throw: None 
Spell Resistance: No 

You impose on the target a -3 penalty to its next saving 
throw. 
 
Solidify Cloud 
Transmutation [Air] 
Level: Clr 5, Drd 4, Sor/Wiz 5 
Components: V, S, M/DF 

Casting Time: 1 minute 
Range: Close [25’ + 5’ per 2 caster levels] 
Area: up to four 5’ squares/level (shapeable) 
Duration: 1 hour/level (dismissible) 
Saving Throw: None 
Spell Resistance: No 

You cause a cloud to coagulate on top into a firm 
floating surface that can be walked upon. The top of the cloud 
becomes a perfectly flat level plane, with the rigidity of soft earth 
(hardness 0). Walking on a solidified cloud does not normally 
require a Balance check. Each square of a solidified cloud can 
support up to 500 pounds at any one time; any more than that, then 
the overtaxed squares fail for 1 round, dumping their contents into 
the sky below. Solidified clouds are opaque, so they provide cover 
& concealment for the creatures standing on them relative to 
anything below. From below, a solidified cloud only appears 
slightly thicker than normal (DC25 to Spot). 

The surface moves with the cloud, which can be 
controlled with control winds spell; a strong wind (21+ MPH) is 
needed to push the cloud 10’ per round; a severe wind (31+ MPH) 
is needed to push the cloud 20’ per round; a windstorm-force wind 
(51+ MPH) is needed to push the cloud 40’ per round. Hurricane-
force winds (75+ MPH) will destroy a solidified cloud. A 
solidified cloud can be made permanent with a permanency spell 
(minimum caster level 14th, 3,000XP cost). 

Material Components: A pinch of dust & a pumice 
stone. 
 
Song of Serenity 
Enchantment (Compulsion) [Mind-Affecting, Sonic] 
Level: Brd 6, Peace 6 
Components: V, S 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Area: 30’-radius emanation 
Duration: Concentration, plus 1 round/level 
Saving Throw: Will negates 
Spell Resistance: Yes 

This spell causes creatures within the emanation area 
(or those who enter it, including yourself) to become incapable of 
attacking. Affected creatures cannot take any action (including the 
casting of spells) that would require an attack roll, would directly 
deal damage to another creature, or would force another creature to 
make a saving throw. All other actions are allowed, even those that 
might cause injury indirectly. Creatures outside of the area are able 
to act normally with regard to the creatures within the area of 
effect. Creatures that leave the area are free to attack as they 
choose. 
 
Soul Blank 
Necromancy [Evil] 
Level: Sor/Wiz 9 
Components: V, U 
Casting Time: 1 minute 
Range: Personal 
Target: You 
Duration: 24 hours 

As mind blank, but unlike that safer abjuration, soul 
blank defeats divination & enchantment magics by suppressing 
one’s own soul. This evil act accords several powerful protections, 
though at tremendous risk. 

Bereft of a soul, there is nothing for standard 
necromantic effects to strike against, rendering you immune to all 
death effects & spells with the Death descriptor (with the exception 
of destruction, which attacks the body). You are immune to any 
form of fear (including supernatural fear) & any effects that would 
alter your alignment. Without a soul to blight, you are immune to 
curses, including but not limited to bestow curse & bestow greater 
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curse. You cannot be a victim of a magic jar, nor can you cast said 
spell. Eyebite does not affect you. Other effects that require a 
target with a soul fail to function on you. 

However, without your soul at hand, you cannot use it 
to perform any spells that would require it within you. You are 
considered a valid target for halt undead & control undead. Living 
things perceive you as being unnatural, & your own behavior 
becomes alien, resulting in a -8 penalty on any Charisma-based 
check to deal with other creatures.  

Most dangerously, spells with the Healing descriptor 
fail to work on you, & if you should die, your soul will not return 
to your body, rendering you unable to be raised, resurrected, or 
otherwise returned to life. Though you may rise as some undead 
creature, until such time as that takes place no form of magic can 
restore you to life, not even wish or miracle. 

Unique Component: You must currently have your soul 
in order to be able to suppress it. Undead creatures cannot cast this 
spell. 
 
Sparkling Jewels of the Seven Sands 
Evocation [Acid, Cold, Electricity, Fire, Force, Light, Sonic] 
Level: Sor/Wiz 8 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: Sparkling prismatic bolts of magic 
Duration: Instantaneous (see text) 
Saving Throw: See text 
Spell Resistance: Yes 

Casting a handful of jewels into the air, you fill them 
with blinding power, causing them to shatter into magical bolts 
that cascade down on your foes. 

The surge of blinding light creates a burst that dazzles 
all foes within 60’ of you at the time you cast this spell for 1 round. 
You create 1d4 bolts plus 2 bolts per level; even numbers of acid, 
cold, electric, fire, force & sonic bolts, with the remainder 
allocated top-to-bottom on the table below. You can divide these 
bolts as you like among any number of targets. The effects of each 
bolt vary: 

Bolt  Damage  Special  Save  
Fire 1d10 - - 

Cold 1d6 Slow 1 round (+1 round per added 
bolt) Reflex 

Electric 1d8 Daze (+1 DC per added bolt) Will 
Acid 1d4 1d4 acid damage next round Fortitude 
Sonic 1d6 - - 
Force 1d4+1 - - 

You can direct a maximum of half your bolts (rounded 
down) to any one target. A Reflex save negates the slowing effect 
of the cold bolts; a Will save (whose DC increases by 1 per 
additional electric bolt striking the same target) negates the daze 
effect of the electric bolts; a Fortitude save negates the next-round 
damage of the acid bolts (the first round of damage still applies). 

Material Components: Seven gems of different colors, 
each valued at 100gp. 
 
Spectral Slayer 
Necromancy [Death, Evil] 
Level: Murder 6 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’ level) 
Target: One living creature 
Duration: 1 round/level 

Saving Throw: Will negates (see text), then Fortitude partial (see 
text) 
Spell Resistance: See text 

You craft a spectral image of the most fearsome 
creature imaginable to the subject simply by forming the subject’s 
nebulous fears into something that its conscious mind will 
unwillingly put a face to. The slayer is formed from death magic & 
the power of necromantic fear, & appears to the subject while 
remaining invisible to all others. The target first gets a Will save to 
overcome the killing fear of the slayer’s “attack”. If that save fails, 
the spectral slayer strikes down the target, which dies from fear. 

Unlike a phantasmal killer, however, a spectral slayer is 
no illusion, but rather an impulse shaped from killing magics & 
given face by the victim’s fears. If the save succeeds, the slayer’s 
victim imprints this visage upon it, giving it corporeal form & 
visibility. The slayer becomes a wraith, with an additional 20 hit 
points & a +4 bonus to attack rolls, skill checks & saving throws. 
The Fortitude save to resist the wraith’s Constitution drain is made 
at this spell’s DC. It acts to strike down the nearest living creature, 
with a preference for the spell’s subject, & can perceive the living 
with pinpoint accuracy regardless of obstacles or misdirecting 
effects. 

The slayer is considered a construct for all intents & 
purposes; thus, it cannot be turned or rebuked, nor is it affected by 
spells or effects that selectively harm the undead. At the end of the 
spell’s duration, or if it is killed, the slayer melts into a tarry stain 
on the ground. 

If the subject of a slayer’s attack succeeds in mentally 
resisting & is wearing a helm of telepathy, the entity can be turned 
upon you. You must then resist it or become subject to its lethal 
fear attack. 
 
Squall 
Evocation [Air] 
Level: Storm 4, Druid 5 
Components: V, S  
Casting Time: 1 standard action 
Range: Personal 
Area: Cylinder (5’ radius/level, 50’ high) 
Duration: 1 round/level 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

This spell creates a windstorm (approximately 70 mph) 
that originates from you, affecting all creatures in its path. 

A Small or smaller creature on the ground is knocked 
down & rolled 1d4×10’, taking 1d4 points of nonlethal damage per 
10’. If flying, a Small or smaller creature is blown back 2d6×10’ & 
takes 2d6 points of nonlethal damage due to battering & buffeting. 
Medium creatures are knocked prone by the force of the wind, or if 
flying are blown back 1d6×10’. Large or Huge creatures are unable 
to move forward against the force of the wind, or if flying are 
blown back 1d6×5’. Gargantuan or Colossal creatures may move 
normally within a squall. 

A squall can’t move a creature beyond the limit of its 
range. 

Any creature, regardless of size, takes a -8 penalty on 
Listen checks within a squall. Ranged weapon attacks are 
impossible, & even siege weapons have a -4 penalty on attack 
rolls. 

The force of the squall is powerful enough to bring 
down branches, if not whole trees. Candles, torches, & similar 
unprotected flames are automatically extinguished. Even protected 
flames, such as those of lanterns, have a 75% chance of being 
extinguished. 

In addition to the effects noted, a squall can do 
anything that a sudden blast of wind would be expected to do. It 
can create a stinging spray of sand or dust, fan a large fire, 
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overturn awnings or hangings, heel over a small boat, & blow 
gases or vapors to the edge of its range. 
 
Stairs of Madrasah  
Transmutation 
Level: Brd 4, Clr 5, Wiz 5 
Components: V, S, M, F 
Casting Time: 1 full-round action 
Range: Personal 
Effect: Phantom staircase in an extradimensional space 
Duration: 1 minute/level 

Creating the Madrasah’s stairs is one of the most 
mysterious feats of magic possible in all of the Kamala. You cause 
one stair per caster level to appear, with the first being underneath 
yourself. Each stair is as wide as your space, five times as long, & 
made of a shimmering translucent magical force. The world seems 
to dissolve in the direction of the staircase, revealing a starry, 
midnight blue emptiness save the stairs ahead. Each stair is a 
magical construct capable of supporting any amount of weight. 

At the end of the topmost stair is a gold & sapphire 
door that leads to an impenetrable room of impossible size, capable 
of holding up to 100 creatures of the caster’s size. This door may 
only be opened from the outside by the caster, & only when 
standing on the topmost stair. The room within is impenetrable to 
anything short of wish or Hatma’s keys, & can be used to 
recuperate or regroup. Neither spells nor attacks nor senses can 
pass the threshold, & it may only be stepped across by any given 
creature once per round. Only those that the caster permits can 
enter the threshold. 

In addition to benefits gained from fighting from an 
advantageous position, allies of the caster gain a +2 bonus to attack 
rolls, damage rolls, skill checks & saving throws while on the 
stairs. Opponents of the caster take a -2 penalty to such rolls while 
on the stairs. 

When the spell ends, the stairs vanish one by one, 
beginning at the top & going down, one per round. Creatures on a 
vanished stair reappear at the bottom & take 6d6 points of damage. 
Any unattended object left on the stairs or in the chamber may well 
vanish forever. 

Material Component: A sapphire valued at 100gp. 
Focus: A small golden pyramid or ziggurat valued at 

500gp. 
 
Stinging Breeze 
Evocation [Air] 
Level: Drd 0, Sor/Wiz 0 
Components: V, S 
Casting Time: 1 standard action 
Range: 20’ 
Area: Line from your hand 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 

A line of penetrating wind projects from your hand. 
You must succeed on a ranged touch attack with the line to deal 
damage to a target. The wind deals 1d3 points of cold damage, plus 
1 point of damage per level (maximum +10). 
 
Stoic Valor 
Abjuration 
Level: Pal 4, Resolve 6 
Components: V, S, M, DF 
Casting Time: 1 standard action 
Range: Personal 
Target: Up to one creature/level, no two of which can be more 
than 30’ apart 
Duration: 1 minute 

You take up the mantle of a defender, enduring blows 
against your allies in their place. For each creature you choose to 
include when you cast this spell, you gain a buffer of 30 temporary 
hit points; these hit points last until the spell’s duration ends. Hit 
point damage dealt to any of the creatures you have chosen to 
protect is dealt to you instead until the spell’s duration has elapsed 
or you have been slain. You may not include hostile or mindless 
creatures in this protection, nor may you include creatures under a 
compulsion effect. 

Material Component: A cotton sash.  
 
Storyteller 
Illusion (Phantasm) [Language-Dependent, Mind-Affecting] 
Level: Brd 2 
Components: V, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Target: One creature 
Duration: Concentration 
Saving Throw: Will disbelief (only if interacted with) 
Spell Resistance: No 

You begin telling a tale of the encounter your foe is 
participating in, embellishing wildly to change the nature of the 
battle the subject perceives. Though the subject has a chance to 
disbelieve the story being told, if it listens to you it will be led into 
the phantasmal fight, where its opponents are greater & its own 
skills are weaker. The victim of this effect suffers a -5 
circumstance penalty to attack rolls, damage rolls, AC, skill checks 
& Reflex saving throws for as long as it can hear your story. Each 
time it attacks an enemy, makes a Reflex save or is struck, 
however, the subject gets a new chance to disbelieve the story, as 
what it should be experiencing is at odds with what has happened. 

Material Component: 3 colored silks, one of which is 
embroidered. 
 
Storyteller, Mass 
Illusion (Phantasm) [Language-Dependent, Mind-Affecting] 
Level: Brd 6 
Components: V, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Target: Up to one creature/level, none of whom can be more then 
30’ from any other 
Duration: Concentration + 1 round/level 
Saving Throw: Will disbelief (only if interacted with) 
Spell Resistance: No 

As storyteller, but affects multiple foes. The Will save 
to disbelieve the illusion from interaction is made at a -4 penalty, 
as the phantasm is compelling. 

Material Component: 6 colored silks, all of which are 
embroidered. 
 
Stroke of Judgment 
Evocation [Good, Lawful] 
Level: Pal 2 
Components: V, S, DF 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: 1 round/level or until discharged 

You imbue your next attack with power & authority 
bestowed from your deity. The next successful attack you make 
has twice the critical threat range (this stacks with keen edge, 
Improved Critical, etc.). It is also treated as having the holy & 
axiomatic weapon properties. If you strike an evil or chaotic 
creature with a weapon that has this effect upon it, then it gains 1 
negative level. After you succeed on an attack, the spell is 
discharged. 
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Sunya’s Supreme Smite 
Evocation 
Level: Power 9 
Components: V, S, DF, X 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Area: Cylinder (20’ radius, 100’ high) 
Duration: Instantaneous 
Saving Throw: Fortitude partial; see text 
Spell Resistance: No 
 You create a vertical column of destructive force 
roaring downward from above, blasting everything within range. 
All creatures within range must make a Fortitude save or 
immediately die. A creature that makes their saving throw is still 
pushed to the edge of the effect, taking 1d6 points of damage for 
every 5’ so pushed. All objects within range take 1d6 points of 
force damage per caster level (maximum 30d6); this damage 
ignores hardness. 

This effect negates any magical protection or barrier, 
such as an antimagic field, prismatic sphere, prismatic wall, or 
wall of force. The only known means of protecting oneself from 
this spell is the use of Akasha’s awesome aura. 

XP Cost: 500XP. 
 
Tally 
Divination 
Level: Brd 0, Sor/Wiz 0 
Components: S 
Casting Time: 1 swift action 
Range: Personal 
Area: Up to 10’/level 
Duration: Instantaneous 

By specifying a chosen object within sight & twiddling 
your fingers as if shuffling beads on an abacus, you can instantly 
determine the number of roughly similar objects within the area of 
effect. The only creatures that can be counted in this fashion are 
constructs. 
 
Terrible Power 
Evocation 
Level: Sor/Wiz 9 
Components: V, S, F 
Casting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: 1 round 

Reaching near the very Fiat itself, you briefly grasp an 
infinitesimal drop of the intangible radiant iliaster that lies within 
the River of Starlight & infuse a single spell with the pure power 
contained therein. 

The next spell you cast within the next round is 
modified by Maximize Spell, Empower Spell & Extend Spell, 
provided such effects are applicable to the spell in question. 
Though this does not modify the level of the spell being cast, the 
DC to save against the spell (if applicable) is increased by 1. 

Your caster level for the spell modified by terrible 
power is increased by +5. 

Focus: A magical ring of at least 50,000gp value, which 
must currently be worn on one hand & active, & a sapphire of at 
least 5,000gp value. 
 
Third Way 
Evocation 
Level: Destiny 6 
Components: V, S, F, DF 

Casting Time: 1 free action 
Range: Personal 
Duration: Instantaneous 

You invoke the power of Daq to split Fate along three 
roads, two clear paths lit by your own intentions & a third, 
shadowed way of possibility. 

When you cast third way, you may attempt a course of 
action provided there is an action you can take. You can observe 
the immediate results of that course of action (attack rolls, damage 
rolls, saving throws, attacks of opportunity etc.) & decide if it suits 
you. 

If it does not, you may repeat this process, selecting a 
different course of action. Again, you may observe the immediate 
results of this course of action. Now, you may select between the 
two courses you have forged, or choose the third way. 

If you choose the third way, you may decide upon a 
course of action, either identical to one of the previous or distinct. 
However, there is no escape from the third way. Once you are on 
it, your actions are fixed in the here & now. 

Focus: A bag of agates worn on your person & a small 
diamond in a triangular shape, worth at least 250gp. 
 
Time of the Hunter 
Transmutation 
Level: Rgr 4 
Components: V, XP 
Casting Time: 1 immediate action 
Range: Personal 
Target: You 
Duration: 1d4+1 rounds 

You enter into a state of heightened speed, awareness & 
presence. No longer within the normal flow of time, you are now 
within the time of the hunter. This unusual meta-reality, on the 
edge of perception, confers several unusual benefits. 

You gain a +10 circumstance bonus on initiative rolls 
made during this spell’s duration, as well as a +4 dodge bonus to 
AC & Reflex saves. You gain a +2 bonus to attack & damage rolls, 
& a +10 bonus to Listen, Search & Spot checks. 

You cannot be flanked or rendered flat-footed during 
this spell’s duration. You do not lose your Dexterity bonus to AC 
unless you are rendered helpless. 

You are exempt from time stop effects, although this 
exemption does not count against the duration of this spell. 

Most importantly, you move & act in a faster time. You 
may take one additional standard action or move action each 
round, & one additional swift action each round. 

XP Cost: 100XP. 
 
Torment 
Evocation [Evil] 
Level: Blk 3, Punishment 6 
Components: V, S, M, A 
Casting Time: 1 full-round action 
Range: Close (25’ + 5’/2 levels) 
Target: 1 living creature 
Duration: Concentration, up to 1 round/level 
Saving Throw: Will partial; see text 
Spell Resistance: Yes 
 With contempt in your heart for your victim, you can 
make them suffer great pain, leaving them greatly afraid of you. 
While you concentrate, the creature that you target suffers 2d6 
points of damage each round & stands still, as if paralyzed. This 
effect also deals 1 point of temporary Strength damage & 1 point 
of temporary Dexterity damage each round. This effect cannot 
reduce the target’s hit points or ability scores to less than 1. 

Afterward, the target is left frightened for 2 hours; 
creatures that are immune to fear are merely shaken. While 
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frightened/shaken in this manner, your target receives a -5 penalty 
on their level checks to resist Intimidate attempts initiated by you. 

The target is permitted a Will save to endure these 
effects. If successful, the target takes only half damage, is not 
paralyzed, & is merely shaken, as if the creature were normally 
immune to fear. 

Material Component: An insect with its wings ripped 
off. 

Alignment Component: Any evil. 
 
Torpor 
Necromancy 
Level: Brd 6, Night 8 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Area: One or more creatures within a 30’ radius burst 
Duration: 1 minute/level 
Saving Throw: Fortitude negates 
Spell Resistance: Yes 

As profound slumber, except it can also affect 
constructs, dragons, oozes, plants & undead, even if they are 
immune to compulsion effects (but not if they are immune to the 
enchantment school). 
 
Trial 
Enchantment (Compulsion) [Language-Dependent, Mind-
Affecting] 
Level: Hardship 6 
Components: V, DF 
Casting Time: 10 minutes 
Range: Close (25’ + 5’/2 levels) 
Target: One living creature 
Duration: 2 days/level 
Saving Throw: None 
Spell Resistance: Yes 

As geas/quest, with the following exceptions: 
When applied to a subject, this spell reduces each of 

that subject’s ability scores by 2 & then reduces the subject’s 
highest ability score by an additional 4 for the duration of the spell. 

The subject takes 3d6 points of damage each day it does 
not attempt to complete the trial. Additionally, each day it must 
make a Fortitude saving throw or become sickened. These effects 
end 24 hours after the creature attempts to resume the trial. 

Remove curse has no effect on this spell. Greater 
remove curse can release the subject from this effect only if the 
caster’s level is at least 2 higher than yours. Miracle & wish end 
this effect instantly. 

Ending the trial via the spells listed above results in the 
subject losing 2,500 XP, while successfully completing the trial 
within the duration results in a gain of 2,500 XP. Assigning a 
simple, easy or trivial trial will result in the spell’s failure & force 
the cleric to atone for making light of Limalia’s demands. 
 
Umaj’s Untamed Embodiment 
Transmutation 
Level: Wild 9 
Components: V, S, DF, A, X 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 minute/level (D) 

You give up your body, mind, & spirit to Umaj, 
becoming her living avatar. You transform into a great beast, 
resembling a werewolf with a silvery mane & jet-black claws, 
teeth, & eyes. This transformation has a number of effects. 

First, your size becomes Large; if you are already Large 
or bigger, then you gain one size category. You gain two Claws 

(2d6 + Strength) & a Bite (1d8 + Strength) as natural weapons. 
You also gain Improved Grab, Pounce, & Rake as special abilities. 
You become immune to all mind-affecting effects (charms, 
compulsions, phantasms, patterns, & morale effects), as well as all 
forms of ability damage, ability drain, disease, energy drain, non-
lethal damage, paralysis effects, poison, polymorphing, death 
effects, & sleep effects. You also see through all illusions, as if you 
had true seeing cast upon you. 

Second, many of your statistics are doubled. Your 
ability scores (except Intelligence), your maximum hit points, your 
armor class, your attack bonuses, your saving throws, & your skill 
ranks are all considered twice what they were just prior to the 
casting of this spell. Don’t recalculate any statistics in relation to 
one another; simple multiply each of the above stats by 2 & be 
done with it. Other stats that depend on these numbers (such as 
your carrying capacity, which is derived directly from your 
Strength score) are increased accordingly. However, your 
Intelligence score is not doubled; instead, it drops to 1, although 
this does not affect your skill modifiers. 

Lastly, you fly into a murderous frenzy, attacking 
everything that moves. You can only refrain from attacking allies 
by making a successful Will save (DC35) each round that an ally is 
within range. While in this state, you cannot use any Charisma-, 
Dexterity-, or Intelligence-based skills (except for Balance, Escape 
Artist, Intimidate, & Ride), the Concentration skill, or any abilities 
that require patience or concentration, nor can you cast spells or 
activate magic items that require a command word, a spell trigger 
(such as a wand), or spell completion (such as a scroll) to function. 
You can use any feat that you have except Combat Expertise, item 
creation feats, & metamagic feats. 

While in the form of Umaj’s avatar, any clothing or 
equipment melds into your new body & becomes nonfunctional. 
When you revert to your true form, any objects previously melded 
into the avatar reappear in the same location on your body they 
previously occupied & are once again functional. 

Although you can dismiss the effects of this spell, it is 
not easy to do so; to end its effects early, you must make a 
successful Will save (DC40). 

After this spell has expired, you become exhausted for 
10 minutes per minute spent as Umaj’s avatar. 

Note: When you use this spell, it is recommended that 
the DM take control of your character until the duration ends. 

Alignment Component: Any chaotic. 
XP Cost: 1,500XP. 
 
Uncertainty 
Illusion (Phantasm) [Mind-Affecting] 
Level: Asn 3, Blk 3, Brd 3, Rgr 3 
Components: V, S 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Target: One living creature/level, no two of which can be more 
than 30’ apart 
Duration: 1 round/level 
Saving Throw: Will partial; see text 
Spell Resistance: Yes 

This powerful effect has three distinct parts: 
Firstly, targets of this spell must roll a Will save each 

round or become flat-footed for the remainder of the spell. 
Secondly, this spell suppresses subjects’ insight 

bonuses. There is no save against this effect. 
Thirdly, this spell imposes a -2 morale penalty to 

subjects’ attack rolls, damage rolls, skill checks & saving throws. 
A successful Will save reduces this penalty to -1. 
 
Undispel 
Abjuration 
Level: Sor 7 
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Components: V, S  
Casting Time: 1 swift action 
Range: Long (400’ + 40’/level) 
Target: One dispelled spell, spell-like ability, or magic item 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 
 You can reinstate a spell, a spell-like ability, or a magic 
item that was dispelled. The spell need not be one that you had 
originally cast. 

To do this, you must succeed a caster level check 
against the dispeller’s original dispel check. If you succeed the 
check, that spell is undispelled; if you fail, that spell remains 
dispelled, & you cannot try again, even with another casting of this 
spell. 

You can only undispel spells & spell-like abilities that 
were dispelled within the last round. You can undispel magic items 
that have been suppressed at any time. 

A spell that was successfully countered by a use of 
dispel magic (IE, a spell that never took effect because it was 
counterspelled) cannot be undispelled. 
 
Vampiric Ray 
Necromancy 
Level: Sor/Wiz 5 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Effect: Ray 
Duration: Instantaneous/1 hour; see text 
Saving Throw: Fortitude half 
Spell Resistance: Yes 

A dark crimson ray emanates from your hand. You 
must succeed on a ranged touch attack with the ray to strike a 
target. The subject takes 1d6 points of damage per caster level 
(maximum 15d6). You gain temporary hit points equal to the 
damage you deal. However, you cannot gain more than the 
subject’s current hit points +10, which is enough to kill the subject. 
The temporary hit points disappear 1 hour later. 
 
Vampiric Touch, Greater 
Necromancy 
Level: Sor/Wiz 7 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Target: Living creature touched 
Duration: Instantaneous/1 hour; see text 
Saving Throw: None 
Spell Resistance: Yes 

This spell functions like vampiric touch, except that 
your touch deals 1d6 points of damage per caster level (maximum 
20d6), & the temporary hit points that you gain from this effect 
disappear after 1 full day. 
 
Viper’s Bite 
Transmutation 
Level: Drd 4, Serpent 3 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Personal or touch 
Target: You or creature touched 
Duration: 1 round/level 
Saving Throw: Fortitude negates (harmless) 
Spell Resistance: Yes (harmless) 
 You can grant yourself (or a creature that you touch) a 
venomous bite. The affected creature gains a bite attack, which 
deals piercing damage like a viper of the same size (ergo, 1d4 + 

Strength for a Medium creature). The bite also inflicts poison upon 
those struck by it, unless the bitten creature makes a successful 
Fortitude save. The DC for the saving throw is equal to 10 + the 
spell’s level (3 for a Serpent Cleric, or 4 for a Druid) + your 
Constitution modifier. The initial & secondary damage dealt by the 
poison are both 1d6 points of Constitution damage. This bite attack 
can be used like any natural weapon that you could possess. 
 
Vitiate 
Evocation [Evil] 
Level: Clr 8 
Components: V, S, M, F, DF 
Casting Time: 24 hours 
Range: Touch 
Area: 120’ radius emanating from the touched point 
Duration: Instantaneous 
Saving Throw: See text 
Spell Resistance: See text 

This spell makes a particular site, building, or structure 
an unholy site. This has five major effects. 

First, the entire area of the spell is affected as though by 
unhallow & desecrate. 

Second, the area is permeated by a prayer effect that 
treats all evil creatures as allies & all good creatures as enemies. 

Third, undead creatures within the area are permitted 
Will saving throws against being turned or destroyed, as well as 
against any effect with the Good descriptor. Evil creatures within 
the area are allowed a Will save to resist the effects of holy word. 
A holy aura within a vitiated area protects only a 10’ radius, & its 
duration is halved. 

Fourth, good outsiders may not enter the area warded 
by this effect, unless they make a successful Will save. 

Finally, you may choose to fix up to one spell effect per 
six caster levels to the vitiated site. Such spell effects last for one 
year & function throughout the entire site, regardless of the normal 
duration & area or effect. You may designate whether the effects 
apply to all creatures, creatures who share your faith or alignment, 
or creatures that adhere to another faith or alignment, & can make 
separate designations for each effect. At the end of the year, the 
chosen effects lapse, but can be renewed or replaced simply by 
casting this spell again. 

Spell effects that may be tied to a vitiated site include 
aid, bane, bestow curse, bless, break enchantment, cause fear, 
contagion, darkness, daylight, death ward, deeper darkness, detect 
magic, detect good, dimensional anchor, discern lies, dispel magic, 
endure elements, forbiddance, freedom of movement, imbue with 
spell ability, invisibility purge, lesser restoration, mass owl’s 
wisdom, poison, protection from energy, remove fear, resist 
energy, silence, spell resistance, symbol of fear, symbol of pain, 
tongues, & zone of truth. Saving throws & spell resistance might 
apply to these spells’ effects. (See the individual spell descriptions 
for details.) 

An area can receive only one vitiate spell (& its 
associated spell effects) at a time. This spell counters but does not 
dispel sanctify; it does, however, dispel consecrate & hallow. 

Material Component: Herbs, oils, & incense worth at 
least 2,500gp, plus 1,000gp per level of the spells to be included in 
the hallowed area. Additionally, you require a font or basin of 
unholy water that you yourself have cursed. 

Focus: A profane relic of your faith or an onyx gem of 
at least 10,000gp value. 
 
Waharim’s Insight 
Divination [Mind-Affecting] 
Level: Contemplation 3 
Components: V, S, DF 
Casting Time: 1 standard action 
Range: Touch 
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Target: Creatures touched 
Duration: 1 minute/level 
Saving Throw: Will negates (harmless) 
Spell Resistance: Yes (harmless) 

Folding your hands into an elliptical shape, as if to 
suggest an eye, you gather ancient insight & transfer it to mortal 
minds by prodding them in the forehead. 

You are able to grant a number of +1 insight bonuses 
equal to your caster level. These bonuses can be granted to 
individual ability scores, individual skills, melee attack rolls, 
ranged attack rolls, individual saving throws, armor class & 
damage rolls. You may distribute these as you wish among any 
number of creatures, but you cannot allocate more than a +1 bonus 
to any individual property. For instance, a 5th-level caster could 
grant a single creature a +1 insight bonus to melee attack rolls & to 
AC, & another creature a +1 insight bonus to Fortitude saving 
throws, Dexterity & AC, but could not give the first creature a +2 
insight bonus to AC instead. 
 
Waharim’s Wondrous Wisdom 
Divination 
Level: Contemplation 9 
Components: V, S, F, DF 
Casting Time: 1 round 
Range: Personal 
Target: You 
Duration: 1 minute/level 

The greatest power Waharim confers, this mighty spell 
floods you with skill & intellect. You are granted 10 ranks each in 
two Knowledge skills, & acquire a level of the loremaster prestige 
class. For each additional 250XP spent on the spell, you gain an 
additional level of loremaster. You likewise gain access to feats, 
spells & bonus ability points as if you had gained these levels of 
loremaster normally, which you may select at the time of casting. 
The first time you “reach” a loremaster level & are required to 
make a choice regarding a class ability, that choice becomes 
permanent for all future uses of this spell. You do not receive 
additional spell slots with this effect. You become instantly aware 
of the skills & powers that this spell has conferred to you. For ease 
of use, the statistics for this spell can (& perhaps should) be 
compiled in advance by the player. 

Focus: A spell scroll of the corresponding level to that 
which you intend to reach, or a 9th-level spell scroll. 

XP Cost: 250XP + 250XP per additional level 
conferred, to a maximum cost of 2,500 XP. 
 
Wall of Water 
Evocation [Water] 
Level: Sor/Wiz 4 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Medium (100’ + 10’/level) 
Effect: Opaque sheet of water up to 20’ long/level or a ring of 
water with a radius of up to 5’ per two levels; either form 20’ high 
Duration: Concentration + 1 round/level 
Saving Throw: See text 
Spell Resistance: Yes 

A rippling curtain of clear blue water springs into 
existence. This wall can be moved by your mental command up to 
30’ per round as a swift action. Any creature that is struck by the 
wall takes 2d4 points of concussion damage +1 point per caster 
level (maximum +20), & is knocked prone; this damage can be 
negated by a successful Reflex save. Objects are struck 
automatically, taking full damage (minus hardness). Pushing 
through the wall is a full-round action, & any creature that does so 
takes 2d4 points of concussion damage (no save). 

If you evoke the wall so that it appears where creatures 
are, each creature takes damage as if passing through the wall. If 

any 5’ length of wall takes 20 points of fire damage or more in 1 
round, that length goes out; do not divide fire damage by 4, as 
normal for objects. If any 5’ length of wall takes 20 points of cold 
damage or more in 1 round, then the entire wall becomes frozen & 
cannot be moved or passed through until it is melted (which can be 
done by dealing an equal amount of fire damage to the same 
section that was frozen). 

This spell can be made permanent with a permanency 
spell (2,000XP); permanent walls are always immobile. A 
permanent wall of water that is boiled off by fire damage becomes 
inactive for 10 minutes, then reforms at normal strength. 

The water created by this spell is potable, but any 
creature that attempts to fill a container by immersing it within the 
wall takes damage as if pushing through the wall. A container can 
be filled by the wall at a rate of 1 gallon per round. 

Material Component: A small seashell or piece of coral. 
 
Ward Object 
Evocation 
Level: Sor/Wiz 5 
Duration: 1 day/level (D) 

This spell functions like lesser ward object, except that 
the damage dealt is 1d8 points of damage per caster level 
(maximum 20d8), the size of the object can be up to Large, & the 
throwback effect is 10’. 
 
Ward Object, Greater 
Evocation 
Level: Sor/Wiz 7 
Duration: 1 week/level (D) 

This spell functions like lesser ward object, except that 
the damage dealt is 1d12 points of damage per caster level 
(maximum 20d12), the size of the object can be up to Colossal, & 
the throwback effect is 20’. 
 
Ward Object, Lesser 
Evocation 
Level: Sor/Wiz 3 
Components: V, S, M 
Casting Time: 1 minute 
Range: Touch 
Target: One unattended object  
Duration: 1 hour/level (D) 
Saving Throw: None 
Spell Resistance: No 

You can charge an inanimate object with warding 
energy, which will harm a creature that touches it, ignoring 
clothing & armor. Any creature that comes into physical contact 
with the warded object is dealt 1d4 points of damage per caster 
level (maximum 20d4) & thrown back 5’. A successful Fortitude 
save can reduce this damage by half, but no save will negate the 
throwback effect. The object suffers no damage from this effect. 
The energy type of the damage must be chosen by you at the time 
of casting, from the following list: acid, cold, electricity, fire, or 
sonic. The size of the object can be up to Tiny. Unless you dismiss 
this effect, only you can safely touch the object. If you are in 
physical contact with the object for more than 1 minute (10 
rounds), then the effect immediately ends; these rounds need not 
be consecutive. 

Material Component: A pinch of sulfur or a rotten egg. 
 
Watcher’s Vigil 
Enchantment (Compulsion) 
Level: Resolve 3 
Components: S, M, F 
Casting Time: 1 minute 
Range: Personal 
Target: You 
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Duration: 1 day 
Saving Throw: Will negates (harmless; see text) 

You empower yourself with the resolve to stand 
vigilant, becoming a sleepless sentinel while your allies slumber. 

You go without rest for the duration of the spell. 
Despite this, you can prepare spells as normal. Frequent use of this 
spell becomes wearying, though, as shown on the following table: 

Days Con Penalty Condition Will Save 
1 - - - 
2 1 Fatigued - 
3 2 Fatigued* - 
4 3 Fatigued* Yes 
5 4 Exhausted Yes (-1) 
6 6 Exhausted* Yes (-2) 
7 8 Exhausted* Yes (-4) 
8 11 Staggered Yes (-6) 
9 15 Staggered* Yes (-10) 
10 20 Staggered* Yes (-16) 
11+ 30 Death** Yes (-25) 

* = Condition may only be removed by rest; magic, 
supernatural & extraordinary abilities will not help. 

** = Must make a Fortitude save each day or die. 
The number of consecutive days you remain awake 

determines how severe the penalties are. After three days, you 
must begin making involuntary Will saves against further castings 
of the spell & cannot continue without rest unless you cast this 
spell yet again. 

Material Component: A small flame & a stone. 
Focus: A sentinel carved out of stone. 

 
Welt 
Evocation 
Level: Blk 1, Punishment 1 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Target: Living creature touched 
Duration: Instantaneous 
Saving Throw: Will negates 
Spell Resistance: Yes 

When laying your hand upon a creature, you deal 1 
point of damage per caster level (maximum 10). This damage 
leaves a painful wheal upon your foe, inflicting 1 point of 
temporary Dexterity or Charisma damage (your choice); this 
damage does not increase with caster level. 
 
Whelming Smite 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Blk 2, Clr 3, Pal 2 
Components: V, S, M, DF 
Casting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round/level 

You deliver numbing awe to your foes with every 
strike, causing enemies you strike with a melee attack to become 
dazed for 1 round. A paladin or blackguard adds his or her 
Charisma bonus (if any) to the save DC. 

Material Component: A short steel bar & a pinch of 
powdered silver. 
 

Wind’s Edge 
Evocation [Air] 
Level: Rgr 1 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Personal 
Target: Touch 
Duration: 3 rounds + 1 round/level 

You bring forth a thin coat of whipping air, which 
follows your blade & arrow, enhancing your strikes with the 
elegance of your movements. This wind adds your Dexterity bonus 
to damage rolls for melee attacks & ranged attacks made with a 
manufactured weapon. 

Material Component: A single feather. 
 
Wit Revealed 
Enchantment (Compulsion) [Mind-Affecting] 
Level: Cunning 3 
Components: V, S 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: 1 creature 
Duration: 1 round/level 
Saving Throw: Will negates 
Spell Resistance: No 

You draw forth the wit & cleverness of your subject, 
adhering it to the target’s every thought & action. The subject uses 
its Intelligence modifier in place of any other ability modifier, 
except for the following: ability checks, saving throws, hit points 
& spell DC’s. The subject’s modifiers are exchanged even if its 
Intelligence modifier would be inferior to the ability modifier 
being replaced. 
 
Wretchedness 
Transmutation 
Level: Curse 8, Drd 9 
Components: V, S, M 
Casting Time: 1 standard action 
Range: Close (25’ + 5’/2 levels) 
Target: One living creature 
Duration: 1 minute/level 
Saving Throw: See text 
Spell Resistance: Yes 

You physically & mentally debase a single living 
creature, crushing it in form & spirit such that it becomes a 
mewling, thrashing wretch upon the ground. The affected creature 
must make a Fortitude save or have its Strength & Dexterity scores 
both fall to 1. It must also make a Will save or have its Intelligence 
& Charisma scores both fall to 1. 

The affected creature is unable to use Strength-, 
Dexterity-, Intelligence- or Charisma-based skills, cast spells, 
understand language, or communicate coherently. Still, it knows 
who its friends are & can conceivably follow them & even protect 
them. However, each round, there is a 10% chance that the 
wretched subject simply cowers in place. 

Only miracle & wish guarantee the removal of 
wretchedness. Greater remove curse is effective provided its caster 
level exceeds the caster level of wretchedness by 2 or more. 

Dragons & outsiders are immune to wretchedness. 
Material Component: A potion of bull’s strength, cat’s 

grace, bear’s endurance, fox’s cunning, owl’s wisdom, or eagle’s 
splendor which has been corrupted at least 24 hours prior with the 
flesh of a ghul. 
 
Zephyr 
Evocation [Air] 
Level: Drd 2, Rgr 2 
Components: S, M 
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Casting Time: 1 standard action 
Range: Close (25’ + 5’ per 2 levels) 
Area: Cylinder 15’ wide & 30’ tall 
Duration: 1 round 
Saving Throw: Fortitude negates 
Spell Resistance: No 

You throw down a handful of dust & bring forth a 
whipping wind, spraying fine particles into the air. The result is a 
strong wind that blows throughout the area, knocking down Tiny 
or smaller creatures & imposing a -2 penalty on all ranged attacks 
& Listen checks made from within or that pass through the area. 
The fine, powdery dust clouds the area, obscuring all sight, 
including darkvision, beyond 5’. A creature 5’ away has 
concealment (attacks have a 20% miss chance). Creatures farther 
away have total concealment (50% miss chance, & the attacker 
cannot use sight to locate the target). 

Creatures within the area of effect must make a 
successful Fortitude save or be blinded for 2d4 rounds. 

Material Component: A handful of sand or dust. 
 
Zone of Zaia 
Transmutation 
Level: World 9 
Components: V, S, DF, X 
Casting Time: 1 minute 
Range: Close (25’ + 5’ per 2 levels) 
Area: 5’-radius/level emanation centered on a point in space 
Duration: Permanent 
Saving Throw: None 
Spell Resistance: No 

You are able to control the permeability of the planar 
boundaries in an area, allowing or disallowing travel between 
planes. This can be used to create either of the following effects: 
 
Closed Travel 

You create an invisible barrier (revealed by see 
invisibility or true seeing) that completely blocks extradimensional 

travel. Spells such as astral projection, blink, dimension door, 
ethereal jaunt, etherealness, gate, maze, plane shift, shadow walk, 
teleport, & similar spell-like or psionic abilities cannot function 
within this barrier. During this spell’s duration, extradimensional 
travel into or out of the area is not possible. 

Also, magic that creates or manipulates 
extradimensional spaces do not function within this barrier. This 
includes bags of holding, portable holes, rope trick, shadow 
conjuration, all conjuration magic (including summoning spells), 
extradimensional perception, & extradimensional attack forms. 
Summoned creatures are automatically shunted back to their home 
plane upon entering a closed travel zone. 
 This effect can be dispelled through the creation of an 
open travel zone (see below). A miracle could restore an area’s 
connection to other planes, but few gods would thwart the will of 
Zaia to do so. Use of a wish is ineffective, & may anger Zaia to be 
so defied. 
 
Open Travel 
 You create a spherical gateway to another plane, 
allowing travel between Najmah & Siraaj. This portal looks like a 
patch of dense fog. Within the mist, the area looks like it did 
before, except that it appears to be superimposed by another realm 
entirely. Any creature within this area can choose which of the two 
planes they wish to occupy as a swift action. Creatures that leave 
the area exit onto the plane that they chose last. All creatures 
within the area are considered to be on the same plane, & can 
interact with each other as such. 
 Within an open travel zone, magic that restricts 
extradimensional travel do not function, including spells such as 
dimensional anchor & dimensional lock. 

This effect can be dispelled through the creation of a 
closed travel zone (see above). A miracle could restore an area’s 
normal connection to other planes, but few gods would thwart the 
will of Zaia to do so. Use of a wish is ineffective, & may anger 
Zaia to be so defied. 

XP Cost: 2,000XP. 
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Chapter 8: 
Magical Items 

 

Items Lists 
Special Abilities (22) 
Bloodthirsty (+1-5 bonus) 
Concealing (+1 bonus) 
Curative (+1 bonus) 
Destructive (+1 bonus) 
Diurnal (+1 bonus) 
Escaping (+6,500gp) 
Furious (+1 bonus) 
Heroic (+2 bonus) 
Lethal (+5 bonus) 
Lunacy (+2 bonus) 
Maiming (+2 bonus) 
Malicious (+1 bonus) 
Nocturnal (+1 bonus) 
Parrying (+1 bonus) 
Personal (+1 bonus) 
Quaking (+3 bonus) 
Reforming (+1 bonus) 
Retributive (+2 bonus) 
Spellbinding (+2 bonus) 
Spiteful Burst (+2 bonus) 
Starlit (+2 bonus) 
Venomous (+2 bonus) 
 
Specific Items (131) 
Abacus of Accounting 
Adimas Loop 
Agal of Altered Destiny 
Agal of Blessed Faith 
Agal of the Mind’s Shield 
Agal of Rapid Wellness 
Alchemist’s Quern 
Amulet of Doom (cursed) 
Armor of Warding 
Belt of Burdusq 
Bisht of Distant Lightning 
Bisht of Dusk’s Concealing 
Bisht of Harmless Acid 
Bisht of Melted Snow 
Bisht of Quenched Flames 
Bisht of Silenced Sound 
Blade of Bitter Darkness 
Blade of the Ghostly Wind 
Blade of Mortal Fear 
Blade of Loving Mercy 
Boots of Swiftness 
Bow of the Bent Arc 
Bow of the Hashshashin 
Bow of the Sharpened Feather 
Bracelets of Binding 
Candle of Calm 
Candle of Cleansing 
Cat’s Eye Lenses 
Chalice of Debt 
Cheche of Intrigue 
Cheche of Magnificence 

Cheche of Resilience 
Circlet of the Iron Lady 
Compass Ring 
Crown of the Abyss 
Dagger of the Deadly Dance 
Decanter of Crawling Doom 
Dishdasha of the Darkest Night 
Dishdasha of Insight 
Dishdasha of the Many Colors 
Dishdasha of Many Hundred Birds 
Dishdasha of the Shifting Veil 
Dishdasha of Simplicity 
Earth Medallion 
Falchion of the Ringing Bells 
Fang of the Cobra 
Fire Medallion 
Ghoul Ointment 
Gloves of Rebuke 
Golem’s Heart (Clay) 
Golem’s Heart (Flesh) 
Golem’s Heart (Iron) 
Golem’s Heart (Sand) 
Golem’s Heart (Sandstone) 
Golem’s Heart (Stone) 
Haven Shield 
Helm of Sight 
Jewels of Light 
Juxtaposition Staff (AKA the Juxtaf) 
Katar of Fury 
Keffiyeh of Adornments 
Keffiyeh of Understanding 
Keffiyeh of Whispers 
Key of All Locks 
Key of the Colossus 
Lamp of Conjuring 
Lamp of Sujabet 
Latching Rod 
Leaping Boots 
Lenses of Lucidity 
Mask of Distortion 
Mask of Eyes 
Mask of Illusions 
Mask of the Potentate 
Medallion of Manas 
Medallion of Missives 
Necklace of the Everlasting Night 
(cursed) 
Orb of Conveyance 
Orb of Memory 
Orb of Tranquility 
Orb of Twilight 
Pelta of Repulsion 
Peri’s Gloves 
Periapt of Purity 
Phantasmal Veil 
Pigments of the Jezebel 

Quern of Dust 
Quern of the Thaumaturge 
Rescuer’s Helm 
Reverse Crystal Ball (cursed) 
Ring of Dreams 
Ring of Endless Moisture 
Ring of Fire 
Ring of Quhad-Gul 
Ring of the Oasis 
Robes of Reach 
Rod of Flames 
Rod of Ice 
Sanctuary Stone 
Sarcophagus of the Resolute Soul 
Scabbard of the Mistral 
Scabbard of the Sirocco 
Scabbard of Swiftness 
Scabbard of the Winds 
Scales of Arcane Reflection 
Sheath of the Serpent 
Slippers of the Deadly Dance 
Slippers of the Sable Steps 
Slippers of Silence 
Slippers of Wind-Walking 
Spade of the Rising Hand 
Spear of Hallowed Wrath 
Spheres of Silence 
Spirit Mail 
Staff of the Green  
Staff of Judgment 
Staff of the Mighty Winds 
Staff of the Serpent’s Tongue 
Staff of the Sudden Dream 
Stone of Imprisonment 
Sword of the Starry Eyes 
Symbol of Zarim 
Tail of Torture 
Targe of Deflection 
Targe of the Resolute 
Tears of Shera Hazadi 
Thunder Amulet 
Tinderbox of Hounds 
Water Medallion 
Whistle Dagger 
Wind Medallion 
 
Artifacts (8) 
Armor of Safe Return 
Chest of Haz-Hurad 
Colossus of the Ral Zadi 
Cycle’s End  
Elemental Lens 
Medallion of the Mists 
Rod of Time 
Talisman of the Immortal Blood 
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Special Abilities 
Bloodthirsty (Uzari-Farun) 

A bloodthirsty weapon is infused with a thirst for blood, 
& gains power from drawing blood from its victims. Only piercing 
or slashing melee weapons can be bloodthirsty. When initially 
unsheathed, the weapon has no attack or damage bonuses, other 
than those from other sources. Once the wielder has drawn blood 
from a foe with this weapon, however, it gains an enhancement 
bonus against any foe whose blood has wet the weapon’s blade. 
The damage bonus is +1 higher than the attack bonus, so (for 
example) a +2 bloodthirsty weapon would have a damage bonus of 
+3. These bonuses are negated once the weapon is re-sheathed. 
 Strong necromancy; CL 7th (+1), CL 10th (+2), CL 13th 
(+3), CL 16th (+4), CL 19th (+5); Craft Magic Arms & Armor, 
vampiric touch; price varies (+1 to +5 bonus). 
 
Concealing (Meqarai) 

A concealing weapon is one that can be magically 
disguised as a non-weapon. Upon command, the weapon changes 
shape & form to assume the appearance of a normal piece of 
jewelry (belt, bracelet or ring are the most popular options). The 
weapon takes up the magic item slot that a wondrous item of the 
same type would normally occupy, & that slot must be empty in 
order for this effect to function. The weapon retains all its 
properties (including weight) when concealed; concealment &/or 
un-concealment takes one full round. Only a true seeing spell or 
similar magic reveals the true nature of the weapon when 
concealed. Switching between weapon & item forms is a swift 
action. 

Moderate transmutation; CL 10th; Craft Magic Arms & 
Armor, alter self; price +1 bonus. 
 
Curative (Fediqai) 
 A curative weapon is one that can be used to heal as 
well as harm. Upon a successful hit, this weapon can restore a 
number of hit points to the struck creature equal to the damage 
such a hit would normally have inflicted. This can be done a 
number of times per day equal to the wielder’s Wisdom bonus, if 
any (minimum once per day). At all other times, this weapon 
damages creatures like any other weapon would on a successful 
hit. The wielder must decide to use this effect before their attack 
roll. This effect can only be used on living creatures; objects, 
constructs, & the undead are always struck normally. Extra 
damage from tactics such as sneak attacks or temporary ability 
score enhancements such as bull’s strength does not increase this 
healing effect. Bows, crossbows, & slings so crafted bestow this 
effect upon their ammunition. 

Moderate conjuration; CL 9th, Craft Magic Arms & 
Armor, cure light wounds; price +1 bonus. 
 
Destructive (Jalaqai) 

A destructive weapon is one that gives the wielder an 
intuitive insight that can be used against opponents. Four times per 
day, the wielder can apply a +5 insight bonus to a single attack 
roll. Also, the wielder is not affected by the miss chance that 
applies to attackers trying to strike a concealed target, but only 
while wielding this weapon. 

Moderate divination; CL 12th, Craft Magic Arms & 
Armor, true strike; price +1 bonus. 
 
Diurnal (Malarai) 
 A diurnal weapon is one that only works in the day. In 
the darkness, such as at night, in shadowy illumination, or in the 
presence of a spell with the [Darkness] descriptor, the weapon 
functions as if it were only a masterwork weapon. But when 
exposed to bright light or in the presence of a spell with the [Light] 
descriptor, the weapon functions as if its enhancement bonus were 

+2 higher than it normally would be. Also, this effect bypasses 
damage reduction as if it were a Good-aligned weapon. Any other 
special abilities that the weapon has will only function in the light. 
Bows, crossbows, & slings so crafted bestow this effect upon their 
ammunition. 

Moderate evocation; CL 8th, Craft Magic Arms & 
Armor, daylight; price +1 bonus. 
 
Escaping (Sezasharai) 

An escaping armor is one that protects the wearer from 
excessive harm by transporting itself away. If the wearer gains 
certain status conditions (such as disabled, dying, staggered, or 
unconscious), then the wearer is teleported (via dimension door) to 
the safest location within 1000’. This ability can only work once 
per hour, & if all locations within 1000’ are deadly (such as a large 
battlefield or inside a volcano), then the effect fails. 

Moderate conjuration; CL 15th, Craft Magic Arms & 
Armor, dimension door; price +6,500gp. 
 
Furious (Luqadai) 
 A furious weapon is one that gives its wielder some of 
the benefits of a rage, like that of a barbarian. While this weapon is 
wielded, the wielder gains a +2 morale bonus to Strength & 
Constitution, a +1 morale bonus on Will saves, & a -2 penalty to 
their armor class. These effects end once the weapon is sheathed or 
otherwise not in use. Unlike a raging barbarian, the wielder does 
not suffer from fatigue when the effects end. While wielding this 
weapon, the wielder gains a +4 morale bonus to their Will save to 
resist a calm emotions spell. 

Moderate enchantment; CL 6th, Craft Magic Arms & 
Armor, rage; price +1 bonus. 
 
Heroic (Teshiqai) 

A heroic weapon appears sedate but tastefully elegant. 
It grants a +3 bonus to attack & damage rolls made while using a 
style feat. Once per day, when the wielder is reduced to half of 
their total hit points or less, or is made the target of a death effect, 
its true power reveals itself. The weapon becomes bright & 
coppery, with golden whorls over the grip, & casts break 
enchantment & greater heroism on the wielder as an immediate 
action. A creature cannot gain any additional benefit from wielding 
more than one heroic weapon. 

Strong abjuration & enchantment; CL 15th, Craft Magic 
Arms & Armor, break enchantment, greater heroism; price +2 
bonus. 
 
Lethal (Surjai) 

A lethal weapon is one that instantly kills any living 
being that touches its blade. Any creature struck by it must make a 
successful Fortitude save (DC12 + the wielder’s effective character 
level) or immediately die. In addition, even casual contact with the 
blade will cause this effect, so the wielder has a chance of 
exposing itself to this effect whenever it rolls a natural 1 on an 
attack roll. In such circumstances, the wielder must make a Reflex 
save (DC15) or accidentally expose itself to the weapons effect. 
Bows, crossbows, & slings so crafted bestow this effect upon their 
ammunition. 

Strong necromancy; CL18th; Craft Magic Arms & 
Armor, slay living; price +5 bonus. 
 
Lunacy (Esham) 

A lunacy weapon is one that inflicts madness upon the 
wielder’s enemies. Any opponent struck by such a weapon must 
make a Will save (DC15 + the wielder’s Charisma modifier). Upon 
a successful save, the weapon only deals damage to the opponent. 
But if the saving throw should fail, the opponent is rendered 
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confused for 1d4+1 rounds. If a confused opponent is struck again 
by this weapon, it is allowed another saving throw (same DC as 
above), but the duration of the effect overlaps with itself (re-roll 
1d4+1 for the duration). Bows, crossbows, & slings so crafted 
bestow this effect upon their ammunition. 
 Moderate enchantment; CL 13th, Craft Magic Arms & 
Armor, confusion; price +2 bonus. 
 
Maiming (Tiqarai) 
 A maiming weapon is one that prevents wounds caused 
by it to be fully healed. Any damage caused by a maiming weapon 
does not heal naturally, & cure or other healing spells are only 
50% effective (divide restored hit points by 2 prior to application). 
A creature that has a maiming wound is sickened (takes a -2 
penalty on all attack rolls, weapon damage rolls, saving throws, 
skill checks, & ability checks) until their hit points are fully 
restored. A remove curse spell applied to the maimed creature will 
allow a maimed wound to heal normally, & a regenerate spell will 
restore lost hit points at 100% effectiveness. Bows, crossbows, & 
slings so crafted bestow this effect upon their ammunition. 

Strong necromancy; CL 14th, Craft Magic Arms & 
Armor, inflict critical wounds; price +2 bonus. 
 
Malicious (Jalimai) 

A malicious weapon is one that grants its wielder the 
power of pure hatred. Upon a successful strike, this weapon deals 
an extra 1d6 points of negative energy. Since undead are powered 
by negative energy, this effect cures such an undead opponent of a 
like amount of damage, rather than harming it. Bows, crossbows, 
& slings so crafted bestow this effect upon their ammunition. 

Moderate necromancy; CL 6th, Craft Magic Arms & 
Armor, inflict light wounds; price +1 bonus. 
 
Nocturnal (Talarai) 
 A nocturnal weapon is one that only works at night. 
When exposed to bright light or in the presence of a spell with the 
[Light] descriptor, the weapon functions as if it were only a 
masterwork weapon. But in the darkness, such as at night, in 
shadowy illumination, or in the presence of a spell with the 
[Darkness] descriptor, the weapon functions as if its enhancement 
bonus were +2 higher than it normally would be. Also, this effect 
bypasses damage reduction as if it were an Evil-aligned weapon. 
Any other special abilities that the weapon has will only function 
in the darkness. Bows, crossbows, & slings so crafted bestow this 
effect upon their ammunition. 

Moderate evocation; CL 8th, Craft Magic Arms & 
Armor, darkness; price +1 bonus. 
 
Parrying (Uimarai) 

A parrying weapon seems to flick its blade to counter 
the blows of opponents. The wielder of a parrying weapon is 
treated as if they had the Parry feat. If they already possess the 
Parry feat, they are instead treated as though they had the 
Improved Parry feat. This enchantment may only be applied to a 
melee weapon. 

Moderate transmutation; CL 12th, Craft Magic Arms & 
Armor, Improved Parry, cat’s grace; price +1 bonus. 
 
Personal (Ezbarai) 
 A personal weapon is one that only works for its 
legitimate owner. When wielded by a creature that is not its 
designated owner or has not been given permission by its 
designated owner to use it, it functions as if it were only a 
masterwork weapon. The weapon will also bestow one negative 
level each minute that it is held. These negative levels fade away 
once the weapon has been put down, at a rate of one per round. 
The weapon cannot bestow as many negative levels as the wielder 
possesses; the maximum negative levels a creature can gain from 

this effect is their total number of character levels - 1. These 
negative levels never result in actual level loss, but they cannot be 
overcome in any way (including restoration spells) while the 
weapon is wielded. The designated owner is set when the weapon 
is first crafted, & ownership can be later transferred, if desired. 
Also, if a personal weapon is used against its designated owner, it 
can only do non-lethal damage. 

Faint abjuration; CL 16th, Craft Magic Arms & Armor, 
greater glyph of warding or guards & wards; price +1 bonus. 
 
Quaking (Qehala-Neshid) 

A quaking weapon is one that can shake the very 
ground with its power. Upon a successful strike at the bare ground 
(AC0, hardness varying by material) that deals at least 3 points of 
damage (after hardness), the wielder can generate an earthquake 
(as per the spell), centered on the weapon. The wielder’s square is 
not affected by the tremors, so the wielder takes no direct damage 
from this effect. Only melee weapons can have this ability. This 
effect can be generated once per day; when not used to make 
earthquakes, the weapon functions as if its enhancement bonus 
were 1 higher than normal. 
 Strong evocation; CL 19th, Craft Magic Arms & Armor, 
earthquake; price +3 bonus. 
 
Reforming (Nilumai) 

A reforming weapon can repair itself if broken. If 
sundered, the broken pieces can be placed back together like a 
jigsaw puzzle. If left undisturbed, the weapon will fuse back 
together again, making it like new; this effect retains all of the 
magical power that would normally be lost when a magic weapon 
is broken. This effect takes a number of days equal to the total 
weapon bonus. This effect cannot regenerate pieces that are 
missing, so all pieces must be recovered for this to function. This 
effect does not repair weapons that have been completely 
destroyed (IE disintegrated, ground to powder, melted, or 
vaporized). 

Faint transmutation; CL 5th, Craft Magic Arms & 
Armor, mending; price +1 bonus. 
 
Retributive (Aimasai) 

A retributive shield has a dark sheen over its face. 
When the bearer takes damage, the shield’s face glows with a cold 
gray light. Opponents within 30’ suffer a -2 morale penalty to 
attack rolls & to their AC against the bearer for the next round. 
Three times per day, the bearer may activate the shield’s true 
power as an immediate action in response to an attack. When 
damaged by a foe, the bearer may make an attack of opportunity 
against that foe (even if it would exceed his normal limit) that 
deals an extra 3d6 points of damage. This ability cannot be 
combined with the Animated shield ability. 

Strong evocation & necromancy; CL 13th, Craft Magic 
Arms & Armor, fear, fire shield; price +2 bonus. 
 
Spellbinding (Elaq-Jalud) 

A spellbinding weapon is one that can disrupt magical 
creatures & effects. Upon a successful strike upon a creature, that 
creature must make a Concentration check (DC = 10 + the number 
of points of damage dealt by the strike + the spell’s level) to use 
any spell or spell-like ability. This effect lasts for 1 full round. This 
effect applies to the use of scrolls & wands, but not to the use of 
other magical items possessed by the affected creature. 

Moderate abjuration; CL 11th, Craft Magic Arms & 
Armor, dispel magic; price +2 bonus. 
 
Spiteful Burst (Jalim-Ishar) 

A spiteful burst weapon functions as a malicious 
weapon that also explodes with hateful energy upon striking a 
successful critical hit. The negative energy does not harm the 
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wielder. In addition to the extra negative energy damage from the 
malicious ability (see above), a spiteful burst weapon deals an 
extra 1d10 points of negative energy damage on a successful 
critical hit. If the weapon’s critical multiplier is ×3, add an extra 
2d10 points of negative energy damage instead, & if the multiplier 
is ×4, add an extra 3d10 points of negative energy damage. Bows, 
crossbows, & slings so crafted bestow the negative energy upon 
their ammunition. Even if the malicious ability is not active, the 
weapon still deals its extra negative energy damage on a successful 
critical hit. 

Strong necromancy; CL 7th, Craft Magic Arms & 
Armor, inflict serious wounds; price +2 bonus. 
 
Starlit (Zuimal) 

A starlit armor cannot be properly discerned except 
under starlight or the natural light of Najmah. When exposed to a 
bright source of light (a light spell or equivalent) this armor 
appears to melt away into thin air. Seen in natural moonlight or 

starlight, the armor appears to be a translucent midnight blue color. 
In any lighting, the armor is still tangible & may leave a noticeable 
outline on clothing. When not visible, the armor provides a +2 
circumstance bonus to the wearer’s AC, as a foe cannot discern a 
good location to strike. 

Moderate illusion; CL 10th, Craft Magic Arms & 
Armor, Adimas’ magic aura, invisibility; price +2 bonus. 
 
Venomous (Shibajai) 

A venomous weapon is one that is magically infused 
with a deadly poison. Upon a successful strike, the opponent is 
struck by a poison-like effect (as the spell; deals 1d6 points of 
temporary Constitution damage immediately & another 1d6 points 
of temporary Constitution damage 1 minute later). The Fortitude 
saves for this effect have a DC18 to resist. Bows, crossbows, & 
slings so crafted bestow this effect upon their ammunition. 

Moderate necromancy; CL 9th, Craft Magic Arms & 
Armor, poison; price +2 bonus. 

 

Specific Items 
Abacus of Accounting 

• Looks like a plain wooden abacus, with ivory beads & a 
tiny leather-bound book of mathematics bound to the 
side. 

• By specifying a chosen object within sight, the wielder 
of this device can instantly determine the number of 
roughly similar objects within 100’. The only creatures 
that can be counted in this fashion are constructs. 

• Wondrous Item (abacus). 
• Faint illusion; CL 5th; Craft Wondrous Item, tally; price 

10,000gp; weight 1 lb. 
 
Adimas Loop 
 Looks like a large plain-looking brass ring (6” 
diameter), although it bears an inscription of a black feather. 
 When the user holds the loop, they can re-roll any one 
die roll as an immediate action. The roll to be repeated must have 
been the last roll made, & need not have been a roll made by the 
user’s player. The results of the reroll must be taken (unless 
another loop is used), even if the results are more unfavorable than 
the original roll. The loop crumbles to dust after a single use. 
 Wondrous Item (loop). 
 Moderate transmutation; CL19th; Craft Wondrous Item, 
miracle or wish; price 3,200gp; weight ½ lb. 
 
Agal of Altered Destiny 

• Looks like a plain blue agal… or is green? Maybe it’s 
orange? 

• The wearer can grant a touched creature a +2 luck 
bonus (or inflict a -2 luck penalty) to its next saving 
throw. Doing so requires a successful touch attack, but 
does not permit the creature a save to resist. The wearer 
cannot grant themselves this effect. 

• Wondrous Item (agal). 
• Faint evocation; CL5th; Craft Wondrous Item, bend 

fate, skew fate; price 8,000gp; weight 0 lbs. 
 
Agal of Blessed Faith 

• Looks like a thick, white, plain agal. 
• The wearer is constantly under the effects of a bless 

spell. An agal can be worn over other magical head 
adornments, but only one agal may be worn at a time. 

• Wondrous Item (agal). 
• Faint enchantment; CL 5th; Craft Wondrous Item, bless; 

price 6,500gp; weight 0 lbs. 
 

Agal of the Mind’s Shield 
 Looks like a plain red agal with thin white stripes 
running through it. 
 The wearer gains a +5 bonus to their Will saves while 
donning this agal. 
 Wondrous Item (agal). 
 Moderate abjuration; CL 6th; Craft Wondrous Item, 
protection from chaos/evil/good/law; price 9,400gp; weight 0 lbs. 
 
Agal of Rapid Wellness 
 Looks like an agal, made of red & white striped cloth, 
which never seems to get soiled no matter how dirty & dusty the 
surroundings are. 
 The wearer gains Fast Healing 1 while donning this 
agal. 
 Wondrous Item (agal). 
 Strong conjuration; CL 18th; Craft Wondrous Item, 
regenerate; price 12,600gp; weight 0 lbs. 
 
Alchemist’s Quern 

• Looks like a quern made of black marble, with a lapis 
lazuli handstone. 

• This quern-stone confers a +6 competence bonus to all 
Craft (alchemy) checks made while using it. 

• Wondrous Item (quern-stone). 
• Strong transmutation; CL 9th, Craft Wondrous Item, 

fabricate; price 3,600gp. 
 
Amulet of Doom 

• This amulet appears to be one of the beneficial amulets 
or necklaces, & when worn seems to have no 
immediate benefit. 

• It screens the wearer from friendly divinations, but 
suppresses all protections the wearer may receive 
against hostile divinations. In addition, a powerful 
individual receives the effects of Nathar’s nightmarish 
nemesis (1,250 XP spent) targeting the wearer until 
either the amulet or that individual is destroyed, at 
which time the powers of the amulet fade. 

• Wondrous Item (amulet). 
• Strong abjuration; CL 17th; Craft Wondrous Item, 

greater bestow curse; price 35,000gp. 
 
Armor of Warding 
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 Looks like a suit of dark brown leather armor, studded 
with metal slugs. Upon close inspection, these slugs are shaped 
like squares, triangles, crescents, spirals & other arcane shapes. 
 This +2 studded leather suit of armor protects the 
wearer from curses. The wearer gains a +10 resistance bonus to all 
saving throws to resist curses & curse-based effects. 
 Strong abjuration; CL 15th; Craft Magic Arms & 
Armor, greater remove curse; price 18,175gp; Cost 9,175gp + 720 
XP. 
 
Belt of Burdusq 

• Looks like a thick leather belt, with many different 
colored stones embedded within it, & a silver buckle in 
the shape of two clasped hands. 

• It creates a 5’ aura of protection, centered on the 
wearer. All allies within the aura (including yourself) 
gain a +1 shield bonus for every ally within 5’ of you. 

• Wondrous Item (belt). 
• Moderate abjuration; CL5th; Craft Wondrous Item, 

shield; price 9,000gp; weight 1 lb. 
 
Bisht of Distant Lightning 
 This blue linen robe is accented with jagged yellow 
embroidered shapes. 
 The bisht absorbs the first 10 points of electricity 
damage per round that the wearer would normally take. Three 
times per day, the wearer can activate the garment’s true power as 
a swift action. Upon activation, it will absorb all electricity damage 
for the next round, preventing any of it from harming the wearer. 
Absorbing electricity damage at this time will heal the wearer of 
1d6+4 points of damage, up to the wearer’s maximum HP. A bisht 
can be worn over a magical cloak, robe, shirt, &/or vest, but only 
one bisht may be worn at a time. 
 Wondrous Item (bisht). 
 Moderation abjuration CL 9th; Craft Wondrous Item, 
resist energy; price 21,600gp; weight 3 lbs. 
 
Bisht of Dusk’s Concealing 

• This long, flowing gray robe hangs loosely over the 
shoulders. 

• When worn as an outer garment, it reduces the wearer’s 
armor check penalty by -5 (to a minimum of 0) & raises 
the armor’s maximum Dexterity bonus by +2. A bisht 
can be worn over a magical cloak, robe, shirt, &/or vest, 
but only one bisht may be worn at a time. 

• Wondrous Item (bisht). 
• Moderate transmutation; CL 10th; Craft Wondrous Item, 

cat’s grace; price 8,000gp; weight 2 lbs. 
 
Bisht of Harmless Acid 
 This yellow linen robe is accented with bubbly green 
embroidered shapes. 
 The bisht absorbs the first 10 points of acid damage per 
round that the wearer would normally take. Three times per day, 
the wearer can activate the garment’s true power as a swift action. 
Upon activation, it will absorb all acid damage for the next round, 
preventing any of it from harming the wearer. Absorbing acid 
damage at this time will heal the wearer of 1d6+4 points of 
damage, up to the wearer’s maximum HP. A bisht can be worn 
over a magical cloak, robe, shirt, &/or vest, but only one bisht may 
be worn at a time. 
 Wondrous Item (bisht). 
 Moderation abjuration CL 9th; Craft Wondrous Item, 
resist energy; price 21,600gp; weight 3 lbs. 
 
Bisht of Melted Snow 

 This white linen robe is accented with wispy blue 
embroidered shapes. 
 The bisht absorbs the first 10 points of cold damage per 
round that the wearer would normally take. Three times per day, 
the wearer can activate the garment’s true power as a swift action. 
Upon activation, it will absorb all cold damage for the next round, 
preventing any of it from harming the wearer. Absorbing cold 
damage at this time will heal the wearer of 1d6+4 points of 
damage, up to the wearer’s maximum HP. A bisht can be worn 
over a magical cloak, robe, shirt, &/or vest, but only one bisht may 
be worn at a time. 
 Wondrous Item (bisht). 
 Moderation abjuration CL 9th; Craft Wondrous Item, 
resist energy; price 21,600gp; weight 3 lbs. 
 
Bisht of Quenched Flames 
 This black linen robe is accented with wavy red 
embroidered shapes. 
 The bisht absorbs the first 10 points of fire damage per 
round that the wearer would normally take. Three times per day, 
the wearer can activate the garment’s true power as a swift action. 
Upon activation, it will absorb all fire damage for the next round, 
preventing any of it from harming the wearer. Absorbing fire 
damage at this time will heal the wearer of 1d6+4 points of 
damage, up to the wearer’s maximum HP. A bisht can be worn 
over a magical cloak, robe, shirt, &/or vest, but only one bisht may 
be worn at a time. 
 Wondrous Item (bisht). 
 Moderation abjuration CL 9th; Craft Wondrous Item, 
resist energy; price 21,600gp; weight 3 lbs. 
 
Bisht of Silenced Sound 
 This green linen robe is accented with curvy white 
embroidered shapes. 
 The bisht absorbs the first 10 points of sonic damage 
per round that the wearer would normally take. Three times per 
day, the wearer can activate the garment’s true power as a swift 
action. Upon activation, it will absorb all sonic damage for the next 
round, preventing any of it from harming the wearer. Absorbing 
sonic damage at this time will heal the wearer of 1d6+4 points of 
damage, up to the wearer’s maximum HP. A bisht can be worn 
over a magical cloak, robe, shirt, &/or vest, but only one bisht may 
be worn at a time. 
 Wondrous Item (bisht). 
 Moderation abjuration CL 9th; Craft Wondrous Item, 
resist energy; price 21,600gp; weight 3 lbs. 
 
Blade of Bitter Darkness 

• Looks like a dull, dark gray falchion with many barbs 
along the edges, & a grip wrapped in bloodstained 
black leather. 

• This +2 falchion inflicts one negative level upon the 
creature that it struck whenever it deals damage. Upon a 
critical hit, it inflicts two negative levels. These 
negative levels last one full day, & can only affect 
living creatures (constructs, objects, & the undead do 
not count). 

• Strong necromancy; CL 13th; Craft Magic Arms & 
Armor, enervation; Price 54,375gp; Cost 27,375gp + 
2,160 XP. 

 
Blade of the Ghostly Wind 

• Looks like a long, delicate scimitar with a translucent 
blade, etched with swirling lines, like gusts of wind. 

• This +1 scimitar can become incorporeal while in the 
wielder’s hand, as a free action. The hand wielding this 
weapon counts as empty for any effect that would be 
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beneficial. However, the hand cannot be used to hold a 
weapon, implement or shield. 

• Moderate evocation; CL4th; Craft Magic Arms & 
Armor, spiritual weapon; price 14,315gp; cost 7,315gp 
+ 560XP. 

Blade of Mortal Fear 
 Looks like a golden-bladed scimitar, with many wicked 
barbs on its blade & a row of spikes on its grip-guard. 
 Upon a successful strike from this weapon, an opponent 
must make a Will save (DC18) or be shaken for 1d6+4 rounds. 
Upon a successful critical hit from this weapon, an opponent must 
make a Will save (DC18) or be frightened for 1d6+4 rounds. 
 +3 Intelligent scimitar. 
 The blade is extremely agoraphobic, & wants only to 
remain in its scabbard. The wielder must succeed a Will save 
versus the weapons Ego (DC11) to draw the sword from its sheath. 
 Alignment: Chaotic Neutral; Intelligence 15 (+2), 
Wisdom 10 (+0), Charisma 15 (+2); Languages: Archaic, 
Common, & Ghul; illiterate; 120’ radius vision & hearing, 60’ 
darkvision; can communicate telepathically with the wielder; Bluff 
+12, Diplomacy +12, Sense Motive +10; Ego: 11. 
 Strong necromancy; CL 10th, Craft Magic Arms & 
Armor, fear; price 38,315gp; cost 19,315gp + 1,520XP. 
 
Blade of Loving Mercy 
 Looks like a gold-plated katar with a heart-shaped 
blade. 
 This +1 punching dagger will not reduce any creature 
hit points below -1; in addition, any creature that it reduces to 
negative hit points will automatically be stabilized. This effect 
cannot be used to stabilize a creature that was reduced to negative 
hit points by other means. 
 Moderate conjuration; CL 8th; Craft Magic Arms & 
Armor, cure minor wounds; Price 8,302gp; Cost 4,302gp + 320 
XP. 
 
Boots of Swiftness 

• Look like a pair of metal-plated boots in the shape of 
the talons of a homa bird. 

• Increases speed of wearer by 30’ per round, which is 
considered an enhancement bonus. This effect applies 
to all forms of travel, but does not increase the speed of 
other activities. This effect overlaps (does not stack) 
with other magical means of increasing one’s speed. 
Both boots must be worn by the same creature for them 
to be effective. 

• Wondrous Item (boots). 
• Moderate transmutation; CL8th; Craft Wondrous Item, 

expeditious retreat or longstrider; price 16,000gp; 
weight 2 lbs each. 

 
Bow of the Bent Arc 

• Looks like a longbow, made of ashy bone-like wood, 
which is twisted at odd angles. 

• This +2 shortbow can enable arrows fired with it to 
ricochet off of flat surfaces, such as walls, floors, & 
ceilings. Once per round, calculate line of effect from a 
wall square within range. You must still have line of 
sight to the target, & the arrows cannot ricochet more 
than twice. An arrow cannot travel further than one 
range increment from a wall it has ricocheted from, & 
arrows maintain the same height as that wall after 
striking it. 

• Faint evocation; CL6th; Craft Magic Arms & Armor, 
wind wall; price 17,330gp; cost 8,830gp + 680XP. 

 
 

 
 
 
Bow of the Hashshashin 
 Looks like a longbow made of darkwood, intricately 
carved into long curving intertwined shapes that seem to hypnotize 
those who gaze its patterns for too long. 
 This +3 longbow grants the user a +10 insight bonus to 
ranged attacks made with it, but only if the user prepared the attack 
roll as a readied action. 

• Moderate divination; CL 11th; Craft Magic Arms & 
Armor, true strike; Price 34,405gp; Cost 17,405gp + 
1,360 XP. 

 
Bow of the Sharpened Feather 

• Looks like an ordinary longbow, except the wood is 
covered with swirling black & white marks, & wisps of 
smoke occasionally emanate from the bowstring. 

• This +1 longbow adds the wielder’s Dexterity bonus to 
damage rolls for all ranged attacks made with it. 

• Moderate evocation; CL10th; Craft Magic Arms & 
Armor, wind’s edge; price 42,375gp; cost 21,375gp + 
1,680XP. 

 
Bracelets of Binding 

• Look like a pair of plain bracelets, 2” wide each, made 
of polished brass. 

• Binds the wearer, forcing them to obey a designated 
creature. The wearer is allowed a Will save (DC10 + 
caster level) to resist. Only elementals or outsiders can 
be bound by these bracelets. The master creature must 
be designated prior to placing the bracelets on the 
wearer. The master can designate a new master for the 
bound creature, but the bound creature can have only 
one designated master at a time; each time a new master 
is designated, the wearer gets a new saving throw to 
resist the binding. They also grant the wearer a +2 
deflection bonus to their AC. Both bracelets must be 
worn by the same creature for them to be effective. 

• Wondrous Item (bracelets). 
• Moderate transmutation; CL17th; Craft Wondrous Item, 

binding; price 21,700gp; weight 1 lb each. 
 
Candle of Calm 

• Looks like a tall, thick ivory candle with smoky colors 
swirling over its surface constantly, except when lit, at 
which time its colors come to a stop. 

• When burned, it projects the area with soothing 
emotions (50’ radius), which functions like a calm 
emotions spell; Will save (DC17) to negate. This effect 
lasts for 1 hour, as the candle burns. If the candle is 
snuffed before that time, the effect is canceled & the 
candle ruined. 

• Wondrous Item (candle). 
• Strong enchantment; CL7th; Craft Wondrous Item, calm 

emotions; price 1,400gp; weight 1 lb. 
 
Candle of Cleansing 

• Looks like a simple red-wicked candle made of ivory-
colored wax striped with paler streaks. 

• When burned, this candle creates an immobile, 
hemispherical energy field that damages unclean 
creatures. The field affects oozes, vermin, & any 
creature that can transmit poison or disease as an 
extraordinary ability. Any creature that the field affects 
takes 1d8+6 points of damage per round; a successful 
Will save (DC16) each round negates this damage. 
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Creatures that can cast poisoning spells, but have no 
inherent poisoned attack, are not affected by this field. 
This effect is in a 10’ radius, centered on the candle. 
The field lasts for 10 minutes, as the candle burns. If 
the candle is snuffed before that time, the effect is 
canceled & the candle ruined. 

• Wondrous Item (candle). 
• Moderate evocation; CL6th; Craft Wondrous Item, 

scour; price 6,500gp; weight ½ lb. 
 
Cat’s Eye Lenses 
 These glass lenses have a tinted vertical slit & are 
joined by a copper wire set with agate. 
 The wearer of these lenses becomes immune to 
blindness, as well as the harmful effects of spells with the [Light] 
descriptor. 
 Wondrous Item (lens). 
 Faint evocation; CL 5th; Craft Wondrous Item, 
darkness; price 20,000gp; weight 0 lbs. 
 
Chalice of Debt 

• Looks like a simple clay cup, with a thick stem & a 
wide base. The inside of the cup is stained from old 
wine. 

• Once per day, when this cup is filled with wine, the 
contents become enchanted after one minute. A creature 
drinking this enchanted wine gains 1d8+5 temporary hit 
points. These temporary hit points last for one hour. 
Twenty-four hours later, a drinker takes damage equal 
to the temporary hit points that they gained the day 
before. The cup can contain enough enchanted wine for 
up to 6 Medium-sized creatures to gain this effect. No 
creature can be affected by this chalice more than once 
per day. 

• Wondrous Item (chalice). 
• Moderate transmutation; CL 5th; Craft Wondrous Item, 

aid & virtue; price 6,600gp; weight 1 lb. 
 
Cheche of Intrigue 
 This cheche is dyed an indigo that is so deep as to 
appear almost black. 
 When worn, it confers on the wearer a +6 insight bonus 
to Intimidate checks. Additionally, the wearer is immune to all 
opposed Sense Motive checks & to divination spells of 2nd level or 
lower. The cheche itself is immune to all divination spells of 5th 
level or lower. 
 Wondrous Item (scarf). 
 Moderate evocation; CL 12th, Craft Wondrous Item, 
nondetection; price 7,200gp; weight 0 lbs. 
 
Cheche of Magnificence 
 Looks like a long silk scarf, which is a deep purple, 
with intricate swirling designs stitched in golden thread. 
 When worn, it confers on the wearer a +4 competence 
bonus to Bluff, Diplomacy, Gather Information, Intimidate, 
Perform & Sense Motive checks against all creatures within 30’. 
Any effect that offers a creature cover or concealment relative to 
you suppresses the effects of this item for that specific creature. 
This item cannot affect sightless creatures. 
 Wondrous Item (scarf). 
 Moderate illusion; CL 7th, Craft Wondrous Item, 
majestic one; price 9,600gp; weight 0 lbs. 
 
Cheche of Resilience 
 Looks like a linen scarf the color of a sand dune, with 
tiny symbols of protection sewn into the edges with dark green 
thread. 

 The wearer of this scarf gains +6 circumstance bonus 
on endurance checks (such as Swim, environmental effects etc.) & 
can ignore the effects of difficult terrain.  
 Wondrous Item (scarf). 
 Moderate transmutation; CL 9th, Craft Wondrous Item, 
relentless endurance; price 7,200gp; weight 0 lbs. 
 
Circlet of the Iron Lady 

• Looks like an intricately wrought silver crown with 
diamonds at every joint & curve of its outer surface, 
interlaced with thorny vines. 

• While worn, the user gains a +2 deflection bonus to her 
AC. Also, the user gains a +2 sacred bonus against fear 
effects while wearing this item. 

• This item only works for a female wearer; it has no 
power for a male user. 

• Wondrous Item (crown). 
• Moderate abjuration; CL8th; Craft Wondrous Item, 

mage armor & remove fear; price 16,000gp; weight ½ 
lb. 

 
Compass Ring 
 Looks like a thick steel ring with a triangle motif & an 
arrowhead glass centerpiece. 
 When the wearer concentrates on this ring for one full 
round, it will feel a tug in the direction of true north. This effect 
does nothing in any environment in which “north” does not really 
exist. 

• Faint divination; CL 12th; Forge Ring, know direction; 
price 2,100gp. 

 
Crown of the Abyss 

• Looks like a simple silver crown, with three jewels on 
each side of a large black diamond in the center. The 
black diamond smokes for a few minutes after each use. 

• Three times per day, the wearer can fill their 
surroundings (40’ radius) with the effects of a darkness 
spell & a desecrate spell simultaneously. Each effect 
can be activated independently, but the crown cannot be 
used more than three times per day. 

• Wondrous Item (crown). 
• Strong enchantment; CL15th; Craft Wondrous Item, 

darkness & desecrate; price 17,300gp; weight 1 lb. 
 
Dagger of the Deadly Dance 

• Looks like a golden-bladed knife, with the handle 
shaped like a dancing figure. 

• This +2 dagger can grant its wielder the ability to wink 
in & out of reality. Three times per day, the wielder can 
“blink” up to 10’ in any direction as a swift action (for 
setting up flanks, exiting danger zones, etc.). The 
wielder must choose an unoccupied space to “blink” 
into, or the effect fails & is wasted. 

• Moderate transmutation; CL8th; Craft Magic Arms & 
Armor, blink; price 17,302gp; cost 8,302gp + 680XP. 

 
Decanter of Crawling Doom 
 Looks like a pale beige carafe made of clay, glazed 
with an opalescent varnish, & decorated with many stylized insects 
painted in black. 
 If the stopper is removed from this flask & a command 
word spoken, it produces one swarm of insects per round. The type 
of swarm is random (either a spider swarm, a locust swarm, a 
centipede swarm, or a hellwasp swarm; roll 1d4). This effect does 
not produce any back pressure, & therefore will not knock down 
the holder. The command word must be spoken to stop it. The 
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holder cannot control or direct a conjured swarm without the use of 
enchantment spells. 
 Wondrous Item (flask). 
 Strong conjuration; CL13th; Craft Wondrous Item, 
scrabbling disgorge; price 21,900gp; weight 4 lbs. 
 
Dishdasha of the Darkest Night 

• This loose linen robe is flat black, with little silvery 
stars twinkling on its surface from time to time. 

• It grants the wearer a +4 circumstance bonus to Hide 
checks in areas of darkness or shadowy illumination, 
but imposes a -2 circumstance penalty in bright 
illumination. Additionally, the wearer gains a +2 
circumstance bonus to normal & touch AC, & a +4 
dodge bonus to AC against attacks of opportunity. True 
seeing & see invisibility will both reveal the wearer & 
negate the wearer’s Hide & AC bonuses from this item. 

• Wondrous Item (robe). 
• Strong illusion; CL 14th; Craft Wondrous Item, cloak of 

shadows; price 13,200gp; weight 3 lbs. 
 
Dishdasha of Insight 
 This loose cotton robe is a creamy beige color, with 
tiny sparks occasionally shooting from the seams. 
 Once per day, the wearer can choose to gain a +20 
insight bonus on their next single skill check as an immediate 
action. The check can be of any skill. 
 Wondrous Item (robe). 
 Faint enchantment; CL 5th; Craft Wondrous Item, aid; 
price 10,000gp; weight 2 lbs. 
 
Dishdasha of the Many Colors 

• This loose linen robe is a riot of motley colors, 
constantly shifting & changing in hue & shade. 

• The wearer can mesmerize nearby creatures for up to 1 
minute, three times per day. Any creature within 30’ 
when this effect is active must make a Will save 
(DC15) each time they look at the wearer or become 
fascinated for as long as they remain within sight. 
Creatures within 30’ are also dazzled as long as they 
can see the wearer (no save). For as long as this effect 
is active, the wearer suffers a -20 penalty to Hide 
checks. A spell with the [Darkness] descriptor will 
render this effect useless & conceal the wearer. 
Obscuring mist & the like offer the wearer no 
concealment, but negate these effects. This effect does 
not affect sightless creatures. 

• Wondrous Item (robe). 
• Moderate illusion; CL 10th; Craft Wondrous Item, coat 

of colors; price 36,000gp; weight 3 lbs. 
 
Dishdasha of Many Hundred Birds 

• This loose cotton robe is patterned with birds in all 
colors. 

• It grants the wearer a +2 enhancement bonus to 
Charisma. Once per day, the wearer may raise his arms, 
calling forth the birds of the robe, which fly forth, 
turning into an oasis with tall trees, ample water, grass 
& fruit occupying 360 cubic feet. The oasis lasts for 24 
hours or until dispelled or dismissed. It overlaps natural 
terrain but does not affect structures, equipment, or 
creatures, with the exception of the illusory birds. Food 
& grass removed from the oasis turn into illusory birds 
& fly back to the dishdasha, but up to 24 gallons of 
water can be taken. 

• Wondrous Item (robe). 

• Moderate conjuration & illusion; CL 12th; Craft 
Wondrous Item, eagle’s splendor, hallucinatory 
terrain, heroes’ feast; price 32,800gp; weight 3 lbs. 

 
Dishdasha of the Shifting Veil 

• This loose linen robe is a dull, dusty shade of tan near 
the hem, fading swiftly to a sharp, clear azure at the top. 

• It grants the wearer 25% concealment & a +4 
competence bonus to Hide checks. A suspicious 
creature can make a Will save to notice the glamer, 
reducing the wearer’s concealment against that creature 
to 10% but not negating the Hide bonus offered. True 
seeing offers no further information. This item’s effects 
are not dispelled if the wearer attacks or take another 
hostile action, although doing so is likely to provoke 
suspicion. Raising or dropping this item’s effects is a 
swift action. 

• Wondrous Item (robe). 
• Strong illusion; CL 15th; Craft Wondrous Item, 

camouflage; price 11,600gp; weight 3 lbs. 
 
Dishdasha of Simplicity 
 This loose cotton robe is a basic white color, although 
the trained eye can discern subtle shifts in color from time to time. 
 It grants the wearer a +2 enhancement bonus to 
Wisdom. Items worn on the neck, head, & shoulders, as well as 
rings, vanish while the dishdasha of simplicity is worn, enabling 
the wearer to walk in peace without appearing to be a prime target 
for would-be thieves. Helmets are specifically excluded from this 
effect. The wearer’s hidden magic items continue to function while 
this item is worn. 
 Wondrous Item (robe). 
 Faint illusion & transmutation; CL 5th; Craft Wondrous 
Item, invisibility, owl’s wisdom; price 6,000gp; weight 3 lbs. 
 
Earth Medallion 
 Looks like a circular medallion made of stone, with 
stylized rocks on its face, on a heavy iron necklace. 
 Three times per day, it allows the wearer to use a move 
earth spell, as if cast by a 15th-level caster. 
 Wondrous Item (medallion). 
 Strong transmutation; CL15th; Craft Wondrous Item, 
move earth; price 108,000gp; weight 1 lb. 
 
Falchion of the Ringing Bells 

• Looks like a long, thick falchion, with five steel bells 
chained to the back of the blade. 

• This +3 falchion grants its wielder more critical strikes; 
every time the wielder scores a critical hit with this 
weapon, it gains +1 to its critical hit range for up to one 
hour, up to a maximum of +7. 

• Moderate transmutation; CL8th; Craft Magic Arms & 
Armor, blink; price 50,375gp; cost 25,375gp + 
2,000XP. 

 
Fang of the Cobra 

• Looks like a serpentine shortbow, with hooded cobra 
heads on each end & painted in a snake’s color scheme. 

• This +1 shortbow has a critical range of 11-20, but only 
for attacks made with a readied action. For all other 
attacks, this weapon has a critical range of 16-20. 

• Faint divination; CL6th; Craft Magic Arms & Armor, 
archer’s prowess; price 10,330gp; cost 5,330gp + 
400XP. 
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Fire Medallion 
 Looks like a circular medallion made of bronze, with 
stylized fire on its face, on a copper necklace. 
 Three times per day, it allows the wearer to use a wall 
of fire spell, as if cast by a 15th-level caster. 
 Wondrous Item (medallion). 
 Strong transmutation; CL15th; Craft Wondrous Item, 
wall of fire; price 72,000gp; weight 1 lb. 
 
 
Ghoul Ointment 

• A jar of this unguent is 3” in diameter, about 1” deep, & 
contains five applications. 

• This jar of salve appears to contain Restorative 
Ointment. Upon being placed upon a poisoned wound 
or swallowed, the wearer is dealt 13d6 points of 
damage. The crafter of the salve instantly gains 
temporary hit points equal to the damage dealt, so long 
as they are on the same plane as the wearer. The crafter 
cannot gain more than the wearer’s current hit points 
+10, which is enough to kill the wearer. The temporary 
hit points disappear 1 hour later. The wearer is allowed 
a Fortitude save (DC21) for half damage. 

• Wondrous Item (ointment). 
• Faint necromancy (disguised as faint conjuration); CL 

13th (disguised as CL 5th); Craft Wondrous Item, bestow 
curse & vampiric ray; price 4,000gp; weight ½ lb. 

 
Gloves of Rebuke 

• Looks like a pair of wrought iron gauntlets, which dully 
glow when worn as it they were heated by inner flames. 

• Any living creature touched by the wearer must make a 
successful Will save (DC14) or suffer 4 points of 
damage & 1 point of temporary Dexterity or Charisma 
damage (wearer’s choice). Both gloves must be worn 
by the same creature for them to be effective. 

• Wondrous Item (gauntlets). 
• Faint evocation; CL4th; Craft Wondrous Item, welt; 

price 8,000gp; weight ½ lb each. 
 
Golem’s Heart (Clay) 
 Looks like a plain cubical brick of gray stone, with no 
distinguishing features. 
 When this brick is immersed within clay for 24 hours, it 
will form a clay golem, which will be under the control of the 
creature that placed the brick. The golem will serve its master for 
1d4+1 hours, after which it will dissolve into inanimate mud (the 
brick survives, so it can be used again). The brick must be placed 
within a single roughly-homogenous mass of clay, weighing at 
least 1,000 pounds. 
 Wondrous Item (brick). 
 Strong transmutation; CL 16th; Craft Wondrous Item, 
animate objects; price 53,000gp; weight 6 lbs. 
 
Golem’s Heart (Flesh) 
 Looks like a plain cubical brick of red stone, with no 
distinguishing features. 
 When this brick is immersed within a pile of corpses for 
24 hours, it will form a flesh golem, which will be under the 
control of the creature that placed the brick. The golem will serve 
its master for 1d3 hours, after which it will dissolve into inanimate 
sludge (the brick survives, so it can be used again). The brick must 
be placed within a pile of at least six dead bodies, all of which 
must be Humanoid & none of which can be dead for more than 
two days when the brick is placed. 
 Wondrous Item (brick). 

 Strong transmutation; CL 15th; Craft Wondrous Item, 
animate objects; price 33,000gp; weight 5 lbs. 
 
Golem’s Heart (Iron) 
 Looks like a plain cubical brick of black stone, with no 
distinguishing features. 
 When this brick is immersed within iron for 24 hours, it 
will form an iron golem, which will be under the control of the 
creature that placed the brick. The golem will serve its master for 
2d6+2 hours, after which it will crumble into inanimate rust (the 
brick survives, so it can be used again). The brick must be placed 
within a pile of pure iron, weighing at least 5,000 pounds. 
 Wondrous Item (brick). 
 Strong transmutation; CL 17th; Craft Wondrous Item, 
animate objects; price 163,000gp; weight 50 lbs. 
 
Golem’s Heart (Sand) 
 Looks like a plain cubical brick of white stone, with no 
distinguishing features. 
 When this brick is immersed within sand for 24 hours, 
it will form a sand golem, which will be under the control of the 
creature that placed the brick. The golem will serve its master for 
1d4 hours, after which it will crumble into inanimate dust (the 
brick survives, so it can be used again). The brick must be placed 
within a single well-packed heap of sifted sand (mixed with 600gp 
worth of diamonds), weighing at least 2,500 pounds. 
 Wondrous Item (brick). 
 Strong transmutation; CL 16th; Craft Wondrous Item, 
animate objects; price 38,000gp; weight 25 lbs. 
 
Golem’s Heart (Sandstone) 
 Looks like a plain cubical brick of beige stone, with no 
distinguishing features. 
 When this brick is immersed within sandstone for 24 
hours, it will form a sandstone golem, which will be under the 
control of the creature that placed the brick. The golem will serve 
its master for 1d4+1 hours, after which it will crumble into 
inanimate sand (the brick survives, so it can be used again). The 
brick must be placed within a single block of hard sandstone, 
weighing at least 2,500 pounds. 
 Wondrous Item (brick). 
 Strong transmutation; CL 16th; Craft Wondrous Item, 
animate objects; price 53,000gp; weight 25 lbs. 
 
Golem’s Heart (Stone) 
 Looks like a plain cubical brick of brown stone, with no 
distinguishing features. 
 When this brick is immersed within stone for 24 hours, 
it will form a stone golem, which will be under the control of the 
creature that placed the brick. The golem will serve its master for 
2d4+2 hours, after which it will crumble into inanimate pebbles 
(the brick survives, so it can be used again). The brick must be 
placed within a single block of hard stone (such as granite) of 
exceptional quality, weighing at least 3,000 pounds. 
 Wondrous Item (brick). 
 Strong transmutation; CL 17th; Craft Wondrous Item, 
animate objects; price 103,000gp; weight 20 lbs. 
 
Haven Shield 

• Looks like a large pyramid-shaped shield (2’ tall), with 
an image of a blazing sun on its angular surface. 

• This +2 heavy mithral shield can transform into a 
simple canvas tent (& back again) whenever the jewel 
in the pommel is twisted 180°. The transformation takes 
3 rounds. The tent is 10’×10’×10’, & is capable of 
sheltering up to 1 Large creature, 2 Medium creatures, 
4 Small creatures, 8 Tiny creatures, 16 Diminutive 
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creatures, or 32 Fine creatures in relative comfort. The 
tent is rust-proof, lightning-proof, & resistant to sub-
gale winds. 

• Strong evocation; CL 7th; Craft Magic Arms & Armor, 
leomund’s tiny hut; Price 20,170gp; Cost 11,170gp + 
720 XP. 

 
Helm of Sight 

• Looks like a worn steel battle helmet, with yellow 
stained glass covering the left eye hole, & many Gnoll 
inscriptions. 

• Grants wearer darkvision out to 60’. 
• Wondrous Item (helmet). 
• Faint transmutation; CL4th; Craft Wondrous Item, 

darkvision; Price 16,000gp; Weight 3 lbs. 
 
Jewels of Light 

• Look like scintillating crystals of almost any color, 
although red, blue & green are common, yellow, 
orange, & purple are rare, & white is very rare. 

• Each stone glows with a bright light in all directions 
when struck. This illumination is equivalent to a light 
spell (bright light in a 20’ radius, shadowy light in a 40’ 
radius), & lasts for 1d10 minutes. A stone can be struck 
2d6+8 times before its power is completely expended. 

• Wondrous Item (precious stone). 
• Faint evocation; CL3rd; Craft Wondrous Item, light; 

price 2,750gp; weight 0 lbs. 
 
Juxtaposition Staff (AKA the Juxtaf) 
 Looks like a simple wooden quarterstaff with a ring of 
silver (6” diameter) on each end. 
 By turning a tiny dial on the staff, the wielder can set a 
timer anywhere from 1 to 10 rounds (turning the dial is a swift 
action). When the timer runs out, the wielder switches places with 
the staff, via teleportation. If the staff is in the wielder’s hands 
when the timer expires, the switch will not occur. 
 +1 Throwing quarterstaff. 
 Moderate conjuration; CL 15th, Craft Magic Arms & 
Armor, teleport; price 48,600gp; cost 24,600gp + 1,920XP. 
 
Katar of Fury 

• Looks like an ornamental katar (punching dagger), with 
a shark-tooth-shaped blade that is etched by Parhai 
symbols. 

• This +1 punching dagger deals an additional 1d6 points 
of damage on an attack made during a full attack action. 

• Faint transmutation; CL7th; Craft Magic Arms & 
Armor, savage strength; price 8,302gp; cost 4,302gp + 
320XP. 

 
Keffiyeh of Adornments 

• This keffiyeh is a large, square red cloth with extra 
folds that are only apparent on tactile examination. 

• Up to three magical rings, amulets, necklaces, 
medallions, periapts or scarabs may be hung inside the 
wrapped keffiyeh; these function normally provided 
that their combined caster levels do not exceed 20 & no 
individual item has a caster level exceeding 8. 

• Wondrous Item (scarf). 
• Faint transmutation; CL 18th, Craft Wondrous Item, 

secret chest; price 4,000gp. 
 
Keffiyeh of Understanding 
 This square of cotton cloth bears a distinct checkered 
white & black pattern, & has a small white pearl sewn into each of 
the corners. 

 Worn on the head, this headdress grants the wearer a +2 
insight bonus to Wisdom. Once per day, the wearer may use true 
seeing as the spell. Once per day, you may exempt yourself from 
the effects of a spell, spell-like ability or supernatural ability as an 
immediate action. You are not a target of the effect, nor does it 
impact you in any way, & you do not need to make a saving throw. 
 Wondrous Item (scarf). 
 Strong divination; CL 13th; Craft Wondrous Item, dispel 
magic & true seeing; price 26,000gp; weight 0 lbs. 
 
Keffiyeh of Whispers 

• This square of cotton cloth bears a distinct checkered 
blue & black pattern, & is very thin. 

• Worn on the head, this headdress allows the wearer to 
choose whether his voice will be audible or inaudible as 
a free action. If casting a spell with a verbal component, 
this increases the Spellcraft DC to identify the spell by 
+4. The effect is local to the area around the wearer’s 
head (around 3”), so he may whisper into another’s ear 
without being overheard. This item will not allow the 
wearer to cast spells with verbal components while in 
an area affected by a silence spell or similar effect. 

• Wondrous Item (scarf). 
• Faint illusion; CL 5th; Craft Wondrous Item, zone of 

silence; price 20,000gp; weight 0 lbs. 
 
Key of All Locks 

• Looks like a small brass key, 3-4” long, with a long thin 
ribbon on the end. The black ribbon has a single white 
glyph stitched on it that makes no sense at all. 

• Can automatically unlock any non-magical lock that it 
is placed within. It takes 1 full minute (10 rounds) for 
the key to adjust to the lock before it can be used to 
open a lock. 

• Wondrous Item (key). 
• Faint transmutation; CL6th; Craft Magic Arms & 

Armor, knock; price 24,000gp; weight 0 lbs. 
 
Key of the Colossus 

• Looks like a long, bronze dagger, with several irregular 
grooves & notches in the blade & a simple leather-
gripped handle. 

• When placed in the proper slot within the command 
chamber of the Colossus of the Ral Zadi (see below), 
awakens it from its “slumber”. Once activated, the 
Colossus can be controlled using the various levers, 
buttons, & ropes within the command chamber. 
Removing the key from its slot in the command 
chamber deactivates the Colossus. 

• +1 dagger. 
• Moderate transmutation; CL15th; Craft Magic Arms & 

Armor, animate objects; price 41,302gp; cost 20,802gp 
+ 1,640XP. 

 
Lamp of Conjuring 
 Looks like a simple brass lamp, decorated with plain 
geometric designs etched into its polished surface. 
 When used as a container for a bound creature (IE a 
creature with the Bound subtype), this lamp confers many benefits 
to the being. The bound creature is healed of all injuries while 
within its timeless transdimensional pocket. In addition, all 
diseases are cured, all ability damage is healed, & all adverse 
conditions are negated within the pocket, as well. The bound 
creature must remain within the lamp for 10 consecutive minutes 
to receive these benefits. 
 Wondrous Item (lamp). 
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 Moderate conjuration; CL11th; Craft Wondrous Item, 
heal; price 26,400gp; weight 1 lb. 
 
Lamp of Sujabet 
 Looks like an ornate glass-walled lamp, with the top & 
bottom made of wood inlaid with silver, a silver handle, & silver 
shading doors. Instead of a traditional oil-based device, this lamp 
houses a large Jewel of Light in the center. 
 The lamp can be activated or deactivated by the user as 
a free action. Also, once per day, the user can cause the lamp to 
emit a 40’ ray of intense light. Each creature in the ray is blinded 
& takes 6d6 points of damage. Any creatures to which sunlight is 
harmful or unnatural take double damage. A successful Reflex 
save (DC25) negates the blindness & reduces the damage by half. 
 Wondrous Item (lamp). 
 Moderate evocation; CL16th; Craft Wondrous Item, 
sunbeam; price 44,800gp; weight 2 lbs. 
 
Latching Rod 
 Looks like a foot-long rod made of polished steel, with 
a sphere of bronze on one end. Three small bronze buttons on the 
side of the rod are the only things that mar its featureless surface. 
 The first button activates/deactivates a thin line of light 
out of the bronze sphere to any point within sight; this is a free 
action. The second button fires the sphere up to 100’ away as a 
standard action, in the direction indicated by the light-line. This 
sphere is attached to the rod by an adamantine cord (hardness 20, 
5HP, Break DC30). The sphere can either attach itself to the object 
it’s aimed at or wrap around it, depending on whether or not the 
third button is pressed. The final button will retract the sphere back 
to the rod. 
 If the object that it’s attached to weighs less than twice 
the wielder’s maximum load, then that object is dragged toward 
the wielder at 50’ per round. If the object weighs more than twice 
the wielder’s maximum load, though, then the wielder is dragged 
toward the object at 50’ per round. 
 Faint transmutation; CL9th; Craft Rod, animate rope; 
price 18,000gp. 
 
Leaping Boots 

• Look like a pair of spring-heeled leather boots with a 
Natharite motif. 

• The wearer gains a +20 competence bonus on all Jump 
checks. Both boots must be worn by the same creature 
for them to be effective. 

• Wondrous Item (boots). 
• Moderate transmutation; CL11th; Craft Wondrous Item, 

jump; price 40,000gp; weight 3 lbs each. 
 
Lenses of Lucidity 

• These glass lenses are very thick, & greatly magnify the 
eyes of the wearer; they are mounted with a crude black 
wire frame. 

• The wearer of these lenses can see with perfect clarity 
through illusions, obscuration & other magical 
deceptions. The sight conferred by this effect functions 
the same as that conferred by true seeing, with the 
exception that it does not enable the wearer to see 
through polymorph & other transmutation effects. 

• Wondrous Item (lens). 
• Strong divination; CL 9th; Craft Wondrous Item, clarity; 

price 18,000gp; weight ½ lb. 
 
Mask of Distortion 

• Looks like a twisted ugly mask, like a face in a warped 
mirror, made of ivory & held on with two white 
ribbons. 

• The wearer is partially displaced (as the spell), 
imposing a 25% miss chance on all opponents. This 
functions even on creatures that do not rely on visual 
senses, like creatures with blindsense or tremorsense. 

• Wondrous Item (mask). 
• Moderate illusion; CL 8th; Craft Wondrous Item, 

displacement or echo mask; price 24,000gp; weight 0 
lbs. 

 
Mask of Eyes 
 Looks like a bizarrely-carved wooden mask, with a 
large central eye on the front, surrounded by smaller eyes on many 
different types. 
 Allows user to see & hear a chosen creature from any 
distance using a magical sensor. It must be a creature that the 
wearer has personally met, & both the user & its target must be on 
the same plane. The target is permitted a Will save (DC25) to 
resist. The user can see & hear the target & the target’s immediate 
surroundings (approximately 10’ in all directions of the target). No 
divination spells can be used in conjunction with this effect. If the 
target moves, the sensor follows at a speed of up to 90’ per round; 
this sensor is Fine & invisible, so an Intelligence check (DC25) 
needed to notice it. 
 Wondrous Item (mask). 
 Moderate divination; CL9th; Craft Wondrous Item, 
scrying; price 72,000gp; weight 1 lb. 
 
Mask of Illusions 

• Looks like an ordinary mask, but never appearing the 
same to any two people. 

• Allows user to appear to others as anything the user 
wants: a giant, a dwarf, a plant, an animal, another 
person, or an object. The user cannot appear as 
anything more than 1 size category larger or smaller 
than itself. While employing this effect, the user gains a 
+12 competence bonus on all Disguise checks. This 
effect can be used for up to 1 hour per day. 

• Wondrous Item (mask). 
• Moderate illusion; CL8th; Craft Wondrous Item, 

disguise self; price 16,000gp; weight 1 lb. 
 
Mask of the Potentate 

• Looks like a polished clay mask, carved to look like a 
beautiful-yet-strong face, smooth & expressionless. 

• Allows user to cast authority a number of times per 
day. The caster level for each casting is always 8th. 

• Wondrous Item (mask). 
• Moderate enchantment; CL8th; Craft Wondrous Item, 

authority; price 12,800gp (1/day), price 25,600gp 
(2/day), price 38,400gp (3/day), price 51,200gp (4/day), 
price 64,000gp (5/day); weight 0 lbs. 

 
Medallion of Manas 

• Looks like a large, golden medallion in the shape of a 
flat spiral, becoming darker as it twists inward until it is 
black in the center. 

• Allows user to command other creatures within 40’ 
with his/her voice. The user can only command others 
that can physically hear & understand the user. The 
target can make a Will save (DC20 + the user’s 
Charisma modifier) to resist initially, & is granted 
another Will save (same DC as above) to resist any time 
a command is given to perform a dangerous act. 
Obviously self-destructive commands are ignored. The 
user can command only 1 creature at a time, & the user 
gains no sensory information from its targets. Once the 
user has given a target a command, it continues to 
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attempt to carry out that command to the exclusion of 
all other activities except those necessary for day-to-
day survival (such as sleeping, eating, & so forth). A 
target will be under this effect for 24 hours, & the user 
can command a number of targets per day equal to its 
Charisma bonus (minimum 1). 

• After every use, the user must make a Will save (DC10 
+ the number of times used) or become Evil. 

• Wondrous Item (medallion). 
• Strong enchantment; CL20th; Craft Wondrous Item, 

dominate monster; price 180,000gp; weight 1 lb. 
 
Medallion of Missives 

• Looks like a large crystal medallion, clear & hollow, 
with what appears to be a tiny note in the center, written 
in fine script. 

• Allows user to send a single short message (50 words or 
less) to a number of people equal to the user’s Wisdom 
modifier (minimum 1). All subjects receive the same 
message. Each subject is able to respond with a short 
reply (25 words or less) to you alone, but is not 
compelled to do so. The subjects do not automatically 
know how many others received the same message, or 
who those other subjects were. All subjects must be on 
the same plane as you to receive the message. The 
medallion can be used once per day. 

• Wondrous Item (medallion). 
• Moderate evocation; CL11th; Craft Wondrous Item, 

epistle; price 26,400gp; weight 1 lb. 
 
Necklace of the Everlasting Night 

• This finely-crafted silver necklace has several star-
shaped charms dangling from it, & a centerpiece shaped 
like a crescent moon. 

• This necklace appears to be a simple Necklace of 
Adaptation. Upon donning the necklace, the wearer 
falls into a magically-bound dreamless sleep. The target 
is unconscious (IE helpless), & cannot be awoken via 
any ordinary means, such as slapping, wounding, or 
loud noises. Once the curse is activated, the necklace 
can only be removed by means of a greater remove 
curse spell. 

• Wondrous Item (necklace). 
• Strong enchantment (disguised as moderate 

transmutation); CL 14th (disguised as CL 7th); Craft 
Wondrous Item, profound slumber; price 9,000gp; 
weight 0 lbs. 

 
Orb of Conveyance 

• Looks like a polished sphere (1’ in diameter) of clear 
glass, with sparks of electricity crackling within it. 

• Any spell directed at the orb is redirected in the 
direction of the caster’s choosing. Only spells that have 
a distant range can be relayed in this manner; spells 
with a range of personal or touch cannot be relayed. 
The relayed spell can travel up to the spell’s normal 
maximum range from the orb, even if the caster was 
some distance away from the orb. A relayed spell can 
be further relayed by another Orb of Conveyance. 

• Wondrous Item (orb). 
• Moderate evocation; CL16th; Craft Wondrous Item, 

spell turning; price 44,800gp; weight 9 lbs. 
 
Orb of Memory 

• Looks like a polished sphere (1’ in diameter) of frosted 
glass, with occasional lights twinkling within it. 

• The wielder of this orb can look back into their 
memories once per day. This effect functions just like a 
recollection spell, but with the following changes: the 
trance can be dismissed at-will (although it can only 
last at most for 30 minutes, & any remaining time is 
wasted), & the wielder can go anywhere that they had 
been in the past, regardless of range. 

• Wondrous Item (orb). 
• Strong divination; CL9th; Craft Wondrous Item, 

recollection; price 7,200gp; weight 9 lbs. 
 
Orb of Tranquility 

• Looks like a polished sphere (1’ in diameter) of black 
glass, with gray smoky shapes swirling within it. 

• The user of the orb can keep a sand golem from going 
berserk. As a full-round action, the user can make a 
Concentration check (DC18) at any time to reset the 
golem’s berserk chance to 0%. The orb can be used 
three times per day. Once a sand golem does go 
berserk, however, no known method can reestablish 
control or to stop its rampage, short of its destruction. 

• Wondrous Item (orb). 
• Strong enchantment; CL10th; Craft Wondrous Item, 

calm emotions; price 12,000gp; weight 10 lbs. 
 
Orb of Twilight 

• Looks like a polished sphere (1’ in diameter) of metal-
flecked glass, alternately pulsing with light & darkness. 

• The wielder of this orb can make the surrounding area 
as bright as day or as dark as night, regardless of time 
or normal illumination. Three times per day, the wielder 
can fill the entire area (100’ radius) with bright 
illumination or shadowy illumination (wielder’s choice) 
for 1 minute. 

• Wondrous Item (orb). 
• Moderate evocation; CL10th; Craft Wondrous Item, 

false moon, false sun; price 36,000gp; weight 9 lbs. 
 
Pelta of Repulsion 

• Looks like a crescent-shaped shield made of wicker, 
with a stylized bull on its surface. 

• This +1 light wooden shield repulses all evil creatures 
from the area around it when it is wielded by a creature 
with a good alignment. A creature with an evil 
alignment must make a Will save (DC = 15 + the 
wielder’s Charisma modifier) if it is within 30’ of a 
good-aligned creature that is wielding this shield. Any 
creature that fails this saving throw must flee from the 
wielder (as if turned by a cleric), to a distance of 30’. If 
a creature cannot flee, they cower, giving any attack 
rolls against them a +2 bonus. It bestows one negative 
level on any evil creature attempting to wield it. The 
negative level remains as long as the shield is in hand & 
disappears when the shield is no longer wielded. This 
negative level never results in actual level loss, but it 
cannot be overcome in any way (including restoration 
spells) while the shield is wielded. This effect is not 
mind-affecting. 

• Moderate abjuration; CL 8th; Craft Magic Arms & 
Armor, protection from evil, creator must be good; 
price 10,153gp; Cost 5,153gp + 400 XP. 

 
Peri’s Gloves 

• These thin leather gloves are embroidered with erratic, 
fractious spiders. 

• They confer on the wearer a +6 insight bonus to 
Disable Device & Sleight of Hand checks. Both gloves 
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must be worn by the same creature for them to be 
effective. 

• Wondrous Item (gloves). 
• Moderate evocation & transmutation; CL 9th, Craft 

Wondrous Item, mage hand, shatter; price 14,400gp. 
 
Periapt of Purity 

• Looks like a milky-white gem, cut in the shape of an 
oval, & set in a silver chain. 

• The wielder of this gem can cast cleanse up to three 
times per day. The effect is always centered on the gem, 
& lasts for 1d6 rounds. 

• Wondrous Item (gem). 
• Faint abjuration; CL3rd; Craft Wondrous Item, cleanse; 

price 7,200gp; weight 0 lbs. 
 
Phantasmal Veil 

• This silken veil appears as a translucent dun color, but 
when swirled around, it reveals deep blues, golds & 
greens. 

• When worn over the face, it causes the wearer’s eyes to 
fog with swirling, midnight blue storm clouds. As an 
immediate action, the wearer may activate a gaze attack 
against a single target or against all foes in range. Every 
foe selected is drawn into a misty, starlit echo of the 
immediate area (multiple foes are entitled to a Will save 
against DC17 to resist) where they must fight the 
wearer in their true form. No spells, spell-like abilities 
or magic items function in this combat, & all involved 
are aware of this. When either the wearer or his foes 
have triumphed, all involved return immediately to the 
real world as though no time had passed. Those slain in 
the phantom battle become exhausted. Foes with 10 or 
more HD above the wearer's are unaffected. If the 
wearer fails in such a battle, the phantasmal veil loses 
its magical properties for 24 hours. 

• Wondrous Item (veil). 
• Strong divination & enchantment; CL 13th; Craft 

Wondrous Item, dream & true seeing; price 65,000gp; 
weight 0 lbs. 

 
Pigments of the Jezebel 

• These pigments are contained in a set of gray ceramic 
jars, usually found together in an orangewood box. 
Each of the three pigments take 2 minutes each to 
apply, & each has a different ability: 

• The rouge powder confers a +2 competence bonus to 
Diplomacy checks for the next 8 hours. Once during 
that time, the wearer may employ the powder’s charm 
person power, although it is not a mind-affecting effect. 

• The black eyeliner confers a +2 competence bonus to 
Bluff checks for the next 8 hours. Once during that 
time, the wearer may employ the eyeliner’s glibness 
power, although it is not a mind-affecting effect. 

• The crimson lip coloring confers a +2 competence 
bonus to Gather Information checks for the next 8 
hours. Once during that time, the wearer may employ 
the lip coloring’s heroism power by kissing the 
intended recipient. 

• The copper eye shadow confers a +2 competence bonus 
to Intimidate checks for the next 8 hours. Once during 
that time, the wearer may employ the eye shadow’s 
hypnotism power, although it is not a mind-affecting 
effect. 

• When worn together, the pigments confer a +4 
enhancement bonus to the wearer’s Charisma for the 
next 8 hours. The pigments’ various powers have a save 

DC of 16. Each jar of pigment contains 3d4 
applications when found. 

• Wondrous Item (makeup). 
• Faint enchantment & transmutation; CL 7th; Craft 

Wondrous Item, charm person, eagle’s splendor, 
glibness, heroism, & hypnotism; price 17,600gp; weight 
3 lbs. 

 
Quern of Dust 

• Looks like a quern made of sandstone, & has fine 
Terran glyphs etched around its bowl. 

• This quern-stone requires a tiny sample of the material 
it is to grind in order to be effective. It can grind a door 
to dust with one minute’s use, grind through a 
10’×10’×1’ section of wall with one minute’s use per 
point of hardness or deal 2d10 damage to a corporeal 
construct with one minute’s use. Once per day, the 
quern may set up a sympathetic vibration in a 
freestanding structure (as the spell), but afterwards the 
user will become fatigued. Use of the quern for the 
remainder of the day will cause it to disintegrate into 
worthless sand (with no warning). 

• Wondrous Item (quern-stone). 
• Strong evocation; CL 16th, Craft Wondrous Item, 

shatter, sympathetic vibration, or earthquake; price 
19,200gp. 

 
Quern of the Thaumaturge 
 Looks like a quern made of a dark black rock, while its 
handstone appears to be a white marble. 
 The user of this quern-stone can grind any precious 
metal or gemstone to spell-quality powder of equivalent value in 1 
minute. The user may also employ the quern to destroy an amulet 
of doom or a scarab of death. Doing so destroys this quern as well. 
 Wondrous Item (quern-stone). 
 Moderate evocation; CL 5th, Craft Wondrous Item, 
shatter; price 20,000gp. 
 
Rescuer’s Helm 

• This dented bronze helm is thickly armored on the 
crown & the cheek plates, & is lightly armored 
elsewhere. It is marked with repeating runes of 
protection, but it otherwise undecorated. 

• This helmet allows the wearer to confer their Fortitude, 
Reflex & Will bonuses to any single ally within 40’, as 
well as a deflection bonus to their AC equal to the 
wearer’s Charisma bonus, if any. The ally may use the 
better of their current save bonuses & deflection bonus 
or those the wearer confers. This transference lasts for 
only 1 round, but can be used up to five times per day. 

• Wondrous Item (helmet). 
• Strong abjuration; CL 9th; Craft Wondrous Item, saving 

grace; price 36,000gp; weight 2 lbs. 
 
Reverse Crystal Ball 

• This cursed item is indistinguishable from a normal 
crystal ball (6” in diameter). 

• If a creature attempts to use this ball to scry upon a 
target, they must make a Will save (DC22). If the save 
is successful, then normal scrying can be performed. If 
the user fails the saving throw, though, then the ball 
instead projects a view of the user & their immediate 
surroundings to the intended target. Everything that can 
be normally seen or heard within 10’ of the user is 
projected to the target’s mind. The target can dismiss 
this projection (as a free action) if they so choose, but it 
cannot be cancelled by the user. This effect lasts for 1 
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minute per level of the user, & only functions if both 
the user & the target are on the same plane. If the user 
moves, the sensor follows at a speed of up to 150’ per 
round. 

• Wondrous Item (orb). 
• Moderate divination; CL 13th; Craft Wondrous Item, 

bestow curse & scrying; price 42,000gp; weight 7 lbs. 
 
Ring of Dreams 
 Looks like a small silver ring, carved with swirling 
shapes that are constantly shifting & changing. 
 Once per day, it allows the wearer to enter another 
creature’s dream. The wearer is in a trance during the time it is in 
the dream-world. The dreamer is allowed a Will save (DC22) to 
resist the wearer entering its dream. The wearer can stay for up to 
10 minutes plus a number of minutes equal to their Charisma 
modifier. Events that occur in the dream-world usually have no 
effect in the waking-world; but if either the wearer or the dreamer 
dies in the dream, then that character will be ejected from the 
dream & suffer 1d4 temporary Charisma damage. The dream is 
over when the dreamer wakes up. Any information gained within a 
dream must be either written down or communicated to someone 
else within 1 minute of exiting the dream; otherwise, the 
information is lost. 
 Moderate enchantment; CL13th; Forge Ring, dream & 
modify memory; price 26,000gp. 
 
Ring of Endless Moisture 
 Looks like a thick brass ring, with a swirling pattern 
like churning waters etched into it, & a teardrop-shaped blue topaz 
in the center. 
 Three times per day, the wearer of this ring can increase 
the level of humidity within a 40’ radius to brutal levels. All 
creatures in the area suffer a -2 penalty to all ability scores. 
Anyone attempting a standard or full-round action within the area 
of humidity must make a Concentration check (DC 20 + your 
spellcasting modifier) or take a -5 penalty to whatever task they 
were attempting. Anyone attempting to cast a spell within the area 
of humidity must make a Concentration check (DC 20 + your 
spellcasting modifier) or lose the spell. Anyone taking a full 
round’s worth of actions must make a successful Fortitude save or 
become fatigued. Creatures with the Fire or Water subtypes are 
immune to this effect, as is the wearer. This effect lasts for 1 full 
minute per use. 
 Moderate conjuration; CL 8th; Forge Ring, humidity; 
price 38,400gp. 
 
Ring of Fire 

• Looks like two thin rings of copper & bronze, twisted 
around one another & a small Sathan ruby, which glows 
red in dim light. 

• Projects a 30’ cone of extreme heat at the command of 
the user. This cone deals 6d6 points of fire damage to 
any creature or object within its area. Creatures are 
allowed a Reflex save (DC20) for half damage. This 
effect can be used up to 3 times per day. 

• Moderate evocation; CL 12th; Forge Ring, burning 
hands; price 14,400gp. 

 
Ring of Quhad-Gul 
 Looks like a golden ring, shaped like a desert dragon 
biting its own tail. 
 Allows the user to summon a desert dragon. The dragon 
appears where the user designates (within 30’) & acts immediately, 
on the user’s turn. It attacks the user’s opponents to the best of its 
ability. It can be directed not to attack, to attack particular enemies, 
or to perform other actions. The dragon’s age is determined by the 

user’s Charisma bonus: +1 or below = Wyrmling, +2 = Very 
Young, +3 = Young, +4 = Juvenile, etc. The dragon can be 
dismissed at will, as an immediate action. It can be summoned for 
up to 10 rounds per day; these rounds need not be consecutive. 
 Strong conjuration; CL 18th; Forge Ring, summon 
monster IX; price 162,000gp. 
 
Ring of the Oasis 

• Looks like a ring made of silvery-blue metal, carved in 
the shape of roiling, frothing waves. 

• The wearer of this ring can cast wall of water once per 
day as a 12th level caster. The Reflex save for avoiding 
this effect is at DC20. 

• Moderate evocation; CL 12th; Forge Ring, wall of 
water; price 19,200gp. 

 
Robes of Reach 
 Looks like a plain linen robe with very, very long 
sleeves. 
 A creature wearing this robe has their reach increased 
by 5’. Their arms become long & gangly, to fit the robes strange 
sleeves. 
 Wondrous Item (robe). 
 Moderate transmutation; CL 8th, Craft Wondrous Item, 
enlarge person; price 8,000gp; weight 3 lbs. 
 
Rod of Flames 

• Looks like the thighbone of a sarsaok (about 18” long) 
with Draconic symbols intricately carved into it in red 
lettering. 

• The rod can project a beam of extreme heat at the 
command of the wielder. This beam can target any 
object or creature within 100’. Anything struck by the 
beam is dealt 4d6 points of fire damage. Creatures can 
make a Reflex save (DC22) for half damage. 

• The rod can also incinerate a target upon a successful 
touch attack. This attack deals 24d6 points of fire 
damage. Anything reduced to 0HP or less by this attack 
is entirely disintegrated, leaving behind only a trace of 
fine dust. 

• It has 10 charges when found. Projecting a beam uses 1 
charge, while incinerating a target via a touch attack 
uses 8 charges. Spent charges are renewed every day, 
so that a wielder can expend up to 10 charges in any 24-
hour period. 

• Strong evocation; CL12th; Craft Rod, flame arrow & 
flame strike; price 24,000gp. 

 
Rod of Ice 
 Looks like a plain short rod (about 18” long), made of 
translucent crystal; blue Draconic runes glow on its surface when 
in use. 
 The rod can project a beam of extreme cold at the 
command of the wielder. This beam can target any object or 
creature within 100’. Anything struck by the beam is dealt 4d6 
points of cold damage. Creatures can make a Reflex save (DC22) 
for half damage. 
 The rod can also freeze a target solid upon a successful 
touch attack. This attack deals 24d6 points of cold damage & 
paralyzed for 1 round per point of damage dealt. 
 It has 10 charges when found. Projecting a beam uses 1 
charge, while freezing a target solid via a touch attack uses 8 
charges. Spent charges are renewed every day, so that a wielder 
can expend up to 10 charges in any 24-hour period. 
 Strong evocation; CL12th; Craft Rod, chill metal & 
cone of cold; price 24,000gp. 
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Sanctuary Stone 
• Looks like a small, polished stone (2” in width) in the 

shape of a lemniscate (a mobius strip, the infinity 
symbol). 

• The stone teleports the user (& up to 3 allies who are in 
contact with the user) up to 10 miles in a specified 
direction as an immediate action. It can only be used 
once an hour. It otherwise functions like a greater 
teleport spell, cast by a 15th level caster. 

• Wondrous Item (stone). 
• Strong conjuration; CL15th; Craft Wondrous Item, 

greater teleport; price 105,000gp; weight 5 lbs. 
 
Sarcophagus of the Resolute Soul 

• Looks like a great black marble casket, trimmed with 
gold & brass, etched with arcane musical symbols. 

• A body placed within this coffin is perfectly preserved, 
& will not decay. Furthermore, the soul of the dead 
creature is protected by the magic of the tomb. A hafaza 
will not come for the soul of the deceased, nor will 
spells such as soul bind, trap the soul, or the like 
function on it. This protection is of no use to one who 
dies under the influence of soul blank. 

• If a body is stored within the casket for more than one 
full year, then the soul of the creature must make a Will 
save (DC25 + 5 for every additional year stored) or 
permanently become a Chaotic Evil ghost. If this 
happened, only a miracle or a wish spell can restore 
their soul to sanity. 

• Wondrous Item (tomb). 
• Strong abjuration; CL7th; Craft Wondrous Item, 

pravah’s tomb; price 28,000gp; weight 640 lbs. 
 
Scabbard of the Mistral 

• This scabbard is made of leather with a silver ice 
pattern etched into the metal of its curling pommel 
guard. 

• When a weapon is drawn forth from within, it gains the 
Frost special quality for the next 1d6+1 rounds; if the 
weapon already possesses the Frost quality, the 
additional cold damage stacks. If the weapon placed in 
this scabbard has been within another magical scabbard 
in the past 24 hours, this scabbard’s powers will not 
function. 

• Wondrous Item (scabbard). 
• Moderate evocation; CL 9th; Craft Wondrous Item, chill 

metal or sleet storm; price 2,000gp; weight 1 lb. 
 
Scabbard of the Sirocco 

• This scabbard is made of leather with a golden flame 
pattern etched into the metal of its curling pommel 
guard. 

• When a weapon is drawn forth from within, it gains the 
Flaming special quality for the next 1d6+1 rounds; if 
the weapon already possesses the Flaming quality, the 
additional fire damage stacks. If the weapon placed in 
this scabbard has been within another magical scabbard 
in the past 24 hours, this scabbard’s powers will not 
function. 

• Wondrous Item (scabbard). 
• Moderate evocation; CL 9th; Craft Wondrous Item, 

fireball or produce flame; price 2,000gp; weight 1 lb. 
 
Scabbard of Swiftness 

• This scabbard has a long silvery striker along its bottom 
side. 

• The bearer of the scabbard may draw forth the weapon 
within as though he had the Quick Draw feat. 
Additionally, the scabbard confers a +2 bonus to the 
owner’s Initiative checks whenever it is worn. If the 
weapon placed in this scabbard has been within another 
magical scabbard in the past 24 hours, this scabbard’s 
powers will not function. 

• Wondrous Item (scabbard). 
• Faint conjuration; CL 5th; Craft Wondrous Item, grease; 

price 4,000gp; weight 1 lb. 
 
Scabbard of the Winds 

• Looks like a highly-decorated scabbard, made of 
shining silvery steel, inlaid with fine gems, & adorned 
with swirling designs. 

• When a blade is drawn from it, the scabbard unleashes 
a powerful wind, like a gust of wind spell; creatures 
caught within the 60’ line can make a Fortitude save 
(DC18) to resist. This can be done up to three times per 
day. A creature with the Quick Draw feat can do this as 
a free action, which adds +5 to the save DC. If the 
weapon placed in this scabbard has been within another 
magical scabbard in the past 24 hours, this scabbard’s 
powers will not function. 

• Wondrous Item (scabbard). 
• Faint evocation; CL6th; Craft Wondrous Item, gust of 

wind; price 14,400gp; weight 1 lb. 
 
Scales of Arcane Reflection 

• This looks like a suit of armor made from the sandy, 
polished scales of a desert dragon. 

• While the wearer is in this +1 suit of scale mail, they 
gain Spell Resistance 30. This spell resistance cannot 
be voluntarily lowered by the wearer to allow beneficial 
spells in. 

 Strong abjuration; CL 19th; Craft Magic Arms & 
Armor, spell turning; price 31,400gp; Cost 15,900gp + 1,240 XP. 
 
Sheath of the Serpent 
 A golden dagger sheath whose mouth resembles a 
snake’s head, this sheath is an ally of murderers. If a drop of 
poison is placed inside, the snake’s mouth will close & swallow. 
 Three times per day, the owner of the sheath may rub 
the snake’s forehead as an immediate action. Doing so causes the 
eyes to glow a sinister green & coats the stored dagger with a dose 
of the swallowed poison. The dagger may remain in the sheath for 
up to five rounds, each round increasing the save DC of its poison 
by 1, but the poison must be delivered within one minute of 
activating this ability. 
 If a new poison is fed to the sheath, its eyes turn jet 
black & it closes its mouth for 24 hours, after which time the old 
poison is expelled & the new is retained. 
 Wondrous Item (sheath). 
 Moderate necromancy & transmutation; CL 12th; Craft 
Wondrous Item, animate objects & poison; price 19,200gp; weight 
½ lb. 
 
Slippers of the Deadly Dance 

• Look like a pair of plain black satin slippers, like what a 
dancer would wear, except for a single crystal spike on 
the toe of each one. 

• The wearer of these slippers can transport themselves 
10’ in any direction as a swift action, although there 
must be a discernible means for air to pass from the 
current location to the intended destination. Shifting 
does not provoke an attack of opportunity. The wearer 
may shift into or out of an antimagic field. If the wearer 
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is struck by or passes through a water effect while 
wearing, the wearer takes 4d10 points of damage. Both 
slippers must be worn by the same creature for them to 
be effective. 

• Wondrous Item (slippers). 
• Strong transmutation; CL 17th; Craft Wondrous Item, 

sable dance; price 30,900gp; weight ¼ lb each. 
 
 
Slippers of the Sable Steps 

• These black silken slippers have a sand-colored patch 
over the toes. The wearer may make a Perform (Dance) 
check against DC 20 as a standard action, +4 for each 
foe threatening her. On a success, she gains a +4 dodge 
bonus to AC for the next 2d4 rounds. This bonus 
applies even if she would normally be flat-footed, 
although it still fails if she is rendered prone or helpless. 

• Wondrous Item (footwear). 
• Moderate illusion & transmutation; CL 7th; Craft 

Wondrous Item, displacement or sable dance; price 
20,000gp; weight ½ lb. 

 
Slippers of Silence 

• Look like a pair of shiny silver satin slippers, with soles 
made of black leather. 

• The wearer of these slippers makes no unintended 
noise. They may speak (or make other vocal sounds) if 
they wish, but all other sound from the wearer is utterly 
negated. The wearer gains a +15 competence bonus on 
all Move Silently checks. 

• Wondrous Item (slippers). 
• Strong transmutation; CL 8th; Craft Wondrous Item, 

hush, muffle, or silence; price 22,500gp; weight ¼ lb 
each. 

 
Slippers of Wind-Walking 

• Look like a pair of dull gray satin slippers, like what a 
dancer would wear, except for soles made of polished 
silvery steel. 

• The wearer of these slippers can walk on air as easily as 
they walk upon the ground. They can step up into the 
sky, ascending like one would climb stairs, at a rate of 
10’ per round; they can descend at a rate of 20’ per 
round. This effect lasts for up to an hour per day, & can 
be activated or deactivated as a swift action. Both 
slippers must be worn by the same creature for them to 
be effective. 

• Wondrous Item (slippers). 
• Strong transmutation; CL 10th; Craft Wondrous Item, 

solidify cloud; price 50,000gp; weight ¼ lb each. 
 
Spade of the Rising Hand 

• Looks like a rusty old shovel, with several dents in its 
steel head. 

• If the shovel is used to bury a corpse (which takes 
1d4+2 hours to do, if the user does so by themselves), it 
will resurrect that body 1d6+4 hours later as a zombie 
(creatures living statistics plus the Zombie template) 
under the control of whoever buried it. Each zombie 
will only last 2d20 hours (plus 1 hour for each point of 
the burier’s Charisma score), after which it will 
disintegrate. 

• Wondrous Item (shovel). 
• Faint necromancy; CL 9th, Craft Wondrous Item, 

animate dead; price 7,200gp; weight 3 lbs. 
 
Spear of Hallowed Wrath 

• Looks like an ornate spear, made of a white wooden 
shaft, tipped with a silvery-bladed tip, bound with white 
leather, & a white feather hanging from both ends. 

• Glows brightly when held by someone who can wield 
it. 

• This +2 flaming holy spear can strike foes in a 30’ line 
as though you had attacked them yourself. Make attack 
rolls, confirm critical hits & roll damage against each 
target individually. Creatures caught in the line take 
damage as though struck by the weapon directly. 
Damage Reduction can reduce some or all of this 
damage. 

• It bestows one negative level on any evil creature 
attempting to wield it. The negative level remains as 
long as the weapon is in hand and disappears when the 
weapon is no longer wielded. This negative level never 
results in actual level loss, but it cannot be overcome in 
any way (including restoration spells) while the weapon 
is wielded. 

• Strong evocation; CL12th; Craft Magic Arms & Armor, 
divine strike; price 60,301gp; cost 30,301gp + 2,400XP. 

 
Spheres of Silence 

• Looks like a group of 12 tiny orbs, all of different 
colors & sizes, floating in complex orbits around one 
another, above a polished wooden base (18” in 
diameter). 

• Upon activation by the user (a swift action), the statue 
suppresses all magic within its range (60’), as well as 
all sound. All sound is stopped: conversation is 
impossible, & no noise whatsoever issues from, enters, 
or passes through the area. This spell provides a defense 
against sonic or language-based attacks. This effect can 
last for up to 1 hour per day. In all other respects, this 
effect functions like an antimagic field spell cast by a 
16th level caster. 

• Wondrous Item (statue). 
• Strong abjuration; CL16th; Craft Wondrous Item, 

antimagic field & silence; price 128,000gp; weight 6 
lbs. 

 
Spirit Mail 
 Looks like a suit of steel chainmail, only the chain links 
looks almost translucent in certain lighting, & it shines brightly 
even without polishing. 
 This +2 chainmail suit can be used to become partially 
incorporeal for a split second. This essentially will allow the 
wearer to let a single attack pass through their body without 
harming them. In order for this effect to protect the wearer, they 
must choose to activate it before an opponent’s attack roll has been 
resolved. This effect can be activated up to three times per day as 
an immediate action. 
 Strong transmutation; CL 10th; Craft Magic Arms & 
Armor, polymorph; price 15,300gp; Cost 7,800gp + 600 XP. 
 
Staff of the Green  

• Looks like a long (6’) staff, made of bizarrely twisted 
wood, wrapped in dark green vines that grow into & out 
of the wood, & covered in some places by thick moss. 

• animate plants (2 charges) 
• command plants (1 charge) 
• control plants (2 charges) 
• entangle (1 charge) 
• plant growth (1 charge) 
• transport via plants (2 charges) 
• wall of thorns (2 charges) 
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• Strong transmutation; CL 15th; Craft Staff, animate 
plants, command plants, control plants, entangle, plant 
growth, transport via plants, wall of thorns; Price 
75,234gp. 

 
Staff of Judgment 

• Looks like a long staff (7’), seemingly made of black 
marble with white veins, with a small book of laws, 
rules, & codes tied to the top. 

• detect chaos (1 charge) 
• detect evil (1 charge) 
• detect good (1 charge) 
• detect law (1 charge) 
• discern lies (2 charges) 
• greater scrying (2 charges) 
• true seeing (2 charges) 
• zone of truth (1 charge) 
• Strong divination; CL 15th; Craft Staff, detect chaos, 

detect evil, detect good, detect law, discern lies, greater 
scrying, true seeing, zone of truth; Price 54,843gp. 

 
Staff of the Mighty Winds 

• Looks like a short (5’) slender staff made of twisted, 
gnarled steel, which resembles a tornado wrought from 
metal more than anything else. 

• gust of wind (1 charge) 
• wind’s edge (1 charge) 
• zephyr (2 charges) 
• Strong evocation; CL 12th; Craft Staff, gust of wind, 

wind’s edge, zephyr; Price 13,500gp. 
 
Staff of the Serpent’s Tongue 

• Looks like a short (5’) unadorned staff made of 
polished brass, with a cobra’s head on top. The cobra’s 
eyes are faceted rubies. 

• baleful suggestion (2 charges) 
• charm monster (1 charge) 
• prevaricate (2 charges) 
• suggestion (1 charge) 
• Strong enchantment; CL 17th; Craft Staff, baleful 

suggestion, charm monster, prevaricate, suggestion; 
Price 65,343gp. 

 
Staff of the Sudden Dream 

• Looks like a long (7’) ornate staff made of ashen wood, 
with many strange, surreal shapes & figures carved into 
its entire length. 

• profound slumber (2 charges) 
• sleep (1 charge) 
• torpor (2 charges) 
• Strong enchantment & necromancy; CL 16th; Craft 

Staff, profound slumber, sleep, torpor; Price 42,750gp. 
 
Stone of Imprisonment 

• Looks like a large (10’ in diameter) stone tile, with a 
nonagram (9-pointed star) & various Archaic writing 
etched onto its smooth surface. 

• The stone holds a single Large-sized creature or up to 4 
Medium-sized within its force-walled boundary (5’ 
radius, 10’ tall). The stone blocks creatures & objects 
from moving into or out of its boundary. No attacks can 
cross the boundaries, either. 

• The stone is operated by someone holding the matching 
medallion (with a nonagram on it) & speaking the 
words jina or duaz (“open” or “closed” in Archaic, 
respectively) 

• Wondrous Item (stone tile) 
• Strong evocation; CL15th; Craft Wondrous Item, 

forcecage; price 105,000gp; weight 3,500 lbs. 
 
Sword of the Starry Eyes 

• Looks like an intricately curved, crescent-shaped 
sword, with three giant jewels (one for each moon) in a 
silvery hilt. 

• This +1 keen nocturnal bastard sword causes all 
enemies struck with it to become dazed for 1 round; a 
successful Will save (DC22) negates this effect. 

• Strong enchantment; CL11th; Craft Magic Arms & 
Armor, whelming smite; price 26,335gp; cost 13,335gp 
+ 1,040XP. 

 
Symbol of Zarim 

• Looks like an old, worn circle of wood, etched with a 
rune-like mark, & braced with a brass frame. 

• Was the symbol of the legendary wizard Zarim izr 
Haruqaj. 

• The symbol prevents any ghul from coming within 10’; 
Will save (DC30) to resist. Half-ghuls must make a 
Will save (DC15) to resist, as well. 

• Wondrous Item (talisman). 
• Strong enchantment; CL10th; Craft Wondrous Item, 

bane; price 20,000gp; weight 1 lb. 
 
Tail of Torture 

• Looks like a vicious three-tailed whip, made of black 
leather, with red thorns protruding out all along the 
length of the each lash. 

• This +2 whip deals 2d8+2 points of non-lethal damage 
+ the wielder’s Strength modifier on a successful strike 
(double on a critical hit). In addition, any creature 
struck by this must make a successful Will save (DC15) 
or be shaken for 1 minute; this effect does not affect 
creatures that are immune to fear. While shaken in this 
manner, your target receives a -2 penalty on their level 
checks to resist Intimidate attempts initiated by you. 

• Moderate evocation; CL8th; Craft Magic Arms & 
Armor, scourge; price 15,301gp; cost 7,801gp + 
600XP. 

 
Targe of Deflection 
 Looks like a small flattish buckler (1’ in diameter) with 
a strong bird motif. 
 This +1 buckler grants the wielder a +4 deflection 
bonus to their AC. 
 Moderate abjuration; CL 11th; Craft Magic Arms & 
Armor, shield of faith; price 26,165gp; Cost 13,165gp + 1,040 XP. 
 
Targe of the Resolute 

• Looks like a solidly-build buckler (2’ in diameter), with 
a mirrored silver surface, & a steel frame, shaped like 
intertwined serpents. 

• This +1 reflecting buckler grants the wielder a +2 
sacred bonus to AC & a +1 sacred bonus to all saving 
throws. 

• Strong abjuration; CL15th; Craft Magic Arms & Armor, 
shield of resolve; price 44,165gp; cost 22,165gp + 
1,760XP. 

 
Tears of Shera Hazadi 

• Look like many-faceted crystals of nearly any color, 
although a smoky white is the most common. Despite 
their gem-like appearance, they cannot be polished, & 
always maintain a dull finish. 
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• Can be broken by throwing them against a hard surface. 
Upon breaking, all creatures within 40’ must make a 
Will save (DC20) or be wracked with misery & 
hopelessness. Each affected creature takes a -2 morale 
penalty on attack rolls, weapon damage rolls, ability 
checks, skill checks, & saving throws. The tears come 
in a set of 3 crystals. 

• Wondrous Item (precious stone). 
• Moderate enchantment; CL8th; Craft Wondrous Item, 

crushing despair; price 4,800gp (1,600gp each); weight 
0 lbs. 

 
Thunder Amulet 
 Looks like an oval amulet made of gold, with a stylized 
lightning bolt on its face, on a black leather necklace. 
 Three times per day, it allows the wearer to use a call 
lightning spell, as if cast by a 10th-level caster. 
 Wondrous Item (medallion). 
 Moderate evocation; CL10th; Craft Wondrous Item, call 
lightning; price 36,000gp; weight 1 lb. 
 
Tinderbox of Hounds 
 Looks like a small silver tinderbox, decorated with 
intricately-wrought reliefs of hunting dogs. 
 When opened, 3 celestial dogs are summoned, who 
obey the creature that opened the box (if the box was opened by an 
Evil creature, the summoning fails). The hounds can be dismissed 
at will, & they can be summoned for a number of rounds per day 
as the opener’s Wisdom bonus (minimum 1); these rounds need 
not be consecutive. 
 Wondrous Item (tinderbox). 
 Moderate conjuration; CL 4th; Craft Wondrous Item, 
summon monster I; price 8,000gp; weight 2 lbs. 
 

Water Medallion 
 Looks like a circular medallion made of coral, with 
stylized waves on its face, on a green rope necklace. 
 Three times per day, it allows the wearer to use a 
control water spell, as if cast by an 8th-level caster. 
 Wondrous Item (medallion). 
 Moderate transmutation; CL8th; Craft Wondrous Item, 
control water; price 38,400gp; weight 1 lb. 
 
Whistle Dagger 

• Looks like a short, hollow dagger with holes in the 
blade & a reed at the bottom of the handle. 

• When played well, which requires a successful Perform 
(wind instruments) check (DC20), all creatures within 
40’ must make a Will save (DC20) or be fascinated or 
fall asleep (user’s choice). This effect lasts until the 
user stops playing plus 1d6+4 rounds. 

• +1 dagger. 
• Moderate enchantment; CL9th; Craft Magic Arms & 

Armor, hypnotism & lullaby; price 16,302gp; cost 
8,302gp + 640XP. 

 
Wind Medallion 

• Looks like a circular medallion made of wood, with 
stylized swirling windswept clouds on its face, on a 
silver necklace. 

• Three times per day, it allows the wearer to use a 
control winds spell, as if cast by a 10th-level caster. 

• Wondrous Item (medallion). 
• Moderate transmutation; CL10th; Craft Wondrous Item, 

control winds; price 60,000gp; weight 1 lb. 

Artifacts 
Armor of Safe Return 
 Looks like a suit of silvery plate armor, with glyphs of 
protection etched all over its shining polished surface. 
 This +3 half-plate suit can give the wearer a number of 
potent magical bonuses, but only when their health is very low. 
Whenever the wearer’s HP drops to 10% or less than their 
maximum HP, the can roll 1d10 & consult the table below. They 
gain the benefit listed on the table, & retain it until their health 
rises above 10% of their maximum HP. 
 Minor artifact; strong abjuration. 
 
The Armor’s Boon 

d10  Benefit  

1 gain haste effect 
2 gain immunity to fire damage 
3 gain immunity to cold damage 
4 gain immunity to electricity damage 
5 gain immunity to acid damage 
6 gain immunity to sonic damage 
7 gain Damage Reduction 10/- 
8 gain Fast Healing 5 
9 gains Spell Resistance 30 
10 Re-roll twice 

 
Chest of Haz-Hurad 
 Looks like a small treasure chest (20 lbs.), made of 
black wood, framed with gold, with a large copper lock on the 
latch in front. Can only be unlocked by a special copper key. 

 Contains the “souls” (personal memories, in depth 
cultural knowledge, & detailed records) of the long-lost kobold-
ruled kingdom of Haz-Hurad. 
 Whoever opens the chest must make a successful Will 
save (DC30) or be the subject of a strange curse (for kobolds, the 
DC is 40). The curse fills the target’s mind with information 
regarding Haz-Hurad & the period in which it existed; this grants 
the target a permanent +30 insight bonus to Knowledge checks 
pertaining to Haz-Hurad & related subjects (kobolds, Sheqari, the 
Sea of Fiery Knives, Azhan, etc.). It also confers an effect similar a 
geas/quest spell: the target is compelled to locate & acquire relics 
pertaining to Haz-Hurad, with the ultimate goal of resurrecting the 
dead realm. This effect can only be dispelled by a miracle or a 
wish. 
 Minor artifact; strong divination. 
 
Colossus of the Ral Zadi 

• Looks like an immense statue made of cyclopean 
blocks of a strange, incredibly-dense stone. The 
enormous sculpture is in the shape of a man, apparently 
human, although his features have been partially eroded 
by time, & may have been semi-abstract to begin with. 

• It was built under the (erroneous) idea of using it to 
break into the mysterious “crack in the sky” in the 
center of the River of Starlight. The builders didn’t 
know what was on the other side; they only knew that 
amazing power & riches were said to be within. 

• The Colossus has the following statistics: Colossal size 
(80’ tall, 240 tons); Initiative -2; 120d10+80 (740HP); 
hardness 12; Speed 40’; AC12 (-8 size, -2 Dex, +12 
natural), touch 0; BAB +90/Grapple +122; 2 Slams 
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+106 melee (4d6+16); space 30’/reach 30’; Fortitude 
+40/Reflex +38/Will +40. 

• The Colossus has a secret door in the back of its left 
foot; a successful Search check (DC25) is needed to 
locate the door, which can only be opened when the 
Colossus is standing still (it closes automatically when 
the Colossus is in motion). 

• Anyone who enters the heel door finds a long spiral 
staircase winding up the inside of the Colossus’s leg, 
which leads to a claustrophobic tower-like dungeon 
within the Colossus’s torso. The apex of this dungeon is 
the command chamber, located within the Colossus’s 
head. 

• The command chamber is a small (10’ cube) room, with 
two throne-like chairs positioned in front of a sloped 
desk (the wall behind the desk has two ovoid windows 
on it, each facing one of the chairs). The desktop itself 
is covered in unlabeled levers & buttons, & several 
unlabeled ropes dangle from the domed ceiling. 

• None of the controls do anything unless a special key is 
inserted into the center of the desktop (see the Key of 
the Colossus, above). Operating a control is a standard 
action, & no control may be operated more than once 
per round. However, since two Medium characters can 
sit at the desk, the Colossus can move & attack in the 
same round. The Colossus holds enough air for a crew 
of two to survive for 4 days (twice as long for a single 
occupant, & half as long for 4 occupants), & can even 
function in water up to 300’ deep by walking along the 
bottom of the sea.  

• Major artifact; strong transmutation. 
 
The Colossus’s Controls 

d12  Command  

1 Take one step forward 
2 Take one step backward 
3 Turn 45° left 
4 Turn 45° right 
5 Stoop down/Stand erect 
6 Swing left arm (Slam attack) 
7 Swing right arm (Slam attack) 
8 Open/Close air vents 
9 Open/Close “eyes” with continual flame inside 
10 Fire searing light from eyes (CL10th) 
11 Open/Close command door 
12 Rearm/Disarm dungeon traps 

 
Cycle’s End 

• Looks like a large conch shell (18” long, 12 lbs.), 
striped by many colors, with a white light emanating 
from the opening. 

• Also known as the Spiral of the Dandan. 
• If this shell is swallowed by the Dandan, it will negate 

its Resurrection ability for 24 hours. If the Dandan is 
somehow killed during this time, it will not be 
spontaneously remade, & is forever dead. If the Dandan 
is not killed during this period, the shell has no effect. 
In either case, the shell is destroyed within the 
Dandan’s stomach immediately after being swallowed. 

• Minor artifact; strong necromancy. 
 

Elemental Lens 
• Looks like an orb (1’ diameter, 10 lbs.) of spiky quartz 

crystal, hemispherically symmetrical, with 4 long 
spikes on top, & 4 matching long spikes on bottom. 

• The long spikes of crystal sometimes glow different 
colors. 

• Once per day, the holder of the sphere can cast one of 
each of the following spells: acid fog, earthquake, 
incendiary cloud, & whirlwind. Each spell is cast as if 
done so by a 20th-level caster. 

• Minor artifact; strong evocation. 
 
Medallion of the Mists 

• Looks like a large pendant made of silver & shaped like 
a swirl of wind & clouds, although the eddies seem to 
churn & twist slowly before one’s eyes. 

• Once per hour, the wearer of this medallion can change 
the thickness of the mists of Najmah within a 10-mile 
radius, centered upon the wearer. The entire area must 
be set to the same thickness, which can be chosen from 
the following states: no mist, light mist, moderate mist, 
& thick mist. If an hour passes in which the wearer does 
not specifically set the thickness of the mists, they 
revert to their natural state. 

• If the mists are set to thick, or if the wearer is already in 
an area of thick mists, then the wearer can trigger the 
occurrence of a mist event (see The Mists of Najmah: 
Mist Events). A mist event can be triggered a number 
of times per day equal to the wearer’s Wisdom modifier 
(minimum 1). After each mist event, the mists revert to 
clear (no mist), & cannot be set to thick (& therefore 
cannot trigger another mist event) for another hour. 

• Major artifact; strong transmutation. 
 
Rod of Time 

• Looks like a short scepter (2’) made of silver & gold, 
with Admajai symbols depicting the sun, the planets & 
the moons in their orbits. Is inscribed with a cryptic 
Admajai proverb: “You, who have time in your hands, 
you must have time on your hands.” 

• The rod can pull the user out of the normal flow of 
time. This grants the use up to 10 extra rounds per day, 
in which they can act as they wish while the rest of the 
world is effectively frozen in time. These rounds do not 
have to be used consecutively, & using an extra round 
is an immediate action. Normal & magical fire, cold, 
gas, & the like can still harm the user. While this effect 
is active, other creatures are invulnerable to the user’s 
attacks & spells; the user cannot target such creatures 
with any attack or spell. A spell that affects an area & 
has a duration longer than the remaining duration of the 
temporal effect have their normal effects on other 
creatures once the effect ends. The user cannot move or 
harm items held, carried, or worn by a creature stuck in 
normal time, but the user can affect any item that is not 
in another creature’s possession. The user is 
undetectable while this effect lasts. The user cannot 
enter an area protected by an antimagic field while 
under this effect. 

• Minor artifact; strong transmutation. 
 
Talisman of the Immortal Blood 

• Looks like a large amulet, made of sandstone & carved 
into the shape of an expressionless face, its eyelids 
closed as if asleep. 

• Is rumored to have been once possessed by several 
long-lived beings, such as Ras Shasad & Sa’ul. 
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• If a living creature wears this amulet for consecutive 24 
hours, then the eyes of the talisman will open, revealing 
a blinding light. The wearer must then make a Will save 
(DC40); if they fail the saving throw, then they 
immediately die, their life force severed from their 
body. If the wearer succeeds on the saving throw, then 
they are made immortal. This has no effect on non-
living beings, such as constructs & the undead. 

• An immortal creature will age normally, & has all the 
normal bonuses & penalties for advanced aging. 
However, they have no maximum age, & will not die of 
old age. They also automatically succeed on saving 

throws to resist dying of massive damage or a coup de 
grace. They can be killed by other means, such as hit 
point damage, ability damage, ability drain, or death 
effects. However, if the corpse is wearing the talisman 
from the moment that it dies until 24 hours later, then 
the wearer will be revived & fully restored to health 
(this does not work with creature that was not already 
made an immortal via the talisman). 

• Major artifact; strong necromancy. 
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Chapter 9: 
Creatures 

 

3rd Edition Monsters 
Monsters in Alphabetical Order 
Aazlai (CR2) 
Almasti (CR4) 
Ammut (CR8) 
Chamrosh (CR2) 
Dandan (CR22) 
Desert Centaur (CR3) 
Deva, Asurana (CR9) 
Deva, Rudrana (CR12) 
Dire Hyena (CR3) 
Div (CR½) 
Dragon, Desert (CR varies) 
Dvernin (CR½) 
Genie, Dao (CR7) 
Genie, Marid (CR9) 
Ghul (CR12) 
Gnoll (PC race, CR½) 
Golem, Sand (CR9) 
Golem, Sandstone (CR10) 
Hafaza (CR6) 
Half-Genie (PC race, CR2) 

Half-Ghul (PC race, CR2) 
Harpy, Vulture (CR7) 
Hemoculus (CR1) 
Homa (CR5) 
Houri (CR4) 
Human (PC race, CR½) 
Karkadan (CR3) 
Kobold (PC race, CR½) 
Lizardfolk (PC race, CR½) 
Nasnas (CR5) 
Natharite (CR14) 
Pahari (CR1) 
Peri (CR2) 
Sabi, Hawasabi (PC race, CR1) 
Sabi, Masabi (PC race, CR1) 
Sabi, Narsabi (PC race, CR1) 
Sabi, Terisabi (PC race, CR1) 
Samandar (CR16) 
Sarsaok (CR4) 
Shaghal (CR2) 

She-Da-Zhong, Asp (Lesser, CR3) 
She-Da-Zhong, Asp (Greater, CR5) 
She-Da-Zhong, Asp (Elder, CR7) 
She-Da-Zhong, Cobra (Lesser, CR3) 
She-Da-Zhong, Cobra (Greater, CR5) 
She-Da-Zhong, Cobra (Elder, CR7) 
Simurgh (CR20) 
Tasked Genie, Architect (CR7) 
Tasked Genie, Artist (CR5) 
Tasked Genie, Builder (CR7) 
Tasked Genie, Consort (CR5) 
Tasked Genie, Guardian (CR11) 
Tasked Genie, Herdsman (CR2) 
Tasked Genie, Magus (CR8) 
Tasked Genie, Scholar (CR4) 
Tasked Genie, Slayer (CR9) 
Tasked Genie, Warmonger (CR13) 
Tasked Genie, Winemaker (CR1) 
Were-Hyena (CR3) 

 
Monsters by Challenge Rating 
Div (CR½) 
Dvernin (CR½) 
Gnoll (PC race, CR½) 
Human (PC race, CR½) 
Kobold (PC race, CR½) 
Lizardfolk (PC race, CR½) 
Hemoculus (CR1) 
Pahari (CR1) 
Sabi, Hawasabi (PC race, CR1) 
Sabi, Masabi (PC race, CR1) 
Sabi, Narsabi (PC race, CR1) 
Sabi, Terisabi (PC race, CR1) 
Tasked Genie, Winemaker (CR1) 
Aazlai (CR2) 
Chamrosh (CR2) 
Half-Genie (PC race, CR2) 
Half-Ghul (PC race, CR2) 
Peri (CR2) 
Shaghal (CR2) 
Tasked Genie, Herdsman (CR2) 

Desert Centaur (CR3) 
Dire Hyena (CR3) 
Karkadan (CR3) 
She-Da-Zhong, Asp (Lesser, CR3) 
She-Da-Zhong, Cobra (Lesser, CR3) 
Were-Hyena (CR3) 
Almasti (CR4) 
Houri (CR4) 
Sarsaok (CR4) 
Tasked Genie, Scholar (CR4) 
Homa (CR5) 
Nasnas (CR5) 
She-Da-Zhong, Asp (Greater, CR5) 
She-Da-Zhong, Cobra (Greater, CR5) 
Tasked Genie, Artist (CR5) 
Tasked Genie, Consort (CR5) 
Hafaza (CR6) 
Genie, Dao (CR7) 
Harpy, Vulture (CR7) 
She-Da-Zhong, Asp (Elder, CR7) 

She-Da-Zhong, Cobra (Elder, CR7) 
Tasked Genie, Architect (CR7) 
Tasked Genie, Builder (CR7) 
Ammut (CR8) 
Tasked Genie, Magus (CR8) 
Deva, Asurana (CR9) 
Genie, Marid (CR9) 
Golem, Sand (CR9) 
Tasked Genie, Slayer (CR9) 
Golem, Sandstone (CR10) 
Tasked Genie, Guardian (CR11) 
Deva, Rudrana (CR12) 
Ghul (CR12) 
Tasked Genie, Warmonger (CR13) 
Natharite (CR14) 
Samandar (CR16) 
Simurgh (CR20) 
Dandan (CR22) 
Dragon, Desert (CR varies) 
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Aazlai 
Warrior 1 
Medium Monstrous Humanoid 
Hit Dice: 1d8+4 (8HP) 
Initiative: +2 
Speed: 40’ (8 squares) 
Armor Class: 16 (+2 Dex, +2 natural, +2 leather); touch 12; flat-
footed 14 
Base Attack/Grapple: +1/+9 
Attack: Handaxe +5 melee (1d6+4/×3) or Claw +5 melee (1d6+4) 
Full Attack: Handaxe +5 melee (1d6+4/×3) or 2 Claws +5 melee 
(1d6+4) & Bite +0 melee (1d4+2) 
Space/Reach: 5’/5’ 
Special Attacks: Rake 1d6+4 
Special Qualities: Darkvision 60’, Monstrous Humanoid traits, 
Powerful Build 
Saves: Fort +4, Ref +4, Will +3 
Abilities: Str 18 (+4), Dex 14 (+2), Con 19 (+4), Int 10 (+0), Wis 
13 (+1), Cha 8 (-1) 
Skills: Intimidate +3, Climb +8, Spot +3, Survival +5 
Feats: Cleave, Power Attack (bonus) 
Environment: warm plains (Siraaj) 
Organization: solitary, pair, pride (3-10), or tribe (12-30) 
Challenge Rating: 2 
Treasure: standard 
Alignment: usually Chaotic Good  
Advancement: by character class 
Level Adjustment: +2 
 
Combat 
 As a people, the aazlai are proud & confident, so they 
are eager to prove their value in battle. They consider surrender or 
retreat to be disgraceful, so they will fight to the death. Although 
they are quite adept at using tools & manufactured weapons, they 
will often rely on their claws in a fight, especially if they are 
angered. They have contempt for guile & subterfuge, so they will 
eschew the use of ambushes or guerilla tactics, if at all possible. 
 
Rake (Ex): Attack bonus +5 melee, damage 1d6+4. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Powerful Build (Ex): Whenever an aazlai is subject to any size 
modifier, it is treated as 1 size larger if doing so is advantageous to 
it. It is also considered to be 1 size larger when determining 
whether a creature’s special attacks based on size (such as 
improved grab or swallow whole) can affect it. An aazlai can use 
weapons designed for a creature 1 size larger without penalty; 
however, its space & reach remain those of a creature of its actual 
size. The benefits of this racial trait stack with the effects of 
powers, abilities, & spells that change the subject’s size category. 
 
Aazlai Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about aazlai. When a character makes a successful skill 
check, the following lore is revealed, including the information 
from lower DC’s. 
 DC12: “Roaming the wide, sun-baked savannahs are 
nomadic tribes of feline warriors.” A character making this check 
recalls all monstrous humanoid traits. 

 DC17: “These noble & proud warriors are most 
properly known as the aazlai, although they are often called Lion-
Men, among other names.” A character making this check knows 
the workings of an aazlai’s natural weapons & Rake ability. 
 DC22: “The aazlai have no interest in urban life, 
preferring their annual migrations & simple traditions.” A 
character making this check remembers the mechanics of an 
aazlai’s statistical bonuses. 
 DC27: “They appear to have a patriarchal culture, but it 
is actually the alpha females who rule the affairs of the pride.” A 
character making this check is familiar with where local aazlai can 
be found. 
 
Abilities & Racial Features 
Aazlai characters possess the following racial traits: 

• +6 Strength, +4 Constitution. 
• Monstrous Humanoid: An aazlai is not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Medium Size: As Medium creatures, aazlai have no 
special bonuses or penalties due to their size. 

• An aazlai’s base land speed is 40 feet. 
• Darkvision out to 60 feet. 
• Power Attack: An aazlai receives Power Attack as a 

bonus feat. 
• Racial Skills: An aazlai has a +2 racial bonus on 

Climb, Intimidate, & Survival checks. 
• +2 natural armor bonus. 
• Natural Weapons (Ex): 2 Claws (1d6 + Str); slashing 

damage. Bite (1d4 + Str); piercing damage. 
• Rake (Ex): Attack bonus +4 melee, damage 1d6 + Str. 
• Powerful Build (Ex): Whenever an aazlai is subject to 

any size modifier, it is treated as 1 size larger if doing 
so is advantageous to it. It is also considered to be 1 
size larger when determining whether a creature’s 
special attacks based on size (such as improved grab or 
swallow whole) can affect it. An aazlai can use 
weapons designed for a creature 1 size larger without 
penalty; however, its space & reach remain those of a 
creature of its actual size. The benefits of this racial 
trait stack with the effects of powers, abilities, & spells 
that change the subject’s size category. 

• Automatic Languages: Zimbalai. Bonus Languages: 
Common, Gnoll, & Qamilai. 

• Favored Class: Barbarian. 
• Level Adjustment: +2. 

 
 The creature before you looks like a powerfully-built 
human, only it is covered in short tan fur. It has a long thin tail, 
which waves & twitches slowly & erratically. Its head is like that 
of a great lion, with golden eyes that exude a calm, proud 
intelligence. 
 
 The savannas of Siraaj are dangerous places, full of 
ravenous predators & brutally-defensive prey. It takes a strong & 
resilient people to survive in such a harsh environment. A prime 
example of this axiom is the strength & endurance exhibited by the 
preeminent survivors of the wilderness, the Aazlai (ahz-LIE). 

Also known as the Zimbalqani (singular Zimbalqanas, 
from an Admajai phrase, meaning “Lion-Folk”), most civilized 
people just call them the Lion-Men. These leonine creatures are 
savage, yet proud; simple, yet wise; plebian, yet lordly. They are 
noble beings, honest to a fault, yet they have never become a part 
of cultured society. It seems that they enjoy their distance from the 
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cities, & they even express disdain for the urban lifestyle, 
preferring their traditional nomadic ways. 

An aazlai is about 6-7’ tall & weighs around 180-300 
pounds. They speak Zimbalai & Common, & almost always with 
an air of superiority. 
 
Plot Hooks 

• A pride of aazlai is crossing the desert on their way to 
an annual gathering of tribes. 

• A lone aazlai is seeking help in righting the wrong that 
caused his exile from his pride. 

• The local aazlai have been disappearing lately, causing 
concern for their allies. 

 
 

Almasti 
Medium Outsider (Extraplanar) 
Hit Dice: 4d8+4 (22HP) 
Initiative: +8 
Speed: 40’ (8 squares) 
Armor Class: 18 (+4 Dex, +4 natural); touch 14; flat-footed 14 
Base Attack/Grapple: +4/+7 
Attack: Claw +7 melee (1d6+3) 
Full Attack: 2 Claws +7 melee (1d6+3) 
Space/Reach: 5’/5’ 
Special Attacks: Disruption, Spell-Like Abilities 
Special Qualities: Birth Div, Darkvision 60’, Extraplanar traits, 
Outsider traits 
Saves: Fort +5, Ref +8, Will +6 
Abilities: Str 17 (+3), Dex 18 (+4), Con 12 (+1), Int 10 (+0), Wis 
15 (+2), Cha 12 (+1) 
Skills: Climb +10, Gather Information +8, Jump +10, Knowledge 
(Local) +7, Listen +11, Search +7, Spot +11, Survival +9 
Feats: Alertness, Improved Initiative 
Environment: warm deserts (Najmah) 
Organization: solitary, pair, or pack (3-5) 
Challenge Rating: 4 
Treasure: ½ standard 
Alignment: always Neutral Evil 
Advancement: 5-12HD (Medium) 
Level Adjustment: N/A 
 
Combat 
 Almasti usually eschew armed conflict, as they are 
cowardly & dislike a fair fight. When pressed into battle, they are 
brutal enemies. They often employ their spell-like abilities at the 
beginning of combat, & then later rely on their claws & their 
Disruption ability to finish off adversaries. If they are losing the 
fight, then they won’t hesitate to use their dimension door to 
escape & pick an easier target. 
 
Disruption (Su): An almasti can disrupt a creature’s organs with 
its touch; upon a successful touch attack, an opponent must make a 
Fortitude save (DC15) or take 2d6 sonic damage; the save DC is 
Strength-based; if the target is a pregnant woman, she will 
immediately miscarry the child on a failed saving throw 
 
Spell-Like Abilities 

• At Will: daze (DC11), touch of fatigue (DC11) 
• 1/Day: dimension door (DC15), summon monster I 
• Caster level 8th. The save DCs are Charisma-based. 

 
Birth Div (Su): Once per day, an almasti can spawn a Div; this 
Div will follow the orders of the almasti that birthed it without 
question, as if the almasti were using a dominate monster spell 
upon it at all times 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 

that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields. 
• Outsiders breathe, but do not need to eat or sleep 

(although they can do so if they wish). 
 
Almasti Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about almasti. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC14: “There exists a type of hag that preys on 
women.” A character making this check recalls all extraplanar 
outsider traits. 
 DC19: “Known as an almasti, these despicable 
monsters target new mothers & try to take their children away.” A 
character making this check knows the workings of the Disruption 
ability. 
 DC24: “Almasti harvest the organs of their victims for 
use as trophies, & they can spawn imp-like beasts.” A character 
making this check remembers the mechanics of Birth Div. 
 DC29: “They rarely if ever fight fair, usually using their 
foul magic to take on foes.” A character making this check is 
familiar with an almasti’s spell-like abilities. 
 

The creature appears to be a bony, thin old woman, but 
with a bizarre face. Her skin is a deep red, her nose looks like 
lumpy clay, & she has fiery eyes. The grimace on her strange face 
reveals fanged teeth. A darkly-stained straw basket hangs from her 
shoulder. 
 

These vicious & remorseless hags are known by many 
names. Some call them the Desert Crones; others know them as an 
Aluq-Rimar (literally “Child-Thief”), & others still label them as 
simply Al. But the most commonly-accepted name is Almasti. 

The almasti (ahl-MAH-stee) are truly hateful beings, 
leaving death & sorrow in their wake. They target woman almost 
exclusively, opting mostly on pregnant women or women with 
newborn babies. They delight in causing women to miscarry, for 
they savor the grief shown by the anguished mother. Almasti are 
fond of carrying trophies of their latest kills, & so they will stow 
the organs from women that they have recently slaughtered in a 
straw bag. They will also often steal newborn babies, replacing 
them with their own hellish spawn. What becomes of these infants 
is not known for sure, but it is speculated that they are either eaten 
for sustenance or turned into more almasti. 

An almasti is about 5’ tall & weighs around 110 
pounds. They rarely speak, but when they do, it is usually 
Common or Ghul, & it is always with contempt & malice. 
 
Plot Hooks 

• There has been a rash of slayings recently, involving 
pregnant women & young mothers. 

354



• A strange hag has been sighted at the edge of town, 
causing panic among the citizens. 

• A local woman claims that her baby has turned into a 
div. 

 

 

Ammut 
Medium Magical Beast 
Hit Dice: 8d10+32 (76HP) 
Initiative: +2 
Speed: 60’ (12 squares) 
Armor Class: 24 (+2 Dex, +12 natural); touch 12; flat-footed 22 
Base Attack/Grapple: +8/+15 
Attack: Bite +15 melee (1d6+7 + Consume Soul) or Claw +15 
melee (1d8+7) 
Full Attack: Bite +15 melee (1d6+7 + Consume Soul) & 2 Claws 
+10 melee (1d8+3) 
Space/Reach: 5’/5’ 
Special Attacks: Consume Soul, Frightful Presence, Judgment 
Special Qualities: Magic Missile, Magical Beast traits, Skills, 
Teleport 
Saves: Fort +10, Ref +8, Will +5 
Abilities: Str 24 (+7), Dex 14 (+2), Con 19 (+4), Int 15 (+2), Wis 
17 (+3), Cha 9 (-1) 
Skills: Diplomacy +12, Knowledge (any 2) +9, Sense Motive +18, 
Spot +14 
Feats: Negotiator, Power Attack, Run 
Environment: any (Siraaj or Najmah) 
Organization: solitary, pair, tribunal, or court (4-12) 
Challenge Rating: 8 
Treasure: standard 
Alignment: always True Neutral  
Advancement: 9-15HD (Medium), 16-23HD (Large), 24-31HD 
(Huge), 32-39 (Gargantuan), 40-48 (Colossal) 
Level Adjustment: N/A 
 
Combat 
 Ammuti are practically-minded strategists, & as such, 
they rarely act in a reckless manner. They usually begin an 
encounter on their own terms, most often by observing their target 
& then teleporting into range once they are ready. Using the 
element of surprise, they will use their Judgment ability to assess 
an opponent, & then either attack or converse accordingly. They 
will continue to use their Teleport ability freely during battle, 
avoiding flanking attacks, taking advantageous positions, obviating 
defenses, & generally wreaking mayhem. They strongly favor hit-
&-run tactics, teleporting in close to deal melee damage with their 
Bite & Claw attacks & then teleporting out before an effective 
resistance can be raised. They will also soften up stronger 
opponents by blasting them with magic missile from afar. If a 
battle is going badly for them, an ammut will not hesitate to 
teleport away before they get injured too seriously. 
 
Consume Soul (Su): Upon hitting a living target with a Bite 
attack, an ammut can choose to devour a creature’s soul; the 
opponent must make a Will save (DC10 + the ammut’s HD + the 
ammut’s Wisdom modifier) or immediately die (-10HP); an 
opponent that has been killed in this manner has had its soul 
consumed, & therefore cannot be brought back to life with spells 
such as raise dead, reincarnate, & resurrection; it takes more 
powerful magical effects such as limited wish, wish, miracle, or 
true resurrection to restore the soul; constructs, elementals, oozes, 
extraplanar outsiders, undead & vermin do not have consumable 
souls, & are therefore immune to this attack. 
 
Frightful Presence (Su): An ammut can inspire terror with its 
mere proximity to others. Other ammuts & greater devas are 

immune to this aura of fear. Affected creatures must succeed on a 
Will save or become shaken, remaining in that condition as long as 
they remain with 60’ of the ammut. The save DC is 10 + the 
ammut’s HD + the ammut’s Wisdom modifier. Affected creatures 
that come within 20’ must succeed another Will save (with the 
same DC) or become frightened; those that succeed this save are 
merely shaken. 
 
Judgment (Su): An ammut can see into a creature’s inner nature, 
so as to better discern the relative merit of their soul; this is 
equivalent to the ammut possessing a permanent true seeing spell, 
as well as allowing the ammut to sense if a creature’s soul has been 
judged before or not; this also allows the ammut to sense a 
creature’s alignment; all attempts to conceal an alignment offer the 
ammut a Will save (DC15) to perceive it; use of this ability is a 
free action, but a creature has to be within 40’ for this ability to be 
used 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Skills: An ammut has a +6 racial bonus on Knowledge checks (any 
1) & Sense Motive checks. 
 
Magic Missile (Sp): An ammut can use magic missile as an at-will 
spell-like ability, with a total of 5 missiles available per round & a 
range of 200’ (40 squares). 
 
Teleport (Sp): An ammut can use teleport as an at-will spell-like 
ability, with a range of 1,000 miles. 
 
Ammut Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about ammuti. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC18: “In the world of the Afterlife, there are imposing 
creatures with minds that are sharper than those of most men.” A 
character making this check recalls all magical beast traits. 
 DC23: “These beasts are called the ammuti, & they 
have the power to judge men’s souls.” A character making this 
check knows the workings of the Judgment ability. 
 DC28: “They have many magical powers, but the most 
terrifying is their ability to devour the souls of the dead.” A 
character making this check remembers the mechanics of Consume 
Soul. 
 DC33: “They are also adept at confounding their 
enemies with rapid-fire teleportation & magical blasts.” A 
character making this check is familiar with an ammut’s skill 
bonuses, Magic Missile, & Teleport ability. 
 
 Suddenly, a strange beast appears before you from out 
of thin air. It appears to be composed of body parts from many 
different animals. It has the head & tail of a crocodile, the mane & 
front legs of a lion, & the back legs & body of a hippopotamus. 
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The bizarre patchwork creature regards you with an aloof 
intelligence, as if it were scrutinizing your very soul. 
 
 When a sentient creature dies in the world of Siraaj, its 
soul is escorted by their hafaza to the Pit of Fate. There, the soul 
waits for 21 days, after which it is bid upon by the devas & the 
devils. After the bidding, if the soul has not been recruited by 
either party, then its worth is determined by ambivalent creatures 
that assess its spiritual value & render judgment. These fearsome 
& daunting beings are called the Ammuti, also known as the Uzari 
Qidar (“Devourers of Souls”). 

An ammut (ah-MOOT) may look like a lowly beast 
(albeit an extraordinary one), but its inhuman form contains a 
shrewd, discerning mind. But just because they are wise does not 
mean that they are no less dangerous; in fact, their acumen makes 
them even more implacable opponents than their bestial frame 
would suggest. An Ammut will consume a soul it deems unworthy 
of reincarnation, so those that shirk their natural duty to deliver 
sound judgment can become dire threats to all those around them. 

Those rare ammuti that escape into the world of Siraaj usually 
become ravenous soul-eating berserkers (IE Chaotic Evil). 

An ammut is about 5½’-7½’ long, about 2½’-3’ tall, & 
weighs around 120-180 pounds. They speak Common & at least 
two other languages (usually one of the elemental tongues; rarely 
Draconic or Ghul). 
 
Plot Hooks 

• A bizarre beast has appeared in the nearby desert, 
leaving corpses that cannot be resurrected or raised. 

• A group of repentant clerics is planning a pilgrimage to 
the Pit of Fate to seek redemption from an ammut for 
their past misdeeds. 

• A court of ammuti is meeting at an oasis for some 
mysterious reason, & all attempts to approach them are 
met with hostility. 

 

Chamrosh 
Small Magical Beast 
Hit Dice: 4d10 (22HP) 
Initiative: +4 
Speed: 40’ (8 squares), Fly 40’ (8 squares, average 
maneuverability) 
Armor Class: 19 (+1 size, +4 Dex, +4 natural); touch 15; flat-
footed 15 
Base Attack/Grapple: +4/+0 
Attack: Bite +5 melee (1d6) 
Full Attack: Bite +5 melee (1d6) & 2 Claws +5 melee (1d4) 
Space/Reach: 5’/5’ 
Special Attacks: Pounce, Rake 1d6 
Special Qualities: Darkvision 60’, Low-Light Vision, Magical 
Beast traits, Scent 
Saves: Fort +4, Ref +8, Will +2 
Abilities: Str 11 (+0), Dex 19 (+4), Con 10 (+0), Int 5 (-3), Wis 13 
(+1), Cha 8 (-1) 
Skills: Listen +5, Spot +5 
Feats: Alertness, Flyby Attack (Bonus), Wingover 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, or pack (3-9) 
Challenge Rating: 2 
Treasure: N/A 
Alignment: usually Chaotic Good 
Advancement: 5-8HD (Small), 9-12HD (Medium) 
Level Adjustment: +2 (cohort) 
 
Combat 
 A chamrosh is unlikely to initiate a battle on its own. 
However, if a chamrosh is pressed, it will attack defensively. More 
likely, it will use its aerial superiority to avoid a fight, all the while 
baiting its foes into unfavorable positions. If forced into a skirmish, 
a chamrosh will strike often with their Rake attacks, pouncing 
whenever possible. It is important to note that chamroshi are very 
sociable among their own kind, & so they will rarely enter into 
combat alone. 
 
Pounce (Ex): If a chamrosh dives upon or charges a foe, it can 
make a full attack, including two rake attacks. 
 
Rake (Ex): Attack bonus +5 melee, damage 1d6. 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 

• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Scent (Ex): A chamrosh can detect opponents by sense of smell 
within 60’ (×2 for upwind opponents, ×½ for downwind 
opponents) 
 
Chamrosh Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about chamroshi. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC12: “Some travelers have been rescued from certain 
death in the desert by magical flying dogs.” A character making 
this check recalls all magical beast traits. 
 DC17: “These dog-bird hybrids are called chamroshi, & 
they have a keen sense of smell.” A character making this check 
knows the workings of the Scent ability. 
 DC22: “A chamrosh are clever about leading people to 
safety (or to their doom). On the rare occasions in which they must 
fight, they frequently pounce on their enemies, raking them with 
their claws.” A character making this check remembers the 
mechanics of Pounce & Rake. 
 

At first, the creature before appears to be a mid-sized 
hound, remarkable only for the fact that it is staring directly at 
you. But as it approached, it is clear that this is no ordinary dog. 
Although most of its body is indeed canine in form, it bears the 
head of a large hawk. It also has feathered bulges on either flank, 
which it soon flexes to reveal large serviceable wings. 
 

The strange dog-bird hybrid known as the Chamrosh 
(CHAHM-rahsh) is a rare sight in the deserts of Siraaj, but not an 
unheard-of one. Many tales speak of their kind, helpful nature, & 
more than one traveler’s life has been saved when a chamrosh 
found them lost in the barren wastes & led them to safety. Also 
known as the Qulzad Aqimar (“Desert Guides”), they are a 
welcome sight for wayward explorers, & sightings of them are 
considered good omens by desert nomads. 

The chamroshi are not completely without a darker 
side, though. They most often guide people back to civilization so 
as to steer them away from their dens. They also are known to lure 
those who would do them harm into the clutches of more 
malevolent desert creatures, such as divs, ghuls, dragons, or 
vulture harpies. 
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A chamrosh is about 3½’-5’ long, about 1½’-2’ tall, & 
weighs around 70-130 pounds. They rarely speak, but they 
understand Common, & they are adept at making themselves 
understood without words. 
 
Plot Hooks 

 A wealthy noble is celebrating his recent rescue in the 
desert by a winged dog, but no one believes his outlandish tale. 
 A tribe of nomads is on a rampage, hunting for strange 
beings they call chamroshi. 
 A caravan has become lost in the wilderness, & 
rescuers haven’t had much luck finding them. 
 

 

Dandan 
Colossal Magical Beast (Aquatic) 
Hit Dice: 36d10+540 (738HP) 
Initiative: +5 
Speed: Swim 60’ (12 squares) 
Armor Class: 40 (-8 size, +1 Dex, +27 natural, +10 deflection); 
touch 13; flat-footed 39 
Base Attack/Grapple: +36/+68 
Attack: Fin +44 melee (4d6+16) or Bite +44 melee (6d6+16) or 
Pulse Ray +29 ranged touch (4d12 sonic) 
Full Attack: 2 Fins +44 melee (4d6+16) & Bite +42 melee (6d6+8) 
& Tail Slap +42 melee (2d8+8) or 2 Pulse Rays +29 ranged touch 
(4d12 sonic) 
Space/Reach: 30’/20’ 
Special Attacks: Improved Grab, Powerful Charge, Swallow 
Whole 
Special Qualities: Aquatic traits, Current Shield, Damage 
Reduction 15/epic, Fast Healing 10, Immunities, Magical Beast 
traits, Resistance to acid 10 & electricity 10, Resurrection, Scent, 
Spell Resistance 36 
Saves: Fort +35, Ref +23, Will +21 
Abilities: Str 42 (+16), Dex 13 (+1), Con 40 (+15), Int 1 (-5), Wis 
16 (+3), Cha 19 (+4) 
Skills: Hide -12, Jump +23, Listen +12, Spot +13, Survival +12, 
Swim +25 
Feats: Alertness, Awesome Blow, Cleave, Combat Reflexes, Epic 
Will, Great Cleave, Improved Bull Rush, Improved Initiative, Iron 
Will, Lightning Reflexes, Multiattack, Power Attack, Skill Focus 
(Hide) 
Environment: any aquatic (Siraaj) 
Organization: solitary (unique) 
Challenge Rating: 22 
Treasure: N/A 
Alignment: always Neutral 
Advancement: 37-72HD (Colossal) 
Level Adjustment: N/A 
 
Combat 
 The Dandan is a nearly-mindless beast, & will attempt 
to consume anything in its path. Any creature that assaults it or 
resists its endless hunger will be attacked in kind, & it knows 
nothing of surrender or mercy. The Dandan’s natural weapons are 
treated as epic weapons for the purpose of overcoming damage 
reduction. It prefers to swallow prey above all other forms of 
attack, but will use any attack at its disposal if necessary. 
 
Improved Grab (Ex): To use this ability, the Dandan must 
successfully perform a touch attack with one of its non-combatant 
tentacles. It can then attempt to start a grapple as a free action 
without provoking an attack of opportunity. If it wins the grapple 
check, then it establishes a hold & can Swallow Whole. 
 
Powerful Charge (Ex): In addition to the normal benefits & 
hazards of a charge, this allows the Dandan to make a single Fin 
attack with a +44 attack bonus that deals 8d6+32 points of 
bludgeoning damage. 
 
Swallow Whole (Ex): The Dandan can try to swallow a grabbed 
opponent of Huge or smaller size by making a successful grapple 

check. Once inside, the opponent takes 1d8+16 points of crushing 
damage plus 1d8 points of acid damage per round from the 
Dandan’s digestive juices. A swallowed creature can cut its way 
out by dealing 50 points of damage to the containment chamber 
(AC22). Once the creature exits, muscular action closes the hole; 
another swallowed opponent must cut its own way out. The 
creature’s containment chamber can hold 1 Huge, 4 Large, 16 
Medium, 32 Small, or 128 Tiny or smaller creatures. 
 
Pulse Ray (Ex): The Dandan can project sonic rays with a range 
of 360’ (72 squares); this attack overcomes damage reduction of 
any type, & deals 4d12 points of sonic damage. 
 
Aquatic traits: All creatures with the Aquatic subtype possess the 
following traits: 

• Swim speeds & thus can move in water without making 
Swim checks. 

• Can breathe underwater, & are immune to drowning 
(but not suffocation). 

 
Current Shield (Su): A thin magical layer of fast-moving water 
surrounds the Dandan, granting it a +10 deflection bonus to its 
Armor Class. This effect also has a 50% chance of blocking force 
& sonic-based attacks (apply this negation chance before applying 
Spell Resistance, if applicable). 
 
Immunities (Ex): The Dandan is immune to all mind-affecting 
effects (charms, compulsions, phantasms, patterns, & morale 
effects). In addition, it is immune to all forms of ability damage, 
ability drain, disease, energy drain, non-lethal damage, paralysis 
effects, poison, polymorphing, death effects, & sleep effects. 
Lastly, it is immune to cold- & fire-damage, both from magical & 
non-magical sources. 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Resurrection (Su): The Dandan cannot be slain by any normal 
means. If it is somehow killed, then its body will disintegrate 
within 1 round, leaving nothing behind. It will then be 
spontaneously remade at a random spot in the oceans of Siraaj 
within 1d20+20 days, completely intact & at full health; it will also 
be very hungry again. 
 
Scent (Ex): The Dandan can detect opponents by sense of smell 
within 60’ (×2 for upwind opponents, ×½ for downwind 
opponents). 
 
Dandan Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about the Dandan. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
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 DC26: “A cyclopean beast roams the seas, consuming 
everything with its ravenous hunger.” A character making this 
check recalls all magical beast traits. 
 DC31: “This horrific creature is most commonly called 
the Dandan, but it is known by many other names throughout the 
world of Siraaj.” A character making this check knows the 
workings of the Dandan’s special attacks. 
 DC36: “The Dandan is particularly hated & feared by 
the Pahari, who would pay a pharaoh’s ransom for a way to end the 
cycle of resurrection & destruction.” A character making this 
check remembers the mechanics of the Dandan’s special qualities. 
 
 From out of the murky depths looms an immense shape. 
Its form is that of a titanic fish, but that’s impossible, for no mere 
fish could be so large. With a body the size of a castle’s tower, it 
moves through the water with surprising grace. It opens its 
cavernous jaws, revealing row after row of serrated teeth, each 
bigger than the blade of a battle axe. 
 
 The Scourge of the Seas. Pahari’s Bane. The Demon of 
the Deep. Limalia’s Wrath. These names (& many more) are used 
to describe the supreme terror of the oceans. Swimming without 
needing rest, eating without being satiated, attacking without cause 

or mercy, this creature engenders fear & dread wherever it roams. 
Such is the story of the monster known as the Dandan. 
 No one knows for sure where the Dandan came from, 
or why it was unleashed upon the world. Many conflicting legends 
surround its origins & purpose, but the truth is a mystery that has 
been lost to the mists of time. For all the strife that it causes to 
fishermen & sailors from above the waves, it wreaks tenfold the 
havoc to those creatures that spend their days under the sea. The 
Pahari hate the Dandan with a passion (many of their names for it 
are vulgar or profane), & they are eager to find a way to end its 
everlasting predations. 

The Dandan is about 60’ long, & weighs around 120 
tons. It cannot speak. 
 
Plot Hooks 

• A group of Pahari has washed up on shore, claiming to 
be survivors of a band that was swallowed up by a 
reviled sea monster. 

• A marid city is sending messengers begging for aid 
after a sighting of an immense leviathan. 

• A marid is hiring explorers to help find a lost relic that 
can slay the mighty Dandan. 

 
 

Desert Centaur (AKA “Camelotaur”) 
Warrior 1 
Large Monstrous Humanoid 
Hit Dice: 2d8+6 (15HP) 
Initiative: +2 
Speed: 50’ (10 squares) 
Armor Class: 12 (-1 size, +2 Dex, +1 natural); touch 11; flat-footed 
10 
Base Attack/Grapple: +2/+7 
Attack: Composite Longbow (+1 Str bonus) +4 ranged (2d6+1/×3) 
or Hoof +3 melee (1d8+1) 
Full Attack: Composite Longbow (+1 Str bonus) +4 ranged 
(2d6+1/×3) & 2 Hooves -1 melee (1d8+0) 
Space/Reach: 10’/5’ 
Special Attacks: Trample 1d8+1 
Special Qualities: Darkvision 60’, Hydration, Monstrous 
Humanoid traits 
Saves: Fort +3, Ref +5, Will +5 
Abilities: Str 12 (+1), Dex 15 (+2), Con 17 (+3), Int 12 (+1), Wis 
14 (+2), Cha 10 (+0) 
Skills: Jump +5, Listen +6, Move Silently +6, Survival +13 
Feats: Endurance, Run (bonus) 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, caravan (3-15), or herd (16-80) 
Challenge Rating: 3 
Treasure: standard 
Alignment: usually Chaotic Neutral  
Advancement: by character class 
Level Adjustment: +1 
 
Combat 

Desert centaurs are tribal beings, & as such, they do not 
often fight alone. If a scout or a wandering hunter is confronted by 
itself, it will most likely run back to its herd rather than fight. They 
greatly prefer group tactics, such as flanking & collective 
trampling. They will usually enter a skirmish by firing their bows 
from afar, switching to hoof attacks once they’ve entered melee 
range. It is important to note that a desert centaur employing a 
lance deals double damage when it charges, just as a rider on a 
mount does. 
 

Trample (Ex): Attack bonus +7 melee, damage 1d8+6; Reflex 
save (DC16) for half damage; the save DC is Strength-based. 
 
Hydration (Ex): A desert centaur has a +10 racial bonus on 
Constitution checks to avoid thirst effects (non-lethal damage & 
fatigue). A desert centaur can go without water for 2 days plus a 
number of hours equal to its Constitution score before it must 
make a Constitution check. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Desert Centaur Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about desert centaurs. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “In the desolate wastes of Siraaj, nomadic 
creatures wander about with the upper half of men & the lower half 
of camels.” A character making this check recalls all monstrous 
humanoid traits. 
 DC18: “These itinerant beings are known by many 
names, but their most common title is that of desert centaur, & they 
are said to be able to crush a man beneath their hooves.” A 
character making this check knows the workings of the Trample 
ability. 
 DC23: “Desert centaurs are well adapted to life in the 
arid wilderness, & can go for weeks without water.” A character 
making this check remembers the mechanics of Hydration. 
 DC28: “They are most active around sunrise or sunset, 
but they will travel day or night to get where they want to go.” A 
character making this check is familiar with at least one of the 
local centaur tribes, & knows where they can be found. 
 
Abilities & Racial Features 
Desert centaur characters possess the following racial traits: 
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• Strength +4, Dexterity +2, Constitution +2. 
• Monstrous Humanoid: A desert centaur is not subject 

to spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Large Size: As a Large creature, a desert centaur gains 
a -1 size penalty to Armor Class, a -1 size penalty on 
attack rolls, & a -4 size penalty on Hide checks, but he 
or she uses Medium-size weapons, gains a +4 size 
bonus on Grapple checks, & his or her lifting & 
carrying limits are 2× of those of a Medium character. 

• A desert centaur’s base land speed is 50 feet. 
• Darkvision out to 60 feet. 
• Racial Hit Dice: A desert centaur begins with two 

levels of monstrous humanoid, which provide 2d8 Hit 
Dice, a base attack bonus of +2, & base saving throw 
bonuses of Fort +0, Ref +3, & Will +3. 

• Racial Skills: A desert centaur’s monstrous humanoid 
levels give it skill points equal to 5 × (2 + Int modifier, 
minimum 1). Its class skills are Jump, Listen, Move 
Silently, & Survival. Desert centaurs have a +8 racial 
bonus on Survival checks. 

• Racial Feats: A desert centaur’s monstrous humanoid 
levels give it one feat. Also, a desert centaur receives 
Run as a bonus feat. 

• Natural Weapon (Ex): Hoof (1d8 + Str); bludgeoning 
damage. 

• Trample (Ex): Normal attack bonus, damage 1d8 + 
Str; Reflex save (DC10 + ½HD + Strength modifier) 
for half damage 

• Hydration (Ex): A desert centaur has a +10 racial 
bonus on Constitution checks to avoid thirst effects 
(non-lethal damage & fatigue). A desert centaur can go 
without water for 2 days plus a number of hours equal 
to its Constitution score before it must make a 
Constitution check. 

• +1 natural armor bonus. 
• Automatic Languages: Qamilai (Desert Centaur). 

Bonus Languages: Common & Zimbalai. 
• Favored Class: Barbarian. 
• Level Adjustment: +1. 

 
 This creature has the body of a small, stocky camel. 
Instead of a camel’s head, however, a lean human’s upper body 
springs forth from where its neck should be. Its skin is as pale & 
tawny as the desert sands themselves. A short layer of coarse hair 

covers its entire body, thickening at the top of its head & in a mane 
that runs down its long back. 
 

A nomadic people, the desert centaurs roam the arid 
wastelands of Siraaj, moving from oasis to cavern, from cavern to 
camp, from camp to oasis, as the seasons change. They are known 
amongst themselves as the Qamili (singular Qamil), derived from 
the Admajai word for their kind. Most of the civilized world thinks 
of them as violent raiders, despite the fact that they rarely attack 
the city-states, or even approach them, & then only in desperation. 
Most of the time, they are content to live their bucolic lives, far 
from civilization & all its strange & troublesome complications. 

The desert centaurs are mostly nocturnal beings, 
sleeping during the day to hide from the merciless sun. They hunt 
in the twilight hours around sunrise & sunset, when most desert 
creatures are active, & they usually do their travelling in the 
middle of the cold desert night. They have a deep, rich culture, 
filled with shamanistic rituals & traditional legends of their past. 

They are mostly known among the people of the city-
states as the Kentauri or the Camelotaurs, & one of the only well-
known facts about them is that they are embroiled in a racial civil 
war. Once they were one united race, but for the past few 
centuries, a schism between the common single-humped 
Dromedary centaurs (AKA Mira Qalila) & the more rare dual-
humped Bactrian centaurs (AKA Buqa Qalila) has erupted into a 
bitter feud. Neither side remembers the exact reason for the 
conflict, & the hostilities are currently locked in a long stalemate, 
so a brokered peace or renewals of violence are both likely 
outcomes at this point. These two sides are now only united by the 
mutual dislike for the more traditional steppe centaurs, with whom 
they are engaged in a near-constant state of war. 

A desert centaur is about 6½’-7½’ tall, 9’-11’ long, & 
weighs about 1,200-2,100 pounds. They speak in their own tongue 
(Qamilai), although some of them speak Common as well. 
 
Plot Hooks 

• A caravan has stopped in the desert to await the yearly 
arrival of a herd of Kentauri. 

• A crazed pharaoh is gathering an army to rout out the 
Camelotaurs in his territory, driven by tales & rumors 
of centaur-led raids on local villages. 

• A three-way conflict between steppe centaurs & both 
sects of desert centaurs threatens to erupt unless 
someone can resolve the escalating dispute. 

 

Deva, Asurana 
Medium Outsider (Celestial, Extraplanar, Good) 
Hit Dice: 6d8+12 (39HP) 
Initiative: +8 
Speed: 40’ (8 squares), Fly 90’ (18 squares, good maneuverability) 
Armor Class: 22 (+4 Dex, +8 natural); touch 14; flat-footed 18 
Base Attack/Grapple: +6/+9 
Attack: +1 Flaming Greatsword +11 melee (2d6+5 plus 1d6 fire) 
Full Attack: +1 Flaming Greatsword +11/+6/+1 melee (2d6+5 plus 
1d6 fire) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Celestial traits, Damage Reduction 10/--, 
Darkvision 60’, Extraplanar traits, Fire Resistance 20, Good traits, 
Heavenly Deflection, Outsider traits, Soothing Presence of Nature, 
Spell Resistance 19 
Saves: Fort +7, Ref +9, Will +10 
Abilities: Str 17 (+3), Dex 18 (+4), Con 15 (+2), Int 16 (+3), Wis 
16 (+3), Cha 18 (+4) 

Skills: Balance +13, Concentration +11, Diplomacy +15, 
Intimidate +13, Knowledge (Arcana) +12, Knowledge (Religion) 
+12, Knowledge (The Planes) +12, Listen +12, Sense Motive +12, 
Spellcraft +12, Spot +12 
Feats: Improved Initiative, Iron Will, Weapon Focus (Greatsword) 
Environment: any (Najmah) 
Organization: solitary, pair, squad (3-6), or legion (7-30) 
Challenge Rating: 9 
Treasure: N/A 
Alignment: always any Good 
Advancement: 7-12HD (Medium), 13-18HD (Large) 
Level Adjustment: +3 
 
Combat 
 Asurana devas enjoy battle & prefer to wade into melee 
with a firm grip on their +1 Flaming Greatswords. They often bless 
the weapons of their allies, as well as assisting them with aid, 
protection from arrows, & cure effects. They will also employ 
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their Heavenly Deflection as often as possible, retaliating with holy 
smite attacks. 
 Asurana devas can be summoned using a summon 
monster VII spell. 
 
Spell-Like Abilities 

• At Will: aid, create food & water, detect evil, 
protection from arrows (DC16) 

• 3/Day: bless weapon, cure serious wounds (DC17), 
holy smite (DC18) 

• 1/Day: raise dead 
• Caster level 9th. The save DCs are Charisma-based. 

 
Celestial traits: All creatures with the Celestial subtype possess 
the following traits: 
 Darkvision out to 60’ & low-light vision. 
 Immunity to acid, cold, & petrification. 
 Resistance to electricity 10 & fire 10. 
 +4 racial bonus on saves against poison. 
 Protective Aura (Su): Against attacks made or effects 
created by evil creatures, this ability provides a +4 deflection 
bonus to AC & a +4 resistance bonus on saving throws to anyone 
within 20’ of the celestial. Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of invulnerability, both with a 
radius of 20’ (caster level equals celestial’s HD). (The defensive 
benefits from the circle are not included in a celestial’s statistics 
block.) 
 Tongues (Su): All celestials can speak with any 
creature that has a language, as though using a tongues spell (caster 
level equal to celestial’s Hit Dice). This ability is always active. 
 
Good traits: All creatures with the good subtype possess the 
following traits: 
 If the good creature’s alignment changes, then it will 
still retain this subtype. 
 Any effect that depends on alignment affects a creature 
with this subtype as if the creature has a good alignment, no matter 
what its alignment actually is. The creature also suffers effects 
according to its actual alignment. 
 A creature with the good subtype overcomes damage 
reduction as if its natural weapons & any weapons it wields were 
good-aligned. 
 
Heavenly Deflection (Su): An asurana deva can deflect ranged 
attacks & certain spells by batting them away with its +1 flaming 
greatsword as an immediate action. When a ranged attack, ray, or 
single-target spell would ordinarily hit or affect the deva, the deva 
can make a Reflex saving throw (DC20, +1 for each subsequent 
attempt that round). If the ranged weapon has an enhancement 
bonus, then the DC increases by that amount. If the attack is from a 
spell, then the spell level is added to the DC. If the deva succeeds 
the saving throw, then the attack is deflected, & therefore has no 
effect. Deflected spells are negated as if counterspelled. The deva 
must be aware of an attack in order to be able to deflect it. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields. 

• Outsiders breathe, but do not need to eat or sleep 
(although they can do so if they wish). 

 
Soothing Presence of Nature (Ex): Asurana devas have a calm 
spirit that is pleasing to the inhabitants of the natural world. Unless 
magically compelled to do so, an animal or a plant (as per the 
creature types) will not attack an asurana deva unless attacked by it 
first. 
 
Asurana Deva Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about asurana devas. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC19: “Even if the gods do not answer our prayers 
often, their agents walk the earth & seek to oppose evil forces.” A 
character making this check recalls all extraplanar, good, & 
outsider traits. 
 DC24: “Known as a deva, these agents are of the Order 
of Asurana, & they are very difficult to harm.” A character making 
this check knows the workings of the Fire Resistance, the 
Heavenly Deflection, & the Soothing Presence of Nature abilities. 
 DC29: “Asurana devas have many magical powers to 
fight evil & maintain balance in the world.” A character making 
this check remembers a deva’s spell-like abilities. 
 DC34: “They are agreeable beings, eager to socialize 
with people, learning whatever they can of mortal life.” A 
character making this check is familiar with how to find & contact 
an asurana deva. 
 
Abilities & Racial Features 
Asurana deva characters possess the following racial traits: 

• Strength +2, Dexterity +6, Constitution +2, Intelligence 
+4, Wisdom +8, Charisma +6. 

• Outsider (Extraplanar): Asurana devas are not subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. Spells that restore 
souls to their bodies, such as raise dead, reincarnate, & 
resurrection, don’t work on them. It takes a different 
magical effect, such as limited wish, wish, miracle, or 
true resurrection, to restore it to life. They breathe, but 
do not need to eat or sleep (although they can do so if 
they wish). 

• Medium Size: As Medium creatures, asurana devas 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: An asurana deva begins with 6 levels 
of outsider, which provide 6d8 Hit Dice, a base attack 
bonus of +6, & base saving throw bonuses of Fortitude 
+5, Reflex +5, & Will +5. 

• Racial Skills: An asurana deva’s outsider levels give it 
skill points equal to 9 × (8 + Int modifier, minimum 1). 
Its class skills are Concentration, Diplomacy, 
Intimidate, Knowledge (Arcana), Knowledge 
(Religion), Knowledge (The Planes), Sense Motive, & 
Spellcraft. 

• Racial Feats: An asurana deva’s outsider levels give it 
3 feats. 

• An asurana deva’s base land speed is 40 feet. 
• An asurana deva’s base flight speed is 90 feet (good 

maneuverability). 
• Darkvision out to 60 feet & low-light vision. 
• Spell-Like Abilities 

o At Will: aid, create food & water, detect 
evil, protection from arrows (DC16) 
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o 3/Day: bless weapon, cure serious wounds 
(DC17), holy smite (DC18) 

o 1/Day: raise dead 
o Caster level 9th. The save DCs are Charisma-

based. 
• Celestial traits: All creatures with the Celestial 

subtype possess the following traits: 
o Immunity to acid, cold, & petrification. 
o Resistance to electricity 10 & fire 10. 
o +4 racial bonus on saves against poison. 
o Protective Aura (Su): Against attacks made 

or effects created by evil creatures, this 
ability provides a +4 deflection bonus to AC 
& a +4 resistance bonus on saving throws to 
anyone within 20’ of the celestial. 
Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of 
invulnerability, both with a radius of 20’ 
(caster level equals celestial’s HD). (The 
defensive benefits from the circle are not 
included in a celestial’s statistics block.) 

o Tongues (Su): All celestials can speak with 
any creature that has a language, as though 
using a tongues spell (caster level equal to 
celestial’s Hit Dice). This ability is always 
active. 

• Good traits: All creatures with the good subtype 
possess the following traits: 

o If the good creature’s alignment changes, 
then it will still retain this subtype. 

o Any effect that depends on alignment affects 
a creature with this subtype as if the creature 
has a good alignment, no matter what its 
alignment actually is. The creature also 
suffers effects according to its actual 
alignment. 

o A creature with the good subtype overcomes 
damage reduction as if its natural weapons 
& any weapons it wields were good-aligned. 

• Heavenly Deflection (Su): An asurana deva can deflect 
ranged attacks & certain spells by batting them away 
with its +1 flaming greatsword as an immediate action. 
When a ranged attack, ray, or single-target spell would 
ordinarily hit or affect the deva, the deva can make a 
Reflex saving throw (DC20, +1 for each subsequent 
attempt that round). If the ranged weapon has an 
enhancement bonus, then the DC increases by that 
amount. If the attack is from a spell, then the spell level 
is added to the DC. If the deva succeeds the saving 

throw, then the attack is deflected, & therefore has no 
effect. Deflected spells are negated as if counterspelled. 
The deva must be aware of an attack in order to be able 
to deflect it. 

• Soothing Presence of Nature (Ex): Asurana devas 
have a calm spirit that is pleasing to the inhabitants of 
the natural world. Unless magically compelled to do so, 
an animal or a plant (as per the creature types) will not 
attack an asurana deva unless attacked by it first. 

• +8 natural armor bonus. 
• Automatic Languages: Celestial (Deva). Bonus 

Languages: Archaic (Admajai) & Houri. 
• Favored Class: Cleric. 
• Level Adjustment: +3. 

 
 Appearing before you is an attractive human being. But 
this striking creature cannot be human, for a pair of beautiful 
feathered wings grows from its slender frame, & it must be a head 
taller than an average man. Its skin is a milky white, its hair is the 
color of polished silver, with eyes to match. Clad in a scant flimsy 
robes, the barefoot figure treads lightly upon the ground, as if 
barely weighed down by worldly affairs. 
 
 As the rank-&-file soldiers in the war against all that is 
evil, devas are vigilant (& militant) representatives of divine 
power. In the Kamala, devas act in His stead, maintain the planar 
balance & combating evil beings wherever they may be found. 
Patrolling the mist-covered lands of Najmah are the Third Host, 
the devas of the Order of Asurana. 

Equal in rank to the better-known mitrana devas, an 
asurana deva (AH-shoor-AH-nah DAY-vah) is more worldly & 
personable than its kin of the other two orders. Despite their 
approachability & pleasantness, they are completely silent on 
certain matters. They will not speak of religious or existential 
matters, & they are quick to change the subject to less sensitive 
topics. Tranquil as a meditating monk, with flexible & practical 
personalities, asurana devas are often Chaotic Good. 

An asurana deva is about 7½’ tall, & weighs about 250 
pounds. They speak Archaic, Celestial, & Houri. 
 
Plot Hooks 

• A deva has commanded a local church to obtain a lost 
relic. 

• A mysterious robed figure is gathering a small army to 
march into the desert, upsetting local rulers. 

• A legion of devas has appeared over a nearby city & 
won’t let anyone in or out. 

 

 

Deva, Rudrana 
Medium Outsider (Celestial, Extraplanar, Good) 
Hit Dice: 10d8+50 (95HP) 
Initiative: +7 
Speed: 40’ (8 squares), Fly 90’ (18 squares, good maneuverability) 
Armor Class: 25 (+3 Dex, +12 natural); touch 13; flat-footed 22 
Base Attack/Grapple: +10/+15 
Attack: Mace of Smiting +15 melee (1d8+7) 
Full Attack: Mace of Smiting +15/+10/+5 melee (1d8+7) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Celestial traits, Damage Reduction 10/--, 
Darkvision 60’, Deliverance from Death, Extraplanar traits, Good 
traits, Outsider traits, Spell Resistance 22, Uncanny Dodge 

Saves: Fort +12, Ref +10, Will +10 
Abilities: Str 20 (+5), Dex 16 (+3), Con 20 (+5), Int 16 (+3), Wis 
17 (+3), Cha 19 (+4) 
Skills: Balance +16, Concentration +18, Diplomacy +19, 
Knowledge (Arcana) +16, Knowledge (Religion) +16, Knowledge 
(The Planes) +16, Listen +16, Move Silently +16, Sense Motive 
+16, Spellcraft +16, Spot +16 
Feats: Cleave, Great Cleave, Improved Initiative, Power Attack 
Environment: any (Najmah) 
Organization: solitary, pair, squad (3-6), or legion (7-30) 
Challenge Rating: 12 
Treasure: N/A 
Alignment: always any Good 
Advancement: 11-20HD (Medium), 21-30HD (Large) 
Level Adjustment: +2 
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Combat 
 While other devas appreciate battle, rudrana devas 
adore it & view combat as a welcome break from their tedious 
watch. They control the battlefield from above while they move in 
to harry enemies with powerful blows from their Mace of Smiting. 
They are also fond of protecting their allies with aid, protection 
from arrows, & cure effects. 
 Rudrana devas can be summoned using a summon 
monster IX spell. 
 
Spell-Like Abilities 

• At Will: aid, detect evil, protection from arrows 
(DC16), water breathing (DC17) 

• 3/Day: cure serious wounds (DC17), hallow (DC19), 
holy smite (DC18) 

• 1/Day: dispel evil (DC19), raise dead 
• Caster level 11th. The save DCs are Charisma-based. 

 
Celestial traits: All creatures with the Celestial subtype possess 
the following traits: 
 Darkvision out to 60’ & low-light vision.  
 Immunity to acid, cold, & petrification. 
 Resistance to electricity 10 & fire 10. 
 +4 racial bonus on saves against poison. 
 Protective Aura (Su): Against attacks made or effects 
created by evil creatures, this ability provides a +4 deflection 
bonus to AC & a +4 resistance bonus on saving throws to anyone 
within 20’ of the celestial. Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of invulnerability, both with a 
radius of 20’ (caster level equals celestial’s HD). (The defensive 
benefits from the circle are not included in a celestial’s statistics 
block.) 
 Tongues (Su): All celestials can speak with any 
creature that has a language, as though using a tongues spell (caster 
level equal to celestial’s Hit Dice). This ability is always active. 
 
Deliverance from Death (Ex): Rudrana devas are immune to all 
death spells & magical death effects. They are likewise immune to 
ability damage, ability drain, & energy drain. 
 
Good traits: All creatures with the good subtype (known as 
angels) possess the following traits: 
 If the good creature’s alignment changes, then it will 
still retain this subtype. 
 Any effect that depends on alignment affects a creature 
with this subtype as if the creature has a good alignment, no matter 
what its alignment actually is. The creature also suffers effects 
according to its actual alignment. 
 A creature with the good subtype overcomes damage 
reduction as if its natural weapons & any weapons it wields were 
good-aligned. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields. 

• Outsiders breathe, but do not need to eat or sleep 
(although they can do so if they wish). 

 
Uncanny Dodge (Ex): Rudrana devas can react to danger before 
their senses would normally allow them to do so. They retain their 
Dexterity bonus to AC (if any) even if they are caught flat-footed 
or struck by an invisible attacker. However, they still loses her 
Dexterity bonus to AC if immobilized. 
 
Rudrana Deva Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about rudrana devas. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC22: “Even if the gods do not answer our prayers 
often, their agents walk the earth & seek to oppose evil forces.” A 
character making this check recalls all extraplanar, good, & 
outsider traits. 
 DC27: “Known as a deva, these agents are of the Order 
of Rudrana, & they are very difficult to harm.” A character making 
this check knows the workings of the Deliverance from Death & 
the Uncanny Dodge abilities. 
 DC32: “Rudrana devas have many magical powers to 
fight evil & maintain balance in the world.” A character making 
this check remembers a deva’s spell-like abilities. 
 DC37: “They are reticent beings, for they will not speak 
of godly affairs, despite their presumed knowledge.” A character 
making this check is familiar with how to find & contact a rudrana 
deva. 
 
Abilities & Racial Features 
Rudrana deva characters possess the following racial traits: 

• Strength +6, Dexterity +8, Constitution +8, Intelligence 
+2, Wisdom +6, Charisma +6. 

• Outsider (Extraplanar): Rudrana devas are not 
subject to spells or effects that affect humanoids only, 
such as charm person or dominate person. Spells that 
restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on them. It 
takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 
They breathe, but do not need to eat or sleep (although 
they can do so if they wish). 

• Medium Size: As Medium creatures, rudrana devas 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: A rudrana deva begins with 10 levels 
of outsider, which provide 10d8 Hit Dice, a base attack 
bonus of +10, & base saving throw bonuses of 
Fortitude +7, Reflex +7, & Will +7. 

• Racial Skills: A rudrana deva’s outsider levels give it 
skill points equal to 13 × (8 + Int modifier, minimum 
1). Its class skills are Concentration, Diplomacy, 
Intimidate, Knowledge (Arcana), Knowledge 
(Religion), Knowledge (The Planes), Sense Motive, & 
Spellcraft. 

• Racial Feats: A rudrana deva’s outsider levels give it 4 
feats. 

• A rudrana deva’s base land speed is 40 feet. 
• A rudrana deva’s base flight speed is 90 feet (good 

maneuverability). 
• Darkvision out to 60 feet & low-light vision. 
• Spell-Like Abilities 

o At Will: aid, detect evil, protection from 
arrows (DC16), water breathing (DC17) 

o 3/Day: cure serious wounds (DC17), hallow 
(DC19), holy smite (DC18) 

o 1/Day: dispel evil (DC19), raise dead 
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o Caster level 11th. The save DCs are 
Charisma-based. 

• Celestial traits: All creatures with the Celestial 
subtype possess the following traits: 

o Immunity to acid, cold, & petrification. 
o Resistance to electricity 10 & fire 10. 
o +4 racial bonus on saves against poison. 
o Protective Aura (Su): Against attacks made 

or effects created by evil creatures, this 
ability provides a +4 deflection bonus to AC 
& a +4 resistance bonus on saving throws to 
anyone within 20’ of the celestial. 
Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of 
invulnerability, both with a radius of 20’ 
(caster level equals celestial’s HD). (The 
defensive benefits from the circle are not 
included in a celestial’s statistics block.) 

o Tongues (Su): All celestials can speak with 
any creature that has a language, as though 
using a tongues spell (caster level equal to 
celestial’s Hit Dice). This ability is always 
active. 

• Deliverance from Death (Ex): Rudrana devas are 
immune to all death spells & magical death effects. 
They are likewise immune to ability damage, ability 
drain, & energy drain. 

• Good traits: All creatures with the good subtype 
possess the following traits: 

o If the good creature’s alignment changes, 
then it will still retain this subtype. 

o Any effect that depends on alignment affects 
a creature with this subtype as if the creature 
has a good alignment, no matter what its 
alignment actually is. The creature also 
suffers effects according to its actual 
alignment. 

o A creature with the good subtype overcomes 
damage reduction as if its natural weapons 
& any weapons it wields were good-aligned. 

• Uncanny Dodge (Ex): Rudrana devas can react to 
danger before their senses would normally allow them 
to do so. They retain their Dexterity bonus to AC (if 

any) even if they are caught flat-footed or struck by an 
invisible attacker. However, they still loses her 
Dexterity bonus to AC if immobilized. 

• +12 natural armor bonus. 
• Automatic Languages: Celestial (Deva). Bonus 

Languages: Archaic (Admajai) & Houri. 
• Favored Class: Paladin. 
• Level Adjustment: +2. 

 
 A handsome human being appears before you. It cannot 
be human, though, for it is at least a head taller than most men, & 
two large feathered wings grow from its well-muscled back. Its 
skin is dark brown, its hair is jet black, & its eyes are a piercing 
green. Clad in a simple loincloth, the pensive figure looks about, 
as if searching for something. 
 
 As the rank-&-file soldiers in the war against all that is 
evil, devas are vigilant (& militant) representatives of divine 
power. In the Kamala, devas act in His stead, maintain the planar 
balance & combating evil beings wherever they may be found. 
Patrolling the mist-covered lands of Najmah are the Second Host, 
the devas of the Order of Rudrana. 

Equal in rank to the better-known mitrana devas, a 
rudrana deva (roo-DRAH-nah DAY-vah) is more stoic & reserved 
than its kin of the other two orders. Despite their beatific nature, 
they are completely silent on certain matters. They will not speak 
of religious or existential matters, & they are reluctant to talk about 
anything that isn’t related to their objectives. Divinely patient, with 
a great appreciation for balance, rudrana devas are often Neutral 
Good. 

A rudrana deva is about 7½’ tall, & weighs about 250 
pounds. They speak Archaic, Celestial, & Houri. 
 
Plot Hooks 

• A quiet man in thick robes has been seen all around 
town, apparently searching for something (or someone). 

• A squad of devas has engaged an entire horde of ghuls, 
& are losing the battle. 

• A wounded deva cannot speak of how or why he ended 
up left for dead in the desert sands. 

 

 

Dire Hyena 
Large Animal 
Hit Dice: 6d8+18 (45HP) 
Initiative: +2 
Speed: 50’ (10 squares) 
Armor Class: 14 (-1 size, +2 Dex, +3 natural); touch 11; flat-footed 
12 
Base Attack/Grapple: +4/+16 
Attack: Bite +12 melee (1d8+11) 
Full Attack: Bite +12 melee (1d8+11) 
Space/Reach: 10’/5’ 
Special Attacks: Trip 
Special Qualities: Animal traits, Low-Light Vision, Scent, Skills 
Saves: Fort +8, Ref +7, Will +6 
Abilities: Str 26 (+8), Dex 15 (+2), Con 17 (+3), Int 2 (-4), Wis 13 
(+1), Cha 10 (+0) 
Skills: Hide +2*, Listen +8, Spot +7 
Feats: Alertness, Run, Track (Bonus), Weapon Focus (bite) 
Environment: warm desert or plains (Siraaj) 
Organization: solitary or pack (5-8) 
Challenge Rating: 3 
Treasure: N/A 

Alignment: always Neutral 
Advancement: 7-18HD (Large) 
Level Adjustment: N/A 
 
Combat 

Dire hyenas prefer to attack in packs, surrounding & 
flanking a foe when they can. A favorite tactic is to send a few 
individuals against the foe’s front while the rest of the pack circles 
& attacks from the flanks or rear. 
 
Trip (Ex): A dire hyena that hits with its bite attack can attempt to 
trip the opponent (+2 check modifier) as a free action without 
making a touch attack or provoking an attack of opportunity. If the 
attempt fails, the opponent cannot react to trip the dire hyena. 
 
Animal Traits: All creatures with the Animal type possess the 
following traits:  

 Intelligence score of 1 or 2 (no creature with 
an Intelligence score of 3 or higher can be an animal).  
 Low-light vision.  
 Alignment: always Neutral.  
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 Treasure: N/A.  
 Proficient with its natural weapons only. A 
non-combative herbivore uses its natural weapons as a 
secondary attack. Such attacks are made with a -5 
penalty on the creature’s attack rolls, & the animal 
receives only ½ its Strength modifier as a damage 
adjustment.  
 Proficient with no armor unless trained for 
war.  
 Animals eat, sleep, & breathe.  

 
Scent (Ex): A dire hyena can detect opponents by sense of smell 
within 30’ (×2 for upwind opponents, ×½ for downwind 
opponents). 
 
Skills: A dire hyena has a +2 racial bonus on Hide, Listen, Move 
Silently, & Spot checks. It also has a +4 racial bonus on Hide 
checks in areas of tall grass or heavy undergrowth. 
 
Dire Hyena Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about dire hyenas. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Prowling the wild savannahs are giant hyenas, 
wild dogs the size of a bear.” A character making this check recalls 
all animal traits. 
 DC18: “Properly called dire hyenas, these primal beasts 
can knock down their prey as easily as their smaller kin.” A 
character making this check knows the workings of the Trip 
ability. 

 DC23: “They are adept at tracking victims by smell, & 
will completely consume a creature, even so much as digesting the 
bones.” A character making this check remembers the mechanics 
of Scent, as well as the creature’s Skill bonuses. 
 
 The monstrous beast is the size of a bear, but has the 
shape of an improbably-massive hyena. Its shaggy, matted fur is a 
mottled brown & tan, spotted with dark marks, & fading to black 
at the legs. Its primal face is a vicious drooling maw of fangs, with 
its tongue lolling out mindlessly. Its eyes are crazed & darting, as 
if the fiend were in a state of near-panic. The gruesome creature 
periodically emits a deep throaty cackle, as if laughing at its own 
sick joke. 
 

Dire hyenas are efficient pack hunters that will kill 
anything they can catch, & will gladly eat any animal, living or 
long since dead. Roaming the savannas of Siraaj, they are 
infamous for their cunning & their unnerving vocalizations. 

A dire hyena is about 8’-10’ long, about 4’-5’ tall, & 
weighs around 700-900 pounds. They cannot speak, but they can 
be taught to understand some simple commands; they react best to 
the Gnoll tongue. 
 
Plot Hooks 

• A small village has been hit hard by dire hyenas in 
recent months, & the attacks seem to be escalating. 

• An eccentric noble is in trouble with the sultan for 
keeping a dire hyena as a pet. 

• A caravan was slaughtered by a pack of dire hyenas, 
leaving only a sole survivor. 

 
 

Div 
Small Outsider (Evil, Extraplanar) 
Hit Dice: 1d8 (4HP) 
Initiative: +8 
Speed: 20’ (4 squares), Fly 60’ (12 squares, perfect 
maneuverability) 
Armor Class: 18 (+1 size, +4 Dex, +3 natural); touch 15; flat-
footed 14 
Base Attack/Grapple: +1/-2 
Attack: Glaive +3 melee (1d8+1/×3, 10’ reach) 
Full Attack: Glaive +3 melee (1d8+1/×3, 10’ reach) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Chrysalis, Darkvision 60’, Evil traits, 
Extraplanar traits, Immunity to Fear, Resistance to Fire 5, Outsider 
traits 
Saves: Fort +2, Ref +6, Will +3 
Abilities: Str 13 (+1), Dex 18 (+4), Con 10 (+0), Int 4 (-3), Wis 12 
(+1), Cha 14 (+2) 
Skills: Hide +9, Move Silently +6, Spot +3 
Feats: Improved Initiative 
Environment: warm deserts (Najmah) 
Organization: solitary or brood (2-6) 
Challenge Rating: ½ 
Treasure: Glaive, Small (1d8, 20/×3, 5lbs, slashing, 10’ reach) 
Alignment: always Neutral Evil 
Advancement: 2-3HD (Small), 4HD (Medium) 
Level Adjustment: N/A 
 
Combat 
 Despite their small size, divi are utterly fearless in 
battle. A div will attack anything that is in its range, & will 
continue to attack until either itself or all moving creatures in the 
area are dead. They sometimes attack in small packs of no more 

than six, but only for short periods before they turn on each other. 
A div will usually “greet” new creatures by diving to attack from 
above with its glaive. It will then most often land, hacking at its 
foes in a crazed frenzy. 
 
Chrysalis (Ex): A div gains 1HD per year, assuming it survives 
that long. Upon gaining 4HD total (a rare achievement for the 
reckless divi), it will hide far from others, encasing itself in a 
protective cocoon for another year. This div pupa is Medium size, 
with an AC of 7 (as an inanimate object), a hardness of 8, & 18HP. 
After the end of that year, the cocoon will open to reveal a new 
almasti. 
 
Evil traits: All creatures with the Evil subtype (known as fiends) 
possess the following traits: 
 If the evil creature’s alignment changes, then it will still 
retain this subtype. 
 Any effect that depends on alignment affects a creature 
with this subtype as if the creature has an evil alignment, no matter 
what its alignment actually is. The creature also suffers effects 
according to its actual alignment. 
 A creature with the evil subtype overcomes damage 
reduction as if its natural weapons & any weapons it wields were 
evil-aligned. 
 
Immunity to Fear (Su): A div is completely immune to fear & 
fear-causing effects (magical or otherwise). 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
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When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons.  
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields.  
• Outsiders breathe, but do not need to eat or sleep 

(although they can do so if they wish). 
 
Div Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about divi. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC11: “Size doesn’t matter for certain monsters, as 
some wicked creatures make up for their small stature with added 
viciousness.” A character making this check recalls all extraplanar 
outsider traits. 
 DC16: “One such creature is commonly called a div, & 
this fiend is not only fearless, but also resistant to flames.” A 
character making this check knows of the div’s Immunity to Fear 
& Resistance to Fire. 
 DC21: “If they manage to survive, an advanced div will 
form a cocoon & begin to pupate.” A character making this check 
remembers the mechanics of Chrysalis. 
 DC26: “A div will never stop in its quest for slaughter 
& destruction; it will attack other divi, or even inanimate objects & 

structures.” A character making this check is familiar with a div’s 
combat tactics & monster statistics. 
 
 This little winged creature appears to be a small, gaunt 
humanoid with impish features. Its tail is barbed, its legs end in 
cloven hooves, & it sports tiny horns on its sloping head. The 
beast’s face is long & dull-looking, dominated by an outsized, 
hooked nose. Its hunched form would look pathetic if it were not 
for the fact that it is wielding a glaive aggressively. 
 

The malevolent spawn of the almasti, the divi (singular 
div) are the bane of all creatures. They relentlessly attack anything 
that moves, even others of their own kind. If they cannot find prey, 
they will destroy all breakable objects within sight before attacking 
walls & trees. They do not kill to eat, but seemingly just for the joy 
of the kill. In fact, the only time that the zealous fiends display any 
true joy is just after a choice slaughter. 

A div (DIHV) is about 2½’ tall & weighs around 35 
pounds. They cannot speak, but they do comprehend simple, basic 
orders given in either Common or Ghul tongues. 
 
Plot Hooks 
 A local temple was recently destroyed by wild implike 
beasts. 
 A large cocoon was discovered in a nearby cave, 
surrounded by the skeletons of small winged creatures. 
 A brood of divi spells trouble for a local bazaar, & no 
one knows where they came from or how they got there. 
 

 

Dragon, Desert 
Type: Dragon (Earth) 
Environment: warm deserts 
Organization: Wyrmling, Very Young, Young, Juvenile, & 
Young Adult: solitary or clutch (2-5); Adult, Mature Adult, Old, 
Very Old, Ancient, Wyrm, or Great Wyrm: solitary, pair, or family 
(1-2 & 2-5 offspring) 
Challenge Rating: Wyrmling 3, Very Young 5, Young 7, Juvenile 
9, Young Adult 11, Adult 13, Mature Adult 15, Old 17, Very Old 
19, Ancient 21, Wyrm 23, Great Wyrm 25 

Treasure: triple standard 
Alignment: always any Evil 
Advancement: Wyrmling 5-6HD, Very Young 8-9HD, Young 11-
12HD, Juvenile 14-15HD, Young Adult 17-18HD, Adult 20-
21HD, Mature Adult 23-24HD, Old 26-27HD, Very Old 29-31HD, 
Ancient 33-35HD, Wyrm 37-39HD, Great Wyrm 41+HD 
Level Adjustment: Wyrmling +3, Very Young +4, Young +5, 
Juvenile +6, Young Adult +7, & all others N/A 

 
Table 9-1a: Desert Dragons by Age 

Age Size Hit Dice (HP) Strength Dexterity Constitution Intelligence Wisdom Charisma 
Wyrmling Tiny 4d12+4 (30) 11 (+0) 10 (+0) 13 (+1) 8 (-1) 11 (+0) 8 (-1) 
Very Young Small 7d12+7 (52) 14 (+2) 10 (+0) 13 (+1) 10 (+0) 11 (+0) 10 (+0) 
Young Small 10d12+20 (85) 17 (+3) 10 (+0) 15 (+2) 10 (+0) 13 (+1) 10 (+0) 
Juvenile Medium 13d12+39 (123) 20 (+5) 10 (+0) 17 (+3) 12 (+1) 13 (+1) 12 (+1) 
Young Adult Medium 16d12+64 (168) 23 (+6) 10 (+0) 19 (+4) 14 (+2) 15 (+2) 14 (+2) 
Adult Large 19d12+95 (218) 26 (+8) 10 (+0) 21 (+5) 16 (+3) 15 (+2) 16 (+3) 
Mature Adult Large 22d12+132 (275) 29 (+9) 10 (+0) 23 (+6) 18 (+4) 17 (+3) 18 (+4) 
Old Huge 25d12+175 (337) 32 (+11) 10 (+0) 25 (+7) 20 (+5) 19 (+4) 20 (+5) 
Very Old Huge 28d12+224 (406) 35 (+12) 10 (+0) 27 (+8) 20 (+5) 21 (+5) 20 (+5) 
Ancient Gargantuan 32d12+288 (496) 38 (+14) 10 (+0) 29 (+9) 22 (+6) 23 (+6) 22 (+6) 
Wyrm Gargantuan 36d12+360 (594) 41 (+15) 10 (+0) 31 (+10) 24 (+7) 25 (+7) 24 (+7) 
Great Wyrm Colossal 40d12+400 (660) 44 (+17) 10 (+0) 31 (+10) 26 (+8) 27 (+8) 26 (+8) 

 
Table 9-1b: Desert Dragons by Age, continued 
Age BAB/Grapple Attack Fortitude Reflex Will Breath Weapon (DC) Frightful Presence DC 
Wyrmling +4/-4 +6 +5 +4 +4 2d6 (13) -- 
Very Young +7/+5 +10 +6 +5 +5 4d6 (14) -- 
Young +10/+9 +14 +9 +7 +8 6d6 (17) -- 
Juvenile +13/+18 +18 +11 +8 +9 8d6 (19) -- 
Young Adult +16/+22 +22 +14 +10 +12 10d6 (22) 20 
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Adult +19/+31 +26 +16 +11 +13 12d6 (24) 22 
Mature Adult +22/+35 +30 +19 +13 +16 14d6 (27) 25 
Old +25/+44 +34 +21 +14 +18 16d6 (29) 27 
Very Old +28/+48 +38 +24 +16 +21 18d6 (32) 29 
Ancient +32/+58 +42 +27 +18 +24 20d6 (35) 32 
Wyrm +36/+63 +47 +30 +20 +27 22d6 (38) 35 
Great Wyrm +40/+73 +49 +32 +22 +30 24d6 (40) 38 
 
Table 9-2: Desert Dragon Abilities by Age 

Age Speed Initiative AC Special Abilities Caster Level SR 

Wyrmling 
50’, burrow 25’, 
fly 100’ (average) +0 

15 (+2 size, +3 natural), touch 
12, flat-footed 15 Immunity to Sonics, Create/Destroy Water -- -- 

Very Young 
50’, burrow 25’, 
fly 100’ (average) +0 

17 (+1 size, +6 natural), touch 
11, flat-footed 17 -- -- -- 

Young 
50’, burrow 25’, 
fly 150’ (poor) +0 

20 (+1 size, +9 natural), touch 
11, flat-footed 20 -- 1st -- 

Juvenile 
50’, burrow 25’, 
fly 150’ (poor) +0 

22 (+12 natural), touch 10, flat-
footed 22 Endure Elements 3rd -- 

Young Adult 
50’, burrow 25’, 
fly 150’ (poor) +0 

25 (+15 natural), touch 10, flat-
footed 25 DR 5/magic 5th 17 

Adult 
50’, burrow 25’, 
fly 150’ (poor) +0 

27 (-1 size, +18 natural), touch 
9, flat-footed 27 Gust of Wind 7th 19 

Mature Adult 
50’, burrow 25’, 
fly 150’ (poor) +0 

30 (-1 size, +21 natural), touch 
9, flat-footed 30 DR 10/magic 9th 21 

Old 
50’, burrow 25’, 
fly 150’ (poor) +0 

32 (-2 size, +24 natural), touch 
8, flat-footed 32 Crushing Despair 11th 23 

Very Old 
50’, burrow 25’, 
fly 150’ (poor) +0 

35 (-2 size, +27 natural), touch 
8, flat-footed 35 DR 15/magic 13th 25 

Ancient 
50’, burrow 25’, 
fly 200’ (clumsy) +0 

36 (-4 size, +30 natural), touch 
6, flat-footed 36 Move Earth 15th 27 

Wyrm 
50’, burrow 25’, 
fly 200’ (clumsy) +0 

39 (-4 size, +33 natural), touch 
6, flat-footed 39 DR 20/magic 17th 29 

Great Wyrm 
50’, burrow 25’, 
fly 200’ (clumsy) +0 

38 (-8 size, +36 natural), touch 
2, flat-footed 38 Earthquake 19th 31 

 
Combat 

A desert dragon’s hide is almost the same color as their 
native sands, & they use this fact to great tactical advantage. They 
will often lie motionless, sometimes even partially buried, & wait 
to ambush their prey. Once they are ready to strike, they usually 
start combat with their breath weapon, or gust of wind (for adult 
dragons). Younger dragons use the skies to their advantage, taking 
flight & using hit-&-run tactics to decimate their foes. Older 
dragons like to demoralize their victims prior to ending their lives, 
& so they typically rely on their spell-like abilities. They consider 
retreating to be a mark of great shame, so they are loathe to run 
away from a battle unless they are sure to lose. They will, 
however, defend their underground domains to the death, but only 
to protect either their hoard or their eggs. 
 
Breath Weapon (Su): A desert dragon has one type of breath 
weapon, a cone of sonic damage. 
 
Create/Destroy Water (Sp): A desert dragon of any age can use 
this ability three times per day. It works like the create water spell, 
except that the dragon can decide to destroy water instead of 
creating it, which automatically spoils unattended liquids 
containing water. Magic items (such as potions) & items in a 
creature’s possession must succeed on a Will save (DC equal to 
that of the dragon’s frightful presence) or be ruined. This ability is 
the equivalent of a 1st-level spell. 
 
Other Spell-Like Abilities 

• 3/day: endure elements (juvenile or older), gust of wind 
(adult or older) 

• 1/day: crushing despair (old or older), move earth 
(ancient or older), earthquake (great wyrm). 

 
Skills: Hide, Move Silently, & Survival are considered class skills 
for desert dragons. 
 
Dragon Traits: A dragon possesses the following traits (unless 
otherwise noted in the description of a particular kind). 

• Darkvision out to 60’ & low-light vision. 
• Immunity to magic sleep effects & paralysis effects. 
• Proficient with its natural weapons only unless 

humanoid in form (or capable of assuming humanoid 
form), in which case proficient with all simple weapons 
& any weapons mentioned in its entry. 

• Proficient with no armor. 
• Dragons eat, sleep, & breathe. 

 
Desert Dragon Lore 

Characters with ranks in Knowledge (arcana) can learn 
more about desert dragons. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DCs. 

• DC18: “Desert dragons are evil, vain, territorial 
dragons that live in barren deserts full of shifting sand 
& massive dunes.” A character making this check 
recalls all earth dragon traits. 

• DC23: “They possess a breath weapon that produces a 
cone of painful sound.” A character making this check 
knows the workings of the Breath Weapon ability. 
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• DC28: “They are immune to electricity & can 
create/destroy water from birth. At various stages of its 
life, a desert dragon gains damage reduction; young 
adult: DR 5/magic, mature adult: DR 10/magic, very 
old: DR 15/magic, & wyrm: DR 20/magic.” 

• DC33: “At various stages of its life, a desert dragon 
gains the following special abilities: juvenile: sound 
imitation, adult: ventriloquism, old: hallucinatory 
terrain, ancient: veil, & great wyrm: mirage arcana.” 

 
Desert dragons are the alpha predators of the arid 

wastes of the world, at the very top of the food chain, & are 
creatures of myth, legend, & nightmare in most cultures of Siraaj. 
A desert dragon is fond of basking in the scorching desert sun, 
content in its solitude & immunity to the harsh environment. They 
usually retreat underground from sunset to sunrise, only leaving 
their subterranean nests to hunt or defend their territory. It is in 
these private dens that they store their vast hoards of treasure. 
 

They hoard treasure, but only because they know that 
humanoids value such things, & they like their food to come to 
them. They have no need for treasure themselves, & so it is only 
useful to them as bait for greedy morsels. They will often leave a 
trail of coins & jewels leading back to their cavernous dens, & lie 
in wait for someone foolish enough to follow it in, lending 
credence to the phrase “a coin in the hand it worth ten in the cave.” 
They gather nearly anything that looks valuable, but they are most 
fond of semi-precious metals, such as bronze, copper, & brass. 
Although they are not as expensive as gold, silver, & jewels, their 
chosen metals are easy to come by, are of a pleasing color in their 
eyes. 
 

They are intelligent, & the older ones have superhuman 
intellects. But they have an alien mindset that is barely compatible 
with humanoid thought processes. They don’t use tools, for one 
thing, as they have many natural ones on their body (claws, teeth, 
horns, tail, & wings). Also, they don’t communicate via language 
very often, even amongst each other. They once learned to speak 
Old Alhaggi (the precursor to modern Alhaggi) from the lizardfolk, 
& they still use that today to communicate verbally, but they do so 
only rarely, seeing little benefit from talking with their competition 
(each other) or their food (everyone else). 
 

They are known by different names in different 
languages. The Admajai called them the quhad-gul (“ravenous 
serpent”), the kobolds know them as darar al-janah (“wing of 
evil”), the aazlai call them the joka la hadithi (“serpent of 
legend”), & even the dvernin of Yan have a name for them, 
frekrdyr (“greedy beast”). In almost any land on Siraaj, the desert 
dragons are known as evil, voracious, & mighty. 
 

A desert dragon’s scales vary in color from a sandy 
ivory to a dusky umber, polished to a glossy finish by blowing 
desert sands. The size of its scales increases little as the dragon 
ages, although they do become thicker & harder. Its hide always 
smells dusty, like the beast has been buried underneath the dunes 
for eons. They often get sand trapped underneath their scales, & so 
almost any movement will release a light shower of sandy 
particles. Their dull, drab coloring makes desert dragons difficult 
to spot in barren desert surroundings. They usually supplement 
their natural camouflage by remaining submerged beneath the 
dunes until prey is near. 
 

They are sometimes compelled to raid a village or a 
caravan for sustenance, but this done only at night, when the 
blazing heat of the sun is replaced by the cold desert winds. 
Despite their reptilian appearance, they are warm-blooded, so they 
have a relatively-high metabolism, meaning that it takes a lot of 
fuel to sustain them. They can get around this by hibernating & by 
resting during the hot daylight hours, but during mating season or 
migration periods, they must feed often & well to survive. While a 
humanoid will sate them for a day, they can last for much longer 
on the flesh of a horse or a karkadan, & longer still on a sarsaok’s 
carcass. The only time that they will attack during the daytime is 
when they are starving, which during mating or migration times 
can be alarmingly often, & this is when they are at their most 
dangerous. 
 
Plot Hooks 

• A desert dragon has been sighted in the area, potentially 
delaying a major religious pilgrimage. 

• An obsessed noble is gathering a party of mercenaries 
to hunt & slay a desert dragon nest that has plagued the 
area for some time. 

• A desert dragon has arrived in the area & is demanding 
tribute from the locals. 

 

Dvernin 
Warrior 1 
Medium Humanoid (Dvernin) 
Hit Dice: 1d8+2 (6HP) 
Initiative: +0 
Speed: 20’ (4 squares) 
Armor Class: 17 (+5 breastplate, +2 heavy steel shield); touch 10; 
flat-footed 17 
Base Attack/Grapple: +0/+2 
Attack: Heavy Pick +3 melee (1d6+2/×4) or Throwing Axe +0 
ranged (1d6+2, 10’ range increment) 
Full Attack: Heavy Pick +3 melee (1d6+2/×4) or Throwing Axe +0 
ranged (1d6+2, 10’ range increment) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Cold Resistance 5, Darkvision 60’, Hot-
Blooded, Humanoid traits, Stability, Stonecunning 
Saves: Fort +4, Ref +0, Will -1 
Abilities: Str 14 (+2), Dex 11 (+0), Con 15 (+2), Int 10 (+0), Wis 8 
(-1), Cha 10 (+0) 
Skills: Appraise +2, Craft (ice masonry) +4, Listen +3, Spot +3 
Feats: Alertness 

Environment: cold mountains or underground (Siraaj) 
Organization: solitary, pair, squad (2-4), company (11-20 plus 2 
3rd-level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: ½ 
Treasure: standard 
Alignment: often Lawful Good 
Advancement: by character class 
Level Adjustment: +0 
 
Combat 
 The dvernin have a proud tradition as warriors & ardent 
defenders of their barren land. They are often quite eager to prove 
their mettle in battle, & will only surrender or retreat is they 
absolutely must to protect others from shame or death. Since they 
are resistant to cold, as well as slipping on ice, they will wisely try 
to battle other creatures in such conditions, so as to put their 
opponents at a disadvantage. Their preferred weapons are adapted 
from their mining tools: the pick & the axe. 
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Cold Resistance (Ex): A dvernin is resistant to all damage from 
cold (including non-magical forms of cold damage); they ignore 
the first 5 points of cold damage each round. 
 
Hot-Blooded: Dvernin are adapted to living in cold condions, & 
they are unaccustomed to dealing with warmer temperatures. For 
them, the ambient temperature is considered one category hotter 
than it actually is. However, they only suffer from heat exposure in 
temperatures above 90°F. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Stability (Ex): A dvernin gains a +4 racial bonus on Strength 
checks made to resist being bull rushed or tripped when standing 
on the ground (but not when climbing, flying, riding, or otherwise 
not standing firmly on the ground). A dvernin also gains a +4 
racial bonus on Balance & Tumble checks when standing or 
moving on ice. 
 
Stonecunning (Ex): This ability grants a dvernin a +2 racial bonus 
on Search checks to notice unusual stonework, such as sliding 
walls, stonework traps, new construction (even when built to 
match the old), unsafe stone surfaces, shaky stone ceilings, & the 
like. Something that isn’t stone but that is disguised as stone also 
counts as unusual stonework. A dvernin who merely comes within 
10’ of unusual stonework can make a Search check as if he were 
actively searching, & a dvernin can use the Search skill to find 
stonework traps as a rogue can. A dvernin can also intuit depth, 
sensing his approximate depth underground (within 20’) as 
naturally as a human can sense which way is up. 
 
Dvernin Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about dvernin. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC11: “In the snow-covered wastes of the southern 
continent, there is a race of stout, robust warriors, adapted to the 
oppressive cold.” A character making this check recalls all 
humanoid traits. 
 DC16: “Called the dvernin, these hardy people are able 
to endure frigid temperatures, & are steady on their feat, giving 
them an advantage in their arctic home.” A character making this 
check knows the workings of the Cold Resistance & Stability 
qualities. 
 DC21: “Dvernin are skilled builders & diggers, able to 
notice unusual stonework at a glance.” A character making this 
check remembers the dvernin’s Stonecunning & racial bonuses. 
 DC26: “They build maze-like subterranean complexes, 
& many of them spend most of their lives underground, safe from 
the bitter chill above.” A character making this check is familiar 
with how to find the nearest dvernin settlement. 
 
Abilities & Racial Features 
Dvernin characters possess the following racial traits: 

• Constitution +2, Charisma -2. 
• Humanoid (Dvernin): Dvernin are subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. 

• Medium Size: As Medium creatures, dvernin have no 
special bonuses or penalties due to their size. 

• A dvernin’s base land speed is 20 feet. However, 
dvernin can move at this speed even when wearing 
medium or heavy armor or when carrying a medium or 
heavy load (unlike other creatures, whose speed is 
reduced in such situations). 

• Darkvision out to 60 feet. 
• Cold Resistance (Ex): A dvernin is resistant to all 

damage from cold (including non-magical forms of 
cold damage); they ignore the first 5 points of cold 
damage each round. 

• Hot-Blooded: Dvernin are adapted to living in cold 
condions, & they are unaccustomed to dealing with 
warmer temperatures. For them, the ambient 
temperature is considered one category hotter than it 
actually is. However, they only suffer from heat 
exposure in temperatures above 90°F. 

• Stability (Ex): A dvernin gains a +4 bonus on ability 
checks made to resist being bull rushed or tripped when 
standing on the ground (but not when climbing, flying, 
riding, or otherwise not standing firmly on the ground). 

• Stonecunning (Ex): This ability grants a dvernin a +2 
racial bonus on Search checks to notice unusual 
stonework, such as sliding walls, stonework traps, new 
construction (even when built to match the old), unsafe 
stone surfaces, shaky stone ceilings, & the like. 
Something that isn’t stone but that is disguised as stone 
also counts as unusual stonework. A dvernin who 
merely comes within 10 feet of unusual stonework can 
make a Search check as if he were actively searching, 
& a dvernin can use the Search skill to find stonework 
traps as a rogue can. A dvernin can also intuit depth, 
sensing his approximate depth underground (within 20 
feet) as naturally as a human can sense which way is 
up. 

• +2 racial bonus on Fortitude saving throws against 
poison. 

• +2 racial bonus on Appraise checks that are related to 
stone or ice items. 

• +2 racial bonus on Craft checks that are related to stone 
or ice. 

• Automatic Languages: Common & Kjathr. Bonus 
Languages: Auran, Pahrai, & Terran. 

• Favored Class: Fighter. 
• Level Adjustment: +0. 

 
The stout figure before you looks like a short, solidly-

build human. Its pale hair is braided into multiple queues, which 
are bound with metal rings, & it has piercing blue eyes, as cold & 
as hard as any iceberg. It is garbed in thick, fur-lined clothing, as 
well as armor that appears to keep out the cold rather well, despite 
its many metal plates. 
 
 In the frigid wastelands of Yan & Bhul, in 
southernmost Siraaj, life is as harsh & as difficult as the most 
inhospitable sun-scorched deserts. The temperature rarely rises 
above freezing, & the wind scours the icy landscape. But life does 
survive, even here, & it is of sturdy stock. Among the hardiest & 
most enduring of these creatures is a race of people known as the 
Dvernin. 
 The dvernin (duh-VAER-nin) have lived in the frozen 
tundra of Gatheilar (which, in their tongue, means “south-land”) 
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since time immemorial. They have learned to survive by digging 
through ice & stone to live underground in labyrinthine tunnel 
networks, far below the wind & snow. They are masterful builders 
& excavators, eager to apply their expertise to the next communal 
project. They are a gruff, conservative people, reticent in their 
dealing with outsiders. Their insular communities are usually made 
up of extended familial clans. 

A dvernin is about 4’-5’ tall, & weighs around 140-260 
pounds. They speak Common & Kjathr. 

 
Plot Hooks 
 A grizzled dvernin warrior is drinking his sorrows away 
in a local tavern, & he has quite a tale to tell. 
 A company of dvernin has arrived in port in a strange 
ship with unknown intent. 
 A pair of dvernin wishes to trade with a caravan, but the 
merchants won’t accept their goods. 
 

Genie, Dao 
Large Outsider (Earth, Extraplanar) 
Hit Dice: 8d8+16 (52HP) 
Initiative: +0 
Speed: 30’ (6 squares), Burrow 20’ (4 squares) 
Armor Class: 17 (-1 size, +8 natural); touch 9; flat-footed 17 
Base Attack/Grapple: +8/+18 
Attack: Slam +13 melee (1d8+6) or Warhammer +13 melee 
(2d6+6/×3) 
Full Attack: 2 Slams +13 melee (1d8+6) or Warhammer 
+13/+8/+3 melee (2d6+6/×3) 
Space/Reach: 10’/10’ 
Special Attacks: Earth Mastery, Push, Spell-Like Abilities 
Special Qualities: Darkvision 60’, Extraplanar traits, Outsider 
traits, Telepathy 100’ 
Saves: Fort +8, Ref +6, Will +8 
Abilities: Str 22 (+6), Dex 11 (+0), Con 14 (+2), Int 11 (+0), Wis 
15 (+2), Cha 14 (+2) 
Skills: Concentration +12, Craft (any) +11, Intimidate +13, Listen 
+14, Spellcraft +10, Spot +16 
Feats: Alertness, Cleave, Power Attack 
Environment: any (Najmah) 
Organization: solitary, company (2-5), or band (6-15) 
Challenge Rating: 7 
Treasure: standard coins; double goods; standard items 
Alignment: usually Lawful Neutral 
Advancement: 9-12HD (Large), 13-24HD (Huge) 
Level Adjustment: +7 
 
Combat 

In a fight, a dao rearranges the battlefield to suit it. 
Using move earth, transmute rock to mud, & wall of stone, it 
divides its foes, seals off (or creates) escape routes, & prevents 
opponents from maneuvering effectively. Then it eagerly puts its 
might to the test, wading into the thick of a melee with fists 
flailing. In a pinch, it will employ an earthquake to deal with 
troublesome enemies, or plane shift to escape the battle entirely. 
 Like an efreet, a dao can be summoned through the use 
of a summon monster VIII spell. 
 
Earth Mastery (Ex): A dao gains a +1 bonus to attack & damage 
rolls if both it & its foe are touching the ground. If an opponent in 
airborne or waterborne, the dao suffers a -4 penalty on attack & 
damage rolls (these modifiers are not included in the statistics 
block). 
 
Push (Ex): A dao can start a bull rush attempt without provoking 
an attack of opportunity. The combat modifiers given in Earth 
Mastery also apply to the dao’s opposed Strength checks. 
 
Spell-Like Abilities 

• At Will: invisibility (DC14), stone shape, wall of stone 
(DC17) 

• 3/Day: move earth, transmute mud to rock (DC17), 
transmute rock to mud (DC17) 

• 1/Day: earthquake (DC20), plane shift (DC19), grant 
up to 3 wishes (DC21)** 

• Caster level 19th. The save DCs are Charisma-based. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields. 
• Outsiders breathe, but do not need to eat or sleep 

(although they can do so if they wish). 
 
Dao Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about dao. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC17: “There are genies for every element, & the 
earth-genies are as stoic & rigid as the stone they resemble.” A 
character making this check recalls all earth, extraplanar, & 
outsider traits. 
 DC22: “Known as the dao, they are able to use their 
terrestrial affinity to great advantage, coaxing the earth itself to do 
their bidding.” A character making this check knows the workings 
of the Earth Mastery & Push abilities. 
 DC27: “Wielding powerful earthly magic, they run 
gem-mining operations from their rocky citadels.” A character 
making this check remembers a dao’s spell-like abilities. 
 DC32: “At the top of their strict hierarchies are the 
khans, which rule over all dao & answer only to the Great Khan.” 
A character making this check is familiar with dao tactics, as well 
as where they gather & live. 
 
Abilities & Racial Features 
Dao characters possess the following racial traits: 

• Strength +8, Constitution +2, Wisdom +2, Charisma 
+6. 

• Outsider (Extraplanar): Dao are not subject to spells 
or effects that affect humanoids only, such as charm 
person or dominate person. Spells that restore souls to 
their bodies, such as raise dead, reincarnate, & 
resurrection, don’t work on them. It takes a different 
magical effect, such as limited wish, wish, miracle, or 
true resurrection, to restore it to life. They breathe, but 
do not need to eat or sleep (although they can do so if 
they wish). 

• Large Size: As a Large creature, a dao gains a -1 size 
penalty to Armor Class, a -1 size penalty on attack rolls, 
& a -4 size penalty on Hide checks, but he or she uses 
Medium-size weapons, gains a +4 size bonus on 
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Grapple checks, & his or her lifting & carrying limits 
are 2× of those of a Medium character. 

• Racial Hit Dice: A dao begins with 8 levels of 
outsider, which provide 8d8 Hit Dice, a base attack 
bonus of +8, & base saving throw bonuses of Fortitude 
+6, Reflex +6, & Will +6. 

• Racial Skills: A dao’s outsider levels give it skill 
points equal to 11 × (8 + Int modifier, minimum 1). Its 
class skills are Concentration, Craft (any), Intimidate, 
Listen, Spellcraft, & Spot. 

• Racial Feats: A dao’s outsider levels give it 3 feats. 
• A dao’s base land speed is 30 feet. 
• A dao’s base burrow speed is 20 feet, & they can 

burrow through solid rock. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Slam (1d8 + Str); bludgeoning 

damage. 
• Earth Mastery (Ex): A dao gains a +1 bonus to attack 

& damage rolls if both it & its foe are touching the 
ground. If an opponent in airborne or waterborne, the 
dao suffers a -4 penalty on attack & damage rolls (these 
modifiers are not included in the statistics block). 

• Push (Ex): A dao can start a bull rush attempt without 
provoking an attack of opportunity. The combat 
modifiers given in Earth Mastery also apply to the 
dao’s opposed Strength checks. 

• Spell-Like Abilities 
o At Will: invisibility (DC14), stone shape, 

wall of stone (DC17) 
o 3/Day: move earth, transmute mud to rock 

(DC17), transmute rock to mud (DC17) 
o 1/Day: earthquake (DC20), plane shift 

(DC19), grant up to 3 wishes (DC21)** 
o Caster level 19th. The save DCs are 

Charisma-based. 
• Telepathy 100’ 
• +8 natural armor bonus. 
• Automatic Languages: Terran. Bonus Languages: 

Common. 
• Favored Class: Fighter. 
• Level Adjustment: +7. 

 
The impressive being is too large to be a human. A 

stocky & muscular figure, the large creature wears flowing silk 
robes, which contrasts with its angular stone-like skin. It is 
festooned with jewelry of all sorts. It regards you proudly with 
white pupil-less eyes. 
 
 Genies of the earthly persuasion, the Dao (DOW) often 
run gem-mining operations, either on Siraaj or on their home 
plane. They love to barter for power & wealth, but are apt to 
discount lesser creatures as mere resources to be exploited & then 
thrown away. Also called a Qehala-Sim (“Earth-Genie”), a dao is 
the most organized & orderly of all genie-kind. 
 On Najmah, many dao live in great citadels made of 
iron & stone, where they force elemental slaves to toil in their gem 
mines. Most of their citadels are ruled by a khan, which in turn is 
ruled over by a Great Khan. The rivalries among those who would 
become the Great Khan of the dao are intense & unending. 
Elsewhere, bands of dao organize themselves outside of the 
khanate, led by an ataman or a hetman. These leaders rule with a 
stony fist over the other dao & whatever slaves they have doing 
their mining for them. 

A dao is about 8-9’ tall & weighs around 1,600-1,800 
pounds. They speak Common & Terran. 
 
Plot Hooks 

• A dao noble is searching for an escaped slave, & is 
offering a large reward. 

• A dao-owned gem mine has been attacked by ghuls & 
needs defending. 

• A dao merchant is hiring brave couriers to deliver a 
strange package for him. 

 
*NOTE: Dao originally appeared in the Manual of the Planes, 
pages 172-174. This version is updated to version 3.5, & modified 
slightly to fit into the worlds of Zihaja. 
** NOTE: A dao can grant 3 wishes to any being (non-genies 
only) who captures it. Dao perform no other services &, upon 
granting the third wish, are free of their servitude. 
 

 

Genie, Marid 
Large Outsider (Extraplanar, Water) 
Hit Dice: 11d8+22 (71HP) 
Initiative: +3 
Speed: 20’ (4 squares), Swim 60’ (12 squares) 
Armor Class: 19 (-1 size, +3 Dex, +7 natural); touch 12; flat-footed 
16 
Base Attack/Grapple: +11/+21 
Attack: Slam +16 melee (1d8+6) or +1 Trident +17 melee (2d6+7) 
Full Attack: 2 Slams +16 melee (1d8+6) or +1 Trident 
+17/+12/+7/+2 melee (2d6+7) 
Space/Reach: 10’/10’ 
Special Attacks: Drench, Spell-Like Abilities, Vortex, Water 
Mastery 
Special Qualities: Darkvision 60’, Extraplanar traits, Outsider 
traits, Spell Resistance 27, Telepathy 100’, Water traits 
Saves: Fort +9, Ref +10, Will +9 
Abilities: Str 23 (+6), Dex 16 (+3), Con 14 (+2), Int 16 (+3), Wis 
15 (+2), Cha 15 (+2) 
Skills: Concentration +14, Craft (any) +16, Diplomacy +14, 
Escape Artist +15, Listen +16, Move Silently +15, Sense Motive 
+14, Spellcraft +15, Spot +16, Swim +18 
Feats: Alertness, Cleave, Great Cleave, Power Attack 
Environment: any aquatic (Najmah) 

Organization: solitary, company (2-5), or band (6-15) 
Challenge Rating: 9 
Treasure: double standard 
Alignment: usually Chaotic Neutral 
Advancement: 12-16HD (Large), 17-32HD (Huge) 
Level Adjustment: +9 
 
Combat 
 Every marid knows that it’s much safer in the water, so 
it rarely fights outside its element. But within the waves, the marid 
is a terror. Its primary tactic is to suck opponents into a Vortex, & 
then pick off any survivors with melee attacks. Marids are not 
known for their valor, so they will often flee from a losing battle. 
In that case, they will either swim away & use solid fog or acid fog 
to cover their flight, or they will simply employ a plane shift to 
escape. 
 A marid can be summoned through the use of a 
summon monster IX spell. 
 
Drench (Ex): A marid’s touch puts out torches, campfires, 
exposed lanterns, & other open flames of non-magical origin if 
these are of Large size or smaller. A marid can dispel magical fire 
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that it touches as if dispel magic were cast by an 11th-level 
sorcerer. 
 
Spell-Like Abilities 

• At Will: create water, invisibility (DC14), purify food 
& drink (water only, DC12) 

• 3/Day: control water (DC16), solid fog, water 
breathing (DC15) 

• 1/Day: acid fog, plane shift (DC19), grant up to 3 
wishes (DC21)** 

• Caster level 19th. The save DCs are Charisma-based. 
 
Vortex (Su): A marid can transform itself into a whirlpool once 
every 10 minutes (provided that it is underwater at the time) & 
remain in that form for up to 5 rounds. In this form, it can move 
through the water or along the bottom at its swim speed. 

The vortex is 5’ wide at the base, up to 30’ wide at the 
top & up to 10-40’ tall. The marid sets the height of the vortex 
within that range. Creatures that are one or more size categories 
smaller than the marid might take damage when caught in the 
vortex & may be swept up by it. 

A marid’s movement while in vortex form does not 
provoke attacks of opportunity, even if the marid enters the space 
another creature occupies. A marid in vortex form cannot make 
melee attacks & does not threaten the area around it. Another 
creature might be caught in the vortex if it touches or enters the 
vortex, or if the marid moves into or through the creature’s space. 

An affected creature must succeed on a Reflex save 
(DC21) when it comes into contact with the vortex or take 2d6 
points of damage. It must also succeed on a second Reflex save 
(DC21) or be picked up bodily & held suspended in the powerful 
currents, automatically taking 2d6 points of damage each round. A 
creature with a swim speed is allowed a Reflex save (DC21) each 
round to escape the vortex. The creature still takes damage but can 
leave if the save is successful. The save DC is Strength-based. The 
marid can eject any carried creatures whenever it wishes, 
depositing them wherever the vortex happens to be. 

Creatures trapped in the vortex cannot move except to 
go where the marid carries them or to escape the vortex. Creatures 
caught in the vortex can otherwise act normally, but must make a 
Concentration check (DC 15 + spell level) to cast a spell. Creatures 
caught in the vortex take a -4 penalty to Dexterity & a -2 penalty 
on attack rolls. The marid can have only as many trapped inside a 
vortex at one time as will fit inside the vortex’s volume. 

If the vortex’s base touches the bottom, it creates a 
swirling cloud of debris. This cloud is centered on the marid & has 
a diameter equal to ½ the vortex’s height. The cloud obscures all 
vision, including darkvision, beyond 5’. Creatures 5’ away have 
concealment, while those farther away have total concealment. 
Those caught in the cloud must succeed on a Concentration check 
(DC 15 + spell level) to cast a spell. 
 
Water Mastery (Ex): A marid gains a +1 bonus to attack & 
damage rolls if both it & its foe are touching the water. If either it 
or its opponent is landbound or airborne, the marid suffers a -4 
penalty on attack & damage rolls (these modifiers are not included 
in the statistics block). 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 

It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields. 
• Outsiders breathe, but do not need to eat or sleep 

(although they can do so if they wish). 
 
Water traits: All creatures with the Water subtype possess the 
following traits: 

• Water creatures always have swim speeds, & can move 
in water without making Swim checks. 

• A water creature can breathe underwater & usually can 
breathe air as well. 

 
Marid Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about marids. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC19: “There are genies for every element, & the 
water-genies are as capricious & fluid as the sea itself.” A 
character making this check recalls all extraplanar, outsider, & 
water traits. 
 DC24: “Known as the marids, they have many water-
based powers at their disposal.” A character making this check 
knows the workings of the Drench, Vortex, & Water Mastery 
abilities. 
 DC29: “They sometimes use their aquatic magic to 
waylay sailors & capsize ships, although they are not usually so 
wicked.” A character making this check remembers a marid’s 
spell-like abilities. 
 DC34: “They are nominally ruled by a padishah, who 
sits on the Coral Throne in the Speckled Sea of Najmah.” A 
character making this check is familiar with marid tactics, as well 
as where they gather & live. 
 
Abilities & Racial Features 
Marid characters possess the following racial traits: 

• Strength +10, Dexterity +4, Intelligence +4, Wisdom 
+4, Charisma +6. 

• Outsider (Extraplanar, Water): Marid are not subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. Spells that restore 
souls to their bodies, such as raise dead, reincarnate, & 
resurrection, don’t work on them. It takes a different 
magical effect, such as limited wish, wish, miracle, or 
true resurrection, to restore it to life. They breathe, but 
do not need to eat or sleep (although they can do so if 
they wish). Water creatures always have swim speeds, 
& can move in water without making Swim checks. A 
water creature can breathe underwater & usually can 
breathe air as well. 

• Large Size: As a Large creature, a marid gains a -1 size 
penalty to Armor Class, a -1 size penalty on attack rolls, 
& a -4 size penalty on Hide checks, but he or she uses 
Medium-size weapons, gains a +4 size bonus on 
Grapple checks, & his or her lifting & carrying limits 
are 2× of those of a Medium character. 

• Racial Hit Dice: A marid begins with 11 levels of 
outsider, which provide 11d8 Hit Dice, a base attack 
bonus of +11, & base saving throw bonuses of 
Fortitude +7, Reflex +7, & Will +7. 

• Racial Skills: A marid’s outsider levels give it skill 
points equal to 14 × (8 + Int modifier, minimum 1). Its 
class skills are Concentration, Craft (any), Diplomacy, 
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Escape Artist, Listen, Move Silently, Sense Motive, 
Spellcraft, Spot, & Swim. 

• Racial Feats: A marid’s outsider levels give it 4 feats. 
• A marid’s base land speed is 20 feet. 
• A marid’s base swim speed is 60 feet. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Slam (1d8 + Str); bludgeoning 

damage. 
• Drench (Ex): A marid’s touch puts out torches, 

campfires, exposed lanterns, & other open flames of 
non-magical origin if these are of Large size or smaller. 
A marid can dispel magical fire that it touches as if 
dispel magic were cast by an 11th-level sorcerer. 

• Spell-Like Abilities 
o At Will: create water, invisibility (DC14), 

purify food & drink (water only, DC12) 
o 3/Day: control water (DC16), solid fog, 

water breathing (DC15) 
o 1/Day: acid fog, plane shift (DC19), grant 

up to 3 wishes (DC21)** 
o Caster level 19th. The save DCs are 

Charisma-based. 
• Vortex (Su): A marid can transform itself into a 

whirlpool once every 10 minutes (provided that it is 
underwater at the time) & remain in that form for up to 
5 rounds. In this form, it can move through the water or 
along the bottom at its swim speed. The vortex is 5’ 
wide at the base, up to 30’ wide at the top & up to 10-
40’ tall. The marid sets the height of the vortex within 
that range. Creatures that are one or more size 
categories smaller than the marid might take damage 
when caught in the vortex & may be swept up by it. A 
marid’s movement while in vortex form does not 
provoke attacks of opportunity, even if the marid enters 
the space another creature occupies. A marid in vortex 
form cannot make melee attacks & does not threaten 
the area around it. Another creature might be caught in 
the vortex if it touches or enters the vortex, or if the 
marid moves into or through the creature’s space. An 
affected creature must succeed on a Reflex save (DC21) 
when it comes into contact with the vortex or take 2d6 
points of damage. It must also succeed on a second 
Reflex save (DC21) or be picked up bodily & held 
suspended in the powerful currents, automatically 
taking 2d6 points of damage each round. A creature 
with a swim speed is allowed a Reflex save (DC21) 
each round to escape the vortex. The creature still takes 
damage but can leave if the save is successful. The save 
DC is Strength-based. The marid can eject any carried 
creatures whenever it wishes, depositing them wherever 
the vortex happens to be. Creatures trapped in the 
vortex cannot move except to go where the marid 
carries them or to escape the vortex. Creatures caught in 
the vortex can otherwise act normally, but must make a 
Concentration check (DC 15 + spell level) to cast a 
spell. Creatures caught in the vortex take a -4 penalty to 
Dexterity & a -2 penalty on attack rolls. The marid can 
have only as many trapped inside a vortex at one time 
as will fit inside the vortex’s volume. If the vortex’s 
base touches the bottom, it creates a swirling cloud of 
debris. This cloud is centered on the marid & has a 

diameter equal to ½ the vortex’s height. The cloud 
obscures all vision, including darkvision, beyond 5’. 
Creatures 5’ away have concealment, while those 
farther away have total concealment. Those caught in 
the cloud must succeed on a Concentration check (DC 
15 + spell level) to cast a spell. 

• Water Mastery (Ex): A marid gains a +1 bonus to 
attack & damage rolls if both it & its foe are touching 
the water. If either it or its opponent is landbound or 
airborne, the marid suffers a -4 penalty on attack & 
damage rolls (these modifiers are not included in the 
statistics block). 

• Telepathy 100’ 
• +7 natural armor bonus. 
• Automatic Languages: Aquan. Bonus Languages: 

Common. 
• Favored Class: Ranger. 
• Level Adjustment: +9. 

 
The enormous creature is in the shape of a lean, 

hairless human. But is could not be human, for it must be twice as 
tall as a full-grown man. Its skin has a deep bluish hue, & a small 
ridge rises from the center of its forehead to the back of its neck & 
on down its back. The giant is wearing only a tight loincloth made 
of a scaly material, with a brocade of coral & pearls. 
 

Also called a Nuza-Sim (“Water-Genie”), a marid 
(MAR-eed) is a fiercely independent genie, as hard to control as 
the ocean itself. Whether in their underwater palaces on Najmah or 
in the wild seas of Siraaj, marids love to hunt for sport through the 
depths & gather treasures from the ocean floor, especially pearls. 
Those in Sirajai seas have another pastime: capsizing ships & 
making life hazardous for sailors. 

As a group, marids have a much looser social structure 
than other genies. In the oceans of Najmah, there is a loose empire 
ruled by a padishah, but many marids don’t recognize its authority. 
At any one time, there are a number of heirs vying for the Coral 
Throne, & many are unwilling to wait for the current padishah’s 
reign to end naturally. 

A marid is about 15’-16’ tall & weighs around 3,000-
3,200 pounds. They speak Aquan & Common. 
 
Plot Hooks 

• River traffic has ground to a halt due to the many 
spontaneous & unexplained whirlpools that form to 
mire barges & riverboats. 

• A marid emissary has arrived in town, leading an 
entourage of serviants & functionaries. 

• A merchant who was due to be escorted to a marid city 
has been waiting by the shore for nearly a week for his 
guides to arrive. 

 
*NOTE: Marids originally appeared in the Manual of the Planes, 
pages 172-174. This version is updated to version 3.5, & modified 
slightly to fit into the worlds of Zihaja. 
** NOTE: A marid can grant 3 wishes to any being (non-genies 
only) who captures it. Marids perform no other services &, upon 
granting the third wish, are free of their servitude. 
 

 

Ghul 
Large Outsider (Native, Shapechanger) 
Hit Dice: 13d8+65 (123HP) 
Initiative: +3 

Speed: 30’ (6 squares), Fly 50’ (10 squares, perfect 
maneuverability) 
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Armor Class: 23 (-1 size, +3 Dex, +11 natural); touch 12; flat-
footed 20 
Base Attack/Grapple: +13/+26 
Attack: Claw +21 melee (2d6+9) 
Full Attack: 2 Claws +21 melee (2d6+9) 
Space/Reach: 10’/10’ 
Special Attacks: Sandstorm, Spell-like Abilities 
Special Qualities: Change Shape, Damage Reduction 5/good, 
Darkvision 60’, Elemental Immunity, Native traits, Outsider traits, 
Shapechanger traits, Spell Resistance 19, Telepathy 100’ 
Saves: Fort +13, Ref +11, Will +10 
Abilities: Str 28 (+9), Dex 16 (+3), Con 20 (+5), Int 16 (+3), Wis 
14 (+2), Cha 19 (+4) 
Skills: Bluff +17, Diplomacy +14, Disguise +15, Gather 
Information +14, Hide +13, Intimidate +17, Jump +19, Listen +12, 
Move Silently +13, Search +13, Sleight of Hand +13, Spellcraft 
+13, Spot +12, Use Magic Device +13 
Feats: Combat Expertise, Dodge (Bonus), Mobility, Persuasive, 
Spring Attack, Whirlwind Attack 
Environment: warm desert (Siraaj) 
Organization: solitary, pair, or bevy (3-12) or horde (13-36) 
Challenge Rating: 12 
Treasure: Double coins; no goods; standard items 
Alignment: always Neutral Evil 
Advancement: 14-25HD (Large), 26-38HD (Huge) 
Level Adjustment: +0 
 
Combat 
 Ghuls are remorseless warriors, fighting with 
unparalleled savagery in the field of battle. They often open up a 
fight with a Sandstorm, disorienting & blinding foes before 
launching a vicious physical & magical assault. But before a fight 
breaks out, they prefer to skulk about in the shadows, avoiding a 
conflict. They often use their spell-like abilities to disguise 
themselves, using Change Shape & charm person to lure victims 
away to be killed & eaten. 
 
Sandstorm (Su): Once per day, a ghul can summon forth a 
tempest of dust, wind, & sand; this storm is centered on the ghul, 
has a radius of 40’, & is up to 80’ tall; anything caught within this 
storm is subject to duststorm & windstorm effects, including 1d4 
points of non-lethal damage per round & a risk of choking; a ghul 
is immune to the effects of its own Sandstorm, but not those of 
other ghuls’ Sandstorms. Conjuring a sandstorm is a standard 
action, & each sandstorm lasts for 2d6+8 rounds. 
 
Spell-Like Abilities 

• At Will: darkness, detect magic, obscuring mist, sleep 
(DC15), touch of fatigue (DC14) 

• 3/Day: burning hands, charm person (DC15), gust of 
wind (DC16), major image (DC17) 

• 1/Day: shout (DC18), summon monster III, teleport 
• Caster level 13th. The save DCs are Charisma-based. 

 
Change Shape (Su): A ghul can assume the form of any Medium- 
or Large-sized Animal, Humanoid, or Monstrous Humanoid, with 
a preference for humans, gnolls, & hyenas. 
 
Elemental Immunity (Su): A ghul is immune to all damage from 
cold & fire energy (including non-magical forms of cold/fire 
damage) 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 

• An outsider with the native subtype can be raised, 
reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Ghul Lore 
 Characters that have ranks in Knowledge (Religion) or 
Knowledge (The Planes) can learn more about ghuls. When a 
character makes a successful skill check, the following lore is 
revealed, including the information from lower DC’s. 
 DC17: “The heat & the dryness are not the only threats 
to be found in the desert; dark, vicious beings prowl the sands.” A 
character making this check recalls all native outsider traits. 
 DC22: “These vicious creatures are known as ghuls, & 
they relish the taste of sentient flesh.” A character making this 
check knows the workings of the Sandstorm ability. 
 DC27: “Masters of disguise, they ensnare victims & 
slay them in cold blood.” A character making this check 
remembers the mechanics of Change Shape & Elemental 
Immunity. 
 DC32: “Ghuls use foul magic to relentlessly pursue & 
rend their chosen prey.” A character making this check is familiar 
with a ghul’s spell-like abilities, as well as their origins. 
 
Abilities & Racial Features 
Ghul characters possess the following racial traits: 

• Strength +10, Dexterity +4, Constitution +6, 
Intelligence +6, Wisdom +6, Charisma +6. 

• Outsider (Native, Shapechanger): Ghuls are not 
subject to spells or effects that affect humanoids only, 
such as charm person or dominate person. They also 
can be raised, reincarnated, or resurrected just as other 
living creatures can be, & they need to eat & sleep. 

• Large Size: As a Large creature, a Ghul gains a -1 size 
penalty to Armor Class, a -1 size penalty on attack rolls, 
& a -4 size penalty on Hide checks, but he or she uses 
Medium-size weapons, gains a +4 size bonus on 
Grapple checks, & his or her lifting & carrying limits 
are 2× of those of a Medium character. 

• Racial Hit Dice: A ghul begins with 13 levels of 
outsider, which provide 13d8 Hit Dice, a base attack 
bonus of +13, & base saving throw bonuses of 
Fortitude +8, Reflex +8, & Will +8. 

• Racial Skills: A ghul’s outsider levels give it skill 
points equal to 16 × (8 + Int modifier, minimum 1). Its 
class skills are Bluff, Disguise, Hide, Intimidate, Jump, 
Listen, Move Silently, Search, Sleight of Hand, 
Spellcraft, Spot, & Use Magic Device. 

• Racial Feats: A ghul’s outsider levels give it 5 feats. 
• A ghul’s base land speed is 30’. 
• A ghul’s base fly speed of 50’ (perfect 

maneuverability). 
• Natural Weapon (Ex): 2 Claws (2d6 + Str); slashing 

damage. 
• Sandstorm (Su): Once per day, a ghul can summon 

forth a tempest of dust, wind, & sand; this storm is 
centered on the ghul, has a radius of 40’, & is up to 80’ 
tall; anything caught within this storm is subject to 
duststorm & windstorm effects, including 1d4 points of 
non-lethal damage per round & a risk of choking; a 
ghul is immune to the effects of its own Sandstorm, but 
not those of other ghuls’ Sandstorms. Conjuring a 
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sandstorm is a standard action, & each sandstorm lasts 
for 2d6+8 rounds. 

• Change Shape (Su): A ghul can assume the form of 
any Medium- or Large-sized Animal, Humanoid, or 
Monstrous Humanoid, with a preference for humans, 
gnolls, & hyenas. 

• Damage Reduction 5/good. 
• Darkvision out to 60’. 
• Elemental Immunity (Su): A ghul is immune to all 

damage from cold & fire energy (including non-
magical forms of cold/fire damage). 

• Spell-Like Abilities 
o At Will: darkness, detect magic, obscuring 

mist, sleep (DC15), touch of fatigue (DC14). 
o 3/Day: burning hands, charm person 

(DC15), gust of wind (DC16), major image 
(DC17). 

o 1/Day: shout (DC18), summon monster III, 
teleport. 

o Caster level 13th. The save DCs are 
Charisma-based. 

• Spell Resistance 19. 
• Telepathy 100’. 
• Automatic Languages: Common & Ghul. Bonus 

Languages: Archaic & Gnoll. 
• Favored Class: Fighter. 
• Level Adjustment: +0. 

 
Ghul Deviants 
 About 1 in 10 ghuls has an overgrown mouth, with 
cracked lips & rows of sharp jagged teeth; these horrors are CR13 
monsters. Such creatures, known as Teqarai-Ghuli (Maws of the 
Ghul), have the following additional traits: 

• Natural Weapon (Ex): Bite (1d6 + Str); piercing 
damage. 

• Scrabbling Disgorge: A teqarai-ghul has scrabbling 
disgorge as a spell-like ability, useable once per day. 

 
Another 5% of ghuls has the ability to cast greater 

bestow curse as a spell-like ability, useable once per day. These 
aberrant creatures are called Zuqarai-Ghuli (Hex of the Ghuls), & 
are also CR13 monsters. A successful Will save (DC21) can negate 
the effects of this SLA; the save’s DC is Charisma-based. 
 
 The rarest kind of ghul is also the most terrifying. 
Known as Sujasad-Ghuli (Deathless Ghuls), these Elders have 

Regeneration 10, Damage Reduction 10/good, & Spell Resistance 
25. These qualities overlap the Damage Reduction & Spell 
Resistance of ordinary ghuls, making these terrors CR14 monsters. 
Fortunately, only 1 out of every 100 ghul will possess such 
monstrous traits. 
 

From out of the shadows emerges a truly horrific 
figure. The demonic creature is shaped vaguely like that of a well-
muscled man, but the similarities end there. Its body is half again 
as tall as a fully-grown man, its skin is leathery & hairless, its ears 
are sharply pointed, & it bares wicked fangs. Most monstrous of 
all, though, are its eyes, which are soulless crimson orbs, like 
featureless pools of blood. 
 
 Stalking the most remote wastelands of the world, 
depraved predators lure the unwary & the unfortunate to their 
doom. These vile fiends prey on sentient creatures, out of a deep, 
instinctual hatred for natural life. They seem to be at their happiest 
when they are rending other beings limb from limb, & they appear 
to be most content after feasting on the flesh of their slaughtered 
victims. 
 Sometimes referred to as Jalaq-Mazir (“Malign-
Spirit”), these irredeemable terrors are the products of the cycle of 
life in the worlds of Zihaja. When a sentient creature dies in the 
world of Siraaj, its soul is escorted by their hafaza to the Pit of 
Fate. There, the soul waits for 21 days, after which it is bid upon 
by the devas & the devils. After the bidding, if the soul has not 
been recruited by either party, then its worth is determined by the 
ammuti. Those who choose not to be judged must instead leap into 
the Lake of the Damned, emerging as a flaming star on the other 
side. The flaming star falls to land in Siraaj, rising as a ghul 
(GOOL) without memory of its former life. 

A ghul is about 9’-11’ tall & weighs around 550-700 
pounds. They speak their own foul, guttural tongue (also known as 
Ghul) as well as Common, with a voice that sounds like the 
harshest wind. 
 
Plot Hooks 

• A horde of ghuls has invaded a remote village, & are 
tearing the town apart, as if searching for something. 

• A ghul exile claims to be unlike his evil kin & has 
turned away from wickedness. 

• A foolhardy merchant is bent on leading a caravan 
through a wasteland that is said to be swarming with 
ghuls. 

 

 

Gnoll 
Warrior 1 
Medium Humanoid (Gnoll) 
Hit Dice: 1d8+2 (6HP) 
Initiative: +1 
Speed: 30’ (6 squares) 
Armor Class: 16 (+1 Dex, +1 natural, +2 leather armor, +2 heavy 
steel shield); touch 11; flat-footed 15 
Base Attack/Grapple: +1/+3 
Attack: Battleaxe +3 melee (1d8+2/×3) or shortbow +2 ranged 
(1d6+2/×3) 
Full Attack: Battleaxe +3 melee (1d8+2/×3) or shortbow +2 ranged 
(1d6+2/×3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Humanoid traits, Social Acumen 
Saves: Fort +4, Ref +1, Will -1 
Abilities: Str 14 (+2), Dex 13 (+1), Con 14 (+2), Int 10 (+0), Wis 9 
(-1), Cha 8 (-1) 

Skills: Diplomacy +3, Listen +2, Sense Motive +2, Spot +1, 
Survival +1 
Feats: Power Attack 
Environment: warm plains (Siraaj) 
Organization: solitary, pair, hunting party (2-5 & 1-2 hyenas), band 
(10-100 plus 50% noncombatants plus 1 3rd-level sergeant per 20 
adults & 1 leader of 4th-6th level & 5-8 hyenas), or tribe (20-200 
plus 1 3rd-level sergeant per 20 adults, 1 or 2 lieutenants of 4th or 
5th level, 1 leader of 6th-8th level, & 7-12 hyenas) 
Challenge Rating: ½ 
Treasure: standard 
Alignment: often Neutral Good 
Advancement: by character class 
Level Adjustment: +0 
 
Combat 
 Many people deal with gnolls every day in a 
professional capacity, so they never suspect that they are 
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dangerous opponents in a fight. When pushed, their natural 
strength & endurance augments their latent instincts, making them 
capable defenders. They still prefer the same axes & bows that 
their ancestors used millennia ago, although any weapon is deadly 
in their clawed hands. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Social Acumen (Ex): Gnolls are canny & adaptable in social 
situations; they receive a +2 circumstance bonus to Diplomacy & 
Sense Motive checks made when dealing with members of another 
culture. 
 
Gnoll Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about gnolls. When a character makes a successful skill 
check, the following lore is revealed, including the information 
from lower DC’s. 
 DC11: “This tall, furry creature is called a gnoll, 
although they are known by other names elsewhere.” A character 
making this check recalls all humanoid traits. 
 DC16: “Gnolls are often savvy & sophisticated, well-
adjusted to urban life.” A character making this check knows the 
workings of the Social Acumen ability. 
 DC21: “They get along well with other peoples, making 
them adept at political & trade negotiations.” A character making 
this check remembers the gnolls’ history & habits. 
 DC26: “Gnolls work very hard to suppress their more 
savage instincts, covering them with a veneer of civility & cheer.” 
A character making this check is familiar with the nearest gnoll-
majority settlement. 
 
Abilities & Racial Features 

• Strength +2, Wisdom -2. 
• Humanoid (Gnoll): Gnolls are subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. 

• Medium Size: As Medium creatures, gnolls have no 
special bonuses or penalties due to their size. 

• A gnoll’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Racial Skills: A gnoll character has a +2 racial bonus 

on Listen, Spot, & Survival checks. 
• Social Acumen (Ex): Gnolls are canny & adaptable in 

social situations; they receive a +2 circumstance bonus 
to Diplomacy & Sense Motive checks made when 
dealing with members of another culture. 

• +1 natural armor bonus. 
• Automatic Languages: Gnoll. Bonus Languages: 

Common. 
• Favored Class: Ranger. 
• Level Adjustment: +0. 

 
 The being before you stands like a man, but its posture 
is about the only similarity. Its head is like that of a large hyena, & 
its entire body is covered in thick fur. The creature’s long muzzle 
reveals rows of sharp teeth when it talks, but its eyes are warm & 
intelligent. 
 
 Throughout the world of Siraaj, there are myriad 
communities of gnolls. They live in small fishing villages on the 
banks of rivers, eking out a living in their simple huts. They live in 
bustling cities, alive & buzzing with commerce & politics, trading 
& maneuvering for wealth & power. They live in sand-polished 
towers in the desert, meditating & praying for spiritual 
enlightenment. In a million places, in a million ways, live the 
gnolls. 

A gnoll (NOLE) is a versatile, flexible creature. Strong 
& sturdy, they make for good hunters & warriors. But they are 
civilized race, well adapted to city life, so they are often found in 
urban roles. Also known as the Saraqanas (an Admajai word, 
meaning “Fur-People”), they are canny merchants, cunning 
politicians, skilled craftsmen, & talented musicians. Cheerful & 
agreeable, they do well in most social situations, if given the 
chance. They travel & integrate everywhere, often learning or even 
creating different trade creoles. These tongues fall close enough to 
their racial language that they are considered proficient in all. 

A gnoll is about 7-8’ tall & weighs around 250-300 
pounds. They speak Gnoll, although some of the more clever ones 
speak Common. 
 
Plot Hooks 

• A gnoll ambassador is coming to town, & rumor has it 
that assassins will try to kill her. 

• A nomadic tribe of gnolls has been waylaying caravan, 
demanding food & water. 

• A gnoll blacksmith needs his latest masterpieces 
transported to a neighboring city. 

 

 

Golem, Sand 
Large Construct 
Hit Dice: 12d10+30 (96HP) 
Initiative: -1 
Speed: 30’ (6 squares), Burrow 30’ (6 squares, sand only) 
Armor Class: 20 (-1 size, -1 Dex, +12 natural); touch 8; flat-footed 
20 
Base Attack/Grapple: +9/+19 
Attack: Slam +14 melee (2d6+6) 
Full Attack: 2 Slam +14 melee (2d6+6) 
Space/Reach: 10’/10’ 
Special Attacks: Sandblast 
Special Qualities: Berserk, Construct traits, Damage Reduction 

10/Adamantine, Darkvision 60’, Immunity to Magic, Low-Light 
Vision 
Saves: Fort +4, Ref +3, Will +4 
Abilities: Str 23 (+6), Dex 9 (-1), Con -- (+0), Int -- (+0), Wis 11 
(+0), Cha 1 (-5) 
Skills: N/A 
Feats: N/A 
Environment: any (Siraaj or Najmah) 
Organization: solitary or gang (2-4) 
Challenge Rating: 9 
Treasure: N/A 
Alignment: always Neutral 
Advancement: 13-23HD (Large), 24-35HD (Huge) 
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Level Adjustment: N/A 
 
Combat 

Golems are tenacious in combat & prodigiously strong 
as well. Being mindless, they do nothing without orders from their 
creators. They follow instructions explicitly & are incapable of any 
strategy or tactics. They are emotionless in combat & cannot be 
provoked. 

A golem’s creator can command it if the golem is 
within 60’ & can see & hear its creator. If not commanded, a 
golem usually follows its last instruction to the best of its ability, 
though if attacked it returns the attack. The creator can give the 
golem a simple command to govern its actions in his or her 
absence. The golem’s creator can order the golem to obey the 
commands of another person (who might in turn place the golem 
under someone else’s control, & so on), but the golem’s creator 
can always resume control over his creation by commanding the 
golem to obey him alone. 
 
Sandblast (Su): A sand golem can shoot a stinging blast of sand at 
its enemies; all opponents in a 30’ cone take 3d6 slashing damage 
& are pushed back to the edge of the cone; Reflex save (DC22) for 
half damage; the save DC is Strength-based 
 
Berserk (Ex): When a sand golem enters combat, there is a 
cumulative 1% chance each round that its elemental spirit breaks 
free & the golem goes berserk; the uncontrolled golem goes on a 
rampage, attacking the nearest living creature or smashing some 
object smaller than itself if no creature is within reach, then 
moving on to spread more destruction; once a sand golem goes 
berserk, no known method can reestablish control; it takes 1 
minute of inactivity by the golem to reset the golem’s berserk 
chance to 0% 
 
Construct traits: All creatures with the Construct type possess the 
following traits: 

• No Constitution score. 
• Low-light vision. 
• Darkvision out to 60’. 
• Immunity to all mind-affecting effects (charms, 

compulsions, phantasms, patterns, & morale effects). 
• Immunity to poison, sleep effects, paralysis, stunning, 

disease, death effects, & necromancy effects. 
• Cannot heal damage on their own, but often can be 

repaired by exposing them to a certain kind of effect 
(see the creature’s description for details) or through the 
use of the Craft Construct feat. A construct with the fast 
healing special quality still benefits from that quality. 

• Not subject to critical hits, nonlethal damage, ability 
damage, ability drain, fatigue, exhaustion, or energy 
drain. 

• Immunity to any effect that requires a Fortitude save 
(unless the effect also works on objects, or is harmless). 

• Not at risk of death from massive damage. Immediately 
destroyed when reduced to 0 hit points or less. 

• Since it was never alive, a construct cannot be raised or 
resurrected. 

• Because its body is a mass of unliving matter, a 
construct is hard to destroy. It gains bonus hit points 
based on size, as shown on the table. 

• Proficient with its natural weapons only, unless 
generally humanoid in form, in which case proficient 
with any weapon mentioned in its entry. 

• Proficient with no armor. 
• Constructs do not eat, sleep, or breathe. 

 

Immunity to Magic (Ex): A sand golem is immune to any spell or 
spell-like ability that allows spell resistance. In addition, certain 
spells & effects function differently against the creature, as noted 
below: 

• Getting a sand golem wet slows it down (as the slow 
spell) for 1d6+4 rounds, with no saving throw. 

• Any wind effect of severe intensity or higher (such as a 
gust of wind spell) will cause a sand golem to be dazed 
for the duration of the effect. 

• An earthquake spell does not actually change the 
golem’s structure but negates its damage reduction & 
immunity to magic for 1 full round. 

 
Sand Golem Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about sand golems. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC19: “Some reckless mages have made automatons 
using whatever material was abundant & readily available, with 
grievous consequences.” A character making this check recalls all 
construct traits. 
 DC24: “These shapeless things are sand golems, & they 
can shoot a harsh spray of sand at their enemies.” A character 
making this check knows the workings of the Sandblast ability. 
 DC29: “Sand golems are inherently unstable, so they 
have a tendency to go violently out of control.” A character 
making this check remembers the mechanics of Berserk & 
Immunity to Magic. 
 DC34: “The first sand golem was created by the 
notorious half-mad mage Amula izr Zaqrazam, & he lived just 
long enough to regret doing so.” A character making this check is 
familiar with a sand golem’s construction methods. 
 
Construction 

A sand golem’s body must be sculpted from a single 
well-packed heap of sifted sand weighing at least 2,500 pounds; 
this sand must be collected from desert sand only (beach sand is 
too impure for this purpose), mixed with 600gp worth of 
diamonds, & treated with a rare viscous oil worth 400GP. Creating 
the body requires a Craft: Sculpting check (DC15). 

CL 12th; Craft Construct, animate objects, commune, 
geas/quest, stone shape, caster must be at least 12th level; Price 
25,000GP; Cost 12,500GP + 1,000XP. 
 

This amorphous being is a shaped vaguely like a 
humanoid made entirely from sand, like a beach sculpture come to 
life. A shower of sand grains falls from its body whenever it moves. 
Aside from its crude mouth, the only facial features that it has are 
two soulless, glowing eyes, fashioned from cloudy quartz. 
 
 Created by irresponsible & myopic mages, who were 
looking to gain results that surpass their means, sand golems are a 
substandard alternative to more traditional golems. Only vaguely 
resembling a living being, these automatons are rarely made due to 
their inherent instability & destructive nature. Nowadays, only a 
truly foolish mage would unleash such an unreliable creature upon 
the world. 

A sand golem is about 10’ tall & weighs around 2,500 
pounds. They cannot speak or make any vocal noise, but they can 
understand very simple orders given in the native tongue of the 
creature that created it (most like Common), assuming that it has 
not gone berserk. 
 
Plot Hooks 

• A berserk sand golem is destroying everything in its 
path as it roams the desert wastes. 
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• A mining company has recently discovered an 
underground tomb, filled with countless sand golems, 
all seemingly inert. 

• Againgst the better judgment of the town’s elders, a 
local mage has created a sand golem. 

 

*NOTE: The Sand Golem presented here is completely unrelated 
to the creature of the same name that originally appeared in 
Sandstorm on page 182. This version is designed to fit into the 
worlds of Zihaja. 
 

Golem, Sandstone 
Large Construct 
Hit Dice: 13d10+30 (101HP) 
Initiative: -1 
Speed: 30’ (6 squares) 
Armor Class: 24 (-1 size, -1 Dex, +16 natural); touch 8; flat-footed 
24 
Base Attack/Grapple: +9/+21 
Attack: Slam +16 melee (2d8+8) 
Full Attack: 2 Slam +16 melee (2d8+8) 
Space/Reach: 10’/10’ 
Special Attacks: Slow 
Special Qualities: Construct traits, Crumble, Damage Reduction 
8/Adamantine, Darkvision 60’, Immunity to Magic, Low-Light 
Vision 
Saves: Fort +4, Ref +3, Will +4 
Abilities: Str 27 (+8), Dex 9 (-1), Con -- (+0), Int -- (+0), Wis 11 
(+0), Cha 1 (-5) 
Skills: N/A 
Feats: N/A 
Environment: any (Siraaj or Najmah) 
Organization: solitary or gang (2-4) 
Challenge Rating: 10 
Treasure: N/A 
Alignment: always Neutral 
Advancement: 14-25HD (Large), 26-38HD (Huge) 
Level Adjustment: N/A 
 
Combat 

Golems are tenacious in combat & prodigiously strong 
as well. Being mindless, they do nothing without orders from their 
creators. They follow instructions explicitly & are incapable of any 
strategy or tactics. They are emotionless in combat & cannot be 
provoked. 

A golem’s creator can command it if the golem is 
within 60’ & can see & hear its creator. If not commanded, a 
golem usually follows its last instruction to the best of its ability, 
though if attacked it returns the attack. The creator can give the 
golem a simple command to govern its actions in his or her 
absence. The golem’s creator can order the golem to obey the 
commands of another person (who might in turn place the golem 
under someone else’s control, & so on), but the golem’s creator 
can always resume control over his creation by commanding the 
golem to obey him alone. 
 
Slow (Su): A sandstone golem can use a slow effect, as the spell, 
as a swift action once every 1d4 rounds. The effect has a range of 
15’ & a duration of 1d4+2 rounds, requiring a Will save (DC17) to 
negate; the save DC is Constitution-based. 
 
Construct traits: All creatures with the Construct type possess the 
following traits: 

• No Constitution score. 
• Low-light vision. 
• Darkvision out to 60’. 
• Immunity to all mind-affecting effects (charms, 

compulsions, phantasms, patterns, & morale effects). 
• Immunity to poison, sleep effects, paralysis, stunning, 

disease, death effects, & necromancy effects. 

• Cannot heal damage on their own, but often can be 
repaired by exposing them to a certain kind of effect 
(see the creature’s description for details) or through the 
use of the Craft Construct feat. A construct with the fast 
healing special quality still benefits from that quality. 

• Not subject to critical hits, nonlethal damage, ability 
damage, ability drain, fatigue, exhaustion, or energy 
drain. 

• Immunity to any effect that requires a Fortitude save 
(unless the effect also works on objects, or is harmless). 

• Not at risk of death from massive damage. Immediately 
destroyed when reduced to 0 hit points or less. 

• Since it was never alive, a construct cannot be raised or 
resurrected. 

• Because its body is a mass of unliving matter, a 
construct is hard to destroy. It gains bonus hit points 
based on size, as shown on the table. 

• Proficient with its natural weapons only, unless 
generally humanoid in form, in which case proficient 
with any weapon mentioned in its entry. 

• Proficient with no armor. 
• Constructs do not eat, sleep, or breathe. 

 
Crumble (Ex): a sandstone golem is initially an intact creature; if 
its HP drops below 50% (50HP, on average), its body will 
deteriorate; a golem will suffer a -4 penalty to Strength, AC, 
Damage Reduction, & saving throws; this effect will not end if the 
creature’s HP raises above 50% again (this will end if the golem is 
repaired to 100%HP) 
 
Immunity to Magic (Ex): A sandstone golem is immune to any 
spell or spell-like ability that allows spell resistance. In addition, 
certain spells & effects function differently against the creature, as 
noted below: 

• A transmute rock to mud spell slows a sandstone golem 
(as the slow spell) for 2d8 rounds, with no saving 
throw, while transmute mud to rock heals all of its lost 
hit points. 

• A stone to flesh spell does not actually change the 
golem’s structure but negates its damage reduction & 
immunity to magic for 1d3 rounds. 

 
Sandstone Golem Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about sandstone golems. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC20: “Not all stone golems are made from granite or 
marble; some are made from lesser minerals, such as sandstone.” A 
character making this check recalls all construct traits. 
 DC25: “A sandstone golem is much like any other 
golem made of stone, including their ability to slow their enemies 
down.” A character making this check knows the workings of the 
Slow ability. 
 DC30: “These automatons are largely immune to magic 
like similar golem types, but they are more fragile & prone to 
falling apart.” A character making this check remembers the 
mechanics of Crumble & Immunity to Magic. 

377



 DC35: “The first batch of these beings was made by a 
cabal of alchemists along the Saqiyah River, who found them to be 
useful substitutes for more common golems.” A character making 
this check is familiar with a sandstone golem’s construction 
methods. 
 
Construction 

A sandstone golem’s body is chiseled from a single 
block of hard sandstone, weighing at least 2,500 pounds. The stone 
must be of good quality, & costs 1,000GP. Assembling the body 
requires a DC16 Craft (sculpting) check or a DC16 Craft 
(stonemasonry) check. 

CL 13th; Craft Construct, animate objects, antimagic 
field, geas/quest, slow, caster must be at least 13th level; Price 
40,000GP; Cost 20,000GP + 1,600 XP. 
 
 A massive slab of stone stands there silently, as 
unmoving as the earth itself. It is shaped loosely like a giant man, 
like a sculptor had abandoned a statue in mid-carving. Its 
motionless frame is a dusty shade of pale tan, with many horizontal 
stripes subtly crossing its rocky surface. Suddenly, it lifts its rough-
hewn cylinder of a leg, & takes a lumbering step forward. 
 

The preferred material for making a typical stone golem 
is either marble or granite. Sometime, though, these minerals are 
difficult to come by in sufficient quantities (or qualities). In such 
cases, a would-be golem crafter can settle for lesser substances. A 
universal building material in the many deserts of Siraaj is 
sandstone, & golems made from it are a desirable compromise. 
They are not nearly as expensive as regular stone golems, & they 
are not as unstable as sand golems. 

A sandstone golem is about 9½’ tall & weighs around 
2,500 pounds. It walks & moves with a slow, clumsy gait. They 
cannot speak or make any vocal noise, but they can understand 
very simple orders given in the native tongue of the creature that 
created it (most like Common). 
 
Plot Hooks 

• A sandstone golem has been spotted marching 
inexorably forward, & a village is directly in its path of 
destruction. 

• A gang of bandits have somehow gained command of a 
sandstone golem, & are using it to extort money & 
goods from local settlements. 

• A merchant prince is trying to establish a fighting arena 
featuring opposed sandstone golems. 

 

Hafaza 
Medium Outsider (Extraplanar, Good) 
Hit Dice: 6d8+24 (51HP) 
Initiative: +3 
Speed: 30’ (6 squares), Fly 90’ (18 squares, perfect 
maneuverability) 
Armor Class: 25 (+3 Dex, +12 natural); touch 13; flat-footed 22 
Base Attack/Grapple: +6/+10 
Attack: +2 Falchion +12 melee (2d4+6, 18-20/×2) or Slam +10 
melee (1d8+4) 
Full Attack: +2 Falchion +12/+7/+2 melee (2d4+6, 18-20/×2) or 2 
Slams +10 melee (1d8+4) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Extraplanar traits, Good traits, 
Outsider traits, Protective Aura, Spell-like Abilities, Telepathy 
100’ 
Saves: Fort +9, Ref +8, Will +9 
Abilities: Str 18 (+4), Dex 16 (+3), Con 18 (+4), Int 16 (+3), Wis 
18 (+4), Cha 16 (+3) 
Skills: Diplomacy +9, Heal +10, Hide +9, Intimidate +9, Jump 
+10, Knowledge (local) +9, Knowledge (nature) +9, Listen +12, 
Search +12, Sense Motive +10, Spot +12 
Feats: Awareness, Flyby Attack, Skill Focus (Search) 
Environment: any (Siraaj) 
Organization: solitary, pair, or squad (3-5) 
Challenge Rating: 6 
Treasure: no coins; double goods; standard items 
Alignment: any Good 
Advancement: 7-12HD (Medium), 13-24HD (Large) 
Level Adjustment: N/A 
 
Combat 

A hafaza by itself will flee rather than fight, but a 
hafaza with a soul to shepherd will defend it to the death. They will 
use their air superiority to control a battle, striking from above & 
staying out of range of potential retaliatory attacks. Despite their 
translucence, they are completely solid, & so they are not hesitant 
to engage in melee, using either a falchion or a slam attack. They 
are most fond of employing their spell-like abilities in a skirmish, 
using protection from evil, feather fall, mage armor, & cure spells 

on themselves (as well as their charges), all the while blasting their 
opponents with magic missile & lightning bolt. 
 
Good traits: All creatures with the good subtype (known as 
angels) possess the following traits: 
 If the good creature’s alignment changes, then it will 
still retain this subtype. 
 Any effect that depends on alignment affects a creature 
with this subtype as if the creature has a good alignment, no matter 
what its alignment actually is. The creature also suffers effects 
according to its actual alignment. 
 A creature with the good subtype overcomes damage 
reduction as if its natural weapons & any weapons it wields were 
good-aligned. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields. 
• Outsiders breathe, but do not need to eat or sleep 

(although they can do so if they wish). 
 
Protective Aura (Su): Hafaza can project an aura that shields their 
charges from harm; a hafaza can designate one ally within 30’ to 
benefit from this aura; both the hafaza & its chosen ally gain a +4 
deflection bonus to their AC, a +4 sacred bonus to all saving 
throws, & 4 temporary hit points (which are deducted first upon 
taking damage); this effect lasts for a number of rounds per day 
equal to the hafaza’s Wisdom score, & can be 
activated/deactivated as a swift action; any remaining rounds can 
be spent later if the effect is ended prematurely, so long as the total 
number of rounds does not exceed their Wisdom score 

378



 
Spell-Like Abilities 

• At Will: cure minor wounds (DC14), gaseous form, 
magic missile, protection from evil (DC15) 

• 3/Day: calm emotions (DC16), feather fall, mage 
armor 

• 1/Day: cure serious wounds (DC17), lightning bolt 
(DC17) 

• Caster level 9th. The save DCs are Wisdom-based. 
 
Hafaza Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about hafaza. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC16: “In the world of the Afterlife, the souls of the 
dead must be led to their judgment.” A character making this check 
recalls all extraplanar, good, & outsider traits. 
 DC21: “The kindly creatures that guide these lost souls 
are angelic beings known as hafaza, & they are able to emit an aura 
of shielding energy.” A character making this check knows the 
workings of the Protective Aura ability. 
 DC26: “They rely on an array of magical powers to 
keep their charges from harm.” A character making this check 
remembers a hafaza’s spell-like abilities. 
 DC31: “Despite the many myths & legends told about 
them, they have no direct divine connection.” A character making 
this check is familiar with hafaza habits & tactics. 
 

Hovering in the air is a translucent figure, like a being 
made of ice or smoke. Its entire form is a crystalline blue, & it 
projects an aura of unearthly calm & tranquility. It has two ghostly 
wings, & hair like frozen flames. 

 
When a sentient creature dies in the world of Siraaj, its 

soul must go to the Pit of Fate. There, the soul waits for 21 days, 
after which it moves onto its eventual destiny. The ethereal 
creatures responsible for watching over these souls & guiding them 
to the Pit of Fate are called the Hafaza. 

A hafaza (hah-FAH-zah) spends its days scanning the 
landscape of Siraaj, searching for souls of the freshly-deceased.  
Once they have found such a spirit, they descend from their flight 
to introduce themselves & welcome them to the Afterlife. They 
then escort the soul to the Pit of Fate, protecting it from hazards 
along the way. A journey such as this can last for just a few hours, 
or it can last for weeks, depending on how far away the Pit of Fate. 
Also known as a Lazaqa-Nasid (“Guardian-Spirit”), a hafaza feels 
an instinctual desire to assist & protect the souls that it finds. They 
cannot explain this instinct, but they also find it rather difficult to 
deny. 

A hafaza is about 6½’-8’ tall, but it weighs only about 
40-70 pounds. They speak both Archaic & Common in a musical 
way that sounds like the tinkling of bells, & they usually know 2 of 
the elemental tongues (Aquan, Auran, Ignan, or Terran) as well. 
 
Plot Hooks 

• While escorting souls, a hafaza is set upon by ghuls, 
who blame the hafaza for their fate. 

• A hafaza needs help finding an elusive soul, which is 
that of a recently-deceased acquaintance. 

• The number of hafaza sightings has dramatically 
increased in the area lately, prompting much concern & 
speculation. 

 

 

Half-Genie 
Warrior 1 
Medium Outsider (Native) 
Hit Dice: 1d8+6 (10HP) 
Initiative: +3 
Speed: 30’ (6 squares) 
Armor Class: 18 (+3 Dex, +4 chain shirt, +1 light shield); touch 
13; flat-footed 15 
Base Attack/Grapple: +1/+4 
Attack: Scimitar +4 melee (1d6+3/18-20) or Longbow +4 ranged 
(1d8+3/×3) 
Full Attack: Scimitar +4 melee (1d6+3/18-20) or Longbow +4 
ranged (1d8+3/×3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Elemental Birthright, Elemental Resistance, 
Magical Sensitivity, Native traits, Outsider traits 
Saves: Fort +5, Ref +3, Will +0 
Abilities: Str 17 (+3), Dex 16 (+3), Con 17 (+3), Int 12 (+1), Wis 
10 (+0), Cha 10 (+0) 
Skills: Climb +7, Intimidate +4, Jump +7, Spellcraft +5, Use 
Magic Device +5 
Feats: Toughness 
Environment: any (Siraaj) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 2 
Treasure: standard 
Alignment: usually Chaotic Neutral 
Advancement: by character class 

Level Adjustment: +2 
 
Combat 
 A half-genie is a formidable opponent, regardless of its 
specific genie heritage. Half-genies may be susceptible to magic, 
but their Magical Sensitivity affords them greater benefits from 
healing spells, so they often team up with clerics. They also rely on 
their gifts from their Elemental Birthright to command the 
battlefield. Their natural proclivity for Moving Silently & 
Spellcraft makes them adept at darting, hit-&-run tactics. They 
don’t usually relish a fight, but they are eager to defend their 
friends & family from any danger. 
 
Elemental Birthright: A half-genie, being descended from genies, 
has inherited some of their ancestors’ abilities. Each half-genie 
manifests one of the following additional traits, based on their 
lineage: 

• Dao: Once per day, a half-dao can cast stone shape 
&/or soften earth & stone (as the spells). Caster level 
8th. The save DCs are Charisma-based. 

• Djinn: Once per day, a half-djinni can cast fly for up to 
8 minutes &/or gaseous form (as the spells) for up to 16 
minutes. Caster level 8th. 

• Efreet: Once per day, a half-efreeti can cast produce 
flame &/or wall of fire (as the spells). Caster level 8th. 
The save DCs are Charisma-based. 

• Jann: Once per day, a half-janni can cast invisibility for 
up to 8 minutes &/or enlarge/reduce person (as the 
spells). Caster level 8th. The save DCs are Charisma-
based. 
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• Marid: Once per day, a half-marid can cast water 
breathing (as the spell) for up to 1 hour &/or control 
water (as the spell). Caster level 8th. The save DCs are 
Charisma-based. 

 
Elemental Resistance: A half-genie is resistant to a particular 
element, based on their lineage: 
 Dao: A half-dao gains Acid Resistance 10. 
 Djinn: A half-djinni gains Sonic Resistance 10. 
 Efreet: A half-efreeti gains Fire Resistance 10. 
 Jann: A half-janni gains Electricity Resistance 10. 
 Marid: A half-marid gains Cold Resistance 10. 
 
Magical Sensitivity (Ex): All spells cast on a half-genie character 
function as if they had +1 caster level. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Racial Feat: A half-genie character gains a bonus feat, based on 
their heritage: 
 Dao: A half-dao gains either Endurance or Improved 
Initiative. 
 Djinn: A half-djinni gains either Improved Initiative or 
Lightning Reflexes. 
 Efreet: A half-efreeti gains either Lightning Reflexes 
or Run. 
 Jann: A half-janni gains either Iron Will or Run. 
 Marid: A half-marid gains either Endurance or Iron 
Will. 
 
Racial Skills: A half-genie character has a +4 racial bonus on 
Spellcraft & Use Magic Device checks. A half-genie character also 
gains additional skill bonuses, based on their heritage: 
 Dao: A half-dao gains a +4 racial bonus on Balance & 
Tumble checks. 
 Djinn: A half-djinni gains a +4 racial bonus on Hide & 
Move Silently checks. 
 Efreet: A half-efreeti gains a +4 racial bonus on Bluff 
& Intimidate checks. 
 Jann: A half-janni gains a +4 racial bonus on 
Diplomacy & Sense Motive checks. 
 Marid: A half-marid gains a +8 racial bonus on Swim 
checks, & can always choose to take 10 on a Swim check, even if 
rushed or threatened. 
 
Half-Genie Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about half-genie. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC12: “Genies & humans are actually capable of 
interbreeding.” A character making this check recalls all native 
outsider traits. 
 DC17: “The progeny of such a mating would be a half-
genie, which would carry some of the magical gifts of its genie 
parent.” A character making this check knows the workings of the 
Elemental Birthright abilities. 

 DC22: “They are sensitive to magic, reacting strongly 
to even the weakest of spells.” A character making this check 
remembers the mechanics of Magical Sensitivity, as well as their 
skill bonuses. 
 DC27: “Half-genie have little racial unity, & prone to 
arguing amongst themselves & struggle against any unifying 
force.” A character making this check is familiar with the local 
half-genie settlements. 
 
Abilities & Racial Features 
Half-genie characters possess the following racial traits: 
 +4 Strength, +2 Dexterity, +2 Constitution, +2 
Charisma. 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Medium Size: As Medium creatures, half-genie have 
no special bonuses or penalties due to their size. 
 Half-genie base land speed is 30 feet. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright: A half-genie, being descended 
from genies, has inherited some of their ancestors’ abilities. Each 
half-genie manifests one of the following additional traits, based 
on their lineage: 
 Dao: Once per day, a half-dao can cast stone shape 
&/or soften earth & stone (as the spells). Caster level 8th. The save 
DCs are Charisma-based. 
 Djinn: Once per day, a half-djinni can cast fly for up to 
8 minutes &/or gaseous form (as the spells) for up to 16 minutes. 
Caster level 8th. 
 Efreet: Once per day, a half-efreeti can cast produce 
flame &/or wall of fire (as the spells). Caster level 8th. The save 
DCs are Charisma-based. 
 Jann: Once per day, a half-janni can cast invisibility for 
up to 8 minutes &/or enlarge/reduce person (as the spells). Caster 
level 8th. The save DCs are Charisma-based. 
 Marid: Once per day, a half-marid can cast water 
breathing (as the spell) for up to 1 hour &/or control water (as the 
spell). Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance: A half-genie is resistant to a 
particular element, based on their lineage: 
 Dao: A half-dao gains Acid Resistance 10. 
 Djinn: A half-djinni gains Sonic Resistance 10. 
 Efreet: A half-efreeti gains Fire Resistance 10. 
 Jann: A half-janni gains Electricity Resistance 10. 
 Marid: A half-marid gains Cold Resistance 10. 
 Magical Sensitivity (Ex): All spells cast on a half-
genie character function as if they had +1 caster level. 
 Racial Feat: A half-genie character gains a bonus feat, 
based on their heritage: 
 Dao: A half-dao gains either Endurance or Improved 
Initiative. 
 Djinn: A half-djinni gains either Improved Initiative or 
Lightning Reflexes. 
 Efreet: A half-efreeti gains either Lightning Reflexes 
or Run. 
 Jann: A half-janni gains either Iron Will or Run. 
 Marid: A half-marid gains either Endurance or Iron 
Will. 
 Racial Skills: A half-genie character has a +4 racial 
bonus on Spellcraft & Use Magic Device checks. A half-genie 
character also gains additional skill bonuses, based on their 
heritage: 
 Dao: A half-dao gains a +4 racial bonus on Balance & 
Tumble checks. 
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 Djinn: A half-djinni gains a +4 racial bonus on Hide & 
Move Silently checks. 
 Efreet: A half-efreeti gains a +4 racial bonus on Bluff 
& Intimidate checks. 
 Jann: A half-janni gains a +4 racial bonus on 
Diplomacy & Sense Motive checks. 
 Marid: A half-marid gains a +8 racial bonus on Swim 
checks, & can always choose to take 10 on a Swim check, even if 
rushed or threatened. 
 Darkvision out to 60’. 
 Automatic Languages: Common. Bonus Languages: 
Aquan, Auran, Ignan, & Terran. 
 Favored Class: Sorcerer. 
 Level Adjustment: +2. 
 
 An impressive-looking individual appears before you. It 
could be mistaken for a human, if it were not for the (cloudy 
vapors/blazing fire/dust & sand/dripping water/arcs of electricity) 
constantly emitting from it. Its skin is a dull 
(ochre/scarlet/emerald/cerulean/mauve), & its eyes glow faintly 
with the same color. Its hair appears to be (tousled by a strong 
breeze/engulfed in flames/formed from clumps of stone/translucent 
& gelatinous/standing on end), which does not appear to concern 
the creature one bit. 
 

The various genies once lived only on the world of 
Najmah. But eons ago, most of them managed to migrate to the 
world of Siraaj, where these magical beings interbred with the 
indigenous sentient peoples. The creatures that resulted from these 

unions were able to breed true, forming a race known as the Half-
Genie. 

Also known as Numar-Sim (from the Admajai, meaning 
“half-breed genie”), the half-genies are a conflicted people. On one 
hand, they have supernatural powers that set them above the more 
common races. However, by the same token, they are often 
compared to full-blooded genies, which are far more powerful than 
their hybrid offspring. This adds to their society’s fractious nature, 
creating a culture where consensus is rare, organization is mostly 
local, & disagreements on even the most fundamental issues are 
commonplace. Most other races see the half-genie as an alienating 
& contrary people, but their divisions are always erased (at least 
temporarily) by external threats. 

A half-genie is about as tall as a human (5’-6½’), but it 
weighs slightly more (200-350 pounds). They speak Common, & 
usually one of elemental tongues (Aquan, Auran, Ignan, or Terran) 
as well. 
 
Plot Hooks 

• A local half-genie noble is getting married, & the 
guestlist is almost as interesting as the intrigue 
surrounding the event. 

• A dispute between various half-genie sects threatens to 
erupt into factional violence. 

• A group of outlaw half-genies are giving the race a bad 
name, & the local autorities want them stopped. 

 

 

Half-Ghul 
Warrior 1 
Medium Outsider (Native) 
Hit Dice: 1d8+6 (10HP) 
Initiative: +2 
Speed: 30’ (6 squares) 
Armor Class: 17 (+2 Dex, +4 chain shirt, +1 light shield); touch 
12; flat-footed 15 
Base Attack/Grapple: +1/+5 
Attack: Scimitar +4 melee (1d6+3/18-20) or Longbow +3 ranged 
(1d8+2/×3) or Claw +5 melee (1d6+4) 
Full Attack: Scimitar +4 melee (1d6+3/18-20) or Longbow +3 
ranged (1d8+2/×3) or 2 Claws +5 melee (1d6+4) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-like abilities 
Special Qualities: Darkvision 60’, Elemental Resistance, Native 
traits, Outsider traits 
Saves: Fort +5, Ref +2, Will +2 
Abilities: Str 17 (+3), Dex 15 (+2), Con 16 (+3), Int 12 (+1), Wis 
14 (+2), Cha 10 (+0) 
Skills: Bluff +5, Climb +5, Disguise +5, Intimidate +6, Jump +5, 
Ride +4 
Feats: Power Attack, Toughness (bonus) 
Environment: any (Siraaj) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 2 
Treasure: standard 
Alignment: usually Neutral Evil 
Advancement: by character class 
Level Adjustment: +2 
 
Combat 
 Half-ghuls are aggressive, almost enthusiastic, 
combatants. Their zeal in battle often leads them to victory, but it 

also can end in a reckless defeat. They fearlessly charge into a 
fight, unleashing a fury that borders on bloodlust. They often enter 
melee by using magic such as darkness or obscuring mist, & then 
attack with whatever weapons they have handy. Half-ghuls usually 
save their gust of wind ability for when they are on the defensive or 
when they can knock an opponent off of a precipice. They are 
completely unafraid of fire or ice (mostly due to their Elemental 
Resistance quality), so they will trudge right through a wall of 
flames if they have to in order to reach their foes. 
 
Spell-Like Abilities 

• At Will: detect magic, obscuring mist, touch of fatigue 
(DC14) 

• 3/Day: darkness, sleep (DC15) 
• 1/Day: gust of wind (DC15) 
• Caster level 8th. The save DCs are Charisma-based. 

 
Elemental Resistance (Su): A half-ghul is resistance to all 
damage from cold & fire energy (including non-magical forms of 
cold/fire damage); they ignore the first 5 points of damage from 
those types each round 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Half-Ghul Lore 
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 Characters that have ranks in Knowledge (The Planes) 
can learn more about half-ghul. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC12: “Even ghuls are able to crossbreed with 
humanoids, producing fertile young.” A character making this 
check recalls all native outsider traits. 
 DC17: “These offspring are known as half-ghuls, & 
they are resistant to extreme heat & freezing cold.” A character 
making this check knows the workings of the Elemental Resistance 
ability. 
 DC22: “They have inherited some magical talents from 
their ghul parents, as well as an aggressive nature.” A character 
making this check remembers a half-ghul’s spell-like abilities. 
 DC27: “Half-ghuls are not always evil, & in fact, many 
of them have prevailed over their malevolent heritage.” A 
character making this check is familiar with where the nearest half-
ghul enclave can be found. 
 
Abilities & Racial Features 
Half-ghul characters possess the following racial traits: 

• Strength +4, Constitution +2, Intelligence +2, Wisdom 
+2, Charisma +2. 

• Outsider (Native): Half-ghuls are not subject to spells 
or effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Medium Size: As Medium creatures, half-ghuls have 
no special bonuses or penalties due to their size. 

• Half-ghul base land speed is 30 feet. 
• Elemental Resistance (Su): A half-ghul is resistant to 

all damage from cold & fire energy (including non-
magical forms of cold/fire damage); they ignore the 
first 5 points of damage from those types each round. 

• Ghul Blood: For all effects related to race, a half-ghul 
is considered a ghul. 

• Natural Weapon (Ex): 2 Claws (1d6 + Str); slashing 
damage. 

• Racial Skills: A half-ghul character has a +4 racial 
bonus on Bluff, Disguise, & Intimidate checks. 

• Spell-Like Abilities 
o At Will: detect magic, obscuring mist, touch 

of fatigue (DC14). 
o 3/Day: darkness, sleep (DC15). 
o 1/Day: gust of wind (DC15). 
o Caster level 8th. The save DCs are Charisma-

based. 
• Toughness: Half-ghuls gain Toughness as a bonus feat. 

• Darkvision out to 60’. 
• Automatic Languages: Common & Ghul. Bonus 

Languages: Archaic & Gnoll. 
• Favored Class: Fighter. 
• Level Adjustment: +2. 

 
 A frightening figure suddenly comes into view. It looks 
like a dark-haired human, or something that once was human, but 
its features betray it as something else entirely. Its skin is a chalky 
gray, its ears are long & pointed, & it has a maw of needlelike 
fangs.  Most inhuman of all are its eyes, which have vividly 
crimson irises, & gleam with seeming wickedness. 
 

Ghuls are truly nightmarish creatures, rivaling demons 
in their malice & cruelty (in fact, they are often confused with dark 
beings such as devils or demons). But their evil, while all-
consuming, does not reduce their wit & cleverness. They possess a 
keen-yet-depraved intellect, & are known for their sinister 
schemes. Many such plots involve disguising themselves as 
humanoids, & they are not above mating with humanoid races to 
further their vile goals. It was from these temporary unions that the 
first Half-Ghuls were born. 

The half-ghuls are now a race in their own right, able to 
create viable half-ghul (HALF GOOL) offspring. Sometimes 
called Numar-Jalaq (“Half-Malign”), or simply Numar-Gul, half-
ghuls are a race in search of an identity. While some take after 
their ghul parents, indulging in wanton acts of villainy, many 
others of their kind strive to overcome their foul lineage & forge 
their own path through life. This dichotomy in their culture has 
engendered many conflicts, not only among their own race, but 
also with other peoples. Like half-genies & other numari, they do 
not usually rule their own domains, so they almost always live 
among the lands of their parents. Even the most civilized of half-
ghuls, though, must struggle with the darkness in their souls. 

A half-ghul is about 6’-7’ tall & weighs around 200-
400 pounds. They speak Common & Ghul with raspy, almost-
hissing voices. 
 
Plot Hooks 

• A half-ghul is on a mission to find the ghul that sired 
him, & cannot be deterred. 

• A half-ghul is accused of murdering a local official, 
although the evidence is rather weak. 

• Various half-ghuls have been attacked recently, & 
rumor has it that there’s a secret crusade to remove 
them from the area. 

 

 

Harpy, Vulture 
Medium Monstrous Humanoid 
Hit Dice: 10d8+20 (65HP) 
Initiative: +5 
Speed: 20’ (4 squares), Fly 80’ (16 squares, average 
maneuverability) 
Armor Class: 18 (+5 Dex, +3 natural); touch 15; flat-footed 13 
Base Attack/Grapple: +10/+13 
Attack: Sickle +13 melee (1d6+3) 
Full Attack: Sickle +13/+8/+3 melee (1d6+3) & 2 Talons +8 melee 
(1d4+3) 
Space/Reach: 5’/5’ 
Special Attacks: Shriek 
Special Qualities: Darkvision 60’, Monstrous Humanoid traits, 
Skills 

Saves: Fort +5, Ref +12, Will +9 
Abilities: Str 16 (+3), Dex 20 (+5), Con 14 (+2), Int 7 (-2), Wis 13 
(+1), Cha 10 (+0) 
Skills: Heal +4, Intimidate +5, Move Silently +7, Spot +9, Survival 
+5 
Feats: Endurance, Flyby Attack, Self-Sufficient, Wingover 
Environment: warm desert (Siraaj) 
Organization: solitary, pair, or nest (1d2 adults plus 1d4 
noncombatant young) 
Challenge Rating: 7 
Treasure: standard 
Alignment: usually Chaotic Evil 
Advancement: by character class 
Level Adjustment: +6 
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Combat 
 The ferocity of a vulture harpy is a sight to behold, 
terrifying though it may be. Few other creatures on Siraaj fight as 
readily, or with as much intensity, as they. Once a vulture harpy 
has engaged in battle, it will almost always fight to the death, 
undeterred by most circumstances. They typically ambush prey by 
diving from above, opening the encounter with a Shriek attack. 
After that, they will most likely finish up with their sickles & 
talons, using additional Shriek attacks if necessary. 
 
Shriek (Su): A vulture harpy can unleash an unearthly, deafening 
scream; all creatures within a 40’ cone take 4d6 sonic damage & 
are rendered deafened; Fortitude save (DC18) for half damage & 
negating the deaf status; the save DC is Strength-based; this attack 
can be used once every 1d4+1 rounds. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Skills: A vulture harpy has a +4 racial bonus on Spot checks. 
 
Vulture Harpy Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about vulture harpies. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC17: “It is more than the heat & the lack of water in 
the wastelands that will kill you; a black terror stalks the desert 
skies.” A character making this check recalls all monstrous 
humanoid traits. 
 DC22: “Known as the vulture harpies, these ravenous 
monsters will eat anything, whether it be alive or not.” A character 
making this check knows the workings of the Shriek ability. 
 DC27: “If their screams alone don’t kill, they will finish 
the job with their talons.” A character making this check 
remembers that vulture harpies have talons as natural weapons, a 
racial bonus on Spot checks, & a natural armor bonus. 
 DC32: “Their sight is unnaturally keen, so they roam 
far & wide throughout the arid wastes, searching for flesh to 
consume.” A character making this check is familiar with the 
vulture harpy’s common hunting grounds & migratory patterns. 
 
Abilities & Racial Features 
Vulture harpy characters possess the following racial traits: 

• Strength +2, Dexterity +4, Constitution +2, Intelligence 
-2. 

• Monstrous Humanoid: A vulture harpy is not subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Medium Size: As Medium creatures, vulture harpies 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: A vulture harpy begins with 10 levels 
of monstrous humanoid, which provide 10d8 Hit Dice, 

a base attack bonus of +10, & base saving throw 
bonuses of Fortitude +3, Reflex +7, & Will +7. 

• Racial Skills: A vulture harpy’s monstrous humanoid 
levels give it skill points equal to 13 × (2 + Int modifier, 
minimum 1). Its class skills are Heal, Intimidate, Move 
Silently, Spot, & Survival. A vulture harpy has a +4 
racial bonus on Spot checks. 

• Racial Feats: A vulture harpy’s monstrous humanoid 
levels give it 4 feats. 

• Vulture harpy base land speed is 20 feet 
• Vulture harpy base fly speed is 80 feet (average 

maneuverability). 
• Shriek (Su): A vulture harpy can unleash an unearthly, 

deafening scream; all creatures within a 40’ cone take 
4d6 sonic damage & are rendered deafened; Fortitude 
save (DC16) for half damage & negating the deaf 
status; the save DC is Constitution-based; this attack 
can be used once every 1d4+1 rounds. 

• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Talon (1d4 + Str); slashing 

damage. 
• +3 natural armor bonus. 
• Automatic Languages: Harbai (Vulture Harpy). Bonus 

Languages: Common & Ghul. 
• Favored Class: Barbarian. 
• Level Adjustment: +6. 

 
 Suddenly from above, a dark shadow appears, blotting 
out the sky. Two inky black wings hold the horrifying figure aloft 
as it descends upon you. Its long, feathered legs end in grasping 
talons that look like they were designed to rend flesh with a single 
swipe. The grotesque creature, which resembles a hideous woman 
crossed with an enormous predatory bird, lifts its head & opens its 
mouth wide, as if to cry out. 
 
 The Scourges of the Sands, the Darkness of the Desert, 
the Eaters of the Living & the Dead. The terror of the Vulture 
Harpy is known by many names, & is feared by all desert peoples, 
for good reason. Few other wasteland hazards are as consistently 
dangerous, & none are as seemingly-malicious. 
 The vulture harpies are spiteful beings, eager to kill & 
feed. They mostly subsist on carrion, but unlike real vultures, they 
are far from harmless scavengers. They will gladly bring down 
living prey, & they are indiscriminate in their slaughter, killing 
anything that looks like a feasible meal. Even normal harpies hate 
& fear them for their voracious predations. 

A vulture harpy is about 4½’ tall & weighs around 80 
pounds. They speak their own tongue (Harbai), although some of 
the brighter ones speak Common or Ghul as well. 
 
Plot Hooks 

• A merchant prince is hiring mercenaries to protect a 
trade route that has been preyed upon by vulture harpies 
in recent weeks. 

• A battered & flayed cleric is the only survivor of a 
pilgrimage that was set upon by vulture harpies. 

• A nest of vulture harpies was just discovered in a rocky 
hillside nearby, but the parents are nowhere to be 
found. 

 
 

Hemoculus 
Fine Ooze 
Hit Dice: ½d10 (2HP) 
Initiative: +5 
Speed: 10’ (2 squares), Burrow 5’ (1 square, sand or soil only) 

Armor Class: 24 (+8 size, +5 Dex, +1 natural); touch 23; flat-
footed 19 
Base Attack/Grapple: +0/-21 
Attack: Sting +3 touch (1d4 acid plus Poison) 
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Full Attack: Sting +3 touch (1d4 acid plus Poison) 
Space/Reach: 0’/0’ 
Special Attacks: Poison 
Special Qualities: Ooze traits, Sanguine Sight 
Saves: Fort +0, Ref +5, Will +0 
Abilities: Str 1 (-5), Dex 20 (+5), Con 10 (+0), Int -- (+0), Wis 10 
(+0), Cha 1 (-5) 
Skills: N/A 
Feats: N/A 
Environment: any (Siraaj or Najmah) 
Organization: solitary, pair, clot (3-8), scab (9-24), or hemorrhage 
(25-40) 
Challenge Rating: 1 
Treasure: N/A 
Alignment: always Neutral 
Advancement: 1-2HD (Fine), 3-4HD (Diminutive), 5-8HD (Tiny) 
Level Adjustment: N/A 
 
Combat 
 Hemoculi are mindless things, & do not attack other 
creatures, even to defend themselves. They are able to attack with 
their Sting, but will not do so unless commanded to by their 
creator. A wise creator will usually use their minute size & Burrow 
ability to stay out of sight, avoiding a fight altogether. 
 
Poison (Ex): Contact, Fortitude save (DC10), initial damage 1d6 
Dexterity, secondary damage Unconsciousness; the save DC is 
Dexterity-based. A hemoculus dies 1 round after using its Sting, 
melting into a crimson stain. 
 
Ooze traits: All creatures with the Ooze type possess the 
following traits: 
 Mindless: No Intelligence score, & immunity to all 
mind-affecting effects (charms, compulsions, phantasms, patterns, 
& morale effects). 
 Blind (but have the blindsight special quality), with 
immunity to gaze attacks, visual effects, illusions, & other attack 
forms that rely on sight. 
 Immunity to poison, sleep effects, paralysis, 
polymorph, & stunning. 
 Some oozes have the ability to deal acid damage to 
objects. In such a case, the amount of damage is equal to 10 + ½ 
ooze’s HD + ooze’s Con modifier per full round of contact. 
 Not subject to critical hits or flanking. 
 Proficient with its natural weapons only. 
 Proficient with no armor. 
 Oozes eat & breathe, but do not sleep. 
 
Sanguine Sight (Su): A hemoculus can relay all visual 
information within sight to the creature that created it, as if it were 
the focus of a permanent arcane eye spell. The creator must use 
their own Search & Spot checks; certain visually-based skills, such 
as Appraise or Sense Motive, cannot be used through a hemoculus 
proxy. No audio information is transmitted via a hemoculus. It can 

transmit its visual information across any distance, but only if the 
creator is on the same plane. 
 
Hemoculus Lore 
 Characters that have ranks in Knowledge 
(Dungeoneering) can learn more about hemoculi. When a character 
makes a successful skill check, the following lore is revealed, 
including the information from lower DC’s. 
 DC11: “Dark mages are able to spy on others using 
their own enchanted blood.” A character making this check recalls 
all ooze traits. 
 DC16: “A blood-born creature called a hemoculus can 
be used by its creator to scry & track without fear of detection.”A 
character making this check knows the workings of the Sanguine 
Sight ability. 
 DC21: “Hemoculi can even poison a creature with their 
stinging touch, rendering them unconsciousness.” A character 
making this check remembers the mechanics of a hemoculus’s 
Poison. 
 DC26: “They are made in a foul ritual from the caster’s 
blood, which becomes a living ichor via evil magic.”A character 
making this check is familiar with the Eye of Arcane Blood ritual. 
 
 A minuscule splash of blood is on the floor. From its 
dark, lumpy appearance, it seems to have fallen there a while ago, 
although it has a freshly-spilled glisten to it. Suddenly, the smear 
of blood twitches & begins to move, leaving a thin trail of crimson 
behind it. 
 
 There are many rituals used by those skilled in the 
magical arts. Some are nearly harmless, meant only to bring rain or 
support livestock. Some are useful in battle, such as those that can 
assist allies or hamper enemies. There are some rituals, though, 
that serve darker purposes. These ceremonies lay curses upon 
people, summon demonic spirits, reanimate the dead, or worse. A 
favorite ritual of the ghuls is a ceremony known as the Eye of 
Arcane Blood. 
 This wicked rite uses the caster’s own blood to create a 
little lump of magical coagulate. This creeping mass is able to act 
as a spy for its creator, watching, tracking, & even poisoning 
creatures. Known as a hemoculus (heh-MOCK-yoo-LUSS), the 
mindless creature obeys its creator to the best of its ability. 

A hemoculus is about 1” long, ½” wide, & weighs 
almost nothing. It speaks no language, although it can follow its 
creator’s telepathic instructions, regardless of tongue. 
 
Plot Hooks 
 A local noble is growing paranoid & irrational, 
claiming that she is being followed by motes of blood. 
 A bloodstain keeps appearing on the floor of a temple, 
only to vanish shortly thereafter. 
 The sultan has been poisoned, & the investigation is out 
of leads & short of clues. 
 

 

Homa 
Medium Magical Beast 
Hit Dice: 7d10+7 (45HP) 
Initiative: +4 
Speed: Fly 100’ (20 squares, average maneuverability) 
Armor Class: 20 (+4 Dex, +6 natural); touch 14; flat-footed 16 
Base Attack/Grapple: +7/+13 
Attack: Talons +13 melee (1d6+3) 
Full Attack: 2 Talons +13 melee (1d6+3) 
Space/Reach: 5’/5’ 
Special Attacks: Command 

Special Qualities: Darkvision 60’, Magical Beast traits, Shadow of 
Fortune, Soar 
Saves: Fort +6, Ref +9, Will +4 
Abilities: Str 23 (+6), Dex 18 (+4), Con 13 (+1), Int 5 (-3), Wis 14 
(+2), Cha 10 (+0) 
Skills: Listen +7, Spot +8 
Feats: Alertness, Flyby Attack, Hover B, Improved Initiative 
Environment: any (Siraaj) 
Organization: solitary, pair, formation (3-9), or flock (10-40) 
Challenge Rating: 5 
Treasure: N/A 
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Alignment: often Chaotic Good 
Advancement: 8-14HD (Medium), 15-21HD (Large) 
Level Adjustment: N/A 
 
Combat 
 A homa will not readily start a fight, usually opting to 
fly away from a skirmish before it begins. It will battle, however, 
to protect its young, defend a mate, save its own life, or to secure 
food in desperate times. A homa will usually try to close the 
distance with an enemy so that it may employ its Command ability. 
If that fails (or if there are multiple opponents), it will attempt to 
charge into melee with its talons, using Flyby Attacks as often as 
possible. 
 
Command (Su): A homa can make another creature within 20’ do 
its bidding via telepathy; the targeted creature must succeed on a 
Will save (DC15) or be affected as though by a dominate monster 
spell for 1d6+4 rounds; the save DC is Wisdom-based; this is a 
mind-affecting compulsion effect; a homa can use this ability as 
often as it wishes, but can only Command one creature at a time. 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Shadow of Fortune (Su): A homa can bring good luck to any 
creature its shadow falls upon; if a creature is directly underneath a 
homa for at least one round, it will receive a +2 luck bonus to all 
skill checks & saving throws for 24 hours 
 
Soar (Ex): A homa does not have to land, even when it is 
wounded or grappled; regardless of circumstances or conditions, a 
homa cannot come within 5’ of the ground, although it can still 
attack anything within its reach, so it may just barely scratch the 
ground if it wishes; a homa that is forced to descend will still hover 
5’ off the ground, as if it were levitating; a homa’s feathers are not 
affected by this effect, so they will fall to the ground if separated 
from the bird’s body; even a homa that has been killed will fade 
away rather than fall to the ground. 
 
Homa Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about homas. When a character makes a successful skill 
check, the following lore is revealed, including the information 
from lower DC’s. 
 DC15: “Legends tell of a magical bird that is always on 
the wing, never landing.” A character making this check recalls all 
magical beast traits. 
 DC20: “This magnificent creature is known as a homa, 
& no force on Siraaj can make it touch the ground.” A character 
making this check knows the workings of the Soar ability. 

 DC25: “A homa, despite the luck it may bring, can 
force another being to do whatever it wants, acting on its behalf.” 
A character making this check remembers the mechanics of 
Compulsion & Shadow of Fortune. 
 DC30: “A homa’s feathers are a valuable material 
component in flying spells, & are worth a small fortune.” A 
character making this check is familiar with where homas can 
usually be found. 
 
Homa Egg 

• 3HP 
• Hardness: 1 
• Value: 50,000gp 

 
Homa Feather 

• 2HP 
• Hardness: 0 
• Value: 2,000gp 

 
 Flying over the world below is a large avian form. The 
feathers on top of the regal being are a dull mottled brown, but the 
ventral feathers are a vibrant sky blue. It glides upon the winds, 
flying swiftly despite the fact that it never flaps its wings. 
 
 Soaring majestically above the concerns of the world, 
the Homa bird is a rare marvel to behold, like a grand jewel in the 
sky. These stately creatures are the envy of all, lord & serf, man & 
beast, bird & land-bound. They are said to never touch the ground, 
living their entire lives at one with the skies, riding upon the wind 
from their initial hatching until their final fading. 
 Preferring to live off of carrion, a homa (HOE-mah) 
will only kill if it must to survive or feed its young. They are 
uncommon enough that they are somewhat legendary; one such 
tale states that a homa’s shadow brings good luck to everyone that 
it falls upon. Also known as the Bird That Never Lands or the 
Shuqa Udal (“Wing of Eternity”), a homa is as valuable as it is 
rare. Its feathers have been used in the turbans of great sultans of 
ages past, such as King Manas & the pharaoh Ak-Khyriash II. As a 
living embodiment of royal splendor, a homa’s head would be 
worth its weight in gold, & a single live egg could be traded for a 
king’s ransom. 
 A homa is about 4½’-5’ long, with a 9’-10’ wingspan, 
& weighs around 80-120 pounds. They do not speak, but they can 
understand Common & respond to simple questions or commands. 
 
Plot Hooks 
 A wealthy noble is obsessed with standing in the 
shadow of a homa, & is desperate to find one. 
 A local scholar is seeking homa feathers to use in some 
mysterious research. 
 A homa egg was discovered in a reopened mine, & 
several groups are vying to take possession of the rare find. 
 

 

Houri 
Warrior 1 
Medium Outsider (Native) 
Hit Dice: 3d8+12 (25HP) 
Initiative: +8 
Speed: 30’ (6 squares) 
Armor Class: 20 (+4 Dex, +2 leather, +4 natural); touch 14; flat-
footed 16 
Base Attack/Grapple: +3/+6 
Attack: Longbow +7 ranged (1d8+3/×3) or Slam +6 melee (1d6+3) 

Full Attack: Longbow +7/+2 ranged (1d8+3/×3) or 2 Slams +6 
melee (1d6+3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Outsider traits, Spell-Like 
Abilities 
Saves: Fort +7, Ref +7, Will +6 
Abilities: Str 16 (+3), Dex 18 (+4), Con 19 (+4), Int 14 (+2), Wis 
17 (+3), Cha 12 (+1) 
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Skills: Diplomacy +11, Listen +11, Move Silently +10, Sense 
Motive +14, Spot +15, Tumble +10 
Feats: Awareness, Improved Initiative, Weapon Focus (Longbow) 
Environment: any (Najmah) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 4 
Treasure: standard 
Alignment: any non-Evil 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 Houris may be pleasant & mild-mannered, but conflict 
is not utterly foreign to them. They have learned to defend 
themselves from the predations of demons, devils, tieflings, & the 
like, so they are adept at fighting back & protecting one another. 
They will often fight in pairs or small teams, covering each other 
with bow shots & mutual healing spells. In close quarters, a houri 
will usually switch to their slam attacks, as will Houris who are 
forced to fight alone. 
 
Spell-Like Abilities 

• At Will: detect magic, light 
• 3/Day: cure light wounds (DC14), see invisibility 
• 1/Day: create food & water 
• Caster level 5th. The save DCs are Wisdom-based. 

 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Houri Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about houris. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “In the world of the Afterlife, a soul can be 
ascended into a more perfect body.” A character making this check 
recalls all outsider traits. 
 DC18: “A person who has been deemed worthy is 
reborn into a creature known as a houri, which has many magical 
talents.” A character making this check knows the workings of a 
houri’s spell-like abilities. 
 DC23: “They are serene & pleasant beings, able to live 
in a higher state of existence than most other mortal races.” A 
character making this check remembers where to find the nearest 
houri settlement. 
 DC28: “Houris may be peaceful & placid, but they are 
more than capable of defending themselves if such a need should 
arise.” A character making this check is familiar with houri 
behavior & customs. 
 
Abilities & Racial Features 
Houri characters possess the following racial traits: 

• Strength +4, Dexterity +4, Constitution +4, Intelligence 
+4, Wisdom +4, Charisma +4. 

• Outsider (Native): Houris are not subject to spells or 
effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Medium Size: As Medium creatures, houris have no 
special bonuses or penalties due to their size. 

• Racial Hit Dice: A houri begins with 3 levels of 
outsider, which provide 3d8 Hit Dice, a base attack 
bonus of +3, & base saving throw bonuses of Fortitude 
+3, Reflex +3, & Will +3. 

• Racial Skills: A houri’s outsider levels give it skill 
points equal to 6 × (8 + Int modifier, minimum 1). Its 
class skills are Diplomacy, Listen, Move Silently, Sense 
Motive, Spot, & Tumble. Houris have a +4 racial bonus 
on any 3 skills of their choice. 

• Racial Feats: A houri’s outsider levels give it 3 feats, 
including 1 bonus feat. 

• Houri base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Slam (1d6 + Str); bludgeoning 

damage. 
• Spell-Like Abilities 

o At Will: detect magic, light 
o 3/Day: cure light wounds (DC14), see 

invisibility 
o 1/Day: create food & water 
o Caster level 5th. The save DCs are Wisdom-

based. 
• +4 natural armor bonus. 
• Automatic Languages: Houri. Bonus Languages: 

Common & Archaic. 
• Favored Class: Any. When determining whether a 

multiclass human takes an experience point penalty, his 
or her highest-level class does not count. 

• Level Adjustment: +1. 
 

The person standing there has an unearthly grace & a 
beauty unparalleled in the natural world. Their skin is as smooth 
as polished glass, & their silver-white hair falls in cascading 
waves like water off a majestic cliff. Their features are as finely 
chiseled as a statue’s, & their ears are long & pointed, like a 
delicate leaf. Most remarkable are their eyes, which are golden 
like an autumn sunrise, & glow of their own accord. 
 
 When a sentient creature dies in the world of Siraaj, its 
soul is escorted by their hafaza to the Pit of Fate. There, the soul 
waits for 21 days, after which it is bid upon by the devas & the 
devils. After the bidding, if the soul has not been recruited by 
either party, then its worth is determined by ambivalent creatures 
that assess its spiritual value & render judgment. A soul that is 
deemed worthy (but not acquired by the devas or the devils) is 
transformed into an ascended, perfected version of itself. This 
refined incarnation is known as a Houri (HOO-ree). 
 The houris make up a slim majority of the population of 
Najmah. They are not immortal, but they live in a magical world of 
wonders & delights, so they appear to be far removed from the 
concerns of other mortal races. They gather together in harmonious 
communities, largely untroubled by discord or strife. Their serene, 
philosophical nature makes for excellent clerics, monks, & other 
religious officials. 

Also known as Muarzala (a word that is derived from 
an Admajai phrase, meaning “Divine One”), the houris are a 
crucial step in the upwardly spiraling reincarnation cycle of the 
Kamala. A deserving soul becomes a houri so that they may 
experience a higher realm of thought & existence, therefore having 
something to aspire to in the earthly world of Siraaj. This 
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inspiration is believed by some scholars to be behind many of the 
great advances made by the races of Siraaj. 

A houri is about 5½’-7’ tall, & weighs about 120-210 
pounds. They speak in their own tongue (Houri), although most of 
them speak Celestial & Archaic as well. 
 
Plot Hooks 

• A stunningly beautiful woman has appeared in town, 
claiming to be a noble from a distant land. 

• A strange portal has opened up, & graceful beings have 
emerged from the gate of smoke & storm. 

• A grieving family has received a visit from an angelic 
being, claiming to be their departed relative. 

 
 

Human 
Warrior 1 
Medium Humanoid (Human) 
Hit Dice: 1d8+1 (5HP) 
Initiative: +1 
Speed: 30’ (6 squares) 
Armor Class: 15 (+1 Dex, +3 studded leather armor, +1 light steel 
shield); touch 11; flat-footed 14 
Base Attack/Grapple: +1/+3 
Attack: Scimitar +3 melee (1d6+2, 18-20/×2) or shortbow +2 
ranged (1d6+2/×3) 
Full Attack: Scimitar +3 melee (1d6+2, 18-20/×2) or shortbow +2 
ranged (1d6+2/×3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Humanoid traits 
Saves: Fort +3, Ref +1, Will -1 
Abilities: Str 14 (+2), Dex 12 (+1), Con 13 (+1), Int 10 (+0), Wis 8 
(-1), Cha 11 (+0) 
Skills: Craft (any) +4, Diplomacy +5, Listen +3, Spot +4 
Feats: Cleave, Power Attack 
Environment: any land (Siraaj) 
Organization: solitary, pair, squad (2-4), company (11-20 plus 2 
3rd-level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: ½ 
Treasure: standard 
Alignment: any 
Advancement: by character class 
Level Adjustment: +0 
 
Combat 
 Humans are not the strongest of creatures, nor are they 
the toughest, the most agile, the smartest, the wisest, or the most 
charismatic. Their main advantage in battle is their 
unpredictability; they are often able to snatch victory from the jaws 
of defeat by doing what their enemies do not expect. Opponents 
often underestimate these tenacious creatures, & have come to 
regret it. Despite their lack of directly-offensive abilities, humans 
often put their extra feat & skill points to good use, investing in 
talents that could save their lives in the right circumstances. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 

 
Abilities & Racial Features 
Human characters possess the following racial traits: 

• Humanoid (Human): Humans are subject to spells or 
effects that affect humanoids only, such as charm 
person or dominate person. 

• Medium Size: As Medium creatures, humans have no 
special bonuses or penalties due to their size. 

• A human’s base land speed is 30 feet. 
• 1 extra feat at 1st level. 
• 4 extra skill points at 1st level & 1 extra skill point at 

each additional level. 
• Automatic Language: Common. Bonus Languages: 

Any (other than secret languages, such as Druidic). See 
the Speak Language skill. 

• Favored Class: Any. When determining whether a 
multiclass human takes an experience point penalty, his 
or her highest-level class does not count. 

• Level Adjustment: +0. 
 
 The person before you looks like a human. They might 
even be one. But in this world, who can really tell? 
 
 Like a virus that has spread out of control, humans are 
everywhere in the world, & their influence has only grown over the 
years. Humans occupy any niche that they can, living in the valleys 
& the hills, in the mountains & the plains, in the deserts & the 
tundra. No other race has proved as versatile, ambitious, & 
persistent as they, for good or ill. 
 About half of the world’s sentient population is made 
up of humans, also known as the Alqanasi (sing. Alaqanas, from 
the Admajai word for “people, group, or population”). No other 
race has taken so well to city life; the kobolds may have been the 
first race to urbanize, but humans have outdone them in their drive 
to gather together in metropolitan communities. This strength-in-
numbers strategy has served them even better than the 
development of agriculture before it; they are better able to defend 
themselves & their territory from these municipal centers than they 
were ever able to before. Many other races have followed their 
lead, founding larger & more concentrated settlements in a bid to 
remain competitive. 

A human is about 5-6’ tall & weighs around 105-210 
pounds. They speak Common, although some of the brighter ones 
speak another language, such as Alhaggi, Archaic, or Gnoll. 
 
Plot Hooks 

• A human noble is looking to expand his territory by 
building a new frontier village. 

• A group of xenophobes is trying to start a race war as 
an excuse to exterminate the non-humans in town. 

• A band of humans is fleeing the destructive fury of a 
desert dragon that has suddenly appeared nearby. 
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Karkadan 
Large Magical Beast 
Hit Dice: 8d10+40 (84HP) 
Initiative: +4 
Speed: 80’ (16 squares) 
Armor Class: 22 (-1 size, +4 Dex, +9 natural), touch 13, flat-footed 
19 
Base Attack/Grapple: +8/+18 
Attack: Gore +13 melee (2d6+6) 
Full Attack: Gore +13 melee (2d6+6) & 2 Hooves +8 melee 
(1d8+6) 
Space/Reach: 10’/10’ 
Special Attacks: Heave, Improved Grab, Trample 1d8+9 
Special Qualities: Darkvision 90’, Immunity to 
Charm/Compulsion/Poison/Sleep, Low-Light Vision, Magical 
Beast traits, Spell-Like Abilities 
Saves: Fort +11, Ref +10, Will +7 
Abilities: Str 23 (+6), Dex 18 (+4), Con 21 (+5), Int 14 (+2), Wis 
21 (+5), Cha 24 (+7) 
Skills: Hide +10, Jump +12, Move Silently +10, Spot +11, 
Survival +13 
Feats: Cleave, Great Cleave, Power Attack 
Environment: warm plains (Siraaj) 
Organization: solitary, pair, family (1d4 adults plus 2d6 
noncombatant young), or herd (3d6+12 adults plus 6d6 
noncombatant young) 
Challenge Rating: 10 
Treasure: half standard 
Alignment: usually Chaotic Neutral 
Advancement: 9-16HD (Large), 17-32HD (Huge) 
Level Adjustment: N/A 
 
Combat 
 Karkadani are temperamental creatures, & they are 
intensely territorial. They will protect their domain & their fellow 
herd members with extreme prejudice. That said, they are not 
unreasonable beasts; they can be negotiated with, to a certain 
extent. In a skirmish, though, they are violent combatants, charging 
into battle & attempting to Gore or Trample anything that moves. 
They will usually Heave smaller opponents out of their way, 
saving their spell-like abilities (such as confusion & fear) for larger 
foes. 
 
Heave (Ex): The karkadan can throw a grabbed opponent of Huge 
or smaller size into the air by making a successful grapple check; 
once thrown, the opponent takes 1d6 points of falling damage, plus 
an additional 1d6 points of damage for each size category smaller 
than Huge the opponent is (for example, a Medium-sized creature 
would be 2 categories smaller than Huge, & therefore would take 
3d6 falling damage); this is a standard action that does not provoke 
attacks of opportunity 
 
Improved Grab (Ex): To use this ability, the karkadan must hit 
with a Gore attack; it can then attempt to start a grapple as a free 
action without provoking an attack of opportunity; if it wins the 
grapple check, it establishes a hold & can Heave. 
 
Trample (Ex): Attack bonus +13 melee, damage 1d8+9; Reflex 
save (DC20) for half damage; the save DC is Strength-based. 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Spell-Like Abilities 

• At Will: detect magic, endure elements (DC18), flare 
(DC17), longstrider 

• 3/Day: bear’s endurance (DC19), greater magic fang 
(DC20), see invisibility 

• 1/Day: confusion (DC21), fear (DC21) 
• Caster level 9th. The save DCs are Charisma-based. 

 
Karkadan Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about karkadani. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC20: “A mighty creature rules the sun-baked 
savannas with more strength than an entire pride of lions.” A 
character making this check recalls all magical beast traits. 
 DC25: “The powerful beast is called a karkadan, & it 
can stomp creatures into the ground with its great hooves.” A 
character making this check knows the workings of the Trample 
ability. 
 DC30: “Despite their wise natures, they are stubborn & 
dangerous, for they can fling their enemies into the air with their 
vicious horns.” A character making this check remembers the 
mechanics of Heave. 
 DC35: “They are also able to use magic to defend the 
lands that they claim, & are more than willing to do so.” A 
character making this check is familiar with a karkadan’s spell-like 
abilities. 
 

The wooly beast is the size of a small horse, but that is 
the only similarity. Its well-muscled frame is spotted with chitinous 
plates, & is shaped more like that of a great cat. Its long tail is 
thick & bushy, like a fox’s, with dark stripes, which are unlike the 
rest of its drab dusty-tan fur, & its bright blue eyes regard you with 
surprising wit. But its most striking feature is the long curved horn 
jutting out from the center of its mane-topped head. 
 

The peoples who live in the savannas have many beasts 
to fear. Some regard the lion as the king of the animal world. Some 
argue that the crocodile or the hippopotamus are superior creatures. 
But the wisest & most wary know that the mighty Karkadan 
(KAR-kah-DAHN) truly rules the plains. 

The karkadan, also known as the Wooly Unicorn (or 
Sarqai Miratul), is a fiercely territorial beast. They will defend 
their vast domains with fierce vigilance, even from rival herds, & 
they often kill trespassers to make their point clear. Although they 
can be reasoned with, they have few needs beyond what they 
already provide for themselves, so they are reluctant to make deals 
with those seeking safe passage through their lands. Compounding 
their unfriendly attitude is the fact that their horns are valued for 
their supposed healing properties, & some reckless adventurers 
actually attempt to hunt them for their horns. 

A karkadan is about 9’-12’ long, about 4½’-6’ tall, & 
weighs around 700-1,000 pounds. They seldom converse with 
other beings, but they do speak Common, Archaic, & Draconic. 
 
Plot Hooks 

• A herd of karkadani has been rampaging in the area, 
making life very difficult for local villagers. 

• Poachers in the area have begun targeting karkadani, 
threatening to end a fragile peace accord. 

• A lone karkadan is far from home, & requests help in 
getting back to its territory. 
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Kobold 
Warrior 1 
Small Humanoid (Reptilian) 
Hit Dice: 1d8 (4HP) 
Initiative: +1 
Speed: 30’ (6 squares) 
Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather); touch 
12; flat-footed 14 
Base Attack/Grapple: +1/-3 
Attack: Spear +2 melee (1d6/×3) or Sling +3 ranged (1d3+1) 
Full Attack: Spear +2 melee (1d6/×3) or Sling +3 ranged (1d3+1) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Humanoid traits 
Saves: Fort +2, Ref +2, Will -2 
Abilities: Str 11 (+0), Dex 13 (+1), Con 10 (+0), Int 12 (+1), Wis 9 
(-1), Cha 8 (-1) 
Skills: Appraise +5, Craft (trapmaking) +7, Hide +7, Listen +3, 
Spot +3, Tumble +5 
Feats: Alertness 
Environment: any land (Siraaj) 
Organization: solitary, pair, gang (3-9), band (10-100 plus 100% 
noncombatants plus 1 3rd-level sergeant per 20 adults & 1 leader of 
4th-6th level), warband (10-24 plus 2-4 shocker lizards), tribe (40-
400 plus 1 3rd-level sergeant per 20 adults, 1 or 2 lieutenants of 4th-
5th level, 1 leader of 6th-8th level, & 5-8 shocker lizards) 
Challenge Rating: 1 
Treasure: standard 
Alignment: often Lawful Neutral 
Advancement: by character class 
Level Adjustment: +0 
 
Combat 

Kobolds are at a disadvantage in a fair fight against 
other races, so they will not fight fair unless they are forced to. 
They will instead use their wits to even the field, setting traps, 
laying ambushes, & using hit-&-run tactics to prevail. Of course, it 
is said that the wisest fighter is the one who doesn’t need to fight at 
all, so a wise kobold will avoid battle altogether, preferring instead 
to flee or surrender if it is advantageous to do so. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Kobold Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about kobolds. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC11: “Shrewd little reptilian beings, kobolds are 
known for their cunning & gift for entrepenurial endeavors.” A 
character making this check recalls all reptilian humanoid traits. 

 DC16: “They are naturally adept at crafting & learning, 
among other talents.” A character making this check knows the 
workings of the kobolds’ statistical bonuses & penalties. 
 DC21: “Kobolds were among the first creatures to 
make a written language, & it was their tongue that evolved into 
the Common Speech.” A character making this check remembers 
the kobolds’ history & habits. 
 DC26: “Kobolds once ruled the kingdom of Haz-Hurad, 
& stories of its greatness (combined with those of ancient kobold 
pharaohs) inspire them to this day.” A character making this check 
is familiar with the nearest kobold-majority settlement. 
 
Abilities & Racial Features 
Kobold characters possess the following racial traits: 

• Strength -2, Dexterity +2, Constitution -2, Intelligence 
+2. 

• Humanoid (Reptilian): Kobolds are scaly & 
coldblooded, but are still subject to spells or effects that 
affect humanoids only, such as charm person or 
dominate person. 

• Small Size: +1 bonus to Armor Class, +1 bonus on 
attack rolls, +4 bonus on Hide checks, -4 penalty on 
grapple checks, lifting & carrying limits ¾ those of 
Medium characters. 

• A kobold’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Racial Skills: A kobold character has a +2 racial bonus 

on Appraise & Tumble checks. They also receive 4 
bonus skill points at 1st level. These points may only be 
allocated to Craft (any) or Knowledge (any). 

• Kobolds have a +1 racial bonus to Reflex saves & a -1 
racial penalty to Will saves. 

• +1 natural armor bonus. 
• Automatic Languages: Common. Bonus Languages: 

Alhaggi, Archaic, & Draconic. 
• Favored Class: Rogue. 
• Level Adjustment: +0. 

 
 The little being before you has a strong reptilian 
appearance, with its distinct scaled hide & thick tail. Its body 
wouldn’t come up to a man’s waist, & its lean, sinewy form makes 
it appear even smaller. Despite its monstrous features, such as 
horns, fangs, & claws, it has a shrewd, cunning look in its eyes. 
 

Kobolds have had a long & storied past. They have 
been slaves to mightier creatures. They have ruled empires 
themselves. They have survived wars, famines, plagues, & 
disasters that other peoples can scarcely recall. Through it all, the 
lowly kobold (KOE-bold) has weathered all storms with an 
industrious & persevering attitude that has served them well over 
the ages. 
 We know the hardships that the kobolds have endured 
because of their long tradition of writing down their tales & 
histories. As one of the first races to develop a written language, 
their legends are well-developed & highly influential, even to other 
races. In fact, it was their old tongue that was adopted by the 
nascent Empire of Admaja, which later evolved into the Common 
Speech (also known as Qabulai or Kobolish). This gift for 
language has served them well over the ages, & has helped them to 
thrive in the civilized world. 
 In spite of their small stature, kobolds are not to be 
underestimated; they are crafty, sly beings, adept at making plans 
& building traps. Kobolds are hard-working, clever beings, full of 
entrepreneurial fervor, & as such, they have been successful in 
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many roles in society. They make competent politicians, 
merchants, builders, farmers, & even soldiers. This small, reptilian 
people have a nose for opportunity, a zest for living & a heritage of 
talent. Socially, they have large extended families, due to their 
high birth rates, although they usually do not opt to marry, as they 
are not naturally monogamous. They tend to be very open & 
inviting to outsiders, though, which is unusual for most other races. 

Also known as Araqurai (from an Admajai phrase, 
meaning “Little Lizard”), a kobold is about 2’-2½’ tall, & weighs 
around 35-45 pounds. They speak Archaic & Common. 
 

Plot Hooks 
• A series of kobold murders has the local kobold 

community frightened & worried. 
• A kobold noble, returning from a long journey, is now 

obsessed with the thought of resurrecting the long-lost 
glory of Haz-Hurad. 

• A famed kobold craftsman is hiring mercenaries to 
bring her rare & valuable components for her latest 
masterpiece. 

 

 

Lizardfolk 
Warrior 1 
Medium Humanoid (Reptilian) 
Hit Dice: 1d8+1 (5HP) 
Initiative: +1 
Speed: 30’ (6 squares) 
Armor Class: 15 (+1 Dex, +2 natural, +2 leather); touch 11; flat-
footed 14 
Base Attack/Grapple: +0/+1 
Attack: Heavy Mace +1 melee (1d8+1) 
Full Attack: Heavy Mace +1 melee (1d8+1) & Bite -4 melee (1d4) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Cold-Blooded, Darkvision 60’, Hold Breath, 
Humanoid traits, Musk, Water Dependence 
Saves: Fort +3*, Ref +1, Will +0 
Abilities: Str 13 (+1), Dex 12 (+1), Con 13 (+1), Int 10 (+0), Wis 
10 (+0), Cha 12 (+1) 
Skills: Balance +6, Jump +9, Survival +3, Swim +7, Tumble +5 
Feats: Acrobatic 
Environment: any warm (Siraaj) 
Organization: solitary, pair, gang (3-9), band (10-100 plus 100% 
noncombatants plus 1 3rd-level sergeant per 20 adults & 1 leader of 
4th-6th level), warband (10-24 plus 2-4 monitor lizards), tribe (40-
400 plus 1 3rd-level sergeant per 20 adults, 1 or 2 lieutenants of 4th-
5th level, 1 leader of 6th-8th level, & 5-8 monitor lizards) 
Challenge Rating: ½ 
Treasure: standard 
Alignment: often Chaotic Neutral 
Advancement: by character class 
Level Adjustment: +0 
 
Combat 
 Lizardfolk are naturally territorial, & will always put up 
a fight to defend their domain. They prefer to use their natural 
weapons, doing battle with fang & claw, but they realize that they 
will gain more respect in society if they use more civilized 
weapons. Because of this, lizardfolk often favor blades & bows, 
becoming adept in their use to impress their peers. They will not 
surrender or flee, gladly fighting to the death rather than do 
themselves & their kin the dishonor of being defeated. 
 
Cold-Blooded: Lizardfolk are mesothermic, meaning that they can 
only partially regulate their internal body temperature. For them, 
the ambient temperature is considered one category colder than it 
actually is. However, they only suffer from cold exposure in 
temperatures below 40°F. 
 
Hold Breath (Ex): A lizardfolk can hold its breath for a number of 
rounds equal to 4 times its Constitution score before it risks 
drowning. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Musk: A lizardfolk exudes certain oils from its skin that have a 
faint but distinct odor. This allows them to be more easily tracked, 
granting a +4 circumstance bonus to such checks. 
 
Water Dependence: A lizardfolk must ingest a minimum two 
gallons of water a day or suffer a cumulative -1 Con penalty. A full 
day of rest with complete hydration is necessary to eliminate this 
penalty. 
 
Lizardfolk Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about lizardfolk. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC11: “The lizardfolk are a race of sentient reptiles, 
who have struggled hard to fit in with other cultured races.” A 
character making this check recalls all reptilian humanoid traits. 
 DC16: “They are more devoted to art than to science, & 
are accomplished sailors & navigators.” A character making this 
check knows the workings of the lizardfolk’s natural weapons & 
Hold Breath ability. 
 DC21: “They formed a great kingdom centuries ago in 
the land of Sheqari, under the leadership of a legendary king.” A 
character making this check remembers the lizardfolk’s history & 
habits. 
 DC26: “The epic tales of Amir Jathi are still told to this 
day, & many lizardfolk aspire to follow his legacy.” A character 
making this check is familiar with the nearest lizardfolk-majority 
settlement. 
 
Abilities & Racial Features 
Lizardfolk characters possess the following racial traits: 

• Dexterity -2, Constitution +2, Wisdom +2. 
• Humanoid (Reptilian): Lizardfolk are scaly & 

coldblooded, but are still subject to spells or effects that 
affect humanoids only, such as charm person or 
dominate person. 

• Medium Size: As Medium creatures, lizardfolk have 
no special bonuses or penalties due to their size. 

• A lizardfolk’s base land speed is 30 feet. 
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• Racial Skills: Lizardfolk have a +4 racial bonus on 
Balance, Jump, & Swim checks. They also have a +2 
racial bonus on Survival checks. 

• +2 natural armor bonus. 
• +2 racial bonus on Fortitude saves to resist Poison 

effects. 
• Natural Weapon (Ex): Bite (1d4 + Str); piercing 

damage. 
• Cold-Blooded: Lizardfolk are mesothermic, meaning 

that they can only partially regulate their internal body 
temperature. For them, the ambient temperature is 
considered one category colder than it actually is. 
However, they only suffer from cold exposure in 
temperatures below 40°F. 

• Hold Breath (Ex): A lizardfolk can hold its breath for 
a number of rounds equal to four times its Constitution 
score before it risks drowning. 

• Musk: A lizardfolk exudes certain oils from its skin 
that have a faint but distinct odor. This allows them to 
be more easily tracked, granting a +4 circumstance 
bonus to such checks. 

• Water Dependence: A lizardfolk must ingest a 
minimum two gallons of water a day or suffer a 
cumulative -1 Con penalty. A full day of rest with 
complete hydration is necessary to eliminate this 
penalty. 

• Automatic Languages: Alhaggi & Common. Bonus 
Languages: Draconic & Pahrai. 

• Favored Class: Druid. 
• Level Adjustment: +0. 

 
 The reptilian creature looks somewhat like a monitor 
lizard on its hind legs. Its hide is covered in smooth polished 

scales, its feet & hands have large claws, & it has a thick long tail 
that it uses almost like a third leg. Its crested head has a long 
fanged snout, but its vertically-slit eyes sparkle with a keen 
intelligence. 
 
 Of all the civilized races of Siraaj, the lizardfolk have 
had the most trouble adapting to city life. In fact, lizardfolk mostly 
identify with non-urban peoples, such as centaurs & the she-da-
zhong. Also known as the Araqanasi (singular Araqanas; from an 
Admajai phrase, meaning “Lizard-Person”) or the Waranass, they 
have had a long, difficult time adjusting to the demands & routines 
of life in the civilized society, made harder by their natural 
territorial instincts. 

The reserved lizardfolk are a conservative race, deeply 
community-oriented & sensible to the world around them. 
Preferring a slower-paced lifestyle, lizardfolk have taken the land 
of Sheqari for their own, from which they may spread to sample or 
integrate with members of other cultures. Though more devoted to 
art than to science, lizardfolk have taken to the seas with aplomb, 
& are experts in the nascent art of sail. 

A lizardfolk is about 6’-7’ tall, & weighs around 200-
250 pounds. They speak Alhaggi & Common. 
 
Plot Hooks 

• A sudden & intense drought in the area is hitting the 
local lizardfolk especially hard. 

• A lizardfolk druid has been attracting youths with his 
charismatic speeches & radical philosophies, upsetting 
the established order. 

• A lizardfolk captain is hiring sailors to crew his vessel 
for an ill-omened voyage. 

 

Nasnas 
Medium Undead 
Hit Dice: 6d12+6 (45HP) 
Initiative: +8 
Speed: 20’ (4 squares) 
Armor Class: 22 (+4 Dex, +8 natural); touch 14; flat-footed 18 
Base Attack/Grapple: +3/+8 
Attack: Claw +8 melee (1d8+5) 
Full Attack: Claw +8 melee (1d8+5) & Bite +3 melee (1d4+5) 
Space/Reach: 5’/5’ 
Special Attacks: Rend 1d8+7 
Special Qualities: Darkvision 60’, Frightful Presence, Hop, 
Undead traits 
Saves: Fort +2, Ref +6, Will +7 
Abilities: Str 21 (+5), Dex 19 (+4), Con -- (+0), Int 13 (+1), Wis 
14 (+2), Cha 8 (-1) 
Skills: Balance +11, Hide +8, Jump +13, Move Silently +10, 
Search +6, Tumble +7 
Feats: Improved Initiative, Improved Toughness, Skill Focus 
(Jump) 
Environment: any (Siraaj) 
Organization: solitary or pair 
Challenge Rating: 5 
Treasure: half standard 
Alignment: always Chaotic Evil 
Advancement: 7-12HD (Medium), 13-24HD (Large) 
Level Adjustment: N/A 
 
Combat 
 A nasnas is a wild & erratic enemy, hopping swiftly 
around the battlefield, in search of lives to end. Eager to sow 
destruction, it will use its Rend ability as often as possible, 

gripping with claw & tooth to split opponents limb from limb. It 
will fight until the bitter end, incapable of remorse or pity. 
 
Rend (Ex): A nasnas that wins a grapple check after a successful 
bite attack establishes a hold, latching onto the opponent’s body & 
tearing the flesh. This attack automatically deals 1d8+7 points of 
damage. 
 
Frightful Presence (Su): A nasnas can inspire terror by its 
unnatural existence. All creatures within 40’ must succeed on a 
Will save (DC15) or become shaken, remaining affected by that 
condition as long as they are within 40’ of the nasnas. The save DC 
is Wisdom-based.  
 
Hop (Ex): A nasnas is capable of making great leaps, covering 
ground with surprising ease & making for an unpredictable foe. A 
nasnas can make a 5’ step as an immediate action, even if it would 
not normally be able to, such as after a full-round action or a 
previous 5’ step in the same round. 
 
Undead traits: All creatures with the Undead type possess the 
following traits: 

• No Constitution score. 
• Darkvision out to 60’. 
• Immunity to all mind-affecting effects (charms, 

compulsions, phantasms, patterns, & morale effects). 
• Immunity to poison, sleep effects, paralysis, stunning, 

disease, & death effects. 
• Not subject to critical hits, nonlethal damage, ability 

drain, or energy drain. Immune to damage to its 
physical ability scores (Strength, Dexterity, & 
Constitution), as well as to fatigue & exhaustion effects. 
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• Cannot heal damage on its own if it has no Intelligence 
score, although it can be healed. Negative energy (such 
as an inflict spell) can heal undead creatures. The fast 
healing special quality works regardless of the 
creature’s Intelligence score. 

• Immunity to any effect that requires a Fortitude save 
(unless the effect also works on objects or is harmless). 

• Uses its Charisma modifier for Concentration checks. 
• Not at risk of death from massive damage, but when 

reduced to 0 hit points or less, it is immediately 
destroyed. 

• Not affected by raise dead & reincarnate spells or 
abilities. Resurrection & true resurrection can affect 
undead creatures. These spells turn undead creatures 
back into the living creatures they were before 
becoming undead. 

• Proficient with its natural weapons, all simple weapons, 
& any weapons mentioned in its entry. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, as well as all 
lighter types. Undead not indicated as wearing armor 
are not proficient with armor. Undead are proficient 
with shields if they are proficient with any form of 
armor. 

• Undead do not breathe, eat, or sleep. 
 
Nasnas Lore 
 Characters that have ranks in Knowledge (Religion) can 
learn more about nasnasi. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC15: “It the cold darkness of the night, an atrocity 
stalks the living.” A character making this check recalls all undead 
traits. 
 DC20: “It is the nasnas, & it hops about on one foot, 
jealously butchering & breaking without mercy.” A character 
making this check knows the workings of the Hop ability. 
 DC25: “They exist only to spread devastation & fear, 
ripping & tearing until all around them matches their ruined form.” 
A character making this check remembers the mechanics of 
Frightful Presence & Rend. 

 DC30: “The first two nasnasi were created when a 
demon named Shikk mated with a human being & spawned an 
abominable child, which it split in twain in its revulsion.” A 
character making this check is familiar with a nasnas’ origins & 
likely hunting grounds. 
 
 The bizarre creature looks exactly like a human 
corpse… if that dead body were split down the middle. One whole 
side of its body was missing, leaving the thing with one arm, one 
leg, a half-torso, & a half-head. It’s half-face is a twisted mask of 
hatred, its only eye glares menacingly. It hops on its single leg, 
maintaining its balance by moving its outstretched arm to 
compensate. 
 
 Only fools dare to walk alone at night, for the darkness 
hides many dangers. Behind the city walls, robbers & madmen 
roam the lantern-lit streets, while in the wilderness beyond, many 
predators hunt in the icy moonlight. One of the most feared 
nocturnal creatures is an unbelievable horror, a monstrous killer 
that stalks the unwary & reckless. This undead terror is called a 
Nasnas. 
 The nasnas (NAHS-nahs), also known as the Nam-
Suraj (“Half-Corpse”), has the body of a human cadaver, or at least 
part of one. The rest of its body is missing, & it has an unnatural 
envy of all things complete, which has devolved into pure hatred. 
Hopping about on one leg, it seeks to make all things as broken & 
deficient as it is. Even with others of its own kind, a nasnas is 
compelled to destroy everything & everyone in its ruinous path. 

A nasnas is about 5’-6’ tall, but it weighs only around 
60-100 pounds. Its half-throat cannot form sounds to speak, but it 
can understand Common & Ghul. 
 
Plot Hooks 

• A famous local figure has been murdered, their body 
torn & parts missing. 

• A rash of grisly murders has the city terrified, & the 
only witnesses report seeing the killer hopping away. 

• A pair of nasnasi have been stalking a young girl, who 
may be hiding a dark secret. 

 

 

Natharite 
Medium Outsider (Extraplanar) 
Hit Dice: 13d8+65 (123HP) 
Initiative: +7 
Speed: 40’ (8 squares), Climb 20’ (4 squares) 
Armor Class: 24 (+3 Dex, +7 natural, +4 scale mail); touch 13; 
flat-footed 21 
Base Attack/Grapple: +13/+24 
Attack: +1 Bloodthirsty Sickle +25 melee (1d6+11) or Claw +24 
melee (1d8+11) 
Full Attack: +1 Bloodthirsty Sickle +25/+20/+15/+10 melee 
(1d6+11) or 2 Claws +24 melee (1d8+11) & Bite +19 melee 
(1d6+5) 
Space/Reach: 5’/5’ 
Special Attacks: Improved Grab, Strangle 
Special Qualities: Darkvision 60’, Extraplanar traits, Light 
Sensitivity, Outsider traits, Skills, Spell Resistance 23, Wall 
Walker 
Saves: Fort +13, Ref +11, Will +10 
Abilities: Str 32 (+11), Dex 17 (+3), Con 21 (+5), Int 4 (-3), Wis 
15 (+2), Cha 9 (-1) 
Skills: Climb +19, Intimidate +10, Jump +15, Listen +13, Move 
Silently +11, Spot +9, Survival +10, Tumble +7 

Feats: Cleave, Great Cleave, Improved Initiative, Power Attack, 
Skill Focus (Jump) 
Environment: any (Najmah) 
Organization: solitary, pair, or pack (3-5) 
Challenge Rating: 14 
Treasure: ½ standard plus two +1 Bloodthirsty Sickles 
Alignment: always Chaotic Evil 
Advancement: 14-26HD (Medium) 
Level Adjustment: N/A 
 
Combat 

Natharites are fearless & brutal in a fight, & are much 
feared for their savagery. In battle, they wield twin sickles to great 
effect, attacking many times against a single foe & then 
disengaging, leaping up onto a nearby wall, ceiling, or tree to stay 
out of melee range. They will frequently leave & reenter combat, 
bewildering their opponents. They know nothing of fear or mercy, 
so they will not surrender or flee a fight unless ordered to do so by 
a ranking servant of Nathar, even if greatly outnumbered. 
 
Improved Grab (Ex): To use this ability, a natharite must hit a 
Medium or smaller creature with a Claw attack. It can then attempt 
to start a grapple as a free action without provoking an attack of 
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opportunity. If it wins the grapple check, then it establishes a hold 
& can Strangle or automatically hit with its Bite attack. 
 
Strangle (Ex): On a successful grapple check, a natharite deals 
1d4+11 points of damage per round; in addition, the grappled 
creature cannot breathe (see Drowning or Suffocation rules in the 
DMG). 
 
Light Sensitivity (Ex): Natharites are dazzled in bright sunlight or 
within the radius of a daylight spell. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• Unlike most other living creatures, an outsider does not 

have a dual nature; its soul & body form one unit. 
When an outsider is slain, no soul is set loose. Spells 
that restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on an outsider. 
It takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 

• Proficient with all simple & martial weapons. 
• Outsiders not indicated as wearing armor are not 

proficient with armor or shields. 
• Outsiders breathe, but do not need to eat or sleep 

(although they can do so if they wish). 
 
Skills: A natharite has a +4 racial bonus on Climb, Intimidate, & 
Move Silently checks. In addition, a natharite can always choose to 
take 10 on Climb checks, even if rushed or threatened. 
 
Wall Walker (Su): A natharite can walk on walls, confounding its 
enemies with its unpredictability. For 1 minute (10 rounds) each 
day, it can freely switch between traveling on vertical & horizontal 
surfaces during any move action. It can move at any speed during 
its turn (up to its maximum run speed). It can only travel on 
upside-down surfaces, such as ceilings, while moving at its Climb 
speed. Once it has used the last of its wall-walking for the day, if it 
is still on a vertical surface or inverted, it must spend another move 
action to perform a jump (see Jump skill) onto a horizontal surface, 
or fall prone onto the next horizontal surface directly below its 
current position (taking falling damage, if applicable). It is 
important to note that opponents can only make attacks of 
opportunity against one another if they are standing on the same 
surface & oriented the same way, or flying within melee range, so 
an opponent standing on a horizontal surface cannot make an 
attack of opportunity on a natharite while it is moving along a 
vertical surface (& vice versa), even if those squares are adjacent. 
 
Natharite Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about natharites. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 

 DC24: “These depraved creatures are servants of 
Nathar, the Shepherd of the Dead.” A character making this check 
recalls all extraplanar outsider traits. 
 DC29: “Known as natharites, these fiendish beings can 
easily strangle their chosen prey.” A character making this check 
knows the workings of the Improved Grab & Strangle abilities. 
 DC34: “Although they are sensitive to bright lights, 
they are quite dangerous, as they are able to run along walls & 
even climb ceilings.” A character making this check remembers 
the mechanics of Light Sensitivity & Wall Walker. 
 DC39: “They were once shaghals, but they had 
demonic spirits bonded within them in a horrific ritual that left 
them forever altered.” A character making this check is familiar 
with a natharite’s origins & habits. 
 
 The demonic figure before you looks like some sort of 
savage gnoll, only far more frightening, with gold jewellery on top 
of its armor. The monstrous beast is bent over, yet is still tall & 
imposing. It is covered in long, mangy fur, & has a dark furry tail. 
Its hands & feet end in wicked black claws. Most fearsome of all, 
however, are its mouth, which is a maw of twisted fangs, & its 
soulless, hateful eyes. 
 
 On the star-lit world of Najmah, there is a region ruled 
by demons. Known as Sergala, this hellish landscape lies far to the 
north, & is a place of casual brutality & endless suffering. The 
demons that dominate Sergala seek to spread their chaotic 
malignance to all other places. While most of them focus on 
conquering other areas of Najmah, some of these fiends have 
turned their attention to the sun-lit world of Siraaj. The most 
notorious of these evil beings are the Natharites. 

Serving the shaghal god, Nathar, a natharite (nah-
THAR-ite) is a demon that has made the difficult journey to Siraaj. 
Weakened by their planar crossing, they are bound into the body of 
a shaghal (either a volunteer or a sacrifice), warping them both & 
creating an entirely new creature. Also known as Uqali-Qarsid 
(“Hyena-Demon”), they are engines of death & destruction, often 
in the company of shaghal clerics. They are almost mindless in 
their purpose, nearly-incapable of independent thought, but 
shaghal clerics can control them. 

A natharite is about 7’ tall, but it is almost perpetually 
hunched over, making it seem more like only 6’; it weighs around 
300 pounds. It speaks Ghul, Gnoll, & Shagalai. 
 
Plot Hooks 

• A secret culf of shaghali are preparing for a ritual that 
will create a natharite. 

• The body of a prominent gnoll noble has been found, 
strangled in his bed. 

• The palace has been raided, & the bandits were seen to 
be running along the walls. 

 

 

Pahari 
Warrior 1 
Medium Humanoid (Aquatic) 
Hit Dice: 1d8+3 (7HP) 
Initiative: +3 
Speed: 20’ (4 squares), Swim 50’ (10 squares) 
Armor Class: 15 (+3 Dex, +2 natural), touch 13, flat-footed 12 
Base Attack/Grapple: +1/+3 
Attack: Punching Dagger +3 melee (1d4+2/×3) or Halberd +3 
melee (1d10+2/×3) 

Full Attack: Punching Dagger +3 melee (1d4+2/×3) or Halberd +3 
melee (1d10+2/×3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Aquatic traits, Cold Resistance 5, Dehydration, 
Humanoid traits, Low-Light Vision, Partially-Amphibious, Skills 
Saves: Fort +3, Ref +3, Will +1 
Abilities: Str 14 (+2), Dex 17 (+3), Con 10 (+0), Int 11 (+0), Wis 
12 (+1), Cha 10 (+0) 
Skills: Hide -1*, Ride +6, Swim +11 
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Feats: Toughness 
Environment: warm aquatic (Siraaj) 
Organization: company (2-4), patrol (9-16 plus 2 3rd-level 
lieutenants, 1 leader of 3rd-6th level, & 2 medium sharks), or band 
(30-60 plus 1 3rd-level sergeant per 20 adults, 5 5th-level 
lieutenants, 3 7th-level captains, & 5 medium sharks) 
Challenge Rating: 1 
Treasure: standard 
Alignment: usually Neutral 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 Pahari are agreeable, civilized folk, & so they are not 
given to battle needlessly. However, many predators stalk the 
ocean waters, & so the arts of war are not foreign to them. They 
will defend themselves & others of their kind with vigor & spirit. 
They usually rely on their speed & swimming prowess to 
command the battlefield, often using hit-&-run tactics to sap an 
opponent’s strength. The spellcasters among them employ their 
magic in a fight with glee, whereas the rest of the pahari use bladed 
weapons, such as knives & polearms. 
 
Aquatic traits: All creatures with the Aquatic subtype possess the 
following traits: 

• Swim speeds & thus can move in water without making 
Swim checks. 

• Can breathe underwater, & are immune to drowning 
(but not suffocation). 
 

Dehydration (Ex): A pahari has a -4 racial penalty on Constitution 
checks to avoid thirst effects (non-lethal damage & fatigue). A 
pahari can only go without water for 12 hours plus a number of 
hours equal to its Constitution bonus (if any) before it must make a 
Constitution check. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Partially-Amphibious (Ex): A pahari can only breathe air for so 
long before its gills are exhausted. It can be above water for a 
number of hours equal to 24 plus its Constitution modifier. Neither 
magical healing nor partial immersion are effecting in restoring its 
gills to full function; only complete immersion in either freshwater 
or seawater for 1 full hour will restore the pahari’s gills. 
 
Skills: A pahari has a +8 racial bonus on Swim checks, & can 
always choose to take 10 on a Swim check, even if rushed or 
threatened. They also have a -4 racial penalty to Hide checks, but 
only when they are out of the water, due to their bright teal skin & 
clumsy land movements. 
 
Pahari Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about paharis. When a character makes a successful 

skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC11: “Under the sea, there lives a strange race of fish-
people.” A character making this check recalls all aquatic 
humanoid traits. 
 DC16: “The curious beings, known individually & 
collectively as pahari, are most adept in the water, although they 
have been known to come ashore.” A character making this check 
knows the workings of the Partially-Amphibious ability, & knows 
about their swimming Skill bonuses. 
 DC21: “Despite their relative weakness on land & their 
dependence on the sea, they often travel to coastal lands to learn 
more of life among the air-breathers.” A character making this 
check remembers the mechanics of Dehydration & Low-Light 
Vision. 
 DC26: “Ardent practitioners of the arcane arts, each 
pahari seems to know a little bit about magic.” A character making 
this check is familiar with the nearest pahari settlement & how to 
contact them. 
 
Abilities & Racial Features 
Pahari characters possess the following racial traits: 

• Dexterity +4, Constitution +2. 
• Humanoid (Aquatic): Pahari are subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. They have swim speeds & 
thus can move in water without making Swim checks, 
can breathe underwater, & are immune to drowning 
(but not suffocation). 

• Medium Size: As Medium creatures, pahari have no 
special bonuses or penalties due to their size. 

• A pahari’s base land speed is 20 feet. 
• A pahari’s base swim speed is 50 feet. 
• Low-light vision. 
• Cold Resistance (Ex): A pahari is resistant to all 

damage from cold (including non-magical forms of 
cold damage); they ignore the first 5 points of cold 
damage each round. 

• Dehydration (Ex): A pahari has a -4 racial penalty on 
Constitution checks to avoid thirst effects (non-lethal 
damage & fatigue). A pahari can only go without water 
for 12 hours plus a number of hours equal to its 
Constitution bonus (if any) before it must make a 
Constitution check. 

• Partially-Amphibious (Ex): A pahari can only breathe 
air for so long before its gills are exhausted. It can be 
above water for a number of hours equal to 24 plus its 
Constitution modifier. Neither magical healing nor 
partial immersion are effecting in restoring its gills to 
full function; only complete immersion in either 
freshwater or seawater for 1 full hour will restore the 
pahari’s gills. 

• Skills: A pahari has a +8 racial bonus on Swim checks, 
& can always choose to take 10 on a Swim check, even 
if rushed or threatened. They also have a -4 racial 
penalty to Hide checks, but only when they are out of 
the water, due to their bright teal skin & clumsy land 
movements. 

• +2 natural armor bonus. 
• Automatic Languages: Pahrai (Pahari). Bonus 

Languages: Common. 
• Favored Class: Sorcerer. 
• Level Adjustment: +1. 

 
 Out of the inky sea swims a strange figure. It looks like 
a lithe young human, except that its skin has a creamy teal hue, & 
is completely devoid of hair. Upon closer inspection, more 
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abnormal features are apparent. A small dark fin rises from the 
crown of its smooth head, & many tendrils & tentacles emerge 
from the back of that head, forming a mane of sorts. The aquatic 
being has a short, flat tail, & is barely clad in silver-laden scraps 
of clothing. 
 

To many who live in the former empire of Admaja, the 
world is a seemingly-endless desert. But under the warm tropical 
waves of Siraaj, an entirely different world exists. An entire 
underwater society is thriving there, a strange-yet-amicable variant 
of the temperate merfolk known as the Pahari. 

Also known as a Nuzaqanas (from the Admajai phrase, 
meaning “Sea-People”), a pahari (pah-HAR-ee) is an inquisitive 
creature, always eager to learn & explore new things. Unlike some 
dry-land cultures, the pahari are avid users of magic; their cities are 
truly places of wonder, replete with arcane items, & many pahari 
are accomplished sorcerers or wizards. They are also fascinated by 
the lives of surface folk, to point where some brave & curious 

pahari (which others would call obsessed) risk their lives to travel 
above the waves in search of knowledge & adventure. 

On the occasions that one of them stands on land, a 
pahari is about 5’-6½’ tall, & weighs about 90-150 pounds. They 
speak their own language (Pahrai), although the more learned of 
them speak Common as well. 
 
Plot Hooks 

• A pahari envoy has journeyed ashore, offering to 
establish trade relations between the land-folk & the 
sea-realms. 

• The locals are appalled & incensed by a pahari 
sorcerer’s public displays of magic. 

• A Limalite cleric is attempting to organize an 
expedition to the undersea cities of the pahari, 
something that the normally-amiable pahari are 
unusually apprehensive about. 

 
 

Peri 
Tiny Fey 
Hit Dice: 2d6 (7HP) 
Initiative: +6 
Speed: 10’ (2 squares), Fly 30’ (6 squares, perfect 
maneuverability) 
Armor Class: 19 (+2 size, +6 Dex, +1 natural); touch 18; flat-
footed 13 
Base Attack/Grapple: +1/-5 
Attack: Claw +1 melee (1d4-2) 
Full Attack: 2 Claws +1 melee (1d4-2) & Bite -4 melee (1d6-2 & 
Stun) 
Space/Reach: 2½’/0’ 
Special Attacks: Stun, Sundering Blast 
Special Qualities: Fey traits, Low-Light Vision, Spell-Like 
Abilities 
Saves: Fort +0, Ref +9, Will +3 
Abilities: Str 7 (-2), Dex 22 (+6), Con 10 (+0), Int 12 (+1), Wis 11 
(+0), Cha 15 (+3) 
Skills: Disable Device +4, Hide +10, Spot +7 
Feats: Flyby Attack 
Environment: any (Siraaj) 
Organization: solitary, mess (2-5), or riot (6-30) 
Challenge Rating: 2 
Treasure: 50% coins; no goods; 50% items 
Alignment: usually Chaotic Neutral 
Advancement: 3-4HD (Tiny), 5-8HD (Small) 
Level Adjustment: N/A 
 
Combat 
 A peri will not assail a creature except in retaliation. 
They will, however, break any item that they are able to, paying 
special attention to mechanical objects. If attacked, they with 
respond with violence, opening up a fight with glitterdust & opting 
for full attacks so that they can employ their stunning bites. They 
are not known for their bravery or conviction, so they will use 
dimension door whenever they are in serious danger. 
 
Stun (Ex): A peri can shock & bewilder creatures with their bites. 
Upon a successful Bite attack from a peri, an opponent must make 
a successful Will save (DC14) or be dazed for 1 round. The save 
DC is Charisma-based. 
 
Sundering Blast (Su): Peris have the ability to magically break 
things around them. Once per day, a peri can unleash a 
supernatural blast of destructive, chaotic energy. Every non-

magical object within 10’ takes 1d12 points of non-specified 
damage, minus its hardness. 
 
Fey traits: All creatures with the Fey type possess the following 
traits: 
 Low-light vision. 
 Proficient with all simple weapons & any weapons 
mentioned in its entry. 
 Fey not indicated as wearing armor are not proficient 
with armor or shields. 
 Fey eat, sleep, & breathe. 
 
Spell-Like Abilities 

• 3/Day: glitterdust (DC12) 
• 1/Day: dimension door (DC17) 
• Caster level 8th. The save DCs are Charisma-based. 

 
Peri Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about peris. When a character makes a successful skill 
check, the following lore is revealed, including the information 
from lower DC’s. 
 DC12: “The bane of all who guard their possessions, 
there are some creatures that seem to embody destruction.” A 
character making this check recalls all fey traits. 
 DC17: “A prime example would be the peri, a being 
with a knack for being where they are unwanted & a bite that can 
leave a grown man dazed.” A character making this check knows 
the workings of the Stun ability. 
 DC22: “They have inquisitive, kind souls, which 
contrasts with their natural urge to break things.” A character 
making this check remembers the mechanics of Sundering Blast. 
 DC27: “It is said that a peri will not harm that which 
you cherish most.” A character making this check is familiar with a 
peri’s spell-like abilities. 
 
 The tiny creature hovers in the air, appearing 
somewhat imp-like. It has a hairless maroon hide, an oversized 
head, a long thin tail, large ears, featherless wings, & sharp claws. 
Its white, pupil-less eyes search the surrounding area, & it wears a 
mischievous grin that tells of brewing trouble. 
 

The natural world holds many secrets & wonders, & 
there are nature spirits for every environment. Fey creatures exist 
everywhere in the world of Siraaj; they are just less noticeable than 
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they are on Najmah. The most infamous fey on Siraaj is a small 
troublesome creature known as a Peri (PAIR-ee). 

Peris are not evil beings, as many civilized folk think of 
them. They are highly destructive & chaotic however, & they can 
be dangerous in some situations. Also known as Jalaqidar (from 
the Archaic phrase for “Destructive Soul”), they have no malice or 
any real aggression; they are merely curious & playful, with a 
natural talent for breaking things. Some scholars believe that they 
represent the inherent chaos of the universe, the inexorable entropy 
that eventually unmakes all things. 

A peri is about 18” tall, & it weighs only about 6-10 
pounds. It never speaks, & only rarely acknowledges the speech of 
others, but it can understand Common & Gnoll. 
 
Plot Hooks 

• A local bazaar is in a state of alarm after a peri wrecked 
several booths & got away. 

• A riot of peris threatens to disrupt the sultan’s annual 
parade, unless something can distract or contain them. 

• A local merchant’s shop was destroyed in the dead of 
night, & rumor has it that peris were involved. 

 
 

Sabi, Hawasabi (Air Sabi) 
Warrior 1 
Medium* Outsider (Native) 
Hit Dice: 1d8+1 (5HP) 
Initiative: +1 
Speed: 30’ (6 squares) 
Armor Class: 16 (+1 Dex, +3 studded leather, +2 heavy wooden 
shield); touch 11; flat-footed 15 
Base Attack/Grapple: +1/+3 
Attack: Flail +3 melee (1d8+2) or Shortbow +2 ranged (1d6+2/×3) 
Full Attack: Flail +3 melee (1d8+2) or Shortbow +2 ranged 
(1d6+2/×3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Breathless, Darkvision 60’, Elemental 
Resistance, Genie Heritage, Native traits, Outsider traits, Spell-like 
Abilities 
Saves: Fort +3, Ref +3, Will +2 
Abilities: Str 14 (+2), Dex 13 (+1), Con 13 (+1), Int 10 (+0), Wis 
10 (+0), Cha 8 (-1) 
Skills: Climb +6, Hide +3, Jump +6, Move Silently +3 
Feats: Alertness, Racial Feat (Bonus) 
Environment: any land (Siraaj) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 1 
Treasure: standard 
Alignment: often Lawful Neutral 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 Hawasabi are not the most militant of people, but they 
will defend their adopted homelands with surprising ferocity. They 
tend to use ranged weapons, or melee weapons that have a long 
reach. They prefer light armor, to allow for a greater mobility, & 
they use their racial abilities in battle whenever possible. 
 
Breathless (Ex): Hawasabi do not breathe, so they are immune to 
drowning, suffocation, & attacks that require inhalation (such as 
some types of poison). 
 
Elemental Resistance: A hawasabi gains Sonic Resistance 2. 
 
Genie Heritage (Su): A hawasabi gains a +2 racial bonus on 
saving throws against all [Air] spells & effects. This bonus 
increases by +2 for every 5 class levels the sabi attains. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 

• An outsider with the native subtype can be raised, 
reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Racial Skills: A hawasabi character gains a +2 racial bonus on 
Hide & Move Silently checks. 
 
Racial Feat: Hawasabi gain a bonus feat, chosen from the 
following list: Clever Wit, Diverse Background, Elemental 
Attunement, Legacy of the Genie, Magically Sensitive. 
 
Spell-Like Abilities 

• 3/Day: stinging breeze 
• 1/Day: gust of wind (DC12) 
• Caster level 5th. The save DCs are Wisdom-based. 

 
Hawasabi Lore 
 Characters that have ranks in Knowledge (Local) or 
Knowledge (The Planes) can learn more about hawasabi. When a 
character makes a successful skill check, the following lore is 
revealed, including the information from lower DC’s. 
 DC11: “When the blood of the genies is thinned 
through intermingling with mortal beings, a sabi is often the 
result.” A character making this check recalls all native outsider 
traits. 
 DC16: “Sabi of the air have the wind & the clouds in 
their veins, inherited from their djinn ancestors.” A character 
making this check knows the workings of the Breathless & 
Levitate abilities. 
 DC21: “The most prominent hawasabi today is Haqalil 
ral-Shuqa, the so-called Caliph of Dajajah.” A character making 
this check remembers the Clerical Focus of a sabi, as well as their 
Genie Heritage & combat tactics. 
 DC26: “They are spread thin, & only have large 
congregations in Dajajah (on Siraaj) & Ahimsa (on Najmah).” A 
character making this check is familiar with hawasabi settlements 
& habits. 
 
Abilities & Racial Features 
Hawasabi characters possess the following racial traits: 
 +2 Dexterity, +2 Wisdom. 
 Outsider (Native): Hawasabi are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
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 Medium Size: As Medium creatures, hawasabi have no 
special bonuses or penalties due to their size. Hawasabi of kobold 
stock are actually of Small size, & possess all of the bonuses & 
penalties inherent to that size category. 
 Hawasabi base speed is 30 feet. 
 Darkvision up to 60 feet. 
 Breathless (Ex): Hawasabi do not breathe, so they are 
immune to drowning, suffocation, & attacks that require inhalation 
(such as some types of poison). 
 Elemental Resistance: A hawasabi gains Sonic 
Resistance 2. 
 Genie Heritage (Su): A hawasabi gains a +2 racial 
bonus on saving throws against all [Air] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi attains. 
 Racial Skills: A hawasabi character gains a +2 racial 
bonus on Hide & Move Silently checks. 
 Racial Feat: Hawasabi gain a bonus feat, chosen from 
the following list: Clever Wit, Diverse Background, Elemental 
Attunement, Legacy of the Genie, Magically Sensitive. 
 Spell-Like Abilities 
 3/Day: stinging breeze 
 1/Day: gust of wind (DC12) 
 Caster level 5th. The save DCs are Wisdom-based. 
 Automatic Languages: Auran. Bonus Languages: 
Common. 
 Favored Class: Ranger. 
 Level Adjustment: +1. 
 
 The figure before you appears to be a Human. Their 
hair is tousled & waving, as if by a breeze. Their skin is pale & 
subtly mottled, like a sun-struck cloud. 
 

 The product of a union between half-genie & mortals, 
the sabi (SAH-bee) are a blend of the magical & the mundane. 
Caught between two radically different worlds, sabi sometimes 
have difficulty fitting in with other races & cultures, especially 
those with a more insular or xenophobic society. Although they are 
native to the daylight world of Siraaj, they are equally at home in 
the star-lit world of Najmah. 

With the blood of the djinni in their veins, hawasabi are 
fast & free-willed. Because the traits that identify a hawasabi are 
subtle, many go unrecognized for what they are for many years, & 
are sometimes mistaken for sorcerers. Those who are overtly 
different quickly learn to disguise their nature from common folk, 
at least until they are able to protect themselves & strike out on 
their own. 

Sometimes called Haqara-Farun (“Air-Blooded”), 
hawasabi are widespread throughout the world of Siraaj. They can 
be found in most major cities in Admaja, & even have some 
representation on Najmah. They rarely have their own 
communities, preferring to integrate themselves & attempt to fit in 
with their parent races. 

A hawasabi is about 5-6’ tall & weighs around 120-200 
pounds. They speak Auran & Common. 
 
Plot Hooks 

• A human official has been outed as a hawasabi, 
potentially ending her political career. 

• The hawasabi noble is trying to organize a pan-sabi 
alliance, but is facing resistance. 

• A recently-uncovered tome of lore gives credence to 
legends of a mighty hawasabi sorceress & her vast 
treasure vaults. 

 
 

Sabi, Masabi (Water Sabi) 
Warrior 1 
Medium* Outsider (Native, Water) 
Hit Dice: 1d8 (4HP) 
Initiative: +6 
Speed: 30’ (6 squares), Swim 30’ (6 squares) 
Armor Class: 17 (+2 Dex, +3 studded leather, +2 heavy wooden 
shield); touch 12; flat-footed 15 
Base Attack/Grapple: +1/+2 
Attack: Spear +2 melee (1d8+1/×3) or Heavy Crossbow +3 ranged 
(1d10+2, 19-20/×3) 
Full Attack: Spear +2 melee (1d8+1/×3) or Heavy Crossbow +3 
ranged (1d10+2, 19-20/×3) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Elemental Resistance, Genie 
Heritage, Native traits, Outsider traits, Spell-like Abilities 
Saves: Fort +2, Ref +4, Will +2 
Abilities: Str 13 (+1), Dex 14 (+2), Con 10 (+0), Int 12 (+1), Wis 
11 (+0), Cha 8 (-1) 
Skills: Climb +5, Jump +5, Swim +9 
Feats: Improved Initiative, Racial Feat (Bonus) 
Environment: any land or aquatic (Siraaj) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 1 
Treasure: standard 
Alignment: often Chaotic Neutral 
Advancement: by character class 
Level Adjustment: +1 
 

Combat 
 A masabi is a capricious being with a dichotomous 
nature, & as such, they are unpredictable. Sometimes they would 
rather settle a conflict peacefully; at other times, however, they 
will unsheathe their blades at the first sign of trouble. They tend to 
wear light armor, for increased maneuverability, & prefer bladed 
weapons as opposed to bludgeoning weapons. 
 
Elemental Resistance: A masabi gains Cold Resistance 2. 
 
Genie Heritage (Su): A masabi gains a +2 racial bonus on saving 
throws against [Water] spells & effects. This bonus increases by 
+2 for every 5 class levels the sabi attains. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Racial Skills: A masabi character gains a +4 racial bonus on Swim 
checks. 
 
Racial Feat: Masabi gain a bonus feat, chosen from the following 
list: Clever Wit, Diverse Background, Elemental Attunement, 
Legacy of the Genie, Magically Sensitive. 
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Spell-Like Abilities 

• 3/Day: hydrate 
• 1/Day: fog cloud 
• Caster level 5th. The save DCs are Intelligence-based. 

 
Water traits: All creatures with the Water subtype possess the 
following traits: 

• Water creatures always have swim speeds, & can move 
in water without making Swim checks. 

• A water creature can breathe underwater & usually can 
breathe air as well. 

 
Masabi Lore 
 Characters that have ranks in Knowledge (Local) or 
Knowledge (The Planes) can learn more about masabi. When a 
character makes a successful skill check, the following lore is 
revealed, including the information from lower DC’s. 
 DC11: “When the blood of the genies is thinned 
through intermingling with mortal beings, a sabi is often the 
result.” A character making this check recalls all native outsider 
traits. 
 DC16: “Sabi of the water have the rivers & the oceans 
in their veins, inherited from their marid ancestors.” A character 
making this check knows the workings of the Create Water 
Levitate ability. 
 DC21: “The most famous of all masabi was an affable 
scoundrel named the Laughing Padishah, who led a small army 
against hordes of sahuagin, defending the pahari & getting very 
rich in the process.” A character making this check remembers the 
Clerical Focus of a sabi, as well as their Genie Heritage & combat 
tactics. 
 DC26: “They mostly live in coastal areas, & their only 
known major settlement is in the city of Zawraq.” A character 
making this check is familiar with masabi settlements & habits. 
 
Abilities & Racial Features 
Masabi characters possess the following racial traits: 

• +2 Dexterity, +2 Charisma. 
• Outsider (Native, Water): Masabi are not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. They also can be 
raised, reincarnated, or resurrected just as other living 
creatures can be, & they need to eat & sleep. Water 
creatures always have swim speeds, & can move in 
water without making Swim checks. A water creature 
can breathe underwater & usually can breathe air as 
well. 

• Medium Size: As Medium creatures, masabi have no 
special bonuses or penalties due to their size. Masabi of 
kobold stock are actually of Small size, & possess all of 
the bonuses & penalties inherent to that size category. 

• Masabi base speed is 30 feet. They swim at a speed of 
30 feet. 

• Masabi breathe water as an extraordinary ability. 
• Darkvision up to 60 feet. 
• Elemental Resistance: A masabi gains Cold 

Resistance 2. 
• Genie Heritage (Su): A masabi gains a +2 racial bonus 

on saving throws against [Water] spells & effects. This 

bonus increases by +2 for every 5 class levels the sabi 
attains. 

• Racial Skills: A masabi character gains a +4 racial 
bonus on Swim checks. 

• Racial Feat: Masabi gain a bonus feat, chosen from the 
following list: Clever Wit, Diverse Background, 
Elemental Attunement, Legacy of the Genie, Magically 
Sensitive. 

• Spell-Like Abilities 
o 3/Day: hydrate 
o 1/Day: fog cloud 
o Caster level 5th. The save DCs are 

Intelligence-based. 
• Automatic Languages: Aquan. Bonus Languages: 

Common. 
• Favored Class: Bard. 
• Level Adjustment: +1. 

 
 The figure before you appears to be a Human. Their 
hair is slicked back, as if it were dripping wet. Their skin has a 
scaly greenish cast, like that of a fish. 
 

The product of a union between half-genie & mortals, 
the sabi (SAH-bee) are a blend of the magical & the mundane. 
Caught between two radically different worlds, sabi sometimes 
have difficulty fitting in with other races & cultures, especially 
those with a more insular or xenophobic society. Although they are 
native to the daylight world of Siraaj, they are equally at home in 
the star-lit world of Najmah. 

With the blood of the marids in their veins, masabi are 
patient & independent, used to solving problems on their own & 
not afraid to take a lot of time doing so. At times they are fierce & 
destructive like terrible storms, but more often than not they 
present a tranquil appearance, despite whatever emotions run 
underneath that quiet surface. Because their elemental forebear 
usually has no interest in them, masabi are often abandoned by 
their mortal parents & raised instead by aquatic creatures such as 
merfolk, sahuagin, or pahari. Masabi usually leave their parents 
(real or adoptive) upon reaching maturity, taking to the open sea in 
order to explore, learn, & develop their own personality & place in 
the world. 

Sometimes called Nuza-Farun (“Water-Blooded”), 
masabi feel that they are unique & superior to the humans who 
bore them. They have little or no interest in others of their kind; 
since they can wander both the land & the seas, they feel there is 
room enough in the world that masabi need not crowd each other 
or even meet. They tend to live alongside the coastlines, on both 
sides of the surf, but the only major settlement of masabi is in the 
city of Zawraq. 

A masabi is about 5-6’ tall & weighs around 120-220 
pounds. They speak Aquan & Common. 
 
Plot Hooks 

• Tension is brewing between the masabi & narsabi 
enclaves, sparked by a minor dispute. 

• A masabi noble is trying to broker a deal with the 
pahari, but the pact may be the target of sabotage 
efforts from an unknown party. 

• A masabi explorer is organizing an expedition to the 
ruins of an underwater city. 

 
 

Sabi, Narsabi (Fire Sabi) 
Warrior 1 
Medium* Outsider (Native) 
Hit Dice: 1d8+1 (5HP) 

Initiative: +1 
Speed: 30’ (6 squares) 
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Armor Class: 17 (+1 Dex, +4 chain shirt, +2 heavy steel shield); 
touch 11; flat-footed 16 
Base Attack/Grapple: +1/+3 
Attack: Scimitar +3 melee (1d6+2, 18-20/×2) or Light Crossbow 
+2 ranged (1d8+1, 19-20/×2) 
Full Attack: Scimitar +3 melee (1d6+2, 18-20/×2) or Light 
Crossbow +2 ranged (1d8+1, 19-20/×2) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Elemental Resistance, Genie 
Heritage, Hot to the Touch, Native traits, Outsider traits, Spell-like 
Abilities 
Saves: Fort +3, Ref +3, Will +1 
Abilities: Str 14 (+2), Dex 13 (+1), Con 12 (+1), Int 13 (+1), Wis 8 
(-1), Cha 8 (-1) 
Skills: Bluff +3, Climb +6, Intimidate +5, Jump +6 
Feats: Dodge, Racial Feat (Bonus) 
Environment: any land (Siraaj) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 1 
Treasure: standard 
Alignment: often Chaotic Neutral 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 As the most martially-oriented of the sabi kin, narsabi 
are almost always ready for a fight. They enter a batter the way 
that they approach anything else: with passion & zeal. They will 
use anything that they have at their disposal in order to win, 
showing no preference for particular tactics. They usually wear 
heavier armor, often choosing metal over other materials. 
 
Elemental Resistance: A narsabi gains Fire Resistance 2. 
 
Genie Heritage (Su): A narsabi gains a +2 racial bonus on saving 
throws against [Fire] spells & effects. This bonus increases by +2 
for every 5 class levels the sabi attains. 
 
Hot to the Touch (Ex): Each time that a narsabi character makes a 
successful attack with a natural weapon or an unarmed strike, they 
deal an additional 1 point of fire damage. This damage cannot be 
added to any other melee or ranged attack. In addition, they deal 1 
point of fire damage per round to all opponents that are grappling 
them. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Racial Skills: A narsabi character gains a +2 racial bonus on Bluff 
& Intimidate checks. 
 
Racial Feat: Narsabi gain a bonus feat, chosen from the following 
list: Clever Wit, Diverse Background, Elemental Attunement, 
Legacy of the Genie, Magically Sensitive. 

 
Spell-Like Abilities 

• 3/Day: flickerflame 
• 1/Day: flame blade 
• Caster level 5th. The save DCs are Intelligence-based. 

 
Narsabi Lore 
 Characters that have ranks in Knowledge (Local) or 
Knowledge (The Planes) can learn more about narsabi. When a 
character makes a successful skill check, the following lore is 
revealed, including the information from lower DC’s. 
 DC11: “When the blood of the genies is thinned 
through intermingling with mortal beings, a sabi is often the 
result.” A character making this check recalls all native outsider 
traits. 
 DC16: “Sabi of the fire have the heat & the flame in 
their veins, inherited from their efreet ancestors.” A character 
making this check knows the workings of the Control Flame 
ability. 
 DC21: “The infamous Circle of Jalud is a diabolical 
cabal of sorcerers & wizards operating out of Maisan who only 
accept narsabi within their ranks.” A character making this check 
remembers the Clerical Focus of a sabi, as well as their Genie 
Heritage & combat tactics. 
 DC26: “They gravitate toward the warmer parts of the 
world, & are especially plentiful in the hottest deserts, where efreet 
are also known to gather.” A character making this check is 
familiar with narsabi settlements & habits. 
 
Abilities & Racial Features 
Narsabi characters possess the following racial traits: 

• +2 Dexterity, +2 Intelligence. 
• Outsider (Native): Narsabi are not subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Medium Size: As Medium creatures, narsabi have no 
special bonuses or penalties due to their size. Narsabi of 
kobold stock are actually of Small size, & possess all of 
the bonuses & penalties inherent to that size category. 

• Narsabi base speed is 30 feet. 
• Darkvision up to 60 feet. 
• Elemental Resistance: A narsabi gains Fire Resistance 

2. 
• Genie Heritage (Su): A narsabi gains a +2 racial bonus 

on saving throws against [Fire] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi 
attains. 

• Hot to the Touch (Ex): Each time that a narsabi 
character makes a successful attack with a natural 
weapon or an unarmed strike, they deal an additional 1 
point of fire damage. This damage cannot be added to 
any other melee or ranged attack. In addition, they deal 
1 point of fire damage per round to all opponents that 
are grappling them. 

• Racial Skills: A narsabi character gains a +2 racial 
bonus on Bluff & Intimidate checks. 

• Racial Feat: Narsabi gain a bonus feat, chosen from 
the following list: Clever Wit, Diverse Background, 
Elemental Attunement, Legacy of the Genie, Magically 
Sensitive. 

• Spell-Like Abilities 
o 3/Day: flickerflame 
o 1/Day: flame blade 
o Caster level 5th. The save DCs are 

Intelligence-based. 
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• Automatic Languages: Ignan. Bonus Languages: 
Common. 

• Favored Class: Rogue. 
• Level Adjustment: +1. 

 
 The figure before you appears to be a Human. Their 
skin is a warm-looking red, like heated metal. Their eyes have a 
burning intensity, as if they were fiery coals. 
 

The product of a union between half-genie & mortals, 
the sabi (SAH-bee) are a blend of the magical & the mundane. 
Caught between two radically different worlds, sabi sometimes 
have difficulty fitting in with other races & cultures, especially 
those with a more insular or xenophobic society. Although they are 
native to the daylight world of Siraaj, they are equally at home in 
the star-lit world of Najmah. 

With the blood of the efreeti in their veins, narsabi are 
usually thought of as hot-blooded & quick to anger, & they have 
earned that reputation. Mercurial, proud, & often fearless, they are 
not content to sit & watch the world pass them by. Narsabi have 
obvious physical traits that mark them as different from mortal 
races, & they are often the target of mistrust & persecution. Some 
narsabi are able to use their quick wits to turn the tables on their 
tormentors, while others find that their barbed words only make 

their foes angrier. Many narsabi are destroyed as infants by their 
own parents who fear that they are demon-spawn. 

Sometimes called Zarqa-Farun (“Fire-Blooded”), 
narsabi are proud of their ancestry & consider themselves superior 
to normal humans, although the smarter ones don’t make an issue 
of it. Narsabi enjoy the company of their own kind & have been 
known to form elite groups of mages or fighters that hire 
themselves out on the basis of their skill & heritage. They have 
been known to adopt the narsabi children of mortal parents as well. 
They tend to live in places that are hot & arid, such as the Satha 
Laylanuha (especially Fire Hand Mountain), & they have a large 
community in the city of Maisan (on Siraaj), as well as one in the 
city of Agni (on Najmah). 

A narsabi is about 5-6½’ tall & weighs around 120-275 
pounds. They speak Common & Ignan. 
 
Plot Hooks 

• A recent series of house fires is declared the work of an 
arsonist, & the narsabi population is taking the blame. 

• A band of narsabi bandits has been raiding nearby 
settlements, prompting a rich bounty. 

• A charismatic narsabi paladin is recruiting brave 
warriors for a crusade into the desert. 

 
 

Sabi, Terisabi (Earth Sabi) 
Warrior 1 
Medium* Outsider (Native) 
Hit Dice: 1d8+2 (6HP) 
Initiative: +0 
Speed: 30’ (6 squares) 
Armor Class: 16 (+4 chain shirt, +2 heavy steel shield); touch 10; 
flat-footed 16 
Base Attack/Grapple: +1/+2 
Attack: Warhammer +2 melee (1d8+1/×3) or Javelin +1 ranged 
(1d6+1) 
Full Attack: Warhammer +2 melee (1d8+1/×3) or Javelin +1 
ranged (1d6+1) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Elemental Resistance, Genie 
Heritage, Native traits, Outsider traits, Spell-like Abilities, 
Stability 
Saves: Fort +4, Ref +2, Will +2 
Abilities: Str 13 (+1), Dex 10 (+0), Con 14 (+2), Int 13 (+1), Wis 
10 (+0), Cha 8 (-1) 
Skills: Balance +3, Climb +5, Jump +5, Tumble +3 
Feats: Power Attack, Racial Feat (Bonus) 
Environment: any land or underground (Siraaj) 
Organization: solitary, squad (2-4), company (11-20 plus 2 3rd-
level sergeants & 1 leader of 3rd-6th level), or band (30-100 plus 
20% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-
level lieutenants, & 3 7th-level captains) 
Challenge Rating: 1 
Treasure: standard 
Alignment: often Lawful Neutral 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 Although Terisabi are a pensive lot, they are more than 
willing to defend themselves & whatever they hold dear, & they 
tend to have the muscle to back up that determination. They 
usually opt for straightforward melee tactics, largely eschewing 
ranged or magical attacks. They are comfortable in armor, & will 

use as much of it as they can obtain to enhance their natural 
resilience. 
 
Elemental Resistance: A Terisabi gains Acid Resistance 2. 
 
Genie Heritage (Su): A Terisabi gains a +2 racial bonus on saving 
throws against [Earth] spells & effects. This bonus increases by +2 
for every 5 class levels the sabi attains. This bonus also applies to 
all saves against petrification & disintegration effects. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Racial Skills: A Terisabi character gains a +2 racial bonus on 
Balance & Tumble checks. 
 
Racial Feat: Terisabi gain a bonus feat, chosen from the following 
list: Clever Wit, Diverse Background, Elemental Attunement, 
Legacy of the Genie, Magically Sensitive. 
 
Spell-Like Abilities 

• 3/Day: resistance (DC10) 
• 1/Day: barkskin 
• Caster level 5th. The save DCs are Wisdom-based. 

 
Stability (Ex): A Terisabi gains a +4 bonus on ability checks made 
to resist being bull rushed or tripped when standing on the ground 
(but not when climbing, flying, riding, or otherwise not standing 
firmly on the ground). 
 
Terisabi Lore 
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 Characters that have ranks in Knowledge (Local) or 
Knowledge (The Planes) can learn more about Terisabi. When a 
character makes a successful skill check, the following lore is 
revealed, including the information from lower DC’s. 
 DC11: “When the blood of the genies is thinned 
through intermingling with mortal beings, a sabi is often the 
result.” A character making this check recalls all native outsider 
traits. 
 DC16: “Sabi of the earth have the soil & the mountains 
in their veins, inherited from their dao ancestors.” A character 
making this check knows the workings of the Pass Without Trace 
ability. 
 DC21: “The most famous of all Terisabi was a warlord 
named Qalim Qanuil, a self-titled khan who tore a path of conquest 
through the Satha Laylanuha, into modern-day Burdusq.” A 
character making this check remembers the Clerical Focus of a 
sabi, as well as their Genie Heritage & combat tactics. 
 DC26: “They do not gather together in large 
communities, but they can often be found in caverns or mountain 
camps.” A character making this check is familiar with Terisabi 
settlements & habits. 
 
Abilities & Racial Features 
Terisabi characters possess the following racial traits: 
 +2 Strength, +2 Constitution. 
 Outsider (Native): Terisabi are not subject to spells or 
effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Medium Size: As Medium creatures, Terisabi have no 
special bonuses or penalties due to their size. Terisabi of kobold 
stock are actually of Small size, & possess all of the bonuses & 
penalties inherent to that size category. 
 Terisabi base speed is 30 feet. 
 Darkvision up to 60 feet. 
 Elemental Resistance: A Terisabi gains Acid 
Resistance 2. 
 Genie Heritage (Su): A Terisabi gains a +2 racial 
bonus on saving throws against [Earth] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi attains. This 
bonus also applies to all saves against petrification & 
disintegration effects. 
 Racial Skills: A Terisabi character gains a +2 racial 
bonus on Balance & Tumble checks. 
 Racial Feat: Terisabi gain a bonus feat, chosen from 
the following list: Clever Wit, Diverse Background, Elemental 
Attunement, Legacy of the Genie, Magically Sensitive. 
 Spell-Like Abilities 
 3/Day: resistance (DC10) 
 1/Day: barkskin 

 Caster level 5th. The save DCs are Wisdom-based. 
 Stability (Ex): A Terisabi gains a +4 bonus on ability 
checks made to resist being bull rushed or tripped when standing 
on the ground (but not when climbing, flying, riding, or otherwise 
not standing firmly on the ground). 
 Automatic Languages: Terran. Bonus Languages: 
Common. 
 Favored Class: Fighter. 
 Level Adjustment: +1. 
 
 The figure before you appears to be a Human. Their 
body is solidly built, as if made of wrought iron. Their skin is 
mottled & dull, like a smooth stone. 
 

The product of a union between half-genie & mortals, 
the sabi (SAH-bee) are a blend of the magical & the mundane. 
Caught between two radically different worlds, sabi sometimes 
have difficulty fitting in with other races & cultures, especially 
those with a more insular or xenophobic society. Although they are 
native to the daylight world of Siraaj, they are equally at home in 
the star-lit world of Najmah. 

With the blood of the dao in their veins, Terisabi are 
patient, stubborn, & contemplative in their decision-making. 
Marked at birth with obvious traits reflecting their heritage, 
Terisabi are often shunned by others, but their physical gifts make 
them able to defend themselves against most attackers. Their 
strength & girth means that they sometimes become bullies, 
attracting sycophants out of fear & respect for their power. 

Terisabi, like all elemental planetouched, are proud of 
their nature & abilities, but their pride is a quiet, confident sort 
rather than a boastful one. They are pragmatic about their 
parentage, usually not going out of their way to learn their ancestry 
but not avoiding the topic either. They have no special relationship 
with others of their kind, although they seem to prefer others who 
share their physical differences. Sometimes called Qehala-Farun 
(“Earth-Blooded”), they have no significant settlements of their 
own; those Terisabi that don’t live among their parent races gather 
instead with their immediate families in underground caverns or 
mountain camps. 

A Terisabi is about 5-6’ tall & weighs around 120-320 
pounds. They speak Common & Terran. 
 
Plot Hooks 

• A Terisabi noble is attempting to fund & organize a 
new community for all sabi-kind, far from other races. 

• An enclave of Terisabi recently vanished without a 
trace. 

• A Terisabi fighter has declared himself unbeatable & is 
offering to take on all challengers. 

 

Samandar 
Huge Magical Beast (Fire) 
Hit Dice: 17d10+102 (195HP) 
Initiative: +12 
Speed: 20’ (4 squares), Fly 150’ (30 squares, average 
maneuverability) 
Armor Class: 24 (-2 size, +8 Dex, +8 natural); touch 16; flat-footed 
16 
Base Attack/Grapple: +17/+31 
Attack: Talon +21 melee (1d8+6 plus 2d6 fire) or Bite +21 melee 
(2d6+6 plus 2d6 fire) 
Full Attack: 2 Talons +21 melee (1d8+6 plus 2d6 fire) & Bite +16 
melee (2d6+3 plus 2d6 fire) 
Space/Reach: 15’/10’ 
Special Attacks: Spell-Like Abilities 

Special Qualities: Fire traits, Healing Flames, Magical Beast traits, 
Rebirth 
Saves: Fort +16, Ref +18, Will +9 
Abilities: Str 23 (+6), Dex 27 (+8), Con 22 (+6), Int 10 (+0), Wis 
15 (+2), Cha 20 (+5) 
Skills: Concentration +13, Hide -1, Intimidate +11, Listen +8, 
Move Silently +15, Spot +10 
Feats: Dodge, Flyby Attack, Improved Flyby Attack, Improved 
Initiative, Iron Will, Mobility 
Environment: any (Siraaj or Najmah) 
Organization: solitary, pair, or conflagration (2-6) 
Challenge Rating: 16 
Treasure: N/A 

401



Alignment: always Neutral Good 
Advancement: 18-34HD (Huge), 35-51HD (Gargantuan), 52-
68HD (Colossal) 
Level Adjustment: N/A 
 
Combat 
 A samandar is a formidable opponent, one that should 
not be underestimated. Although it is not terribly aggressive, it can 
be quickly angered if provoked. Also, it will not tolerate any 
creature trespassing onto its territory, which is usually restricted to 
its nest & the surrounding mountain top. A samandar will most 
likely use one of its many fire-based spell-like abilities to subdue 
opponents. Fire-resistant foes will have a much easier time 
contending with the beast, but will still have to contend with its 
talons & bite. If in serious danger, it will not hesitate to retreat & 
heal itself, to better prepare for another battle later. 
 
Spell-Like Abilities 

• At Will: aid, burning hands (DC16), cure minor 
wounds (DC15), flaming sphere (DC17), produce 
flame, protection from energy (DC18), searing light 

• 3/Day: cure critical wounds (DC19), fire shield, 
rainbow pattern (DC19), sunbeam (DC22), teleport, 
wall of fire 

• 1/Day: disintegrate (DC22), fire storm (DC22), 
incendiary cloud (DC23), regenerate (DC22), true 
seeing (DC20) 

• Caster level 15th. The save DCs are Charisma-based. 
 
Fire traits: A creature with the fire subtype has immunity to fire. 
It 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. 
 
Healing Flames (Su): A samandar can transform the properties of 
its fiery magic so that it can heal instead of burn. Whenever it casts 
a spell-like ability with the [Fire] descriptor, it can change the 
spell’s effects so that it can restore a number of hit points equal to 
the fire damage that it would normally inflict. Energy resistance 
&/or immunity apply to this, so any healing is reduced &/or 
negated appropriately. 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Rebirth (Su): A samandar can be reborn from its own ashes. If a 
samandar dies (from any cause), then its body will be consumed in 
a blaze of fire. Everything within 30’ of its body takes 4d6 points 
of fire damage (no save allowed), & an egg is formed at the spot. If 
the adamantine-shelled egg is allowed to, it will hatch within 
3d6+12 days, unveiling a brand new samandar. This samandar will 
have 1HD, & will gain 1HD per week until it is fully grown. 
Immature samandars cannot use their own Rebirth ability. 
 

Samandar Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about samandari. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC26: “At once both beautiful & fearsome, a real-life 
phoenix exists far from civilized lands.” A character making this 
check recalls all magical beast traits & fire traits. 
 DC31: “Most correctly known as a samandar, this great 
fiery creature commands many magical powers, most of them fire-
based.” A character making this check knows the workings of the 
samandar spell-like abilities. 
 DC36: “It is said that not even death will extinguish its 
flames.” A character making this check remembers the mechanics 
of Rebirth & Healing Flames. 
 
Samandar Egg 

• 40HP 
• Hardness: 20 
• Value: 130,000gp 
• Only known source of sankara (adamantine) on Siraaj 

 
 Diving in from above, an imposing creature suddenly 
comes into view. It is a great bird, larger than any such beast has 
any right to be, but that is not what makes it so daunting. It is the 
fact that the avian being is completely engulfed in flames, as if it 
were actually made of pure fire. Its eyes blaze as bright as angry 
suns as it swoops forward. 
 
 Some myths are nearly universal in scope. Vampires, 
dragons, ghosts, & angels are featured in almost every culture, in 
almost every imaginable form. Another creature of ubiquitous 
legend is that of the phoenix, a magical bird that rises from its own 
funeral pyre, born anew. These tales are believed to have been 
spun from the wondrous behavior of a bird more properly called a 
Samandar. 
 The samandar (sah-MAHN-dar) is a mighty-yet-
peaceful beast, content to live far from lesser beings. Also known 
as a Zarqa Leqad (“Fire Bird”), it usually makes its nest on tall 
snowless mountain peaks, giving locals the erroneous impression 
that the mountain may actually be a volcano. Having no predators, 
it will also soar far & wide for suitable prey, often feeding on 
elephants, karkadans, & immature dragons. 

A samandar is about 18’-24’ long, with a 36’-48’ 
wingspan, & weighs around 1½-2 tons. On the rare occasions 
when they actually speak, they use either Common or, more often, 
Archaic. 
 
Plot Hooks 

• A nearby mountain peak has become engulfed in 
flames, & officials are hiring intrepid explorers to 
investigate. 

• A large silvery orb, made of a strange metal & hot to 
the touch, has been found in the mountains. 

• An immense bird, wreathed in flame, has been circling 
the skies of late, which is viewed as an ill omen. 

 

Sarsaok 
Huge Magical Beast 
Hit Dice: 7d10+35 (73HP) 
Initiative: -1 
Speed: 40’ (8 squares) 
Armor Class: 12 (-2 size, -1 Dex, +5 natural); touch 7; flat-footed 
12 

Base Attack/Grapple: +7/+25 
Attack: Gore +15 melee (2d6+10) 
Full Attack: Gore +15 melee (2d6+10) 
Space/Reach: 15’/10’ 
Special Attacks: Stampede, Trample 2d6+15 
Special Qualities: Lifeblood, Low-Light Vision, Magical Beast 
traits, Scent 
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Saves: Fort +10, Ref +4, Will +3 
Abilities: Str 30 (+10), Dex 8 (-1), Con 20 (+5), Int 3 (-4), Wis 12 
(+1), Cha 6 (-2) 
Skills: Jump +11, Survival +10 
Feats: Power Attack, Run, Skill Focus (Survival) 
Environment: warm plains (Siraaj) 
Organization: Solitary, pair, herd (3-30), or migration (60-600) 
Challenge Rating: 4 
Treasure: N/A 
Alignment: always Neutral 
Advancement: 8-14HD (Huge), 15-28HD (Gargantuan) 
Level Adjustment: N/A 
 
Combat 
 A sarsaok is so large & formidable that it seldom has to 
defend itself. On the rare occasions when it is provoked into a 
fight, such as when a member of its herd is attacked, it will charge 
& trample its opponents into the ground. If sufficiently frightened 
(not a small feat for their enemies), then a herd will begin 
stampeding, & it will not stop until they cannot remember what 
goaded them. 
 
Stampede (Ex): A frightened herd of sarsaok flees as a group in a 
random direction (but always away from the perceived source of 
danger). They literally run over anything of Huge size or smaller 
that gets in their way, dealing 1d12 points of bludgeoning damage 
for each 3 sarsaok in the herd; Reflex save (DC23) for half 
damage. The save DC is Strength-based. 
 
Trample (Ex): Attack bonus +15 melee, damage 2d6+15; Reflex 
save (DC23) for half damage; the save DC is Strength-based. 
 
Lifeblood (Su): A sarsaok’s blood has amazing healing qualities. 
A 1-ounce vial of sarsaok blood can magically restore 1 hit point, 
just like a casting of a cure minor wounds spell. An 8-ounce flask 
of sarsaok blood can magically restore 1 point of ability damage. 
This property of the blood lasts for 1d12 minutes after removal 
from a living sarsaok’s body. A single sarsaok holds over 500 fluid 
ounces of usable blood in its body. 
 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Scent (Ex): A sarsaok can detect opponents by sense of smell 
within 60’ (×2 for upwind opponents, ×½ for downwind 
opponents) 
 
Sarsaok Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about sarsaoks. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC14: “Crossing the sun-baked savannas are herds of 
giant ox-like beasts.” A character making this check recalls all 
magical beast traits. 

 DC19: “Called sarsaoks, these enormous brutes are 
usually quite gentle, & their blood can actually heal the injured or 
the sick.” A character making this check knows the workings of 
the Lifeblood quality. 
 DC24: “It is unwise to aggravate a sarsaok, though, for 
a single one can trample many men, & a stampeding herd could 
flatten an entire village.” A character making this check 
remembers the mechanics of Scent, Stampede, & Trample. 
 DC29: “They were once much more numerous, before 
the Empire of Admaja hunted them to near-extinction.” A 
character making this check is familiar with a sarsaok’s migration 
habits & usual feeding/mating grounds. 
 
Sarsaok Horn 

• Value: 54gp 
 
Sarsaok Blood (1 ounce) 

• Value: 10gp 
 
 From a distance, the great beast may have been 
mistaken for some sort of oxen. Upon closer inspection, though, no 
such mistake can be made. The massive creature must be twice as 
tall as a full-grown man, & is rippling with enormous muscles 
beneath its furry hide. Most of its immense form is covered in 
coarse dark fur, especially a shaggy mane that wreathes its blunt 
head. Two monstrous horns curve downward from its forehead, 
jutting out like stone from the soil. 
 
 In ancient times, before even the rise of the Empire of 
Admaja, gigantic creatures roamed the savannahs, bovine beasts as 
large as elephants. They are now called the sarsaoks, & although 
not as powerful or a threatening as the karkadani, their great size & 
sharp black horns guaranteed that they were given wide berth. The 
Admajai chose the peaceful brutes as their mascot, as a symbol of 
their power & endurance. But during the empire’s reign, they often 
hunted the sarsaoks, & by the time the empire finally fell, the 
mighty creatures were nearly wiped out. 

The primary reason for hunting the sarsaoks is the same 
reason that they were likely chosen as the imperial icon: their 
blood, which has miraculous healing properties. Also known in 
some regions as an auroch, & once known among the Admajai as a 
Farun-Uru (“Blood Ox”), a sarsaok (SAR-say-ahk) has blood 
which can heal the sick & wounded. Hunted for their blood & their 
horns, it was only the decline of the Admajai that saved them from 
extinction. Now travelling across the land in great migrations, the 
sarsaoks have begun to return to their former glory. 

A sarsaok is about 12-16’ tall, 24’-32’ long, & weighs 
about 9-12 tons. It speaks no language, although it can be trained 
to follow 1d6 single-word commands, of any language. 
 
Plot Hooks 

• A new merchant has set up a lucrative shop in the 
bazaar, selling a cheap & effective healing potion. 

• Poachers are disappearing lately, failing to return from 
their sarsaok-related hunts. 

• Herds of sarsaoks have been stampeding through the 
area, provoked by some unknown stimulus. 

 

 

Shaghal 
Warrior 1 
Medium Humanoid (Gnoll) 
Hit Dice: 2d8+4 (13HP) 
Initiative: +1 
Speed: 30’ (6 squares), Climb 20’ (4 squares) 

Armor Class: 18 (+1 Dex, +2 natural, +4 chain shirt, +1 light steel 
shield); touch 11; flat-footed 17 
Base Attack/Grapple: +1/+4 
Attack: Kukri +4 melee (1d4+3, 18-20/×2) or Light Crossbow +2 
ranged (1d8+1/19-20, 80’ range increment) 
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Full Attack: Kukri +4 melee (1d4+3, 18-20/×2) or Light Crossbow 
+2 ranged (1d8+1/19-20, 80’ range increment) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Darkvision 60’, Humanoid traits, Light 
Sensitivity, Skills, Spell Resistance 11 
Saves: Fort +5, Ref +1, Will +1 
Abilities: Str 17 (+3), Dex 12 (+1), Con 14 (+2), Int 13 (+1), Wis 
12 (+1), Cha 8 (-1) 
Skills: Climb +8, Listen +5, Move Silently +7, Survival +5 
Feats: Power Attack 
Environment: warm plains or underground (Siraaj) 
Organization: solitary, pair, pack (3-5 & 1-4 jackals), horde (15-
120 plus 50% noncombatants plus 1 3rd-level sergeant per 25 
adults & 1 leader of 4th-6th level & 7-12 jackals), or tribe (30-240 
plus 1 3rd-level sergeant per 25 adults, 1 or 2 lieutenants of 4th or 
5th level, 1 leader of 6th-8th level, & 11-20 jackals) 
Challenge Rating: 2 
Treasure: standard 
Alignment: often Lawful Evil 
Advancement: by character class 
Level Adjustment: +2 
 
Combat 
 A shaghal is not afraid of a good fight, for their religion 
necessitates invasion & subjugation. Arrogant & confident, they 
are not prone to mercy or cowardice; as such, they will rarely flee 
or surrender. They usually stage their assault on caravans & 
settlements at night or twilight, & almost never wage war in the 
daytime. They favor pitting their slaves against their enemies, but 
will open fire with their crossbows or their spells if it is 
particularly advantageous to do so. They usually reserve melee 
attacks for a last resort. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Light Sensitivity (Ex): Shaghals are dazzled in bright sunlight or 
within the radius of a daylight spell. 
 
Skills: A shaghal character has a +2 racial bonus on Climb, Move 
Silently, & Survival checks. In addition, a shaghal can always 
choose to take 10 on Climb checks, even if rushed or threatened. 
 
Shaghal Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about shaghals. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC12: “Cruising the coastal waters are ships of brutal 
gnoll-like creatures, who seek to conquer & enslave all that they 
see.” A character making this check recalls all humanoid traits. 
 DC17: “Known as shaghals, these conceited beings are 
related to gnolls, but have none of their pleasantness & affability.” 
A character making this check knows about the shaghal’s hit dice, 
as well as their skill bonuses. 

 DC22: “They are sensitive to bright light, & can see 
well in complete darkness, so they are most active in the middle of 
the night.” A character making this check remembers the 
mechanics of Light Sensitivity, as well as their Spell Resistance. 
 DC27: “Their god, Nathar, stipulates that dominance of 
all Siraaj is the only path that leads to salvation from the restless 
dead.” A character making this check is familiar with shaghal 
culture & history, as well as how to find their cavernous lairs. 
 
Abilities & Racial Features 
Shaghal characters possess the following racial traits: 

• Strength +4, Dexterity +2, Intelligence +2. 
• Humanoid (Gnoll): Shaghals are subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. 

• Medium Size: As Medium creatures, shaghals have no 
special bonuses or penalties due to their size. 

• Gnoll Blood: For all effects related to race, a shaghal is 
considered a gnoll. 

• A shaghal’s base land speed is 30 feet. 
• A shaghal’s base climb speed is 20 feet. 
• Darkvision out to 60 feet. 
• Racial Hit Dice: A shaghal begins with 2 levels of 

humanoid, which provide 2d8 Hit Dice, a base attack 
bonus of +1, & base saving throw bonuses of Fort +3, 
Ref +0, & Will +0. 

• Racial Skills: A shaghal’s humanoid levels give it skill 
points equal to 5 × (2 + Int modifier, minimum 1). Its 
class skills are Climb, Listen, Move Silently, & 
Survival. A shaghal character has a +2 racial bonus on 
Climb & Move Silently checks. In addition, a shaghal 
can always choose to take 10 on Climb checks, even if 
rushed or threatened. 

• Racial Feat: A shaghal’s humanoid levels give it one 
feat. 

• Spell resistance equal to 10 + class levels. 
• +2 racial bonus on all Reflex saves. 
• Light Sensitivity (Ex): Shaghals are dazzled in bright 

sunlight or within the radius of a daylight spell. 
• +2 natural armor bonus. 
• Automatic Languages: Shagalai (Shaghal). Bonus 

Languages: Common, Ghul, & Gnoll. 
• Favored Class: Wizard (enchanter or necromancer). 
• Level Adjustment: +2. 

 
Shaghal Mutants 
 About one in 100 shaghals has long jet-black fur & 
fierce claws. Such creatures, known as Hul Shaghali, have the 
following additional traits: 

• Light Blindness: Abrupt exposure to bright light (such 
as sunlight or a daylight spell) blinds a shaghal for 1d4 
rounds. On subsequent rounds, they are dazzled as long 
as they remain in the affected area. 

• Natural Weapon (Ex): Claw (1d6 + Str); slashing 
damage. 

• Racial Skills: A hul shaghal has a +2 racial bonus on 
Hide & Intimidate checks. 

 
 The proud figure before you appears to be a well-
muscled human covered in short dark fur. Its head is that of a 
severe-looking hound, although its eyes betray a cold, ruthless 
intellect. Its robes are scanty yet regal, & it wears multiple golden 
bands on its bare arms & legs. 
 
 There is a reason that many cities have massive stone 
walls build around them. They are built to defend the city & its 
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citizens from outside attack. Among the most persistent threats to 
the coastal cities are the invading armies of the Shaghals, who 
wage a campaign of conquest against all civilized lands within 
their reach. 
 Sometimes called a jackal-gnoll, a shaghal (shah-
GAHL) is in fact related to the common gnoll, & they share their 
sophistication. But unlike their amicable & urbane kin, shaghals 
are arrogant & merciless. Originally from a far-off land, ships of 
flail-driven slaves have terrorized coastal settlements on both sides 
of Admaja for the past several years. Recent reports also suggest 
that they may be creeping inland, for shaghal warriors have 
attacked caravans by springing up from the very ground if 
survivors can be believed. 
 They have made the effort to sail across the seas & 
assault the peoples of Admaja at the behest of their deity. Nathar, 
the Shepherd of the Dead, mandates that his chosen people spread 
to all corners of Siraaj & dominate all that they survey. This 

campaign of conquest will guarantee that the shaghals gain 
entrance in Paradise. Savvy & cunning, a shaghal is a tenacious foe 
by nature, made more so by their harsh, matriarchal culture. 

A shaghal is about 6’-8’ tall, & weighs around 150-240 
pounds. They speak Gnoll & Shagalai. 
 
Plot Hooks 

• The area has been plagued by nightly invasions of 
slaving ships, which carry tyrannical gnoll-like 
creatures. 

• Caravans have been attacked lately, & the few 
survivors claim that cave-dwelling gnolls are 
responsible. 

• A Natharite cult has been operating in the city, in the 
sub-basement of the local thieves’ guild. 

 

She-Da-Zhong 
 The creatures known today as the she-da-zhong (SHUH 
dah JONG) were originally humans from Jual Jahari (which is the 
Admajai name for the western continent). They are descended 
from a decadent & murderous empire that was ruled by a religion 
of snake worshippers. Centuries ago, a powerful ritual was cast 
that destroyed their realm & transformed them into serpentine 
beings. Now, the Serpent People (or, in their tongue, the She Da 
Zhong) have outer forms to match their ruthless inner selves. 
 The she-da-zhong (often simply calling themselves 
Zhong) are natural schemers, ceaselessly plotting to advance their 
wicked agendas. Always careful to put their own interests first, 
they nonetheless will use their guile & talent with words to form 
alliances with other evil races, cultures, & organizations. Their 
penchant for cunning & treachery are unparalleled, so they remain 
a constant threat to the other civilized peoples of Siraaj. 
 The Empire of She was deeply divided along dogmatic 
lines, & that schism has only widened over the ages. Their split is 
over issues of religious doctrine, & now the she-da-zhong are in a 
state akin to civil war. The she-da-zhong of the Asp faction 
vehemently & implacably oppose the she-da-zhong of the Cobra 
faction. Both the Asps & the Cobras worship a vile & bloodthirsty 
god, Martuakh, the Serpent Lord. The Asps believe that Martuakh 
is an approachable deity, one that will answer prayers & offer 
support to anyone who makes the proper living sacrifices. The 
Cobras, on the other hand, deem that Martuakh’s favor can only be 
gained within the walls of a temple, where all sacrifices are 
administered by the priests. 

 This rift has pitted both of the she-da-zhong parties 
against one another, to the benefit of all other peoples. It has also 
led to many differences in culture among the former parties. The 
Asps now live in the sandy portions of the desert, at home among 
the dunes, whereas the Cobras tend to live in the rocky areas of the 
desert, choosing to live on arid mountains wherever possible. Asps 
prefer to perform simple rituals that can be performed anywhere, & 
they typically consume the flesh of those who have been 
slaughtered the name of their ophidian god. Cobras, however, 
would rather stage prolonged, elaborate rituals in their temples, 
focusing on the torture & agony of their offered victims. 
 Despite their profound divisions, the Asps & the Cobras 
are alike in many ways. In both sects of the she-da-zhong, other 
reptilian creatures are held in high esteem. They both are highly 
devout, & zealously dedicated to their evil policies. They are 
extremely secretive & duplicitous, always eager to trap potential 
sacrificial victims in their webs of deceit. Most telling of all, 
though, is the architecture of their dwellings, temples, & other 
buildings; both parties eschew stairs & angled rooms in favor of 
ramps & curving surfaces. 

The Asps & the Cobras are stratified by their 
bloodlines. The Lessers (Kiung/Kyang) take care of public issues, 
such as social events & trade negotiations. The Greaters 
(Lujeng/Lojing) are in charge of labor concerns, performing much 
of the physical work that isn’t done by slaves. Ruling over all are 
the Elders (Chungwa/Xanghua), who are the priests in the temples 
& the counselors of the courthouses. 
 

She-Da-Zhong, Asp (Lesser) 
Medium Monstrous Humanoid 
Hit Dice: 4d8 (18HP) 
Initiative: +6 
Speed: 30’ (6 squares), Burrow 20’ (4 squares, sand only) 
Armor Class: 18 (+2 Dex, +2 natural, +3 masterwork studded 
leather, +1 masterwork light shield); touch 12; flat-footed 16 
Base Attack/Grapple: +4/+3 
Attack: Masterwork Spear +4 melee (1d8-1/×3, 20’ range 
increment) 
Full Attack: Masterwork Spear +4 melee (1d8-1/×3, 20’ range 
increment) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Alternate Form, Darkvision 60’, Detect Poison, 
Monstrous Humanoid traits, Skills, Spell Resistance 14 
Saves: Fort +1, Ref +6, Will +4 
Abilities: Str 9 (-1), Dex 15 (+2), Con 11 (+0), Int 10 (+0), Wis 10 
(+0), Cha 14 (+2) 

Skills: Bluff +5, Disguise +4*, Hide +5, Listen +4, Sense Motive 
+2, Spot +4 
Feats: Alertness (Bonus), Blind-Fight (Bonus), Dodge, Improved 
Initiative 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, gang (3-6), nest (3-12 Lessers, 2-6 
Greaters, & 2-4 Elders) or tribe (25-150 Lessers, 10-90 Greaters, & 
10-40 Elders) 
Challenge Rating: 3 
Treasure: standard 
Alignment: usually Neutral Evil 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 With an air of superiority, Lessers will battle with wit 
& guile, preferring traps & ambushes to a fair fight. They will 
employ their magic in combat to great effect, using fog cloud to 
obscure vision, hold person to paralyze opponents, etc.  They will 
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often throw their spears at weak opponents, opting for an easy kill 
rather than take the risk of getting injured in melee. 
 
Spell-Like Abilities 

• 1/Day: hold person (DC15), shocking grasp, fog cloud, 
true strike 

• Caster level 4th. The save DCs are Charisma-based. 
 
Alternate Form (Sp): A lesser asp can assume the form of a Tiny-
Large size asp (see the Snake entry of the Monster Manual, page 
280) as a spell-like ability. The she-da-zhong loses its natural 
weapons (if any) & gains the natural weapon of the asp form that it 
assumes. If the she-da-zhong has a venomous bite of its own, then 
it uses its own or the asp’s venom, whichever is more potent. 
 
Detect Poison (Sp): A lesser asp can use detect poison (as the 
spell; caster level 6th) as a spell-like ability. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Skills: A lesser asp has a +6 racial bonus on Disguise checks when 
masquerading as a human. 
 
She-Da-Zhong Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about she-da-zhong. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Hailing from the Western Continent, a race of 
snake-worshippers have come to Admaja with an unknown 
agenda.” A character making this check recalls all monstrous 
humanoid traits. 
 DC18: “These serpent-folk are the she-da-zhong; they 
can transform into snakes, & lie to you in both shapes.” A 
character making this check knows the workings of the Alternate 
Form & Detect Poison qualities. 
 DC23: “They seek to corrupt & dominate all within 
their venomous grasp, & they have many magical powers at their 
disposal to do as such.” A character making this check remembers 
a she-da-zhong’s spell-like abilities, as well as any other special 
attacks & qualities. 
 DC28: “They worship Martuakh, a sinister god that 
demands gory sacrifice, so their idols of the Serpent Lord are often 
covered in blood.” A character making this check is familiar with 
the she-da-zhong’s culture, society, & habits. This also grants the 
character basic knowledge about Martuakh. 
 DC33: “The she-da-zhong of the Asp faction are in a 
kind of civil war with the she-da-zhong of the Cobra faction, 
separated by their differing religious & cultural tenets.” A 
character making this check knows the history of the she-da-zhong, 
& the reason for the separation between the Asps & the Cobras. 
 
Abilities & Racial Features 
Lesser asp characters possess the following racial traits: 

• Strength -2, Dexterity +2, Wisdom +2. 
• Monstrous Humanoid: A lesser asp is not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Medium Size: As Medium creatures, lesser asps have 
no special bonuses or penalties due to their size. 

• Racial Hit Dice: A lesser asp begins with 4 levels of 
humanoid, which provide 4d8 Hit Dice, a base attack 
bonus of +4, & base saving throw bonuses of Fortitude 
+1, Reflex +4, & Will +4. 

• Racial Skills: A lesser asp’s humanoid levels give it 
skill points equal to 7 × (2 + Int modifier, minimum 1). 
Its class skills are Bluff, Disguise, Hide, Listen, Sense 
Motive, & Spot. Also, a lesser asp has a +6 racial bonus 
on Disguise checks when masquerading as a human. 

• Racial Feat: A lesser asp’s humanoid levels give it 1 
feat. Also, a lesser asp has Alertness & Blind-Fight as 
bonus feats. 

• A lesser asp’s base land speed is 30 feet. 
• A lesser asp’s base burrow speed is 20 feet, but it only 

works when travelling through sand. 
• Darkvision out to 60 feet. 
• Spell-Like Abilities 

o 1/Day: hold person (DC15), shocking grasp, 
fog cloud, true strike 

o Caster level 4th. The save DCs are Charisma-
based. 

• Alternate Form (Sp): A lesser asp can assume the 
form of a Tiny-Large size asp (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the asp form that it 
assumes. If the she-da-zhong has a venomous bite of its 
own, then it uses its own or the asp’s venom, whichever 
is more potent. 

• Detect Poison (Sp): A lesser asp can use detect poison 
(as the spell; caster level 6th) as a spell-like ability. 

• +2 natural armor bonus. 
• Automatic Languages: Azbai-She (Asp She-da-

zhong). Bonus Languages: Alhaggi, Common, & 
Draconic. 

• Favored Class: Rogue. 
• Level Adjustment: +1. 

 
 At first, this lithe being appeared to be a slim-hipped 
human with smooth, pale skin. Upon closer inspection though, the 
scaly patches on its body, sharp features, & unblinking eyes betray 
it as an inhuman creature. Soon, more alien features are revealed, 
such as a forked tongue & pointed teeth. 
 

Known amongst themselves as the Azbi Yura, the she-
da-zhong of the Asp Party are independent, free-minded, & evil to 
the core. The Lessers (Kiung) take care of public issues, such as 
social events & trade negotiations. They often pretend to be 
human, emulating human culture (with varying degrees of success) 
in order to better ensnare sacrificial prey. 

A lesser asp is about 5’-6’ tall, & weighs around 90-160 
pounds. They speak Alhaggi, Common, Draconic, & Azbai-She. 
 
Plot Hooks 

• A cloaked emissary claiming to be from the Eastern 
Continent is looking to establish trade relations. 

• A pilgrimage through the desert is hiring protection due 
to recent attacks by serpentine abductors. 

• A zhong invasion force is planning a celebration 
commemorating their arrival on the continent. 
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She-Da-Zhong, Asp (Greater) 
Medium Monstrous Humanoid 
Hit Dice: 7d8+7 (38HP) 
Initiative: +6 
Speed: 30’ (6 squares), Burrow 20’ (4 squares, sand only) 
Armor Class: 22 (+2 Dex, +6 natural, +3 masterwork studded 
leather, +1 masterwork light shield); touch 12; flat-footed 20 
Base Attack/Grapple: +7/+8 
Attack: Masterwork Spear +9 melee (1d8+1/×3, 20’ range 
increment) 
Full Attack: Masterwork Spear +9/+4 melee (1d8+1/×3, 20’ range 
increment) & Bite +4 melee (1d6 plus Poison) 
Space/Reach: 5’/5’ 
Special Attacks: Poison, Produce Acid, Spell-Like Abilities 
Special Qualities: Alternate Form, Chameleon Power, Darkvision 
60’, Detect Poison, Monstrous Humanoid traits, Scent, Spell 
Resistance 16 
Saves: Fort +3, Ref +7, Will +9 
Abilities: Str 13 (+1), Dex 15 (+2), Con 13 (+1), Int 16 (+3), Wis 
18 (+4), Cha 18 (+4) 
Skills: Bluff +13, Disguise +12, Hide +10, Listen +14, Sense 
Motive +13, Spot +14 
Feats: Alertness (Bonus), Blind-Fight (Bonus), Combat Expertise, 
Dodge, Improved Initiative 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, gang (3-6), nest (3-12 Lessers, 2-6 
Greaters, & 2-4 Elders) or tribe (25-150 Lessers, 10-90 Greaters, & 
10-40 Elders) 
Challenge Rating: 5 
Treasure: standard 
Alignment: usually Neutral Evil 
Advancement: by character class 
Level Adjustment: +3 
 
Combat 
 Wickedly intelligent, Greaters are more martially-
oriented than their pure-blooded brethren. As such, they will more 
readily enter close-quarter melee, using their venomous bites & 
magical abilities to great advantage. They often employ 
blindness/deafness & solid fog to control the battlefield, 
dispatching foes with true strike & shocking grasp. 
 
Poison (Ex): Injury, Fortitude save (DC14), initial damage 1d6 
Dexterity, secondary damage 1d6 Constitution; the save DC is 
Constitution-based. 
 
Produce Acid (Sp): A greater asp has the magical power to exude 
acid from its body, dealing 3d6 points of acid damage to the next 
creature that it touches, including a creature that is hit by its bite 
attack. If the she-da-zhong is grappling or pinning a foe when it 
uses this power, then its grasp deals 5d6 points of acid damage. 
The acid becomes inert when it leaves the she-da-zhong’s body, & 
the she-da-zhong are immune to its effects. 
 
Spell-Like Abilities 

• 3/Day: blindness/deafness (DC16), shocking grasp, 
true strike 

• 1/Day: contagion (DC17), hold person (DC17), solid 
fog 

• Caster level 8th. The save DCs are Charisma-based. 
 
Alternate Form (Sp): A greater asp can assume the form of a 
Tiny-Large size asp (see the Snake entry of the Monster Manual, 
page 280) as a spell-like ability. The she-da-zhong loses its natural 
weapons (if any) & gains the natural weapon of the asp form that it 

assumes. If the she-da-zhong has a venomous bite of its own, then 
it uses its own or the asp’s venom, whichever is more potent. 
 
Chameleon Power (Sp): A greater asp can magically change the 
coloration of itself & its equipment to match its surroundings, 
granting it a +10 circumstance bonus on Hide checks. 
 
Detect Poison (Sp): A greater asp can use detect poison (as the 
spell; caster level 6th) as a spell-like ability. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Scent (Ex): A greater asp can detect opponents by sense of smell 
within 30’ (×2 for upwind opponents, ×½ for downwind 
opponents). 
 
Greater Variants 
 The statistics above reflect the most common form of a 
greater asp, with the head & scaly skin of a serpent but otherwise 
human features. The curse of the she-da-zhong produces a wide 
variety of Greaters, however, manifesting their serpentine nature in 
different ways. To generate a random she-da-zhong Greater, roll 
d% & consult the following table: 
 
Constrict (Ex): A greater asp with a snake tail deals extra damage 
(1d4+1 points if it also has legs, or 1d6+1 points if it does not) 
with a successful grapple check against a creature small enough for 
it to constrict. 
 
She-Da-Zhong Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about she-da-zhong. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Hailing from the Western Continent, a race of 
snake-worshippers have come to Admaja with an unknown 
agenda.” A character making this check recalls all monstrous 
humanoid traits. 
 DC18: “These serpent-folk are the she-da-zhong; they 
can transform into snakes, & lie to you in both shapes.” A 
character making this check knows the workings of the Alternate 
Form & Detect Poison qualities. 
 DC23: “They seek to corrupt & dominate all within 
their venomous grasp, & they have many magical powers at their 
disposal to do as such.” A character making this check remembers 
a she-da-zhong’s spell-like abilities, as well as any other special 
attacks & qualities. 
 DC28: “They worship Martuakh, a sinister god that 
demands gory sacrifice, so their idols of the Serpent Lord are often 
covered in blood.” A character making this check is familiar with 
the she-da-zhong’s culture, society, & habits. This also grants the 
character basic knowledge about Martuakh. 
 DC33: “The she-da-zhong of the Asp faction are in a 
kind of civil war with the she-da-zhong of the Cobra faction, 
separated by their differing religious & cultural tenets.” A 
character making this check knows the history of the she-da-zhong, 
& the reason for the separation between the Asps & the Cobras. 
 
Abilities & Racial Features 
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Greater asp characters possess the following racial traits: 
• Strength +2, Dexterity +2, Intelligence +2, Wisdom +8, 

Charisma +10. 
• Monstrous Humanoid: A greater asp is not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Medium Size: As Medium creatures, greater asps have 
no special bonuses or penalties due to their size. 

• Racial Hit Dice: A greater asp begins with 7 levels of 
humanoid, which provide 7d8 Hit Dice, a base attack 
bonus of +7, & base saving throw bonuses of Fortitude 
+2, Reflex +5, & Will +5. 

• Racial Skills: A greater asp’s humanoid levels give it 
skill points equal to 10 × (2 + Int modifier, minimum 
1). Its class skills are Bluff, Disguise, Hide, Listen, 
Sense Motive, & Spot. 

• Racial Feats: A greater asp’s humanoid levels give it 2 
feats. Also, a greater asp has Alertness & Blind-Fight as 
bonus feats. 

• A greater asp’s base land speed is 30 feet. 
• A greater asp’s base burrow speed is 20 feet, but it only 

works when travelling through sand. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Bite (1d6 + Str plus Poison); 

piercing damage. 
• Poison (Ex): Injury, Fortitude save (DC14), initial 

damage 1d6 Dexterity, secondary damage 1d6 
Constitution; the save DC is Constitution-based. 

• Produce Acid (Sp): A greater asp has the magical 
power to exude acid from its body, dealing 3d6 points 
of acid damage to the next creature that it touches, 
including a creature that is hit by its bite attack. If the 
she-da-zhong is grappling or pinning a foe when it uses 
this power, then its grasp deals 5d6 points of acid 
damage. The acid becomes inert when it leaves the she-
da-zhong’s body, & the she-da-zhong are immune to its 
effects. 

• Spell-Like Abilities 
o 3/Day: blindness/deafness (DC16), shocking 

grasp, true strike 
o 1/Day: contagion (DC17), hold person 

(DC17), solid fog 
o Caster level 8th. The save DCs are Charisma-

based. 
• Alternate Form (Sp): A greater asp can assume the 

form of a Tiny-Large size asp (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the asp form that it 
assumes. If the she-da-zhong has a venomous bite of its 

own, then it uses its own or the asp’s venom, whichever 
is more potent. 

• Chameleon Power (Sp): A greater asp can magically 
change the coloration of itself & its equipment to match 
its surroundings, granting it a +10 circumstance bonus 
on Hide checks. 

• Detect Poison (Sp): A greater asp can use detect 
poison (as the spell; caster level 6th) as a spell-like 
ability. 

• Scent (Ex): A greater asp can detect opponents by 
sense of smell within 30’ (×2 for upwind opponents, 
×½ for downwind opponents). 

• Greater Variants: As the same quality in the monster 
entry above. 

• +6 natural armor bonus. 
• Spell Resistance 16. 
• Automatic Languages: Azbai-She (Asp She-da-

zhong). Bonus Languages: Alhaggi, Common, & 
Draconic. 

• Favored Class: Bard. 
• Level Adjustment: +3. 

 
 This creature has the body of a smooth-skinned human 
with sharp features & slim hips. Its sallow skin is covered with 
lustrous scales, & its lithe frame is topped with an ophidian head, 
complete with long fangs & forked tongue. The strange being’s 
unblinking eyes are slit like a cat’s, & gleam with an unnerving 
intellect. 
 

Known amongst themselves as the Azbi Yura, the she-
da-zhong of the Asp Party are independent, free-minded, & evil to 
the core. The Greaters (Lujeng) are in charge of labor concerns, 
performing much of the physical work that isn’t done by slaves. 
They often must construct temples & excavate tunnels, but their 
real joy lies in the forging of wicked blades & vicious torture 
devices. 

A greater asp is about 5’-6’ tall, & weighs around 90-
160 pounds. They speak Alhaggi, Common, Draconic, & Azbai-
She. 
 
Plot Hooks 

• Some prominent local officials have disappeared as of 
late, & lizardfolk are said to be to blame. 

• A man has appeared in town, claiming to have escaped 
from a zhong slave camp. 

• The partially-eaten bodies of several missing people 
have been found in the nearby sand dunes. 

 

 

She-Da-Zhong, Asp (Elder) 
Large Monstrous Humanoid 
Hit Dice: 9d8+27 (67HP) 
Initiative: +6 
Speed: 30’ (6 squares), Climb 20’ (4 squares), Burrow 20’ (4 
squares, sand only) 
Armor Class: 24 (-1 size, +2 Dex, +12 natural, +1 masterwork 
light shield); touch 11; flat-footed 22 
Base Attack/Grapple: +9/+16 
Attack: Masterwork Spear +12 melee (2d6+3/×3, 20’ range 
increment) 
Full Attack: Masterwork Spear +12 melee (2d6+3/×3, 20’ range 
increment) & Bite +7 melee (2d6+1 plus Poison) 

Space/Reach: 10’/10’ 
Special Attacks: Aversion, Constrict 1d6+4, Improved Grab, 
Poison, Produce Acid, Spell-Like Abilities 
Special Qualities: Alternate Form, Chameleon Power, Darkvision 
60’, Detect Poison, Monstrous Humanoid traits, Scent, Spell 
Resistance 18 
Saves: Fort +6, Ref +8, Will +11 
Abilities: Str 17 (+3), Dex 15 (+2), Con 17 (+3), Int 18 (+4), Wis 
20 (+5), Cha 20 (+5) 
Skills: Bluff +17, Disguise +17, Hide +14, Listen +19, Sense 
Motive +17, Spot +19 
Feats: Alertness (Bonus), Blind-Fight (Bonus), Combat Expertise, 
Dodge, Improved Initiative, Mobility 
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Environment: warm deserts (Siraaj) 
Organization: solitary, pair, gang (3-6), nest (3-12 Lessers, 2-6 
Greaters, & 2-4 Elders) or tribe (25-150 Lessers, 10-90 Greaters, & 
10-40 Elders) 
Challenge Rating: 7 
Treasure: standard 
Alignment: usually Neutral Evil 
Advancement: by character class 
Level Adjustment: +5 
 
Combat 
 The undisputed leaders of the she-da-zhong, the Elders 
are eager to display their superiority & dominance. In groups, they 
will order any Lessers under their command to attack first, & then 
any present Greaters. They will freely use their magical powers 
against opponents, favoring contagion & bestow curse to more 
personal attacks, such as slay living & shocking grasp. If 
necessary, they will enter melee, constricting & biting every 
creature within reach in a violent frenzy. 
 
Aversion (Sp): An elder asp can magically create a compulsion 
effect targeting one creature within 30’. The target must succeed a 
Will save (DC23) or gain an aversion to serpents for 10 minutes. 
Affected creatures must stay at least 20’ away from any snake or 
she-da-zhong, alive or dead; if already within 20’, they are 
compelled to move away. A subject unable to move away, or one 
attacked by serpents, is overcome with revulsion, which reduces 
their Dexterity score by 4 points until the effect wears off or the 
subjects is no longer within 20’. This ability is otherwise similar to 
an antipathy spell (caster level 16th). The save DC is Charisma-
based. 
 
Constrict (Ex): An elder asp deals 1d6+4 points of damage with a 
successful grapple check. 
 
Improved Grab (Ex): To use this ability, an elder asp must hit a 
Large or smaller creature with its Bite attack. It can then attempt to 
start a grapple as a free action without provoking an attack of 
opportunity. If it wins the grapple check, then it establishes a hold 
& can Constrict. 
 
Poison (Ex): Injury, Fortitude save (DC17), initial damage 1d6 
Dexterity, secondary damage 1d6 Constitution; the save DC is 
Constitution-based. 
 
Produce Acid (Sp): An elder asp has the magical power to exude 
acid from its body, dealing 3d6 points of acid damage to the next 
creature that it touches, including a creature that is hit by its bite 
attack. If the she-da-zhong is grappling or pinning a foe when it 
uses this power, then its grasp deals 5d6 points of acid damage. 
The acid becomes inert when it leaves the she-da-zhong’s body, & 
the she-da-zhong are immune to its effects. 
 
Spell-Like Abilities 

• At-will: blindness/deafness (DC17), shocking grasp 
• 3/Day: contagion (DC18), hold person (DC18), solid 

fog 
• 1/Day: bestow curse (DC19), slay living (DC20) 
• Caster level 10th. The save DCs are Charisma-based. 

 
Alternate Form (Sp): An elder asp can assume the form of a 
Tiny-Large size asp (see the Snake entry of the Monster Manual, 
page 280) as a spell-like ability. The she-da-zhong loses its natural 
weapons (if any) & gains the natural weapon of the asp form that it 
assumes. If the she-da-zhong has a venomous bite of its own, then 
it uses its own or the asp’s venom, whichever is more potent. 
 

Chameleon Power (Sp): An elder asp can magically change the 
coloration of itself & its equipment to match its surroundings, 
granting it a +10 circumstance bonus on Hide checks. 
 
Detect Poison (Sp): An elder asp can use detect poison (as the 
spell; caster level 6th) as a spell-like ability. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Scent (Ex): An elder asp can detect opponents by sense of smell 
within 30’ (×2 for upwind opponents, ×½ for downwind 
opponents). 
 
Skills: An elder asp can always choose to take 10 on Climb 
checks, even if rushed or threatened. 
 
She-Da-Zhong Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about she-da-zhong. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Hailing from the Western Continent, a race of 
snake-worshippers have come to Admaja with an unknown 
agenda.” A character making this check recalls all monstrous 
humanoid traits. 
 DC18: “These serpent-folk are the she-da-zhong; they 
can transform into snakes, & lie to you in both shapes.” A 
character making this check knows the workings of the Alternate 
Form & Detect Poison qualities. 
 DC23: “They seek to corrupt & dominate all within 
their venomous grasp, & they have many magical powers at their 
disposal to do as such.” A character making this check remembers 
a she-da-zhong’s spell-like abilities, as well as any other special 
attacks & qualities. 
 DC28: “They worship Martuakh, a sinister god that 
demands gory sacrifice, so their idols of the Serpent Lord are often 
covered in blood.” A character making this check is familiar with 
the she-da-zhong’s culture, society, & habits. This also grants the 
character basic knowledge about Martuakh. 
 DC33: “The she-da-zhong of the Asp faction are in a 
kind of civil war with the she-da-zhong of the Cobra faction, 
separated by their differing religious & cultural tenets.” A 
character making this check knows the history of the she-da-zhong, 
& the reason for the separation between the Asps & the Cobras. 
 
Abilities & Racial Features 
Elder asp characters possess the following racial traits: 

• Strength +6, Dexterity +2, Constitution +4, Intelligence 
+4, Wisdom +10, Charisma +12. 

• Monstrous Humanoid: An elder asp is not subject to 
spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Large Size: As a Large creature, an elder asp gains a -1 
size penalty to Armor Class, a -1 size penalty on attack 
rolls, & a -4 size penalty on Hide checks, but he or she 
uses Medium-size weapons, gains a +4 size bonus on 
Grapple checks, & his or her lifting & carrying limits 
are 2× of those of a Medium character. 

• Racial Hit Dice: An elder asp begins with 9 levels of 
humanoid, which provide 9d8 Hit Dice, a base attack 
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bonus of +9, & base saving throw bonuses of Fortitude 
+3, Reflex +6, & Will +6. 

• Racial Skills: An elder asp’s humanoid levels give it 
skill points equal to 12 × (2 + Int modifier, minimum 
1). Its class skills are Bluff, Disguise, Hide, Listen, 
Sense Motive, & Spot. Also, an elder asp can always 
choose to take 10 on Climb checks, even if rushed or 
threatened. 

• Racial Feats: An elder asp’s humanoid levels give it 3 
feats. Also, an elder asp has Alertness & Blind-Fight as 
bonus feats. 

• An elder asp’s base land speed is 30 feet. 
• An elder asp’s base climb speed is 20 feet. 
• An elder asp’s base burrow speed is 20 feet, but it only 

works when travelling through sand. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Bite (2d6 + Str plus Poison); 

piercing damage. 
• Aversion (Sp): An elder asp can magically create a 

compulsion effect targeting one creature within 30’. 
The target must succeed a Will save (DC23) or gain an 
aversion to serpents for 10 minutes. Affected creatures 
must stay at least 20’ away from any snake or she-da-
zhong, alive or dead; if already within 20’, they are 
compelled to move away. A subject unable to move 
away, or one attacked by serpents, is overcome with 
revulsion, which reduces their Dexterity score by 4 
points until the effect wears off or the subjects is no 
longer within 20’. This ability is otherwise similar to an 
antipathy spell (caster level 16th). The save DC is 
Charisma-based. 

• Constrict (Ex): An elder asp deals 1d6+4 points of 
damage with a successful grapple check. 

• Improved Grab (Ex): To use this ability, an elder asp 
must hit a Large or smaller creature with its Bite attack. 
It can then attempt to start a grapple as a free action 
without provoking an attack of opportunity. If it wins 
the grapple check, then it establishes a hold & can 
Constrict. 

• Poison (Ex): Injury, Fortitude save (DC17), initial 
damage 1d6 Dexterity, secondary damage 1d6 
Constitution; the save DC is Constitution-based. 

• Produce Acid (Sp): An elder asp has the magical 
power to exude acid from its body, dealing 3d6 points 
of acid damage to the next creature that it touches, 
including a creature that is hit by its bite attack. If the 
she-da-zhong is grappling or pinning a foe when it uses 
this power, then its grasp deals 5d6 points of acid 
damage. The acid becomes inert when it leaves the she-
da-zhong’s body, & the she-da-zhong are immune to its 
effects. 

• Spell-Like Abilities 
o At-will: blindness/deafness (DC17), 

shocking grasp 
o 3/Day: contagion (DC18), hold person 

(DC18), solid fog 

o 1/Day: bestow curse (DC19), slay living 
(DC20) 

o Caster level 10th. The save DCs are 
Charisma-based. 

• Alternate Form (Sp): An elder asp can assume the 
form of a Tiny-Large size asp (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the asp form that it 
assumes. If the she-da-zhong has a venomous bite of its 
own, then it uses its own or the asp’s venom, whichever 
is more potent. 

• Chameleon Power (Sp): An elder asp can magically 
change the coloration of itself & its equipment to match 
its surroundings, granting it a +10 circumstance bonus 
on Hide checks. 

• Detect Poison (Sp): An elder asp can use detect poison 
(as the spell; caster level 6th) as a spell-like ability. 

• Scent (Ex): An elder asp can detect opponents by sense 
of smell within 30’ (×2 for upwind opponents, ×½ for 
downwind opponents). 

• +12 natural armor bonus. 
• Spell Resistance 18. 
• Automatic Languages: Azbai-She (Asp She-da-

zhong). Bonus Languages: Alhaggi, Common, & 
Draconic. 

• Favored Class: Cleric. 
• Level Adjustment: +5. 

 
 This creature looks like a great serpent, except that its 
unblinking eyes betray a menacing intellect. It has two muscular 
humanoid arms, which end in serviceable four-fingered hands. A 
bifurcated tongue slides out from between its large jaws as it 
stares, as if in wait. 
 

Known amongst themselves as the Azbi Yura, the she-
da-zhong of the Asp Party are independent, free-minded, & evil to 
the core. Ruling over all are the Elders (Chungwa), who are the 
priests in the temples & the counselors of the courthouses. They 
dominate those around them, forcing those within their coils to 
take part in their dark schemes. 

An elder asp is about 8’-12’ long, & weighs around 
200-300 pounds. They speak Alhaggi, Common, Draconic, & 
Azbai-She. 
 
Plot Hooks 

• A zhong priest is walking openly through town, acting 
strangely & causing quite a stir. 

• The Maqurites have captured a zhong Elder, & are 
planning to make an example of her. 

• An entire village in the deep desert has suddenly 
vanished overnight, leaving only empty buildings & 
cryptic notes warning of snakes. 

 

 

She-Da-Zhong, Cobra (Lesser) 
Medium Monstrous Humanoid 
Hit Dice: 4d8+4 (22HP) 
Initiative: +4 
Speed: 30’ (6 squares) 
Armor Class: 16 (+1 natural, +3 masterwork studded leather, +2 
masterwork heavy shield); touch 10; flat-footed 16 
Base Attack/Grapple: +4/+5 

Attack: Masterwork Flail +6 melee (1d8+1) or Masterwork 
Shortbow +5 ranged (1d6+1/×3, 60’ range increment) 
Full Attack: Masterwork Flail +6/+1 melee (1d8+1) or Masterwork 
Shortbow +5 ranged (1d6+1/×3, 60’ range increment) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Alternate Form, Darkvision 60’, Detect Poison, 
Monstrous Humanoid traits, Spell Resistance 14 
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Saves: Fort +2, Ref +4, Will +4 
Abilities: Str 13 (+1), Dex 11 (+0), Con 13 (+1), Int 12 (+1), Wis 
10 (+0), Cha 12 (+1) 
Skills: Disguise +4*, Intimidate +5, Knowledge (any) +4, Listen 
+6, Spellcraft +5, Spot +5 
Feats: Alertness (Bonus), Dodge, Improved Initiative 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, gang (4-8), nest (3-12 Lessers, 2-5 
Greaters, & 4-8 Elders) or tribe (25-150 Lessers, 10-80 Greaters, & 
15-50 Elders) 
Challenge Rating: 3 
Treasure: standard 
Alignment: usually Lawful Evil 
Advancement: by character class 
Level Adjustment: +1 
 
Combat 
 With an air of superiority, Lessers will battle with wit 
& guile, preferring traps & ambushes to a fair fight. They will 
employ their magic in combat to great effect, using obscuring mist 
to cloud vision, touch of idiocy to hobble opponents, etc.  They 
will often fire their bows at weak opponents rather than wield their 
flails, opting for an easy kill rather than take the risk of getting 
injured in melee. 
 
Spell-Like Abilities 

• 1/Day: obscuring mist, sleep (DC12), stinking cloud 
(DC14), touch of idiocy 

• Caster level 4th. The save DCs are Charisma-based. 
 
Alternate Form (Sp): A lesser cobra can assume the form of a 
Tiny-Large size cobra (see the Snake entry of the Monster Manual, 
page 280) as a spell-like ability. The she-da-zhong loses its natural 
weapons (if any) & gains the natural weapon of the cobra form that 
it assumes. If the she-da-zhong has a venomous bite of its own, 
then it uses its own or the cobra’s venom, whichever is more 
potent. 
 
Detect Poison (Sp): A lesser cobra can use detect poison (as the 
spell; caster level 6th) as a spell-like ability. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Skills: A lesser cobra has a +4 racial bonus on Disguise checks 
when masquerading as a human. 
 
She-Da-Zhong Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about she-da-zhong. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Hailing from the Western Continent, a race of 
snake-worshippers have come to Admaja with an unknown 
agenda.” A character making this check recalls all monstrous 
humanoid traits. 
 DC18: “These serpent-folk are the she-da-zhong; they 
can transform into snakes, & lie to you in both shapes.” A 
character making this check knows the workings of the Alternate 
Form & Detect Poison qualities. 
 DC23: “They seek to corrupt & dominate all within 
their venomous grasp, & they have many magical powers at their 

disposal to do as such.” A character making this check remembers 
a she-da-zhong’s spell-like abilities, as well as any other special 
attacks & qualities. 
 DC28: “They worship Martuakh, a sinister god that 
demands gory sacrifice, so their idols of the Serpent Lord are often 
covered in blood.” A character making this check is familiar with 
the she-da-zhong’s culture, society, & habits. This also grants the 
character basic knowledge about Martuakh. 
 DC33: “The she-da-zhong of the Asp faction are in a 
kind of civil war with the she-da-zhong of the Cobra faction, 
separated by their differing religious & cultural tenets.” A 
character making this check knows the history of the she-da-zhong, 
& the reason for the separation between the Asps & the Cobras. 
 
Abilities & Racial Features 
Lesser cobra characters possess the following racial traits: 

• Intelligence +2, Wisdom +2. 
• Monstrous Humanoid: A lesser cobra is not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Medium Size: As Medium creatures, lesser cobras 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: A lesser cobra begins with 4 levels of 
humanoid, which provide 4d8 Hit Dice, a base attack 
bonus of +4, & base saving throw bonuses of Fortitude 
+1, Reflex +4, & Will +4. 

• Racial Skills: A lesser cobra’s humanoid levels give it 
skill points equal to 7 × (2 + Int modifier, minimum 1). 
Its class skills are Disguise, Intimidate, Knowledge 
(any 1), Listen, Spellcraft, & Spot. Also, a lesser cobra 
has a +4 racial bonus on Disguise checks when 
masquerading as a human. 

• Racial Feat: A lesser cobra’s humanoid levels give it 1 
feat. Also, a lesser cobra has Alertness as a bonus feat. 

• A lesser cobra’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Spell-Like Abilities 

o 1/Day: obscuring mist, sleep (DC12), 
stinking cloud (DC14), touch of idiocy 

o Caster level 4th. The save DCs are Charisma-
based. 

• Alternate Form (Sp): A lesser cobra can assume the 
form of a Tiny-Large size cobra (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the cobra form that it 
assumes. If the she-da-zhong has a venomous bite of its 
own, then it uses its own or the cobra’s venom, 
whichever is more potent. 

• Detect Poison (Sp): A lesser cobra can use detect 
poison (as the spell; caster level 6th) as a spell-like 
ability. 

• +1 natural armor bonus. 
• Automatic Languages: Najai-She (Cobra She-da-

zhong). Bonus Languages: Alhaggi, Common, & 
Draconic. 

• Favored Class: Paladin (of Tyranny). 
• Level Adjustment: +1. 

 
At first, this lithe being appeared to be a slim-hipped 

human with smooth, pale skin. Upon closer inspection though, the 
scaly patches on its body, sharp features, & unblinking eyes betray 
it as an inhuman creature. Soon, more alien features are revealed, 
such as a forked tongue & pointed teeth. 
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Known amongst themselves as the Naja Xian, the she-
da-zhong of the Cobra Party are strict, authoritarian, & utterly evil. 
The Lessers (Kyang) take care of public issues, such as social 
events & trade negotiations. They often pretend to be human, 
emulating human culture (with varying degrees of success) in 
order to better ensnare sacrificial prey. 

A lesser cobra is about 5’-6’ tall, & weighs around 90-
160 pounds. They speak Alhaggi, Common, Draconic, & Najai-
She. 
 

Plot Hooks 
• A new religious group has been constructing a temple 

on the outskirts of town, apparently dedicated to some 
serpent god. 

• A zhong was captured by the local authorities trying to 
sneak into the sultan’s palace, & it due to stand trial. 

• The bazaar is buzzing with rumors that one of the 
merchants is secretly a zhong spy. 

 

 

She-Da-Zhong, Cobra (Greater) 
Medium Monstrous Humanoid 
Hit Dice: 7d8+14 (45HP) 
Initiative: +4 
Speed: 30’ (6 squares) 
Armor Class: 19 (+4 natural, +3 masterwork studded leather, +2 
masterwork heavy shield); touch 10; flat-footed 19 
Base Attack/Grapple: +7/+10 
Attack: Masterwork Flail +11 melee (1d8+3) or Masterwork 
Shortbow +8 ranged (1d6+3/×3, 60’ range increment) 
Full Attack: Masterwork Flail +11/+6/+1 melee (1d8+3) & Bite +5 
melee (1d6+1 plus Poison) or Masterwork Shortbow +8/+3 ranged 
(1d6+3/×3, 60’ range increment) 
Space/Reach: 5’/5’ 
Special Attacks: Poison, Cower, Spell-Like Abilities 
Special Qualities: Alternate Form, Chameleon Power, Darkvision 
60’, Detect Poison, Monstrous Humanoid traits, Scent, Spell 
Resistance 19 
Saves: Fort +4, Ref +5, Will +9 
Abilities: Str 17 (+3), Dex 11 (+0), Con 15 (+2), Int 18 (+4), Wis 
18 (+4), Cha 16 (+3) 
Skills: Disguise +13, Intimidate +13, Craft or Knowledge (any) 
+14, Listen +16, Spellcraft +14, Spot +16 
Feats: Alertness (Bonus), Combat Expertise, Dodge, Improved 
Initiative 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, gang (4-8), nest (3-12 Lessers, 2-5 
Greaters, & 4-8 Elders) or tribe (25-150 Lessers, 10-80 Greaters, & 
15-50 Elders) 
Challenge Rating: 5 
Treasure: standard 
Alignment: usually Lawful Evil 
Advancement: by character class 
Level Adjustment: +3 
 
Combat 
 Wickedly intelligent, Greaters are more martially-
oriented than their pure-blooded brethren. As such, they will more 
readily enter close-quarter melee, using their venomous bites & 
magical abilities to great advantage. They often employ obscuring 
mist & stinking cloud to control the battlefield, dispatching foes 
with sleep & vampiric touch. 
 
Cower (Su): A greater cobra can daunt its enemies by unfurling its 
hood. Once per minute, as a move action, it can open its hood. All 
opponents within 20’ must make a Will save (DC16) or become 
shaken for 1d6+4 rounds. The save DC is Charisma-based. 
 
Poison (Ex): Injury, Fortitude save (DC15), initial damage 1d6 
Constitution, secondary damage 2d6 Constitution; the save DC is 
Constitution-based. 
 
Spell-Like Abilities 

• 3/Day: obscuring mist, sleep (DC14), touch of idiocy 

• 1/Day: charm monster (DC17), stinking cloud (DC16), 
vampiric touch 

• Caster level 8th. The save DCs are Charisma-based. 
 
Alternate Form (Sp): A greater cobra can assume the form of a 
Tiny-Large size cobra (see the Snake entry of the Monster Manual, 
page 280) as a spell-like ability. The she-da-zhong loses its natural 
weapons (if any) & gains the natural weapon of the cobra form that 
it assumes. If the she-da-zhong has a venomous bite of its own, 
then it uses its own or the cobra’s venom, whichever is more 
potent. 
 
Chameleon Power (Sp): A greater cobra can magically change 
the coloration of itself & its equipment to match its surroundings, 
granting it a +10 circumstance bonus on Hide checks. 
 
Detect Poison (Sp): A greater cobra can use detect poison (as the 
spell; caster level 6th) as a spell-like ability. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Scent (Ex): A greater cobra can detect opponents by sense of 
smell within 30’ (×2 for upwind opponents, ×½ for downwind 
opponents). 
 
Greater Variants 
 The statistics above reflect the most common form of a 
greater cobra, with the head & scaly skin of a serpent but otherwise 
human features. The curse of the she-da-zhong produces a wide 
variety of Greaters, however, manifesting their serpentine nature in 
different ways. To generate a random she-da-zhong Greater, roll 
d% & consult the following table: 
 
Constrict (Ex): A greater cobra with a snake tail deals extra 
damage (1d4+1 points if it also has legs, or 1d6+1 points if it does 
not) with a successful grapple check against a creature small 
enough for it to constrict. 
 
She-Da-Zhong Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about she-da-zhong. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Hailing from the Western Continent, a race of 
snake-worshippers have come to Admaja with an unknown 
agenda.” A character making this check recalls all monstrous 
humanoid traits. 
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 DC18: “These serpent-folk are the she-da-zhong; they 
can transform into snakes, & lie to you in both shapes.” A 
character making this check knows the workings of the Alternate 
Form & Detect Poison qualities. 
 DC23: “They seek to corrupt & dominate all within 
their venomous grasp, & they have many magical powers at their 
disposal to do as such.” A character making this check remembers 
a she-da-zhong’s spell-like abilities, as well as any other special 
attacks & qualities. 
 DC28: “They worship Martuakh, a sinister god that 
demands gory sacrifice, so their idols of the Serpent Lord are often 
covered in blood.” A character making this check is familiar with 
the she-da-zhong’s culture, society, & habits. This also grants the 
character basic knowledge about Martuakh. 
 DC33: “The she-da-zhong of the Asp faction are in a 
kind of civil war with the she-da-zhong of the Cobra faction, 
separated by their differing religious & cultural tenets.” A 
character making this check knows the history of the she-da-zhong, 
& the reason for the separation between the Asps & the Cobras. 
 
Abilities & Racial Features 
Greater cobra characters possess the following racial traits: 

• Strength +4, Constitution +2, Intelligence +4, Wisdom 
+8, Charisma +8. 

• Monstrous Humanoid: A greater cobra is not subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Medium Size: As Medium creatures, greater cobras 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: A greater cobra begins with 7 levels 
of humanoid, which provide 7d8 Hit Dice, a base attack 
bonus of +7, & base saving throw bonuses of Fortitude 
+2, Reflex +5, & Will +5. 

• Racial Skills: A greater cobra’s humanoid levels give it 
skill points equal to 10 × (2 + Int modifier, minimum 
1). Its class skills are Disguise, Intimidate, Craft or 
Knowledge (any 1), Listen, Spellcraft, & Spot. 

• Racial Feats: A greater cobra’s humanoid levels give it 
2 feats. Also, a greater cobra has Alertness as a bonus 
feat. 

• A greater cobra’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Bite (1d6 + Str plus Poison); 

piercing damage. 
• Cower (Su): A greater cobra can daunt its enemies by 

unfurling its hood. Once per minute, as a move action, 
it can open its hood. All opponents within 20’ must 
make a Will save (DC16) or become shaken for 1d6+4 
rounds. The save DC is Charisma-based. 

• Poison (Ex): Injury, Fortitude save (DC15), initial 
damage 1d6 Constitution, secondary damage 2d6 
Constitution; the save DC is Constitution-based. 

• Spell-Like Abilities 
o 3/Day: obscuring mist, sleep (DC14), touch 

of idiocy 
o 1/Day: charm monster (DC17), stinking 

cloud (DC16), vampiric touch 

o Caster level 8th. The save DCs are Charisma-
based. 

• Alternate Form (Sp): A greater cobra can assume the 
form of a Tiny-Large size cobra (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the cobra form that it 
assumes. If the she-da-zhong has a venomous bite of its 
own, then it uses its own or the cobra’s venom, 
whichever is more potent. 

• Chameleon Power (Sp): A greater cobra can magically 
change the coloration of itself & its equipment to match 
its surroundings, granting it a +10 circumstance bonus 
on Hide checks. 

• Detect Poison (Sp): A greater cobra can use detect 
poison (as the spell; caster level 6th) as a spell-like 
ability. 

• Scent (Ex): A greater cobra can detect opponents by 
sense of smell within 30’ (×2 for upwind opponents, 
×½ for downwind opponents). 

• Greater Variants: As the same quality in the monster 
entry above. 

• +4 natural armor bonus. 
• Spell Resistance 19. 
• Automatic Languages: Najai-She (Cobra She-da-

zhong). Bonus Languages: Alhaggi, Common, & 
Draconic. 

• Favored Class: Wizard. 
• Level Adjustment: +3. 

 
This creature has the body of a smooth-skinned human 

with sharp features & slim hips. Its sallow skin is covered with 
lustrous scales, & its lithe frame is topped with an ophidian head, 
complete with long fangs & forked tongue. The strange being’s 
unblinking eyes are slit like a cat’s, & gleam with an unnerving 
intellect. 
 

Known amongst themselves as the Naja Xian, the she-
da-zhong of the Cobra Party are strict, authoritarian, & utterly evil. 
The Greaters (Lojing) are in charge of labor concerns, performing 
much of the physical work that isn’t done by slaves. They often 
must construct temples & excavate tunnels, but their real joy lies in 
the forging of wicked blades & vicious torture devices. 

A greater cobra is about 5’-6’ tall, & weighs around 90-
160 pounds. They speak Alhaggi, Common, Draconic, & Najai-
She. 
 
Plot Hooks 

• Rumor has it that a temple is being built in a nearby 
cliff-side by some mysterious snake-like creatures. 

• A rumor has spread that the zhong with destroy a 
temple unless a local official is killed, & the locals are 
beginning to panic. 

• A zhong has challenged a local noble to a duel-to-the-
death, a fight that the nobleman cannot hope to win. 

 

 

She-Da-Zhong, Cobra (Elder) 
Large Monstrous Humanoid 
Hit Dice: 9d8+36 (76HP) 
Initiative: +4 
Speed: 30’ (6 squares), Climb 20’ (4 squares) 
Armor Class: 21 (-1 size, +10 natural, +2 masterwork heavy 
shield); touch 9; flat-footed 21 

Base Attack/Grapple: +9/+18 
Attack: Masterwork Flail +14 melee (2d6+5) or Masterwork 
Shortbow +9 ranged (1d8+5/×3, 60’ range increment) 
Full Attack: Masterwork Flail +14/+9/+4 melee (2d6+5) & Bite +8 
melee (2d6+4 plus Poison) or Masterwork Shortbow +9/+4 ranged 
(1d8+5/×3, 60’ range increment) 

413



Space/Reach: 10’/10’ 
Special Attacks: Aversion, Constrict 1d6+7, Cower, Improved 
Grab, Poison, Spell-Like Abilities 
Special Qualities: Alternate Form, Chameleon Power, Darkvision 
60’, Detect Poison, Monstrous Humanoid traits, Scent, Spell 
Resistance 21 
Saves: Fort +7, Ref +6, Will +11 
Abilities: Str 21 (+5), Dex 11 (+0), Con 19 (+4), Int 20 (+5), Wis 
20 (+5), Cha 18 (+4) 
Skills: Disguise +16, Intimidate +16, Craft or Knowledge (any 
two) +17, Listen +19, Spellcraft +17, Spot +19 
Feats: Alertness (Bonus), Combat Expertise, Dodge, Improved 
Initiative, Mobility 
Environment: warm deserts (Siraaj) 
Organization: solitary, pair, gang (4-8), nest (3-12 Lessers, 2-5 
Greaters, & 4-8 Elders) or tribe (25-150 Lessers, 10-80 Greaters, & 
15-50 Elders) 
Challenge Rating: 7 
Treasure: standard 
Alignment: usually Lawful Evil 
Advancement: by character class 
Level Adjustment: +5 
 
Combat 
 The undisputed leaders of the she-da-zhong, the Elders 
are eager to display their superiority & dominance. In groups, they 
will order any Lessers under their command to attack first, & then 
any present Greaters. They will freely use their magical powers 
against opponents, favoring crushing despair to more personal 
attacks, such as dominate person. If necessary, they will enter 
melee, constricting & biting every creature within reach in a 
violent frenzy. 
 
Aversion (Sp): An elder cobra can magically create a compulsion 
effect targeting one creature within 30’. The target must succeed a 
Will save (DC22) or gain an aversion to serpents for 10 minutes. 
Affected creatures must stay at least 20’ away from any snake or 
she-da-zhong, alive or dead; if already within 20’, they are 
compelled to move away. A subject unable to move away, or one 
attacked by serpents, is overcome with revulsion, which reduces 
their Dexterity score by 4 points until the effect wears off or the 
subjects is no longer within 20’. This ability is otherwise similar to 
an antipathy spell (caster level 16th). The save DC is Charisma-
based. 
 
Constrict (Ex): An elder cobra deals 1d6+7 points of damage with 
a successful grapple check. 
 
Cower (Su): An elder cobra can daunt its enemies by unfurling its 
hood. Once per minute, as a move action, it can open its hood. All 
opponents within 20’ must make a Will save (DC18) or become 
shaken for 1d6+4 rounds. The save DC is Charisma-based. 
 
Improved Grab (Ex): To use this ability, an elder cobra must hit a 
Large or smaller creature with its Bite attack. It can then attempt to 
start a grapple as a free action without provoking an attack of 
opportunity. If it wins the grapple check, then it establishes a hold 
& can Constrict. 
 
Poison (Ex): Injury, Fortitude save (DC18), initial damage 1d6 
Constitution, secondary damage 2d6 Constitution; the save DC is 
Constitution-based. 
 
Spell-Like Abilities 

• At-will: obscuring mist, touch of idiocy 
• 3/Day: charm monster (DC18), stinking cloud (DC17), 

vampiric touch 

• 1/Day: crushing despair (DC18), dominate person 
(DC19) 

• Caster level 10th. The save DCs are Charisma-based. 
 
Alternate Form (Sp): An elder cobra can assume the form of a 
Tiny-Large size cobra (see the Snake entry of the Monster Manual, 
page 280) as a spell-like ability. The she-da-zhong loses its natural 
weapons (if any) & gains the natural weapon of the cobra form that 
it assumes. If the she-da-zhong has a venomous bite of its own, 
then it uses its own or the cobra’s venom, whichever is more 
potent. 
 
Chameleon Power (Sp): An elder cobra can magically change the 
coloration of itself & its equipment to match its surroundings, 
granting it a +10 circumstance bonus on Hide checks. 
 
Detect Poison (Sp): An elder cobra can use detect poison (as the 
spell; caster level 6th) as a spell-like ability. 
 
Monstrous Humanoid traits: All creatures with the Monstrous 
Humanoid type possess the following traits: 

• Darkvision out to 60’. 
• Proficient with all simple weapons. 
• Monstrous humanoids not indicated as wearing armor 

are not proficient with armor or shields. 
• Monstrous humanoids eat, sleep, & breathe. 

 
Scent (Ex): An elder cobra can detect opponents by sense of smell 
within 30’ (×2 for upwind opponents, ×½ for downwind 
opponents). 
 
Skills: An elder cobra can always choose to take 10 on Climb 
checks, even if rushed or threatened. 
 
She-Da-Zhong Lore 
 Characters that have ranks in Knowledge (Nature) can 
learn more about she-da-zhong. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “Hailing from the Western Continent, a race of 
snake-worshippers have come to Admaja with an unknown 
agenda.” A character making this check recalls all monstrous 
humanoid traits. 
 DC18: “These serpent-folk are the she-da-zhong; they 
can transform into snakes, & lie to you in both shapes.” A 
character making this check knows the workings of the Alternate 
Form & Detect Poison qualities. 
 DC23: “They seek to corrupt & dominate all within 
their venomous grasp, & they have many magical powers at their 
disposal to do as such.” A character making this check remembers 
a she-da-zhong’s spell-like abilities, as well as any other special 
attacks & qualities. 
 DC28: “They worship Martuakh, a sinister god that 
demands gory sacrifice, so their idols of the Serpent Lord are often 
covered in blood.” A character making this check is familiar with 
the she-da-zhong’s culture, society, & habits. This also grants the 
character basic knowledge about Martuakh. 
 DC33: “The she-da-zhong of the Asp faction are in a 
kind of civil war with the she-da-zhong of the Cobra faction, 
separated by their differing religious & cultural tenets.” A 
character making this check knows the history of the she-da-zhong, 
& the reason for the separation between the Asps & the Cobras. 
 
Abilities & Racial Features 
Cobra Elder characters possess the following racial traits: 

• Strength +8, Constitution +6, Intelligence +6, Wisdom 
+10, Charisma +10. 
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• Monstrous Humanoid: An elder cobra is not subject to 
spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Large Size: As a Large creature, an elder cobra gains a 
-1 size penalty to Armor Class, a -1 size penalty on 
attack rolls, & a -4 size penalty on Hide checks, but he 
or she uses Medium-size weapons, gains a +4 size 
bonus on Grapple checks, & his or her lifting & 
carrying limits are 2× of those of a Medium character. 

• Racial Hit Dice: An elder cobra begins with 9 levels of 
humanoid, which provide 9d8 Hit Dice, a base attack 
bonus of +9, & base saving throw bonuses of Fortitude 
+3, Reflex +6, & Will +6. 

• Racial Skills: An elder cobra’s humanoid levels give it 
skill points equal to 12 × (2 + Int modifier, minimum 
1). Its class skills are Disguise, Intimidate, Craft or 
Knowledge (any 2), Listen, Spellcraft, & Spot. Also, an 
elder cobra can always choose to take 10 on Climb 
checks, even if rushed or threatened. 

• Racial Feats: An elder cobra’s humanoid levels give it 
3 feats. Also, an elder cobra has Alertness as a bonus 
feat. 

• An elder cobra’s base land speed is 30 feet. 
• An elder cobra’s base climb speed is 20 feet. 
• Darkvision out to 60 feet. 
• Natural Weapon (Ex): Bite (2d6 + Str plus Poison); 

piercing damage. 
• Aversion (Sp): An elder cobra can magically create a 

compulsion effect targeting one creature within 30’. 
The target must succeed a Will save (DC22) or gain an 
aversion to serpents for 10 minutes. Affected creatures 
must stay at least 20’ away from any snake or she-da-
zhong, alive or dead; if already within 20’, they are 
compelled to move away. A subject unable to move 
away, or one attacked by serpents, is overcome with 
revulsion, which reduces their Dexterity score by 4 
points until the effect wears off or the subjects is no 
longer within 20’. This ability is otherwise similar to an 
antipathy spell (caster level 16th). The save DC is 
Charisma-based. 

• Constrict (Ex): An elder cobra deals 1d6+7 points of 
damage with a successful grapple check. 

• Cower (Su): An elder cobra can daunt its enemies by 
unfurling its hood. Once per minute, as a move action, 
it can open its hood. All opponents within 20’ must 
make a Will save (DC18) or become shaken for 1d6+4 
rounds. The save DC is Charisma-based. 

• Improved Grab (Ex): To use this ability, an elder 
cobra must hit a Large or smaller creature with its Bite 
attack. It can then attempt to start a grapple as a free 
action without provoking an attack of opportunity. If it 
wins the grapple check, then it establishes a hold & can 
Constrict. 

• Poison (Ex): Injury, Fortitude save (DC18), initial 
damage 1d6 Constitution, secondary damage 2d6 
Constitution; the save DC is Constitution-based. 

• Spell-Like Abilities 
o At-will: obscuring mist, touch of idiocy 

o 3/Day: charm monster (DC18), stinking 
cloud (DC17), vampiric touch 

o 1/Day: crushing despair (DC18), dominate 
person (DC19) 

o Caster level 10th. The save DCs are 
Charisma-based. 

• Alternate Form (Sp): An elder cobra can assume the 
form of a Tiny-Large size cobra (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the cobra form that it 
assumes. If the she-da-zhong has a venomous bite of its 
own, then it uses its own or the cobra’s venom, 
whichever is more potent. 

• Chameleon Power (Sp): An elder cobra can magically 
change the coloration of itself & its equipment to match 
its surroundings, granting it a +10 circumstance bonus 
on Hide checks. 

• Detect Poison (Sp): An elder cobra can use detect 
poison (as the spell; caster level 6th) as a spell-like 
ability. 

• Scent (Ex): An elder cobra can detect opponents by 
sense of smell within 30’ (×2 for upwind opponents, 
×½ for downwind opponents). 

• +10 natural armor bonus. 
• Spell Resistance 21. 
• Automatic Languages: Najai-She (Cobra She-da-

zhong). Bonus Languages: Alhaggi, Common, & 
Draconic. 

• Favored Class: Cleric. 
• Level Adjustment: +5. 

 
This creature looks like a great serpent, except that its 

unblinking eyes betray a menacing intellect. It has two muscular 
humanoid arms, which end in serviceable four-fingered hands. A 
bifurcated tongue slides out from between its large jaws as it 
stares, as if in wait. 
 

Known amongst themselves as the Naja Xian, the she-
da-zhong of the Cobra Party are strict, authoritarian, & utterly evil. 
Ruling over all are the Elders (Xanghua), who are the priests in the 
temples & the counselors of the courthouses. They dominate those 
around them, forcing those within their coils to take part in their 
dark schemes. 

An elder cobra is about 8’-12’ long, & weighs around 
200-300 pounds. They speak Alhaggi, Common, Draconic, & 
Najai-She. 
 
Plot Hooks 

• Many refugees have recently come from the mountains, 
fleeing a growing threat of zhong attacks. 

• A mysterious plague has swept through the area, & a 
group of robed clerics have suddenly appeared, 
claiming to be able to cure it. 

• The mutilated body of a missing noble has been found, 
showing signs of poisoning & snake bites. 

 

 

Simurgh 
Colossal Magical Beast 
Hit Dice: 25d10+125 (262HP) 
Initiative: +11 
Speed: 20’ (4 squares), Fly 120’ (24 squares, good 
maneuverability) 

Armor Class: 37 (-8 size, +11 Dex, +6 deflection, +18 natural); 
touch 19; flat-footed 26 
Base Attack/Grapple: +25/+58 
Attack: Talon +32 melee (6d6+15) 
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Full Attack: 2 Talons +32 melee (6d6+15) & Bite +27 melee 
(4d6+7) 
Space/Reach: 30’/20’ 
Special Attacks: Majesty, Spell-Like Abilities 
Special Qualities: Aura of Power, Death’s Gate, Immunities, 
Magical Beast traits 
Saves: Fort +19, Ref +25, Will +18 
Abilities: Str 40 (+15), Dex 33 (+11), Con 20 (+5), Int 19 (+4), 
Wis 26 (+8), Cha 23 (+6) 
Skills: Diplomacy +16, Hide +5, Intimidate +18, Knowledge 
(Arcana) +15, Knowledge (Geography) +14, Knowledge (Nature) 
+15, Knowledge (The Planes) +14, Listen +19, Move Silently +22, 
Sense Motive +18, Spellcraft +15, Spot +21, Survival +20, Tumble 
+21 
Feats: Awesome Blow, Flyby Attack, Improved Bull Rush, 
Improved Flyby Attack, Iron Will, Leadership, Power Attack, Skill 
Focus (Spot), Wingover 
Environment: any (Siraaj) 
Organization: solitary, council (2-5), or court (6-12) 
Challenge Rating: 20 
Treasure: standard 
Alignment: usually Lawful Neutral 
Advancement: 26-50HD (Colossal) 
Level Adjustment: N/A 
 
Combat 
 Simurghs may be calm & reserved beings nowadays, 
but they are terrifying combatants, conjuring up the glory & terror 
of their imperial ancestors. They usually begin a battle with either 
Majesty or one of their mind-affecting spell-like abilities, 
preferring to stop a conflict before it can start. Failing that, it will 
often take flight, using more offensive magical attacks to control 
the fight, employing their natural weapons only as a last resort. 
They are loathe to retreat from a losing battle, but as prudent & 
wise beings, they will do so if it is necessary. 
 
Majesty (Su): A simurgh can confound opponents with its 
imposing radiance. Three times per day, a simurgh can unveil its 
Majesty; all creatures within 60’ must make a Will save (DC28) or 
be dazzled, fascinated, or stunned (simurgh’s choice) for 1d4 
rounds. The save DC is Charisma-based. Other simurghs are 
immune to Majesty. 
 
Spell-Like Abilities 

• At Will: calm emotions (DC18), enthrall (DC18), 
obscuring mist, sound burst (DC18) 

• 3/Day: chain lightning (DC22), control weather, 
greater shout (DC24), mirage arcana (DC21) 

• 1/Day: dominate monster (DC25), mass charm monster 
(DC24), meteor swarm (DC25), whirlwind (DC24) 

• Caster level 21st. The save DCs are Charisma-based. 
 
Aura of Power (Su): A simurgh has an invisible (yet nearly 
tangible) field of energy around its body, emitted by the sheer 
force of its personality. As such, a simurgh adds its Charisma 
bonus (if any) to their armor class as a deflection bonus. 
 
Death’s Gate (Su): When a simurgh dies, a portal opens directly-
adjacent to the simurgh’s body, pulling it onto Najmah. This portal 
acts just like a gate spell cast by the simurgh itself, except the 
simurgh need not concentrate on it for it to remain open (due to it 
being dead). This portal will remain open for 1d6+4 rounds before 
spontaneously closing. 
 
Immunities (Ex): A simurgh is immune to disease, poison, sleep 
& paralysis effects; in addition, it is not subject to subdual damage, 
ability damage, ability drain, or death from massive damage 

 
Magical Beast traits: All creatures with the Magical Beast type 
possess the following traits: 

• Darkvision out to 60’. 
• Proficient with its natural weapons only. 
• Proficient with no armor. 
• Magical Beasts eat, sleep, & breathe. 

 
Simurgh Lore 
 Characters that have ranks in Knowledge (Arcana) can 
learn more about simurghs. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC25: “The largest of beasts lives in the sky, riding the 
wind, & it is hardly a beast at all.” A character making this check 
recalls all magical beast traits. 
 DC30: “Called a simurgh, this regal creature is mighty 
& magnificent, capable of laying waste to lesser beings.” A 
character making this check knows the workings of the Death’s 
Gate ability, as well as its immunities. 
 DC35: “Tranquil yet severe, simurghs are able to 
command the Small Ones through sheer force of personality.” A 
character making this check remembers the mechanics of Majesty 
& Aura of Power. 
 DC40: “Long ago they ruled the world, before their 
power was lost in a devastating civil war, whose initial cause has 
been lost & forgotten.” A character making this check is familiar 
with a simurgh’s spell-like abilities. 
 
 Cutting across the sky is a magnificent & fearsome 
figure. Larger than a house, the avian creature soars through the 
air on wings that no horse could pull. Its enormous body is 
covered with multicolored plumage; the blues, whites, & browns 
mixing to produce an almost royal palette. The head of the gigantic 
form is like that of a great & terrible beast, yet its eyes glimmer 
with a composed intelligence. 
 
 Many birds fly through the air, but one creature rules 
over them all. Mightier than the homa, greater than the samandar, 
it is truly the Lord of the Skies. Imperious & frightening, this avian 
being is known as a Simurgh. 
 The wisdom of a simurgh (sih-MERG) is legendary. 
Some see them as benevolent & placid, other view them as stern & 
haughty, yet their acumen is unquestioned. Called by some the 
Hazaqan-Leqad (“King of the Birds”), their guidance is widely 
sought. They dispense advice & justice in equal measure from their 
mountain perches, & there are few individuals who could stand 
against their might; only the eldest of dragons would even dare 
incite a simurgh’s wrath. 
 Thousands of years ago, before the rise of the Empire 
of Admajai, even before the Age of Kingdoms, the simurghs ruled 
over the entirety of Siraaj, directly controlling the land-bound folk. 
Much more numerous that they are today, they were the god-kings 
of the sky. Worshipped by some & resented by others, they were 
opposed by none, so complete was their command of the land & 
sky. Yet their keen minds & long memories led to self-serving 
schemes & entrenched grudges, so thus were their undoing. 
Eventually a civil war of sorts erupted, wiping out their domain. 
Their numbers were decimated, & the survivors retreated to the far 
corners of the world, never to impose their will upon the Small 
Ones again. 

A simurgh is about 36’-48’ long, with a 72’-96’ 
wingspan, & weighs around 24-32 tons. They speak Archaic, 
Auran, Common, Draconic, & Gnoll. 
 
Plot Hooks 

416



• A new cult has formed in the mountains, centered on an 
avian god of wisdom & strength. 

• A dying simurgh needs a group of Small Ones to fulfill 
one last desire, a mission of great import & even greater 
peril. 

• A battle between two unbelievably large birds threatens 
to destroy a town full of terrified onlookers. 

 

 

Bound Subtype 
There are powerful spells that are able to entrap the 

souls of certain creatures, binding them to magical containers. 
There are also some magical contracts which can involve bondage 
to a container for a preset duration or as a conditional state as a 
clause. While bound to a container, the creature is under the 
command of the container’s possessor. A creature that is trapped in 
this manner becomes a Bound creature, & possesses the following 
traits (unless otherwise noted in a creature’s entry): 
Bound Traits 

• A Bound creature is of the Elemental or Outsider type 
only; other creature types cannot become Bound. 

• A Bound Outsider is always considered to be Native to 
the plane that it is currently in. 

• Servitude (Ex): A Bound creature must follow the 
commands given to it by the possessor of the binding 
item. This quality acts like a dominate monster spell, 
except the Bound creature is not allowed a saving 
throw. This remains in effect until the container is 
broken, the container’s possessor releases the Bound 
creature, or any magical contract binding it is fulfilled 
or nullified. 

• Container: A Bound creature spends much of its 
existence within a timeless transdimensional pocket, 
which in turn is within the magical container. While in 
this pocket dimension, the Bound creature cannot be 

harmed, & can be contacted only by summoning it into 
the real world. The container’s size is irrelevant; when 
the possessor summons the Bound creature, it exits the 
pocket & grows to its normal size; when the possessor 
dismisses the Bound creature, it shrinks again to fit 
within the container & re-enters the timeless pocket. 

• Elemental Heritage: A Bound creature manifests some 
of the elemental traits that it had before it was bound. It 
retains any element-based subtype (such as [Air], 
[Earth], [Fire], or [Water]); in addition, the creature will 
have the following abilities, based on their subtype: 

o Air: Fly 40’ (perfect maneuverability); 
gaseous form as an at-will spell-like ability 

o Earth: Burrow 20’; soften earth & stone as 
an at-will spell-like ability 

o Fire: produce flame as an at-will spell-like 
ability 

o Water: Swim 30’; water breathing as an at-
will spell-like ability 

• A Bound creature cannot be dismissed (except by its 
possessor), but can be temporarily banished by a 
successful banishment spell. 

 

 

Tasked Genie 
A tasked genie is a genie forced into indenture by 

another of its kind, employed to serve in its stead, based on its clan 
or to fulfill a contract. Sometimes called a Taq-Sim (“Slave-
Genie”), a tasked genie loses many of its normal abilities & 
attributes, gaining others in their place. They are considered a 
lesser caste in the world of the genies. 

Slaves of their own kind for so long that they have 
become manifestations of the task they have long labored at, 
tasked genies are the menial servants of genie-kind. Hired or 
enslaved by mortal magicians, this broad caste of genies are the 

laborers, assistants & slaves of the great genie races, & share an 
uneasy peerage with the nominally-free janni. 

There are 11 known kinds of tasked genies: Architect, 
Artist, Builder, Consort, Guardian, Herdsman, Magus, Scholar, 
Slayer, Warmonger, & Winemaker. There are rumors & legends of 
other varieties, either extinct strains from the past or secret clades 
hidden in remote areas. Tales of Administrators, Deceivers, Harem 
Masters, Messengers, Miners, & Oathbinders continue to be told 
despite a lcak of hard evidence that any of these types have ever 
existed. 
 

Architect, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 7d8+14 (45HP) 
Initiative: +0 
Speed: 30’ (6 squares) 
Armor Class: 16 (+6 natural); touch 10; flat-footed 16 
Base Attack/Grapple: +7/+12 
Attack: Quarterstaff +12 melee (1d8+5/1d8+2) 
Full Attack: Quarterstaff +12/+7/+2 melee (1d8+5/1d8+2) 
Space/Reach: 5’/5’ 
Special Attacks: Earth Mastery  
Special Qualities: Bound traits, Darkvision 60’, Native traits, 
Outsider traits, Siege Expert, Spell-Like Abilities 
Saves: Fort +6, Ref +5, Will +8 
Abilities: Str 17 (+3), Dex 10 (+0), Con 14 (+2), Int 16 (+3), Wis 
13 (+1), Cha 10 (+0) 
Skills: Appraise +14, Concentration +12, Craft (any) +15, 
Knowledge (Architecture & Engineering) +15, Profession (any) 
+16, Spellcraft +16, Use Magic Device +13 

Feats: Iron Will, Magical Aptitude, Skill Focus (Profession) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 7 
Treasure: ½ standard 
Alignment: usually Lawful Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Although they rarely have to participate in battle, 
architects are not entirely averse to it, & some see fighting as a 
means to escape their bondage. They will always alter the 
battlefield to suit them, if possible, transforming the landscape in 
their favor. Once they have their opponents at a disadvantage, they 
usually dispatch their foes with melee attacks or additional magic. 
They are not opposed to fleeing a lost battle, & thus will run away 
if put at a significant disadvantage themselves. 
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Earth Mastery (Ex): An architect gains a +1 bonus to attack & 
damage rolls if both it & its foe are touching the ground. If an 
opponent in airborne or waterborne, the architect suffers a -4 
penalty on attack & damage rolls (these modifiers are not included 
in the statistics block). 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Siege Expert (Ex): An architect is particularly adept at executing 
blockades. It gains a +4 competence bonus on all Craft, 
Knowledge, & Profession checks when designing, crafting, or 
operating siege engines or siege-based structures. 
 
Spell-Like Abilities 

• At Will: augury, soften earth & stone, stone shape, 
wood shape (DC15) 

• 3/Day: passwall, transmute mud to rock (DC18), 
transmute rock to mud (DC18) 

• 1/Day: animate objects, find the path (DC19) 
• Caster level 12th. The save DCs are Intelligence-based. 

 
Architect Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about architects. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 

 DC17: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC22: “Some of the Bound serve as architects, 
devising & drafting plans for various construction projects.” A 
character making this check knows the workings of the Earth 
Mastery & Siege Expert abilities. 
 DC27: “Architects are particularly skilled at siege 
projects, both on defense & on offense.” A character making this 
check remembers the mechanics of an architect’s spell-like 
abilities. 
 
 The urbane figure looks like a smallish dao, only not as 
muscular. It wears long flamboyant robes, but it conspicuously 
devoid of jewelry. A strange runic symbol is branded onto its 
otherwise-unblemished marble skin. 
 

Architects are innovative developers eager to create 
anew at the expense of the old. Originally dao, many are kept by 
the earth genies in bondage, branded with slaving-symbols from 
mortal glyph tradition. They are mostly responsible for planning & 
implementing the dao’s gem-mining operations, but they are 
usually involved in the design phase of any major construction 
effort undertaken by genies. They physically resemble dao, but are 
human-sized & have glowing violet eyes. 

An architect is about 6-7’ tall & weighs around 1,200-
1,400 pounds. They speak Common & Terran. 
 
Plot Hooks 

• A new gem mine is going to be built in the area soon, & 
the overseers are strange genie-like people. 

• A village is under siege from foreign invaders, & the 
blockade is being built by a brilliant engineer. 

• A new construction consortium has arrived in town, 
with innovative & flamboyant designs, & equally 
mysterious benefactors. 

 

Artist, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 7d8+14 (45HP) 
Initiative: +4 
Speed: 30’ (6 squares) 
Armor Class: 19 (+4 Dex, +5 natural); touch 14; flat-footed 15 
Base Attack/Grapple: +7/+10 
Attack: Light Pick +10 melee (1d6+3/×4) 
Full Attack: Light Pick +10/+5 melee (1d6+3/×4) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Bound traits, Darkvision 60’, Native traits, 
Outsider traits, Tool Dependence 
Saves: Fort +7, Ref +9, Will +9 
Abilities: Str 16 (+3), Dex 19 (+4), Con 14 (+2), Int 14 (+2), Wis 
15 (+2), Cha 17 (+3) 
Skills: Appraise +12, Concentration +12, Craft (any two) +16/+12, 
Perform (any) +16, Profession (any artistic) +12, Spellcraft +12 
Feats: Iron Will, Skill Focus (Craft #1), Skill Focus (Perform) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 5 
Treasure: ½ standard 
Alignment: usually Chaotic Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 

 Artists are averse to fighting, for fear of injuring their 
hands or tools. They will usually opt to avoid a battle by using 
illusion magic to hide or mind-altering magic to deflect attackers. 
If pressed into combat, they will use melee attacks, supplemented 
with whatever magic they have remaining. They are quick to 
surrender or flee, though, if a fight does not go their way. 
 
Spell-Like Abilities 

• At Will: detect thoughts (DC15), eagle’s splendor 
(DC15), fox’s cunning (DC15) 

• 3/Day: enthrall (usable by crafting or performing, 
DC15), glitterdust (DC15), mirror image 

• 1/Day: permanent image (DC19), shadow conjuration 
(DC17) 

• Caster level 13th. The save DCs are Charisma-based. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
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Tool Dependence (Ex): An artist is only as good as the tools that 
they work with. Artists always carry a set of masterwork artisan’s 
tools (55gp, 5 lbs.) or a masterwork musical instrument (100gp, 3 
lbs., hereinafter referred to as a tool); the +2 circumstance bonus to 
Craft checks is included in the statistics block. It their tools are 
ever lost, stolen, or destroyed, then they will suffer a -8 
circumstance penalty to all Craft & Profession checks, as well as a 
-1 morale penalty on all attack rolls & saving throws, until the 
tools are replaced. 
 
Artist Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about artists. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC15: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC20: “Some of the Bound serve as artists, using 
magic & muscle to make works of art in every conceivable size & 
form.” A character making this check knows the workings of an 
artist’s spell-like abilities. 
 DC25: “Artists are very dependent of their crafting 
tools, & are nearly lost without them.” A character making this 
check remembers the mechanics of the Tool Dependence abilities. 

 
 This strange figure appears to be a small djinn. A 
breeze seems to rustle its silvery hair, & its eyes glow an intense 
shade of blue. Not nearly as tall or as muscular as a normal djinn, 
the creature is dressed in fine white robes, & sports a runic scar 
on its pale smooth skin. 
 

Artists are masterful craftsmen, composers, painters & 
the like, with an intuitive understanding of the process of 
creativity. Possibly the most respected among greater genie 
culture, these tasked servants hold personal respect & political 
clout as providers of the finest works available. Originally djinni, 
their natures force masters to treat them well lest their inherent 
temperament lessen the quality of their art. 

An artist is about 6½’-7½’ tall & weighs around 650-
750 pounds. They speak Auran & Common. 
 
Plot Hooks 

• A silver-haired djinn is tearing apart the area, 
desperately searching for some stolen items. 

• A disheveled magical being with shining eyes & an odd 
tattoo is on the run, & is hiding in town. 

• A djinn lord is in a state of despair because her artists 
are unable to create anything for her. 

 

Builder, Tasked Genie 
Large Outsider (Bound, Native) 
Hit Dice: 7d8+14 (45HP) 
Initiative: -1 
Speed: 30’ (6 squares) 
Armor Class: 14 (-1 size, -1 Dex, +6 natural); touch 8; flat-footed 
14 
Base Attack/Grapple: +7/+16 
Attack: Heavy Pick +11 melee (1d8+5/×4) 
Full Attack: Heavy Pick +11/+6/+1 melee (1d8+5/×4) 
Space/Reach: 10’/10’ 
Special Attacks: Earth Mastery 
Special Qualities: Bound traits, Darkvision 60’, Native traits, 
Outsider traits, Siege Expert, Spell-Like Abilities 
Saves: Fort +6, Ref +4, Will +8 
Abilities: Str 21 (+5), Dex 9 (-1), Con 14 (+2), Int 14 (+2), Wis 13 
(+1), Cha 10 (+0) 
Skills: Concentration +11, Craft (any) +13, Knowledge 
(Architecture & Engineering) +13, Profession (any) +15, Spellcraft 
+14, Use Magic Device +11, Use Rope +9 
Feats: Iron Will, Magical Aptitude, Skill Focus (Profession) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 7 
Treasure: ½ standard 
Alignment: usually Lawful Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Although they do often participate in battle, builders are 
familiar with the business of war, & some see fighting as a means 
to escape their bondage. They will always alter the battlefield to 
suit them, if possible, transforming the landscape in their favor. 
Once they have their opponents at a disadvantage, they usually 
dispatch their foes with melee attacks or additional magic. They 
are not opposed to fleeing a lost battle, & thus will run away if put 
at a significant disadvantage themselves. 
 

Earth Mastery (Ex): A builder gains a +1 bonus to attack & 
damage rolls if both it & its foe are touching the ground. If an 
opponent in airborne or waterborne, the builder suffers a -4 penalty 
on attack & damage rolls (these modifiers are not included in the 
statistics block). 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Siege Expert (Ex): A builder is particularly adept at executing 
blockades. It gains a +4 competence bonus on all Craft, 
Knowledge, & Profession checks when designing, crafting, or 
operating siege engines or siege-based structures. 
 
Spell-Like Abilities 

• At Will: animate rope, bull’s strength (DC14), stone 
shape, wood shape (DC14) 

• 3/Day: major creation, passwall, wall of stone (DC17) 
• 1/Day: limited wish (construction-related only, DC19), 

move earth 
• Caster level 12th. The save DCs are Intelligence-based. 

 
Builder Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about builders. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC17: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
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enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC22: “Some of the Bound serve as builders, 
manufacturing & assembling various construction projects with 
ease.” A character making this check knows the workings of the 
Earth Mastery & Siege Expert abilities. 
 DC27: “Builders are particularly skilled at siege 
projects, both on defense & on offense.” A character making this 
check remembers the mechanics of a builder’s spell-like abilities. 
 
 The large being appears to be an exceptionally-brawny 
dao. Its stocky frame is rippling with bulging muscles, & its skin 
has a rough, craggy texture. It is clad in only a simple robe, & it 
wears no jewels. An odd runic symbol mars its cheek. 
 

Builders are mighty & talented laborers, able to plan & 
construct complex structures with ease. Originally dao, many are 
kept by the earth genies in bondage, branded with slaving-symbols 

from mortal glyph tradition. They are employed by genies 
everywhere to create buildings, fortifications, mines, dams, & all 
other manner of construction projects. They physically resemble 
dao, but are taller & more muscular. 

A builder is about 9-10’ tall & weighs around 1,800-
2,000 pounds. They speak Common & Terran. 
 
Plot Hooks 

• A group of large burly dao is demolishing buildings 
nearby to make way for a new construction project, but 
the buildings’ owners gave no permission. 

• The sultan has hired a genie to employ builders in the 
construction of a new palace, but the master is not to be 
trusted. 

• A runaway builder is causing trouble for his former 
master, laying traps & sabotaging buildings. 

 

 

Consort, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 6d8+6 (33HP) 
Initiative: +5 
Speed: 40’ (8 squares) 
Armor Class: 20 (+5 Dex, +5 natural); touch 15; flat-footed 15 
Base Attack/Grapple: +6/+9 
Attack: Katar +9 melee (1d4+3/×3) or Shortbow +11 melee 
(1d6+3/×3) 
Full Attack: Katar +9/+4 melee (1d4+3/×3) or Shortbow 
+11/+6/+1 melee (1d6+3/×3) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities  
Special Qualities: Alternate Form, Bound traits, Darkvision 60’, 
Native traits, Outsider traits, Telepathy 100’ 
Saves: Fort +6, Ref +10, Will +8 
Abilities: Str 16 (+3), Dex 21 (+5), Con 13 (+1), Int 14 (+2), Wis 
17 (+3), Cha 24 (+7) 
Skills: Bluff +13, Concentration +7, Diplomacy +18, Gather 
Information +13, Listen +11, Perform (any) +13, Sense Motive 
+11, Spellcraft +8, Spot +11, Swim +9 
Feats: Alertness, Negotiator, Skill Focus (Diplomacy) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 5 
Treasure: ½ standard 
Alignment: usually Chaotic Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Consorts are not suited for the battlefield, a fact that 
they are perfectly aware of. They are better served in other arenas, 
those of the mind & the senses. They are skilled at changing 
people’s minds, defusing a fight before it even starts. If pressed 
into a skirmish, they will use their magic to confuse & distract 
their opponents, using their normal weapons once they’ve 
confounded the enemies. They will surrender or flee at the first 
opportunity, even if they are winning a battle, so averse are they to 
warfare. 
 
Spell-Like Abilities 

• At Will: charm person (DC18), color spray (DC18), 
hypnotism (DC18), message 

• 3/Day: detect thoughts (DC19), suggestion (DC20), 
touch of idiocy 

• 1/Day: modify memory (DC21), persistent image 
(DC22), rainbow pattern (DC21) 

• Caster level 10th. The save DCs are Charisma-based. 
 
Alternate Form (Su): A consort can assume any Humanoid or 
Monstrous Humanoid form of Medium size or smaller as a 
standard action 3 times per day. The consort can remain in its 
Humanoid or Monstrous Humanoid form until it chooses to 
assume a new one or return to its natural form. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Consort Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about consorts. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC15: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC20: “Some of the Bound serve as consorts, 
transforming constantly to please their masters while listening to 
all of their secrets & concerns.” A character making this check 
knows the workings of the Alternate Form ability. 
 DC25: “Consorts have many powers to sway the 
thoughts of others, & they use them to great advantage.” A 
character making this check remembers the mechanics of a 
consort’s spell-like abilities. 
 
 A stunningly-handsome creature must be one of the 
genies, although it is nearly-human in size. A head taller than a 
man, one would guess from its pale indigo skin & violet eyes that it 
was some sort of marid. Closer inspection reveals a pattern of 
lustrous scales are visible on its lean body. The gorgeous being is 
dressed in scanty sheer robes, & adorned with jewelry that would 
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make an efreet jealous. Most striking of all, though, is the mane of 
brightly-colored feathers that frame its exquisite face. 
 

Consorts are descended from enslaved marids; of 
peerless beauty, they can entice & tantalize minds with ease. 
Consorts bring companionship & pleasure to those they serve, but 
may exploit the secrets of those who would keep them. Their 
words can move nations, & many of their former masters have 
been utterly ruined by the secrets that they have revealed. Still, 
their services are in great demand, as the delightful experiences 
they can create are legendary. The children of consorts are half-
genies or sabi of any elemental bloodline. 

A consort is about 6½’-7½’ tall & weighs around 250-
350 pounds. They speak Aquan & Common. 
 
Plot Hooks 

• A nearby slave market has a special piece of 
merchandise for sale: a genuine Consort. 

• A beautiful woman with dark blue hair has been 
captivating men all over town with her charms, leaving 
them delirious & penniless. 

• An embarrassing scandal has sullied the sultan’s name, 
& someone in his harem is suspected of being 
responsible. 

 
 

Guardian, Tasked Genie 
Large Outsider (Bound, Native) 
Hit Dice: 10d8+60 (105HP) 
Initiative: +8 
Speed: 50’ (10 squares) 
Armor Class: 21 (-1 size, +4 Dex, +8 natural); touch 13; flat-footed 
17 
Base Attack/Grapple: +10/+21 
Attack: +1 Scimitar +17 melee (1d8+8/18-20) or Slam +16 melee 
(2d6+7) 
Full Attack: Primary +1 Scimitar +17/+12/+7/+2 melee (1d8+8/18-
20) & 3 +1 Scimitars +15 melee (1d8+4/18-20) or 4 Slams +16 
melee (2d6+7) 
Space/Reach: 10’/10’ 
Special Attacks: Breath Weapon, Spell-Like Abilities 
Special Qualities: Bound traits, Darkvision 60’, Horrid Visage, 
Immunities, Native traits, Outsider traits 
Saves: Fort +15, Ref +14, Will +13 
Abilities: Str 25 (+7), Dex 19 (+4), Con 20 (+5), Int 12 (+1), Wis 
16 (+3), Cha 13 (+1) 
Skills: Climb +17, Concentration +15, Intimidate +19, Jump +17, 
Listen +13, Move Silently +14, Spellcraft +11, Spot +21, Tumble 
+14 
Feats: Combat Casting, Improved Initiative, Improved Toughness 
(Bonus), Multiattack, Multiweapon Fighting 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 11 
Treasure: ½ standard plus 4 +1 Scimitars 
Alignment: usually Lawful Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 A guardian is a martial being, & as such, they are as 
comfortable with warfare as any natural creature could be. They 
will do anything to defend their charges, & will fight to the death 
to protect them. They almost always have alarm & see invisibility 
in effect, so they are most likely aware of an attack before it 
arrives, making them notoriously difficult to ambush. They usually 
begin a fight with defensive spells, such as glyph of warding, blade 
barrier, or guards & wards. They will often follow up with a flurry 
of melee attacks or a shout. They usually reserve their Breath 
Weapon for a last resort, so as not to risk injuring their charges. 
 
Breath Weapon (Su): Once per day, a guardian can emit a 40’ 
cone of green flame as a standard action. This cone deals 5d6 
points of acid damage & 5d6 points of fire damage to everything 
within the cone. Creatures can make a Reflex save (DC20) for half 
damage; the save DC is Constitution-based. Guardians are immune 
to their own breath weapon, but not those of other guardians. 

 
Spell-Like Abilities 

• At Will: alarm, hold portal, see invisibility 
• 3/Day: dimension door (DC17), glyph of warding 

(DC16), shout (DC17) 
• 1/Day: blade barrier (DC19), guards & wards (DC19) 
• Caster level 12th. The save DCs are Wisdom-based. 

 
Horrid Visage: Guardians have a second face on the back of their 
head, complete with a second mouth & a second set of fully-
functional eyes. This second face grants a guardian a +8 racial 
bonus to all Intimidate & Spot checks. Also, if some effect (other 
than a silence spell) impairs the guardians ability to cast spells with 
a verbal component, the guardian can make a Spellcraft check (DC 
= 10 + spell level) to utter the verbal component with the second 
mouth instead. Lastly, this second face prevents anyone from 
flanking them. 
 
Immunities: Guardians are immune to all mind-affecting effects 
(charms, compulsions, phantasms, patterns, & morale effects), as 
well as all illusions. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Guardian Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about guardians. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC21: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC26: “Some of the Bound serve as guardians, 
defending their masters with their muscle, their magic, & their 
lives.” A character making this check knows the workings of the 
Breath Weapon ability, as well as the Horrid Visage quality & the 
guardian’s immunities. 
 DC31: “The first guardian was the legendary efreet 
Hasid aq-Lazaqa, who crafted his body into what he claimed was 
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the perfect defensive form.” A character making this check 
remembers the mechanics of a guardian’s spell-like abilities. 
 
 This brutish creature looks like some sort of efreet, only 
even larger & more fearsome. Its flesh is dark red, & leathery in 
appearance, as if the beast were badly burned. It has four arms, 
rippling with massive muscles & taut sinews. Most frightening of 
all, however, is the second face that it wears on the back of its 
head, which is just as hideous as the one on the front. 
 

Guardians are monstrous, lawful genies bound by oath 
& order to the service of the mighty. Once efreeti, these massive 
fiends have flesh as hard & thick as that of the rhinoceros. They 
despise armor & move naturally with an impossible grace & speed, 
mostly wearing only loincloths or loose robes. Guardians are most 

often hired to contract, even by other genies, for they command 
respect & fear. 

A guardian is about 12’-14’ tall & weighs around 
2,400-2,800 pounds. They speak Common & Ignan. 
 
Plot Hooks 

• A horrific creature has been seen in town, & although 
no one has been attacked, fear of a ghul’s presence is 
spreading like wildfire. 

• The sultan has been targeted for an assassination, & a 
genie master has granted the sultan the use of two 
guardians, in exchange for an undisclosed price. 

• A rogue guardian has been wreaking havoc, & is now 
being chased by some of her own kind after killing her 
previous pursuers. 

 
 

Herdsman, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 2d8+10 (19HP) 
Initiative: +3 
Speed: 40’ (8 squares) 
Armor Class: 15 (+3 Dex, +2 natural); touch 12; flat-footed 13 
Base Attack/Grapple: +2/+4 
Attack: Shortspear +4 melee (1d6+2, 20’) or Composite Shortbow 
+5 melee (1d6+2/×3, 70’) 
Full Attack: Shortspear +4 melee (1d6+2, 20’) or Composite 
Shortbow +5 melee (1d6+2/×3, 70’) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities  
Special Qualities: Darkvision 60’, Native traits, Outsider traits, 
Shepherd’s Touch 
Saves: Fort +8, Ref +6, Will +7 
Abilities: Str 15 (+2), Dex 16 (+3), Con 20 (+5), Int 12 (+1), Wis 
19 (+4), Cha 17 (+3) 
Skills: Concentration +7, Heal +11, Spot +8, Survival +9 
Feats: Endurance 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 2 
Treasure: ½ standard 
Alignment: usually Chaotic Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Warfare is against the way of the herdsman; it distracts 
them from their duties & endangers the flock. They will flee a 
battle if at all possible, & they will surrender if they can guarantee 
the safety of their herds. If pressed to fight, they will usually start 
with a gust of wind, followed by buffing themselves with bear’s 
endurance &/or haste. After that, they mostly rely on their 
weapons to defend themselves, & they still will break of the 
engagement at the first opportunity. 
 
Spell-Like Abilities 

• At Will: remove fear (DC15), speak with animals (15) 
• 3/Day: bear’s endurance (DC16), create food & water 

(17), gust of wind (DC16) 
• 1/Day: haste (DC17), phantom steed (17) 
• Caster level 6th. The save DCs are Wisdom-based 

 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 

• An outsider with the native subtype can be raised, 
reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Shepherd’s Touch (Su): A herdsman can use its touch to protect 
& heal the beasts of its flock. This effect only works on creatures 
of the Animal or Magical Beast types. Upon a successful touch 
attack, it can restore 1d4 hit points & grant a +2 morale bonus on 
saving throws against fear effects, which lasts for 2d6+8 rounds. 
This can be done a number of times per day as the herdsman’s 
Wisdom bonus (minimum 1). 
 
Herdsman Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about herdsmen. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC12: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC17: “Some of the Bound serve as herdsmen, 
tirelessly guiding their master’s flocks across the harsh land.” A 
character making this check knows the workings of the Shepherd’s 
Touch ability. 
 DC22: “Herdsmen are very mundane for genies, & so 
they often lead lives very much like humans or gnolls, including 
the worship of Umaj or Pashati.” A character making this check 
remembers the mechanics of a herdsman’s spell-like abilities. 
 
 An elderly person appears before you. Upon closer 
inspection, the being is revealed to not be old at all. The creature’s 
flesh is sunken & withered, little more than a bone wrapped in 
bluish-gray skin, as wrinkled as crumpled parchment. Its eyes glow 
dimly, & its long ears hang limply. It is clad in thick brown robes, 
which are stained & worn with wear. 
 

Herdsmen are descended from marids, & roam the arid 
plains caring for their herds. With preternatural stamina, they run 
in stampedes, drive merchant trains across the arid wastelands & 
barter fiercely with traders, sustained only by milk, cheese & a bit 
of the blood of their livestock. Herdsmen favor bow & spear in 
defense of themselves & their herds, & treat already-settled groups 
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in their path without deference or respect. The most mundane of 
the tasked genies, they are the most likely to join in the worship of 
a deity. 

A herdsman is about 5’-7’ tall & weighs around 200-
250 pounds. They speak Aquan & Common. 
 
Plot Hooks 

• A stampede of herd animals has devastated a small 
village, & apparently the beasts are under the control of 
an impenitent shepherd. 

• A herdsman is sought by a local farmer who is anxious 
to heal his wounded herd. 

• A strange & mysterious shepherd is searching for a lost 
member of her flock. 

 

Magus, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 10d8 (45HP) 
Initiative: +4 
Speed: 30’ (6 squares) 
Armor Class: 19 (+4 Dex, +5 natural); touch 14; flat-footed 15 
Base Attack/Grapple: +10/+11 
Attack: Quarterstaff +11 melee (1d8+1/1d8) 
Full Attack: Quarterstaff +11/+6/+1 melee (1d8+1/1d8) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Alternate SLA’s, Arcane Reflection, Bound 
traits, Darkvision 60’, Native traits, Outsider traits 
Saves: Fort +10, Ref +14, Will +18 
Abilities: Str 13 (+1), Dex 19 (+4), Con 10 (+0), Int 22 (+6), Wis 
15 (+2), Cha 16 (+3) 
Skills: Concentration +13, Decipher Script +19, Disable Device 
+18, Gather Information +16, Knowledge (Arcana) +19, 
Knowledge (any other 2) +19, Search +19, Sense Motive +13, 
Spellcraft +22, Use Magic Device +19 
Feats: Improved Counterspell, Iron Will, Magical Aptitude, Skill 
Focus (Spellcraft) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 8 
Treasure: ½ standard 
Alignment: usually Neutral Evil 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Magi are usually eager for a fight, to better test & flaunt 
their arcane talents. They will buff themselves & their allies with 
defensive magic first, then charge into battle, unleashing their 
offensive magics. They are quite fond of using counterspells, 
which confuses opponents who are not prepared for a creature that 
can counter spells with its spell-like abilities. They will only use 
their staves as a last resort, mostly while attempting to escape, as 
by that point they are often in dire straits. 
 
Spell-Like Abilities 

• At Will: aid, disguise self, dispel magic, mage armor 
(DC17), produce flame 

• 3/Day: clairaudience/clairvoyance, fireball (DC19), 
flame arrow, flame blade 

• 1/Day: enervation, fire shield, greater dispel magic 
• Caster level 22nd. The save DCs are Intelligence-based 

 
Alternate SLA’s: A magus with a specific area of expertise will 
have different spell-like abilities than the norm. These specialists 
choose one of the following roles, & replace three of their standard 
SLA’s (one from each frequency) with those listed below: 

• Enchanter: command (DC17, at will), charm monster 
(DC19, 3/day), mass suggestion (DC22, 1/day) 

• Illusionist: silent image (DC17, at will), major image 
(DC19, 3/day), permanent image (DC22, 1/day) 

• Necromancer: inflict light wounds (DC17, at will), 
animate dead (3/day), create undead (1/day) 

• Prophet: detect magic (at will), locate object (3/day), 
legend lore (1/day) 

• Summoner: summon monster I (at will), summon 
monster III (3/day), summon monster VI (1/day) 

• Transmuter: enlarge person (DC17, at will), stone 
shape (3/day), animate objects (1/day) 

 
Arcane Reflection (Su): Unlike other creatures that have spell-
like abilities, a magus can use them to perform counterspells. Also, 
a magus is able to counter spells more effectively than most other 
beings, making them especially frustrating opponents for 
spellcasters to face off against. A magus gains a +4 racial bonus to 
all Spellcraft checks related to a counterspell attempt. This bonus 
increases +8 if the magus has had a counterspell attempt readied 
for more than 2 rounds. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Magus Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about magi. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC18: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC23: “Some of the Bound serve as magi, terrifying 
their masters & opponents alike with their powerful sorcery & 
talent for countering spells with their spell-like abilities.” A 
character making this check knows the workings of the Arcane 
Reflection quality. 
 DC28: “A magus has a wide array of spells at their 
disposal, which vary depending on their precise function.” A 
character making this check remembers the mechanics of a 
magus’s spell-like abilities. 
 
 The robed figure appears to be a severe-looking gnoll, 
only with curved horns sprouting from its canine head. The 
creature’s fur is a bright orange with yellow accents, but close 
inspection reveals that it’s singed around its mouth & fingers. Its 
coal-black eyes are as inscrutable & dreadful as an abyss. 
 

There are a number of different roles for a tasked genie; 
one of the most feared is that of the magus. Magi are efreeti 
trapped & forced into servitude as conjurers, prophets, summoners, 
& thaumaturges. Their best role, though, is that of magical 
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artillery. Robed & mantled, these slaves intimidate even their 
masters, for they control the elemental flame & weave genie 
magics with wicked precision. Their ability to counter spells with 
their spell-like abilities is especially unnerving, as it is poorly 
understood how they circumvent that arcane restriction. 

A magus is about 7’-8’ tall & weighs around 300-400 
pounds. They speak Aquan, Archaic, Auran, Common, Draconic, 
Ignan, & Terran. 
 
Plot Hooks 

• A group of gnoll sorcerers has been vexing authorities 
with their flagrant displays of magic, & attempts to 
arrest them have been stymied so far. 

• A genie master is paying an exorbitant amount for the 
return of one of her servants, although she is tight-
lipped about the nature of this fugitive or its escape. 

• A sultan is claiming ever-increasing powers & tributes 
after the acquisition of a couple of magi from a djinn 
lord. 

 
 

Scholar, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 5d8+5 (27HP) 
Initiative: +3 
Speed: 10’ (2 squares), Fly 20’ (4 squares, perfect 
maneuverability) 
Armor Class: 16 (+3 Dex, +3 natural); touch 13; flat-footed 13 
Base Attack/Grapple: +5/+5 
Attack: Falchion +5 melee (2d4, 18-20/×2) 
Full Attack: Falchion +5 melee (2d4, 18-20/×2) 
Space/Reach: 5’/5’ 
Special Attacks: Spell-Like Abilities 
Special Qualities: Bound traits, Darkvision 60’, Levitation, Native 
traits, Outsider traits, Scroll Expertise 
Saves: Fort +5, Ref +7, Will +7 
Abilities: Str 11 (+0), Dex 17 (+3), Con 12 (+1), Int 24 (+7), Wis 
17 (+3), Cha 14 (+2) 
Skills: Concentration +8, Decipher Script +15, Gather Information 
+11, Knowledge (any) +18, Knowledge (any other 3) +15, 
Profession (any) +10, Search +16, Spellcraft +14 
Feats: Investigator, Skill Focus (Knowledge) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 4 
Treasure: ½ standard (mostly scrolls) 
Alignment: usually Lawful Neutral 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Scholars are ill-suited for warfare, & that is a fact that 
they know all too well. They will never willingly engage in a fight, 
so they use their divinatory talents to avoid such dangers. If 
combat is inevitable, they will use their many scrolls to defend 
themselves or to escape. They will lay traps for pursuers, though, 
usually in the form of explosive runes or glyph of warding. 
 
Spell-Like Abilities 

• At Will: identify,  fox’s cunning (DC19), read magic, 
zone of truth (DC19) 

• 3/Day: explosive runes (DC20),  glyph of warding 
(DC20), scrying (DC21) 

• 1/Day: foresight (DC26), legend lore 
• Caster level 18th. The save DCs are Intelligence-based 

 
Levitation (Su): A scholar never walks anywhere; they sit cross-
legged, floating a few feet above the ground. They can float in any 
direction, up to 20’ per round, although they cannot move more 
than 10’ off the ground. While a scholar is levitating, it cannot be 
tripped or otherwise knocked prone. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 

• An outsider with the native subtype can be raised, 
reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Scroll Expertise (Ex): A scholar is able to activate scrolls much 
more easily than most, given their familiarity with arcane notation 
& the written word. It does not have to meet any of the normal 
requirements to activate a scroll; therefore, a scholar can activate 
arcane or divine scrolls from any spell list, regardless of their 
ability scores. It also gains a +4 racial bonus on any caster level 
checks & mishap checks. 
 
Scholar Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about scholars. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC14: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC19: “Some of the Bound serve as scholars, 
researching & safeguarding knowledge of the past & present for 
their masters’ libraries.” A character making this check knows the 
workings of the Scroll Expertise quality. 
 DC24: “Scholars are particularly adept at the use of 
scrolls, which when combined with their own magical prowess, 
makes them potent mages in their own right.” A character making 
this check remembers the mechanics of a scholar’s spell-like 
abilities. 
 

The creature floating before you appears to be a short 
pale human. This supposed human, though, has glowing blue eyes, 
which are slit like a cat, along with the ears of a white fox & an 
extra finger on each hand. Wearing long gray robes, the figure sits 
cross-legged as it hovers above the ground, smiling serenely as it 
reads an ancient tome. 
 

Scholars are indentured academics, skilled in research 
& lore, tasked to scribe, research, & record knowledge. Originally 
djinni, their slavery has made their minds hard & rational, granting 
them a keen focus & keener intellect. Their specialty is the proper 
crafting, maintenance, & use of scrolls. Many of them keep reams 
of vellum, parchment, & rolled scrolls on their person, scribing 
over a tablet. 

A scholar is about 4’-5’ tall & weighs around 120-150 
pounds. They speak Aquan, Archaic, Auran, Common, Draconic, 
Ignan, & Terran. 
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Plot Hooks 
• Rumors of a wizard floating through town have led to a 

witch-hunt, & the subsequent discovery of a scholar. 
• A noble is seeking an obscure ancient secret, & has 

procured a scholar to research the matter. 

• There are tales of a merchant caravan in the desert that 
sells scrolls of every imaginable variety to anyone 
intrepid enough to find it. 

 

 

Slayer, Tasked Genie 
Large Outsider (Bound, Native) 
Hit Dice: 8d8+24 (60HP) 
Initiative: +4 
Speed: 30’ (6 squares), Fly 40’ (8 squares, clumsy 
maneuverability) 
Armor Class: 20 (-1 size, +4 Dex, +7 natural); touch 13; flat-footed 
16 
Base Attack/Grapple: +8/+20 
Attack: +1 Sickle +16 melee (1d8+9) or Claw +15 melee (2d6+8) 
Full Attack: Primary +1 Sickle +16/+11/+6/+1 melee (1d8+9) & 3 
+1 Sickles +16 melee (1d8+4) or 2 Claws +15 melee (2d6+8) & 2 
Slams +13 melee (1d6+4) 
Space/Reach: 10’/10’ 
Special Attacks: Rage, Sneak Attack, Spell-Like Abilities 
Special Qualities: Bound traits, Darkvision 60’, Native traits, 
Outsider traits, Skills 
Saves: Fort +9, Ref +10, Will +11 
Abilities: Str 26 (+8), Dex 19 (+4), Con 16 (+3), Int 12 (+1), Wis 
21 (+5), Cha 11 (+0) 
Skills: Bluff +8, Concentration +11, Hide +8, Jump +16, Listen 
+13, Move Silently +12, Search +11*, Spot +15*, Tumble +12 
Feats: Combat Casting, Multiattack, Multiweapon Fighting 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 9 
Treasure: ½ standard plus 4 +1 Sickles 
Alignment: usually Chaotic Evil 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Few creatures relish warfare quite like a slayer does. 
Bloodthirsty & brutal, slayers seem to genuinely enjoy the clash of 
metal against flesh & the cries of the fallen. Ambushes & guerilla 
tactics are their preferred methods, so that they can better employ 
their sneak attacks. To this ends, they will use their obfuscating 
magic, such as darkness or greater invisibility, as often as possible. 
Although they are loathe to leave their assigned prey alive, if they 
are outmatched or otherwise in a losing situation, then they will 
assume a gaseous form & escape to kill another day. 
 
Rage: A slayer can rage like an 8th-level barbarian up to 3 times 
per day. While raging, a slayer temporarily gains a +4 bonus to 
Strength, a +4 bonus to Constitution, & a +2 morale bonus on Will 
saves, but it takes a -2 penalty to Armor Class. The increase in 
Constitution increases the slayer’s hit points by 2 points per level, 
but these hit points go away at the end of the rage when its 
Constitution score drops back to normal (these extra hit points are 
not lost first the way temporary hit points are). While raging, a 
slayer cannot use any Charisma-, Dexterity-, or Intelligence-based 
skills (except for Balance, Escape Artist, Intimidate, & Ride), the 
Concentration skill, or any abilities that require patience or 
concentration, nor can it cast spells or activate magic items that 
require a command word, a spell trigger (such as a wand), or spell 
completion (such as a scroll) to function. It can use any feat it has 
except Combat Expertise, item creation feats, & metamagic feats. 
A fit of rage lasts for a number of rounds equal to 3 + the slayer’s 
(newly improved) Constitution modifier. A slayer may prematurely 
end its rage. At the end of the rage, the slayer loses the rage 

modifiers & restrictions & becomes fatigued (-2 penalty to 
Strength, -2 penalty to Dexterity, can’t charge or run) for the 
duration of the current encounter. 
 
Sneak Attack (Ex): A slayer can sneak attack an opponent like a 
7th-level rogue, deal an additional 4d6 points of damage on a 
successful strike. 
 
Spell-Like Abilities 

• At Will: blindness/deafness (DC17), darkness, 
misdirection (DC17) 

• 3/Day: gaseous form, nondetection (DC18) 
• 1/Day: greater invisibility (DC19) 
• Caster level 8th. The save DCs are Wisdom-based. 

 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Skills: Due to their third eye, a slayer has a +2 racial bonus on all 
Search checks & Spot checks (these bonuses are already included 
in the statistics above). 
 
Slayer Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about slayers. When a character makes a successful 
skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC19: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC24: “Some of the Bound serve as slayers, assassins 
who delight in the slaughter of their enemies, no matter the 
means.” A character making this check knows the workings of the 
Sneak Attack ability. 
 DC29: “A slayer combines the magic of a genie with 
the melee prowess of a rogue, forming a terrifying adversary.” A 
character making this check remembers the mechanics of a slayer’s 
spell-like abilities. 
 
 A demonic figure stands before you. It may have once 
been an efreet, but now the massive creature has four monstrous 
arms, two of which end in leonine paws. Nude from the waist up, 
its skin is jet-black & has a polished sheen, & their eyes are filled 
with a raging flame. A third eye, green & catlike, rests in its 
forehead, & two monstrous wings fan out behind it. 
 

Slayers are never contracted, only enslaved, for these 
hulking brutes savor killing for its own sake & a disturbing 
fascination for the spilling of blood & viscera. A slayer prefers 
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assassination through methods of stealth, but will gleefully give in 
to rage & bloodlust should it become necessary. Those slayers who 
escape their slavery quickly learn to tyrannize other sentient beings 
until they are put down. Some are so insane that they consider it an 
insult to be told that a creature does not wish to die at their hands. 
The only targets they avoid are the undead, which perplex them. 

A slayer is about 13’-15’ tall & weighs around 2,600-
3,000 pounds. They speak Common & Ghul. 
 
Plot Hooks 

• The sultan’s palace in in shambles after a slayer ran 
amok, fleeing into the wastes. 

• A series of gruesome assassinations of local official has 
the remaining nobility desperate to find the killer & 
stop the slaughter. 

• Refugees from a remote town report that a demon has 
appeared there & has taken over, killing all who oppose 
it. 

 

 

Warmonger, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 12d8+60 (114HP) 
Initiative: +3 
Speed: 30’ (6 squares) 
Armor Class: 27 (+1 Dex, +8 natural, +8 full plate); touch 19; flat-
footed 19 
Base Attack/Grapple: +12/+21 
Attack: +1 Keen Lance +22 melee (1d8+10, 19-20/×3, 10’ reach) 
or +1 Defending Heavy Mace +22 melee (1d8+10) 
Full Attack: +1 Keen Lance +22/+17/+12/+7 melee (1d8+10, 19-
20/×3, 10’ reach) or +1 Defending Heavy Mace +22/+17/+12/+7 
melee (1d8+10) 
Space/Reach: 5’/5’ 
Special Attacks: Fearless Leader, Frightful Presence, Spell-Like 
Abilities 
Special Qualities: Bound traits, Darkvision 60’, Fast Healing 2, 
Native traits, Outsider traits, Spell Resistance 24 
Saves: Fort +13, Ref +11, Will +10 
Abilities: Str 28 (+9), Dex 16 (+3), Con 20 (+5), Int 22 (+6), Wis 
15 (+2), Cha 19 (+4) 
Skills: Bluff +23, Concentration +21, Diplomacy +23, Intimidate 
+23, Listen +18, Move Silently +13, Search +22, Sense Motive 
+18, Spellcraft +21, Spot +18 
Feats: Awesome Blow (Bonus), Cleave, Great Cleave, Improved 
Bull Rush, Leadership, Power Attack 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 13 
Treasure: ½ standard plus +1 Keen Lance & +1 Defending Heavy 
Mace 
Alignment: usually Lawful Evil 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 The battlefield is a warmonger’s natural environment, 
the only place where they feel comfortable. They will never 
surrender, & will only retreat if doing so will lead them to a later 
victory. Warmongers lead from the frontlines, charging into a fight 
with their lances at the ready. They will bolster their allies with 
speeches & spells, & then throw themselves & their forces at their 
enemies, preferring melee combat to magical fighting. Brilliant 
strategists, they will change plans as needed, adopting whatever 
tactics will most assuredly lead to victory. 
 
Fearless Leader (Su): A warmonger inspire confidence in its 
allies, spurring them onward to victory. All allies within 60’ of a 
warmonger gain a +1 morale bonus on attack rolls, damage rolls, 
& saving throws. Also, any ally within 60’ of a warmonger gain a 
+4 morale bonus on saving throws against fear effects. Unlike 
most other bonuses, this morale bonus stacks with morale bonuses 
from other sources. However, if a warmonger is killed or otherwise 
rendered unconscious/petrified, then this morale bonus is negated, 
& all allies must make a Will save (DC20) or become shaken for 

the rest of the encounter. 
 
Frightful Presence (Su): A warmonger can inspire terror by 
charging or attacking. Affected creatures must succeed on a Will 
save (DC20) or become shaken, remaining in that condition as 
long as they remain with 40’ of the warmonger. The save DC is 
Charisma-based. 
 
Spell-Like Abilities 

• At Will: greater magic weapon (DC19), magic 
vestment (DC19), remove fear (DC17) 

• 3/Day: divine power, fear (DC20), mass cure light 
wounds (DC21) 

• 1/Day: mass bull’s strength (DC22), mass bear’s 
endurance (DC22) 

• Caster level 12th. The save DCs are Intelligence-based. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Warmonger Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about warmongers. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC23: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC28: “Some of the Bound serve as warmongers, 
leading armies into battle with their inspiring guidance & planning 
the flow of future conflicts with their keen strategic minds.” A 
character making this check knows the workings of the Fearless 
Leader quality. 
 DC33: “The first warmonger was the infamous Haruq 
izud Manaz, who led her master’s army to utter domination, even 
over her former master.” A character making this check remembers 
the mechanics of a warmonger’s spell-like abilities. 
 
 Covered in thick armor plates is what looks to be a 
short, squat genie. What little exposed flesh is covered in scars & 
calluses, & has a rough, stony texture. The creature’s simple 
breastplate is bedecked with dozens of medals, badges, & insignia 
of all shapes, sizes, & colors. Its long mane of hair is matted with 
blood, & its inscrutable eyes are as black as pitch. 
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Warmongers are fierce tacticians, master strategists 

who advise generals. They are the military minds behind genie 
warfare. Leading soldiers & mercenaries, warmongers are most 
often contracted, for none desire to retain their service beyond the 
battle. Where a warmonger cannot find a war, it will incite one, as 
it is an expert in fomenting greed, paranoia & nationalism. 

A warmonger is about 5’ tall & weighs around 250 
pounds. They speak Aquan, Archaic, Auran, Common, Draconic, 
Ghul, Ignan, & Terran. 
 
Plot Hooks 

• An ambitious sultan has plans for invading a 
neighboring land, & has acquired a couple of 
warmongers for the task. 

• A minor feud between rival states may soon escalate 
into armed conflict, & the source of the strife many be 
tied to some visiting genies. 

• A warmonger is gathering an army, recruiting locals & 
hiring mercenaries, with the intent of conquering a 
nearby state. 

 

 

Winemaker, Tasked Genie 
Medium Outsider (Bound, Native) 
Hit Dice: 2d8 (9HP) 
Initiative: +2 
Speed: 30’ (6 squares) 
Armor Class: 16 (+2 Dex, +4 natural); touch 12; flat-footed 14 
Base Attack/Grapple: +2/+3 
Attack: Morningstar +3 melee (1d8+1) 
Full Attack: Morningstar +3 melee (1d8+1) 
Space/Reach: 5’/5’ 
Special Attacks: Frenzy, Spell-Like Abilities, Wine Spray  
Special Qualities: Bound traits, Darkvision 60’, Native traits, 
Outsider traits 
Saves: Fort +3, Ref +5, Will +6 
Abilities: Str 13 (+1), Dex 14 (+2), Con 10 (+0), Int 14 (+2), Wis 
17 (+3), Cha 9 (-1) 
Skills: Appraise +6, Concentration +3, Craft (Brewing) +7, 
Knowledge (Nature) +5, Profession (Winemaker) +9, Spellcraft +4 
Feats: Skill Focus (Profession) 
Environment: any (Najmah) 
Organization: any 
Challenge Rating: 1 
Treasure: ½ standard 
Alignment: usually Neutral Good 
Advancement: N/A 
Level Adjustment: N/A 
 
Combat 
 Winemakers are guaranteed failures on the battlefield, 
so outclassed are they by other genie-folk, both free & bound. A 
wise winemaker will flee or surrender at any opportunity. Those 
foolish few who stay & fight, or those who are forced to by 
circumstance, will usually start with a Wine Spray. If they can, 
then they will cast barkskin on themselves before entering melee. 
Winemakers in a skirmish have a 40% chance per round of 
entering a Frenzy, so eager are they to return to their duties. 
 
Frenzy (Ex): A winemaker is normally a craven, placid creature. 
However, if their work is seriously disrupted (such as the ruining 
of their crops, the destruction of their facilities, or the loss of their 
tools), then they can fly into a violent tantrum. A winemaker in a 
frenzy is similar to a barbarian in a rage: it temporarily gains a +2 
bonus to Strength, a +2 bonus to Constitution, & a +1 morale 
bonus on Will saves, but it takes a -2 penalty to Armor Class. The 
increase in Constitution increases the winemaker’s hit points by 1 
point per level, but these hit points go away at the end of the rage 
when its Constitution score drops back to normal (these extra hit 
points are not lost first the way temporary hit points are). While in 
frenzy, a winemaker cannot use any Charisma-, Dexterity-, or 
Intelligence-based skills (except for Balance, Escape Artist, 
Intimidate, & Ride), the Concentration skill, or any abilities that 
require patience or concentration, nor can it cast spells or activate 
magic items that require a command word, a spell trigger (such as 
a wand), or spell completion (such as a scroll) to function. It can 

use any feat it has except Combat Expertise, item creation feats, & 
metamagic feats. A frenzy lasts for a number of rounds equal to 5 
+ the winemaker’s (newly improved) Constitution modifier. A 
winemaker cannot prematurely end its frenzy. At the end of the 
frenzy, the winemaker loses the frenzy modifiers & restrictions & 
becomes fatigued (-2 penalty to Strength, -2 penalty to Dexterity, 
can’t charge or run) for the duration of the current encounter. 
 
Spell-Like Abilities 

• At Will: create water, detect poison, purify food & 
drink (DC13) 

• 3/Day: barkskin, goodberry 
• 1/Day: speak with plants 
• Caster level 6th. The save DCs are Wisdom-based. 

 
Wine Spray (Su): A winemaker can shoot wine from its trunk in a 
blinding spray. All creatures in a 30’ cone must make a Reflex 
save (DC12) or be blinded for 1d4 rounds. The save DC is 
Strength-based. 
 
Outsider traits: All creatures with the Outsider type possess the 
following traits: 

• Darkvision out to 60’. 
• An outsider with the native subtype can be raised, 

reincarnated, or resurrected just as other living creatures 
can be.  

• Proficient with all simple & martial weapons & any 
weapons mentioned in its entry.  

• Outsiders not indicated as wearing armor are not 
proficient with armor or shields.  

• Native outsiders breathe, eat, & sleep. 
 
Winemaker Lore 
 Characters that have ranks in Knowledge (The Planes) 
can learn more about winemakers. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC11: “Some creatures from other realms are forced 
into indenture by strange magic, employed to serve in outright 
enslavement, or merely to fulfill a contract.” A character making 
this check recalls all bound native outsider traits. 
 DC16: “Some of the Bound serve as winemakers, 
skilled in the art of growing grapes & transforming them into 
potent alcoholic drinks.” A character making this check knows the 
workings of the Wine Spray ability. 
 DC21: “Winemakers are not only able to magically 
spray wine at opponents, but they know several other magical 
powers, mostly centered around preparing wine.” A character 
making this check remembers the mechanics of a winemaker’s 
spell-like abilities. 
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 The strange creature before you has the body of a bulky 
hound, only standing erect. This squat frame is topped by the head 
of a leopard. No less bizarre, the kind-eyed being also has the 
trunk of a small elephant & a monkey’s long tail. Eschewing cloth 
garments, it is draped only in brass jewelry & large grape leaves, 
which just barely cover its spotted fur. 
 

Winemakers are the weakest tasked genies, growers of 
the vine & caretakers of the orchard. All aspects of enology (the art 
& science of making wine) are under their purview, & their 
expertise in the field of vinification is unquestioned. Valued as 
household managers, promoters of fortune, & caretakers of the 
harvest, they are often contracted for short terms, moving from 
household to household & aiding for but one or two harvests. This 
transitory lifestyle grants them a wide variety of gossip, secrets, & 

lore. They tend to know each others’ business, as well as the affairs 
of all their masters & their masters’ homes. 

A winemaker is about 4’-5’ tall & weighs around 200 
pounds. They speak any two elemental tongues (Aquan, Auran, 
Ignan, or Terran), as well as Common. 
 
Plot Hooks 

• A strange merchant has arrived in town, selling wines 
of legendary quality & value. 

• The noble has arranged for a rival’s grape fields to be 
demolished to make way for a new temple, but bizarre 
creatures are sewing chaos there, attacking everything 
in their way. 

• Several locals have reportedly been blinded attempting 
to infiltrate a mysterious & secluded vineyard. 

 

Were-Hyena (Human Form) 
Warrior 1 
Medium Humanoid (Human, Shapechanger) 
Hit Dice: 3d8+3 (16HP) 
Initiative: +4 
Speed: 30’ (6 squares) 
Armor Class: 17 (+2 natural, +4 chain shirt, +1 light shield), touch 
10, flat-footed 17 
Base Attack/Grapple: +2/+4 
Attack: Falchion +4 melee (2d4+4/18-20) or light crossbow +2 
ranged (1d8/19-20) 
Full Attack: Falchion +4 melee (2d4+4/18-20) or light crossbow 
+2 ranged (1d8/19-20) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Alternate Form, Humanoid traits, Hyena 
Empathy, Low-Light Vision, Scent, Shapechanger traits, Skills 
Saves: Fort +4, Ref +3, Will +2 
Abilities: Str 14 (+2), Dex 11 (+0), Con 12 (+1), Int 10 (+0), Wis 
13 (+1), Cha 8 (-1) 

Skills: Handle Animal +2, Hide +3*, Listen +4, Move Silently +3, 
Spot +4, Survival +2 
Feats: Alertness, Improved Initiative, Stealthy 
Environment: warm deserts or plains (Siraaj) 
Organization: solitary, pair, pack (3-6), or troupe (7-12 plus 5-8 
hyenas) 
Challenge Rating: 3 
Treasure: standard 
Alignment: usually Chaotic Evil 
Advancement: by character class 
Level Adjustment: +3 
 
 A lithe human with pale skin stands before you, clad in 
a shirt of tightly-linked chains. The human’s hair is somewhat 
unkempt, & its eyes shine with an almost feral intensity. A well-
used falchion is held in its small rough hands. 
 

A were-hyena in human form is about 5’-6’ tall, & 
weighs around 90-160 pounds. They speak Common & Gnoll. 
 

Were-Hyena (Hyena Form) 
Warrior 1 
Medium Humanoid (Human, Shapechanger) 
Hit Dice: 3d8+3 (16HP) 
Initiative: +6 
Speed: 50’ (10 squares) 
Armor Class: 16 (+2 Dex, +4 natural), touch 12, flat-footed 14 
Base Attack/Grapple: +2/+5 
Attack: Bite +5 melee (1d6+3) 
Full Attack: Bite +5 melee (1d6+3) 
Space/Reach: 5’/5’ 
Special Attacks: Curse of Hyaenthropy, Trip 
Special Qualities: Alternate Form, Hyena Empathy, Damage 
Reduction 10/Silver, Low-Light Vision, Scent 
Saves: Fort +7, Ref +5, Will +2 
Abilities: Str 16 (+3), Dex 15 (+2), Con 16 (+3), Int 10 (+0), Wis 
13 (+1), Cha 8 (-1) 
Skills: Handle Animal +2, Hide +3*, Listen +4, Move Silently +3, 
Spot +4, Survival +2 
Feats: same as Human Form 

Environment: same as Human Form 
Organization: same as Human Form 
Challenge Rating: 3 
Treasure: standard 
Alignment: usually Chaotic Evil 
Advancement: by character class 
Level Adjustment: +3 
 
 The canine beast is thickly built, but with long legs. A 
dog-like creature, its snout is short, its ears are round, & its dark 
eyes are rimmed in black. The rest of its coat is scruffy, almost 
mangy, & dark spots speckle the myriad shades of brown & tan 
fur. 
 

A were-hyena in hyena form is about 3½’-5’ long, 
about 1½’-2’ tall, & weighs around 60-120 pounds. They cannot 
speak, but they understand Common & Gnoll, & they are adept at 
making themselves understood without words. 
 

 

Were-Hyena (Hybrid Form) 
Warrior 1 
Medium Humanoid (Human, Shapechanger) 
Hit Dice: 3d8+3 (16HP) 
Initiative: +6 
Speed: 30’ (6 squares) 

Armor Class: 16 (+2 Dex, +4 natural), touch 12, flat-footed 14 
Base Attack/Grapple: +2/+5 
Attack: Claw +5 melee (1d4+3) 
Full Attack: 2 Claws +5 melee (1d4+3) & Bite +0 melee (1d6+1) 
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Space/Reach: 5’/5’ 
Special Attacks: Curse of Hyaenthropy 
Special Qualities: Alternate Form, Hyena Empathy, Damage 
Reduction 10/Silver, Low-Light Vision, Scent 
Saves: Fort +7, Ref +5, Will +2 
Abilities: Str 16 (+3), Dex 15 (+2), Con 16 (+3), Int 10 (+0), Wis 
13 (+1), Cha 8 (-1) 
Skills: Handle Animal +2, Hide +3*, Listen +4, Move Silently +3, 
Spot +4, Survival +2 
Feats: same as Human Form 
Environment: same as Human Form 
Organization: same as Human Form 
Challenge Rating: 3 
Treasure: standard 
Alignment: usually Chaotic Evil 
Advancement: by character class 
Level Adjustment: +3 
 
Combat 

Like all therianthropes, a were-hyena’s battle tactics 
depend on their current form. In human form, a were-hyena will 
use its melee weapons, taking advantage of its low-light vision & 
its scent abilities to track prey. In hyena form, a were-hyena can 
trip just as a normal hyena does. A were-hyena in hybrid form 
usually dispenses with weapon attacks, though it can wield a 
weapon & use its bite as a secondary natural attack. Were-hyenas 
are somewhat cowardly when by themselves, preferring instead to 
fight in packs. They depend on their allies for team-based attacks, 
& become brazen when supported by several teammates. 
 
Curse of Hyaenthropy (Su): Any humanoid or giant hit by a 
were-hyena’s bite attack in animal or hybrid form must succeed on 
a Fortitude save (DC15) or contract hyaenthropy, which is a form 
of lycanthropy that transform certain sentient beings into were-
hyenas. 
 
Trip (Ex): A were-hyena in animal form that hits with its bite 
attack can attempt to trip the opponent (+2 check modifier) as a 
free action without making a touch attack or provoking an attack of 
opportunity. If the attempt fails, the opponent cannot react to trip 
the were-hyena. 
 
Alternate Form (Su): A were-hyena can assume a bipedal hybrid 
form or the form of a hyena. Its natural form is the human form, so 
a were-hyena that is killed or rendered unconscious (but not 
petrified) will revert to their human form. 
 
Humanoid traits: All creatures with the Humanoid type possess 
the following traits: 

• Proficient with all simple weapons, or by character 
class. 

• Proficient with whatever type of armor (light, medium, 
or heavy) it is described as wearing, or by character 
class. If a humanoid does not have a class & wears 
armor, it is proficient with that type of armor & all 
lighter types. Humanoids not indicated as wearing 
armor are not proficient with armor. Humanoids are 
proficient with shields if they are proficient with any 
form of armor. 

• Humanoids breathe, eat, & sleep. 
 
Hyena Empathy (Ex): A were-hyena in any form can 
communicate with hyenas or dire hyenas, & +4 racial bonus on 
Charisma-based checks against hyenas or dire hyenas. 
 

Scent (Ex): A were-hyena in any form can detect opponents by 
sense of smell within 30’ (×2 for upwind opponents, ×½ for 
downwind opponents). 
 
Shapechanger traits: A shapechanger possesses the following 
traits: 

• Proficient with its natural weapons, with simple 
weapons, & with any weapons mentioned in the 
creature’s description. 

• Proficient with any armor mentioned in the creature’s 
description, as well as all lighter forms. If no form of 
armor is mentioned, the shapechanger is not proficient 
with armor. A shapechanger is proficient with shields if 
it is proficient with any type of armor. 

 
Skills: Were-hyenas animal or hybrid form have a +4 racial bonus 
on Hide checks in areas of tall grass or heavy undergrowth. 
 
Were-Hyena Lore 
 Characters that have ranks in Knowledge (Local) can 
learn more about were-hyenas. When a character makes a 
successful skill check, the following lore is revealed, including the 
information from lower DC’s. 
 DC13: “There are packs of shapechanging predators 
that stalk the wilderness, more dangerous than any mere hyena.” A 
character making this check recalls all shapechanger humanoid 
traits. 
 DC18: “They are the were-hyenas, & they are able to 
look just like a human, or a hyena, or a terrifying hybrid of the two 
beings.” A character making this check knows the workings of the 
Alternate Form quality. 
 DC23: “Known amongst themselves as the Qruquta, 
they have a special affinity for hyenas & gnolls, & are able to pass 
along their accursed transforming power via their bites.” A 
character making this check remembers the mechanics of Curse of 
Hyaenthropy & Hyena Empathy. 
 DC28: “The most infamous of were-hyena packs is the 
Farun-Hal (“Blood-Tooth”) Clan, although the Hul-Haqalil 
(“Black-Sky”) Clan is also justifiably feared.” A character making 
this check is familiar with a were-hyena’s skill bonuses, as well as 
their Trip & Scent abilities. 
 
Abilities & Racial Features 
Were-hyena characters possess the following racial traits: 

• +2 Strength, +4 Dexterity, +4 Constitution (hyena & 
hybrid forms only; the human form has no ability score 
changes) 

• Humanoid (Shapechanger): Were-hyenas are subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. 

• Medium Size: As Medium creatures, were-hyenas have 
no special bonuses or penalties due to their size. 

• Racial Hit Dice: A were-hyena begins with 3 levels of 
humanoid, which provide 3d8 Hit Dice, a base attack 
bonus of +3, & base saving throw bonuses of Fortitude 
+3, Reflex +3, & Will +1. 

• Racial Skills: A were-hyena’s humanoid levels give it 
skill points equal to 5 × (2 + Int modifier, minimum 1). 
Its class skills are Handle Animal, Hide, Listen, Move 
Silently, Spot, & Survival. 

• Racial Feats: A were-hyena’s humanoid levels give it 
two feats. 

• A were-hyena’s base land speed is 30 feet in human & 
hybrid forms. 

• A were-hyena’s base land speed is 50 feet in hyena 
form. 
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• Natural Weapon (Ex): Bite (1d6 + Str); piercing 
damage; hyena & hybrid forms only. Claw (1d4 + Str); 
slashing damage; hybrid form only. 

• Curse of Hyaenthropy (Su): Any humanoid or giant 
hit by a were-hyena’s bite attack in animal or hybrid 
form must succeed on a Fortitude save (DC15) or 
contract hyaenthropy, which is a form of lycanthropy 
that transform certain sentient beings into were-hyenas. 

• Trip (Ex): A were-hyena in animal form that hits with 
its bite attack can attempt to trip the opponent (+2 
check modifier) as a free action without making a touch 
attack or provoking an attack of opportunity. If the 
attempt fails, the opponent cannot react to trip the were-
hyena. 

• Alternate Form (Su): A were-hyena can assume a 
bipedal hybrid form or the form of a hyena. Its natural 
form is the human form, so a were-hyena that is killed 
or rendered unconscious (but not petrified) will revert 
to their human form. 

• Hyena Empathy (Ex): A were-hyena in any form can 
communicate with hyenas or dire hyenas, & +4 racial 
bonus on Charisma-based checks against hyenas or dire 
hyenas. 

• Low-light vision (any form). 
• Scent (Ex): A were-hyena in any form can detect 

opponents by sense of smell within 30’ (×2 for upwind 
opponents, ×½ for downwind opponents). 

• Skills: Were-hyenas animal or hybrid form have a +4 
racial bonus on Hide checks in areas of tall grass or 
heavy undergrowth. 

• +2 natural armor bonus in human form. 
• +4 natural armor bonus in hyena & hybrid forms. 
• Automatic Languages: Gnoll. Bonus Languages: 

Common. 
• Favored Class: Ranger. 
• Level Adjustment: +3. 

 
 A startling creature stands before you on its hind legs. 
The feral beast walks like a man, yet its long arms end in paw-like 
hands, tipped with vicious claws. Its entire body has a somewhat 
canine appearance, & is covered with thick, dark, unkempt fur, 
which is especially long on the top of their flattened head. Its face 
is dominated by a muzzle, which is pulled back to expose a row of 

fangs. Its eyes glare about as if enraged, despite the sparkle of 
intellect present there. 
 
 Prowling the countryside in search of easy prey are 
packs of wild dog-like beasts. These creatures are no mere hyenas, 
though. They are animals that are able to transform into 
humanoids, which make them no less dangerous. In fact, the 
supernatural monster known as the Were-Hyena inspires more 
terror & dread than any ordinary canine ever could. 
 Also called Nam-Uqali (“Half-Hyenas”), & known 
amongst themselves as the Qruquta, were-hyenas roam across the 
savannas & outer deserts, hunting for anything that they can eat. 
Although they prefer live prey, they will consume carrion at almost 
any stage of decomposition. They leave almost no trace of their 
victims, due to the fact that they can chew & digest even bones. In 
human form, they sometimes travel into the cities, luring 
unsuspecting victims out into the wilderness with promises of 
treasure or passion, only to be ambushed by the rest of the pack. 
More often, they simply pick up the scent of a caravan, trail it, & 
waylay the travelers once they’ve caught up to it. 
 The culture of the were-hyenas differs little from the 
society of their common animal brethren. They are divided into 
clan-like packs, which consist almost exclusively of extended 
family members. These packs have a distinct hierarchy, & are lead 
by an Alpha (called a Hazai), which can be either male or female. 
Although their natural form is the human form, many packs prefer 
to remain in their hyena form whenever possible, & some packs 
choose the hybrid form predominately. Most members serve the 
pack as scouts, enforcers, nursemaids, or guardians, although 
smaller packs combine roles. 

A were-hyena in hybrid form is about 4½’-5½’ tall, & 
weighs around 75-140 pounds. They speak Common & Gnoll, 
although their speech is slurred & difficult to understand. 
 
Plot Hooks 

• A caravan has disappeared in the desert, & a search 
party has found only bloodied wagons & shredded 
tents. 

• A string of ghastly murders in town have fuels rumors 
of a pack of were-hyenas operating nearby. 

• A mercenary group claims that they are being stalked 
by savage beast-men for unknown reasons. 

 

 

Kuuhaa-Jaata (Template) 
The Plane of Night is covered by an otherworldly multicolored 
mist, known as kuuhaa (KOO-hah), which alters reality is various 
bizarre ways. Areas in which the mist is found can experience 
variable gravity, wild magic, or even a different flow of time than 
the rest of the world. The mist randomly moves through the air, the 
water, & even through the very earth itself, so no living thing is 
beyond its influence. No one knows how the mists will affect the 
land at a given time, or when the mists will ebb & flow. The 
thicker the mist, the more pronounced the effects. 
 
The native creatures of Najmah have grown acclimated to these 
mists, & some have even become suffused with them. Those 
beings that have been altered by the mists are known as the 
kuuhaa-jaata (KOO-hah JAH-tah), or mistlings. These mist-grown 
beasts are larger, strangely-hued, & much more dangerous than 
their normal cousins, & encounters with them are to be avoided, if 
at all possible. Their mystical defenses make them particularly 
deadly to wielders of the magical arts. 
 
The Kuuhaa-Jaata Template is a template that can be applied to 
any creature that has been exposed to the mists of Najmah for a 

significant period of time (referred to hereafter as the base 
creature). A Kuuhaa-Jaata uses all the base creature’s statistics & 
abilities except as noted here. 

• Type: The creature’s type may change, depending on 
what its base type is, as seen on the lists below; it 
retains any subtypes; it does not gain the [Augmented] 
subtype. 

o Aberration, Construct, Elemental, Magical 
Beast, Monstrous Humanoid, or Undead = 
No change 

o Animal or Vermin = Becomes a Magical 
Beast 

o Dragon, Fey, Ooze, Outsider, or Plant = 
Becomes an Aberration 

o Giant or Humanoid = Becomes a Monstrous 
Humanoid 

• Size: Same as the base creature. 
• Hit Die: The creature’s hit points are maximized for all 

of their hit die; in addition, the die type may have 
increased due to a change of creature type. 
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• Initiative: Same as the base creature, although the 
creature’s initiative bonus will likely increase (see 
Feats, below). 

• Speed: The creature’s speed increases by 10’ with all 
of its movement modes, so long as the base creature has 
a movement speed. 

• Armor Class: The creature gains a +2 bonus to their 
natural armor. 

• Base Attack: Same as the base creature, unless the base 
attack has increased due to a change of creature type. 

• Grapple: Same as the base creature. 
• Attacks: Same as the base creature. 
• Damage: Same as the base creature. 
• Special Attacks: Same as the base creature. 
• Special Qualities: If the base creature’s type changes 

(see above), it must swap out its traits based on type for 
the special traits of the new creature type. In addition, 
the base creature gains the following special qualities: 

o Antimagic Burst (Su): The creature gains 
the ability to project a blast of magic-
disrupting energy. This 20’-radius 
emanation lasts for 1 round per hit die, & in 
most respects is identical to a casting of 
antimagic field. This effect cancels all 
spells, spell-like abilities, & supernatural 
effects within the area. Extraordinary 
abilities are unaffected, as are magic items, 
such as magically-enhanced weapons & 
armor. This ability can be used up to once 
per day for every feat that the creature 
possesses (not counting bonus feats), as a 
swift action. 

o Magical Resilience (Su): The creature gains 
the ability to shrug off certain magical 

effects. Whenever the creature would be 
affected by a spell or spell-like ability, it 
makes a special check (roll d20 + the 
creature’s hit die) versus DC10 + the 
spellcaster’s caster level. If the check is 
successful, then the creature ignores the 
effects of the spell or spell-like ability, as if 
it did not exist. If the check fails, the spell or 
spell-like ability affects the creature 
normally. Magic items, such as magically-
enhanced weapons & armor, do not trigger 
this check & affect the creature normally. 

• Saves: Same as the base creature, unless the saves has 
changed due to a change of creature type; in addition, 
the increase in the ability scores (see below) will grant 
them an effective +2 to all saving throws. 

• Abilities: Strength +4 (+2), Dexterity +4 (+2), 
Constitution +4 (+2), Wisdom +4 (+2) 

• Skills: The creature gains 2 skill points per hit die, in 
addition to any increases to skill points based on the 
change of creature type, if any. 

• Feats: The creature gains Improved Initiative as a 
bonus feat; if it already has Improved Initiative, then it 
gains Superior Initiative as an epic bonus feat, even if it 
normally would not qualify for epic feats; if it already 
has Superior Initiative, then it gains nothing. 

• Environment: Same as the base creature. 
• Organization: Same as the base creature. 
• Challenge Rating: +2. 
• Treasure: Same as the base creature. 
• Alignment: Same as the base creature. 
• Advancement: Same as the base creature. 
• Level Adjustment: Same as the base creature +2. 

431



4th Edition Monsters 
Monsters in Alphabetical Order 
Aazlai Huntsman (CR11) 
Aazlai Warrior (CR11) 
Almasti (CR6) 
Ammut (CR12) 
Chamrosh (CR4) 
Dandan (CR32) 
Desert Centaur Warrior (CR6) 
Desert Centaur Hurler (CR8) 
Desert Centaur Bestial (CR9) 
Dire Hyena (CR?) 
Div (CR5) 
Dragon, Desert (CR?) 
Dvernin (CR?) 
Genie, Dao Burrower (CR14) 
Genie, Dao Earthshaper (CR15) 
Genie, Dao Stonecaller (CR15) 
Genie, Dao Stonewarden (CR16) 
Genie, Dao Warrior (CR13) 
Genie, Marid Flashfreezer (CR16) 
Genie, Marid Oceanstrider (CR16) 
Genie, Marid Raindancer (CR15) 
Genie, Marid Shieldbearer (CR19) 

Genie, Marid Tidelord (CR22) 
Ghul (CR14) 
Gnoll (PC race, CR?) 
Hafaza (CR9) 
Half-Dao Earthbinder (CR7) 
Half-Djinn Whirling Tempest (CR7) 
Half-Efreet Doom Dancer (CR9) 
Half-Jann Whisper (CR8) 
Half-Marid Nomad (CR10) 
Half-Ghul Darkblade (CR8) 
Half-Ghul Shadoweaver (CR9) 
Harpy, Vulture (CR11) 
Homa (CR8) 
Human (PC race, CR?) 
Karkadan (CR15) 
Karkadan Alpha Male (CR15) 
Karkadan Longstrider (CR17) 
Kobold (PC race, CR?) 
Lizardfolk (PC race, CR?) 
Nasnas (CR8) 
Natharite (CR13) 
Pahari Riptide (CR6) 

Pahari Enchanter (CR7) 
Pahari Seawarden (CR8) 
Peri (CR3) 
Sabi, Hawasabi (PC race, CR?) 
Sabi, Masabi (PC race, CR?) 
Sabi, Narsabi (PC race, CR?) 
Sabi, Terisabi (PC race, CR?) 
Samandar (CR?) 
Sarsaok (CR16) 
Sarsaok Herdmaster (CR17) 
Shaghal Chainfighter (CR11) 
Shaghal Scion of Nathar (CR13) 
She-Da-Zhong, Asp (Lesser, CR?) 
She-Da-Zhong, Asp (Greater, CR?) 
She-Da-Zhong, Asp (Elder, CR?) 
She-Da-Zhong, Cobra (Lesser, CR?) 
She-Da-Zhong, Cobra (Greater, CR?) 
She-Da-Zhong, Cobra (Elder, CR?) 
Simurgh (CR30) 
Were-Hyena (CR5)

 

Aazlai 
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Racial Statistics 
Average Height: 6’0” - 7’0” 
Average Weight: 180-300 lbs. 
 
Ability Scores: +2 Strength OR +2 Dexterity, +2 Charisma 
Size: Medium 
Speed: 7 squares 
Vision: Low-light 
 
Languages: Common, Zimbalai 
Skill Bonuses: +2 Diplomacy, +2 Athletics 
Circle the Prey: +1 racial bonus to attack with flanking 
Unending Persistence: +3 racial bonus to saving throws against 
slowed, immobilized & restrained. 
Feral Roar: You gain the Feral Roar encounter power. 
 
Feral Roar (encounter power) 

• Your ferocious bellow throws your foes cowering at 
your feet 

• Encounter * Fear 
• Minor Action Close Blast 5 
• Target: Each enemy in blast 
• Attack: Intelligence +2, Wisdom +2 or Charisma +2 

vs. Will 
• Hit: The target is knocked prone & cannot stand up 

until the start of your next turn. 
• Special: Increase the attack bonus to +4 at level 11, & 

increase the attack bonus to +6 at level 21. At character 
creation, choose one of Intelligence, Wisdom or 
Charisma. That ability score becomes the one you use 
for this racial power. Once made, this choice cannot be 
changed. 

 
Favored Classes: Barbarian, Warlord, Sorcerer, Paladin 
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Almasti 
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Ammut 
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Chamrosh 

 
4E monster statistics provided by Zocelot 
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Dandan 
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Desert Centaur 
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Dire Hyena 
Please see Cacklefiend Hyena in the Monster Manual 1, page 166. 
 

Div 

 
 
Dragon, Desert 
Please see Brown Dragon in the Draconomicon 1, pages 168-171. 
 

Dvernin 
Please see Dwarf in the Monster Manual 1, page 97. Also see Azer (MM1) & Duergar (MM2) for additional inspiration. 
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Genie, Dao 
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4E monster statistics provided by Alteran 
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Genie, Marid 
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Ghul 

 
4E monster statistics provided by Zocelot 

 

Gnoll (PC race) 
Please see Gnoll in the Monster Manual 1, pages 132-133, & Monster Manual 2, pages 126-127. 
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Hafaza 
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Half-Genie (PC race) 
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Half-Ghul (PC race) 
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Harpy, Vulture 

 
4E monster statistics provided by Zocelot 
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Homa 
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Human (PC race) 
Please see Human in the Monster Manual 1, pages 162-163, & Monster Manual 2, pages 144-149. 
 

Karkadan 
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4E monster statistics provided by Alteran 

 

Kobold (PC race) 
Please see Kobold in the Monster Manual 1, pages 167-169. 
 

Lizardfolk (PC race) 
Please see Lizardfolk in the Monster Manual 1, pages 178-179, & Monster Manual 2, pages 156-157. 
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Nasnas 
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Natharite 
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Pahari 
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Racial Statistics 
Average Height: 5’0” - 6’6” 
Average Weight: 90 - 150 lbs. 
 
Ability Scores: +2 Charisma, +2 Dexterity OR +2 Intelligence 
Size: Medium 
Speed: 6 squares 
Vision: Low-Light 
 
Languages: Common, Pahrai 
Skill Bonuses: +2 Insight, +2 Arcana 
Aquatic: You are considered an aquatic creature for effects that 
relate to subtype. You can breathe normally underwater, & have a 
swim speed equal to your speed. 
Cold Resistance: You gain resistance to cold equal to 5 + 1/2 your 
level. 
Slippery: +2 AC & Reflex vs. opportunity attacks & attacks made 
during your turn. You also gain a +2 racial bonus to skill checks 
made to escape a grab or restraints. 

Tail Slam: You can use the Tail Slam encounter power. 
 
Tail Slam (encounter power) 

 Your tail whips out, sending your foe flying 
back. 

 Encounter * 
 Minor Action Melee 1 
 Target: One creature 
 Attack: Strength +2, Dexterity +2, or Constitution +2 
vs. Will 
 Hit: 1d8 + strength, dexterity or constitution modifier 
damage, & you push the target 2 squares. 
 Special: Increase the attack bonus to +4 at level 11, & 
increase the attack bonus to +6 at level 21. At character creation, 
choose one of Strength, Dexterity or Constitution. That ability 
score becomes the one you use for this racial power. Once made, 
this choice cannot be changed. 
 
Favored Classes: Bard, Sorcerer, Warlock, Wizard 
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Peri 

 
4E monster statistics provided by Alteran 

 

Sabi, Hawasabi (Air Sabi, PC race) 
Please see Genasi in the Monster Manual 2, pages 116-118. 
 

Sabi, Masabi (Water Sabi, PC race) 
Please see Genasi in the Monster Manual 2, pages 116-118. 
 

Sabi, Narsabi (Fire Sabi, PC race) 
Please see Genasi in the Monster Manual 2, pages 116-118. 
 

Sabi, Terisabi (Earth Sabi, PC race) 
Please see Genasi in the Monster Manual 2, pages 116-118. 
 

Samandar 
Please see Phoenix in the Monster Manual 1, page 220. 
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Sarsaok 
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Shaghal 
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She-Da-Zhong, Asp (Lesser) 
Please see Yuan-ti in the Monster Manual 1, pages 269-273. 
 

She-Da-Zhong, Asp (Greater) 
Please see Yuan-ti in the Monster Manual 1, pages 269-273. 
 

She-Da-Zhong, Asp (Elder) 
Please see Yuan-ti in the Monster Manual 1, pages 269-273. 
 

She-Da-Zhong, Cobra (Lesser) 
Please see Yuan-ti in the Monster Manual 1, pages 269-273. 
 

She-Da-Zhong, Cobra (Greater) 
Please see Yuan-ti in the Monster Manual 1, pages 269-273. 
 

She-Da-Zhong, Cobra (Elder) 
Please see Yuan-ti in the Monster Manual 1, pages 269-273. 
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Simurgh 
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4E monster statistics provided by Alteran 
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Were-Hyena 

 

476



Chapter 10: 
Adventuring 

 

Non-Player Character Lists 
City-State NPCs 
Alaqur 

• Zafar Asim (Chaotic Evil, Barbarian 4/Ranger 11), 
kobold hunter** 

Albaluri 
• Empress-Steward Hadya Iman-Karida Ali Rana 

(Neutral Evil, Cleric 13/Pharaoh 8) 
Aqur 

• Qaled al-Shayq (Chaotic Evil, Aristocrat 1/Rogue 7), 
the head minister** 

Babalarud 
• Corah the Betrayer (Neutral Evil, Commoner 4)* 
• Madrasah the Golden Wizard (True Neutral, Wizard 

19), inventor of the stairs of Madrasah* 
• Zarim izr Qaledaj (Chaotic Good, Bard 7), legendary 

warrior-poet & author of the Codex of Mythology, 
Books 1-3 (AKA The Countless Tales)* 

City of God 
• Shimha Qirus (Lawful Good, Paladin 20), an aazlai 

general & devotee of Sidaru* 
• Qaled Ali (Lawful Good, Commoner 2/Fighter 3), 

owner of the Aged Blade Inn 
• Aqdar (Neutral Good, Ranger 2/Expert 3), founder of 

Aqdar’s Stables 
• Madam Fatima (Chaotic Neutral, Expert 4), owner of 

the Broken Sign Inn 
• Qadir Ibn Shah (Neutral Evil, Aristocrat 2/Rogue 7), 

the Broken Sign Inn’s former owner 
• The Green Lady (Chaotic Neutral, Rogue 3/Bard 

3/Dervish 2), operator of the Crescent Moons Inn 
• Mamud Hussain aq-Adua (Lawful Good, Aristocrat 

2/Bard 3/Cleric 7), member of the Divine Assembly 
• Jarir (Lawful Good, Expert 3/Paladin 2), a kobold 

baker & leader of the Scarlet Sentinels 
• Fazul (Neutral Evil, Rogue 6/Sorcerer 3), leader of the 

Hand of Dusk** 
• Mezul Mar (Lawful Good, Cleric 6), priest of Sidaru 
• Alzamir Farun (Chaotic Neutral, Aristocrat 5/Sorcerer 

6), head of the Faruni family & member of the Divine 
Assembly 

• Gihaza Farun (True Neutral, Aristocrat 6/Rogue 8), 
Alzamir’s illustrious father* 

• Qarim Ali Azrazi (Lawful Neutral, Cleric 3/Wizard 
3/Mystic Theurge 6), one of the original founders of the 
city* 

• Jaqaz Izar-Qarul (Lawful Neutral, Aristocrat 
2/Wizard 5/Loremaster 4), head of the Azrazi family & 
member of the Divine Assembly 

• Qarul Azrazi (Lawful Neutral, Aristocrat 3/Wizard 9), 
descendant of Qarim & Jaqaz’s illustrious father* 

• Lirad (Neutral Good, Expert 7), owner of Lirad’s 
Tannery 

• Zaman Abdul (Lawful Evil, Bard 6/Cleric 3/Expert 4), 
guild-master of the Merchant’s Guild & the newest 
member of the Divine Assembly 

• Ali Jaruq (Lawful Good, Monk 6), a half-ghul ascetic 
disciple of Waharim** 

• Key-Master Absuliqar (Lawful Evil, Fighter 
12/Rogue 7), commander of the city guard 

• Quffah (Chaotic Good, Fighter 2/Sorcerer 4), a Pahari 
& owner of the Raw Fin, a fish restaurant in the Pahari 
Enclave 

• Mumar aq-Zehim (Lawful Neutral, Fighter 10/Ranger 
3), warden of the Prison Houses 

• Qadami (Chaotic Evil, Ranger 5), owner of Qadami’s 
Custom Caravans 

• Qurab (Lawful Good, Fighter 2/Expert 2/Paladin 4), a 
lizardfolk adventurer & founder of Qurab’s Metal & 
Glass Works 

• Dahar Si (Neutral Good, Bard 11), a half-djinn & 
proprietor of the Smoking Lion Inn 

• Sultan Usaf aq-Simur (Lawful Neutral, Cleric 
16/Pharaoh 4), ruler of the city-state 

• Zaman aq-Simur (Chaotic Neutral, Aristocrat 10), 
former sultan & father of Usaf* 

• Mal-Malaz (Chaotic Good, Cleric 9), “head” of the 
Temple of Akasha 

• Sharun izd-Riqa (Neutral Evil, Cleric 12/Master of the 
Wastes 2), the terisabi high priestess of the Temple of 
Limalia 

• Lady Ziria (Neutral Good, Cleric 5/Druid 1), a 
priestess of Pashati 

• Mansur aq-Equt (True Neutral, Aristocrat 6/Cleric 1), 
former sultan from the city’s early history (74-91AF)* 

• Zekai (Chaotic Good, Expert 9), officially-licensed 
member of the Cartography Guild & owner of Zekai’s 
Map Shop 

• Khalfani (Chaotic Neutral, Barbarian 12), the aazlai 
chief of the Umaj-worshiping Red Tooth (Jinojekundu) 
clan 

 
Dajajah 

• Haqalil ral-Shuqa (Chaotic Neutral, Bard 7/Rogue 
3/Arcane Trickster 2), the so-called Caliph of Dajajah, a 
hawasabi** 

Darb 
• Amula izr Zaqrazam (Chaotic Neutral, Wizard 13), 

the notorious half-mad mage who created the first sand 
golem, & was killed by it shortly thereafter* 

Fandaq 
• Nuri izr-Elaqras (Chaotic Good, Bard 6/Expert 1), a 

silver-tongued half-efreet trader** 
• Sahar ul-Jahan (Chaotic Neutral, Wizard 5/Alchemist 

10/Loremaster 2), a master alchemist & one of the 
leaders of the Alchemy Guild 
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Luardo 
• Aziz Mamud Al-Haddad (True Neutral, Bard 9), 

builder of the city’s great lighthouse** 
Maisan 

• Ghada izud-Haqara (Neutral Good, Fighter 6/Ranger 
3), the ruling bey** 

Mamluk 
• Imperial Overseer Jaruq Azmar (Lawful Evil, 

Fighter 2/Wizard 5/Eldritch Knight 8)** 
Meraya 

• Syed Awazi Aq-Hazaqan V (Aristocrat 11), former 
sultan of Meraya & fourteenth in the line of the Awazi 
dynasty* 

• Amina-Israt (Aristocrat 4), first wife of Syed V & 
mother of Syed VI 

• Sultan Syed Awazi Aq-Hazaqan VI (Lawful Neutral, 
Aristocrat 5/Wizard 7/Pharaoh 5), current sultan of 
Meraya & fifteenth in the line of the Awazi dynasty ** 

Mushayar 
• Pharaoh Ak-Khyriash II (Lawful Neutral, Cleric 

3/Fighter 12/Pharaoh 5)* 
• Master Khaled (Lawful Good, Paladin 10), captain of 

the pharaoh’s guard** 
• Pharaoh Tutra (Lawful Neutral, Aristocrat 5/Cleric 1) 

Nahraldikh 
 Lord Kelbe (Lawful Good, Aristocrat 5/Paladin 3)* 

• Lord Ghadhib (Lawful Good, Aristocrat 6/Cleric 4), 
King-Priest of the city** 

Naranj 
• The Thief of Days (Chaotic Neutral, Rogue 7), AKA 

Ahmar aq-Tam, kobold bandit** 
Ostaz 

• Emir Jalil Qadir Ustaz (Lawful Evil, Aristocrat 
12/Pharaoh 8), the original founder of the city* 

• Grand Emperor Aqram (Lawful Evil, Aristocrat 
3/Bard 6/Rogue 3/Pharaoh 8), ruler of the Empire of 
Ostaz; formerly known as Emir Aqbar Zahir Ustaz 

• Sumehra (Chaotic Evil, Aristocrat 2/Rogue 5/Dervish 
1), daughter of the grand emperor** 

Qaziz 
• Bearer Gamal (True Neutral, Cleric 9), priest of 

Limalia** 
Qulzai 

• Gadil izra-Yusuf (Neutral Good, Bard 4/Cleric 11), 
human male, a self-described prophet** 

• High Mysterion Alim Faysal (True Neutral, Cleric 
2/Wizard 5/Loremaster 6), narsabi male, leader of the 
Order of Silence 

• Gnostic Akila (Lawful Neutral, Druid 1/Monk 9), 
human female, member of the Order of Silence 

• Gnostic Ulima (Neutral Evil, Cleric 7), kobold female, 
member of the Order of Silence 

• Keeper Hakim Utt (Lawful Good, Paladin 5), 
lizardfolk male, member of the Order of Silence 

Raqam 
• Madame Anan Alzena Gulibar (Chaotic Neutral, 

Bard 3/Expert 1/Rogue 3), human female, explorer** 
Rasalhague 

• Ras Duraq (Neutral Good, Druid 9/Ranger 2), 
lizardfolk male, a quiet-yet-profound elder from the Old 
City** 

Rasaljathi 
• Ras Shasad (Neutral Good, Druid 17/Master of the 

Wastes 10), lizardfolk female, a seemingly-ageless 
lizardwoman priestess who in her youth helped end the 
Ten Dark Years** 

• Oud Zakat (Neutral Good, Druid 18/Master of the 
Wastes 1), treant male, taught Ras Shasad in her youth 

Rizaj 
• Zada (Chaotic Evil, Bard 15/Pharaoh 1), the former 

emir of the city & current warlord** 
• Leron the Wildhearted (Chaotic Good, Cleric 13), the 

city’s current emir 
• Akila Rizaj (Neutral Good, Cleric 13/Hierophant 5), 

founder of the city* 
Rizzadobo 

•  
Sabur 

• King Sesseram (True Neutral, Aristocrat 6/Fighter 4)* 
• Prince Omar (True Neutral, Aristocrat 4/Wizard 5), 

the eldest prince** 
• Prince Amir (Chaotic Neutral, Aristocrat 3/Bard 6), 

the middle prince 
• Prince Walid (Lawful Neutral, Aristocrat 2/Monk 7), 

the youngest prince 
Sa’ifah 

• Vizier Aden aq-Zarqa (Lawful Good, Paladin 7), the 
first sabi to hold that position** 

Salah 
• Queen Tuhaia (Lawful Good, Aristocrat 6/Paladin 5), 

the current pharaoh** 
Sijur 

• Jafaz al-Sijur (Lawful Neutral, Sorcerer 12), the city’s 
founder* 

• Sultana Nada (Lawful Evil, Bard 8/Duelist 5)** 
Sulafat 

• Ruhollah Basim “Baba” Shafiei (Lawful Evil, Paladin 
6/Blackguard 6), half-efreet male 

• Naheed Shafiei (True Neutral, Wizard (Diviner) 
7/Loremaster 4), half-dao female 

• Shahla Shafiei (Chaotic Neutral, Cleric 10), half-marid 
female 

• Manesh Shafiei (Chaotic Evil, Barbarian 4/Sorcerer 
3/Dragon Disciple 3 (blue dragon)), half-janni male 

• Sahba Shafiei (Chaotic Good, Sorcerer 6/Ranger 2), 
terisabi female 

• Tri (Neutral Evil, Rogue 5/Assassin 3), she-da-zhong 
(lesser asp) female 

Zawraq 
• Lord Malik Sayed Al-Rabb (Neutral Evil, Druid 12), 

the sheikh, who took the crown from his uncle** 
Zurqim 

• High Priestess Leila al-Ibham (Lawful Evil, Cleric 
19), author of the Scroll of Ebon, a Sunyan religious 
tract* 

* = Deceased 
** = Feature Below 
 

 

Age of Kingdoms NPCs 
Adabasha 

• King-Priest Khumanuntat* 
• King-Priest Manas, builder of the Temple of Manas* 

• Queen Djasmi* 
• King Tekhmun* 
• Queen Suthatep* 
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Admaja 
• King Adma-Jarri, founder of the kingdom of Admaja 

& first of the Jarri Dynasty* 
• King Alazala, last of the Juarif Dynasty* 
• King Zazir (AKA Zazir Hadi al-Dahab, AKA Emperor 

Zazir I), first of the Hadi Dynasty, & founder of the 
Empire of Admaja* 

• King aq-Nazhaza (AKA Qadir Hadi aq-Nazhaza, 
AKA Emperor Qadir I)* 

• Emperor Maliq I (AKA Maliq Hadi aq-Naz), father of 
Qadir II* 

• Sumehra, concubine of Maliq I & mother of Qadir II* 
• King al-Felqa (AKA Qadir Hadi al-Felqa, AKA 

Emperor Qadir II; Lawful Good, Aristocrat 9/Wizard 
3/Pharaoh 4), last of the Hadi dynasty & holder of the 
Golden Sword of Kings* 

• Empress Abia* 
• Emperor Maliq V* 
• Munira, the astronomer who discovered the sixth 

nomad star, Zohal* 
• Empress Rana II* 
• Emperor Jalil III (Lawful Neutral, Aristocrat 6), male 

human, last ruler of the Empire of Admaja 
• Dermanaske the Archmage (Neutral Evil, Wizard 17), 

who sold an empire for a bid at paradise & changed the 
course of two worlds’ histories* 

Al Huruz 
• King Huruza I, founder of the kingdom of Al Huruz* 
• King Pantili IV* 
• King Qazur VII* 
• King Zadaru II* 

Burdusq 
• N/A 

Dominion of Alaqanas 
• Ul-Men-Adzur* 
• Ul-Mesha-Ruk* 
• An-Gil-Enkiu* 
• Kal-Padar-Ul* 
• Ul-Shap-Ikuru* 
• Alu-Tapish-Sum* 
• Leron, the legendary poet who wrote the collection of 

verses called the Cantos of the Spears about the War of 
Songs* 

 
 
Haz-Hurad 

• Queen Ismu, founder of the kingdom of Haz Hurad & 
the city of Araqibet* 

• King Zubua* 

• Queen Manaru* 
• King Nazalharu* 

Ilud 
• King Ilud Shumartim* 
• King Mahubarim, who issued the Decree of 

Mahubarim, which was the first code of organized law* 
• Queen Sasu Zaduqim* 
• King Qasim Nahutilud* 
• Queen Ashmur* 
• Queen Tari Hezaruqad* 
• King Shapnutal* 
• Ali Anwar Pashmaturim, the great philosopher who 

recounted a rendition of the War of Songs in his Hymns 
of War* 

Qalira 
• King Alalaq* 
• Queen Imar* 
• Queen Larza* 
• King Ashar* 
• King Tirqa* 
• Queen Shapur* 
• Hapu the Last King* 

Shadaz 
• King Anan-Shadazur* 
• King Ur-Marsakkad* 
• King Nabi-Simatshum* 
• King Naram-Shar* 

Sheqari 
• Amir Jathi (Paladin 13/Pharaoh 10), the lizardman 

who founded the kingdom of Sheqari by uniting the 
Seven Nations* 

• Sadiq Qawan, Jathi’s closest ally & second-in-
command, who betrayed Jathi so that he could take 
Jathi’s mate as his own* 

• Amir Khur* 
• Amir Rakhiz* 
• Amir-Regent Jhauggar* 
• Amir Hoom* 
• Grand Amir il-Zalatha* 
• Amir Mulkhar* 

Uqalizar 
• King Kalba* 
• King Ghadhab* 
• Queen Imkan* 
• King Wawi* 

* = Deceased 

 

Location NPCs 
• Qalim Qanuil (Fighter 1/Sorcerer 6/Eldritch Knight 5), 

a terisabi warlord & self-titled Khan* 
• The Laughing Padishah (Bard 9/Rogue 5), an affable 

masabi scoundrel who led a small army against hordes 
of sahuagin, defending the pahari & getting very rich in 
the process* 

• Shikk, a demon, creator of the first nasnasi, AKA Shiq 
• Azazil, a demon 
• Zalambur, a demon prince, who presides over 

dishonest & fraudulent business transactions 
• Hasid aq-Lazaqa, the first Guardian tasked genie, a 

legendary efreet who crafted his body into what he 
claimed was the perfect defensive form* 

• Haruq izud Manaz, the first Warmonger tasked genie, 
who infamously led her master’s army to utter 
domination, even over her former master* 

• the Farun-Hal (“Blood-Tooth”) Clan of were-hyenas 
• the Hul-Haqalil (“Black-Sky”) Clan of were-hyenas 
• Tob Mboku, an aazlai chieftain 
• Guali Guali, a female pahari 
• Qaruqi, a female desert centaur 
• Hatma* 
• Ayushmati (Sorcerer 22), a female kobold lich 
• Pravah (Bard 19), the Voice of Life & Death, inventor 

of Pravah’s tomb* 
• Dajjal, the Deceiver 
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• Madun* 
 
 

• The First Ghul was the first tainted mortal to die 
without a demon to swear to. Known in some legends 
as Alraz, in other myths as Quraqu or Miraqar, & in 
still other tales as Il Zuir, the mortal’s dark soul was 
brought to the Pit of Fate. Unwanted by the three 

immortal races, & fearing the judgment of the ammuti, 
the flawed soul fled into the swirling pool of cast-off 
foulness in the Court of Judgment. The pool drained 
into a river that ran back into Siraaj, & here the coward 
emerged in a blaze of green flame, becoming the first 
ghul. Fueled by the evil that now permeated its being, 
the ghul flew into the now-darker night. 

 
 

Iconic NPCs 
• Amit (Fighter 5), male kobold 
• Daud (Monk 5), male half-djinn 
• Ras Hosni (Druid 5), male lizardfolk 
• Khodadad (Rogue 5), male half-ghul 
• Padma (Bard 5), female hawasabi 
• Rahman (Ranger 5), male gnoll 
• Shahriar (Paladin 5), male terisabi 
• Tahmid Ali (Wizard 5), male human 
• Vijaya (Sorceress 5), female narsabi 
• Zaahira (Cleric of Al’Amal 5), female masabi 
• Zaira (Barbarian 5), female half-efreet 
• Arundhati Shashi (Fighter 12/Pharaoh 7), female gnoll 
• Bahram (Blackguard of Sunya), male masabi 
• Batul Bazur-Ajad (Cleric 5/Geomancer 6), female 

half-dao 

• Prophet Ghalib (Hierophant of the Darshan), female 
terisabi 

• Hakeem (Sorcerer 5/Alchemist 1), male half-marid 
• Mkali (Rogue 1/Cleric of Johoum 5/Dervish 6), female 

aazlai 
• Indrani (Shadowdancer), female half-djinn 
• Madhavi (Duelist), female human 
• Rajani (Assassin), male hawasabi 
• Ras Shankar (Barbarian 9/Master of the Wastes 5), 

male half-ghul 
• Shri (Bard 9/Efreet Lord 4), female kobold 
• Teshiq Zaq-Zalar (Fighter 5/Hoplite 2), male narsabi 

 

 

Other NPCs 
• Nesubet (Chaotic Evil, Cleric 17/Pharaoh 3), female 

shaghal** 
• A’Sheh Shahabah (Neutral Evil, Rogue 13), male 

gnoll** 
• High Priest Noor al-Muhraq (Lawful Evil, Cleric 

20/Hierophant 1), female half-djinn** 

• Sa’ul (Neutral Evil, Wizard 10/Loremaster 9/Archmage 
5), male half-ghul** 

• Ahuma (Lawful Evil, Sorcerer 10/Djinn Lord 
4/Archmage 5), male Rakshasa** 

** = Featured Below 

 

Najmah NPCs 
Ahimsa 

• Upazaa Mayati (Chaotic Good, Wizard 13), half-djinn 
male, mage who invented the weather machine that 
protects Ahimsa from the lightning storms 

• Queen La-Fahtii Aarashumaq (True Neutral), 
common deva female, benevolent monarch 

• King Rumakhan Aarashumaq (Lawful Neutral, 
Aristocrat 1, Fighter 12), lesser deva male, founder of 
the city** 

Angaros 
• Grand Duke Meshtu Vaakhan (Lawful Good, Paladin 

6), houri male 
• Ruta Marta (Neutral Good, Cleric 14/Heirophant 1), 

couatl female, High Priestess of Pashati 
Asanam 

• Emperor Jalil III (Lawful Neutral, Aristocrat 6), 
human male, last ruler of the Empire of Admaja 

Ayus 
• Brahmarsi Etash Suniyama (Lawful Good, Cleric 

14/Paladin 3/Hierophant 3), deva male, 44th brahmarsi 
• Ambika Simhii (Neutral Good, Cleric 20), deva 

female, 43rd brahmarsi* 
Dharma 

• King Kratu the Great (Lawful Neutral, Aristocrat 
2/Fighter 6), masabi male, current monarch 

• Kratu the Lesser (Lawful Neutral, Aristocrat 
1/Sorcerer 4), half-marid male, previous monarch & 
father of Kratu the Great* 

• The Fell Drake, a mysterious serial killer 
Ghantikal 

• Sidi Chemharouch (Lawful Neutral, Wizard 
13/Pharaoh 7), the legendary founder of a short-lived 
pan-genie empire* 

Gita 
• Anand Jai Raagapati (Chaotic Neutral, Bard 4/Expert 

3), houri male, the great poet 
• Priya Kirtana (Neutral Good, Bard 6), terisabi female, 

the beloved singer-songstress 
• Vyasa Vaani Kundalini (Chaotic Good, Bard 

1/Sorcerer 8), half-dao male, author of Gita’s official 
anthem, “Nyak Sopaanamala”* 

• Leela Kinnara (Lawful Good, Expert 6/Paladin 2), 
houri female, the poet-saint* 

 
Madanas 

• Sharma Apramatta (Lawful Good, Paladin 6), half-
dao male, captain of the city’s defenses & maker of the 
Gaja Palaka 

Namaste 
• Bhima Kaaliman (Lawful Evil, Rogue 7), half-djinn 

male, merchant prince & newest member of the Blue 
Council 

Nila 
• Muurtikaara (Chaotic Neutral, Druid 1/Expert 6), dao 

male, sculptor of the Iron Angel statue* 
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• Sankara Jagdish Lobhin (True Neutral, Aristocrat 
1/Wizard 7), half-efreet male, member of the city 
council & leader of House Jagdish 

Puram 
• Rati Kheda (Neutral Good, Cleric 5), masabi female, 

priestesses of Lammali 
Puranah 

• Manujendra Zanipriya (Chaotic Neutral, Sorcerer 8), 
the current shah 

• The Veil (Neutral Good, Cleric 12/Pharaoh 1), high 
priestess of the Church of Adimas 

• Ulmahran (Lawful Evil, Rogue 10), the pahari 
executor of the League of Craftwrights 

Qarabah 
• Nanda Madiraa (Chaotic Good, Fighter 4), houri male, 

chief of city’s law enforcement division, the 
Blackwings 

Samadhi 
• Taksati (Lawful Neutral, Bard 9), half-dao male, artist 

& engineer who build the Dreaming Man statue* 
• Kanti Nalini Shobhana (Chaotic Neutral, Bard 7), 

houri female, legendary singer & songwriter 
Sirngaveram 

• Tamaskama (AKA Thamyschæmes, Lawful Evil, 
Sorcerer 15/Archmage 5), erinyes female, empress of 
the devils, the supreme leader of the Hima Sovereignty, 
worshiped as their living goddess, Tamaskama is the 
adored, despised, feared leader who has been increasing 
tensions with the devas and silently isolating the houri 
enclaves. When she speaks of the secrets of another 

world, her followers listen, and it seems she may have 
discovered the key to the supremacy of devil-kind... 

• Shaa’rokhan (Lawful Evil, Paladin of Tyranny 12), pit 
fiend male, current chancellor of Sirngaveram, 
dangerously cunning, a powerful warrior, the innate 
magic & powerful body granted to him by his archdevil 
status further augmented through careful & constant 
training 

• Bhuraakhan (Neutral Evil, Sorcerer 8/Loremaster 10), 
cornugon male, grand vizier of Sirngaveram 

Upala 
• Jvalana XIII (Lawful Neutral, Aristocrat 3/Fighter 4), 

half-efreet male, the last khan* 
 
Vanija 

• King Siikaa (True Neutral, Rogue 8), marid male, 
merchant prince & the founder of the city* 

• Prasad Jyotis Ksitipa (True Neutral, Expert 1/Rogue 
5), half-dao male, illustrious trader & founder of the 
Pact Union 

Vatingana 
• Suman Lipika Pandita (Chaotic Good, Wizard 

5/Alchemist 2), half-marid male, the current prime 
minister 

* = Deceased NPC 
** = Featured NPC 
 
 

 

Featured NPCs (& their 4th Edition classes) 
1. Imperial Overseer Jaruq Azmar (Swordmage 21) 
2. Captain Raza, Commander of the Corsairs (Ranger 16) 
3. Amir the White (Rogue 25) 
4. Ras Shasad (Shaman 30) 
5. Ali Jaruq (Avenger 9) 
6. Zafar Asim (Warden 22) 
7. Qaled al-Shayq (Rogue 12) 
8. Fazul (Assassin 13) 
9. Haqalil ral-Shuqa (Swordmage 18) 
10. Nuri izr-Elaqras (Bard 10) 
11. Aziz Mamud al-Haddad (Bard 13) 
12. Ghada izud-Haqara (Warlord 14) 
13. Sultan Syed Awazi Aq-Hazaqan VI (Wizard 26) 
14. Master Khaled (Paladin 15) 
15. Lord Ghadhib (Runepriest 15) 
16. Sumehra (Warlord 12) 
17. Bearer Gamal (Invoker 12) 
18. Gadil izra-Yusuf (Cleric 23) 
19. Ras Duraq (Druid 17) 
20. Zada (Ardent 24) 
21. Prince Omar (Wizard 13) 

22. Vizier Aden aq-Zarqa (Paladin 10) 
23. Queen Tuhaia (Invoker 16) 
24. Sultana Nada (Bard 20) 
25. Lord Malik Sayed al-Rabb (Seeker 18) 
26. Madame Anan Alzena Gulibar (Sorcerer 10) 
27. The Blue Lady (Warlock 9) 
28. Jasmine of the Red Sands (Druid 8) 
29. The Thief of Days (Ranger 11) 
30. The Msaka Brothers (Mosi (Fighter 12) & Jabari 

(Swordmage 11)) 
31. Nesubet (Cleric 26) 
32. A’Sheh Shahabah (Rogue 20) 
33. High Priestess Noor al-Muhraq (Runepriest 29) 
34. Sa’ul (Wizard 28) 
35. Ahuma (Warlock 30) 
36. Ruhollah Basim “Baba” Shafiei (Warlord 18) 
37. Naheed Shafiei (Wizard 16) 
38. Shahla Shafiei (Cleric 15) 
39. Manesh Shafiei (Barbarian 15) 
40. Sahba Shafiei (Ranger 12) 
41. Tri (Assassin 12) 

 

Imperial Overseer Jaruq Azmar 
Quotes 

• “A broken spirit is one that need not be caged.” 
• “This is my city.” 
• “Tonight I shall relish hearing your screams.” 
• “It is the right & the duty of the strong to dominate the 

weak.” 
 
 
Background 

Jaruq Azmar started his military career as an elite guard in the 
Ostazai army, smarter than most but not exceptionally so. Then, 
one day, while escorting a caravan, he came across a Ring of 
Wizardry (I), a relic from the imperial period. He kept it, & studied 
it in secret, lest it be discovered & confiscated. His work led him to 
understand the rudiments of arcane magic. Thus he was able to 
become a wizard in his own right, using the Secret Art to advance 
his career. He quickly rose through the ranks, eventually attaining 
the position of Imperial Overseer of the Mamluqai Annexation. He 
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now resides in the so-called Palace of the Overseer, which used to 
house the former Potentate. 
 
Personality 
Jaruq is cruel & efficient, quickly dispatching anyone or anything 
that interferes (or even threatens to interfere) with his vision of 
what Mamluk should be. He supposedly takes orders from Ostaz, 
but he has been given a wide amount of leeway to do as he sees fit, 
which he has taken great advantage of over the years. Universally 
despised, he is now something of a despotic warlord in his own 
right, with almost enough power to rival the emperor himself. 
 
Appearance 
Jaruq has a long, thin face & cruel, narrow eyes, making for an 
unpleasant visage. Last year, he gained a long jagged scar on his 
neck from an assassin’s blade. For this reason, he is never seen in 
public without his full plate armor. 
 
Goals 
Most people believe that Jaruq is gathering his political & military 
strength, & that one day, he will attempt to take on the capital, 
deposing Grand Emperor Aqram & usurping the Ostazai throne for 
himself. While this may one day come to pass, at the moment, he is 
still loyal to the grand emperor, & is currently planning a military 
campaign to conquer the city of Raqam & its surroundings. He is 
mostly concerned with amassing personal power in the form of 
arcane mastery. His progress in the Secret Art is stymied at the 
moment by his spellbook, which is nearly full. He is hunting for 
another suitable book, & since wizardry is highly illegal, they are 
hard to come by. He cannot advance as either a wizard or an 
eldritch knight until he acquires another one, so he has directed his 
troops to capture all magic users alive, & to bring them to him. 
 
Combat Tactics 
Jaruq is a warrior, through & through. He prefers to wade into 
melee, closing with his enemies & looking them in the eyes as he 
dispatches them. His hands-on approach to combat can get his into 
trouble at times, so he is often backed by subordinate soldiers, 
charmed allies, or dominated slaves. He uses his falchion to 
surprising effect, throwing it with deadly accuracy or wielding it 
with both hands. He likes to use the element of surprise, hiding his 
advantages from his opponents, causing them underestimate his 
defenses. He will capture defeated opponents alive, if possible, so 
that he can enslave them for later torture & humiliation. 
 
Jaruq works to hide his mastery of the Secret Art, pretending to be 
a mere warrior. He hides behind his magic items, attributing any 
supernatural abilities to them. He uses subtle magic whenever 
possible, hiding flashier effects from the eyes of others at all costs. 
He prefers to use mind-affecting spells to convince others to do as 
he wants, which supplements his talents for intimidation. He will 
negate spell components whenever possible, via Silent Spell & 
Still Spell, so as to better disguise his arcane power. Before any 
major conflict, he will secretly cast as many defensive spells on 
himself as he can get away with. He will almost never cast buffs on 
those under his command, except in rare circumstances (non-
sentients, dominated allies, etc.) 
 
RACE: Human (Ostazai) male 
CLASS: Fighter 2/Wizard 5/Eldritch Knight 7 
ALIGNMENT: Lawful Evil 
DEITY: Johoum (Taj al-Caliph, non-practicing) 
SIZE: Medium 
AGE: 43 (born 312 AF) 
HEIGHT: 5’10” 
WEIGHT: 185 lbs. 
EYES: Brown 
HAIR: Black 

LANGUAGES: Common, Gnoolun, & Archaic 
HIT DICE: 10+1d10+5d4+7d6+28 (80HP) 
INITIATIVE: +7 
SPEED: 30’ 
ARMOR CLASS: 28 (+3 Dex, +3 natural, +9 armor, +3 shield); 
touch 13; flat-footed 25 
BASE ATTACK BONUS: +11 
GRAPPLE BONUS: +13 
ATTACK: +14 Throwing Returning Shock Scimitar (1d6+3 +1d6 
electricity, 18-20/×2, 10’ range increment, slashing) 
FULL ATTACK: +14/+11/+8 Throwing Returning Scimitar 
(1d6+3 +1d6 electricity, 18-20/×2, 10’ range increment, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +10, Reflex +10, Will +7 
ABILITIES: 
 Strength 17 (+3) 
 Dexterity 16 (+3) 
 Constitution 14 (+2) 
 Intelligence 18 (+4) 
 Wisdom 12 (+1) 
 Charisma 10 (+0) 
SKILLS: 95 points 

• Climb +6 
• Concentration +19 
• Intimidate +15 
• Knowledge (arcana) +14 
• Knowledge (history) +14 
• Knowledge (nobility & royalty) +21 
• Ride +8 
• Spellcraft +21 

FEATS: Bulwark Warrior (all techniques)**, Cleave, Eschew 
Materials, Improved Initiative, Lightning Reflexes, Power Attack, 
Scribe Scroll (bonus), Sharper Edge (×2)**, Silent Spell, Still 
Spell 
WEAPON: +1 Throwing Returning Shock Scimitar (32,315gp, 
1d6+3 +1d6 electricity, 18-20/×2, 4 lbs., slashing) 
ARMOR: 

• +1 Spell Resistance (SR19) Full Plate (37,650gp, +9, 
maximum dexterity bonus +1, check penalty -5, 35% 
AFC, speed 20’, 50lbs.) 

• +1 Animated Heavy Steel Shield (9,170gp, +3, check 
penalty -1, 15% ACF, 15 lbs.) 

EQUIPMENT: 
 8,390gp 

• Amulet of Natural Armor +3 (18,000gp) 
• Boots of Speed (12,000gp) 
• Gloves of Dexterity +4 (16,000gp) 
• Handy Haversack (2,000gp) 
• Periapt of Wisdom +2 (4,000gp) 
• 3 Potions of cure moderate wounds (900gp) 
• 2 Potions of cure serious wounds (1,500gp) 
• Ring of Mind Shielding (8,000gp) 
• Ring of Wizardry (I, 20,000gp) 
• Spellbook, Wizard’s (96 pages used (of 100), 0gp, 1 lb., 

disguised as a copy of the Hymns of War) 
SPELLS: 4/5/5/5/4/2/1 (Caster Level 11th, save DC14 + spell 
level) 

• 0th Level: acid splash, arcane mark, dancing lights, 
daze, detect magic, detect poison, disrupt undead, flare, 
ghost sound, light, mage hand, mending, message, 
open/close, prestidigitation, ray of frost, read magic, 
resistance, stinging breeze**, tally**, touch of fatigue 

• 1st Level: charm person, disguise self, disgust**, jump, 
shield, true strike, unseen servant 

• 2nd Level: bull’s strength, minor image, protection from 
arrows, resist energy 
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• 3rd Level: clairaudience/clairvoyance, fireball, heroism, 
suggestion 

• 4th Level: charm monster, confusion, greater 
invisibility, locate creature 

• 5th Level: dominate person, hold monster, teleport, 
ward object** 

• 6th Level: chain lightning, mass suggestion 

FAMILIAR: Ansari, a weasel (14HD, 33HP, AC17 (+2 size, +2 
Dexterity, +3 Natural Armor), BAB+11, Bite +13 melee (1d3-4), 
Fortitude +9, Reflex +5, Will +7, Intelligence 8 (-1), Attach, 
Deliver Touch Spells, Empathic Link, Share Spells, Speak with 
Master, Low-Light Vision, Scent, Agile, Improved Evasion, 
Weapon Finesse). 
 

 

Captain Raza, Commander of the Corsairs 
Quotes 

• “To arms, men! Tonight, we drink to the fallen!” 
• “What are you lookin’ at? Huh?!” 
• “That’ll be worth five lashes. You know the rules.” 
• “Oh, ho! Looks like we’ve got ourselves a fat haul, 

men.” 
 
Background 
Raza has been serving on sailing vessels since he was a child, 
when the industry was in its relative infancy. He started as a lowly 
swabbie, working his way up to a deck hand, then a boatswain, 
then a first mate, & finally a captain of his own ship, the Deeper 
Wound. He is now the master of a hidden pirate village, 
Underdock, which as the name suggests is accessible to low-slung 
boats via an entrance beneath the docks when tides are low. It is 
located on a tiny island off the Lisan Coast, & is the home base of 
the Corsairs, a ragtag pirate cartel hailing from somewhere in the 
western seas. 
 
Personality 
Raza is usually quite drunk, claiming that it keeps him brave. This 
may indeed be true, as he is seemingly fearless in battle, often 
charging into melee against overwhelming odds. Among his crew 
he is violent & strict, but fair, & even generous if a raid is rather 
lucrative. He is feared & respected by the people under his 
command, but he is close to no one, preferring to maintain a 
professional distance from subordinates, who may be killed at any 
time in their hazardous vocation. He has a special hatred for 
lizardfolk, but other than that, he is not particularly racist. 
 
Appearance 
Raza’s clothes are disheveled, & his large captain’s hat is well-
worn & ill-fitting, falling off often. His eyes are heavy-lidded, as if 
he has slept poorly as of late. Short even for his race, he usually 
rides on the shoulders of his first mate, & often uses step stools get 
onto tables or access the steering wheel. 
 
Goals 
Raza & his Corsairs prey on the treasure-laden sailing vessels 
traveling along the Lisan Coast. They have staged several raids on 
the city-state of Luardo in particular, which have been especially 
profitable. He has no overarching plan, other than to get rich 
committing acts of piracy. He seems to genuinely enjoy the life of 
a pirate: sailing the open sea, raiding settlements, commanding the 
Corsairs, & fomenting chaos in his wake. 
 
Combat Tactics 
As said before, Raza is without fear when it comes to combat. He 
will usually open combat with his crossbow, but will switch to his 
scimitar if there are any lizardfolk to fight. He is fond of using his 
crossbow in melee, & will only use his scimitar (assuming that 
there are no lizardfolk around) if he cannot reload his crossbow in 
the thick of the fight. He orders his Corsairs to fight strategically, 
sending them to flanking positions so that he can employ sneak 
attacks. He will even use his companion, Prince Halal the squid, to 
grapple foes so he can shoot them with relative impunity. Needless 
to say, he doesn’t mind fighting dirty, & in fact he enjoys it. 

 
RACE: Kobold (Hijra) male 
CLASS: Ranger 6/Rogue 5 
ALIGNMENT: Neutral Evil 
DEITY: None (Atheist) 
SIZE: Small 
AGE: 32 (born 323 AF) 
HEIGHT: 2’6” 
WEIGHT: 44 lbs. 
EYES: Green 
HAIR: N/A (Ochre scales) 
LANGUAGES: Common & Alhaggi 
HIT DICE: 8+5d8+5d6+11 (59HP) 
INITIATIVE: +8 
SPEED: 60’ 
ARMOR CLASS: 22 (+1 size, +4 Dex, +5 armor, +2 shield); 
touch 12; flat-footed 18 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +6 
ATTACK: +14 Keen Seeking Heavy Crossbow (1d8+4, 19-20/×2, 
120’ range increment, piercing) or +11 Bane (Lizardfolk) Scimitar 
(1d4+1, 18-20/×2, slashing) 
FULL ATTACK: +14/+9/+4 Keen Seeking Heavy Crossbow 
(1d8+4, 19-20/×2, 120’ range increment, piercing) or +11/+6/+1 
Bane (Lizardfolk) Scimitar (1d4+1, 18-20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +7, Reflex +13, Will +5 
ABILITIES: 

• Strength 12 (+1) 
 Dexterity 19 (+4) 
 Constitution 12 (+1) 
 Intelligence 10 (+0) 
 Wisdom 16 (+3) 
 Charisma 10 (+0) 
SKILLS: 94 points 

• Appraise +9 
• Balance +7 
• Bluff +14 
• Hide +13 
• Intimidate +5 
• Knowledge (Nature) +7 
• Listen +10 
• Sleight of Hand +9 
• Spot +17 
• Survival +16 
• Tumble +20 
• Use Rope +7 

FEATS: Endurance (bonus), Improved Critical (crossbow), 
Improved Initiative, Point Blank Shot, Stalking Panther (all 
techniques)**, Track (bonus) 
WEAPON: 
 +1 Keen Seeking Heavy Crossbow (18,350gp, 1d8+4, 
19-20/×2, 120’ range increment, 4 lbs., piercing) 
 +1 Bane (Lizardfolk) Scimitar (8,315gp, 1d4+1, 18-
20/×2, 2 lbs., slashing) 
ARMOR: 
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• +2 Shadow Studded Leather (7,925gp, +5, maximum 
dexterity bonus +5, check penalty --0, 15% AFC, speed 
30’, 10lbs.) 

• Arrow Catching Buckler (4,165gp, +2, check penalty 0, 
5% ACF, 2½ lbs.) 

EQUIPMENT: 
 3,885gp 
 Adimas Loop (3,200gp)** 
 Boots of Swiftness (9,600gp)** 
 100 Crossbow Bolts (10gp) 
 Gloves of Dexterity +2 (4,000gp) 
 Oil of greater magic weapon +4 (2,400gp) 
 2 Potions of cure moderate wounds (600gp) 
 Potion of cure serious wounds (750gp) 
 Ring of Swimming (2,500gp) 
SPELLS: 2 (Caster Level 3rd, save DC13 + spell level) 
RACIAL FEATURES: Darkvision 60’ 
CLASS FEATURES: 

 Favored Enemy (Lizardfolk): +4. 
 Wild Empathy. 
 Combat Style (Archery). 
 Improved Combat Style (Archery). 
 Sneak Attack: +3d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +1. 
 Uncanny Dodge. 
ANIMAL COMPANION: Prince Halal, a squid (5HD, 22HP, 
AC19 (+4 Dexterity, +5 Natural Armor), BAB+3, Arms +5 melee 
(0) & Bite +0 melee (1d6+1), Fortitude +4, Reflex +8, Will +2, 
Intelligence 1 (-5), Evasion, Improved Grab, Link, Share Spells, 
Trick: Attack, Trick: Come, Inkcloud, Jet, Low-Light Vision, 
Alertness, Endurance). 
 

 

Amir the White 
Quotes 

• “You hear me, & you hear me well. It’s not for the 
coin. It’s for the point of the thing.” 

• “Ah, the emperor himself will feel this for sure.” 
• “Steer towards the sea, & I’ll spare your vessel. Steer 

towards the shore, & I’ll pick your bones clean.” 
• “Nothing personal, mate. It’s for the cause. I hope that 

that brings some cold comfort to your heart, but I’ll 
understand if it doesn’t.” 

 
Background 
Years ago, when Amir the White was young, he & his family were 
captured & enslaved by Ostazai Empire. They were forced to work 
from dawn until dusk, & subjected to brutal working conditions. 
Amir himself was tortured several times, & he witnessed the 
violent deaths of his sister & father. He made a vow to avenge his 
family, & was eventually able to escape. 
 
Much later, he joined a guerilla force fighting the Ostazai named 
the Broken Shackle, & he quickly rose through the ranks. He is 
now the commodore of the Broken Shackle, & he commands a 
small strike force of four ships: the Moon-Crossed Lover, the 
Twilight Warrior, the Lady of the Pearl, & his flagship, the Black 
Phantom. They mostly raid settlements on & around the Nizal 
Peninsula, & will do almost anything to undermine the empire & 
its foul influence. 
 
Personality 
Amir is extremely driven & focused, almost to a fault. He is 
obsessed with bringing down the Ostazai Empire, & is willing to 
take risks & make sacrifices to accomplish that. He is kind to the 
people under his command, who are mostly serving him as a 
means of committing piracy, & they respect him & his leadership. 
He is much more reserved than his raucous allies, & only rarely 
joins in any post-raid revelry. He tends to be fairly introspective & 
bookish during his rare downtime, & he often studies ancient texts, 
looking for valuable pieces of forgotten lore. 
 
Appearance 
Amir’s fur is blindingly white, like freshly-fallen snow, & his 
pink-tinted eyes are wild, like those of a madman. He bears many 
scars, most of which are hidden beneath his fur, & only peak out 
occasionally. His ears have several cuts taken out of them, & his 
tail is entirely missing. 
 
Goals 

Amir has a vendetta against the Ostazai Empire, & is zealously 
working to bring it down. He has vowed to not rest until the empire 
has fallen, its leaders have been slain, & its slaves have been 
liberated. To that end, he actively prevents any sailing vessels or 
barges from approaching the Ostazai, & he periodically pillages 
cargo vessels along the southeast coast, but does so mainly to keep 
up his force’s supplies & to disguise his true goals. While most 
governments disregard him as a simple pirate & a nuisance, he has 
become something of a folk hero to the oppressed slave population 
in Ostaz, Mamluk, & other imperial settlements. 
 
Combat Tactics 
Amir is cool & methodical in battle, an unflappable combatant 
who will wait for a choice opportunity & then strike with deadly 
force. He uses his rapier to great effect, dispatching opponents with 
an air of efficient grace. A favorite tactic of his is to throw out his 
net & then slaying his foes while they are tangled up in it. He also 
can take to the air with his Carpet of Flying & Latching Rod, 
surprising his enemies & keeping them off-guard with his many & 
varied magic items. This measured use of unpredictability has 
served him well over the years, & he is always looking for new 
ways to keep opponents on their toes. 
 
RACE: Gnoll (Nahr) male 
CLASS: Rogue 17 
ALIGNMENT: True Neutral 
DEITY: Adimas 
SIZE: Medium 
AGE: 24 (born 331 AF) 
HEIGHT: 7’3” 
WEIGHT: 287 lbs. 
EYES: Pink (Albino) 
HAIR: White (Albino) 
LANGUAGES: Common & Gnoolun 
HIT DICE: 6+16d6+17 (79HP) 
INITIATIVE: +13 
SPEED: 30’ 
ARMOR CLASS: 20 (+4 Dex, +1 natural, +5 armor); touch 14; 
flat-footed 16 
BASE ATTACK BONUS: +12 
GRAPPLE BONUS: +12 
ATTACK: +16 Lethal** Rapier (1d6+1, 18-20/×2, piercing) 
FULL ATTACK: +16/+11/+6/+1 Lethal** Rapier (1d6+1, 18-
20/×2, piercing) or +16 MW Net (entanglement, 10’ range 
increment) & +11/+6/+1 Lethal** Rapier (1d6+1, 18-20/×2, 
piercing) 
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SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +14, Will +5 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 18 (+4) 
 Constitution 12 (+1) 
 Intelligence 14 (+2) 
 Wisdom 10 (+0) 
 Charisma 11 (+1) 
SKILLS: 160 points 

• Balance +12 
• Bluff +11 
• Diplomacy +11 
• Hide +18 
• Knowledge (Geography) +7 
• Listen +20 
• Move Silently +18 
• Sleight of Hand +10 
• Spot +20 
• Survival +8 
• Swim +10 
• Tumble +20 
• Use Magic Device +21 
• Use Rope +10 

FEATS: Combat Expertise, Combat Reflexes, Fighting Dirty (all 
techniques)**, Improved Disarm, Improved Initiative, Parry**, 
Weapon Finesse 
WEAPON: 
 +1 Lethal** Rapier (72,320gp, 1d6+1, 18-20/×2, 2 lbs., 
piercing) 
 MW Net (320gp, entanglement, 10’ range increment, 6 
lbs.) 
ARMOR: Greater Shadow Scale Mail (34,950gp, +5, maximum 
dexterity bonus +3, check penalty -3, 25% AFC, speed 20’, 30lbs.) 

EQUIPMENT: 
 1,210gp 
 Carpet of Flying 5’×5’ (20,000gp) 
 Compass Ring (2,100gp) 
 Dishdasha of Insight (9,400gp)** 
 2 Jewels of Light (5,500gp)** 
 Juxtaposition Staff (48,600gp)** 
 Latching Rod (22,850gp)** 
 2 Oils of magic vestment +5 (3,000gp) 
 5 Potions of cure serious wounds (3,750gp) 
 Ring of Improved Jumping (10,000gp) 
 Rod of Thunder & Lightning (33,000gp) 
 Scabbard of Swiftness (18,000gp)** 
 Staff of Charming (16,500gp) 
 Wind Medallion (38,500gp)** 
RACIAL FEATURES: 

• Darkvision 60’ 
• Social Acumen (Ex): +2 circumstance bonus to 

Diplomacy & Sense Motive checks made when dealing 
with members of another culture. Gnolls are canny & 
adaptable in social situations. 

CLASS FEATURES: 
 Sneak Attack: +10d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +5. 
 Uncanny Dodge. 
 Improved Uncanny Dodge. 
 Special Ability: Improved Evasion. 
 Special Ability: Skill Mastery (Move Silently, Sleight 
of Hand, Swim, Tumble, Use Magic Device). 
 Special Ability: Bonus Feat (Improved Disarm). 
 

Ras Shasad 
Quotes 

• “Get your hands off of that, you dolt! Don’t you know 
what that is?” 

• “The tales that are told of me are true, but the legends 
are all lies.” 

• “The dark years don’t seem so dark anymore. At least, 
not to me…” 

• “The rains fall where they must. And they fall 
everywhere eventually.” 

 
Background 
The legendary lizardwoman known as Ras Shasad was born in 
Rasaljathi in the waning years of the Admajai Empire. A lifelong 
follower of Pashati in a city dedicated to Sidaru, she was 
something of an eccentric outsider even in her youth. Despite her 
urban upbringing, she was attracted to the natural world, & soon 
joined a druidic order, eventually becoming a full-fledged priestess 
under the tutelage of the legendary Oud Zakat. Her initial tenure 
was unremarkable, but soon afterward, the Pactspell tore the 
empire apart & the Ten Dark Years began. 
 
It was then that Shasad came into her own as the great heroine of 
her day. She ceaselessly traveled the devastated imperial lands, 
aiding the sick & wounded, gathering survivors, & combating the 
hordes of ghuls that were unleashed by the devastation. She fought 
valiantly in the Battle of the Light, which ended the dark years, & 
was instrumental in winning that decisive victory. Ever since then, 
she has been a stalwart warrior in the fight for good, an ageless & 
enduring symbol of compassion & love of nature. 
 

Personality 
Shasad is blunt, brusque, & sometimes belligerent, but she cares 
deeply for nature, the world, & the people who live on it. A 
powerful force for good on Siraaj, & her kindness is seen in her 
deeds, if not always in her words. She is diligent in her chosen 
duties, & is venerated as a saint by many, as her exploits have 
almost become the stuff of epic myth. She chafes at the adoration 
that she receives, preferring to work without constant fanfare, & so 
she sometimes travels anonymously, helping people & battle the 
forces of darkness under many different guises. She is also 
growing tired of the constant struggle against the myriad forces of 
darkness, which is taking its toll on her. She has lived for several 
lifetimes, & the burden of so many years of conflict weigh on her. 
 
Appearance 
Shasad stands up straight, seemingly unburdened by the weight of 
all her years, & her scales are polished to a shiny luster. Her eyes 
betray her immense age, however, as they have a wisdom (& a 
weariness) that is unknown to the young. She is usually clad in 
simple dark blue robes, with a black cloak around her shoulders & 
a hood that is always up. 
 
Goals 
Shasad is many things to many people, & so few people 
understand what she is actually working towards, preferring their 
own version of her in their mind’s eye. Her ultimate objective is 
actually rather simple: to prevent the destruction of the Ten Dark 
Years from ever reoccurring. She witnessed the carnage & its 
aftermath firsthand; she saw the sky grow dim with smoke & ash, 
the piles of mangled bodies, the hordes of ghuls slaughtering entire 
towns, the people dying from famine & sickness. Thus she has 
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labored for nearly four centuries to ensure that such bloodshed & 
ruin never happen again. To that end, she is often found near lands 
at the brink of war, trying to end hostilities & thwart any conflict 
before it starts. 
 
Combat Tactics 
Shasad is an implacable foe, & while she is still a mortal being, she 
fights like an embodiment of divine fury. Nowadays, many 
opponents surrender to her will rather than face certain death at her 
end of her staff. While she finds armed conflict distasteful, she 
understands that it is often necessary, & has become frighteningly 
skilled at it over the years. 
 
Unlike many consummate druids, she does not often use her Wild 
Shape, preferring to fight in her normal form unless in dire 
circumstances. She also employs her roc companion, Jurthi, to 
hamper & intimidate foes. Most importantly, she has a vast 
collection of magic items, which she uses as the circumstances 
warrant them. She can use them to create a stone golem, open 
locked doors, make a river flow once again, summon an efreet, or 
even blot out the sun. 
 
RACE: Lizardfolk (Sheqarai) female 
CLASS: Druid 17/Master of the Wastes 10*** 
ALIGNMENT: Neutral Good 
DEITY: Pashati 
SIZE: Medium 
AGE: 461 (born 723 IR) 
HEIGHT: 5’5” 
WEIGHT: 134 lbs. 
EYES: Amber 
HAIR: N/A (Pine Green scales) 
LANGUAGES: Alhaggi, Archaic, Common, Draconic, & Druidic 
HIT DICE: 8+16d8+10d12+189 (334HP) 
INITIATIVE: +9 
SPEED: 30’ 
ARMOR CLASS: 28 (+5 Dex, +5 natural, +8 armor); touch 15; 
flat-footed 23 
BASE ATTACK BONUS: +22 
GRAPPLE BONUS: +28 
ATTACK: +32 Disruption Thundering or +31 Merciful Speed 
Darkwood Quarterstaff (1d6+7/1d6+6, ×2, bludgeoning) (+28 & 
+23 as a double weapon, respectively) or +32 Distance Shocking 
Burst Seeking Darkwood Composite Longbow (1d8+11, ×3, 220’ 
range increment, piercing) 
FULL ATTACK: +28/+18 Disruption Thundering & +23/+13 
Merciful Speed Darkwood Quarterstaff (1d6+10/1d6+9, ×2, 
bludgeoning) or +32/+27/+22/+17 Distance Shocking Burst 
Seeking Darkwood Composite Longbow (1d8+11, ×3, 220’ range 
increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +30, Reflex +14, Will +29 
ABILITIES: 

• Strength 22 (+6) 
 Dexterity 20 (+5) 
 Constitution 25 (+7) 
 Intelligence 32 (+11) 
 Wisdom 39 (+14) 
 Charisma 18 (+4) 
SKILLS: 180 points 

• Balance +20 
• Concentration +22 
• Handle Animal +23 
• Heal +29 
• Jump +16 
• Knowledge (Nature) +33 
• Listen +33 

• Ride +24 
• Spot +30 
• Survival +48 (+52 in deserts) 
• Swim +25 

FEATS: Blessed by Fate**, Desert Nomad**, Diehard, 
Endurance, Great Fortitude, Grim Determination**, Improved 
Initiative, Never Say Die**, Self-Sufficiency, Track 
WEAPON: 
 +4 Disruption Thundering / +3 Merciful Speed 
Darkwood Quarterstaff (196,620gp, 1d6+10/1d6+9, ×2, 2 lbs., 
bludgeoning) 
 +5 Distance Shocking Burst Seeking Darkwood 
Composite Longbow (162,420gp, 1d8+11, ×3, 220’ range 
increment, 1½ lbs., piercing) 
ARMOR: +5 Greater Fire Resistance Heavy Fortification Hide 
(166,165gp, +8, maximum dexterity bonus +4, check penalty -2, 
20% AFC, speed 20’, 25lbs.) 
EQUIPMENT: 
 526,588gp 
 40 Arrows (2gp) 
 Amulet of Health +6 (36,000gp) 
 Bag of Holding IV (10,000gp) 
 Bag of Tricks, tan (6,300gp) 
 Belt of Giant Strength +6 (36,000gp) 
 Boots of Striding & Springing (5,500gp) 
 Bottle of Air (7,250gp) 
 Candle of Calm (14,410gp)** 
 Candle of Truth (2,500gp) 
 Cloak of Resistance +5 (25,000gp) 
 Decanter of Endless Water (9,000gp) 
 Dust of Dryness (850gp) 
 Earth Medallion (28,250gp)** 
 Efficient Quiver (1,800gp) 
 Efreeti Bottle (145,000gp) 
 Gem of Seeing (75,000gp) 
 Gloves of Dexterity +6 (36,000gp) 
 Golem’s Heart: Sandstone (53,000gp)** 
 Headband of Intellect +6 (36,000gp) 
 4 Incenses of Meditation (19,600gp) 
 4 Jewels of Light (11,000gp)** 
 Keffiyeh of Understanding (29,000gp)** 
 Key of All Locks (24,000gp)** 
 Latching Rod (22,850gp)** 
 2 Marvelous Pigments (8,000gp) 
 Necklace of Adaptation (9,000gp) 
 Orb of Twilight (36,000gp)** 
 Pearl of Power: Two Spells (70,000gp) 
 Periapt of Wisdom +6 (36,000gp) 
 Potion of barkskin +5 (1,200gp) 
 5 Potions of cure serious wounds (3,750gp) 
 2 Potions of protection from arrows 15/magic 
(3,000gp) 
 3 Potions of resist energy (acid) 30 (3,300gp) 
 3 Potions of resist energy (cold) 30 (3,300gp) 
 3 Potions of resist energy (electricity) 30 (3,300gp) 
 3 Potions of resist energy (sonic) 30 (3,300gp) 
 Ring of Elemental Command: Earth (200,000gp) 
 Ring of Djinni Calling (125,000gp) 
 Rod of Absorption (50,000gp) 
 Scroll of astral projection (4,870gp) 
 Scroll of energy drain (3,825gp) 
 2 Scrolls of gate (17,650gp) 
 Scroll of summon monster IX (3,825gp) 
 3 Scrolls of true resurrection (86,475gp) 
 Staff of the Sudden Dream (41,600gp)** 
 Stone of Good Luck (20,000gp) 
 Sustaining Spoon (5,400gp) 
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 Tome of Clear Thought +5 (137,500gp) 
 Tome of Leadership & Influence +5 (137,500gp) 
 Tome of Understanding +5 (137,500gp) 
 2 Universal Solvents (100gp) 
 Vestments, Druid’s (10,000gp) 
 Wand of restoration (26,000gp) 
 Wand of wall of ice (21,000gp) 
 Wind Fan (5,500gp) 
RACIAL FEATURES: 
 +2 on saves to resist the effects of poison. 
 Natural Weapons: Bite (1d4 + Strength).  
 Cold-Blooded: Lizardfolk are mesothermic, meaning 
that they can only partially regulate their internal body 
temperature. For them, the ambient temperature is considered one 
category colder than it actually is. However, they only suffer from 
cold exposure in temperatures below 40°F. 
 Hold Breath (Ex): A lizardfolk can hold its breath for 
a number of rounds equal to four times its Constitution score 
before it risks drowning. 
 Musk: A lizardfolk exudes certain oils from its skin 
that have a faint but distinct odor. This allows them to be more 
easily tracked, granting a +4 circumstance bonus to such checks. 
 Water Dependence: A lizardfolk must ingest a 
minimum one gallon of water a day or suffer a cumulative -1 Con 
penalty. A full day of rest with complete hydration is necessary to 
eliminate this penalty. NOTE: This is negated by the Fasting class 
feature. 
SPELLS: 

• Druid Spells: 6/8/7/7/7/6/5/4/3/2 (Caster Level 27th, 
save DC19 + spell level) 

• Master of the Waste Spells: 8/8/4 (Caster Level 27th, 
save DC25 + spell level) 

CLASS FEATURES: 
 Nature Sense. 
 Wild Empathy. 
 Woodland Stride. 
 Trackless Step. 
 Resist Nature’s Lure. 
 Wild Shape (T/S/M/L/H, 5/day, Elemental 1/day, 
Plant). 
 Venom Immunity. 
 A Thousand Faces. 
 Timeless Body (frozen at Old). 
 Hardiness. 
 Survival. 
 Commune with Nature. 
 Command of the Wastes. 
 Improved Survival. 
 Thermal Extremist. 
 Powerful Fortitude (3/day). 
 Preternatural Fortitude. 
 Scoured Skin (SR30). 
ANIMAL COMPANION: Jurthi, a roc (18HD, 207HP, AC17 (-4 
size, +2 Dexterity, +9 Natural Armor), BAB+13, 2 Talons +21 
melee (2d6+12) & Bite +19 melee (2d8+6), Fortitude +18, Reflex 
+13, Will +9, Intelligence 2 (-4), Link, Share Spells, Trick: 
Defend, Low-Light Vision, Alertness, Flyby Attack, Iron Will, 
Multiattack, Power Attack, Snatch, Wingover, Hide -3, Listen +10, 
Spot +14). 
 
 
 
 

Ali Jaruq 
Quotes 

• “If this city’s ever going to change, it’s going to need 
someone with the will to change it.” 

• “Look at my face. What do you see? A monster? A 
beast? Something to be put down for your glory? Or do 
you see something more? Do you see the soul that hides 
behind the ghul’s eyes?” 

• “I need no such worldly things. The air provides 
everything that I could ever want.” 

• “Let the sultan do what he pleases, & let me do what I 
please. We both know what is right.” 

 
Background 
Ali Jaruq was born into poverty near the City of God, & lived in 
squalor for most of his childhood. His father abandoned him & his 
human mother when he was an infant, & his mother was forced to 
make ends meet any way that she could. They moved to the Numar 
District (AKA “Ghultown”), where Ali’s mother soon became a 
prostitute in order to stave off starvation. Ali was persecuted for 
his strange appearance, as well as his lowly status as the son of a 
prostitute. He fought back against his bullies, & it appeared that 
the rage in his heart would soon turn him into a lifelong criminal. 
 
But a kindly Waharimite priest saw potential in Ali, & offered to 
take him under his wing. He moved into a temple dedicated to the 
Lord on the Mountain many miles to the north, past the Zuhahul 
Hills, where he studied for over a decade to become a monk. 
Eventually, he learned to focus his inner anger & channel it into 
performing acts of good. Years later, he returned to his childhood 
home in the City of God to find his mother, but she had been 
murdered not long after he left. He saw that the Numar District had 
been neglected by the sultan & his government, & as a result, it 
had deteriorated even further into chaos & blight. It was then that 

he pledged to end the cycle of poverty & crime that plagued 
Ghultown, & to prevent the circumstances that led to his childhood 
misery from happening again. 
 
Personality 
Ali is an ascetic disciple of Waharim, at peace with himself & the 
world around him. He has harnessed his baser emotions into a firm 
resolve to better those in need, & he works tirelessly to that end. 
He has worked hard to overcome his own personal discrimination, 
so he is quick to defend against racial prejudice. He takes great 
pleasure in the simple things in life, & has little appreciation for 
luxuries or vices, preferring meditation & prayer. His patience 
does have limits, however, & he has expressed frustration with the 
sultanate & his ministers from time to time. Some might say that 
he is humorless, but he has been known to smile at a welcome 
breeze or a newfound piece of uncovered lore. 
 
Appearance 
Ali has pale gray skin & many piercings in both ears. His long 
black hair is tied back in a braided queue that falls most of the way 
down his back. He wears simple white monk’s robes, & is usually 
barefooted. 
 
Goals 
Ali now struggles to develop the Numar District & improve the 
lives of those who live there. He fights against the stigma or crime 
& poverty regarding his neighborhood, hoping to one day 
eliminate the district’s many ills. To that end, he seeks to increase 
guard watch, keep the district clean, prevent criminal activity, & 
help the poor. These efforts have not gone unnoticed by the city’s 
leaders, & they have been publicly supportive, although their 
pledges of assistance have yet to be realized. A rumor has been 
spreading that the sultan & his ministers are angry with him for 
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shedding a bad light on this situation, embarrassing the city & its 
government. There is even some word that the sultanate may be 
looking for ways to neutralize him, before he tarnishes their 
reputation further. 
 
Combat Tactics 
Ali is an adept combatant, both armed & unarmed & he uses the 
Swift Wind style, which favors sweeping movements & passive, 
flowing stances. He is particularly skilled at knocking opponents 
prone, either with a trip or a Surging Palm. His ghul heritage also 
contributes to his fighting prowess, as he often uses his innate 
abilities, such as obscuring mist & gust of wind, to keep foes off-
balance. 
 
RACE: Half-Ghul male 
CLASS: Monk 6 
ALIGNMENT: Lawful Good 
DEITY: Waharim (Jabal) 
SIZE: Medium 
AGE: 43 (born 312 AF) 
HEIGHT: 6’6” 
WEIGHT: 251 lbs. 
EYES: Red 
HAIR: Black 
LANGUAGES: Common & Ghul 
HIT DICE: 8+5d8+15 (45HP) 
INITIATIVE: +2 
SPEED: 50’ 
ARMOR CLASS: 18 (+2 Dex, +3 Wis, +1 monk, +2 armor); 
touch 16; flat-footed 16 
BASE ATTACK BONUS: +4 
GRAPPLE BONUS: +6 
ATTACK: +7 Quarterstaff (1d6+3/1d6+2, ×2, bludgeoning) 
FULL ATTACK: +7/+2 Quarterstaff (1d6+3/1d6+2, ×2, 
bludgeoning) or +7 Sling (1d4+2, ×2, 50’ range increment, 
bludgeoning) or +5/+5 unarmed strike (1d8+2, ×2, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +9, Reflex +9, Will +12 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 14 (+2) 
 Constitution 14 (+2) 
 Intelligence 13 (+1) 
 Wisdom 16 (+3) 
 Charisma 10 (+0) 

SKILLS: 45 points 
• Balance +8 
• Diplomacy +9 
• Jump +7 
• Knowledge (Religion) +7 
• Listen +10 
• Spot +10 
• Tumble +11 

FEATS: Base Vasrah**, Forceful Hand**, Improved Trip, 
Improved Unarmed Strike (bonus), Second Vasrah**, Stunning 
Fist, Surging Palm**, Toughness (bonus) 
WEAPON: 
 +1 Quarterstaff (2,600gp, 1d6+3/1d6+2, ×2, 2 lbs., 
bludgeoning) 
 +1 Sling (2,300gp, 1d4+2, ×2, 50’ range increment, 0 
lbs., bludgeoning) 
ARMOR: N/A 
EQUIPMENT: 
 49gp 
 100 Sling Bullets (1gp) 
 Bracers of Armor +2 (4,000gp) 
 Cloak of Resistance +2 (4,000gp) 
 Potion of cure light wounds (50gp) 
RACIAL FEATURES: 

• Ghul Blood 
• Elemental Resistance (cold 5 & fire 5) 
• Spell-Like Abilities 

o At Will: darkness, detect magic, obscuring 
mist 

o 1/Day: gust of wind (DC13) 
o Caster level 8th. The save DCs are Charisma-

based. 
CLASS FEATURES: 
 Flurry of Blows (+5/+5). 
 Unarmed Strike (Improved Unarmed Strike, +6, 
1d8+2). 
 Evasion. 
 Still Mind. 
 Ki Strike (Magic). 
 Slow Fall (30’). 
 Purity of Body. 
LEVEL ADJUSTMENT: +2 
 

 

Zafar Asim 
Quotes 

• “I make the rules here, friend. First rule: I get paid up 
front. Second rule: I don’t like rules.” 

• “The desert is a vast empty place. Anything can happen 
out there. You never know…” 

• “You’d better watch out, friend. You wouldn’t want 
anything bad to happen, would you?” 

• “Well, if that’s our game, then I’d better get some more 
coin for the trouble.” 

 
Background 
Zafar Asim came from a nomadic tribe of kobolds that wandered 
across the Northern Wastes in a yearly migration. He was one of 
their most skilled hunters, able to stalk & fell wild beasts with 
apparent ease. He was particularly adept at hunting sarsaoks, 
ankhegs, basilisks, & other magical beasts. His talents brought him 
great acclaim & status within the tribe, but he was exiled for a 
scandal involving the chief’s daughters. 
 

Zafar wandered the desert alone for some time, growing bitter over 
his fall from grace, until he came across the city of Alaqur. He 
quickly became the most successful hunter in Alaqur’s history, as 
well as one of the longest lasting. He is one of the few hunters to 
survive an attack from the desert dragons, & is the only one to 
have brought back a desert dragon’s head as a trophy. He 
sometimes serves as a guide for less experienced hunters, although 
his clients have a tendency to not return from their expeditions. 
 
Personality 
Zafar is a brooding, grim hunter, devoid of compassion or 
kindness. He is cruel & cold-hearted, stalking his prey without 
mercy or remorse, & calmly dispatching them with his axe. He 
doesn’t speak more than absolutely necessary, & is often silent for 
hours at a time, which only adds to the unsettling tension that he 
engenders in those around him. He doesn’t spend much time in 
town, only staying long enough to collect his bounties, gather 
supplies, & pick up customers. This is just as well, because the 
townsfolk universally consider him unpleasant & disturbing, as if 
he were just as monstrous as the beasts he slays. 
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Appearance 
Zafar has hard, cruel eyes, devoid of any emotion, like those of a 
vulture. He is usually clad in a stained suit of black studded leather 
with tall boots, a dark cloak tied at the shoulder, & a plain white 
keffiyeh on his head. He is often seen chewing on a leaf from a 
desert shrub. His compact body is covered in crisscrossing scar, a 
testament to his countless hunts. 
 
Goals 
Zafar doesn’t have any long-term agenda. He is content with his 
current circumstances, & would gladly continue has lucrative 
practice indefinitely. His “goals” are perhaps better explored by 
reviewing his routine: he comes to town, unwinds in a local 
hookah bar while waiting for customers to approach him, takes his 
fees up-front, leads his clients out into the wild, instructs them on 
how to properly stalk & kill their prey, possibly kills his customers 
if they become especially annoying to him, & then he returns to the 
city to repeat the cycle. He occasionally breaks up his routine by 
hunting more dangerous game by himself in order to keep his skills 
sharp & maintain his reputation, which keeps him out of Alaqur 
when his antisocial behavior becomes particularly reprehensible to 
the local authorities. 
 
Combat Tactics 
Zafar is a cold-blooded methodical killer, one who calmly surveys 
the battlefield, chooses his targets, & dispatches them efficiently & 
without fanfare. While he specializes in slaying magical beasts, he 
has a falchion that is especially effective against humans (which, 
incidentally, are his most common clients). He is incredibly skilled 
at stalking & killing undetected, able to sneak up on his targets 
without being seen until it is too late. This is aided by his 
equipment, which includes several potions of invisibility. He likes 
to surprise his foes, who think of him as a dispassionate hunter, by 
flying into a murderous rage once he gets within melee range. 
 
RACE: Kobold (Hijra) male 
CLASS: Barbarian 4/Ranger 11 
ALIGNMENT: Chaotic Evil 
DEITY: Limalia (The Wayfarers, non-practicing) 
SIZE: Small 
AGE: 37 (born 318 AF) 
HEIGHT: 2’9” 
WEIGHT: 55 lbs. 
EYES: Red 
HAIR: N/A (Orange scales) 
LANGUAGES: Common & Alhaggi 
HIT DICE: 12+3d12+11d8+38 (119HP) 
INITIATIVE: +5 
SPEED: 40’ 
ARMOR CLASS: 26 (+1 size, +1 Dex, +7 natural, +2 deflection, 
+5 armor); touch 14; flat-footed 25 
BASE ATTACK BONUS: +15 
GRAPPLE BONUS: +13 
ATTACK: +18 Destructive** Furious** Battleaxe (1d6+4, ×3, 
slashing) or +18 Bane: Human Falchion (2d3+4, 18-20/×2, 
slashing) 
FULL ATTACK: +18/+13/+8/+3 Destructive** Furious** 
Battleaxe (1d6+4, ×3, slashing) or +18/+13/+8/+3 Bane: Human 
Falchion (2d3+4, 18-20/×2, slashing) 
SPACE/REACH: 5’/5’ 

SAVING THROWS: Fortitude +17, Reflex +13, Will +10 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 13 (+1) 
 Constitution 16 (+3) 
 Intelligence 10 (+0) 
 Wisdom 14 (+2) 
 Charisma 8 (-1) 
SKILLS: 94 points 

• Appraise +5 
• Hide +15 
• Jump +7 
• Knowledge (Arcana) +10 
• Listen +15 
• Move Silently +14 
• Ride +12 
• Survival +20 
• Tumble +17 

FEATS: Endurance (bonus), Imposing Rage (all techniques)**, 
Improved Critical, Improved Initiative, Iron Will, Power Attack, 
Stalking Panther (all techniques)**, Track (bonus) 
WEAPON: 
 +2 Destructive** Furious** Battleaxe (32,310gp, 
1d6+4, ×3, 3 lbs., slashing) 
 +2 Bane: Human Falchion (18,375gp, 2d3+4, 18-20/×2, 
4 lbs., slashing) 
ARMOR: Armor of Warding (+2 Studded Leather (22,175gp, +5, 
maximum dexterity bonus +5, check penalty -0, 15% AFC, speed 
30’, 20lbs.))** 
EQUIPMENT: 
 8,775gp 
 Agal of Rapid Wellness (17,500gp)** 
 Amulet of Natural Armor +6 (36,000gp) 
 Cloak of Resistance +3 (9,000gp) 
 Gloves of Rebuke (8,200gp)** 
 Leaping Boots (19,700gp)** 
 2 Potions of fly (1,500gp) 
 5 Potions of invisibility (1,500gp) 
 Ring of Protection +2 (8,000gp) 
 Tears of Shera Hazadi (7,040gp)** 
SPELLS: 2/2/0 (Caster Level 5th, save DC12 + spell level) 
RACIAL FEATURES: Darkvision 60’ 
CLASS FEATURES: 
 Rage (5/day). 
 Uncanny Dodge. 
 Trap Sense +1. 
 Favored Enemy (Magical Beast): +6. 
 Wild Empathy. 
 Combat Style (Two-Weapon Combat). 
 Improved Combat Style (Two-Weapon Combat). 
 Woodland Stride. 
 Swift Tracker. 
 Evasion. 
 Combat Style Mastery (Two-Weapon Combat). 
ANIMAL COMPANION: Sandracer, a camel (5HD, 32HP, 
AC16 (-1 size, +4 Dexterity, +3 Natural Armor), BAB+3, Bite +1 
melee (1d4+2), Fortitude +6, Reflex +7, Will +1, Intelligence 2 (-
4), Evasion, Link, Share Spells, Trick: Seek, Trick: Track, Low-
Light Vision, Scent, Alertness, Endurance). 
 

 

Qaled al-Shayq 
Quotes 

• “May the day smile upon you, my child.” 
• “I don’t recall the exact passage right now…” 

• “It’s getting late, & I have a prior appointment. Let us 
continue this discussion another time.” 

• “Gold reflects the light of day most clearly, my child.” 
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Background 
Qaled al-Shayq was born into the aristocracy, the son of a 
merchant prince from Fandaq & a vizier’s daughter. From an early 
age, he displayed an aptitude for business, able to deftly leverage 
capital in order to generate large profits with ease. He followed in 
his father’s footsteps (against his mother’s wishes) & took over the 
Shayq-owned businesses. His growing financial power led him to 
covet political power, & it wasn’t long before he found a ripe 
opportunity in the city of Aqur. 
 
While he didn’t invent the Aqurai commercial empire, which 
masquerades as a church of Akasha, he certainly perfected it to 
fine art. Soon after he joined as advising partner, profits hit record 
highs due to his savvy dealings, & the city itself became a more 
gainful investment, as well. Within three years, he became the 
Head Minister of Aqur, solidifying his position expanding 
mercantile operations into new markets (& eliminating a few key 
rivals). The church has never been more profitable, the city looks 
better & has a better reputation that it has been in decades, & real 
business of the church has never been better hidden. All of this has 
made Qaled more popular with the citizens of Aqur, as well as his 
commercial colleagues, although a few of his staunchest enemies 
have grown to loathe him all the more venomously. 
 
Personality 
Qaled is extremely deceitful, lying & manipulating everyone 
around him almost as a matter of course. Even those closest to him 
don’t rightly know him, including his wife (or his mistresses) & 
children. On the outside, he appears to be a genial & pious 
gentleman, one who is eager to help the souls of everyone he 
meets, & is thought to pray for days at a time in his private 
chambers. In reality, he couldn’t care less for the wellbeing of 
others (except where it benefits himself), he spends much of his 
time arranging commercial deals or philandering, & he isn’t even 
very familiar with the tenets of Akashan dogma. 
 
Appearance 
Qaled’s hair is mostly hidden by an enormous mitered hat. He has 
a beatific & stately demeanor, with impeccable manners. He 
always wears a smile on his face, although it sometimes appears to 
be somewhat mirthless & ingenuine. He walks with a very slight 
limp, the result of an injury in his youth. 
 
Goals 
Qaled is attracted to power even more than most, & it is this 
ambition & greed that drives him. He would prefer to do away 
with the pretense of running a church, but for the time being, he is 
forced by cultural inertia to live with the religious façade. He plans 
to expand his mercantile empire’s influence in the region (&, by 
extension, his own influence); to that end, he is working to 
undermine the commercial operation in Fandaq & other nearby 
trade hubs. He often employs low-level “Akashan acolytes” to rob 
or otherwise sabotage caravans from those rival city-states, & even 
sometimes to conduct assassinations of key merchants & nobles. 
He rarely commits these acts in person, preferring the deniability 
of using unwitting pawns. He has also been selling several 
Akashan shrines to the Taj Sunnah for a tidy profit, thereby freeing 
him from the duties of administration at the cost of letting the 
Johoumites get a foothold in the city. 
 
Combat Tactics 
Qaled doesn’t fight his battles personally unless he is forced to by 
circumstances, favoring the use of bodyguards (usually fighters, 
other rogues, or assassins). His usually excuse is that he is a feeble 
old minister, more accustomed to matters of faith & politics than 
those of war; like almost everything that he says, this is a lie. On 

the rare occasions that he is pressed into armed conflict, he is a 
wily foe, surprisingly agile for someone of his age. He hides an 
enhanced short sword under his voluminous robes, which he can 
brandish with shocking speed. He will order any subordinates in 
earshot to flank his opponents with him, setting him up so that he 
can perform sneak attacks as often as possible. 
 
RACE: Human (Iludai) male 
CLASS: Aristocrat 1/Rogue 7 
ALIGNMENT: Chaotic Evil 
DEITY: Akasha (non-practicing) 
SIZE: Medium 
AGE: 52 (born 303 AF) 
HEIGHT: 5’11” 
WEIGHT: 224 lbs. 
EYES: Brown 
HAIR: White 
LANGUAGES: Common, Ghul, & Gnoolun 
HIT DICE: 8+7d6+4 (36HP) 
INITIATIVE: +3 
SPEED: 30’ 
ARMOR CLASS: 21 (+5 Dex, +6 armor); touch 15; flat-footed 16 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +6 
ATTACK: +7 Bloodthirsty** Short Sword (1d6+2, 19-20/×2, 
piercing) 
FULL ATTACK: +7/+2 Bloodthirsty** Short Sword (1d6+2, 19-
20/×2, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +12, Will +5 
ABILITIES: 

• Strength 12 (+1) 
 Dexterity 20 (+5) 
 Constitution 11 (+0) 
 Intelligence 15 (+2) 
 Wisdom 9 (-1) 
 Charisma 13 (+1) 
SKILLS: 105 points 

• Appraise +13 
• Bluff +12 
• Diplomacy +11 
• Forgery +13 
• Gather Information +12 
• Intimidate +11 
• Knowledge (Local) +13 
• Search +10 
• Sense Motive +10 
• Sleight of Hand +16 

FEATS: Combat Reflexes, Dodge, Great Fortitude, Quick Draw 
WEAPON: +1 Bloodthirsty** Short Sword (8,310gp, 1d6+2, 19-
20/×2, 2 lbs., piercing) 
ARMOR: +2 Light Fortification Chain Shirt (9,250gp, +6, 
maximum dexterity bonus +4, check penalty -1, 20% AFC, speed 
30’, 25lbs.) 
EQUIPMENT: 
 1,440gp 
 Cloak of Resistance +2 (4,000gp) 
 Gloves of Dexterity +2 (4,000gp) 
CLASS FEATURES: 
 Sneak Attack: +4d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +2. 
 Uncanny Dodge. 
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Fazul 
Quotes 

• “The store’s closed & I’m not selling, if you catch my 
meaning.” 

• “Looks like you’ve strolled down the wrong alley, my 
friend.” 

• “If you think the sultan’s the man that really runs this 
town, then you’re sadly mistaken.” 

• “You’ve got fighting spirit, I’ll give you that much. But 
it’s time to put the pig down, & get to carving the 
meat.” 

 
Background 
Fazul is the founder of the Hand of Dusk, the dominant thieves’ 
guild in the City of God, & has been its leader since its inception. 
His origins are shrouded in mystery, but it is said that he grew up 
on the semi-lawless streets of Warehouse Row, & was a local thug 
for years. He later discovered that he had a knack for drawing 
people to himself, & that he could accomplish many things through 
the sheer force of his personality. 
 
The Hand of Dusk has been operating for over 15 years, & its 
headquarters is in Fazul’s Bakery, near the edge of town. The 
bakery was previously owned by a pastry chef, but Fazul is 
rumored to have killed the old baker & taken his shop, attracted by 
the network of tunnels running through the basement below (which 
his familiar, Whisker, discovered for him). He is rarely seen 
nowadays, & those that do meet him either are already working for 
him, do not live for long afterward, or both. 
 
Personality 
As could be presumed, Fazul is an unpleasant man to be around. 
Many describe him as a complete monster, devoid of any human 
emotion or empathy. Some even believe that he has some demonic 
connection from the Realm of Night, or is a ghul in disguise. He 
seems to take pleasure from inflicting pain upon others, & this 
sadism even extends to members of his own guild. He will do 
anything that it takes to get what he wants, especially if he can get 
his way by killing & robbing others. His odious behavior terrifies 
even those few individuals who are unfortunate enough to be close 
to him, & they tend not to last long within his organization. Even 
the local authorities are afraid of him & what he might do to them 
(& their loved ones) if they stand against him. 
 
Appearance 
Fazul’s long stringy hair hangs down in his face in greasy locks, & 
his beady eyes are yellowed by prolonged drug use. He wears 
many prominent tattoos, including a small black hand on his neck 
& a rat on the back of his left hand. He usually wears a dirty 
baker’s apron over his blousy shirt & stained breeches. He is 
missing the smallest finger on his left hand, the result for a 
skirmish with authorities. He walks with a skulking gait, & is 
almost unnaturally quiet, not making the slightest noise, even on 
sand or gravel. 
 
Goals 
Fazul is determined to bleed the City of God dry, stealing as much 
of its riches as possible. He hates the city, & everyone in it, so he 
wants to take as much as he can from them, leaving them all poor 
& miserable. His most pressing goal is to rob the sultan’s palace, & 
to accomplish that, he has been organizing a crime wave to distract 
the city guard. With their numbers stretched so thin, he can head 
up a raid with his most trusted lieutenants (whom he plans to kill 
afterward) through the underground tunnel network, all the way 
into the palace’s lower levels. From there, he plans to steal the 

sultan’s most valuable treasures, & perhaps even assassinate the 
sultan himself, just for spite. 
 
Combat Tactics 
Fazul is a fearsome combatant, not for what he can do, but what he 
is willing to do. He will gladly sacrifice his own men, his own 
familiar, or even his own finger to win a battle, & his tenacity has 
convinced more than one opponent to flee rather than risk losing to 
him. He is extremely fond of sneaking up on his foes, striking them 
before they even know that he’s there. He won’t cast his innate 
magic in public, but he will try to lure his enemies into hidden 
areas, where he can cast with impunity. He enjoys charming foes 
& then leading them into deadly situations, or fatiguing a foes & 
slashing them with his toxic sickle while their winded. 
 
RACE: Human male 
CLASS: Rogue 6/Sorcerer 3 
ALIGNMENT: Neutral Evil 
DEITY: Maqur 
SIZE: Medium 
AGE: 49 (born 306 AF) 
HEIGHT: 6’4” 
WEIGHT: 210 lbs. 
EYES: Brown 
HAIR: Black 
LANGUAGES: Common, Draconic, & Ghul 
HIT DICE: 6+5d6+3d4 (31HP) 
INITIATIVE: +2 
SPEED: 30’ 
ARMOR CLASS: 17 (+2 Dex, +1 natural, +1 deflection, +3 
armor); touch 13; flat-footed 15 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +5 
ATTACK: +6 Venomous** Sickle (1d6+1, ×2, slashing) 
FULL ATTACK: +6/+1 Venomous** Sickle (1d6+1, ×2, 
slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +5, Reflex +8, Will +5 
ABILITIES: 

• Strength 11 (+0) 
 Dexterity 15 (+2) 
 Constitution 10 (+0) 
 Intelligence 14 (+2) 
 Wisdom 10 (+0) 
 Charisma 19 (+4) 
SKILLS: 114 points 

• Appraise +10 
• Disguise +16 
• Escape Artist +14 
• Gather Information +15 
• Hide +14 
• Intimidate +16 
• Listen +12 
• Move Silently +14 
• Sleight of Hand +13 
• Spot +12 

FEATS: Combat Expertise, Dodge, Mobility, Spring Attack, 
Whirlwind Attack 
WEAPON: +1 Venomous** Sickle (18,306gp, 1d6+1, ×2, 2 lbs., 
slashing) 
ARMOR: N/A 
EQUIPMENT: 
 1,344gp 
 Amulet of Natural Armor +1 (2,000gp) 
 Bracers of Armor +3 (9,000gp) 
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 Cloak of Charisma +2 (4,000gp) 
 Potion of gaseous form (750gp) 
 2 Potions of invisibility (600gp) 
 Ring of Protection +1 (2,000gp) 
SPELLS: 6/5 (Caster Level 3rd, save DC14 + spell level) 

• 0th Level: flickerflame**, light, message, skew fate**, 
touch of fatigue 

• 1st Level: charm person, disgust**, disguise self 
CLASS FEATURES: 
 Sneak Attack: +3d6. 
 Trapfinding. 
 Evasion. 

 Trap Sense +2. 
 Uncanny Dodge. 
 Summon Familiar. 
FAMILIAR: Whisker, a rat (9HD, 15HP, AC16 (+2 size, +2 
Dexterity, +2 Natural Armor), BAB+5, Bite +7 melee (1d3-4), 
Fortitude +3, Reflex +7, Will +6, Intelligence 7 (-2), Deliver 
Touch Spells, Empathic Link, Improved Evasion, Share Spells, 
Low-Light Vision, Scent, Alertness, Stealthy, Weapon Finesse, 
Balance +10, Climb +12, Escape Artist +14, Hide +16, Intimidate 
+8, Listen +13, Move Silently +14, Spot +13, Swim +10). 
 

 

Haqalil ral-Shuqa 
Quotes 

• “Greetings, my subjects! I bear thee good news: the 
Caliph has arrived to brighten your day!” 

• “You’ll have to try harder than that if you wish to retain 
my company. Now, if you’ll excuse me, the Caliph 
must brighten the lives of his other subjects.” 

• “The Caliph kindly requests that you provide your liege 
with your finest lodgings for the night. Please show him 
to his room as soon as you are able.” 

• “The tax collectors have been lax as of late, so the 
Caliph may have to levy the tithe himself.” 

 
Background 
Haqalil ral-Shuqa is the so-called Caliph of Dajajah, a whimsical 
& charismatic individual that has no claim to the sheikh’s throne, 
either in Dajajah or anywhere else. His antics have garnered a lot 
of attention regardless. Born to an adulterous human noblewoman, 
he was sent to live with his father, a half-djinn musician, who 
taught him the intertwined arts of music & social manipulation. He 
was an apt pupil, & quickly became a sensation in his hometown 
of Aqaba, in the southern Sahra Basit. 
 
Due to a scandal involving an imam’s daughter, he was forced to 
flee his home, leaving him virtually penniless. His nomadic 
wandering led him to the city of Dajajah, which he soon fell in 
love with. His musical performances on the streets garnered a lot 
of attention, which he parleyed into several ludicrous (albeit 
profitable) schemes. These plots often involved fanciful stories & 
amazing lies, the most audacious of which is the repeated claim 
that he is the city’s true leader, the Caliph of Dajajah. Thus he 
began his bizarre & daring career of vexing authority figures & 
amusing the common man. 
 
Personality 
Haqalil is witty, jovial, boisterous, & above all, capricious. He is a 
talented musician & a consummate showman. He is quick with a 
comeback, & he has a seemingly-endless supply of clever jokes & 
entertaining stories. He is irrepressibly optimistic, & often insists 
that nothing is utterly impossible, even if some things are a bit 
unlikely. His tricks & pranks have been known to irk some, but 
most people find him to be hilarious & charming. 
 
Appearance 
Haqalil’s hair is a wild shock of shimmering silver, which always 
seems to be blown by an erratic breeze. He has a lithe, sinuous 
gait, full of fluid & flamboyant motion, & his skin is very pale, 
appearing bluish in certain light. He nearly always wears a smirk, 
as if he were amused by some private joke. He is usually dressed in 
leather armor or in the robes of a musician, but always wears a 
battered brass crown on his head. 
 
Goals 

Most people would say that Haqalil has no real objective; that he is 
slightly mad, & just does things for the sake of doing them. But 
there is a method to his madness, albeit a strange & circuitous one. 
He wants to one day be the master of his own city-state, & he 
wants to have a good time doing it. Therefore, he wishes to garner 
widespread popularity, eventually leading to a populist revolt, 
which he hopes will usher him into a position of wealth & power. 
His plans, however, are somewhat hampered by his lack of 
understanding of the process of governance, as well as the system 
of constitutional monarchy in place in Dajajah. Some have 
suggested to him that he would be better off relocating to a more 
democratic city, such as Sa’ifah, but so far, this advice has fallen 
on genially deaf ears. 
 
Combat Tactics 
Haqalil would rather talk than fight, & he’d rather laugh than do 
either. He is, however, as skilled at wielding his whistle-dagger as 
he is at playing it. When forced into a fight, he will usually try to 
hypnotize his “audience” with his performance. He will then keep 
his opponents off-balance by casting dancing lights, distraction, 
echo mask, grease, &/or gust of wind. When faced with melee 
opponents, he will take the high ground with a potion of fly; when 
taking on casters, he will employ Adimas’ annoying arrow to 
disrupt their spells; & if any useful bystanders nearby, he will 
sometimes make a suggestion to them to fight in his stead. 
 
RACE: Hawasabi male 
CLASS: Bard 7/Rogue 3/Arcane Trickster 2 
ALIGNMENT: Chaotic Neutral 
DEITY: Adimas (non-practicing) 
SIZE: Medium 
AGE: 40 (born 315 AF) 
HEIGHT: 5’10” 
WEIGHT: 162 lbs. 
EYES: Gray 
HAIR: Silver 
LANGUAGES: Auran, Common, & Terran 
HIT DICE: 6+6d6+3d6+2d4+12 (54HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 23 (+2 Dex, +2 deflection, +9 armor); touch 
14; flat-footed 21 
BASE ATTACK BONUS: +8 
GRAPPLE BONUS: +8 
ATTACK: +9 Whistle Dagger (1d4+1, 19-20/×2, 10’ range 
increment, piercing or slashing) 
FULL ATTACK: +9/+4 Whistle Dagger (1d4+1, 19-20/×2, 10’ 
range increment, piercing or slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +3, Reflex +11, Will +9 
ABILITIES: 

• Strength 10 (+0) 
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 Dexterity 15 (+2) 
 Constitution 12 (+1) 
 Intelligence 13 (+1) 
 Wisdom 10 (+0) 
 Charisma 23 (+6) 
SKILLS: 107 points 

• Bluff +21 
• Decipher Script +8 
• Diplomacy +21 
• Disable Device +8 
• Escape Artist +9 
• Knowledge (Arcana) +5 
• Open Lock +9 
• Perform (Wind Instruments) +21 
• Sleight of Hand +17 
• Tumble +17 

FEATS: Combat Expertise, Diverse Background (bonus)**, 
Improved Disarm, Improved Feint, Improved Initiative, Improved 
Trip 
WEAPON: +1 Whistle Dagger (16,302gp, 1d4+1, 19-20/×2, 10’ 
range increment, 1 lb., piercing or slashing) 
ARMOR: +3 Spell Resistance (SR13) Studded Leather (25,175, 
+6, maximum dexterity bonus +5, check penalty -0, 0% AFC, 
speed 30’, 20lbs.) 
EQUIPMENT: 
 223gp 
 Bracers of Armor +3 (9,000gp) 
 Cloak of Charisma +4 (16,000gp) 
 MW Flute (100gp, 3lbs.) 
 Handy Haversack (2,000gp) 
 Hat of Disguise (1,800gp) 
 Pipes of Sounding (1,800gp) 
 2 Potions of fly (1,500gp) 
 2 Potions of invisibility (600gp) 
 Ring of Protection +2 (8,000gp) 
 Wind Fan (5,500gp) 

SPELLS: 3/5/5/3 (Caster Level 9th, save DC16 + spell level) 
• 0th Level: bend fate**, dancing lights, know direction, 

mage hand, prestidigitation, read magic 
• 1st Level: Adimas’ annoying arrow**, distraction**, 

echo mask**, grease 
• 2nd Level: false sun**, impossible feat**, silence, 

whispering wind 
• 3rd Level: charm monster, gaseous form, glibness 

RACIAL FEATURES: 
 Darkvision 60’ 
 Breathless: Hawasabi do not breathe, so they are 
immune to drowning, suffocation, & attacks that require inhalation 
(such as some types of poison). 
 Genie Heritage (Sp): +1 racial bonus on saving throws 
against all air spells & effects. This bonus increases by +1 for 
every five class levels the Sabi attains. 
 Spell-Like Abilities 
 3/Day: stinging breeze 
 1/Day: gust of wind (DC12) 
 Caster level 5th. The save DCs are Wisdom-based. 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +1. 
 Inspire Competence. 
 Suggestion. 
 Sneak Attack +3d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +1. 
 Ranged Legerdemain 1/day. 
LEVEL ADJUSTMENT: +1 
 

 

Nuri izr-Elaqras 
Quotes 

• “My company can attend to your needs, whatever they 
may be. Provided, of course, that proper compensation 
is made available.” 

• “You drive a hard bargain, to be sure.” 
• “Shall we shake on it, or would you rather put quill to 

ink, so to speak?” 
• “You might say that I flatter, but I only speak the 

truth.” 
 
Background 
Nuri izr-Elaqras is a clever merchant prince in Fandaq, a silver-
tongued trader who owns his own small shipping business called 
the Trailblazers. He is a mover & shaker in the mercantile politics 
of the City of Wonders, one whose innovative techniques & 
business savvy are influential to other traders. His father was a 
lamp dealer, & taught him the science of buying & art of selling. 
His father wasn’t very successful, however, & Nuri learned more 
from his failures than his accomplishments. 
 
Nuri grew up to be a canny & wise merchant, able to make deals 
that are beneficial to all parties, & therefore can easily retain repeat 
customers. Even as a young man, he made a name for himself in 
the politics of Fandaq, which is closely intertwined with the 
economics of the city-state. He formed the Trailblazers in response 
to a need for cheap, reliable shipping services, seeing that the 
existing shipping magnates were charging exorbitant fees for ferry 

& freighter use. This has made him very rich, but it has also made 
him several enemies. 
 
Personality 
Unlike most other businessmen, both in Fandaq & in the world at 
large, Nuri is a kind, pleasant man, one who is genuinely 
concerned with the well-being of employees & his customers. He 
is fiercely dedicated to his work, staying up until the deepest hours 
of the night to review contracts & draft trade proposals. He often 
has to deal with racial prejudice, which is a sore spot for him, but 
he always attempts to maintain his composure & not let it interfere 
with his professional dealings. This is another reason that he 
formed the Trailblazers: in order to hide behind the name, so that 
people didn’t shy away from his services because of his race. 
 
Appearance 
Nuri’s skin has a warm brassy tone to it, & always appears as if he 
were coated with oils. He usually wears very plain, common 
clothes, which stand in stark contrast to this glowing eyes & hair. 
His teeth are sharp & pointy, especially his canines, so he rarely 
smiles widely, preferring a closed grin; his fingernails are long, 
black, & well polished. 
 
Goals 
Like any merchant prince, Nuri’s paramount goal is to become as 
rich as possible, amassing as much wealth & influence as he is 
able. He does have other, less ordinary ambitions. He would like to 
minimize the social stigma & bigotry that half-genies & sabi 
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experience on a daily basis, achieving acceptance by (& equality 
to) more mundane races, such as gnolls, humans, kobolds, & 
lizardfolk. He has noted with some sense of sad irony that even 
less-civilized races, such as the aazlai & the desert centaurs, are 
better accepted among urban society than genie-kin. He has 
experienced this prejudice firsthand, & hopes to one day eliminate 
it altogether, even thought he accepts that this dream may never 
come true, at least within his lifetime. He aims to work toward that 
impossible dream through the Trailblazers, which he hopes will 
show the world that a half-genie can fit into normal society, 
succeed in it, & even act as a force for positive change at the same 
time. 
 
Combat Tactics 
Despite his amiable, urbane nature, Nuri is an able combatant, 
capable of holding his own in a fight. He doesn’t hide behind his 
employees or other allies, unlike many such magnates. He is 
skilled at using his Defending Scimitar, both for attack & defense. 
He will take to the sky with a potion of fly if he’s cornered, & he’s 
able to stay in battle by using cure light wounds often. He also has 
a great number of spells at his disposal for defusing fights before 
they begin, such as charm person, calm emotions, & 
herald/courier (as well as bard abilities like Fascinate & 
Suggestion). This is his most common strategy, as it is more subtle 
& acceptable than flashy skirmishes using magic. 
 
RACE: Half-Efreet male 
CLASS: Bard 6/Expert 1 
ALIGNMENT: Chaotic Good 
DEITY: Adimas (non-practicing) 
SIZE: Medium 
AGE: 67 (born 288 AF) 
HEIGHT: 5’9” 
WEIGHT: 227 lbs. 
EYES: Yellow (Glowing) 
HAIR: Red (Glowing) 
LANGUAGES: Aquan, Auran, Common, & Ignan 
HIT DICE: 6+6d6+7 (34HP) 
INITIATIVE: +3 
SPEED: 30’ 
ARMOR CLASS: 16 (-1 Dex, +7 armor); touch 9; flat-footed 16 
BASE ATTACK BONUS: +4 
GRAPPLE BONUS: +4 
ATTACK: +5 Defending Scimitar (1d6+1, 18-20/×2, slashing) 
FULL ATTACK: +5 Defending Scimitar (1d6+1, 18-20/×2, 
slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +3, Reflex +6, Will +8 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 9 (-1) 
 Constitution 12 (+1) 
 Intelligence 14 (+2) 
 Wisdom 13 (+1) 
 Charisma 19 (+4) 
SKILLS: 80 points 

• Appraise +12 

• Bluff +16 
• Diplomacy +14 
• Intimidate +16 
• Move Silently +1 
• Perform (Sing) +14 
• Profession (merchant) +11 
• Search +12 
• Sense Motive +11 
• Spellcraft +4 
• Use Magic Device +6 

FEATS: Improved Initiative, Lightning Reflexes (bonus), 
Persuasive, Snake’s Tongue** 
WEAPON: +1 Defending Scimitar (8,315gp, 1d6+1, 18-20/×2, 4 
lbs., slashing) 
ARMOR: +2 Chain Shirt (4,250, +6, maximum dexterity bonus 
+4, check penalty -1, 0% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 485gp 
 Bracers of Armor +1 (1,000gp) 
 Cloak of Charisma +2 (4,000gp) 
 4 Potions of cure light wounds (200gp) 
 Potion of fly (750gp) 
SPELLS: 3/4/3 (Caster Level 6th, save DC14 + spell level) 

• 0th Level: bend fate**, detect magic, light, mending, 
skew fate**, tally** 

• 1st Level: charm person, comprehend languages, cure 
light wounds, identify 

• 2nd Level: calm emotions, herald/courier**, see 
enchantment** 

RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Efreet: once per day, a half-
efreeti can cast produce flame &/or wall of fire (as the spells). 
Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance: A half-efreeti gains Fire 
Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +1. 
 Inspire Competence. 
 Suggestion. 
LEVEL ADJUSTMENT: +2 
 

 

Aziz Mamud al-Haddad 
Quotes 

• “It’s been a long march to get to this place. But I’d say 
that it was worth the walk.” 

• “You must be mistaking me for someone else. Allow 
me to correct you, for you cannot know to whom you 
speak.” 

• “A fine place it is, for a fine people. You will never see 
a better land under the sun.” 

• “That may have been true, under a long-past moon. But 
I’ve grown gray, & the strings are out of tune.” 

 
Background 
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Aziz Mamud al-Haddad was once a cheerful mercenary operating 
around the city-state of Raqam. He & his company fought in many 
battles & did many great deeds over the years. They were well-
liked & respected in the area, but one day, while exploring an 
unearthed ruin in the Desert of Lost Souls, he & his men were 
beset by a horde of ghuls. They tried to flee, but he was the only 
survivor of that ambush, an event that has haunted him ever since. 
 
After that incident, Aziz could find no joy in his lifestyle as an 
adventurer. He decided to make a new life for himself elsewhere, 
& traveled westward. Years later, he ended up on the island of Jal 
Ziffa, where he settled in the city-state of Luardo. He decided to 
stay, & has been there for the past 25 years. He passed himself off 
as an eccentric nobleman, & quickly became a local celebrity, 
eventually sitting on the ruling council. His most notable 
accomplishment was the commissioning of Luardo’s great 
lighthouse, a monument that dwarfs the city’s other buildings & 
dominates its landscape. 
 
Personality 
Aziz is a genial man, one who always has an amusing anecdote to 
share. While usually quite jovial, his eyes betray a bit of sadness 
on occasion. He still likes to travel, so every few years he will 
leave for a sabbatical, which typically last for about two months. 
He doesn’t talk about his trips with others, & no one seems to 
know where he goes. He is quite generous with his wealth, & he 
has donated large sums of coin to the city of Luardo more than 
once. Politically, he is cool-headed & populist, usually unwilling to 
argue with his peers on the council. 
 
Appearance 
Aziz has a soft, grandfatherly look, with a large belly & a wide 
round face. His beard is braided in the Iludai style, in contrast to 
the untamed beards of Luardo’s native men. He is nearly bald with 
age, although he usually covers this with a wide-brimmed hat. 
Despite his advanced years, he still wears his old armor beneath his 
councilor’s robes. 
 
Goals 
Aziz tries to deny it, but he is an adventurer, through & through. 
He has tried to retire & leave the wandering life behind, but he’s at 
his happiest when he’s roaming the wilderness with a company of 
fellow mercenaries. He hasn’t been on a sabbatical in over four 
years, & despite his age, he feels the arrows in his quiver, longing 
to be shot. The quiet life in Luardo is pleasant, but uneventful, & 
the challenges of the ruling council don’t fulfill his missing sense 
of purpose. In his mind, he still hasn’t avenged the friends that he 
lost to the ghuls nearly 30 years ago, & he believes that the only 
way to put their souls to rest is by picking up his bow & his oud 
once more to slay ghuls in glorious battle. 
 
Combat Tactics 
Aziz may be an old man, grown soft by years of relative ease, but 
he is still a force to be reckoned with on the battlefield. He is a 
deadly shot with his bow, & is able to perform several tricks with 
it. He is fond of animating a carpet & using it to fly upon, firing on 
enemies from relative safely. He can stop many encounters before 
they begin, through the use of hypnotism or suggestion, but he is 
sometimes compelled to eschew those routes in favor of an honest 
fight. When he’s in a dire situation, he will use invisibility &/or 
expeditious retreat to escape. 
 
RACE: Human male 
CLASS: Bard 9 
ALIGNMENT: True Neutral 
DEITY: Daq (The Gray Order, non-practicing) 
SIZE: Medium 

AGE: 59 (born 296 AF) 
HEIGHT: 5’7” 
WEIGHT: 183 lbs. 
EYES: Brown 
HAIR: Gray 
LANGUAGES: Aquan, Common, & Pahrai 
HIT DICE: 6+8d6 (34HP) 
INITIATIVE: +4 
SPEED: 30’ 
ARMOR CLASS: 20 (+1 Dex, +7 armor, +2 dodge); touch 13; 
flat-footed 17 
BASE ATTACK BONUS: +6 
GRAPPLE BONUS: +5 
ATTACK: +7 Thundering Longbow (1d8+2, ×3, 100’ range 
increment, piercing) 
FULL ATTACK: +7/+2 Thundering Longbow (1d8+1, ×3, 100’ 
range increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +3, Reflex +7, Will +6 
ABILITIES: 

• Strength 8 (-1) 
 Dexterity 13 (+1) 
 Constitution 10 (+0) 
 Intelligence 14 (+2) 
 Wisdom 11 (+0) 
 Charisma 19 (+4) 
SKILLS: 108 points 

• Bluff +16 
• Diplomacy +16 
• Forgery +14 
• Gather Information +16 
• Knowledge (History) +14 
• Knowledge (Nobility) +14 
• Perform (String Instruments) +16 
• Search +14 
• Sense Motive +12 

FEATS: Avoidance**, Hawk’s Talons (3 techniques)**, Improved 
Initiative, Point Blank Shot, Precise Shot 
WEAPON: +1 Thundering Longbow (8,375gp, 1d8+2, ×3, 100’ 
range increment, 3 lbs., piercing) 
ARMOR: +1 Escaping** Chain Shirt (15,750, +5, maximum 
dexterity bonus +4, check penalty -1, 0% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 3,025gp 
 Bracers of Armor +2 (4,000gp) 
 Cloak of Charisma +2 (4,000gp) 
 MW Oud (100gp, 3lbs.) 
 Oil of keen edge (750gp) 
SPELLS: 3/4/4/2 (Caster Level 9th, save DC14 + spell level) 

• 0th Level: bend fate**, daze, detect magic, mending, 
summon instrument, tally** 

• 1st Level: charm person, expeditious retreat, hypnotism, 
sleep 

• 2nd Level: detect thoughts, glitterdust, invisibility, 
suggestion 

• 3rd Level: animate carpet**, glibness, uncertainty** 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +2. 
 Inspire Competence. 
 Suggestion. 
 Inspire Greatness. 
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Ghada izud-Haqara 
Quotes 

• “This city has seen much in its day, & its walls have 
weathered every storm. It is my duty to see it through to 
the next dawn.” 

• “You must understand what we’re fighting for. There is 
more at stake than you know.” 

• “I cannot abide the Circle’s influence. They must be 
excised, lest they corrupt our beloved home.” 

• “We are accustomed to receiving guests. And it is not 
uncommon for welcome guests to become neighbors.” 

 
Background 
Ghada izud-Haqara was born in Maisan, & has lived there all her 
life. The only daughter of the previous bey, she was raised from 
any early age to rule the city & its people. At the age of 19, her 
father was killed in an accident, leaving her to take up the Scepter 
& Miter. That was 15 years ago, & she has been the ruling bey of 
Maisan, as well as the face of the local church of Adimas, ever 
since. 
 
Ghada has had to deal with a lot since becoming bey. Maisan is 
constantly in a state of recovery from the latest disaster, be it a dust 
storm, a dragon attack from Azhan, or a deadly mining incident. 
She has also faced a personal tragedy, when it was discovered that 
she could not bear children. The frequent calamities have taken 
their toll on the city’s people, including the bey, even though she 
still works hard to help the city prosper. The Church of the Falling 
Feather (as Adimas’ church is known here) assists her with this 
goal, but they can only do so much in face of such adversity. It 
seems that it is all that they can do just to hold their ground & keep 
the city from sliding further into chaos & despair. 
 
Personality 
Ghada deeply loves her city, & feels an all-consuming 
responsibility towards its wellbeing. She is very driven & focused, 
& cares very deeply & honestly about her citizens. This can 
sometimes get in her way, clouding her judgment as to the best 
course of action, as short-term concerns can get in the way of the 
city’s long-term interests. When she was a younger & greener bey, 
she made some decisions that she has come to regret, & those still 
trouble her to this day. She is pleasant & courteous, but is usually 
quite serious, to the point of being a bit grave. 
 
Appearance 
Ghada’s face is weathered & slightly wrinkled, making her appear 
older than she actually is. She rarely smiles, as she is seldom 
pleased or amused. Her hair is tightly tied back in a severe bun, 
which is often hidden by her cloak’s hood. Her body is very thin & 
angular, with a bony frame & a somewhat awkward gait, as though 
she were unused to moving. 
 
Goals 
As with any head of state, Ghada has many objectives, both large 
& small. She would like to restore Maisan to its former glory, 
when the city was young, before it was plagued with a constant 
series of woes. She is working to secure enough water to supply 
the citizenry, both now & in the future. She is trying to find a force 
strong enough to clear out the local mines, which have been 
overrun with monstrous creatures. But her most critical concern is 
the Circle of Jalud, which worries her greatly. A single mage can 
be cause for alarm, so a group of them actually working together 
has her very afraid for the future of her city & its people. 
 
Combat Tactics 

Ghada is a surprisingly-able combatant, having been trained by the 
best warriors in the region. She deftly wields a mighty-cleaving 
falchion in one hand & a balanced throwing falchion in the other. 
She is adept at several martial forms, including the sweeping 
finisher & the overcoming finisher. She usually doesn’t rely on 
magic items, preferring to maintain a simple-yet-effective 
repertoire of combat maneuvers & her own martial prowess. 
 
RACE: Human female 
CLASS: Fighter 6/Ranger 3 
ALIGNMENT: Neutral Good 
DEITY: Adimas 
SIZE: Medium 
AGE: 34 (born 321 AF) 
HEIGHT: 5’6” 
WEIGHT: 124 lbs. 
EYES: Brown 
HAIR: Black 
LANGUAGES: Common & Draconic 
HIT DICE: 10+5d10+3d8 (51HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 20 (+2 Dex, +7 armor, +1 shield); touch 12; 
flat-footed 18 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +10 
ATTACK: +11 Mighty Cleaving Falchion (2d4+2, 18-20/×2, 
slashing) or +11 Throwing Falchion (2d4+2, 18-20/×2, 10’ range 
increment, slashing) 
FULL ATTACK: +11/+6/+1 Mighty Cleaving Falchion (2d4+2, 
18-20/×2, slashing) or +11 Throwing Falchion (2d4+2, 18-20/×2, 
10’ range increment, slashing) & +6/+1 Mighty Cleaving Falchion 
(2d4+2, 18-20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +11, Reflex +10, Will +8 
ABILITIES: 

• Strength 13 (+1) 
 Dexterity 15 (+2) 
 Constitution 10 (+0) 
 Intelligence 12 (+1) 
 Wisdom 14 (+2) 
 Charisma 10 (+0) 
SKILLS: 60 points 

• Diplomacy +12 
• Intimidate +12 
• Knowledge (Nobility) +13 
• Listen +14 
• Sense Motive +14 

FEATS: Cleave, Diehard, Endurance (bonus), Great Cleave, 
Improved Critical, Improved Initiative, Parry**, Power Attack, 
Tempest Assault (all techniques)**, Track (bonus), Two-Weapon 
Combat** 
WEAPON: 

• +1 Mighty Cleaving Falchion (8,375gp, 2d4+2, 18-
20/×2, 8 lbs., slashing) 

• +1 Throwing Falchion (8,375gp, 2d4+2, 18-20/×2, 10’ 
range increment, 8 lbs., slashing) 

ARMOR: +1 Spell Resistance (SR13) Banded Mail (9,400, +7, 
maximum dexterity bonus +1, check penalty -5, 35% AFC, speed 
20’, 35lbs.) 
EQUIPMENT: 
 850gp 
 Cloak of Resistance +3 (9,000gp) 
CLASS FEATURES: 
 Favored Enemy (Native Outsider): +2. 
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 Wild Empathy. 
 Combat Style (Two-Weapon Combat). 

 

 

Sultan Syed Awazi Aq-Hazaqan VI 
Quotes 

• “I have a proposal that should please both sides, if you 
would care to hear it.” 

•  “I believe that someone close to me wishes me harm. I 
have slept little, & am wary of every shadow.” 

• “It would be best for all parties, I judge.” 
•  “For the good of my people, I must find them a queen. 

The Awazi dynasty must continue.” 
 
Background 
Syed Awazi Aq-Hazaqan VI was born to rule. His father was Syed 
Awazi Aq-Hazaqan V, the sultan of Meraya & fourteenth in the 
line of the Awazi dynasty, & his mother was Amina-Israt, the first 
of his father’s seven wives. The oldest of his father’s 20 children, 
he was trained almost from birth to one day succeed his father as 
sultan, & he learned his lessons well. He studied history, law, 
astronomy, war, poetry, economics, diplomacy, mathematics, 
combat, alchemy, literature, & more, excelling in every course. 
 
When the time came to sit upon the Adamant Throne, Syed was 
ready to rule, & rule well. He quickly became a dynamic & 
charismatic sultan, one who would inspire his people to achieve 
greatness with his bold leadership. Under his rule, the city has 
become even more prosperous than it was in his father’s time, with 
arts & sciences flourishing, & ever-taller towers being constructed. 
He’s been the sultan for over 20 years now, & most of the citizens 
hope that he will be their leader for decades to come. 
 
Personality 
Syed is a studious, introspective man, one who prefers to look at 
all sides of an issue before making a decision. A wise & judicious 
ruler, with a gift for strategy & public speaking, he has led the city 
& its people with a measured, prudent hand. Cool & dispassionate, 
he isn’t prone to whims or sentiments, opting in most cases to take 
the most practical path for long-term gains. In his youth, he was 
much more impulsive & daring, even traveling with a group of 
explorers for a time. But his time as an adventurer is long past, & 
the years have taught him patience & caution, though he recalls his 
brief life of excitement & discovery with fondness. He now looks 
to the future, & he worries about the welfare of his beloved 
Meraya. 
 
Appearance 
The sultan has pale, delicate-looking skin with no wrinkles, despite 
his age. He is extravagantly dressed in exquisite robes of red silk, 
black velvet, & golden stitch work. His long salt-&-pepper beard is 
braided & clasped with many jeweled bands & rings. He speaks & 
moves with an air of slow, measured importance, as if every 
moment was part of a great myth in which he was participating. 
 
Goals 
Syed is a man of many plans & objectives, one who carefully sets 
events in motion to achieve his desires. He wants what is best for 
his city, but he demands what is best for himself & his family even 
more. He suspects that a conspiracy exists within his palatial tower 
to assassinate him, but he isn’t certain who are among the plotters, 
so he doesn’t know who to trust. He suspects one of his brothers or 
half-brothers is behind the scheme, but he can’t be sure. His lack of 
an heir has compounded the issue, & so he is also in search of a 
worthy bride. He is keenly aware of his limited time in this world, 
& he fully intends to make the most of it, ensuring that his legacy 

(like that of the entire Awazi dynasty) will be long & well-
remembered. 
 
Combat Tactics 
Syed hasn’t seen a battlefield firsthand in nearly 20 years, but his 
memory is long & his wits are still as sharp as they were in his 
youth. If anything, his years of study & diplomacy have left him 
even more formidable an opponent than he once was. He is deeply 
familiar with the Secret Art (something that he hides from almost 
everyone), & his magical powers aid him in all of his endeavors. 
 
Syed fights with a quarterstaff, which has flames on one end & 
frost on the other. His stately robes hide numerous defensive items 
& charms (as well as his spellbook). He usually has multiple 
protective spells cast on himself, including feather fall, mage 
armor, detect thoughts, see invisibility, nondetection, &/or 
protection from energy. He will allow his servants to fight for him, 
but is not above defending himself personally, relishing a 
challenge that reminds him of his younger, more adventurous days. 
 
Syed has a surprising number of combat options available to him 
for a person of his age & position. He will usually engage an 
opponent by using one of his pharaonic talents, like his 
Commanding Voice, Enthralling Voice, Fascinate, or Rebuke 
Humanoid. If those are not effective, he will cast aggressive spells, 
such as cause fear, touch of idiocy, fear, or summon monster IV. If 
he were to face a losing situation, he would likely take to the air to 
escape via animate carpet or a potion of fly. He knows that his 
position as sultan & positive reputation would shield him from 
anti-magic sentiment, so he is not afraid to cast spells in public if 
he feels the need to do so. 
 
RACE: Human male 
CLASS: Aristocrat 5/Wizard 7/Pharaoh 5*** 
ALIGNMENT: Lawful Neutral 
DEITY: Johoum (Ayat) 
SIZE: Medium 
AGE: 47 (born 308 AF) 
HEIGHT: 6’2” 
WEIGHT: 216 lbs. 
EYES: Brown 
HAIR: Black (Graying) 
LANGUAGES: Aquan, Common, Ghul, & Terran 
HIT DICE: 8+4d8+7d4+5d8+17 (83HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 20 (+2 Dex, +2 natural, +6 armor); touch 12; 
flat-footed 18 
BASE ATTACK BONUS: +11 
GRAPPLE BONUS: +11 
ATTACK: +11 Flaming Burst/Icy Burst Quarterstaff (1d6/1d6, 
×2, bludgeoning) 
FULL ATTACK: +11/+6/+1 Flaming Burst/Icy Burst 
Quarterstaff (1d6/1d6, ×2, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +8, Reflex +9, Will +19 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 14 (+2) 
 Constitution 12 (+1) 
 Intelligence 24 (+7) 
 Wisdom 13 (+1) 
 Charisma 15 (+2) 
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SKILLS: 156 points 
• Bluff +4 
• Diplomacy +22 
• Intimidate +27 
• Knowledge (History) +27 
• Listen +21 
• Move Silently +18 
• Sense Motive +21 
• Spellcraft +27 
• Spot +21 (+24 in bright light) 

FEATS: Eschew Materials, Improved Initiative, Iron Will, 
Leadership, Persuasive, Scribe Scroll (bonus), Silent Spell, Skill 
Focus (Intimidate), Still Spell 
WEAPON: Flaming Burst/Icy Burst Quarterstaff (32,600gp, 
1d6/1d6, ×2, 4 lbs., bludgeoning) 
ARMOR: N/A 
EQUIPMENT: 
 3,500gp 
 Amulet of Natural Armor +2 (8,000gp) 
 Bag of Holding I (2,500gp) 
 Bracers of Armor +6 (36,000gp) 
 Cloak of Resistance +3 (9,000gp) 
 Headband of Intellect +4 (16,000gp) 
 2 Potions of fly (1,500gp) 
 Potion of haste (750gp) 
 Potion of heroism (750gp) 
 Potion of resist energy (acid) 30 (1,100gp) 
 Potion of resist energy (cold) 30 (1,100gp) 
 Potion of resist energy (electricity) 30 (1,100gp) 
 Potion of resist energy (fire) 30 (1,100gp) 
 Spellbook, Wizard’s (64 pages used (of 100), 0gp, 1 
lb.) 
 Staff of Charming (16,500gp) 
 Wand of cure moderate wounds (4,500gp) 

SPELLS: 4/5/5/5/2 (Caster Level 8th, save DC17 + spell level) 
• 0th Level: acid splash, arcane mark, dancing lights, 

daze, detect magic, detect poison, disrupt undead, flare, 
ghost sound, light, mage hand, mending, message, 
open/close, prestidigitation, ray of frost, read magic, 
resistance, stinging breeze**, tally**, touch of fatigue 

• 1st Level: cause fear, charm person, disguise self, 
feather fall, identify, mage armor, unseen servant 

• 2nd Level: detect thoughts, lesser herald/courier**, see 
invisibility, touch of idiocy 

• 3rd Level: dispel magic, nondetection, protection from 
energy, suggestion 

• 4th Level: animate carpet**, fear, lesser globe of 
invulnerability, summon monster IV 

CLASS FEATURES: 
 Summon Familiar. 
 Rebuke Humanoid. 
 Exalted Aura +3. 
 Oratory. 
 Enthralling Voice. 
 Opulence. 
 Aura of Leadership (Belief). 
 Commanding Voice. 
FAMILIAR: Skygazer, a hawk (17HD, 41HP, AC21 (+2 size, +3 
Dexterity, +6 Natural Armor), BAB+5, Talons +14 melee (1d4-2), 
Fortitude +4, Reflex +7, Will +15, Intelligence 9 (-1), Deliver 
Touch Spells, Empathic Link, Improved Evasion, Low-Light 
Vision, Share Spells, Speak with Birds, Speak with Master, 
Alertness, Weapon Finesse, Diplomacy +18, Intimidate +23, 
Knowledge (History) +19, Listen +22, Move Silently +19, Sense 
Motive +22, Spot +22). 
 

 

Master Khaled 
Quotes 

• “I’m just looking for answers, the same as you.” 
• “We’ll get to the bottom of this. The truth always 

comes out, eventually.” 
• “Well, if you remember anything else, just let one of 

my men know, alright?” 
• “As the pharaoh wills it, to be sure.” 

 
Background 
Born the second son of a carpet weaver, Khaled was drawn at an 
early age to stories of glory & valor on the battlefield. Rather than 
follow his father’s footsteps & go into the family business, like his 
older brother, he joined the city militia in his hometown of 
Mushayar. He quickly learned that the tales of his youth were far 
different from the gritty mundane realities of martial life. But he 
persevered, & even excelled at his duties after a fashion, & he was 
promoted to the pharaoh’s guard. He eventually rose to become 
master-captain, the leader of the city’s armed forces. 
 
While most of the day-to-day operations are handled by his able 
lieutenants, Khaled is still heavily involved in the ground-level 
issues of the city & its people. His hands-on approach may be 
irksome to some of his subordinates, but it has served him well 
over the years, earning him respect & admiration while noticeably 
strengthening the city’s defensive capabilities. He often gets 
personally involved with security matters & criminal 
investigations, as he reports directly to the pharaoh, King Tutra. 
 
Personality 

Khaled is a stubborn yet kind man, a dogged pursuer of justice. He 
always does what he thinks is right, even if it is difficult of 
dangerous. He wants what is best for the people in his charge, & 
will do whatever it takes to protect them. He won’t break the law, 
but he will bend it a bit, if the greater good demands it. He is a 
pious follower of Daq, & therefore attempts to seek balance in his 
life & the world around him. He is cheerless & solemn since the 
death of his eldest son ten years ago, but he has never let that 
tragedy interfere with his duties. 
 
Appearance 
Khaled is muscular & thickly-built, making him appear very solid. 
His skin is tanned & weathered, with more wrinkled than you’d 
expect from someone his age. His eyes are weary-looking, but 
intense, with a hard withering stare when he wants to. He wears his 
captain’s helm whenever he is on-duty, unless he is in disguise as a 
civilian. 
 
Goals 
Khaled has an entire city to look after, & its people’s wellbeing is 
his highest priority. He is currently investigating the mysterious 
collapse of the Genumel Causeway, which killed 38 people & 
destroyed a great amount of property. The circumstances are 
peculiar & suspicious, so the investigation is ongoing. He is in 
charge of the inquiry, but there are few clues, & even fewer 
reliable leads, so he is growing anxious. It has been two months 
since the bridge’s collapse, & he is no closer to a cause than he 
was the day it fell. If he cannot solve the case soon, the pharaoh 
may question his competence, & harsh measures could be taken to 
assign blame & resolve the matter. 
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Combat Tactics 
Khaled is a simple man, with simple tactics; they are effective, 
though, which is why he still relies on them. He wields a greataxe 
with surprising grace & speed, & his shield floats before him, 
protecting him while freeing both hands for his mighty axe swings. 
He uses his horse, Haqiqa, to great effect, riding her wherever he 
goes (she could be called his only true friend). And he is not above 
using invisibility potions to sneak about during his investigations 
or to evade overwhelming foes, which many paladins don’t realize 
that they are allowed to do. 
 
RACE: Human male 
CLASS: Paladin 10 
ALIGNMENT: Lawful Good 
DEITY: Daq (The Path of Providence) 
SIZE: Medium 
AGE: 39 (born 316 AF) 
HEIGHT: 6’1” 
WEIGHT: 195 lbs. 
EYES: Brown 
HAIR: N/A (Bald) 
LANGUAGES: Common & Gnoolun 
HIT DICE: 10+9d10+20 (79HP) 
INITIATIVE: +4 
SPEED: 30’ 
ARMOR CLASS: 22 (+9 armor, +3 shield); touch 10; flat-footed 
22 
BASE ATTACK BONUS: +10 
GRAPPLE BONUS: +12 
ATTACK: +13 Holy Greataxe (1d12+3, ×3, slashing) 
FULL ATTACK: +13/+8/+3 Holy Greataxe (1d12+3, ×3, 
slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +11, Reflex +5, Will +11 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 10 (+0) 
 Constitution 14 (+2) 
 Intelligence 13 (+1) 
 Wisdom 18 (+4) 
 Charisma 11 (+0) 

SKILLS: 65 points 
• Diplomacy +15 
• Gather Information +15 
• Intimidate +13 
• Search +16 
• Sense Motive +18 

FEATS: Improved Initiative, Investigator, Iron Will, Negotiator, 
Zealous Prayer** 
WEAPON: +1 Holy Greataxe (18,320gp, 1d12+3, ×3, 12 lbs., 
slashing) 
ARMOR: 
 +2 Half-Plate (4,750, +9, maximum dexterity bonus +0, 
check penalty -6, 40% AFC, speed 20’, 50lbs.) 
 +1 Animated Heavy Steel Shield (9,170, +3, check 
penalty -1, 15% AFC, speed 30’, 15lbs.) 
EQUIPMENT: 
 660gp 
 Cloak of Resistance +2 (4,000gp) 
 Horseshoes of Speed (3,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 4 Potions of cure light wounds (200gp) 
 3 Potions of invisibility (900gp) 
SPELLS: 2/2 (Caster Level 5th, save DC13 + spell level) 
CLASS FEATURES: 
 Aura of Good. 
 Detect Evil. 
 Smite Evil 3/day. 
 Divine Grace. 
 Lay on Hands. 
 Aura of Courage. 
 Divine Health. 
 Turn Undead. 
 Special Mount. 
 Remove Disease 2/week. 
MOUNT: Haqiqa, a heavy warhorse (8HD, 60HP, AC20 (-1 size, 
+1 Dexterity, +10 Natural Armor), BAB+6, 2 Hooves +11 melee 
(1d6+5) & Bite +6 melee (1d4+2), Fortitude +9, Reflex +7, Will 
+3, Intelligence 7 (-2), Empathic Link, Improved Evasion, 
Improved Speed (60’), Low-Light Vision, Scent, Share Spells, 
Share Saving Throws, Endurance, Run, Listen +7, Spot +6). 
 

 

Lord Ghadhib 
Quotes 
 “The darkness of these days… it weighs on me.” 
 “This city… it calls to me. It needs a defender… a 
champion. I sit here & wonder: could that be me? Am I worthy of 
such a task?” 
 “The sand in the glass runs low. The dawn of a dark 
day approaches.” 
 “We will do what we must, as we have always done.” 
 
Background 
Lord Ghadhib, king-priest of Nahraldikh, has led a quiet, insular 
life, one of study & ease. The only son of the previous king-priest, 
Lord Kelbe, he has hardly had to lift a finger for anything in his 
privileged life. There have always been servants, advisers, 
courtiers, ministers, courtesans, & clerics to attend to his every 
need or desire. Thus, he grew to have little understanding of the 
troubles of ordinary men & women, despite the many moral 
lessons that were instilled in him. 
 
Ghadhib took the Amulet of Kings from his father’s deathbed 
about 20 years ago, & has done his best to rule the city as Lord 
Kelbe would have done. At first, the task was an easy one, as the 
city was peaceful, the people were prosperous, & the royal 

councilors attended to most of the daily concerns. But twelve years 
ago, the shaghali first arrived on their strange boats, & have 
wreaked havoc ever since. This has greatly worried the populace of 
Nahraldikh, as well as Ghadhib in particular, & a recent series of 
grisly murders with possible ties to a shaghal cult has confounded 
the royal guard & sent Ghadhib into a state of despair. 
 
Personality 
Ghadhib is a pessimistic leader nowadays, full of self-doubt & fear 
of what the future may bring. He was once much more cheerful, 
but the looming shaghal invasion has weighed on him for years. He 
wants to do what is best for his people, & is a capable decision-
maker, but he believes that will not be enough to see him or his 
city through a potential crisis such as this. He is agreeable, 
diplomatic, & considerate of others, as he was taught to be, but his 
upbringing left him without an understanding of what it means to 
work hard, to do without things, or to suffer. For this reason, he is 
unsure of how to deal with the hardships that his city may be 
facing soon. 
 
Appearance 
The lord’s posture is stiff & straight, making him seem even taller 
than he already is. He has deep-set eyes & a sad, somber face, 

499



which is unused to smiling. He rarely wears the finery of his 
station, preferring simple robes of a lesser priest. His only 
concession to his position is a medallion bearing the symbol of 
Akasha in Nahraldikh’s colors. 
 
Goals 
Above all else, Ghadhib wants to restore Nahraldikh to its former 
state of contentment, before the shaghali first arrived. He is 
particularly worried about how the shaghal invasions will affect 
the region. So far, the incursions have been small, with isolated 
raids of no more than one or two ships of attackers, but the 
common belief is that there are many more shaghali where these 
foes came from. These fears are not without merit, as the shaghali 
are implacable enemies, & they already have a Natharite cult in the 
area, the Children of the Night, that is causing no small amount of 
trouble. Ghadhib wants to be rid of them all, so that the city may 
return to the calm peaceful place that it once was. 
 
Combat Tactics 
Ghadhib is not a warrior by any stretch of the imagination. Despite 
his moral convictions that would demand that he fight evil, he is 
unaccustomed to pain & stress, so he makes for a poor combatant. 
He is protected by the Knights of the Shield, an elite squad of the 
royal guard (Fighter 5/Hoplite 3) that are sworn to protect the king-
priest at all costs, two of which are at his side at all times. If he 
were to be personally threatened, he would use spells from the 
Protection domain on himself, spells from the Presence domain on 
his enemies, &/or use a scroll of dimension door to escape. 
 
RACE: Gnoll (Nahr) male 
CLASS: Aristocrat 6/Cleric 4 
ALIGNMENT: Lawful Good 
DEITY: Akasha 
SIZE: Medium 
AGE: 44 (born 311 AF) 
HEIGHT: 7’5” 
WEIGHT: 275 lbs. 
EYES: Green 
HAIR: Brown (Spotted Black) 
LANGUAGES: Archaic, Celestial, Common, & Gnoolun 
HIT DICE: 8+9d8+6 (54HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 21 (+2 Dex, +1 natural, +7 armor, +2 shield); 
touch 11; flat-footed 20 
BASE ATTACK BONUS: +7 
GRAPPLE BONUS: +7 
ATTACK: +8 Wounding Glaive (1d10+1, ×3, slashing, 10’ reach) 
or +8 Dagger (1d4+1, 19-20/×2, 10’ range increment, piercing or 
slashing) 

FULL ATTACK: +8/+3 Wounding Glaive (1d10+1, ×3, slashing, 
10’ reach) or +8/+3 Dagger (1d4+1, 19-20/×2, 10’ range 
increment, piercing or slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +7, Reflex +8, Will +16 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 14 (+2) 
 Constitution 11 (+0) 
 Intelligence 14 (+2) 
 Wisdom 22 (+6) 
 Charisma 15 (+2) 
SKILLS: 70 points 

• Bluff +10 
• Diplomacy +15 
• Intimidate +14 
• Listen +14 
• Sense Motive +19 
• Spot +14 
• Survival +13 
• Use Magic Device +15 

FEATS: Common Senses**, Gift of Tongues**, Improved 
Initiative, Lightning Reflexes 
WEAPON: 
 +1 Wounding Glaive (18,375gp, 1d10+1, ×3, 10 lbs., 
slashing, 10’ reach) 
 +1 Dagger (2,302gp, 1d4+1, 19-20/×2, 10’ range 
increment, 1 lb., piercing or slashing) 
ARMOR: 
 +2 Breastplate (4,350, +7, maximum dexterity bonus 
+3, check penalty -3, 25% AFC, speed 20’, 30lbs.) 
 +1 Retributive** Buckler (9,165, +2, check penalty -0, 
5% AFC, 5lbs.) 
EQUIPMENT: 
 408gp 
 Cloak of Resistance +1 (1,000gp) 
 Gloves of Dexterity +2 (4,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 2 Scrolls of dimension door (1,400gp) 
SPELLS: 5/5+1/3+1 (Caster Level 4th, save DC15 + spell level) 
RACIAL FEATURES: 

• Darkvision 60’. 
• Social Acumen. 

CLASS FEATURES: 
 Turn Undead. 
 Domain: Presence**. 
 Domain: Protection. 
 

 

Sumehra 
Quotes 
 “How could you be so witless as to not know who I 
am?” 
 “You shall pay dearly for your transgression, & I shall 
be amused by your anguish.” 
 “Filthy peasant!” 
 “Know your place, you lowly worm. You are nothing 
compared to me.” 
 
Background 
The lady Sumehra is the only child of Grand Emperor Aqram, 
supreme leader of the Ostazai Empire. Her father wanted a son as 
his heir, but it seems that no matter how many concubines, 
mistresses, & wives that he takes to his bed chamber, no woman 
will bear him another child. It is suspected that Sumehra may not 

even be his progeny, as she looks nothing like the emperor. But, 
regardless of her questionable pedigree, she is the princess & heir 
of Ostaz, & is treated accordingly. 
 
Sumehra has been doted on & indulged her entire life, especially 
by her father, who genuinely loves her more than anything else in 
his entire dominion. She grew up having her every whim realized, 
& those who refused her would not live for long afterward. As a 
result, she has no patience or empathy for anyone, & she expects 
nothing but absolute perfection from everyone. She now serves (if 
that is the proper term) as her father’s personal liaison, a sort of 
imperial envoy, enforcer, & top agent. 
 
Personality 
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It is said that if Sumehra has a heart, it is either frozen solid, or 
burns with wrath. She seems to have no love for anyone, not even 
the (disposable) suitors that she takes into her bed. She only 
tolerates her father, the emperor, because she has to respect him, & 
he is the only one who can reign in her wild excesses. Her 
petulance has a murderous edge, & she delights in the suffering of 
others. Her cruelty & malice are matched only by her duplicity; she 
is a master manipulator & habitual liar, almost never speaking the 
whole truth. Anyone who has ever trusted her has met an 
unfortunate fate soon after. 
 
Appearance 
Sumehra’s beauty is as cold as her personality. She has a slim, 
supple figure, & moves with the grace of a dancer. She has an 
extensive (& expensive) wardrobe, rarely wearing the same clothes 
twice. Her hair is always in some bizarre style, having been shaped 
& arranged by her ever-changing stable of hair dressers. 
 
Goals 
Sumehra is a scheming woman, one with a virtually-endless list of 
plots & intrigues tied to her in some fashion. She knows that one 
day she will become empress (something that many citizens dread 
even more than Aqram’s continued rule), but she would prefer to 
make that day come sooner. She is, therefore, attempting to 
assassinate her father, but only via means that cannot be traced 
back to her. She has also been working for years to ensure that no 
woman will give her father another heir. This has even involved 
disposing of Aqram’s mates who were possibly pregnant with his 
child. 
 
She is working to undermine Jaruq Azmar, the Imperial Overseer 
of the Mamluqai Annexation, who she believes in disloyal to the 
empire. She is also searching for a suitable mate, one who is 
powerful enough to be a valuable asset, & of a like mind, but not 
so much that he would resist her control or overpower her. This 
search has been long & difficult, with many potential suitors 
having met their premature end. And, in an official capacity, she is 
now working to expand the empire’s territory, laying siege to 
neighboring settlements & organizing forces to seize lands beyond 
the Nizal Peninsula. Unlike Jaruq, who is planning to invade the 
inland area of Raqam, she would prefer to strike along the southern 
coasts, toward the city of Dajajah. 
 
Combat Tactics 
Sumehra is a furious warrior, a whirling, spinning, twirling frenzy 
of death. Despite her father’s wishes, she enjoys being the thick of 
battle, as it affords her the chance to personally inflict pain & death 
on others up-close. She fights with either an icy ruthlessness or a 
searing rage, depending on her temperament. She prefers to keep 
her distance from her foes so that she can use her trident to its 
greatest effect. She will only brandish her dagger if her enemies 
are less than 10’ away from her. She will order her subordinates to 
fight with her, but mostly so that they will grant her sneak attack 
opportunities. She rarely employs her Warrior’s Prayer, but she 
does use her Whirl of Blades as often as possible. 
 
RACE: Human (Ostazai) female 
CLASS: Aristocrat 1/Rogue 5/Dervish 2*** 
ALIGNMENT: Chaotic Evil 
DEITY: Johoum (Taj al-Caliph) 
SIZE: Medium 
AGE: 21 (born 334 AF) 
HEIGHT: 5’1” 
WEIGHT: 109 lbs. 

EYES: Green 
HAIR: Black 
LANGUAGES: Alhaggi, Archaic, & Common 
HIT DICE: 8+5d6+2d10 (36HP) 
INITIATIVE: +4 
SPEED: 30’ 
ARMOR CLASS: 21 (+4 Dex, +6 armor, +2 dodge); touch 15; 
flat-footed 16 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +6 
ATTACK: +7 Shock Trident (1d8+2, ×2, 10’ range increment, 
piercing) or +7 Dagger (1d4+2, 19-20/×2, 10’ range increment, 
piercing or slashing) 
FULL ATTACK: +7/+2 Shock Trident (1d8+2, ×2, 10’ range 
increment, piercing) or +7/+2 Dagger (1d4+2, 19-20/×2, 10’ range 
increment, piercing or slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +5, Reflex +10, Will +9 
ABILITIES: 

• Strength 13 (+1) 
 Dexterity 19 (+4) 
 Constitution 11 (+0) 
 Intelligence 14 (+2) 
 Wisdom 11 (+0) 
 Charisma 12 (+1) 
SKILLS: 86 points 

• Bluff +12 
• Hide +9 
• Intimidate +12 
• Knowledge (Religion) +8 
• Move Silently +15 
• Sense Motive +11 
• Sleight of Hand +15 
• Tumble +15 
• Use Magic Device +10 

FEATS: Avoidance**, Dodge, Iron Will, Treacherous** 
WEAPON: 

• +1 Shock Trident (8,315gp, 1d8+2, ×2, 10’ range 
increment, 4 lbs., piercing) 

• +1 Dagger (2,302gp, 1d4+2, 19-20/×2, 10’ range 
increment, 1lb., piercing or slashing) 

ARMOR: +2 Silent Moves Studded Leather (7,925gp, +5, 
maximum dexterity bonus +5, check penalty -0, 15% AFC, speed 
30’, 20lbs.) 
EQUIPMENT: 
 1,858gp 
 Bracers of Armor +1 (1,000gp) 
 Cloak of Resistance +1 (1,000gp) 
 Gloves of Dexterity +2 (4,000gp) 
 2 Potions of invisibility (600gp) 
CLASS FEATURES: 
 Sneak Attack: +3d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +1. 
 Uncanny Dodge. 
 Warrior’s Prayer +1. 
 Whirl 1/day. 
 Smite. 
 Burning Smite. 
 Zeal. 
 

 

Bearer Gamal 
Quotes 
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 “There are things in this world which we all must 
endure.” 
 “Would though I may suffer in their stead, it seems that 
I cannot be burdened enough.” 
 “Like all things, pain shall pass away & be forgotten. 
Afterward, we are better for it.” 
 “This is a torment that I shall not abide.” 
 
Background 
Gamal was born in the city of Qaziz, the eldest son of the sultan’s 
chief astronomer. After an embarrassing incident in the palace 
turned into a minor scandal, his father was banished from the 
sultan’s sight. His father sold all of his family’s assets & fled the 
city in disgrace, but before he did, he sent Gamal to join the church 
of Limalia as a priest, in the hopes that he would benefit from the 
strict, austere lifestyle. His father begged the clergy to instill in his 
10-year-old son a strong, virtuous character, one that could resist 
the vices that led to the astronomer’s downfall. 
 
In the 35 years since, Gamal has grown to become everything that 
his father (who never returned to Qaziz, even after the sultan’s 
death) could have wished for, & then some. He has proven his 
piety & moral rectitude time & again, & his conservative, 
pragmatic outlook has served him well in the church’s sometimes-
cutthroat politics. He was eventually promoted to the title of 
Bearer, one of the highest ranks in the city’s clergy, second only to 
the Enduring. As a high-ranking member of the Limalite church, 
he feels responsible for all of the citizenry, & wants to end the 
current drought, as well as the resulting famine. 
 
Personality 
A man of few words, Gamal is a direct, no-nonsense speaker, one 
who cleaves right to the point of any issue. He can appear grim & 
overly-stern to some, but it is simply a religious affectation, done 
to appeal to Limalia’s harsh will. He genuinely cares for his 
congregation, & wants the city to recover from the Queen of 
Trials’ latest tribulations as quickly as possible. He tries to help the 
citizens by fostering their recovery in his own way, but his efforts 
are not always appreciated by those who don’t understand the 
Limalite philosophy. 
 
Appearance 
Gamal has a very unremarkable face, one that seems almost 
pointedly nondescript. The only notable feature of his face is the 
fact that, unlike most men of Qaziz, he is clean-shaven. He walks 
slowly & purposefully, with his hands clasped behind his back. He 
wears only a simple brown robe (underneath which a suit of 
chainmail is hidden), a pair of sandals, & a plain blue cloak. 
 
Goals 
Despite outward appearances, Gamal wants what is best for the 
people of Qaziz, & is struggling to cure the city’s many ills. He 
believed that Limalia brought the drought to Qaziz as a test of its 
strength, but has recently learned that the drought may be the work 
of some evil creature, unrelated to the will of the Sultana of Winds. 
So, in a break with his church’s doctrine, he is coordinating efforts 
to bring food-bearing merchants from nearby regions. In his mind, 
his hard work has not been enough, & so he seeks to end the crisis 
in a more direct fashion. He is determined to face the famine-
causing creature in combat, & is assembling a team of intrepid 
individuals to that end. 
 
Combat Tactics 
Gamal is not a cloistered priest, one that is sheltered from the harsh 
realities of life & death. He has served Limalia’s stern will 
wherever he was needed, including the battlefield, & his combat 
style strongly reflects his church’s principles. He fights with a 
merciful katar, inflicting non-lethal wounds with each cut of his 

enchanted blade. He does this to teach opponents the virtues of 
adversity & the benefits of overcoming it. He avoids rebuking 
undead unless he has to (a self-imposed restriction, one to test his 
own spirit), & he will only take one of his many healing potions as 
a last resort (so that he may endure more privation in the future). 
He favors the casting of domain spells (especially those of the 
Hardship domain) on his opponents & allies as often as possible, 
the better to spread understanding of his faith. 
 
RACE: Human male 
CLASS: Cleric 8 
ALIGNMENT: True Neutral 
DEITY: Limalia (The Khaziima) 
SIZE: Medium 
AGE: 45 (born 310 AF) 
HEIGHT: 6’0” 
WEIGHT: 162 lbs. 
EYES: Gray 
HAIR: Brown 
LANGUAGES: Common, Gnoolun, & Qamilai 
HIT DICE: 8+7d8+8 (48HP) 
INITIATIVE: +0 
SPEED: 30’ 
ARMOR CLASS: 18 (+8 armor); touch 10; flat-footed 18 
BASE ATTACK BONUS: +6 
GRAPPLE BONUS: +5 
ATTACK: +5 Merciful Katar (AKA Punching Dagger, 1d4+1, ×3, 
piercing) 
FULL ATTACK: +5 Merciful Katar (AKA Punching Dagger, 
1d4+1, ×3, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +9, Reflex +4, Will +12 
ABILITIES: 
 Strength 8 (-1) 
 Dexterity 10 (+0) 
 Constitution 12 (+1) 
 Intelligence 15 (+2) 
 Wisdom 22 (+6) 
 Charisma 13 (+1) 
SKILLS: 59 points 

• Concentration +12 
• Diplomacy +7 
• Heal +17 
• Knowledge (Religion) +11 
• Profession (Ecclesiastic) +17 
• Spellcraft +13 

FEATS: Combat Casting, Combat Expertise, Diehard, Endurance 
(bonus), Extra Turning, Grim Determination** 
WEAPON: +1 Merciful Katar (AKA Punching Dagger, 8,302gp, 
1d4+1, ×3, 1 lb., piercing) 
ARMOR: +3 Chainmail (9,300, +8, maximum dexterity bonus +2, 
check penalty -4, 30% AFC, speed 20’, 40lbs.) 
EQUIPMENT: 
 48gp 
 Cloak of Resistance +2 (4,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 10 Potions of cure light wounds (500gp) 
 2 Potions of cure moderate wounds (600gp) 
 Potion of endure elements (50gp) 
 Potion of mage armor (50gp) 
 2 Potions of protection from evil (100gp) 
 Potion of remove fear (50gp) 
SPELLS: 6/6+1/4+1/4+1/2+1 (Caster Level 8th, save DC15 + spell 
level) 
CLASS FEATURES: 
 Rebuke Undead. 
 Domain: Hardship**. 
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 Domain: Travel.  
 

Gadil izra-Yusuf 
Quotes 

• “Hear me! I bring unto you the word of heaven! Your 
salvation is at hand!” 

• “Anyone can be saved. All that is needed is peace & 
forgiveness. Forgive those you have wronged you, & 
peace will be your reward.” 

• “I am but a humble messenger. The true glory flies 
above, on wings of gold & light.” 

• “My death would mean nothing. The truth is as 
immortal as the sun, & shines just as brightly.” 

 
Background 
The origins of Gadil izra-Yusuf are shrouded in mystery & steeped 
in myth. Some say that he was a prince who fled his far-off 
kingdom to wander the desert alone. Others claim that he was a 
humble orphan who grew up to be a shepherd or a carpenter. Still 
others believe that he is actually a being from beyond the Veil of 
Night, an otherworldly being with an unknowable beginning. 
Regardless of his past, he is currently a self-described prophet who 
has gathered a growing cult of personality around himself in the 
city of Qulzai. 
 
Gadil came to Qulzai three years ago, a modest man of meager 
means. He began preaching on the street almost immediately, 
claiming to have recently received divine wisdom from an angelic 
being while walking through the wasteland. Since then, he has 
become one of the most popular & well-known figures in the city, 
despite his humble wishes to live simply & spread his word 
without undue adulation. The ruling council of Qulzai fears his 
movement as threatening the delicate status quo, so they are 
looking into ways of neutralizing him before his followers cause 
any lasting harm to the established order 
 
Personality 
Gadil is nothing if not driven. Unlike most other so-called 
prophets, he genuinely believes that he has been touched by 
divinity, & that he must spread the word of the divine to the 
masses for their own benefit. He preaches & sermonizes tirelessly, 
convinced that he can (& indeed must) help as many people as he 
is able to, & that the best way to do so is to give them the words of 
wisdom that were passed onto him. His passion & fervor can be a 
bit disquieting to some, but his daily acts of selfless kindness & 
giving have won over many converts, most of whom were initially 
skeptical about his message. 
 
Appearance 
Gadil’s eyes are warm & kind, yet they betray an unwavering, 
zealous conviction. He is emaciated from previous long fasts. His 
hair & beard are tangled & unkempt. He wears only a simple tunic 
(which is actually a glamered chain shirt), a pair of plain sandals, 
& shabby leggings. 
 
Goals 
Gadil wants nothing more than to spread the words of wisdom, 
telling anyone who will listen (& many people who won’t) of his 
divine message. He truly believes that he is a godly messenger, & 
that he has been chosen for this task. In order to better give the 
wisdom to all who can receive it, he has gathered a following of 
the faithful, a rapidly-expanding group of like-minded people who 
believe that he is the Chosen One. These Gadilites, as they are 
called, see him as a messianic figure that will unite the world 
against the evils that plague them, saving the world from the forces 
of darkness & ushering in a golden age of enlightenment. 

 
This trend is worrisome to Gadil, as he feels that his followers are 
starting to worship him, instead of his message. He is trying to 
direct the Gadilites’ energies toward positive endeavors, such as 
charity, community services, healing the sick, & feeding the 
hungry, all while spreading the words of wisdom to those who will 
listen. But the movement is bigger than any one man, & the 
Gadilites’ may be beyond his efforts (& those of the ruling 
council) to control. 
 
Combat Tactics 
Gadil is a strict pacifist, a man who abhors violence & wants to 
heal wounds rather than inflict them. He carries a kukri, but he 
uses it to heal people (with its curative power) as a means of 
shocking people out of their preconceived assumptions. He will not 
use the weapon to attack someone, even in self-defense. His closest 
disciples, worried about his safety, have given him a glamered 
chain shirt (disguised as a tunic) to wear for his protection, 
although he had to be convinced that it was best for the message & 
the movement that he wear it. While he will not fight an attacker, 
he has used charm person & calm emotions to defuse violent 
situations in the past, & his use of the Knowledge & Prophecy 
domains allow him to avoid most battles before they start. If a 
serious threat to his life is known by the Gadilites, then they will 
defend him, usually with 2 clerics (13th level) or 4 paladins (11th 
level), who will use less peaceful means to resolve the issue. 
 
RACE: Human (Nomadic Tribal) male 
CLASS: Bard 4/Cleric 11 
ALIGNMENT: Neutral Good 
DEITY: The Darshan (The Awakened) 
SIZE: Medium 
AGE: 33 (born 322 AF) 
HEIGHT: 6’5” 
WEIGHT: 196 lbs. 
EYES: Green 
HAIR: Brown 
LANGUAGES: Archaic & Common 
HIT DICE: 8+10d8+4d6+15 (82HP) 
INITIATIVE: +5 
SPEED: 30’ 
ARMOR CLASS: 20 (+1 Dex, +9 armor); touch 11; flat-footed 19 
BASE ATTACK BONUS: +11 
GRAPPLE BONUS: +11 
ATTACK: +13 Curative** Merciful Kukri (1d4+2, 18-20/×2, 
slashing) 
FULL ATTACK: +13/+8/+3 Curative** Merciful Kukri (1d4+2, 
18-20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +8, Reflex +7, Will +17 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 12 (+1) 
 Constitution 12 (+1) 
 Intelligence 10 (+0) 
 Wisdom 25 (+7) 
 Charisma 14 (+2) 
SKILLS: 82 points 

• Diplomacy +21 
• Heal +25 
• Knowledge (Arcana) +18 
• Knowledge (Religion) +18 
• Sense Motive +23 
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FEATS: Brew Potion, Extra Turning, Improved Initiative, 
Improved Turning, Negotiator, Skill Focus (Diplomacy), True 
Believer** 
WEAPON: +2 Curative** Merciful Kukri (18,308gp, 1d4+2, 18-
20/×2, 2 lbs., slashing) 
ARMOR: +5 Glamered Chain Shirt (27,950, +9, maximum 
dexterity bonus +4, check penalty -1, 20% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 92gp 
 Agal of Blessed Faith (6,500gp) 
 Candle of Cleansing** (6,500gp) 
 Orb of Twilight (24,900gp) 
 Periapt of Wisdom +4 (16,000gp) 
 4 Potions of cure moderate wounds (1,200gp) 
 3 Potions of endure elements (150gp) 
 3 Potions of mage armor (150gp) 
 Ring of Sustenance (2,500gp) 
 Wand of cure light wounds (750gp) 
SPELLS: 

 Bard: 3/3/1 (Caster Level 4th, save DC12 + spell level) 
 0th Level: bend fate**, detect magic, know direction, 
light, mending, resistance 
 1st Level: charm person, remove fear, sleep 
 2nd Level: calm emotions, herald/courier** 
 Cleric: 6/6+1/6+1/6+1/3+1/2+1/1+1 (Caster Level 11th, 
save DC17 + spell level) 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +1. 
 Inspire Competence. 
 Turn Undead. 
 Domain: Knowledge. 
 Domain: Prophecy**. 
 

 

Ras Duraq 
Quotes 

• “I do not speak. Silence speaks for me well enough.” 
• “Listen to the rain in the grass, & the answers to your 

questions will become clear.” 
• “May your body be healed, & your soul be cleansed, for 

the rest of your days.” 
• “Our beliefs are not so different. We all want the same 

things, just in different ways. How others get to your 
field matters not, if they wish to help with the crops.” 

 
Background 
Duraq was born on the southern banks of the Provider’s Oasis, 
near the town of Fahir. He was born into a clan of nomadic 
Pashatai druids who avoided any settlement larger than a hamlet, 
preferring the unsettled wilderness. He was raised in the clan’s 
ancient traditions, & grew to become a full-fledged member of 
their druidic circle. 
 
One day, though, the circle’s elder (& Duraq’s mentor), Ras 
Rakhiz, had a revelation, conveyed to him in a dream. He saw the 
clan’s destruction in the near future, brought about by the hands of 
other followers of Pashati. This, he saw, was because the other 
Pashatai mistook them for Sidarites, in a tragic & fatal 
misunderstanding. The key to resolving this conflict, Rakhiz had 
said, was to send one of their own into the cities, to broker peace 
between the two churches. Thus, Duraq was chosen, & sent to 
Rasalhague, where has lived ever since. 
 
That was over 50 years ago, & Duraq has become a respected elder 
(known as a Ras) in the Old City of Rasalhague. He has been a 
highly sought-after font of wisdom in the area for decades, & has 
always worked towards the betterment of his fellow citizens. He 
has acquired many Sidarite friends over the years, some of them 
dating all the way back to his days of wandering the wastelands, 
seeking enlightenment with the rest of his circle. 
 
Personality 
Duraq is a patient, benevolent soul, one who always has time to 
help a fellow citizen. He speaks little, & is almost always smiling 
(showing an almost toothless grin), no matter what the 
circumstances are. He is old, & he knows that there are far more 
days behind him than are ahead of him, but he faces each day with 
serenity & acceptance, hoping to make things just a bit better 
before the sun has set. Although his nomadic days are long past, he 

still feels an urge to wander & explore, which he does along the 
countless streets & alleys within the city. 
 
Appearance 
Duraq’s posture is stooped with age, & he walks slowly with a 
cane. His face is a patchwork of wrinkles skin & dark discolored 
scales. His eyes are as bright & alive as the most energetic 
youngster, however. He is usually seen walking around in his suit 
of leather hides & well-worn sandals. 
 
Goals 
Duraq has been trying for quite some time now to help the church 
of Sidaru achieve some measure of acceptance in the city, but with 
little success. His efforts have been stymied by the deep cultural 
divides between the religions of Sidaru & Pashati, as well as 
deliberate efforts from certain parties invested in maintaining the 
schism. He has, however, built up a network of like-mind 
individuals, mostly among the other Rasi, who are working with 
him to bring about a more tolerant tomorrow. Their methods are 
subtle, & their pace is slow, but they are mostly united in their 
conviction that a measured approach is necessary to bring about a 
positive shift in the city’s people. 
 
Combat Tactics 
Duraq was never a great warrior, & his best days are long since 
past, but he has ways of dealing with threats to his person, be they 
from a common mugger or a hired cutthroat. He’s an excellent shot 
with his crossbow, & is able to hit targets from incredible 
distances. His pet monitor lizard, Hazanim, is a fierce opponent, & 
is always at his side. And he relies on his druidic spells & Wild 
Shape ability to get himself out of any serious situations. He is 
particularly skilled at fighting the undead, a talent that he has 
honed while with his Sidarite friends.  
 
RACE: Lizardfolk (Sheqarai) male 
CLASS: Druid 9/Ranger 2 
ALIGNMENT: Neutral Good 
DEITY: Pashati 
SIZE: Medium 
AGE: 88 (born 267 AF) 
HEIGHT: 6’8” 
WEIGHT: 231 lbs. 
EYES: Green 
HAIR: N/A (Black scales) 
LANGUAGES: Alhaggi, Common, & Druidic 
HIT DICE: 8+10d8+6 (59HP) 
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INITIATIVE: +0 
SPEED: 30’ 
ARMOR CLASS: 21 (+2 Dex, +5 natural, +4 armor); touch 12; 
flat-footed 19 
BASE ATTACK BONUS: +8 
GRAPPLE BONUS: +8 
ATTACK: +12 Distance Shortbow (1d6+4, ×3, 120’ range 
increment, piercing) 
FULL ATTACK: +12/+7 Distance Shortbow (1d6+4, ×3, 120’ 
range increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +9, Reflex +8, Will +10 
ABILITIES: 

• Strength 11 (+0) 
 Dexterity 15 (+2) 
 Constitution 10 (+0) 
 Intelligence 12 (+1) 
 Wisdom 18 (+4) 
 Charisma 10 (+0) 
SKILLS: 74 points 

• Balance +6 
• Concentration +7 
• Diplomacy +14 
• Heal +18 
• Jump +4 
• Knowledge (Nature) +3 
• Listen +16 
• Knowledge (Religion) +15 
• Survival +21 
• Swim +4 

FEATS: Combat Casting, Hawk’s Talons (5 techniques)**, 
Natural Spell, Point Blank Shot 
WEAPON: +2 Distance Shortbow (18,330gp, 1d6+4, ×3, 120’ 
range increment, 2 lbs., piercing) 
ARMOR: +1 Wild Hide (16,165, +4, maximum dexterity bonus 
+4, check penalty -2, 20% AFC, speed 20’, 25lbs.) 
EQUIPMENT: 
 305gp 
 Amulet of Natural Armor +3 (18,000gp) 
 Ring of Feather Falling (2,200gp) 

RACIAL FEATURES: 
 +2 on saves to resist the effects of poison. 
 Natural Weapons: Bite (1d4 + Strength).  
 Cold-Blooded: Lizardfolk are mesothermic, meaning 
that they can only partially regulate their internal body 
temperature. For them, the ambient temperature is considered one 
category colder than it actually is. However, they only suffer from 
cold exposure in temperatures below 40°F. 
 Hold Breath (Ex): A lizardfolk can hold its breath for 
a number of rounds equal to four times its Constitution score 
before it risks drowning. 
 Musk: A lizardfolk exudes certain oils from its skin 
that have a faint but distinct odor. This allows them to be more 
easily tracked, granting a +4 circumstance bonus to such checks. 
 Water Dependence: A lizardfolk must ingest a 
minimum one gallon of water a day or suffer a cumulative -1 Con 
penalty. A full day of rest with complete hydration is necessary to 
eliminate this penalty. 
SPELLS: 

• Druid Spells: 6/5/5/4/3/1 (Caster Level 9th, save DC14 
+ spell level) 

CLASS FEATURES: 
 Nature Sense. 
 Wild Empathy. 
 Woodland Stride. 
 Trackless Step. 
 Resist Nature’s Lure. 
 Wild Shape (S/M/L, 3/day). 
 Venom Immunity. 
 Favored Enemy (Undead): +2. 
 Wild Empathy. 
 Combat Style (Archery). 
ANIMAL COMPANION: Hazanim, a monitor lizard (7HD, 
52HP, AC20 (+3 Dexterity, +7 Natural Armor), BAB+5, Bite +9 
melee (1d8+5), Fortitude +8, Reflex +8, Will +3, Intelligence 1 (-
5), Devotion, Evasion, Link, Share Spells, Trick: Come, Trick: 
Heel, Trick: Work, Alertness, Great Fortitude, Climb +6, Hide +8, 
Listen +3, Move Silently +8, 
Spot +3, Swim +14). 
 

 

Zada 
Quotes 

• “I will see Rizaj razed before I let it go.” 
• “I command, & you obey! That is the only law!” 
• “A fire burns within me. It will consume you, & your 

children with choke on the ashes.” 
• “I did not cross the scorching desert to fall here. Luck 

& cunning shall bear me to victory.” 
 
Background 
Almost 20 years ago, Rizaj was under the control of a tyrant 
named Zada. She was a merciless & capricious emir, & the citizens 
finally ousted her after a particularly cruel deed, sending her into 
exile. The city then turned to a local hero, Leron the Wildhearted, 
for leadership, turning him into the next emir. This turned out to be 
very fortunate for the town, as Emir Leron was able to transform 
the city-state into the tranquil splendor that it is today. 
 
But Zada was neither killed nor made powerless; she wandered the 
desert for quite some time, unsure of what to do or how best to 
seek revenge. But fortune, for once, was on her side; she came 
across several nomadic tribes, made up of aazlai, desert centaur, 
gnolls, humans, & kobolds. She was able to recruit each of these 
peoples into her service, amassing an army that would follow her 

brutal will. She is now poised to storm Rizaj & reclaim her throne, 
no matter what it may cost the city’s citizens. 
 
Personality 
Zada is a pitiless, spiteful woman, with a short temper & a long 
memory for grudges. She is shrewd & insightful, though, which 
makes her an effective leader, as she is able to see into the heart of 
an issue & quickly craft a plan to resolve it efficiently. For 
instance, under her malicious rule, the bandits that are now 
plaguing Rizaj were kept in check by her public executions, which 
have since been abolished. She is regarded with the respect born of 
fear by nearly all who encounter her, for she follows her sadistic 
whims on occasion, flaying or maiming someone for the slightest 
of offenses, both real & perceived. 
 
Appearance 
Zada’s skin is shiny & smooth, like polished brass. She has an 
ample, voluptuous figure, one that she uses to her advantage when 
she must. Her eyes are cold & piercing, & she looks at everyone as 
if they are a piece of food. She is usually clad in her battle armor, 
but she sometimes wears her old emir’s robes, which are worn & 
faded from her time in the desert. 
 
Goals 
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With an army of cowed followers in hand (which are rumored to 
be backed by Maqurites), Zada is determined to reclaim her former 
seat of power, even if it means razing the city she once ruled. She 
is single-minded in this aim, entertaining no alternative. Her 
actions have not been in secret, though, so the people of Rizaj have 
had ample warning, causing some citizens to flee & others to 
prepare for the inevitable conflict. Leron is preparing for the 
impending assault, but doubts that the city could withstand a siege. 
Zada believes that she will be able to take the city soon, as her 
forces are growing larger & more organized by the day, & Rizaj’s 
defenses are not prepared for an assault of this nature. What she 
plans to do once she has retaken the throne is unclear, but it can be 
assured that her vengeance will not end there. 
 
Combat Tactics 
Zada is a vicious, nasty adversary, prone to fits of fury & violence 
even off of the battlefield. Her falchion is capable of driving her 
enemies mad, which she revels in before dispatching them. She is 
adept at countering her opponents’ attacks, striking back with 
terrific speed. Her sabi heritage suits her well, as she greatly favors 
flame-based magic, & uses her own innate fiery powers (such as 
flickerflame) as often as she is able. Her bardic powers 
complement her pharaonic abilities nicely, as she is able to 
command a great number of people with them, something that she 
enjoys doing, even when not in the midst of battle. 
 
RACE: Narsabi female 
CLASS: Bard 15/Pharaoh 1** 
ALIGNMENT: Chaotic Evil 
DEITY: Adimas 
SIZE: Medium 
AGE: 51 (born 304 AF) 
HEIGHT: 6’3” 
WEIGHT: 151 lbs. 
EYES: Red 
HAIR: Black 
LANGUAGES: Common, Gnoolun, & Ignan 
HIT DICE: 6+14d6+1d8+16 (75HP) 
INITIATIVE: +1 
SPEED: 30’ 
ARMOR CLASS: 20 (+1 Dex, +9 armor); touch 11; flat-footed 19 
BASE ATTACK BONUS: +12 
GRAPPLE BONUS: +12 
ATTACK: +15 Lunacy Falchion (2d4+1, 18-20/×2, slashing) 
FULL ATTACK: +15/+10/+5 Lunacy Falchion (2d4+1, 18-
20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +12, Will +13 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 13 (+1) 
 Constitution 12 (+1) 
 Intelligence 15 (+2) 
 Wisdom 10 (+0) 
 Charisma 20 (+5) 
SKILLS: 184 points 

• Bluff +26 
• Diplomacy +21 
• Disguise +24 
• Gather Information +21 
• Hide +20 
• Intimidate +26 
• Move Silently +20 

• Ride +20 
• Sense Motive +19 
• Use Magic Device +24 

FEATS: Clever Wit**, Combat Reflexes, Counterattack**, Iron 
Will, Lightning Reflexes, Persuasive 
WEAPON: +3 Lunacy Falchion (50,375gp, 2d4+1, 18-20/×2, 8 
lbs., slashing) 
ARMOR: +2 Invulnerability Chain Shirt (25,250gp, +6, maximum 
dexterity bonus +4, check penalty -1, 20% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 175gp 
 Bracelets of Binding** (21,700gp) 
 Bracers of Armor +3 (9,000gp) 
 Lamp of Conjuring** (13,500gp) 
RACIAL FEATURES: 

• Outsider (Native): Narsabi are not subject to spells or 
effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Darkvision 60’. 
• Genie Heritage (Sp): +1 racial bonus on saving throws 

against spells & effects. This bonus increases by +1 for 
every five class levels the Sabi attains. 

• Spell-Like Abilities 
o 3/Day: flickerflame 
o 1/Day: flame blade 
o Caster level 5th. The save DCs are 

Intelligence-based. 
• Ritual Lore: Narsabi gain Ritual Lore as a bonus feat, 

but they must choose a ritual with the [Fire] descriptor. 
SPELLS: 4/6/4/4/4/3 (Caster Level 15th, save DC15 + spell level) 

• 0th Level: dancing lights, detect magic, flare, read 
magic, resistance, skew fate** 

• 1st Level: Adimas’ annoying arrow**, cause fear, 
disgust**, hideous laughter 

• 2nd Level: enthrall, false moon**, glitterdust, 
pyrotechnics 

• 3rd Level: confusion, countermand**, genie’s 
mystique**, major image 

• 4th Level: baleful suggestion**, dominate person, 
greater invisibility, muffle** 

• 5th Level: firesinger**, mass suggestion, summon 
monster V 

CLASS FEATURES: 
• Bardic Music. 
• Bardic Knowledge. 
• Countersong. 
• Fascinate. 
• Inspire Courage +3. 
• Inspire Competence. 
• Suggestion. 
• Inspire Greatness. 
• Song of Freedom. 
• Inspire Heroics. 
• Rebuke Humanoid. 
• Exalted Aura +1. 
• Eagle’s Splendor 1/Day. 

LEVEL ADJUSTMENT: +1 
 

 

Prince Omar 
Quotes 
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• “The ministers back me, & the people back the 
ministers. By blood, by order, & by the will of the city, 
I am the rightful king.” 

• “My brothers are both strong, never prone to surrender 
or failure. Let us all hope that they remain wise.” 

• “Who among us would you choose? Who would you 
have hold the Rod & Flail?” 

• “Dimmer days await us all. One day quite soon, our 
fortunes shall curdle & spoil.” 

 
Background 
Omar is the eldest son of the last pharaoh of Sabur, King Sesseram, 
who died two years ago. He now jointly rules the city of Sabur 
with his two younger brothers, Amir & Walid. As the firstborn 
prince, he appeals to the city’s ministers, who are mostly 
traditionalist & like-minded. His relationship with his brothers is 
extremely tense & fragile, as they each actively seek to usurp the 
others’ power, or have each other killed. 
 
Prince Omar would prefer not to deal with the politics & intrigue 
involved in governing a city-state like Sabur, but he feels as if he 
has no choice in the matter. The citizens of Sabur have mostly 
chosen sides, siding with one co-ruler or another, which threatens 
to turn their sibling rivalry into a civil war. The general sentiment 
among the locals is that this situation is unstable & one day, sooner 
or later, the issue will erupt in an irrevocable confrontation. Omar 
would prefer to avoid a conflict, but for all his wits, he doesn’t see 
much of a choice about that, either. 
 
Personality 
Omar is an aloof individual, prone to distraction & preoccupation. 
He would rather spend his time reading books & performing 
arcane experiments in his private chambers, but he feels pressured 
by circumstances (& the ministers) to take the reigns of power. In 
his mind, he believes that the city needs a wise, learned leader, & 
that he is the best one for the task. He is distant & socially 
awkward, therefore not inspiring confidence in his abilities, even 
though he is an able strategist & a skilled problem-solver. 
 
Appearance 
Omar’s face is mostly expressionless, as if he were wearing a mask 
of bored indifference. He wears only the finest embroidered robes, 
which are decorated with crossed bars & other symbols of state. He 
can often be seen making strange hand gestures & whispering to 
himself. He usually walks about in an absentminded manner, as 
though he were thinking about something or somewhere else. 
 
Goals 
Omar wants to take complete control of Sabur, wresting it from his 
brothers. He thinks that Amir is too irresponsible & foolish to be 
the next pharaoh, & that Walid is too power-hungry & ambitious 
for the Rod & Flail. Despite his desire to leave the city & its 
politics behind to focus on his studies, he is determined to preserve 
his father’s legacy & maintain the city’s peaceful prosperity. He 
would prefer to remove his brothers without bloodshed, but if they 
continue to resist his designs, then he feels that he will have no 
choice but ensure the wellbeing of the city, no matter what it might 
cost them. The city’s recent troubles with the Black Blight have 
distracted most of the involved parties, but Omar will not be 
deterred so easily; he feels that this crisis has exacerbated the issue 
of succession, & that it must be resolved decisively (& soon). 
 
Combat Tactics 
Omar is patient & deliberate on the battlefield, almost to the point 
of being pensive. He will calmly assess the situation, determine the 
most beneficial course of action, & execute his stratagems with a 
cool efficiency that some find unnerving. He hides a rapier on his 

person that he uses to surprise opponents, although he prefers to 
avoid melee fights, if at all possible. He would rather summon a 
creature to fight for him, like a celestial riding dog or a fiendish 
wolf. He likes to cast his spells surreptitiously, & he often relies on 
offensive spells (such as ray of enfeeblement, fog cloud, & hold 
person) to end encounters before they become a serious threat. 
Often times, however, he need not lift a finger to protect himself, 
as he is usually accompanied by a small retinue of the city’s best 
guards (1d3 fighters, 7th level); if these guards are defeated, he will 
usually find it prudent to flee. 
 
RACE: Human male 
CLASS: Aristocrat 4/Wizard 5 
ALIGNMENT: True Neutral 
DEITY: Adimas 
SIZE: Medium 
AGE: 26 (born 329 AF) 
HEIGHT: 6’3” 
WEIGHT: 188 lbs. 
EYES: Brown 
HAIR: Black 
LANGUAGES: Aquan, Archaic, Auran, & Common 
HIT DICE: 8+3d8+5d4+18 (52HP) 
INITIATIVE: +0 
SPEED: 30’ 
ARMOR CLASS: 16 (+2 deflection, +4 armor); touch 12; flat-
footed 16 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +6 
ATTACK: +7 Concealing** Rapier (1d6+2, 18-20/×2, piercing) 
FULL ATTACK: +7/+2 Concealing** Rapier (1d6+2, 18-20/×2, 
piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +5, Reflex +3, Will +7 
ABILITIES: 
 Strength 13 (+1) 
 Dexterity 10 (+0) 
 Constitution 14 (+2) 
 Intelligence 16 (+3) 
 Wisdom 12 (+1) 
 Charisma 9 (-1) 
SKILLS: 86 points 

• Appraise +18 
• Concentration +14 
• Knowledge (Arcana) +13 
• Knowledge (History) +11 
• Knowledge (Nobility) +12 
• Listen +16 
• Sense Motive +12 
• Spellcraft +15 

FEATS: Augment Summoning, Scribe Scroll (bonus), Silent Spell, 
Skill Focus (Listen), Spell Focus (Conjuration, bonus), Still Spell 
WEAPON: +1 Concealing** Zahir Rapier (8,820gp, 1d6+2, 18-
20/×2, 1 lb., piercing) 
ARMOR: N/A 
EQUIPMENT: 
 930gp 
 Bracers of Armor +4 (16,000gp) 
 Ring of Protection +2 (8,000gp) 
 Wand of magic missile 3rd (2,250gp) 
SPELLS: 4/4/3/2 (Caster Level 5th, for Conjuration spells, save 
DC14 + spell level; for all other spells, save DC13 + spell level)) 

• 0th Level: acid splash, arcane mark, dancing lights, 
daze, detect magic, detect poison, disrupt undead, flare, 
ghost sound, light, mage hand, mending, message, 
open/close, prestidigitation, ray of frost, read magic, 
resistance, stinging breeze**, tally**, touch of fatigue 
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• 1st Level: Adimas’ annoying arrow**, feather fall, 
mount, ray of enfeeblement, shocking grasp, sleep, true 
strike 

• 2nd Level: detect thoughts, fog cloud, see invisibility, 
summon monster II 

• 3rd Level: herald/courier**, hold person 
FAMILIAR: Maliq, a raven (9HD, 26HP, AC17 (+2 size, +2 
Dexterity, +3 Natural Armor), BAB+11, Claws +7 melee (1d2-5), 
Fortitude +3, Reflex +5, Will +8, Intelligence 8 (-1), Alertness, 

Deliver Touch Spells, Empathic Link, Low-Light Vision, Share 
Spells, Speak with Master, Alertness, Improved Evasion, Weapon 
Finesse, speaks Archaic, Appraise +14, Concentration +12, 
Knowledge (Arcana) +9, Knowledge (History) +7, Knowledge 
(Nobility) +8, Listen +17, Sense Motive +13, Spellcraft +11, Spot 
+9). 
 

 

Vizier Aden aq-Zarqa 
Quotes 

• “The gray coals still boil the stew, I suppose.” 
• “I believe that course of action would be prudent.” 
• “I am but the first of many such strides; the sudden 

spark which ignites the blaze.” 
• “Would you please excuse me? There are matters that I 

must attend to.” 
 
Background 
Aden aq-Zarqa was born in the City of Green to a human scholar, 
Haqim, & his half-efreet wife, Hari. As the son of a alchemy 
professor, Aden was raised with a deep understanding of academic 
pursuits; he has a modicum of knowledge regarding a wide range 
of topics, such as history, astronomy, & of course, alchemy. He 
attended the Academy of the Truest Art (where his father teaches), 
graduated with top honors, & became a talented & respected 
scribe. 
 
It was while working as a scribe for the church of Qirus that Aden 
became interested in politics. His mother had been a pious woman 
who pushed him toward the clergy, while his father wanted him to 
pursue scholastic employment. But it was in the Qirusite temple 
that Aden found his passion: governance. He worked closely with 
the senators, & impressed them greatly with his abilities & 
insights. He was soon elected to the senate, & not long afterward, 
was voted into the office of vizier as the first sabi to hold that 
position in Sa’ifah. 
 
Personality 
Aden is a cool, efficient leader with a calm, low-key persona, 
which is in stark contrast to the stereotype of a fiery temperamental 
narsabi. He is a gifted speaker, with a calm demeanor & an 
ambitious agenda for reforms. He is genial, kind, optimistic, & is 
usually found with a wide grin on his face. His tough stance on 
corruption & his grand plans are off-putting to some, some of 
whom resort to racist epithets to undermine his tenure. He largely 
ignores these attacks weathering them with an unflappable grace & 
aplomb. 
 
Appearance 
Aden has smoky gray skin & his eyes are calm & kind, which 
stands in stark contrast to his fearsome coloration. His jet-black 
hair is cropped very short, & is mostly hidden by the hood of his 
cloak. He wears the official robes of his position, although they 
seem a bit awkward or ill-fitting. His teeth (which are often seen 
due to his nearly-constant smile) are golden yellow & sharply 
pointed. 
 
Goals 
Aden’s agenda is simple: to ensure the continued safety & 
prosperity of his beloved city. His largest problem at the moment 
(even more pressing than the she-da-zhong) is the thieves’ guild 
known as the Brotherhood that is operating in the area. The 
republican guard has proven powerless to stop them, & the locals 
are desperate to end (or at least contain) this escalating 

lawlessness. He is also working to issue a series of laws which will 
reform the government of Sa’ifah, expanding civil rights, 
prohibiting corruption, adding social services, & improving the 
wellbeing of the citizenry. These reforms are opposed by more 
conservative members of the senate (back by the nobles), who see 
the proposed laws as encroaching on their former social & political 
preeminence, as well as upsetting the current status quo. 
 
Combat Tactics 
Aden may be a scholar, a devout theologian, & a politician, but he 
is not without his combat prowess. In the academy, he learned to 
fire a longbow which uncanny accuracy, & in the Temple of Qirus, 
he was taught the way of the paladin, a path of honor & 
perseverance that he has never wavered from. He integrates his 
fiery natural abilities with his fighting style, often scorching 
opponents with his innate powers (such as flame blade). He also is 
fond of smiting, & will do readily against any foe that he knows is 
evil. His specialty is fighting the undead, however, as they are 
some of the few enemies that he considers beyond redemption. 
 
RACE: Narsabi male 
CLASS: Paladin 7 
ALIGNMENT: Lawful Good 
DEITY: Qirus 
SIZE: Medium 
AGE: 74 (born 281 AF) 
HEIGHT: 6’7” 
WEIGHT: 204 lbs. 
EYES: Yellow 
HAIR: Black 
LANGUAGES: Archaic, Common, Ignan, & Terran 
HIT DICE: 10+6d10+4 (47HP) 
INITIATIVE: +0 
SPEED: 30’ 
ARMOR CLASS: 23 (+10 armor, +3 divine); touch 13; flat-
footed 23 
BASE ATTACK BONUS: +7 
GRAPPLE BONUS: +9 
ATTACK: +13 Seeking Composite Longbow (+2 rating, 1d8+6, 
×3, 110’ range increment, piercing) 
FULL ATTACK: +13/+8 Seeking Composite Longbow (+2 
rating, 1d8+6, ×3, 110’ range increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +10, Reflex +7, Will +8 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 10 (+0) 
 Constitution 11 (+0) 
 Intelligence 14 (+2) 
 Wisdom 13 (+1) 
 Charisma 15 (+2) 
SKILLS: 40 points 

• Diplomacy +15 
• Knowledge (Religion) +15 
• Ride +13 
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• Sense Motive +14 
FEATS: Improved Sunder, Power Attack, Templar** 
WEAPON: +1 Seeking Composite Longbow (+2 rating, 8,600gp, 
1d8+6, ×3, 110’ range increment, 3 lbs., piercing) 
ARMOR: +2 Full Plate (5,650gp, +10, maximum dexterity bonus 
+1, check penalty -5, 35% AFC, speed 20’, 50lbs.) 
EQUIPMENT: 
 200gp 
 Cloak of Resistance +2 (4,000gp) 
 Efficient Quiver (1,800gp) 
 Potion of cure serious wounds (750gp) 
RACIAL FEATURES: 

• Outsider (Native): Narsabi are not subject to spells or 
effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Darkvision 60’. 
• Genie Heritage (Sp): +1 racial bonus on saving throws 

against spells & effects. This bonus increases by +1 for 
every five class levels the Sabi attains. 

• Spell-Like Abilities 

o 3/Day: flickerflame 
o 1/Day: flame blade 
o Caster level 5th. The save DCs are 

Intelligence-based. 
• Ritual Lore: Narsabi gain Ritual Lore as a bonus feat, 

but they must choose a ritual with the [Fire] descriptor. 
SPELLS: 2 (Caster Level 3rd, save DC11 + spell level) 
CLASS FEATURES: 
 Aura of Good. 
 Detect Evil. 
 Smite Evil 2/day. 
 Divine Grace. 
 Lay on Hands. 
 Aura of Courage. 
 Divine Health. 
 Turn Undead. 
 Special Mount. 
 Remove Disease 1/week. 
LEVEL ADJUSTMENT: +1 
 

 

Queen Tuhaia 
Quotes 

• “I’ll deal with the matter personally.” 
• “We are at a crossroads, in more ways than one.” 
• “Will you join us? Will you fight for a cause both just 

& glorious?” 
• “If I don’t do something about these threats, there won’t 

be a citizenry to protest.” 
 
Background 
Tuhaia was born to the previous pharaoh of Salah, King Seyed II, 
& his queen, the Lady Alzena. As the eldest child, she inherited the 
Scepter & Crown upon her parents’ death, when she was just 14 
years old. Thus, her childhood was abruptly ended, as her life as a 
princess ended, & her life as a queen began. For over twenty years, 
she has ruled her city with wisdom & courage. She quickly became 
a dynamic, hands-on ruler, one who enjoys mingling with the 
common folk. She has even been known to treat sick or injured 
citizens personally, making her very popular with the locals. 
 
Because of her gender & her age, Tuhaia’s leadership was 
contested early on. It was first challenged by her younger brother, 
Wasim, & then later by her chief advisor, Vizier Faysal Utt. Both 
plots to usurp her power were backed by the she-da-zhong, & both 
were ultimately thwarted with the help of a band of mercenaries 
known as the Lady’s Blades (formerly the Blazing Blades). As the 
current pharaoh of Salah, she has many varied responsibilities, & 
she has been showing signs of fatigue in recent months. 
 
Personality 
Tuhaia is a strong woman, one who was raised with a royal grace 
& bearing. She speaks well, & has a way of getting her point 
across so that is looks like the only wise course of action. She is 
used to getting her way; not only because she is the pharaoh, but 
also because her decisions are almost always correct. She is 
somewhat removed from her people, rarely interacting with the 
common folk directly, although she is fiercely protective of them. 
She still acts as if she had something to prove to the world, even 
though she has already done so many times over the past two 
decades. 
 
Appearance 

By most standards, Tuhaia is not a handsome woman, with her 
narrowly-spaced eyes, long face, & thick mannish physique; she 
does, however, have a pleasant smile on the occasions that she 
shows it. Her simple tiara is the only indication of her title, as she 
rarely wears her royal robes or other trappings of office. She is 
very athletic, & her hard work has given her a toned, muscular 
look. She mostly eschews jewelry, except for an amulet which she 
inherited from her mother (a Periapt of Wisdom). 
 
Goals 
Unlike most people in power, Tuhaia is not concerned with politics 
or the jockeying for more power. Her faith & her sense of duty to 
the people of Salah are her primary motivations, & anything else is 
a distant second (hence why she is not married & has no direct 
heirs).  Her main concern at the moment is the defense of her 
people from monstrous predations, particularly from the growing 
number of she-da-zhong in the region. She is currently attempting 
to raise an army to protect the city, & is hiring mercenaries & 
militia members to join her ranks. This army is unpopular with the 
locals, however, as it seems to run counter to the city’s reputation 
for peace & kindness. Her current head advisor, Vizier Hadira aq-
Wadari, has warned her of the dangers, but she believes that the 
time is right to end the threat once & for all. The vizier has also 
urged her to name a successor, so that the city’s leadership (& her 
own legacy) could continue in the event of her untimely end. 
 
Combat Tactics 
Tuhaia has been trained in the art of war from an early age, & 
despite the rarity of the need, she is able to defend herself with 
blade & shield. She is particularly formidable on a horse, which is 
where she has focused her martial training. She is deadly with her 
lance (the bane of the she-da-zhong), both on her horse & on the 
ground, & is adept with a heavy mace is close quarters. She prefers 
to ride into battle, charging in fast & then smiting foes as a follow-
up. She usually refrains from using any magic (either from spells 
or from items) unless absolutely necessary, favoring her steel to 
carry the battle. 
 
RACE: Human female 
CLASS: Aristocrat 6/Paladin 5 
ALIGNMENT: Lawful Good 
DEITY: Pashati 
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SIZE: Medium 
AGE: 36 (born 319 AF) 
HEIGHT: 5’4” 
WEIGHT: 129 lbs. 
EYES: Brown 
HAIR: Brown 
LANGUAGES: Alhaggi & Common 
HIT DICE: 8+5d8+5d10+11 (69HP) 
INITIATIVE: +4 
SPEED: 30’ 
ARMOR CLASS: 22 (+8 armor, +4 shield); touch 10; flat-footed 
22 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +9 
ATTACK: +11 Bane: Monstrous Humanoid Lance (1d8+2, ×3, 
piercing, 10’ reach) or +9 MW Heavy Mace (1d8, ×2, 
bludgeoning) 
FULL ATTACK: +11/+6/+1 Bane: Monstrous Humanoid Lance 
(1d8+2, ×3, piercing, 10’ reach) or +9/4 MW Heavy Mace (1d8, 
×2, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +8, Reflex +3, Will +10 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 10 (+0) 
 Constitution 12 (+1) 
 Intelligence 13 (+1) 
 Wisdom 18 (+4) 
 Charisma 16 (+3) 
SKILLS: 74 points 

• Diplomacy +17 
• Handle Animal +14 
• Knowledge (Nobility) +15 

• Knowledge (Religion) +14 
• Ride +10 
• Sense Motive +16 

FEATS: Crusading Zealot (all techniques)**, Improved Initiative, 
Mounted Combat, Ride-By Attack, Spirited Charge 
WEAPON: 
 +2 Bane: Monstrous Humanoid Lance (18,310gp, 
1d8+2, ×3, 10 lbs., piercing, 10’ reach) 
 MW Heavy Mace (312gp, 1d8, ×2, 8 lbs., bludgeoning) 
ARMOR: 
 +1 Moderate Fortification Half-Plate (16,750gp, +8, 
maximum dexterity bonus +0, check penalty -6, 40% AFC, speed 
20’, 50lbs.) 
 +2 Arrow Catching Heavy Steel Shield (9,170gp, +4, 
check penalty -1, 15% AFC, 15lbs.) 
EQUIPMENT: 
 158gp 
 Periapt of Wisdom +2 (4,000gp) 
 3 Potions of cure moderate wounds (900gp) 
 Sustaining Spoon (5,400gp) 
SPELLS: 2 (Caster Level 2nd, save DC14 + spell level) 
CLASS FEATURES: 
 Aura of Good. 
 Detect Evil. 
 Smite Evil 2/day. 
 Divine Grace. 
 Lay on Hands. 
 Aura of Courage. 
 Divine Health. 
 Turn Undead. 
 Special Mount. 
 

 

Sultana Nada 
Quotes 

• “Kill them all. It’s the best way to be certain.” 
• “I do what needs doing. One day, these fools will 

realize that & stop their useless whining.” 
• “They never complain when I fill their coffers, do 

they?” 
• “I answer to no one. Who are you to question me?” 

 
Background 
Nada was born into a noble house, but was far from becoming 
royalty in her youth. The only daughter of an extremely wealthy 
merchant prince, she was doted upon & given all that could be 
purchased in life. She had servants attending to her every need, & 
she was trained by the best tutors on the western coast. Her father 
had groomed her to be the best at everything, & she did what was 
needed to live up to his high expectations. 
 
Nada’s father arranged for her to be married to the sultan of Sijur, 
King Khadul, even though there was no love between the pair. 
They were wed, & soon afterward, now-Queen Nada became 
pregnant, bearing Khadul both a son & a daughter, as they were 
twins. But before they were even born, the sultan took ill, & died 
shortly thereafter of poisoning. Nada took up the mantle of sultana, 
& has ruled Sijur in her ruthlessly-efficient manner ever since. She 
is not well-liked, as the recent attempt on her life has proven, but 
the city has prospered under her draconian rule. Most locals 
begrudgingly accept that although she is unpleasant, her tactics & 
policies have greatly benefited the city over the past 20 years. 
 
Personality 

Nada is a dispassionate leader, but one who leads effectively 
through cold, heartless pragmatism. She approaches everything 
with an icy calculation, determining her best course of action in 
order to garner the most advantageous position in any situation. 
She has no time for sentiment or feeling, & has felt love for no one 
in her entire life (not even her own children). The only trace of 
emotion that she could be said to display is the calm malice that 
she has for her enemies. These traits make her generally unpleasant 
to be around, but she is respected for her abilities & ambition, if 
not her character. 
 
Appearance 
Nada has a long thin face that is appealing to many lizardmen. Her 
eyes are large & back-set, with heavy lids & a piercing stare. Her 
tail is exceptionally long & almost whip-like. Her scales have been 
polished to a metallic shine, as have her claws. And her robes 
usually have all the colors of the Sijur banner. 
 
Goals 
Nada is concerned with one thing above all else: power, & the 
acquisition thereof. She wants to one day rule over the entire island 
of Jual Jahazi, with Sijur as just the capital of her empire. To that 
end, she has been building up the city guard into a genuine military 
force, training them to invade & occupy the neighboring 
settlements, teaching them how to exploit an opponent’s 
weaknesses, & hiring mercenaries, pikemen, dragoons, & 
crusaders from as far away as Sheqari. She is also grooming her 
children to one day succeed her, training them personally & even 
pitting them against one another in a fierce competition for her 
approval. She believes that only one of them will be able to rule, & 
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that only by defeating the other twin will they be strong enough to 
do so. 
 
Combat Tactics 
Nada is an able warrior, trained from an early age to excel at 
everything, including the arts of war. She is as cold & calculating 
on the battlefield as she is off of it, measuring every movement to 
maximize every advantage & inflict as much pain as possible. She 
prefers to fight from a distance, & will begin battle using her bow, 
switching to her mace once the fight becomes close-quarters. She 
is adept at using her spells (such as hypnotic pattern & impossible 
feat) to confound & amaze her foes. Often times, she doesn’t even 
have to fight personally, as she is always surrounded by her elite 
palace guards (2 paladins (11th level) or 4 fighters (9th level)). 
 
RACE: Lizardfolk (Raheel) female 
CLASS: Bard 8/Duelist 5 
ALIGNMENT: Lawful Evil 
DEITY: Qirus (non-practicing) 
SIZE: Medium 
AGE: 48 (born 307 AF) 
HEIGHT: 6’6” 
WEIGHT: 225 lbs. 
EYES: Brown 
HAIR: N/A (Tan scales) 
LANGUAGES: Alhaggi, Auran, Common, & Ignan 
HIT DICE: 6+7d6+5d10 (58HP) 
INITIATIVE: +3 
SPEED: 30’ 
ARMOR CLASS: 24 (+1 Dex, +2 natural, +7 armor, +4 dodge); 
touch 16; flat-footed 14 
BASE ATTACK BONUS: +11 
GRAPPLE BONUS: +15 
ATTACK: +18 Thundering Heavy Mace (1d8+7, ×2, 
bludgeoning) or +13 Fang of the Cobra ranged (+1 shortbow, 
1d6+2, 16-20/×3, 60’ range increment, piercing) 
FULL ATTACK: +18/+13/+8/+3 Thundering Heavy Mace 
(1d8+7, ×2, bludgeoning) or +13/+8/+3 Fang of the Cobra ranged 
(+1 shortbow, 1d6+2, 16-20/×3, 60’ range increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +4, Reflex +16, Will +9 
ABILITIES: 

• Strength 18 (+4) 
 Dexterity 13 (+1) 
 Constitution 10 (+0) 
 Intelligence 14 (+2) 
 Wisdom 12 (+1) 
 Charisma 16 (+3) 
SKILLS: 118 points 

• Balance +5 
• Diplomacy +19 
• Intimidate +19 
• Jump +8 
• Knowledge (Nobility) +18 
• Listen +16 
• Perform (Oratory) +22 
• Sense Motive +17 
• Spot +15 

• Survival +3 
• Swim +8 
• Tumble +11 

FEATS: Avoidance**, Dodge, Lightning Reflexes, Serpent’s 
Daring (all techniques)** 
WEAPON: 

• +3 Thundering Heavy Mace (32,312gp, 1d8+7, ×2, 8 
lbs., bludgeoning) 

• Fang of the Cobra** (+1 shortbow, 10,330gp, 1d6+2, 
16-20/×3, 60’ range increment, 2 lbs., piercing) 

ARMOR: +4 Studded Leather (16,175, +7, maximum dexterity 
bonus +5, check penalty -0, 0% AFC, speed 30’, 20lbs.) 
EQUIPMENT: 
 1,283gp 
 Belt of Giant Strength +4 (16,000gp) 
 Cloak of Resistance +1 (1,000gp) 
 3 Potions of eagle’s splendor (900gp) 
RACIAL FEATURES: 
 +2 on saves to resist the effects of poison. 
 Natural Weapons: Bite (1d4 + Strength).  
 Cold-Blooded: Lizardfolk are mesothermic, meaning 
that they can only partially regulate their internal body 
temperature. For them, the ambient temperature is considered one 
category colder than it actually is. However, they only suffer from 
cold exposure in temperatures below 40°F. 
 Hold Breath (Ex): A lizardfolk can hold its breath for 
a number of rounds equal to four times its Constitution score 
before it risks drowning. 
 Musk: A lizardfolk exudes certain oils from its skin 
that have a faint but distinct odor. This allows them to be more 
easily tracked, granting a +4 circumstance bonus to such checks. 
 Water Dependence: A lizardfolk must ingest a 
minimum one gallon of water a day or suffer a cumulative -1 Con 
penalty. A full day of rest with complete hydration is necessary to 
eliminate this penalty. 
SPELLS: 3/4/4/2 (Caster Level 8th, save DC13 + spell level) 

• 0th Level: daze, flickerflame**, message, 
prestidigitation, resistance, skew fate** 

• 1st Level: charm person, detect secret doors, 
distraction**, lesser herald/courier** 

• 2nd Level: false moon**, hypnotic pattern, impossible 
feat**, summon monster II 

• 3rd Level: countermand**, hush**, scarlet scandal** 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +2. 
 Inspire Competence. 
 Suggestion. 
 Canny Defense. 
 Improved Reaction +2. 
 Enhance Mobility. 
 Grace. 
 Precise Strike +1d6. 
 

 

Lord Malik Sayed al-Rabb 
Quotes 
 “Fall to ashes, and feed the earth!” 
 “Leave now if you value your life.”  
 “Burn and die!” 
 “Suffering is just another part of nature.” 
 

Background 
Malik Sayed al-Rabb was born in Zawraq, in the sheikh’s own 
palace. His mother’s brother was the sheikh himself, & so his 
family was afforded royal treatment. The sheikh, Bashir al-Aswad, 
feared his sister’s ambition, however, so he had set them up in a 
villa in the nearby village of Hedun, many miles to the south. 
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There, Malik’s parents ruled with impunity, dominating the local 
politics with their wealth & the influence that wealth buys. This 
arrangement left Zawraq in a state of peace, as both the city & its 
sheikh were free from the al-Rabbs & their lust for power, at least 
until the sheikh grew old & infirm. 
 
Malik returned to the city of his birth eight years ago & took the 
crown from his ailing uncle, declaring himself lord. He now holds 
the city in the grip of utter tyranny, slowly squeezing the life out of 
it. The people are desperate to have some relief from this despotic 
regime, but he is protected at all times by his personal guard, the 
Red Fangs. He directly ordered the construction of the black-
walled fortress known as the Forgotten Prison, & is using it to lock 
away anyone who he perceives as a threat, especially if they 
oppose him policies. 
 
Personality 
Malik is a greedy, rapacious man, as were his parents before him. 
He has no empathy for others, seeing them merely as tools to be 
used for his own benefit. He enjoys seeing others suffer, either 
through the dull misery of deprivation or the acute anguish of 
torture. He is the only known druid of Maqur, a distinction that is 
as impressive as it is repulsive. Although he has an affinity for 
nature, he has nothing but contempt & loathing for his subjects. He 
takes frequent trips through the woods surrounding Zawraq with 
his pet serpent, Ahmar Sinn (which has become the symbol of his 
office), which the citizens believe are trips to some unholy place so 
that he can perform unspeakable rituals. These presumptions are 
not far from the truth. 
 
Appearance 
The lord is very tall & imposing, with a muscular physique that 
borders on hulking. His face nearly always wears a scowl. He has 
cold, lifeless eyes & a hard craggy face, like that of a cruel statue. 
His hair is cropped quite short, & his beard is held in a golden 
clasp. He usually wears clothing & jewelry with a serpent motif, to 
match his companion. 
 
Goals 
Malik has largely achieved his goals, which were to take control of 
Zawraq & plunder its riches. With that in mind, he is determined to 
keep the city under his dominance, & to sap it of all wealth & joy. 
He has assembled a squad of the cruelest, most ruthless members 
of the city militia, giving them power, money, & equipment. These 
soldiers are now known as the Red Fangs, & they act as his 
personal agents. He uses them to spy on his citizens, keep the 
militia in line, & to facilitate the continued rape of the city, its 
people, its property, & indeed its very soul. He won’t leave the city 
until it is completely broken, having been completely sapped of 
vitality, & likely not even then. 
 
Combat Tactics 
Malik is a wise & canny opponent, one who likes to inflict pain in 
his enemies so that he may observe (& enjoy) their suffering. He 
also prefers to watch people burn, so he will employ fire-based 
magic or use his necklace of fireballs. He fights with a spear, 
which he has enchanted with a venomous tip, for added injury to 
his foes. He will usually Wild Shape into a snake of some sort, 
often a constrictor like his companion, Ahmar Sinn (although he 
does like to become a viper, so that he can inflict venomous bites). 
He is almost always accompanied by 1d4+1 members of the Red 
Fangs (9th level fighters), so he seldom has to fight for himself 
unless he chooses to do so. If cornered or overwhelmed, he will 
usually escape via a potion of fly or invisibility. 
 
RACE: Human male 
CLASS: Druid 12 
ALIGNMENT: Neutral Evil 

DEITY: Maqur 
SIZE: Medium 
AGE: 35 (born 320 AF) 
HEIGHT: 6’6” 
WEIGHT: 240 lbs. 
EYES: Brown 
HAIR: Brown 
LANGUAGES: Alhaggi, Common, Druidic, & Ghul 
HIT DICE: 8+11d8+12 (69HP) 
INITIATIVE: +0 
SPEED: 30’ 
ARMOR CLASS: 19 (+1 natural, +8 armor); touch 10; flat-footed 
19 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +10 
ATTACK: +11 Venomous** Spear (1d8+2, ×3, 20’ range 
increment, piercing) 
FULL ATTACK: +11/+6/+1 Venomous** Spear (1d8+2, ×3, 20’ 
range increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +9, Reflex +4, Will +13 
ABILITIES: 

• Strength 13 (+1) 
 Dexterity 10 (+0) 
 Constitution 13 (+1) 
 Intelligence 14 (+2) 
 Wisdom 22 (+6) 
 Charisma 10 (+0) 
SKILLS: 105 points 

• Bluff +15 
• Intimidate +18 
• Knowledge (Nature) +20 
• Listen +21 
• Sense Motive +21 
• Spellcraft +17 
• Spot +21 
• Survival +8 

FEATS: Diehard, Endurance, Improved Sunder, Never Say Die**, 
Power Attack, Skill Focus (Intimidate) 
WEAPON: +1 Venomous** Spear (18,302gp, 1d8+2, ×3, 20’ 
range increment, 6 lbs., piercing) 
ARMOR: +2 Wild Hide (25,165, +5, maximum dexterity bonus 
+4, check penalty -2, 20% AFC, speed 20’, 25lbs.) 
EQUIPMENT: 
 783gp 
 Amulet of Natural Armor +1 (2,000gp) 
 Bracers of Armor +3 (9,000gp) 
 Necklace of Fireballs IV (5,400gp) 
 Periapt of Wisdom +2 (4,000gp) 
 Potion of cure moderate wounds (300gp) 
 Potion of fly (750gp) 
 Potion of invisibility (300gp) 
SPELLS: 6/6/6/5/4/3/2 (Caster Level 12th, save DC16 + spell 
level) 
CLASS FEATURES: 
 Nature Sense. 
 Wild Empathy. 
 Woodland Stride. 
 Trackless Step. 
 Resist Nature’s Lure. 
 Wild Shape (T/S/M/L, 4/day, Plant). 
 Venom Immunity. 
ANIMAL COMPANION: Ahmar Sinn, a giant constrictor snake 
(13HD, 74HP, AC18 (-2 size, +4 Dexterity, +6 Natural Armor), 
BAB+9, Bite +15 melee (1d8+8), Fortitude +9, Reflex +12, Will 
+5, Intelligence 1 (-5), Evasion, Link, Share Spells, Trick: Attack, 
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Trick: Guard, Constrict 1d8+8, Improved Grab, Scent, Alertness, 
Endurance, Skill Focus (Hide), Toughness). 

 

 

Madame Anan Alzena Gulibar 
Quotes 

• “I was so close that time.” 
• “It’s a great story, let me tell you. So there I was…” 
• “Back when I was in the classroom, things were a lot 

safer. Boring, but safer.” 
• “This dates back to the Juarif Dynasty, in the late pre-

imperial era. A good find, let me tell you. Here’s a bit 
of a history lesson…” 

 
Background 
Anan Alzena Gulibar was born in Raqam to a wealthy scribe, who 
taught her to doggedly seek the true answer to any question that 
she may ask. She was educated by the finest tutors that money 
could buy, excelling in her training & absorbing information at an 
impressive rate. As an adult, her knowledge of history rivaled the 
region’s best scholars, but she was still unsatisfied; too often, she 
encountered mysteries that no one could adequately explain, & 
these puzzles inexorably baited her. She could not rest until each 
secret was revealed. 
 
Her studies led her to the City of Towers, where she was hired as a 
professor at the prestigious University of Meraya. Here she hoped 
to find more knowledgeable sages & a richer vein of ancient lore, 
& although she learned much during her tenure, it never seemed to 
be enough. Discontented & filled with a palpable sense of 
wanderlust, she was almost relieved when she was dismissed by 
her superiors for “heretical teachings” (a trumped-up accusation to 
prevent her from probing too deeply into the university’s library). 
Now free to pursue her interests, she set out to personally discover 
the answers she had been seeking all her life. 
 
Personality 
Anan has an adventurous spirit, driven by an insatiable desire to 
explore & discover everything around her. This irrepressible drive 
to uncover the truth has gotten her into trouble more than once, as 
it is not unknown for her to get in situations that are beyond her 
control. She is daring, upbeat, & curious to a fault, which make her 
a controversial, love-her-or-hate-her figure. Many of her 
colleagues think that she is unprofessional & erratic, & those who 
have worked closely with her have accused her of being reckless & 
brash. Regardless of others’ opinions of her, it is hard to deny that 
she is tenacious in pursuit of her goals. 
 
Appearance 
Anan has a wide flat face with warm expressive eyes that betray 
her keen intellect. Her hair is always tied back in a long queue, 
which runs down past her hips & is fastened with a weighted end. 
She usually wears her lucky feather in her hair, & she still wears 
her professor’s robes from her university days. 
 
Goals 
Anan is constantly in search of lost relics, forgotten tombs, & 
hidden treasures. She spends a majority of her time poor over 
books in the libraries of the world, searching for clues to ancient 
mysteries. Once she has some idea of where she can begin her next 
search, she will hire some guides or mercenaries, travel to the site 
of interest, & start digging through the sand or venturing into a 
long-abandoned ruin. At the moment, she is hunting for the Rod of 
Time, which is said to be somewhere in the Admajai ruins of the 
Mamlaqah Coast. She is currently stymied by the lack of 
companions, as no one will travel with her to an Admajai site; 
people say that they are all haunted, & that those foolish enough to 

go there are never seen again. She dismisses these folktales as 
mere superstition, & will hire anyone who is willing to make the 
journey. 
 
Combat Tactics 
Anan was trained in many fields of study, of which combat was 
merely one. She is a canny warrior, with an unconventional style 
based on improvisation & circumstantial advantage. She fights 
with a spiked chain, & is fond of tripping opponents. She is adept 
at parrying blows, & will block as many incoming attacks as 
possible in this manner. She has several potions at her disposal, & 
she will down one whenever she feels like an extra boost would be 
advantageous. Most of her innate magic is useless in a fight, but 
she has been known to put bend fate, flickerflame, & Adimas’ 
annoying arrow to good use. If she’s in a losing situation, she will 
fascinate her foes & make her getaway with a potion of fly. 
 
RACE: Human female 
CLASS: Bard 3/Expert 1/Rogue 3 
ALIGNMENT: Chaotic Neutral 
DEITY: Adimas (non-practicing) 
SIZE: Medium 
AGE: 28 (born 327 AF) 
HEIGHT: 5’6” 
WEIGHT: 124 lbs. 
EYES: Brown 
HAIR: Black 
LANGUAGES: Archaic, Common, & Gnoolun 
HIT DICE: 6+6d6+7 (34HP) 
INITIATIVE: +2 
SPEED: 30’ 
ARMOR CLASS: 18 (+2 Dex, +6 armor); touch 12; flat-footed 16 
BASE ATTACK BONUS: +4 
GRAPPLE BONUS: +4 
ATTACK: +5 Flaming Spiked Chain (2d4+1, ×2, piercing, 10’ 
reach) 
FULL ATTACK: +5 Flaming Spiked Chain (2d4+1, ×2, piercing, 
10’ reach) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +3, Reflex +6, Will +5 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 15 (+2) 
 Constitution 12 (+1) 
 Intelligence 14 (+2) 
 Wisdom 8 (-1) 
 Charisma 14 (+2) 
SKILLS: 86 points 

• Appraise +12 
• Bluff +10 
• Diplomacy +10 
• Gather Information +14 
• Knowledge (History) +12 
• Search +14 
• Spot +9 
• Tumble +12 
• Use Magic Device +12 

FEATS: Combat Expertise, Exotic Weapon Proficiency (Spiked 
Chain), Investigator, Parry** 
WEAPON: +1 Flaming Spiked Chain (8,325gp, 2d4+1, ×2, 10 
lbs., piercing, 10’ reach) 
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ARMOR: +2 Chain Shirt (4,250gp, +6, maximum dexterity bonus 
+4, check penalty -1, 20% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 262gp 
 Bag of Holding I (2,500gp) 
 Bullseye Lantern (12gp) 
 10 Oil Flasks (1gp) 
 Potion of bull’s strength (300gp) 
 Potion of cure moderate wounds (300gp) 
 Potion of cure serious wounds (750gp) 
 2 Potions of endure elements (100gp) 
 Potion of fly (750gp) 
 Potion of invisibility (300gp) 
 2 Potions of jump (100gp) 
 2 Potions of mage armor (100gp) 
 2 Potions of protection from evil (100gp) 
 2 Universal Solvents (100gp) 
 Wand of cure light wounds (750gp) 

SPELLS: 3/1 (Caster Level 3rd, save DC12 + spell level) 
• 0th Level: bend fate**, detect magic, flickerflame**, 

know direction, mage hand, read magic 
• 1st Level: Adimas’ annoying arrow**, comprehend 

languages, cure light wounds 
CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +1. 
 Inspire Competence. 
 Sneak Attack: +2d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +1. 
 

 

The Blue Lady 
Quotes 

• “Good evening, stranger. What brings you to this 
place?” 

• “Will you help me look for my ring? I seem to have 
dropped in this alley, & I’d be so grateful for some 
help.” 

• “The hour is late. The time of the reaping is at hand.” 
• “Don’t you see? This must be done. There can be no 

other way.” 
 
Background 
No one knows who the Blue Lady is or where she came from, but 
in the last year & a half, the streets of Babalarud have become 
much more dangerous because of her presence. She haunts the 
twisted alleyways & dark corners of the City of Gates, preying 
upon the unwary. The rumors & whispers attached to her give her 
a hundred forms, but her true identity is unknown, as nobody can 
agree on her appearance, origins, or motives. 
 
Some say that she is a young woman, cursed by a sorcerer due to a 
love affair gone sour, who is compelled beyond her will to slay her 
victims. Others claim that she is a spirit of vengeance, risen from 
an untimely grave to right a wrong that can never be mended, & 
driven mad by her impossible task. Still others believe that she is 
really a demon in feminine form, a being of pure spite & malice, 
one that kills according to some unknowable schedule or agenda. 
 
Personality 
The Blue Lady is usually depicted as being very unassuming & 
demure, at least at first. Her shy, disarming demeanor is just an act, 
however, as she becomes aggressive & wild at the slightest 
provocation. She attacks without warning, taking her victims by 
surprise. Her few survivors report that they never saw the attack 
coming, that they were completely fooled by her façade of modest 
naïveté. Now, anyone in a blue robe or cloak is regarded with fear 
& suspicion. 
 
Appearance 
The Blue Lady has been reported as being a slight sabi girl with a 
cute face & sad eyes. She has also been described as a wiry woman 
with ropey muscles & a crazed visage. Some have claimed that she 
is actually a male, & that he has actually tried to rape his victims. 
Others believe that it is an urban ghul, whose gender & appearance 
change with its mood. Regardless of these tales, she is universally 
portrayed as a thin female in pale blue robes, which hide her face, 
revealing only a trail of long dark hair. 

 
Goals 
The Blue Lady’s motivations are as mysterious as her origins, but 
they seem to be accelerating, & she always leaves a signature piece 
of gypsum in the victim’s mouth. She slashes her prey to death 
with the blade of a sickle, often cutting their throat as their lay 
dying. Why she does this is unclear, but it is believed that she kills 
as part of some design, even if it is one that only she can 
understand. 
 
Combat Tactics 
The Blue Lady relies on deception & guile to lower the defenses of 
her victims. Once their guard is down, she strikes quickly & 
ruthlessly, attacking until her victim is dead. Hunting exclusively 
at night, she doesn’t feel the need to draw out her victims’ 
suffering, so she will dispatch them as quickly as possible. She will 
not prey upon more than one victim at a time; it is only those that 
are alone that need fear her blade. She favors the use of sneak 
attacks, but since she is a loner in the extreme, she uses her 
magical talents to facilitate this strategy. She tends to cast ghost 
sound, obscuring mist, or invisibility to accomplish this, remaining 
hidden from sight until it is too late. If she is prevented from 
making a clean kill, she will fight only if she believes that she can 
easily eliminate the threat; otherwise, she will flee to safety by 
hiding &/or becoming invisible. 
 
RACE: Masabi (?) female 
CLASS: Rogue 2/Sorcerer 4 
ALIGNMENT: Chaotic Evil (Neutral Evil?) 
DEITY: Unknown 
SIZE: Medium 
AGE: 20 (born 335 AF) 
HEIGHT: 4’11” (5’9”?) 
WEIGHT: 109 lbs. (213 lbs.?) 
EYES: Blue (Brown?) 
HAIR: Green (Black?) 
LANGUAGES: Aquan, Common, & Ghul 
HIT DICE: 6+1d6+4d4+6 (25HP) 
INITIATIVE: +7 
SPEED: 30’ 
ARMOR CLASS: 16 (+3 Dex, +1 deflection, +2 armor); touch 
14; flat-footed 13 
BASE ATTACK BONUS: +3 
GRAPPLE BONUS: +3 
ATTACK: +4 Sickle (1d6+1, ×2, slashing) 
FULL ATTACK: +4 Sickle (1d6+1, ×2, slashing) 
SPACE/REACH: 5’/5’ 
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SAVING THROWS: Fortitude +4, Reflex +9, Will +5 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 17 (+3) 
 Constitution 12 (+1) 
 Intelligence 13 (+1) 
 Wisdom 8 (-1) 
 Charisma 17 (+3) 
SKILLS: 57 points 

• Bluff +10 
• Disguise +10 
• Hide +12 
• Move Silently +15 
• Spellcraft +10 
• Spot +8 
• Tumble +12 

FEATS: Combat Reflexes, Falcon-Wing Blade (1 technique)**, 
Improved Initiative 
WEAPON: +1 Sickle (2,306gp, 1d6+1, ×2, 2 lbs., slashing) 
ARMOR: N/A 
EQUIPMENT: 
 44gp 
 Bracers of Armor +2 (4,000gp) 
 Cloak of Resistance +2 (4,000gp) 
 Potion of cure light wounds (50gp) 
 2 Potions of invisibility (600gp) 
 Ring of Protection +1 (2,000gp) 
SPELLS: 7/7/4 (Caster Level 4th, save DC13 + spell level) 

• 0th Level: ghost sound, flare, light, mage hand, skew 
fate**, touch of fatigue 

• 1st Level: disgust**, obscuring mist, true strike 
• 2nd Level: invisibility 

RACIAL FEATURES: 

• Outsider (Native): Masabi are not subject to spells or 
effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Masabi breathe water as an extraordinary ability. 
• Darkvision 60’. 
• Genie Heritage (Sp): +1 racial bonus on saving throws 

against water spells & effects. This bonus increases by 
+1 for every 5 class levels the Sabi attains. 

• Spell-Like Abilities 
o 3/Day: hydrate 
o 1/Day: fog cloud 
o Caster level 5th. The save DCs are 

Intelligence-based. 
• Ritual Lore: Masabi gain Ritual Lore as a bonus feat, 

but they must choose a ritual with the [Water] 
descriptor. 

CLASS FEATURES: 
 Sneak Attack: +1d6. 
 Trapfinding. 
 Evasion. 
 Summon Familiar. 
FAMILIAR: Hirra, a cat (6HD, 12HP, AC16 (+2 size, +2 
Dexterity, +2 Natural Armor), BAB+3, 2 Claws +5 melee (1d2-4) 
& Bite +0 melee (1d3-4), Fortitude +1, Reflex +6, Will +5, 
Intelligence 7 (-2), Deliver Touch Spells, Empathic Link, Share 
Spells, Low-Light Vision, Scent, Improved Evasion, Stealthy, 
Weapon Finesse, Balance +10, Bluff +5, Climb +6, Disguise +5, 
Hide +17, Jump +10, Listen +3, Move Silently +16, Spellcraft +7, 
Spot +10, Tumble +11). 
LEVEL ADJUSTMENT: +1 
 

 

Jasmine of the Red Sands 
Quotes 

• “I’ll give you a piece of advice: never stand under a 
perched bird. Hahahahaha…” 

• “Answer me this: what kind of fool kicks in a dungeon 
door?” 

• “How is a camel like a love-starved boy?” 
• “If you can do that, I’ll let you in on a secret, my dear.” 

 
Background 
The gnoll-woman known as Jasmine was born in the tiny hamlet of 
Qefra (often rendered as Khephra in Gnoolun), on the western 
banks of Nuraz Lake near the city of Rizaj. Her parents called her 
Jehan, & when she was a little girl, her family took her along on a 
merchants’ caravan bound for Raqam, in the southwest. Tragically, 
the caravan was ambushed by bandits in the dunes of the Ral Zadi, 
& her entire family was slain, as were most of the others in her 
convoy. 
 
But the raiders were chased off by a circle of druids, who cared for 
Jehan & adopted her as one of their own. They renamed her 
Jasmine, after a tropical shrub with beautiful flowers, & taught her 
the druidic ways. After many years of wandering the Ral Zadi with 
the nomadic druids she struck out on her own to cross the continent 
in search of enlightenment. Her only companion is the gnarled old 
tree branch that she is always seen with & apparently serves as her 
club, though why she would lug around such an unwieldy thing is 
anyone’s guess. 
 
Personality 
Jasmine doesn’t feel comfortable staying in the same place for 
more than a few days, so she travels an awful lot, even for a druid. 

As a result, she is wise in the ways of the world & experienced in 
her druidic practices, full of lore from many places & peoples. She 
is very tolerant of other cultures, & likes to immerse herself in 
their practices & customs. She enjoys confounding others, playing 
pranks & telling confusing tales, to the delight of some & the 
annoyance of others. While not precisely evil or even cruel, she is 
certainly seen as capricious, as likely to help you as hinder you. 
 
Appearance 
Jasmine’s fur is wild & unbrushed, tangled with leaves, sticks, & 
even bits of dried mud. She carried herself as if she were much 
older than she is. Despite her aged demeanor, she still has all the 
vibrancy of youth, which is especially apparent in her lively eyes. 
She almost always wears a mischievous grin, or at least an amused 
smirk. 
 
Goals 
Jasmine spends most of her time moving from place to place, 
performing odd jobs in exchange for room & board. Her lifestyle 
appears to be formless & chaotic, but she insists that there is a 
purpose & a structure to all such things. She seeks enlightenment 
for herself, as well as the enlightenment of others, dispensing & 
gathering wisdom in equal measure. She spends a majority of her 
time bewildering people with pranks & jokes, but it seems that she 
peddles wisdom in the midst of her tricks & riddles. She does this 
in the hope that she may open people’s minds to alternate 
possibilities & other ways of thinking, thereby providing a means 
to illumination. 
 
Combat Tactics 
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Jasmine appears to be a simple, harmless soul, one that is 
unfamiliar with the art of war, but those that believe that folly are 
short-lived. She never travels without her massive club, which is 
called Hikma (“Wisdom”); she wields it with deadly accuracy, 
dealing crushing blows with it. She prefers to begin battle with her 
club in hand, but she will often drop it to adopt a beastly form via 
Wild Shape, often as a lion or a hyena. Her favorite spells are often 
flashy & unexpected ones, like call lightning, flame blade, or 
summon nature’s ally, but she will often rely on more subtle 
magics, such as cat’s grace, jump, or poison. 
 
RACE: Gnoll (Rizzadobo) female 
CLASS: Druid 5 
ALIGNMENT: True Neutral 
DEITY: Daq (The Tulai Zalim) 
SIZE: Medium 
AGE: 26 (born 329 AF) 
HEIGHT: 7’7” 
WEIGHT: 317 lbs. 
EYES: Green 
HAIR: Brown/Gray 
LANGUAGES: Aquan, Common, & Gnoolun 
HIT DICE: 8+4d8+10 (36HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 17 (+1 Dex, +1 natural, +5 armor); touch 11; 
flat-footed 16 
BASE ATTACK BONUS: +3 
GRAPPLE BONUS: +5 
ATTACK: +6 Greatclub (1d10+3, ×2, bludgeoning) 
FULL ATTACK: +6/+1 Greatclub (1d10+3, ×2, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +3, Will +6 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 12 (+1) 
 Constitution 15 (+2) 
 Intelligence 10 (+0) 
 Wisdom 14 (+2) 
 Charisma 8 (-1) 

SKILLS: 32 points 
• Bluff +7 
• Disguise +7 
• Knowledge (Nature) +2 
• Listen +11 
• Spot +11 
• Sleight of Hand +5 
• Survival +6 

FEATS: Improved Initiative, Perceptive** 
WEAPON: +1 Greatclub (2,305gp, 1d10+3, ×2, 8 lbs., 
bludgeoning) 
ARMOR: +1 Leather (1,160, +3, maximum dexterity bonus +6, 
10% AFC, speed 30’, 15lbs.) 
EQUIPMENT: 
 790gp 
 Bracers of Armor +2 (4,000gp) 
 Wand of cure light wounds (750gp) 
SPELLS: 5/4/3/1 (Caster Level 5th, save DC12 + spell level) 
RACIAL FEATURES: 

• Darkvision 60’ 
• Social Acumen (Ex): +2 circumstance bonus to 

Diplomacy & Sense Motive checks made when dealing 
with members of another culture. Gnolls are canny & 
adaptable in social situations. 

CLASS FEATURES: 
 Nature Sense. 
 Wild Empathy. 
 Woodland Stride. 
 Trackless Step. 
 Resist Nature’s Lure. 
 Wild Shape (S/M, 1/day). 
ANIMAL COMPANION: Sumar the Third, a camel (5HD, 
32HP, AC15 (-1 size, +3 Dexterity, +3 Natural Armor), BAB+3, 
Bite +0 melee (1d4+2), Fortitude +6, Reflex +7, Will +1, 
Intelligence 2 (-4), Evasion, Link, Share Spells, Trick: Perform, 
Trick: Track, Low-Light Vision, Scent, Alertness, Endurance, 
Listen +8, Spot +8). 
 

The Thief of Days 
Quotes 

• “I hate to steal & run, but I must be away. Goodbye!” 
• “You’ll never capture me, but you’re welcome to try. I 

relish a game of Hawk & Hare.” 
• “I aim to take back what is mine, & I won’t be stopped 

by such petty things as laws & walls.” 
• “What you call a crime, I call justice. Ponder on that for 

a minute.” 
 
Background 
The kobold man known today as the Thief of Days was once a 
common pickpocket on the streets of Naranj by the name of Ahmar 
aq-Tam. He was moderately successful (inasmuch as he was never 
caught & maimed), but his career as a bandit was rather 
unremarkable. But one day, he discovered that his father’s father 
was Asfar aq-Tam, the famous sculptor. Intrigued by this 
knowledge, & the possibility of wealth-by-association, he set out 
to learn more about his grandfather. 
 
Asfar aq-Tam was a gifted artist, renowned in his day for his 
incisiveness & attention to detail. His magnum opus was a set of 
eight stone statues, each made of a different mineral & each named 
after a day of the week. Called the Thamaniya Nahari (& also 
known as the Malazi Juza, both of which mean “Eight Days”), this 
set is priceless collectively, & each figure in the set is worth a 

sultan’s ransom individually. Originally made as a gift for the 
potentate of Sulafat, the set has been broken up in recent years, 
spreading across the continent. Asfar’s grandson, Ahmar, believes 
that the statues are rightfully his, & has made a vow to reclaim 
them. Adopting the moniker the Thief of Days, he has begun his 
search in his hometown of Naranj, where two of the figures are 
thought to be found. 
 
Personality 
The Thief of Days is courteous, confident, & calm, traits that allow 
him to be charming when he wants to be, despite his lack of social 
graces. He is unflappable in a crisis, & knows how to get what he 
wants (which usually belongs to other people nearby). His good 
manners & amused smile have served him well over the years, 
enabling him to affably rob anyone within reach. Before he learned 
of his grandfather’s work, his life was aimless; but now, he has a 
clear purpose for the first time in his life, & nothing is going to get 
in the way of his acquisitions. 
 
Appearance 
The thief’s scales are dull & dark, & many of them mottled with 
black; he has bright inquisitive eyes, however. His tail has been cut 
short, & is now little more than a wagging stub. He walks with a 
silent grace, as if he were crossing a cloud with each step. 
 
Goals 
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The thief is a criminal genius, a mastermind whose main goal is to 
take back the eight small statues that comprise the Thamaniya 
Nahari. While he still commits other robberies, burglaries, & 
assorted thefts, his primary focus is collecting the figures, & all of 
his other crimes are merely working towards that overarching 
objective. He believes that at least one of the statues is in the 
possession of a Naranjai merchant prince, & he plans to infiltrate 
the trader’s villa & take it back. After that, his sources indicate that 
the other statues are in the City of God, Ostaz, the Jaqizu Hills, 
Nahraldikh, & even Albaluri. He will go to nearly any length to 
retrieve the eight figures, & once he has done that, he plans to hide 
them in a safe place where no one would even think to look for 
them. 
 
Combat Tactics 
The thief is a canny, unpredictable opponent, one who enjoys 
taking his foes by surprise. While he likes to start combat with a 
sneak attack, he is proficient at face-to-face fighting, especially 
when he wields his Morningstar. An expert tumbler, he often will 
flip & roll around the battlefield, avoiding attacks with his 
acrobatics. He is also the master of the feint, deftly tricking 
opponents into wasting attacks & overextending themselves. 
 
RACE: Kobold (Hijra) male 
CLASS: Rogue 7 
ALIGNMENT: Chaotic Neutral 
DEITY: Adimas 
SIZE: Small 
AGE: 18 (born 337 AF) 
HEIGHT: 2’5” 
WEIGHT: 45 lbs. 
EYES: Yellow 
HAIR: N/A (Auburn scales) 
LANGUAGES: Alhaggi, Common, & Gnoolun 
HIT DICE: 6+6d6+7 (34HP) 
INITIATIVE: +7 
SPEED: 30’ 
ARMOR CLASS: 20 (+1 size, +3 Dex, +1 natural, +5 armor); 
touch 14; flat-footed 17 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +3 
ATTACK: +8 Frost Morningstar (1d6+2, ×2, bludgeoning & 
piercing) 

FULL ATTACK: +8/+3 Frost Morningstar (1d6+2, ×2, 
bludgeoning & piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +5, Reflex +11, Will +3 
ABILITIES: 

• Strength 13 (+1) 
 Dexterity 16 (+3) 
 Constitution 12 (+1) 
 Intelligence 14 (+2) 
 Wisdom 10 (+0) 
 Charisma 8 (-1) 
SKILLS: 104 points 

• Appraise +4 
• Bluff +9 
• Disable Device +13 
• Gather Information +9 
• Knowledge (Local) +6 
• Listen +10 
• Open Locks +13 
• Ride +13 
• Sleight of Hand +13 
• Spot +10 
• Tumble +15 
• Use Magic Device +9 

FEATS: Combat Expertise, Improved Feint, Improved Initiative 
WEAPON: +1 Frost Morningstar (8,308gp, 1d6+2, ×2, 3 lbs., 
bludgeoning & piercing) 
ARMOR: +2 Studded Leather (4,175, +5, maximum dexterity 
bonus +5, check penalty -0, 0% AFC, speed 30’, 20lbs.) 
EQUIPMENT: 
 417gp 
 Cloak of Resistance +2 (4,000gp) 
 Potion of fly (750gp) 
 2 Potions of invisibility (600gp) 
 Wand of cure light wounds (750gp) 
RACIAL FEATURES: Darkvision 60’ 
CLASS FEATURES: 
 Sneak Attack: +4d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +2. 
 Uncanny Dodge. 
 

 

The Msaka Brothers 
Quotes (Mosi) 

• “Stay down, would you!” 
• “The sun hasn’t set, & my blade is still sharp.” 
• “We’ll find our prey soon enough.” 
• “The hunt is on.” 

Quotes (Jabari) 
• “What were you expecting, exactly?” 
• “By chance, have you seen our bounty?” 
• “If I recall, the social dynamics here are surprisingly 

complex, & have been for some time.” 
• “My brother & I are on the hunt, so we have little time 

for distractions, no matter how pleasant.” 
 
Background 
The Msaka brothers, Mosi & Jabari, are named after the Msaka 
tribe, into which they were born. This aazlai clan wanders the 
rocky wastes of the Galazim Highlands, part of the wilderness 
between Burdusq & Ilud. For untold generations, the Msaka family 
has lived this nomadic existence, far from civilization. But their 
father, Amani, was exiled for committing a heinous crime when 

they were just small cubs, so he brought west to the city of Salah, 
so that he could give his boys a fresh start & a chance for a better 
life. 
 
The brothers were trained by their father, growing up to become 
skilled bounty hunters. For many years, they tracked down 
criminals & lost souls, traveling across the wilderness in pursuit of 
their countless quarries. They worked together, fought together, & 
drank together, as much friends as they were siblings. About a year 
ago, after a particularly lucrative (& dangerous) bounty, they 
decided to retire from the business, resting on their laurels for the 
first time in almost 25 years. They soon grew restless, however, 
drawn to the only life that they had ever known. So, rather than 
going back out into the field themselves, they have decided to 
establish a network of hunters-for-hire in a few different cities, & 
are willing to offer training & advice. 
 
Personality (Mosi) 
Mosi is an aloof, grim man, one of few words & even fewer 
smiles. He is a skilled warrior & is very observant, able to find the 
smallest clue & deduce his prey’s whereabouts. When not on the 
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hunt, he usually prefers to be alone, reading or prepping his tools 
for the next hunt. He has a strong sense of justice & relishes the 
challenge of a good chase. 
 
Personality (Jabari) 
Jabari is much more personable than his older brother, & often 
does the talking for the both of them. He is socially astute & well-
informed on many matters, from politics to forgotten lore. He 
enjoys a good drink in his off-time & likes to spend time 
socializing with the locals of whatever town he’s in. He is 
intrigued by the motives of criminals & is compelled to uncover 
the whole story of a crime, the better to understand the criminal 
mind. 
 
Appearance (Mosi) 
Mosi is a large, powerfully built figure. He bears a large scar on 
his face, which runs from his forehead, across the bridge of his 
nose, & down his cheek. His eyes are hard & critical, although 
they often have a feral, unfocused look to them. He wears his 
leather armor even when not on the hunt. 
 
Appearance (Jabari) 
Jabari has a much slighter physique than his older brother, & is 
much better groomed, as well. He wears a prominent tattoo on his 
upper arm that his fur does not cover. Unlike Mosi, he is fond of 
fashionable clothing, & has a decent-sized wardrobe for different 
occasions. 
 
Goals 
The Msaka brothers hope to set up a wide network of the bounty 
hunters all across the continent, a union of trackers that are 
coordinated by them. They have only just begun their new 
endeavor, & are very excited by the prospect, although they are 
facing some opposition to the concept in the bounty hunter 
community, which is notoriously independent & antisocial. They 
already have a client, though, based on the previous reputation. An 
art collector in Naranj has hired them to hunt down the Thief of 
Days, & they have accepted the job, so now they’re just trying to 
find the right bounty hunter (or hunters) for the job. 
 
Combat Tactics (Mosi) 
Mosi is a calm, silent warrior, one who opts for efficiency over 
style. He may hunt at any hour of the day, but he will not fight 
during the night unless he is forced to do so. He prefers to 
overpower an opponent, using his brute strength, wicked claws, & 
natural agility to overwhelm his prey, knocking them to the ground 
with his many attacks. He uses his horse, Jangwani Farasi (his only 
friend other than his brother), to enhance his own formidable 
tracking abilities, hunting his foes even while on the move. 
 
Combat Tactics (Jabari) 
Jabari is much more animated combatant than his brother, with a 
flashier fighting style. He will tell jokes & lies to his opponents, 
hoping to goad them into making a mistake. He will parry as many 
of his opponents attacks as possible, minimizing his own injuries 
while vexing his foes. Like his brother, he is able to perform an 
effective pounce, jumping into a fracas with both claws swinging. 
He, however, prefers to rely on his bardic magic, casting spells 
such as dancing lights, distraction, lesser confusion, & impossible 
feat to keep his enemies off-balance. 
 

Mosi 
RACE: Aazlai male 
CLASS: Ranger 8 
ALIGNMENT: Lawful Neutral 
DEITY: Umaj (Shaman) 
SIZE: Medium 

AGE: 42 (born 313 AF) 
HEIGHT: 6’9” 
WEIGHT: 265 lbs. 
EYES: Brown 
HAIR: Blonde 
LANGUAGES: Common & Zimbalai 
HIT DICE: 8+9d8+8 (56HP) 
INITIATIVE: +3 
SPEED: 40’ 
ARMOR CLASS: 23 (+3 Dex, +2 natural, +8 armor); touch 13; 
flat-footed 20 
BASE ATTACK BONUS: +10 
GRAPPLE BONUS: +12 
ATTACK: +13 Diurnal** Handaxe (1d6+3, ×3, slashing) 
FULL ATTACK: +13/+8/+3 Diurnal** Handaxe (1d6+3, ×3, 
slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +7, Reflex +12, Will +10 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 16 (+3) 
 Constitution 12 (+1) 
 Intelligence 10 (+0) 
 Wisdom 20 (+5) 
 Charisma 10 (+0) 
SKILLS: 70 points 

• Intimidate +2 
• Jump +4 
• Knowledge (Nature) +11 
• Listen +16 
• Move Silently +14 
• Search +11 
• Spot +18 
• Survival +18 

FEATS: Improved Bull Rush, Improved Critical, Lion’s Leap**, 
Nature’s Ally**, Power Attack (bonus), Track (bonus) 
WEAPON: +1 Diurnal** Handaxe (8,306gp, 1d6+3, ×3, 3 lbs., 
slashing) 
ARMOR: +3 Studded Leather (9,175, +6, maximum dexterity 
bonus +5, check penalty -0, 0% AFC, speed 30’, 20lbs.) 
EQUIPMENT: 
 769gp 
 Bracers of Armor +2 (4,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 Wand of magic missile 1st (750gp) 
SPELLS: 4/2 (Caster Level 5th, save DC15 + spell level) 
RACIAL FEATURES: 

• Monstrous Humanoid: An aazlai is not subject to 
spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Darkvision 60’. 
• Natural Weapons (Ex): 2 Claws (1d6+2); slashing 

damage. Bite (1d4+2); piercing damage. 
• Rake (Ex): Attack bonus +4 melee, damage 1d6+2. 
• Powerful Build (Ex): Whenever an aazlai is subject to 

any size modifier, it is treated as 1 size larger if doing 
so is advantageous to it. It is also considered to be 1 
size larger when determining whether a creature’s 
special attacks based on size (such as improved grab or 
swallow whole) can affect it. An aazlai can use 
weapons designed for a creature 1 size larger without 
penalty; however, its space & reach remain those of a 
creature of its actual size. The benefits of this racial 
trait stack with the effects of powers, abilities, & spells 
that change the subject’s size category. 

CLASS FEATURES: 
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 Favored Enemy (Gnoll): +2. 
 Favored Enemy (Human): +2. 
 Wild Empathy. 
 Combat Style (Archery). 
 Improved Combat Style (Archery). 
 Woodland Stride. 
 Swift Tracker. 
ANIMAL COMPANION: Jangwani Farasi, a light horse (5HD, 
37HP, AC16 (-1 size, +2 Dexterity, +5 Natural Armor), BAB+3, 2 
Hooves +0 melee (1d4+1), Fortitude +6, Reflex +6, Will +2, 
Intelligence 2 (-4), Evasion, Link, Share Spells, Trick: Heel, Trick: 
Track, Low-Light Vision, Scent, Endurance, Run, Listen +5, Spot 
+5). 
LEVEL ADJUSTMENT: +2 
 

Jabari 
RACE: Aazlai male 
CLASS: Bard 7 
ALIGNMENT: True Neutral 
DEITY: Umaj (Shaman, non-practicing) 
SIZE: Medium 
AGE: 41 (born 314 AF) 
HEIGHT: 6’7” 
WEIGHT: 230 lbs. 
EYES: Green 
HAIR: Blonde 
LANGUAGES: Common, Gnoolun, & Zimbalai 
HIT DICE: 6+6d6+2d8+9 (45HP) 
INITIATIVE: +6 
SPEED: 40’ 
ARMOR CLASS: 20 (+2 Dex, +2 natural, +1 deflection, +5 
armor); touch 13; flat-footed 18 
BASE ATTACK BONUS: +7 
GRAPPLE BONUS: +7 
ATTACK: +8 Parrying** Longsword (1d8+1, 19-20/×2, slashing) 
FULL ATTACK: +8/+3 Parrying** Longsword (1d8+1, 19-
20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +3, Reflex +10, Will +8 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 14 (+2) 
 Constitution 13 (+1) 
 Intelligence 14 (+2) 
 Wisdom 10 (+0) 
 Charisma 20 (+5) 
SKILLS: 88 points 

• Diplomacy +15 
• Gather Information +15 
• Intimidate +16 
• Jump +11 
• Knowledge (Local) +12 
• Move Silently +12 

• Perform (Percussion) +15 
• Search +12 
• Spot +12 

FEATS: Combat Expertise, Improved Disarm, Improved 
Initiative, Lions’ Leap**, Power Attack (bonus) 
WEAPON: +1 Parrying** Longsword (8,315gp, 1d8+1, 19-20/×2, 
4 lbs., slashing) 
ARMOR: +2 Studded Leather (4,175, +5, maximum dexterity 
bonus +5, check penalty -0, 0% AFC, speed 30’, 20lbs.) 
EQUIPMENT: 
 210gp 
 Cloak of Charisma +2 (4,000gp) 
 Potion of eagle’s splendor (300gp) 
 Ring of Protection +1 (2,000gp) 
SPELLS: 3/5/3/1 (Caster Level 7th, save DC15 + spell level) 

• 0th Level: bend fate**, dancing lights, know direction, 
lullaby, mending, resistance 

• 1st Level: cure light wounds, disguise self, 
distraction**, lesser confusion 

• 2nd Level: blindness/deafness, impossible feat**, see 
enchantment**, storyteller** 

• 3rd Level: bolstering chant**, scrying 
RACIAL FEATURES: 

• Monstrous Humanoid: An aazlai is not subject to 
spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Darkvision 60’. 
• Natural Weapons (Ex): 2 Claws (1d6+2); slashing 

damage. Bite (1d4+2); piercing damage. 
• Rake (Ex): Attack bonus +4 melee, damage 1d6+2. 
• Powerful Build (Ex): Whenever an aazlai is subject to 

any size modifier, it is treated as 1 size larger if doing 
so is advantageous to it. It is also considered to be 1 
size larger when determining whether a creature’s 
special attacks based on size (such as improved grab or 
swallow whole) can affect it. An aazlai can use 
weapons designed for a creature 1 size larger without 
penalty; however, its space & reach remain those of a 
creature of its actual size. The benefits of this racial 
trait stack with the effects of powers, abilities, & spells 
that change the subject’s size category. 

CLASS FEATURES: 
 Bardic Music. 
 Bardic Knowledge. 
 Countersong. 
 Fascinate. 
 Inspire Courage +1. 
 Inspire Competence. 
 Suggestion. 
LEVEL ADJUSTMENT: +2 
 

 

Nesubet 
Quotes 

• “I speak, & you obey. Nathar’s will cannot be denied. I 
cannot be denied.” 

• “You dare counter me? For this, you shall be 
destroyed!” 

• “I have seen enough.” 
• “Once Nathar has cowed this land, those blasphemers 

will drown in gold & jewels, forever silenced.” 
 
Background 

Born in the labyrinthine city of Neb-Niwet, the capital of Nefer-Ta, 
the lady Nesubet was raised to serve the King of the Thousand 
Deaths, the mighty Nathar. She grew up in a Natharite monastery 
among the clergy, & quickly took to the cutthroat politics of the 
church. She rose to the upper echelons of the Exalted hierarchy, 
becoming one of the most feared & respected amongst the 
Darklords for her acumen & ruthlessness. When the great King-
Priest Gerehbin was assassinated six years ago (which is 
commonly thought to have been committed by the Children of the 
Maze over a recruitment dispute), she was voted to be his 
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successor, becoming the current Queen-Priest of Blood, the self-
proclaimed “Living Will of Nathar.” 
 
The shaghali campaign to conquer the Admajai continent was 
begun by Nesubet’s predecessor, but she has escalated the effort 
significantly, taking a personal interest in its progress. She has 
largely ignored domestic issues, gambling her future (& that of all 
shaghali) on the conquest & plunder of the western lands. After 
years of being thwarted, she has grown impatient & decided to 
oversee the invasion personally. She boarded her personal flagship, 
the Kem-Netjer, & has set sail for the town of Uqalibet, which she 
intends to be the beachhead for the decisive shaghal assault on the 
continent. Although she is largely supported by the Exalted back 
home, her decision to leave Nefer-Ta has been very controversial, 
& multiple parties are already maneuvering to take advantage of 
her absence. 
 
Personality 
Nesubet is a single-minded leader, one who makes up her mind 
quickly & will not tolerate dissemblance or contrary attitudes. She 
is used to getting her way, & any opposition to her is seen as a 
personal insult, & is treated with frightening fury. She is often 
impulsive, making decisions before all of the facts have been 
assessed, or even fully come to light. She is zealously devout, 
genuinely believing that everything that she does is what the Lord 
of Loss would do in her place. While she is quick-witted, she is 
uninterested in the minutia of governance, so she has delegated 
most of her duties & tasks to her ministers, whom she has 
appointed on the basis of personal fidelity to her. 
 
Appearance 
Nesubet is a beautiful woman, by shaghal standards. She is tall & 
shapely, with a long, almost-delicate snout. Her dark fur is short & 
very soft, with a silky shine from being brushed & oiled daily. Her 
eyes are cool & inscrutable, as though she were unaccustomed to 
joy or contentment. She rarely smiles, except on the occasions 
when resistance to her whims is crushed in a particularly satisfying 
manner. 
 
Goals 
At the moment, Nesubet wants one thing above all else: to conquer 
the continent of Admaja, usurp its treasures, & subjugate its 
people. She wants to do this primarily to silence her critics back 
home, more than to enjoy the actual conquest itself. She despises 
the Council of Nocturne, wishing to see its destruction, & those 
Darklords that speak against her policies have earned her ire, as 
well. Her flagship set sail two months ago for Uqalibet, & isn’t due 
to arrive for another three months. The shaghali sleeper agents that 
have been operating on Admaja’s eastern coasts for the last twelve 
years have not performed to her satisfaction, & she plans to replace 
most of these ineffective minions with more competent warriors, 
like her hand-picked Natharites. 
 
Combat Tactics 
Like all shaghali, Nesubet prefers to act under the cover of night, 
& will avoid any battle that takes place in broad daylight, if 
possible. She fights zealously, believing herself to be Nathar’s 
living will, & will assault anyone who questions her, her 
viewpoint, or her status. She will often wade into battle, wielding 
her longsword & trying to decapitate any opponents within reach, 
which she greatly enjoys. Her personal guard (2d4 shaghal 12th 
level fighters, plus 2 Natharites) will attempt to keep her out of 
direct combat, but are afraid to interfere with her, lest they garner 
her wrath. She is fond of laying curses upon her enemies, & will 
do so at almost every opportunity. She can use her pharaonic 
powers to rebuke humanoids, which she won’t hesitate to do if any 
such beings oppose her directly.  
 

RACE: Shaghal female 
CLASS: Cleric 17/Pharaoh 3*** 
ALIGNMENT: Chaotic Evil 
DEITY: Nathar (The Exalted) 
SIZE: Medium 
AGE: 37 (born 318 AF) 
HEIGHT: 7’0” 
WEIGHT: 195 lbs. 
EYES: Orange 
HAIR: Brown/Black 
LANGUAGES: Common, Ghul, Gnoolun, & Shagalai 
HIT DICE: 8+1d8+17d8+3d8+44 (151HP) 
INITIATIVE: +8 
SPEED: 65’ (Climb 20’) 
ARMOR CLASS: 35 (+4 Dex, +2 natural, +5 deflection, +14 
armor); touch 19; flat-footed 31 
BASE ATTACK BONUS: +16 
GRAPPLE BONUS: +20 
ATTACK: +22 Speed Vorpal Longsword (1d8+6, 19-20/×2, 
slashing) 
FULL ATTACK: +22/+17/+12/+7 Speed Vorpal Longsword 
(1d8+6, 19-20/×2, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +21, Reflex +17, Will +27 
ABILITIES: 
 Strength 18 (+4) 
 Dexterity 18 (+4) 
 Constitution 14 (+2) 
 Intelligence 14 (+2) 
 Wisdom 25 (+7) 
 Charisma 14 (+2) 
SKILLS: 112 points 

• Bluff +4 
• Climb +24 
• Concentration +21 
• Diplomacy +17 
• Intimidate +7 
• Knowledge (Religion) +21 
• Move Silently +24 
• Spellcraft +22 

FEATS: Bulwark Warrior (all techniques)**, Improved Critical, 
Improved Initiative, Improved Turning, Iron Will, Persuasive, 
Swift Paws**, True Believer** 
WEAPON: +2 Speed Vorpal Longsword (200,315gp, 1d8+6, 19-
20/×2, 4 lbs., slashing) 
ARMOR: 

• +2 Heavy Fortification Invulnerability Breastplate 
(100,350, +7, maximum dexterity bonus +3, check 
penalty -3, 25% AFC, speed 20’, 30lbs.) 

• +5 Arrow Deflection Heavy Steel Shield (49,170gp, +7, 
check penalty -1, 15% ACF, 15 lbs.) 

EQUIPMENT: 
 7,790gp 
 Bag of Holding IV (10,000gp) 
 Belt of Giant Strength +6 (36,000gp) 
 Cloak of Resistance +5 (25,000gp) 
 Crown of the Abyss (17,300gp)** 
 Gloves of Dexterity +6 (36,000gp) 
 Leaping Boots (40,000gp)** 
 Orb of Twilight (36,000gp)** 
 Periapt of Wisdom +6 (36,000gp) 
 Potion of protection from arrows 15/magic (1,500gp) 
 4 Potions of remove curse (3,000gp) 
 Ring of Feather Falling (2,200gp) 
 Ring of Protection +5 (50,000gp) 
 Rod of Rulership (60,000gp) 
 Scabbard of Swiftness (4,000gp)** 
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 2 Scrolls of finger of death (6,000pg) 
 Scroll of nightmare (1,125pg) 
 Staff of Swarming Insects (24,750gp) 
 Thunder Amulet (36,000gp)** 
SPELLS: 6/6+1/6+1/6+1/6+1/4+1/4+1/3+1/3+1/2+1 (Caster Level 
18th, save DC14 + spell level) 
RACIAL FEATURES: 

• Gnoll Blood: For all effects related to race, a shaghal is 
considered a gnoll. 

• Darkvision 60’. 
• Racial Hit Dice: A shaghal begins with 2 levels of 

humanoid, which provide 2d8 Hit Dice, a base attack 
bonus of +1, & base saving throw bonuses of Fort +3, 
Ref +0, & Will +0. 

• Racial Skills: A shaghal’s humanoid levels give it skill 
points equal to 5 × (2 + Int modifier, minimum 1). Its 
class skills are Climb, Listen, Move Silently, & 
Survival. A shaghal character has a +2 racial bonus on 
Climb & Move Silently checks. In addition, a shaghal 

can always choose to take 10 on Climb checks, even if 
rushed or threatened. 

• Racial Feat: A shaghal’s humanoid levels give it one 
feat. 

• Spell Resistance 30. 
• Light Sensitivity (Ex): Shaghals are dazzled in bright 

sunlight or within the radius of a daylight spell. 
CLASS FEATURES: 
 Rebuke Undead. 
 Domain: Curse**. 
 Domain: Evil. 
 Rebuke Humanoid. 
 Exalted Aura. 
 Oratory. 
 Enthralling Voice. 
 Opulence. 
LEVEL ADJUSTMENT: +2 
 

 

A’Sheh Shahabah 
Quotes 

• “If you cross me, you’ll find that no merchant will cross 
your path again. Ever.” 

• “Oh, you think the fee is unfair? Well then, I’ll double 
it. How does that sound? If you’d like to discuss this 
further, I can triple it. Would you prefer that?” 

• “Oh, they are a stubborn little tribe. Let’s see how 
strong their resolve is, once it’s truly tested.” 

• “Water always tastes sweeter when you know that 
someone else is thirsty.” 

 
Background 
Just a few years ago, no one had ever heard the name of A’Sheh 
Shahabah. He was once a sword-for-hire with little reputation from 
a tiny village on the Tuljahar Peninsula. His name would have 
elicited nothing but blank stares, instead of the worried glances & 
narrowed glares that now manifest in response to his mentioning. 
In a dreadfully short time, he has become known to almost 
everyone in the Northern Wastes, a dark star rising in a cloudy sky, 
as some tribal elders would say. 
 
A’Sheh Shahabah is a trade-master, possibly the most powerful 
one in the history of the continent. He controls, either directly, or 
indirectly, over half of the commerce in the Northern Wastes 
through his Nakhar Network. From the foothills of the Satha 
Laylanuha to the shores of Alhurus Lake, his cartel commands the 
caravans & the trade routes that keep the Northern Wastes alive. If 
a tribe in this harsh land is denied crucial supplies (a fact that has 
been grimly demonstrated more than once in the recent past), it 
withers & dies, like a vine hacked off at the root. He is, therefore, a 
constant, uncomfortable, & unstoppable presence. 
 
Personality 
Some people wield power for the sake of wielding power. Others 
do so for the profit & prestige that power provides. Still others 
hold power out of a sense of duty, or to enact some policy of 
goodness.  But A’Sheh Shahabah wants none of these things; he, 
like some thankful few, wants power for the sheer joy of exercising 
it at the expense of others. He relishes in the act of sinking his 
claws into the fabric of trade just to watch the creases, just to tear 
fresh holes. At any other time, he is grave, even solemn. But when 
he is depriving others of what they need to survive, it is only then 
that he truly feels alive. He can be polite, even gracious, in the 
pursuit of additional influence. But he will just as easily take what 

he wants by force, baring teeth both metaphorical & literal, all in 
the quest for more control, more means to harm others. 
 
Appearance 
A’Sheh Shahabah is a very large & imposing gnoll; thickly built, 
his large muscles ripple under his short gray fur. His eyes are 
widely set, & he stares at everyone & everything with the flinty 
glare of a patient predator. He only smiles when he is causing 
others pain or discomfort; at any other time, he wears a humorless 
grimace, as if he were deeply troubled by some unpleasant 
memory. Unlike other men of similar wealth & influence, he does 
not wear fine silks or rare leathers; instead, he is most often clad in 
the traditional tribal clothing of a Rizzadobo (an uncolored robe 
with a large hood), & he is decorated with only a few simple pieces 
of jewelry. 
 
Goals 
To most, it would appear that A’Sheh Shahabah’s only motive was 
utter control over others, the better to inflict pain upon them. But 
he holds a secret deep inside: in addition to his pure sadism, he has 
another, more subtle objective. Years ago, before he was the lord 
& bane of all commerce in the Northern Wastes, he was just a 
minor sell-sword & aspiring warlord who tracked down some 
legendary merchants known as the Buyers, the Sellers, & the 
Storytellers. He had hoped to sell them his gems & other prizes for 
untold riches & power. Ever since that fateful day, he has lost his 
drive to conquer by force, his ambitions as a warlord, & his desire 
to engage in open combat; he sold this for wealth he could not 
bring with him. His life as a warrior was forever gone from him, 
sold away despite his intentions. He may spend his days wringing 
the life out of the people of the Northern Wastes, but his nights are 
often spent brooding over these losses, pining for a past that he 
cannot touch & fearing the mysterious forces that bought his old 
life out from under him. 
 
Combat Tactics 
A’Sheh Shahabah is as sadistic on the fields of battle as he is in a 
merchant’s tent. He likes to inflict grievous wounds upon 
opponents, just to watch them suffer & hobble about in pain. He 
enjoys the fear in their eyes as he brandishes his fearsome 
warhammer. He dislikes open combat (something that he used to 
enjoy another lifetime ago), & he won’t pick up a bladed weapon, 
even to defend himself. He is an expert at dodge his enemies’ 
attacks, tumbling, feinting, & dodging about the battlefield, 
looking for an opportunity to strike back with a sneak attack when 

521



their defenses are down. His favorite trick is to use a wand of 
suggestion to use his foes as pawns, setting them up so that they 
flank each other, making them easier (& more satisfying) to 
dispatch. If he is outmatched, he will cover his escape with a wand 
of magic missile, before fleeing via a potion or two. 
 
RACE: Gnoll (Rizzadobo) male 
CLASS: Rogue 13 
ALIGNMENT: Neutral Evil 
DEITY: Limalia (The Khaziima) 
SIZE: Medium 
AGE: 28 (born 327 AF) 
HEIGHT: 7’10” 
WEIGHT: 336 lbs. 
EYES: Blue 
HAIR: Gray 
LANGUAGES: Common, Gnoolun, Qamilai, & Zimbalai 
HIT DICE: 6+12d6+13 (61HP) 
INITIATIVE: +4 
SPEED: 30’ 
ARMOR CLASS: 23 (+4 Dex, +1 natural, +8 armor); touch 14; 
flat-footed 19 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +10 
ATTACK: +12 Maiming** Warhammer (1d8+3, ×3, 
bludgeoning) 
FULL ATTACK: +12/+7/+2 Maiming** Warhammer (1d8+3, 
×3, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +8, Reflex +17, Will +8 
ABILITIES: 

• Strength 12 (+1) 
 Dexterity 18 (+4) 
 Constitution 13 (+1) 
 Intelligence 14 (+2) 
 Wisdom 12 (+1) 
 Charisma 10 (+0) 
SKILLS: 160 points 

• Bluff +18 
• Diplomacy +16 
• Hide +20 

• Intimidate +18 
• Listen +17 
• Move Silently +20 
• Spot +17 
• Survival +17 
• Tumble +20 
• Use Magic Device +18 

FEATS: Combat Expertise, Combat Reflexes, Fighting Dirty (4 
techniques)**, Lightning Reflexes, Persuasive 
WEAPON: +2 Maiming** Warhammer (32,312gp, 1d8+3, ×3, 5 
lbs., bludgeoning) 
ARMOR: +1 Escaping** Moderate Fortification Chain Shirt 
(31,750gp, +5, maximum dexterity bonus +4, check penalty -1, 
20% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 1,938gp 
 Bracers of Armor +3 (9,000gp) 
 Cloak of Resistance +3 (9,000gp) 
 Gloves of Dexterity +2 (4,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 2 Potions of fly (1,500gp) 
 5 Potions of invisibility (1,500gp) 
 Wand of magic missile (3,750gp) 
 Wand of suggestion (11,250gp) 
RACIAL FEATURES: 

• Darkvision 60’ 
• Social Acumen (Ex): +2 circumstance bonus to 

Diplomacy & Sense Motive checks made when dealing 
with members of another culture. Gnolls are canny & 
adaptable in social situations. 

CLASS FEATURES: 
 Sneak Attack: +7d6. 
 Trapfinding. 
 Evasion. 
 Trap Sense +4. 
 Uncanny Dodge. 
 Improved Uncanny Dodge. 
 Special Ability: Improved Evasion. 
 Special Ability: Slippery Mind. 
 

 

High Priestess Noor al-Muhraq 
Quotes 

• “The sun shall rise again.” 
• “Do you have anything of value to me?” 
• “I pray for the day when the True Sun shall rise.” 
• “The Final Dawn is at hand, & it has been too long in 

coming already.” 
 
Background 
Born into the clandestine cult of Mahasari Johoum, Noor al-
Muhraq was publicly raised as an Ayat Johoumite. Her parents (a 
human father & a djinn mother) were both Mahasarians, & they 
trained her from an early age to help spread the faith & to restore 
their god to His rightful place as the absolute ruler over the world. 
She studied hard & learned well, impressing both her parents & her 
tutors within the cult. It wasn’t long before she was made a 
priestess at a Johoumite temple, where she continued to display her 
remarkable talents for organization & efficiency. 
 
She became the youngest high priestess in the history of her 
temple, after the retirement of her predecessor, but this still wasn’t 
enough for her. She had grown greatly dissatisfied with her sect’s 
lack of progress in finding & opening the Temple of the Throne, 
where her god was imprisoned. She became bitterly disappointed 

in her local cabal, which she saw as ineffective & idle. She 
eventually left the temple & her cult behind, taking only a few 
young acolytes into the desert, in search of the Shrine of 
Imprisonment. She has vowed not to rest until she has released her 
beloved god, & has scoured the sand & stone ever since, searching 
for any clue to the whereabouts of Johoum’s prison. 
 
Personality 
Noor al-Muhraq possesses a single-minded obsession that goes 
beyond mere zealotry. She is utterly convinced that she was born 
to release Johoum from his prison, & that once he is free, he will 
take her for his bride. Nothing else matters to her, & she cannot be 
bothered by affairs that are irrelevant to her life’s goal. She has 
little patience for distractions, set-backs, or incompetence, & she is 
not very forgiving of mistakes or insults, having gone so far as to 
have slain more than one ally who crossed her too many times. 
Those rare few who have lived up to her exacting standards, 
though, have been exalted in her esteem, & have benefited greatly 
from it, for to her, material wealth is meaningless compared to the 
rewards that await her at the end of her quest. 
 
Appearance 
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Noor al-Muhraq has the look of a woman who was quite attractive 
in her youth, but after years of exposure to the harsh desert sun, her 
once-pale skin is spotted & leathery. Deep wrinkles line her face, 
especially around her thin-lipped mouth. Her eyes are yellowed, & 
her hair is wind-whipped & unkempt. She still has the vitality of a 
woman a fraction of her age, however, with a lithe body & a 
graceful stride full of purpose. When not in battle, she tends to 
wear loose white robes that billow in the winds of the wasteland. 
 
Goals 
As stated before, Noor al-Muhraq wants one thing & one thing 
only: to free Johoum from his imprisonment. She spends all of her 
waking hours planning & working toward that objective, doing 
almost nothing else except when absolutely necessary. Since she 
isn’t even certain where the Temple of the Throne is (she only 
knows that is somewhere in the Sahra Basit), she primarily 
searches for its entrance. She has started her quest by looking for 
the ancient mastaba, the temples of Johoum from the time that he 
was free. She is convinced that once Johoum is released, the 
demon prince that is the embodiment of her god will make her his 
bride, & that together, they will spawn a new generation of 
Johoumites, scions to his holy cause. 
 
Combat Tactics 
Noor al-Muhraq is a practical, efficient fighter, one who dispatches 
opponents quickly & without elaboration. She takes no joy from 
the battlefield, preferring to deal with foes as quickly as possible, 
& will not usually show any real anger in her attacks. Deriding 
Johoum will invoke her wrath, & prolonging a fight will make her 
impatient & perhaps even a bit reckless. Her fights very directly, 
swinging her morningstar at the nearest enemy while blasting the 
most dangerous-looking opponent with punishing spells. Her 
magic is often augmented with metamagic, & she will cast her 
highest-level spells first, hoping to end combat quickly. This 
leaves her little in reserve for longer conflicts, when she will rely 
on her weapon & her items more. If she is in danger of losing, she 
will summon a djinn or a fire elemental to assist her or cover her 
escape. 
 
RACE: Half-Djinn female 
CLASS: Cleric 20/Hierophant 1 
ALIGNMENT: Lawful Evil 
DEITY: Johoum (Mahasari) 
SIZE: Medium 
AGE: 68 (born 287 AF) 
HEIGHT: 5’6” 
WEIGHT: 201 lbs. 
EYES: Icy Blue 
HAIR: White 
LANGUAGES: Auran, Common, Gnoolun, & Qamilai 
HIT DICE: 8+20d8+42 (140HP) 
INITIATIVE: +7 
SPEED: 30’ 
ARMOR CLASS: 36 (+3 Dex, +5 natural, +4 deflection, +14 
armor); touch 17; flat-footed 33 
BASE ATTACK BONUS: +15 
GRAPPLE BONUS: +19 
ATTACK: +24 Spiteful Burst** Morningstar (1d6+9, ×2, 
bludgeoning & piercing) 
FULL ATTACK: +24/+19/+14/+9 Spiteful Burst** Morningstar 
(1d6+9, ×2, bludgeoning & piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +21, Reflex +16, Will +25 
ABILITIES: 
 Strength 18 (+4) 
 Dexterity 16 (+3) 
 Constitution 14 (+2) 
 Intelligence 20 (+5) 

 Wisdom 23 (+6) 
 Charisma 13 (+1) 
SKILLS: 96 points 

• Concentration +26 
• Craft +29 
• Knowledge (Religion) +29 
• Move Silently +5 
• Spellcraft +31 
• Use Magic Device +4 

FEATS: Empower Spell, Extra Turning, Heighten Spell, Lightning 
Reflexes (bonus), Improve Initiative, Improved Turning, Maximize 
Spell, True Believer** 
WEAPON: +5 Spiteful Burst** Morningstar (98,308gp, 1d6+9, 
×2, 3 lbs., bludgeoning & piercing) 
ARMOR: 

• +5 Spell Resistance (19) Breastplate (100,350, +10, 
maximum dexterity bonus +3, check penalty -3, 25% 
AFC, speed 20’, 30lbs.) 

• Haven Shield** (20,170gp, +4, check penalty -1, 15% 
ACF, 15 lbs.) 

EQUIPMENT: 
 3,062gp 
 Amulet of Natural Armor +5 (50,000gp) 
 Bag of Holding IV (10,000gp) 
 Belt of Giant Strength +6 (36,000gp) 
 Brazier of Commanding Fire Elementals (100,000gp) 
 Circlet of Blasting, Major (23,760gp) 
 Cloak of Resistance +5 (25,000gp) 
 Fire Medallion (72,000)** 
 Gloves of Dexterity +6 (36,000gp) 
 Headband of Intellect +6 (36,000gp) 
 Helm of Teleportation (73,500gp) 
 2 Jewels of Light (5,500gp)** 
 Lamp of Sujabet (44,800gp)** 
 Orb of Twilight (36,000gp)** 
 Periapt of Wisdom +6 (36,000gp) 
 5 Potions of cure moderate wounds (1,500gp) 
 2 Potions of cure serious wounds (1,500gp) 
 Ring of Protection +4 (32,000gp) 
 Rod of Lordly Might (70,000gp) 
 4 Scrolls of mordenkainen’s disjunction (15,300gp) 
 Staff of Illumination (48,250gp) 
SPELLS: 6/6+1/6+1/6+1/5+1/5+1/4+1/4+1/4+1/4+1 (Caster Level 
20th, save DC13 + spell level) 
RACIAL FEATURES: 
 Outsider (Native): Half-genie are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Djinn: once per day, a half-
djinni can cast fly for up to 8 minutes &/or gaseous form (as the 
spells) for up to 16 minutes. Caster level 8th. 
 Elemental Resistance: A half-djinn gains Sonic 
Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’ 
CLASS FEATURES: 
 Rebuke Undead. 
 Domain: Punishment**. 
 Domain: Sun. 
 Special Ability: Divine Reach. 
LEVEL ADJUSTMENT: +2 
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Sa’ul 
Quotes 
 “Your destiny is but a means of fulfilling my desire.” 
 “You cannot hope to challenge me. Even in defeat, I 
would be victorious.” 
 “History as you know it is but a litany of my exploits.” 
 “I have already won. Your death will be a mere 
punctuation at the end of my triumph.” 
 
Background 
For hundreds of years, & indeed since before the Pactspell, tales of 
war, disaster, & tragedy have mentioned a shadowy figure of some 
sort, standing among the carnage, calmly observing the events. 
This dark being has been described in innumerable ways, but is 
always depicted as black-clad, inscrutable, & imposing to the point 
of inspiring terror. Various corroborating records place him at the 
fall of Mamluk, the Battle of the Light, the Great Fire of 
Babalarud, the collapse of Qalira, the Rain of Ash, & several other 
traumatic events. Some even imply that he may have been 
responsible for the Pactspell itself. Although no one knows where 
this creature acquired its name, all sources agree that this immortal 
watcher is known as Sa’ul. 
 
Many theories have developed over the years to explain this 
mysterious figure, as well as his equally-unexplained name. 
Various conjectures state that Sa’ul is a truncated version of some 
other name, like Salur-Mezul (“absent-father”), Salazadul 
(“shadow man”), Saj aq-Hul (“the black claw”), or even the 
implausible sadistic ghul. Differing stories have tied him to various 
forces of devil, demon, or rakshasa, the treacherous cults of Maqur, 
to the shadowy menace of Nathar, the malevolent darkness of 
Sunya, or even claim him to be the creator & master of all ghul-
kind. Whichever story is true (if any tale is), the one fact upon 
which all can agree is that Sa’ul is indeed a real being, a dire 
threat, & a dreadful omen wherever he chooses to appear. 
 
Personality 
Sa’ul is an incomprehensible being, an utter enigma of history. He 
is not seen as particularly sadistic or cruel, but he is believed to be 
somehow related to (or even responsible for) some of the most 
tragic events of the post-imperial era. He sees himself as greatly 
superior to the common mortals of this flawed, mundane world, & 
that these inferior beings are mere fodder for his machinations. He 
is arrogant & proud, believing that he is the only one who can fix 
the broken status quo of the Kamala. He is cold & aloof when 
dealing with others, although he can be charming if it will benefit 
him to do so, & he only interacts with people when it would further 
one of his invariably-destructive plots.  
 
Appearance 
Sa’ul is a horror to look upon in his natural form, & for that reason, 
he often walks about in disguise, especially when in public. His 
skin is a dull, mottled dark gray, like he was made of solid smoke. 
His eyes are an inscrutable black, like two abyssal pools of 
darkness. His long pointed ears jut out of his bald head at a sharp 
angle, like the wings of a wicked bat. His face is smooth & devoid 
of expression, making his age almost impossible to guess. 
Whenever he speaks (or on the thankfully rare occasions that he 
smiles), his yellowed teeth are revealed, which are all as sharp as a 
hyena’s fangs. He wears a black robe adorned with scores of 
eyelike patterns, & a cloak of black velvet to match. He walks with 
an almost supernatural grace & a sense of purpose that is somehow 
unnerving. 
 
Goals 

An apocryphal story tells of a warrior falling at Sa’ul’s feet after 
being felled by his vicious magics. As he lay dying, the warrior 
asked the Black Wizard, “To what end have you done this?” To 
which the archmagus simply replied, “To bring God down,” before 
dispatching his wounded opponent. The great scholar Haqim aq-
Zarqa has theorized from this tale that Sa’ul has a dark method to 
his mayhem. Haqim writes that the Black Wizard is on a centuries-
old campaign of destruction & death, a grand quest to cause so 
much suffering that the creator of the Kamala would have no 
choice but to intervene. Why he would act in such a heinous 
manner to force his god to act in such a way is anyone’s guess, but 
Haqim further speculates that his inhuman age, couple with his 
vast intellect, has allowed him some incredible insight, which has 
driven him on this mad course of action. 
 
Combat Tactics 
Sa’ul is a shrewd & merciless tactician, who will kill anything & 
anyone that even threatens to get in his way. Considering his 
ambitions, this includes nearly everyone that he meets, unless they 
can help his foment further destruction later on. He specializes in 
conjuration & transmutation magic, but he uses spells of any 
school if they are useful for wreaking havoc & ruin. If forced into a 
melee fight, he will often brandish his vorpal dagger, as he usually 
finds wasting spells on inferior beings to be beneath him. He has 
the true Soul of the Ghul, which grants him Spell Resistance 32. 
He also has Spell Mastery for the following spells: alter self, 
dominate monster, greater bestow curse, greater teleport, & mind 
blank. He rarely uses his familiar to aid him directly, but Al-
Mawte usually flies above him, circling the sky over her master’s 
opponents. He has numerous items at his disposal, & is fond of 
using them in battle; some of his favorites include a Rod of 
Negation, a wand of inflict critical wounds, & a Darkskull. 
 
RACE: Half-Ghul male 
CLASS: Wizard 10/Loremaster 9/Archmage 5 
ALIGNMENT: Neutral Evil 
DEITY: None (Agnostic) 
SIZE: Medium 
AGE: 440+ (born 744 IR or earlier; appears Middle Aged) 
HEIGHT: 5’9” 
WEIGHT: 188 lbs. 
EYES: Black 
HAIR: N/A (Bald) 
LANGUAGES: Alhaggi, Archaic, Auran, Common, Draconic, 
Ghul, Gnoolun, Ignan, & Terran 
HIT DICE: 4+23d4+48+3 (112HP) 
INITIATIVE: +8 
SPEED: 30’ 
ARMOR CLASS: 27 (+4 Dex, +5 natural, +8 armor); touch 14; 
flat-footed 23 
BASE ATTACK BONUS: +11 
GRAPPLE BONUS: +12 
ATTACK: +17 Vorpal Dagger (1d4+6, 19-20/×2, 10’ range 
increment, piercing or slashing) or +20 Distance Seeking Speed 
Heavy Crossbow (1d10+9, 19-20/×2, 240’ range increment, 
piercing) 
FULL ATTACK: +17/+12/+7/+2 Vorpal Dagger (1d4+6, 19-
20/×2, 10’ range increment, piercing or slashing) or 
+20/+15/+10/+5 Distance Seeking Speed Heavy Crossbow 
(1d10+9, 19-20/×2, 240’ range increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +16 (+24 vs. [Good] spells), 
Reflex +18 (+26 vs. [Good] spells), Will +26 (+34 vs. [Good] 
spells) 
ABILITIES: 
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• Strength 13 (+1) 
 Dexterity 18 (+4) 
 Constitution 15 (+2) 
 Intelligence 27 (+8) 
 Wisdom 19 (+4) 
 Charisma 12 (+1) 
SKILLS: 194 points 

• Concentration +28 
• Craft (Alchemy) +35 
• Decipher Script +19 
• Gather Information +25 
• Knowledge (arcana) +38 
• Knowledge (history) +33 
• Knowledge (Kamala) +35 
• Spellcraft +38 

FEATS: Brew Potion, Extend Spell, Improved Initiative, 
Maximize Spell, Quicken Spell, Scribe Scroll, Shadow of the 
Ghul**, Skill Focus (Knowledge (arcana)), Skill Focus 
(Spellcraft), Soul of the Ghul (SR35)**, Spell Focus (Conjuration), 
Spell Focus (Transmutation), Spell Mastery 
WEAPON: 
 +5 Vorpal Dagger (200,302gp, 1d4+6, 19-20/×2, 10’ 
range increment, 1 lb., piercing or slashing) 
 +5 Distance Seeking Speed Heavy Crossbow 
(200,350gp, 1d10+9, 19-20/×2, 240’ range increment, 8 lbs., 
piercing) 
ARMOR: N/A 
EQUIPMENT: 
 1,848gp 
 Agal of Rapid Wellness (12,600gp)** 
 Alchemist’s Quern (3,600gp)** 
 Amulet of Natural Armor +5 (50,000gp) 
 Bag of Holding IV (10,000gp) 
 Bracers of Armor +8 (64,000gp) 
 Cloak of Resistance +5 (25,000gp) 
 Darkskull (60,000gp) 
 Eversmoking Bottle (5,400gp) 
 Gloves of Dexterity +6 (36,000gp) 
 Handy Haversack (2,000gp) 
 Headband of Intellect +6 (36,000gp) 
 Instant Fortress (55,000gp) 
 Keffiyeh of Understanding (26,000gp)** 
 Leaping Boots (40,000gp)** 
 Mask of Illusions (16,000gp) 
 Medallion of Missives (26,400gp)** 
 Necklace of Adaptation (9,000gp) 
 Pearl of Power (two spells, 70,000gp) 
 Periapt of Wisdom +6 (36,000gp) 
 Quern of the Thaumaturge (20,000gp)** 
 Ring of freedom of movement (40,000gp) 
 Ring of Three Wishes (97,950gp) 
 Robe of Eyes (120,000gp) 
 Rod of Negation (37,000gp) 
 Scabbard of the Winds (14,400gp)** 
 2 Scrolls of meteor swarm (7,650gp) 
 Slippers of Silence (22,500gp)** 
 Staff of Illusion (65,000gp) 
 Staff of Power (211,000gp) 
 Tome of Clear Thought +5 (137,500gp) 
 Wand of cure critical wounds (21,000gp) 
 Wand of inflict critical wounds (21,000gp) 
SPELLS: 4/6/6/6/6/4/5/3/4/2 (Caster Level 24th, for Conjuration & 
Transmutation spells, save DC16 + spell level; for all other spells, 
save DC18 + spell level) 

• 0th Level: acid splash, arcane mark, dancing lights, 
daze, detect magic, detect poison, disrupt undead, flare, 

ghost sound, light, mage hand, mending, message, 
open/close, prestidigitation, ray of frost, read magic, 
resistance, stinging breeze**, tally**, touch of fatigue 

• 1st Level: comprehend languages, disgust**, 
expeditious retreat, feather fall, magic missile, 
obscuring mist, ray of enfeeblement, shield, unseen 
servant 

• 2nd Level: alter self, detect thoughts, glitterdust, 
summon monster II 

• 3rd Level: explosive runes, major image, protection 
from energy, suggestion 

• 4th Level: authority**, charm monster, enervation, 
scrying 

• 5th Level: baleful suggestion**, major creation, 
overland flight, vampiric ray** 

• 6th Level: disintegrate, mass suggestion, permanent 
image, summon monster VI 

• 7th Level: delayed blast fireball, greater bestow 
curse**, greater teleport, mass hold person, plane shift, 
profound slumber** 

• 8th Level: discern location, estej’mah amut**, mass 
charm monster, mind blank, mirage**, ophidian 
form**, polymorph any object, summon monster VIII 

• 9th Level: dominate monster, fiat: death**, gate**, 
mass hold monster, mordenkainen’s disjunction**, 
power word kill, rescission**, shapechange, summon 
monster IX, time stop 

RACIAL FEATURES: 
• Ghul Blood 
• Elemental Resistance (cold 5 & fire 5) 
• Spell-Like Abilities 

o At Will: darkness, detect magic, obscuring 
mist 

o 1/Day: gust of wind (DC13) 
o Caster level 8th. The save DCs are Charisma-

based. 
CLASS FEATURES: 
 Summon Familiar. 
 Secret: Secret Health. 
 Secret: The Lore of True Stamina. 
 Secret: Secret Knowledge of Avoidance. 
 Secret: Dodge Trick. 
 Secret: Applicable Knowledge. 
 Lore. 
 Bonus Languages: Ignan & Terran. 
 Greater Lore. 
 High Arcana: Arcane Fire. 
 High Arcana: Arcane Reach. 
 High Arcana: Mastery of Counterspelling. 
 High Arcana: Mastery of Elements. 
 High Arcana: Spell-Like Ability (disintegrate, useable 
4/day). 
LEVEL ADJUSTMENT: +2 
FAMILIAR: Al-Mawte, a vulture* (24HD, 56HP, AC22 (+2 size, 
+3 Dexterity, +7 Natural Armor), BAB+11, Talons +14 melee 
(1d4-2), Fortitude +9, Reflex +12, Will +19, Intelligence 10 (+0), 
Deliver Touch Spells, Empathic Link, Improved Evasion, Low-
Light Vision, Share Spells, Speak with Birds, Speak with Master, 
Alertness, Weapon Finesse, Concentration +26, Craft (Alchemy) 
+27, Decipher Script +11, Gather Information +22, Knowledge 
(arcana) +27, Knowledge (history) +27, Knowledge (Kamala) +27, 
Listen +4, Spellcraft +27, Spot +16). 
* = In this case, the statistics of a hawk were used to approximate a 
vulture. 
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Ahuma 
Quotes 

• “Your head. I cut it off.” 
• “I have conceived of it, so it must be done.” 
• “In a word, No.” 
• “That’s for me to know, & for you to die.” 

 
Background 
Ahuma’s name has become synonymous with sin & malevolence, 
& has been damned for all of recorded history, cursed by his 
countless victims & his innumerable enemies. He is despised by 
the devas, the demons, the genies, the devils, & even by some of 
his fellow rakshasas. He is feared & loathed by mortal & immortal 
alike, by seemingly all who have ever heard of him or his 
villainous exploits (including both Akasha & Sunya). Yet still he 
walks the worlds of the Kamala, unvanquished & defiant, still 
plotting for dominance over all he sees, even after all these many 
centuries. 
 
Ahuma has been involved in various evils since the earliest ages of 
the Kamala. Long ago, before the Age of Kingdoms & the 
counting of years, Sunya lent him the Bridge of Shadow, which he 
abused by sending armies across it again & again. This 
exploitation rent the Bridge of Shadow into the Seven Paths of 
Darkness, fracturing its power into several lesser conduits bridging 
the realms of day & night. Ahuma is still the lord & master of one 
of the paths, & he considers the between-worlds to be his domain, 
making all passage between to be his affair. He stole the Light of 
Power from Akasha, wielding it as his own to this day. He has 
murdered kings & toppled kingdoms, tortured men & raped 
women, committed every crime imaginable & invented several 
new perversions never thought of previously. It is even suspected 
that Ahuma & his network of spies, the Tiger’s Claw, were not 
only involved in the Pactspell, but may in fact have profited from it 
in some vile fashion, at the expense of millions of mortal lives & 
immortal souls. 
 
Personality 
Ahuma is a fearsome & impressive being, who inspires terror & 
awe in equal measure. He is a tyrannical perfectionist, demanding 
nothing less than the absolute best from his subordinates, whom he 
frequently disposes of when they inevitably fail to live up to his 
exacting standards. He has a malevolent sense of humor, often 
playing deadly pranks on ally & enemy alike, just so that he may 
laugh at their pain & misfortune. His innate love of violence 
compels him to deal with threats to his plans personally, so that he 
may sink teeth & claw into those who would dare defy his mighty 
will. His exceedingly long life has made him incapable of relating 
to mortal concerns. Once he has made up his mind on something, it 
is nigh-impossible to change his opinion, & his plans will only be 
changed by forces beyond his control, which are few. 
 
Appearance 
Ahuma is a slightly unusual creature, even for a rakshasa. For one 
thing, he wears a large mane of wild fur around his head. Also, his 
fur is a snowy white, & though it is striped black like other 
rakshasas, the stripes are much thinner & more narrowly-spaced. 
Strangest of all, though, his hands are not reversed like a normal 
rakshasa’s are, so the palms face inward & the thumbs are on the 
front, like those of a humanoid. He is often seen smiling, although 
he seems to do this mainly to bare his teeth, which are long & 
sharp like a tiger’s. His eyes are a brilliant green, although they 
glow a featureless smoky red when he is especially irate. He is of 
medium stature & build, & dresses in the finest dishdashas & 
cheches that money can buy, which gives him an air of refinement 
& style that are incongruous with his more monstrous features. 

 
Goals 
Ahuma has more plots than he has stripes in his fur, & he has just 
as many servants, pawns, & thralls (mostly through the Tiger’s 
Claw) to carry them out to fruition. But his primary objective is the 
simple acquisition of power, from which all his other schemes 
stem, as for which they all ultimately serve. Ahuma wants to 
control the other six Paths of Darkness, so that he can monopolize 
traffic between the two worlds, & hopefully find some means of 
fusing the seven paths, reforming the Bridge of Shadow. 
Combined with the Light of Power (which he stole from Akasha), 
he believes that he can use the bridge to conquer both Siraaj & 
Najmah, ruling the twin worlds & effectively controlling the 
majority of the Kamala, achieving some sort of godhood. His 
wicked plans are both vast & petty, scrupulous & rash, brilliant & 
insane. No matter the result of his machinations, he has found a 
way to benefit, & may soon be poised to bring utter ruin to all the 
lands & peoples of both worlds. 
 
Combat Tactics 
Ahuma is as patient as he is cruel, which when combined with his 
tremendous age & innate rakshasa nature, makes him an extremely 
dangerous opponent. He likes to toy with his enemies, lulling them 
into a false sense of confidence, making them think that victory is 
possible, before springing the trap & breaking them, mind, body, & 
spirit. His sadism & deceit often compel him to face combatants 
alone, & to enter melee when a ranged spell would suffice. He 
likes to wade into a battle swinging his enchanted heavy mace, 
which bypasses protections such as armor. He employs his 
familiar, his genies, & his thralls (dominated/suggested/charmed 
servants) to aid him in combat from time to time, but most in 
support capacities, such as distracting or hampering his foes. He 
has many spells at his disposal, & will often cast curses or curse-
like spells to vex his opponents, favoring crushing despair, 
rescission, blindness/deafness, & symbol spells. 
 
RACE: Rakshasa male 
CLASS: Sorcerer 10/Djinn Lord 4/Archmage 5*** 
ALIGNMENT: Lawful Evil 
DEITY: None (Atheist) 
SIZE: Medium 
AGE: Unknown (born before the counting of years) 
HEIGHT: 5’11” 
WEIGHT: 185 lbs. 
EYES: Green 
HAIR: White (striped with Black) 
LANGUAGES: Aquan, Archaic, Celestial, Common, & Ghul 
HIT DICE: 8+6d8+10d4+4d8+5d4+95 (185HP) 
INITIATIVE: +6 
SPEED: 40’ 
ARMOR CLASS: 34 (+2 Dex, +9 natural, +5 deflection, +8 
armor); touch 17; flat-footed 32 
BASE ATTACK BONUS: +16 
GRAPPLE BONUS: +18 
ATTACK: +23 Brilliant Energy Heavy Mace (1d8+7, ×2, 
bludgeoning) or +18 Claw (1d4+2, slashing) or +18 Bite (1d6+2, 
piercing) 
FULL ATTACK: +23/+18/+13/+8 Brilliant Energy Heavy Mace 
(1d8+7, ×2, bludgeoning) or 2 +18 Claws (1d4+2, slashing) & +13 
Bite (1d6+2, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +20, Reflex +17, Will +23 
ABILITIES: 

• Strength 14 (+2) 
 Dexterity 14 (+2) 
 Constitution 20 (+5) 
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 Intelligence 16 (+3) 
 Wisdom 12 (+1) 
 Charisma 24 (+7) 
SKILLS: 319 points 
 Bluff +31 
 Concentration +25 
 Decipher Script +13 
 Diplomacy +21 
 Disguise +31 
 Gather Information +17 
 Intimidate +21 
 Knowledge (Arcana) +26 
 Listen +21 
 Move Silently +22 
 Perform +17 
 Sense Motive +21 
 Spellcraft +28 
 Spot +21 
 Use Magic Device +26 
FEATS: Combat Casting, Craft Wondrous Item, Improved 
Familiar, Improved Initiative, Magical Aptitude, Skill Focus 
(Decipher Script), Skill Focus (Spellcraft), Spell Focus 
(Enchantment), Spell Focus (Evocation), Spell Knowledge 
WEAPON: +5 Brilliant Energy Heavy Mace (162,312gp, 1d8+7, 
×2, 8 lbs., bludgeoning) 
ARMOR: N/A 
EQUIPMENT: 
 888gp 
 Agal of Rapid Wellness (12,600gp)** 
 Bracers of Armor +8 (64,000gp) 
 Cheche of Magnificence (9,600gp)** 
 Cloak of Charisma +2 (4,000gp) 
 Cloak of Resistance +5 (25,000gp) 
 Crystal Ball (with detect thoughts; 51,000gp) 
 Decanter of Crawling Doom (21,900gp)** 
 Dishdasha of Many Hundred Birds (32,800gp)** 
 2 Elixirs of Truth (1,000gp) 
 Glove of Storing (10,000gp) 
 Handy Haversack (2,000gp) 
 Incense of Meditation (4,900gp) 
 Ioun Stone (pink & green sphere, 8,000gp) 
 Key of All Locks (24,000gp)** 
 Marvelous Pigments (4,000gp) 
 Mirror of Opposition (92,000gp) 
 Ring of Protection +5 (50,000gp) 
SPELLS: 6/8/8/8/7/5/6/5/5/5 (Caster Level 24th, for Enchantment 
& Evocation spells, save DC18 + spell level; for all other spells, 
save DC17 + spell level)) 

• 0th Level: acid splash, arcane mark, daze, detect magic, 
detect poison, message, prestidigitation, read magic, 
touch of fatigue 

• 1st Level: cause fear, disgust**, feather fall, hypnotism, 
magic missile, ray of enfeeblement 

• 2nd Level: blindness/deafness, hideous laughter, 
scorching ray, shatter, spider climb 

• 3rd Level: explosive runes, fly, suggestion, tongues 
• 4th Level: black tentacles, crushing despair, fire trap, 

greater invisibility 
• 5th Level: baleful suggestion**, false vision, symbol of 

pain, ward object** 
• 6th Level: geas/quest, symbol of fear, symbol of 

persuasion 
• 7th Level: firesinger**, greater bestow curse**, greater 

scrying 
• 8th Level: joyless fugue**, rule of law**, symbol of 

insanity 

• 9th Level: dominate monster, gate**, rescission**, time 
stop, wish 

RACIAL FEATURES: 
• Outsider (Native): Rakshasas are not subject to spells 

or effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Darkvision 60’. 
• Racial Hit Dice: A rakshasa begins with seven levels 

of outsider, which provide 7d8 Hit Dice, a base attack 
bonus of +7, & base saving throw bonuses of Fort +5, 
Ref +5, & Will +5. 

• Racial Skills: A rakshasa’s outsider levels give it skill 
points equal to 10 × (2 + Int modifier, minimum 1). Its 
class skills are Bluff, Disguise, Listen, Move Silently, 
Perform, Sense Motive, & Spot. A rakshasa has a +4 
racial bonus on Bluff & Disguise checks, and it can 
gain further bonuses by using Change Shape (+10 on 
Disguise checks) & detect thoughts (+4 on Bluff & 
Disguise checks). 

• Racial Feats: A rakshasa’s outsider levels give it three 
feats. 

• Natural Weapons (Ex): 2 Claws (1d4 + Str); slashing 
damage. Bite (1d6 + Str); piercing damage. 

• Detect Thoughts (Su): The save DC is 12 + the 
character’s Cha modifier. 

• Spells: A rakshasa character casts spells as a 7th-level 
sorcerer. If the character takes additional levels of 
sorcerer, these levels stack with the rakshasa’s base 
spellcasting ability for spells known, spells per day, and 
other effects dependent on caster level. A rakshasa 
character likewise uses the sum of its racial spellcasting 
levels and class levels to determine the abilities of its 
familiar. 

• Special Qualities (see above): Change Shape, Damage 
Reduction 15/good & piercing, Spell Resistance equal 
to 27 + class levels (SR46). 

CLASS FEATURES: 
 Summon Familiar. 
 Relic of Binding. 
 Mirage. 
 Convoke (Bound Genie, Winemaker, Scholar). 
 Genie’s Nature. 
 Genie’s Power (minor). 
 Ascendant Power. 
 High Arcana: Arcane Fire. 
 High Arcana: Arcane Reach. 
 High Arcana: Mastery of Shaping. 
 High Arcana: Spell Power. 
 High Arcana: Spell-Like Ability (rule of law, useable 
2/day). 
FAMILIAR: Kariha, an imp (19HD, 92HP, AC29 (+2 size, +3 
Dexterity, +14 Natural Armor), BAB+16, Sting +19 melee (1d4 
plus Poison (Injury, Fortitude DC13, initial damage 1d4 Dex, 
secondary damage 2d4 Dex)), Fortitude +10, Reflex +13, Will 
+18, Intelligence 14 (+2), Deliver Touch Spells, Empathic Link, 
Improved Evasion, Scry on Familiar, Share Spells, Speak with 
Master, Spell Resistance 24, Alternate Form (Raven), Spell-Like 
Abilities (At Will: detect good, detect magic, invisibility (self 
only); 1/Day: suggestion (DC 15); Caster level 6th), Damage 
Reduction 5/good or silver, Darkvision 60’, Fast Healing 2, 
Immunity to Poison, Resistance to Fire 5, Alertness, Dodge, 
Weapon Finesse, Bluff +26, Concentration +20, Decipher Script 
+10, Diplomacy +16, Disguise +26, Gather Information +10, Hide 
+17, Intimidate +16, Knowledge (Arcana) +23, Listen +21, Move 
Silently +23, Perform +12, Search +6, Sense Motive +21, 
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Spellcraft +25, Spot +22, Survival +1 (+3 following tracks), Use 
Magic Device +21). 

LEVEL ADJUSTMENT: +7 
 

 

Ruhollah Basim “Baba” Shafiei 
Quotes 

• “I care neither for excuses nor circumstances. My 
orders are clear, & I expect them to be followed to the 
letter.” 

• “Are you a fool? A sun-struck half-wit? An addled 
child? Well?! Speak up, for if you have some wit to 
display, now is the time!” 

• “You will do what I demand of you, for you have no 
choice in the matter.” 

• “Do not trifle me with such trivial matters. Bring me 
something of consequence, or remove yourself from my 
sight. I have no patience for this.” 

 
Background 
The patriarch of the Shafiei family was born into poverty on the 
streets of Sulafat, raised by his human mother (along with his half-
sister, Shahla) after his efreet father disappeared when he was just 
an infant. He therefore never formed a connection to his genie 
heritage, & even came to resent genie-folk when he became older. 
Mocked & ostracized by his mortal peers for his strange 
appearance, he retreated to the safety & solitude of the ruins along 
the Turtle River. This sparked an interest in archaeology, which he 
has kept to this day, & parleyed into a lucrative career. 
 
Today, he is the founder & leader of al-Bulbul (which means “the 
Nightingale”), a widespread underground consortium of 
archaeological profiteers, employing thugs, bandits, explorers, 
mercenaries, raiders, & hunters of all stripes throughout the 
continent. They hunt down the relics of the Admajai & other long-
dead cultures, with a particular emphasis on procuring genie-
related items. They have amassed a sizeable collection of tasked 
genies as well as true genies bound to various items. The Bulbul’s 
network is reasonably large, forming a web which crosses racial & 
social boundaries. 
 
Personality 
Few people would say that Baba is a kind or pleasant man, & 
fewer still who know him at all would believe it were it said. He is 
a callous individual, unyielding in his demands & seemingly 
ignorance of even the most common of courtesies. His strict 
adherence to rules (at least, his rules) & intolerance for dissent or 
excuse give him a well-deserved reputation for being 
unapproachable. He is meticulous in his plans, & he can be 
diplomatic when he absolutely needs to be, but he often requires 
his half-sister to compensate for his repellent nature. 
 
Appearance 
Baba Shafiei is as imposing in looks as he is in his behavior. He is 
a large figure, towering over most other humanoids, & his bulging 
muscles still give an impression of great power, despite the “gut 
full of coins” that he has grown in recent years. He has a full beard 
of coal-black hair, & a mustache to match, which both offset his 
balding head. His eyes burn like two bright red cinders, made all 
the more menacing by his scarlet skin, which is tattooed with 
various designs. These tattoos are mostly covered by his 
fashionable & extravagant clothing. He is almost never seen 
without a look of disdain on his face, as if he had just smelled 
something foul. 
 
Goals 
If anything nice can be said about Baba Shafiei, it is a given that he 
has ambition. He desires many things, & he has gone a long way 

towards realizing his manifold objectives. He wishes to achieve 
equality & acceptance for all numari (especially half-genies like 
himself); this is perhaps his most noble goal, & the only one which 
he shares with all of his family. He is hunting for any & every 
genie-related relic that he can get his hands on, particularly those 
which can/do house bound genies. He seeks to forge alliances with 
the rich & powerful by providing them enslaved genies. 
 
He also sponsors mercenary groups, thieves’ guilds, bandit gangs, 
criminal cartels, would-be conquerors, & warlords, & is slowly 
infiltrating commerce in multiple cities in order to keep him 
apprised of any ancient relics or powerful magic items making the 
rounds. He craves ever-greater amounts of wealth & power, 
although he views such things as merely a means to his many ends. 
He has proven time & again that he will do nearly anything to 
achieve his aims, even doing so puts his own family & friends at 
risk. 
 
Combat Tactics 
Baba relies on intimidation & fear to get what he wants, both on & 
off the battlefield. He is a master at persuading others not to cross 
him in the first place, although he is well prepared if such conflicts 
do occur. For occasions in which force is needed, he uses his 
unholy scimitar to deadly effect, cleaving through enemies with 
practiced ease. He is fond of sundering his opponents weapons (the 
better to frighten them into surrendering), & will not pass up an 
opportunity to do so. He makes very good use of his tasked genies, 
providing varied back-up support; his current binding relic holds a 
Slayer within to give his foes a nasty surprise. 
 
RACE: Half-Efreet male 
CLASS: Paladin 6/Blackguard 6 
ALIGNMENT: Lawful Evil 
DEITY: Sunya 
SIZE: Medium 
AGE: 56 (born 299 AF) 
HEIGHT: 6’8” 
WEIGHT: 304 lbs. 
EYES: Red (Glowing) 
HAIR: Black (Balding) 
LANGUAGES: Common & Ignan 
HIT DICE: 10+11d10+48 (118HP) 
INITIATIVE: +5 
SPEED: 30’ 
ARMOR CLASS: 23 (+1 Dex, +7 armor, +5 shield); touch 11; 
flat-footed 22 
BASE ATTACK BONUS: +12 
GRAPPLE BONUS: +15 
ATTACK: +16 Unholy Scimitar (1d4+4, 18-20/×2, slashing) 
FULL ATTACK: +16/+11/+6 Unholy Scimitar (1d4+4, 18-20/×2, 
slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +17, Reflex +10, Will +11 
ABILITIES: 

• Strength 17 (+3) 
 Dexterity 12 (+1) 
 Constitution 18 (+4) 
 Intelligence 10 (+0) 
 Wisdom 18 (+4) 
 Charisma 14 (+2) 
SKILLS: 30 points 

• Bluff +6 
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• Diplomacy +5 
• Hide +8 
• Intimidate +12 
• Knowledge (Religion) +5 
• Sense Motive +8 

FEATS: Bulwark Warrior (2 techniques)**, Cleave, Improved 
Initiative, Improved Sunder, Lightning Reflexes (bonus), Power 
Attack 
WEAPON: +2 Unholy Scimitar (32,315gp, 1d4+4, 18-20/×2, 2 
lbs., slashing) 
ARMOR: 
 +1 Cold Resistance Banded Mail (19,400, +7, 
maximum dexterity bonus +1, check penalty -5, 35% AFC, speed 
20’, 35lbs.) 
 +3 Heavy Steel Shield (9,170, +5, check penalty -1, 
15% AFC, speed 30’, 15lbs.) 
EQUIPMENT: 
 85gp 
 Cloak of Resistance +3 (9,000gp) 
 Gloves of Dexterity +2 (4,000gp) 
 Periapt of Wisdom +2 (4,000gp) 
 2 Potions of cure light wounds (100gp) 
 Potion of cure moderate wounds (300gp) 
 Potion of cure serious wounds (750gp) 
 Potion of fly (750gp) 
 Potion of invisibility (300gp) 
 Relic, Genie-Bound (Slayer, 8,000gp) 
SPELLS: 2/2/2 (Caster Level 6th, save DC14 + spell level) 
RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 

resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Efreet: once per day, a half-
efreeti can cast produce flame &/or wall of fire (as the spells). 
Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance: A half-efreeti gains Fire 
Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
CLASS FEATURES: 
 Aura of Evil. 
 Detect Good. 
 Poison Use. 
 Dark Blessing. 
 Smite Good 4/day. 
 Command Undead. 
 Aura of Despair. 
 Sneak Attack +2d6. 
 Fiendish Servant. 
 Lay on Hands (himself & his fiendish servant only) 
LEVEL ADJUSTMENT: +2 
FIENDISH SERVANT: Sadin, a nightingale* (2HD, 9HP, AC15 
(+2 size, +2 Dexterity, +1 Natural Armor), BAB+0, 2 Claws +4 
melee (1d2+4), Fortitude +2, Reflex +4, Will +2, Intelligence 6 (-
2), Empathic Link, Improved Evasion, Share Saving Throws, 
Share Spells, Low-Light Vision, Alertness, Weapon Finesse 
(bonus), Listen +5, Spot +7). 
* = In this case, the statistics of a raven were used to approximate a 
nightingale. 
 

 

Naheed Shafiei 
Quotes 

• “One of our sources has brought us an intriguing 
report.” 

• “I don’t entertain many guests, so consider yourselves 
fortunate to have an audience with me.” 

• “…” 
• “I have seen the signs. Events are in motion that will 

change the balance. We must act swiftly if we are to 
take advantage.” 

 
Background 
Naheed Shafiei is the wife of Baba Shafiei & matron of the Shafiei 
clan. She aids her husband in maintaining & monitoring a vast 
network of contacts & operatives for the benefit of the Bulbul. As 
wife of the patriarch, she is ostensibly next in the chain of 
command, but due to her role, status, & reclusiveness, she is 
functionally a subordinate of her sister-in-law, Shahla. 
 
Naheed was born in Sabur to a family of clandestine wizards. 
When she was young, her family was discovered practicing magic, 
& they were forced to flee their homes & hide in the desert. During 
this ordeal, her sisters & her father were killed, leaving her with 
only her mother & her uncle. They took her to Sulafat & left her in 
the care of her great aunt, Zapheera (sometimes rendered Safirah), 
while they traveled to Shemun in search of the souls of those that 
they had lost, never to return. In Sulafat, she trained with her great 
aunt, who was an accomplished diviner herself, & before long, she 
met a young amateur archaeologist named Baba. 
 
Personality 

Naheed is just as off-putting as her husband, but in a much 
different way. Whereas he is belligerent & demanding, his wife is 
detached & preoccupied, as if she were always lost in a fog of her 
own thoughts. A reclusive diviner, she is rarely seen even by those 
within the Bulbul, other than her family & a few prized operatives. 
Her isolation lends her an air of sadness, as if she was wanting of 
companionship or connection with another, but any who approach 
her find themselves rebuffed, either by her or her closest aides. 
 
Appearance 
Naheed Shafiei is a matronly woman, but with the distant stare of a 
seer, as if she were looking through everyone & everything in her 
field of vision. Her eyes glow with a white light, like two cold 
bright stars. Her gray hair is incredibly long, reaching down past 
her knees, & is usually tied back in a set of three or so braided 
queues. Her pale skin has a greenish cast, & looks like it would 
have the texture of a mossy stone. Her face is as smooth & placid 
as a porcelain doll, but on the rare occasions when she speaks or 
expresses a strong emotion, it becomes marred with countless 
cracks & fissures. She always wears ornate dresses with intricate 
designs & opulent detailing, never being seen in the same outfit 
twice. 
 
Goals 
Ostensibly, Naheed wants the same things as her husband does: to 
gain a better position for the half-genie race & other numari, to 
expand their network, & to acquire genie-related knowledge & 
items. However, she realizes that Shahla is a more charismatic & 
more capable leader than Baba, & so she is caught between the two 
as they vie for control. She is troubled by this conflict, & the 
schism between Baba & her daughter Sahba, so she has retreated 
even deeper into her meditations. 
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Combat Tactics 
The tricky thing about taking on a diviner is that one never has the 
element of surprise. This is especially true of Naheed, who makes 
it her duty to foresee & address any potential threats to her, her 
organization, & her family. It can be assumed that at any given 
moment, she is using some divination magic to forewarn herself, & 
it therefore almost never caught unprepared. If she can, she will 
avoid a fight altogether, using illusions to hide &/or expeditious 
retreat to flee. If forced by circumstance to engage opponents, she 
will hide behind her tasked genie, a Magus, or her own familiar, an 
earth elemental named Hajar Karim. It is only when all of these 
layers of protection have failed (an extreme scenario) that she will 
actually deign to do batter with her foes directly, & even then, she 
will take flight (perhaps literally, via a potion) at the first 
opportunity. Even if defeated, her Escaping Dagger has come to 
her rescue, teleporting her out of harm’s way on more than one 
occasion. 
 
RACE: Half-Dao female 
CLASS: Wizard (Diviner) 7/Loremaster 4 
ALIGNMENT: True Neutral 
DEITY: Sunya 
SIZE: Medium 
AGE: 58 (born 297 AF) 
HEIGHT: 6’2” 
WEIGHT: 257 lbs. 
EYES: White (Glowing) 
HAIR: Gray 
LANGUAGES: Common, Ignan, & Terran 
HIT DICE: 4+10d4+22 (51HP) 
INITIATIVE: +2 
SPEED: 30’ 
ARMOR CLASS: 17 (+2 Dex, +1 natural, +2 armor, +2 
deflection); touch 14; flat-footed 15 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +6 
ATTACK: +8 Escaping Dagger (1d4+3, 19-20/×2, 10’ range 
increment, piercing or slashing) 
FULL ATTACK: +8/+3 Escaping Dagger (1d4+3, 19-20/×2, 10’ 
range increment, piercing or slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +10, Reflex +10, Will +14 
ABILITIES: 

• Strength 13 (+1) 
 Dexterity 14 (+2) 
 Constitution 15 (+2) 
 Intelligence 20 (+5) 
 Wisdom 14 (+2) 
 Charisma 12 (+1) 
SKILLS: 78 points 

• Appraise +9 
• Concentration +12 
• Decipher Script +9 
• Craft (Alchemy) +19 
• Gather Information +5 
• Handle Animal +5 
• Knowledge (arcana) +22 
• Knowledge (Kamala) +15 
• Spellcraft +19 (+21 to learn Divination spells) 

FEATS: Brew Potion, Empower Spell, Endurance (bonus), 
Improved Familiar, Quicken Spell, Scribe Scroll, Skill Focus 
(Knowledge (arcana)) 

WEAPON: +2 Escaping Dagger (14,802gp, 1d4+3, 19-20/×2, 10’ 
range increment, 1 lb., piercing or slashing) 
ARMOR: N/A 
EQUIPMENT: 
 248gp 
 Amulet of Natural Armor +1 (2,000gp) 
 Bracers of Armor +2 (4,000gp) 
 Cloak of Resistance +3 (9,000gp) 
 Headband of Intellect +4 (16,000gp) 
 4 Potions of cure light wounds (200gp) 
 Potion of fly (750gp) 
 Relic, Genie-Bound (Magus, 11,000gp) 
 Ring of Protection +2 (8,000gp) 
SPELLS: 4+1/6+1/5+1/5+1/4+1/3+1/1+1 (Caster Level 11th, save 
DC15 + spell level, Evocation school prohibited) 

• 0th Level: acid splash, arcane mark, daze, detect magic, 
detect poison, disrupt undead, ghost sound, mage hand, 
mending, message, open/close, prestidigitation, read 
magic, resistance, tally**, touch of fatigue 

• 1st Level: alarm, comprehend languages, detect secret 
doors, disguise self, expeditious retreat, identify, true 
strike 

• 2nd Level: detect thoughts, locate object, mirror image, 
see invisibility 

• 3rd Level: arcane sight, clairaudience/clairvoyance, 
major image, tongues 

• 4th Level: arcane eye, locate creature, scrying, stone 
shape 

• 5th Level: prying eyes, see enchantment**, telepathic 
bond, ward object** 

• 6th Level: legend lore, true seeing 
RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Dao: once per day, a half-dao 
can cast stone shape &/or soften earth & stone (as the spells). 
Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance: A half-dao gains Acid 
Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
CLASS FEATURES: 
 Summon Familiar. 
 Secret: The Lore of True Stamina. 
 Secret: Secret Knowledge of Avoidance. 
 Lore. 
 Bonus Language: Ignan. 
LEVEL ADJUSTMENT: +2 
FAMILIAR: Hajar Karim, a small earth elemental (11HD, 25HP, 
AC23 (+1 size, -1 Dexterity, +13 Natural Armor), BAB+5, Slam 
+8 melee (1d6+4), Fortitude +5, Reflex +3, Will +7, Intelligence 
11 (+0), Darkvision 60’, Deliver Touch Spells, Earth Glide, Earth 
Mastery, Elemental Traits, Empathic Link, Improved Evasion, 
Push, Share Spells, Speak with Elementals, Speak with Master, 
Spell Resistance 16, Alertness, Power Attack, Appraise +1, 
Concentration +11, Decipher Script +1, Craft (Alchemy) +11, 
Gather Information +4, Handle Animal +4, Knowledge (arcana) 
+11, Knowledge (Kamala) +8, Listen +3, Spellcraft +11, Spot +2). 
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Shahla Shafiei 
Quotes 

• “I will see to it. Do not be concerned.” 
• “We can make the necessary arrangements. All will be 

ready.” 
• “A team should be dispatched as soon as possible.” 
• “It is good to have friends close at hand.” 

 
Background 
Shahla Shafiei is the half-sister of Baba Shafiei, the founder & 
leader of the Bulbul. They were raised together in the slums of 
Sulafat by their human mother after their genie father abandoned 
them. She & her brother were ridiculed & persecuted for their 
genie heritage, of which they had almost no real knowledge. 
Unlike her younger brother, who sought solace in archaeology, she 
found comfort & strength in religion, specifically the faith of 
Adimas. She served the church throughout her adolescence, & 
eventually became an ordained priest of the Church of Seals, 
which allowed her to aid Baba when he founded his network of 
relic hunters. 
 
A formidable & highly public figure, Shahla is integral to the 
Bulbul as a tolerable front for the organization. She is generally 
viewed by outsiders as the leader of the network, as she often 
serves as its official spokesperson. In fact, the nightingale is her 
personal symbol, as it was a nickname given to her by her husband, 
Qul. After he was sent off to war, he disappeared, & she has been 
considered a widow ever since. According to rumor, he came back 
to visit her once before returning to the front, & hasn’t been seen 
or heard from since. Any information regarding his fate would be 
repaid with almost any reward imaginable. 
 
Personality 
Shahla is often considered to be the pleasant face of the Bulbul, & 
not without good reason. While Baba is seen as harsh & off-
putting, she is diplomatic, businesslike, & organized. She usually 
greets others with a hug & a smile, rather than an intimidating 
glare & a scowl. Organization is not her strong suit, but she is well 
aware of such limitations, & delegates those tasks to her trusted 
subordinates. Her management style is personable & hands-off, as 
opposed to the oppressive leadership of her half-brother. She 
dislikes the disreputable aspects of the business, & prefers working 
with legitimate partners on legal projects. But she is resigned to the 
fact that in order to accomplish her goals, she will sometimes have 
to get her hands dirty. 
 
Appearance 
Shahla Shafiei still bears the promise of youth, as if she had never 
aged a day past childhood. Her stature is spritely, & she moves 
with the unpracticed grace of a nature spirit. She often has a warm, 
approachable smile, in stark contrast to Baba & Naheed. Also 
unlike them, she tends to wear simple, unadorned robes & dresses 
while in public. Her only jewelry is a feather-shaped sapphire 
medallion, worn around her neck on a golden chain. Her pale skin 
has a bluish cast, as though she were viewed from underwater, & 
her dark blue hair is always tied into twin tails on either side of her 
head. 
 
Goals 
Shahla advances the various agendas of the Bulbul with devotion, 
competency, & aplomb that are unrivaled, making her an 
invaluable asset to the organization. Despite being a figure in the 
underworld, she generally opposes Baba’s patronage of tyrants, 
conquerors, or warlords, & often undermines such support 
whenever she can get away with it. In contrast to Baba’s ambitions 
of control, conquest, & warfare, she aims for a different objective: 

she seeks to find the secret enclaves of the true genie races on 
Siraaj. She wants to find the genie realms, but to what end, she will 
not say. Various theories have been proposed (vengeance, trade 
negotiations, blackmail, some lost artifact, etc.), but none have any 
real confirming evidence behind them. Since she has lost her 
husband, she has become only more obsessed with tracking down 
the pureblood genies, & it is suspected that she has more 
information on them & their activities than any other mortal being 
in the world. 
 
Combat Tactics 
Shahla’s talent for diplomacy has served her well over the years, 
preventing most conflicts before they have even started. She is 
quick to defuse a tense situation, preferring non-violent conflict 
resolution to the proverbial tongue of the blade. In cases when her 
foes cannot be dissuaded with words, she relies on her diving 
magic (particularly her use of the Cunning & Magic domains) to 
ensure that her side is victorious. She is known to use dispel magic 
& spell resistance to block incoming magical attacks, while 
employing fox’s cunning & wit revealed to give her own side the 
advantage. With magic supporting her, she lashes out at her 
enemies with her trusty longbow, raining down arrows with deadly 
accuracy from incredible range. If she is near the water, she is even 
more effective, as she will attack from a safe position beneath the 
waves, where her opponents usually cannot reach her. 
 
RACE: Half-Marid female 
CLASS: Cleric 10 
ALIGNMENT: Chaotic Neutral 
DEITY: Adimas (the Church of Seals) 
SIZE: Medium 
AGE: 57 (born 298 AF) 
HEIGHT: 6’0” 
WEIGHT: 243 lbs. 
EYES: White 
HAIR: Bluish-Black 
LANGUAGES: Aquan & Common 
HIT DICE: 8+9d8+30 (78HP) 
INITIATIVE: +1 
SPEED: 20’ 
ARMOR CLASS: 23 (+1 Dex, +10 armor, +1 natural, +1 
deflection); touch 12; flat-footed 22 
BASE ATTACK BONUS: +7 
GRAPPLE BONUS: +8 
ATTACK: +10 Longbow (1d8+3, ×3, 220’ range increment, 
piercing) 
FULL ATTACK: +10/+5 Longbow (1d8+3, ×3, 220’ range 
increment, piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +12, Reflex +7, Will +14 
ABILITIES: 
 Strength 12 (+1) 
 Dexterity 13 (+1) 
 Constitution 16 (+3) 
 Intelligence 12 (+1) 
 Wisdom 21 (+5) 
 Charisma 14 (+2) 
SKILLS: 39 points 

• Diplomacy +18 
• Knowledge (Religion) +14 
• Spellcraft +14 
• Swim +9 (can always choose to take 10 on a Swim 

check, even if rushed or threatened) 
FEATS: Deadly Accuracy**, Endurance (bonus), Hawk’s Talons 
(4 techniques)**, Rapid Shot, Skill Focus (Diplomacy) 
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WEAPON: +2 Longbow (8,375gp, 1d8+3, ×3, 220’ range 
increment, 1½ lbs., piercing) 
ARMOR: +2 Light Fortification Full Plate (10,650gp, +10, 
maximum dexterity bonus +1, check penalty -5, 35% AFC, speed 
20’, 50lbs.) 
EQUIPMENT: 
 3,725gp 
 Amulet of Natural Armor +1 (2,000gp) 
 Cloak of Resistance +2 (4,000gp) 
 Periapt of Wisdom +4 (16,000gp) 
 2 Potions of fly (1,500gp) 
 Ring of Protection +1 (2,000gp) 
 Wand of cure light wounds (750gp) 
SPELLS: 6/6+1/5+1/4+1/4+1/3+1 (Caster Level 10th, save DC15 
+ spell level) 
RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 

resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Marid: once per day, a half-
marid can cast water breathing (as the spell) for up to 1 hour &/or 
control water (as the spells). Caster level 8th. The save DCs are 
Charisma-based. 
 Elemental Resistance: A half-marid gains Cold 
Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
CLASS FEATURES: 
 Turn Undead. 
 Domain: Cunning**. 
 Domain: Magic. 
LEVEL ADJUSTMENT: +2 
 

 

Manesh Shafiei 
Quotes 

• “I will not hide! I will not run! I will stand, & fight!” 
• “This ought to be fun…” 
• “You’re lucky that someone is here to hold me back. 

Next time, you may not be as fortunate.” 
• “Shut up! I will tolerate your worthless words no 

longer!” 
 
Background 
The eldest son of Baba & Naheed, Manesh Shafiei has been raised 
to follow in his father’s path, & is being groomed as the heir to the 
Bulbul. He acts as his father’s hand when Baba is away on 
business, though he has not yet mustered the skill to stand up to his 
aunt Shahla. On the streets, he is feared & respected as a noted 
fighter, & considered a wily opponent. In an attempt to make a 
name for himself & stand out from the shadow of his family, he is 
building on a reputation of having drank the blood of the rare blue 
dragon. 
 
Personality 
To use an old Iludai saying, Manesh has a fire in his heart, & he is 
unafraid to let it out, no matter who it may burn. He is resentful at 
having to hide his heritage & powers from the outside world, & is 
often a liability to the Bulbul when he gets angry & blows his 
cover. In fact, were he not a member of the Shafiei family, it is 
likely that he would have been fired long ago. His frustration has 
left him bitter to the point of outrage & violence. Having both a 
foul temper & a hair trigger, his small circle of friends must keep 
him in check with a variety of unsavory, tawdry, or petty 
entertainments. 
 
Appearance 
Manesh Shafiei has the look of a young man who was born with a 
fire in his heart, & that anger has only burned brighter as he has 
grown up. His usual gait is a hulking stalk, one that promises he 
will be looking for a fight & should soon find one. He often wears 
mask of barely-restrained fury (or, less-often, one of sour 
contempt), & his eyes glow with the white-hot passion of a 
pugilist. His scarred skin is a deep violet, like a bruise that has 
somehow covered his entire body. His jet black hair was once 
worn rather long, but has recently been shorn quite short, & is now 
mostly covered by an ill-fitting cap, the reasons for which seem to 
be a closely-guarded secret. 
 
Goals 

Manesh still obeys his aunt Shahla, except when to do so would 
directly contravene his father. He is kept in check by various 
entertainments, such that he doesn’t embarrass his family & his 
organization with wanton destruction & bloodshed. He ardently 
hates ghuls, due to an incident when he was a child; when ghul 
activity is suspected somewhere in the organization’s network, it is 
he that they send to investigate & resolve the matter. Otherwise, if 
he’s seen in the company of a warlord, it means that Baba is 
dispatching pure force to their service, keeping his more subtle 
tactical reserves at bay. 
 
Combat Tactics 
To the surprise of none, Manesh is a hothead on the field of battle, 
one who strikes first & asks questions later, if at all. He puts his 
imposing fury to good use, focusing his rage & harnessing its 
power for maximum effect. His martial techniques take advantage 
of his raging temper, allowing him to dispatch opponents with his 
claw & tooth. When he is not flying off into a tantrum, he prefers 
to fight using his keen falchion, a gift from his father. His magical 
repertoire mostly consists of evocation spells, which he casts as 
soon as his wrath subsides. He also likes to surprise his enemies by 
unleashing his lightning breath in the midst of a fight, after a 
couple of rounds have gone by (although sometimes his impatience 
leads him to reveal his breath weapon prematurely). Although he 
would rather take on foes all by himself, he has learned the hard 
way the benefits of employing a familiar, & therefore he often 
instructs his pet viper, Azraq, to assist him in his many skirmishes. 
 
RACE: Half-Janni male 
CLASS: Barbarian 4/Sorcerer 3/Dragon Disciple 3 (blue dragon) 
ALIGNMENT: Chaotic Evil 
DEITY: Maqur 
SIZE: Medium 
AGE: 29 (born 326 AF) 
HEIGHT: 6’6” 
WEIGHT: 290 lbs. 
EYES: White (Glowing) 
HAIR: Black 
LANGUAGES: Common & Draconic 
HIT DICE: 12+6d12+3d4+40 (98HP) 
INITIATIVE: +2 
SPEED: 40’ 
ARMOR CLASS: 18 (+2 Dex, +3 armor, +1 natural, +2 
deflection); touch 14; flat-footed 16 
BASE ATTACK BONUS: +7 
GRAPPLE BONUS: +12 
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ATTACK: +14 Keen Falchion (2d4+8, 15-20/×2, slashing) or 
Claw (1d4+5, ×2, slashing) or Bite (1d6+5, ×2, piercing) or Breath 
Weapon (line of lightning (5’ high, 5’ wide, & 60’ long) 2d8 
electricity, DC24) 
FULL ATTACK: +14/+9 Keen Falchion (2d4+8, 15-20/×2, 
slashing) or 2 Claws (1d4+5, ×2, slashing) & Bite (1d6+5, ×2, 
piercing) or Breath Weapon (line of lightning (5’ high, 5’ wide, & 
60’ long) 2d8 electricity, DC24) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +12, Reflex +5, Will +6 
ABILITIES: 

• Strength 20 (+5) 
 Dexterity 14 (+2) 
 Constitution 18 (+4) 
 Intelligence 10 (+0) 
 Wisdom 8 (-1) 
 Charisma 18 (+4) 
SKILLS: 40 points (2 points spent on literacy) 

• Bluff +10 
• Diplomacy +11 
• Gather Information +7 
• Intimidate +11 
• Jump +11 
• Knowledge (Arcana) +9 
• Sense Motive +3 
• Swim +11 

FEATS: Imposing Rage (5 techniques)**, Improved Bull Rush, 
Power Attack, Run (bonus), Skill Focus (Knowledge (Arcana)) 
WEAPON: +2 Keen Falchion (18,375gp, 2d4+8, 15-20/×2, 8 lbs., 
slashing) 
ARMOR: N/A 
EQUIPMENT: 
 275gp 
 Amulet of Natural Armor +1 (2,000gp) 
 Bracers of Armor +3 (9,000gp) 
 Cloak of Charisma +2 (4,000gp) 
 2 Potions of fly (1,500gp) 
 Potion of gaseous form (750gp) 
 2 Potions of invisibility (600gp) 
 Ring of Protection +2 (8,000gp) 
 Wand of cure moderate wounds (4,500gp) 

SPELLS: 7/6 (Caster Level 3rd, save DC14 + spell level) 
• 0th Level: flare, flickerflame**, light, resistance, touch 

of fatigue 
• 1st Level: burning hands, disgust**, enlarge person, 

mage armor, shocking grasp 
RACIAL FEATURES: 
 Outsider (Native): Half-genies are not subject to spells 
or effects that affect humanoids only, such as charm person or 
dominate person. They also can be raised, reincarnated, or 
resurrected just as other living creatures can be, & they need to eat 
& sleep. 
 Genie Blood: For all effects related to race, a half-
genie is considered a genie. 
 Elemental Birthright, Jann: once per day, a half-janni 
can cast invisibility for up to 8 minutes &/or enlarge/reduce person 
(as the spells). Caster level 8th. The save DCs are Charisma-based. 
 Elemental Resistance: A half-janni gains Electricity 
Resistance 10. 
 Magical Sensitivity (Ex): Spells cast on a half-genie 
character function as if they had +1 caster level. 
 Darkvision 60’. 
CLASS FEATURES: 
 Fast Movement. 
 Rage 2/day. 
 Uncanny Dodge. 
 Trap Sense +1. 
 Summon Familiar. 
 Claws (1d4 slashing) & Bite (1d6 piercing). 
 Breath Weapon (line of lightning 2d8 electricity). 
LEVEL ADJUSTMENT: +2 
FAMILIAR: Azraq, a tiny viper snake (10HD, 49HP, AC19 (+2 
size, +3 Dexterity, +4 Natural Armor), BAB+7, Bite +10 melee (1 
plus poison), Fortitude +8, Reflex +6, Will +8, Intelligence 7 (-2), 
Deliver Touch Spells, Empathic Link, Improved Evasion, Share 
Spells, Poison (1d6 Con/1d6 Con, DC10), Scent, Alertness, 
Improved Initiative, Weapon Finesse (bonus), Balance +12, Bluff 
+2, Climb +3, Diplomacy +3, Hide +16, Intimidate +3, Jump +3, 
Knowledge (Arcana) +4, Listen +8, Sense Motive +5, Spot +8, 
Swim +5). 
 

 

Sahba Shafiei 
Quotes 

• “The Shining One will shed light upon this darkness. I 
shall bear her torch.” 

• “I must do what is right, the consequences be damned.” 
• “I have means of requesting aid. When the darkness 

closes in, my candle does not burn alone.” 
• “Not all fires cast a warm light, so beware the flames of 

anger.” 
 
Background 
The young daughter of Baba & Naheed, Sahba Shafiei is a magical 
prodigy (unlike her thuggish older brother), & has became known 
in the Bulbul as the Sorceress of Sand. Although once a valued 
member of the organization, she began to oppose her father’s 
policies & goals. After being caught undermining one of Baba’s 
less-admirable plots, she was exiled from the Bulbul, & is 
officially considered to be persona non grata. Having fled, she has 
become a ranger in service to Akasha, & is an ally of the 
oppressed, the rebellious, & those who struggle for survival. She is 
still in contact with Shahla, who often manipulates her niece for 
her own ends, & is still on good terms with her mother on the rare 
occasions that they get to meet. She & her brother have a strained 

relationship, though, & her father speaks of her as though she were 
dead. 
 
Personality 
Much like her aunt & her father, Sahba is a born leader with 
ambition & drive. Unlike the pragmatic Shahla & the ruthless 
Baba, she is an idealist, one who sees the evils of the world & 
wants to combat them for the good of all people. Long ago, she 
came to the devastating realization that her father was using the 
Bulbul to perpetuate such evils, & she vowed to stop his unsavory 
activities & bring the organization back to the noble aims that she 
once thought it possessed. Since her exile, though, she has come to 
the conclusion that nothing her father has wrought can be salvaged, 
& this conviction weighs on her heart greatly. 
 
Appearance 
Sahba Shafiei is a dense, wiry figure, with a stocky build & a 
coarse, uneven bearing. She is not considered a beautiful woman in 
most circles, & makes no effort to appeal to others’ tastes. Her 
dark, stringy hair is tied back in an unkempt bun, & is never 
adorned with any combs, ribbons, or clasps. Her cold gray eyes 
usually are shadowed by a flinty glare, as she coolly scans her 
surroundings, looking for trouble in any flavor. Her ashy skin is 
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rough & calloused, a symbol of her hard work that she wears 
proudly. She abhors dresses & other feminine garb, eschewing 
jewels & lace for more practical garments made of linens & 
leather. 
 
Goals 
Sahba wants everyone to live in peace & harmony, & she doesn’t 
quite understand why that should be so difficult. She once thought 
that the Bulbul could be an agency for bringing about equality & 
opportunity for half-genies & all other numari, but now she sees 
the organization as a sick entity, one that should be dissolved. She 
now works to bring down her father’s network, as much as that 
saddens her, & she is attempting to assemble an alliance of half-
genie communities, so as to form a rival association. This last 
objective has met with little success, however, mostly due to the 
largely-negative reputation of her family. 
 
Combat Tactics 
Despite her independent nature, Sahba never fights alone. She is 
always accompanied by her familiar, a bat named Janah, & she is 
very fond of summoning creatures to assist her in battle. She 
usually has her pet distract her opponents while she moves in for 
the kill, although she orders her summoned monsters to fight in her 
stead more often than not. She augments her summons whenever 
she can, & will cover any escape attempt with a summoned swarm. 
When doing battle herself, she fights with a heavy mace, & she is 
quite adept at parrying blows dealt by others. She has trained 
extensively to counter the attacks & defenses of magical beasts, so 
skirmishes with those creatures tend to end very quickly in her 
favor. 
 
RACE: Terisabi female 
CLASS: Sorcerer 6/Ranger 2 
ALIGNMENT: Chaotic Good 
DEITY: Akasha 
SIZE: Medium 
AGE: 25 (born 330 AF) 
HEIGHT: 5’11” 
WEIGHT: 211 lbs. 
EYES: Gray 
HAIR: Black 
LANGUAGES: Common, Ignan, & Terran 
HIT DICE: 4+5d4+2d8+8 (33HP) 
INITIATIVE: +2 
SPEED: 30’ 
ARMOR CLASS: 19 (+2 Dex, +2 dodge, +3 armor, +1 natural, 
+1 deflection); touch 15; flat-footed 15 
BASE ATTACK BONUS: +5 
GRAPPLE BONUS: +5 
ATTACK: +7 Heavy Mace (1d8+2, ×2, bludgeoning) 
FULL ATTACK: +7 Heavy Mace (1d8+2, ×2, bludgeoning) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +7, Will +7 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 14 (+2) 
 Constitution 12 (+1) 
 Intelligence 12 (+1) 
 Wisdom 14 (+2) 
 Charisma 18 (+4) 
SKILLS: 41 points 

• Balance +4 
• Bluff +12 
• Hide +5 
• Knowledge (Arcana) +10 

• Listen +7 
• Move Silently +5 
• Spellcraft +10 
• Spot +4 
• Tumble +4 

FEATS: Augment Summoning, Avoidance**, Legacy of the 
Genie (bonus)**, Parry**, Track (bonus), Two-Weapon Fighting 
(bonus) 
WEAPON: +2 Heavy Mace (8,312gp, 1d8+2, ×2, 8 lbs., 
bludgeoning) 
ARMOR: N/A 
EQUIPMENT: 
 688gp 
 Amulet of Natural Armor +1 (2,000gp) 
 Bracers of Armor +3 (9,000gp) 
 Cloak of Charisma +2 (4,000gp) 
 5 Potions of cure light wounds (250gp) 
 Potion of fly (750gp) 
 Ring of Protection +1 (2,000gp) 
SPELLS: 6/7/6/4 (Caster Level 6th, save DC14 + spell level) 

• 0th Level: bend fate**, detect magic, light, message, 
prestidigitation, read magic, skew fate** 

• 1st Level: charm person, feather fall, magic missile, 
summon monster I 

• 2nd Level: summon monster II, summon swarm 
• 3rd Level: summon monster III 

RACIAL FEATURES: 
• Outsider (Native): Terisabi are not subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Darkvision 60’. 
• Elemental Resistance: A terisabi gains Acid 

Resistance 2. 
• Genie Heritage (Su): A terisabi gains a +2 racial bonus 

on saving throws against [Earth] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi 
attains. This bonus also applies to all saves against 
petrification & disintegration effects. 

• Spell-Like Abilities 
o 3/Day: resistance (DC10) 
o 1/Day: barkskin 
o Caster level 5th. The save DCs are Wisdom-

based. 
• Stability (Ex): A terisabi gains a +4 bonus on ability 

checks made to resist being bull rushed or tripped when 
standing on the ground (but not when climbing, flying, 
riding, or otherwise not standing firmly on the ground). 

CLASS FEATURES: 
 Summon Familiar. 
 Favored Enemy (Magical Beast +2). 
 Wild Empathy. 
 Combat Style (Two-Weapon Combat). 
LEVEL ADJUSTMENT: +1 
FAMILIAR: Janah, a bat (8HD, 16HP, AC19 (+4 size, +2 
Dexterity +3 natural), BAB+5, No attacks, Fortitude +5, Reflex 
+7, Will +7, Intelligence 8 (-1), Blindsense 20’, Deliver Touch 
Spells, Empathic Link, Improved Evasion, Share Spells, Low-
Light Vision, Speak with Master, Alertness, Balance +4, Bluff +5, 
Hide +14, Knowledge (Arcana) +5, Listen +8*, Move Silently +6, 
Spellcraft +5, Spot +8*, Tumble +4). 
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Tri 
Quotes 

• “How can I be of service?” 
• “There are many ways to accomplish this goal. Some of 

them are even legal.” 
• “I am but a faithful servant. Nothing more.” 
• “It is unwise to awaken a sleeping serpent.” 

 
Background 
The history of Tri, & how she came to be such a high-ranking 
member of the Bulbul, is a mystery that none have solved. There 
are conflicting accounts from many sources; some say that she 
once rescued Baba Shafiei from an assassination attempt, while 
others claim that she was a spy from a rival network that betrayed 
her employers & defected. Rumors persist that she is not what she 
appears to be, but they vary as to her true nature, & none have been 
substantiated as yet. 
 
Tri is an apparently-human aide who serves as the chief operative 
of the Bulbul. She goes where others cannot, & does what others 
cannot, & so she has become an invaluable asset to the 
organization. Though ostensibly Shahla’s right-hand agent, she has 
been executing tasks for Baba more frequently of late, without 
notifying her mistress. More significantly, she also appears to be 
taking orders from Naheed that the siblings are unaware of, & it is 
said that she is accepting even more side jobs from an unknown 
source. 
 
Personality 
To most people, Tri is an inscrutable cipher, a mask without a face 
behind it, a force of nature rather than a flesh & blood creature. 
She acts seemingly without any emotion, dispassionately enacting 
her masters’ will with all the efficiency & indifference of some 
mechanical automaton. There are times, though, that her aloof, 
methodical façade begins to slip, & the real persona can be 
glimpsed, if only for a moment. She occasionally voices a seething 
dislike for various things, especially other people, & it is suspected 
by some that she is consumed by hatred for everyone & everything 
indiscriminately. 
 
Appearance 
Tri is an elusive, hard-to-pin-down figure, with the looks to match. 
She has the serene stance & fluid grace of a trained dancer, but 
also the confident gaze & efficient movements of an elite soldier. 
Her emerald eyes may sparkle when she wishes to charm, but most 
of the time, they are dull, empty orbs, with a lifeless glare that 
could wither & kill all by itself. Her black hair is worn long & 
unbound, decorated only with a pair of jade combs, which are in 
the shape of twisting spirals. Her skin is pale & nearly featureless, 
with the uncanny smoothness of melting ice. She prefers to wear 
long, flowing black robes, which serve to hide her chain armor 
while presenting a pleasing silhouette. 
 
Goals 
Tri’s stated goals change depending on who is doing the asking. 
She claims to believe in the mission of the Bulbul, & gives that 
belief as a justification for her service to the organization. Of 
course, she is secretly a she-da-zhong infiltrator sent by the Asps to 
capture genie powers for her masters, so that they may use them 
against the Cobras & other civilizations. Enamored of the 
possibilities for them in Shahla’s goal of finding the genie realms, 
the zhong elders have instructed her to continue her deception 
among the Shafiei indefinitely. As such, she acts as a facilitator, 
problem solver, troubleshooter, & chief enforcer for the Bulbul, 
dutifully serving many masters at once. 
 

Combat Tactics 
Tri is eerily calm on the battlefield, the eye of a storm that none 
can withstand unscathed. She is a master of delivering sneak 
attacks, finding her enemies’ weak points & plunging her katar 
into them with disturbing power & accuracy. Brutally pragmatic, 
she fights dirty as a matter of course, using anything & everything 
that she can to gain the upper hand. Her katar’s edge is keener than 
a sphinx’s talon, & is often coated with poison, as well. A master 
of disguise, she has a number of spells that augment her already-
formidable skills at stealth & subterfuge, which she often uses to 
aid her missions or to facilitate an escape. If she has the 
opportunity, she will set up a death attack, even on missions that 
do not require assassination. 
 
RACE: She-Da-Zhong (Lesser Asp) female 
CLASS: Rogue 5/Assassin 3 
ALIGNMENT: Neutral Evil 
DEITY: Martuakh 
SIZE: Medium 
AGE: 27 (born 328 AF) 
HEIGHT: 5’1” 
WEIGHT: 125 lbs. 
EYES: Green 
HAIR: Black 
LANGUAGES: Azbai-She & Common 
HIT DICE: 6+7d6+4d8+12 (60HP) 
INITIATIVE: +4 
SPEED: 30’ (Burrow 20’ (sand only)) 
ARMOR CLASS: 23 (+3 Dex, +6 armor, +2 natural, +2 
deflection); touch 15; flat-footed 20 
BASE ATTACK BONUS: +9 
GRAPPLE BONUS: +9 
ATTACK: +10 Keen Katar (AKA Punching Dagger, 8,302gp, 
1d4+1, 19-20/×3, 1 lb., piercing) 
FULL ATTACK: +10/+5 Keen Katar (AKA Punching Dagger, 
8,302gp, 1d4+1, 19-20/×3, 1 lb., piercing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +6, Reflex +15, Will +6 
ABILITIES: 

• Strength 10 (+0) 
 Dexterity 18 (+4) 
 Constitution 12 (+1) 
 Intelligence 14 (+2) 
 Wisdom 10 (+0) 
 Charisma 14 (+2) 
SKILLS: 96 points 

• Bluff +17 
• Disguise +17 (+23 when masquerading as a human) 
• Gather Information +10 
• Hide +16 
• Listen +8 
• Move Silently +12 
• Search +7 
• Sense Motive +5 
• Spot +12 
• Use Magic Device +10 

FEATS: Alertness (bonus), Blind-Fight (bonus), Combat Reflexes, 
Fighting Dirty (6 techniques)**, Great Fortitude, Improved Sneak 
Attack** 
WEAPON: +1 Keen Katar (AKA Punching Dagger, 8,302gp, 
1d4+1, 19-20/×3, 1 lb., piercing) 
ARMOR: +2 Chain Shirt (4,250gp, +6, maximum dexterity bonus 
+4, check penalty -1, 20% AFC, speed 30’, 25lbs.) 
EQUIPMENT: 
 348gp 
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 Gloves of Dexterity +2 (4,000gp) 
 Potion of barkskin +2 (300gp) 
 Potion of cat’s grace (300gp) 
 Potion of fly (750gp) 
 Ring of Protection +2 (8,000gp) 
 Wand of cure light wounds (750gp) 
SPELLS: 2/0 (Caster Level 3rd, save DC12 + spell level) 

• 1st Level: disguise self, disgust**, feather fall 
• 2nd Level: impossible feat**, invisibility 

RACIAL FEATURES: 
• Monstrous Humanoid: A lesser asp is not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. It is still subject to 
charm monster or dominate monster, however. 

• Darkvision 60’. 
• Spell-Like Abilities 

o 1/Day: hold person (DC15), shocking grasp, 
fog cloud, true strike 

o Caster level 4th. The save DCs are Charisma-
based. 

• Alternate Form (Sp): A lesser asp can assume the 
form of a Tiny-Large size asp (see the Snake entry of 
the Monster Manual, page 280) as a spell-like ability. 
The she-da-zhong loses its natural weapons (if any) & 
gains the natural weapon of the asp form that it 
assumes. If the she-da-zhong has a venomous bite of its 
own, then it uses its own or the asp’s venom, whichever 
is more potent. 

• Detect Poison (Sp): A lesser asp can use detect poison 
(as the spell; caster level 6th) as a spell-like ability. 

CLASS FEATURES: 
 Sneak Attack: +6d8. 
 Trapfinding. 
 Evasion. 
 Trap Sense +1. 
 Uncanny Dodge. 
 Death Attack (DC22). 
 Poison Use. 
 +1 Save Against Poison. 
 Improved Uncanny Dodge. 
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The Tomb of King al-Felqa 
A dungeon adventure for four 2nd-4th level player characters 

 

Background 
The last emperor of the Hadi dynasty, Qadir Hadi al-

Felqa was born in the year 93 of the Imperial Reckoning. The 
eldest son of Emperor Maliq I of Admaja & his concubine 
Sumehra, he grew up in the Shining Palace in the capital city of 
Asanam. He grew up to assume the Throne of Adamant from his 
father & became a strong leader in his own right, being crowned 
Emperor Qadir II in the year 116. Despite having been raised 
almost entirely within the imperial palace, he was very interested 
in the wider world, & traveled extensively upon reaching 
adulthood, both outside & within the borders of the empire. 
Desiring to spread the benevolence & culture of the Admajai, he 
greatly expanded the empire, annexing the conquered lands of 
Shadaz, Abed Island, & other places. 

Widely renowned as a wise & just ruler, Emperor Qadir 
had a keen interest in the arts, & was particularly fond of the works 
of the great storyteller Zarim izr Qaledaj. Later known simply as 
King al-Felqa to distinguish him from the many royal & imperial 
leaders named Qadir, his most prized possession was a gift from 
Qaledaj. The legendary poet gave the emperor the Dahab Husam 

al-Maliqi (the Golden Sword of Kings), a memento of Qaledaj’s 
days as a travelling adventurer. 

King al-Felqa ruled the Empire of Admaja for over 30 
years, & was much loved by his people. But in the year 147, he 
was cruelly poisoned by his son, Aziz, who had coveted the 
Throne of Adamant for some time. The slain emperor was placed 
within his chosen tomb, a site in the northern Ral Zadi, a place that 
he dearly loved. It is said that the Dahab Husam al-Maliqi is 
buried with him in his vault, & that he is watched over by eternal 
guardians to ensure his timeless rest. 
 

Plot Hooks 
 The PCs have heard rumors of the fine treasures that 
decorated the emperor’s tomb, including his precious sword. 
 The PCs have been hired to enter the tomb, explore its 
dark passages, & retrieve a specific item for their benefactor. 
 The PCs discover a map that details not only how to 
reach the sealed tomb, but alludes to the means of entering it. 
 The PCs have been commissioned to rescue a team of 
explorers who entered the tomb weeks ago & never returned. 
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Maps 

 
Pictured: A thumbnail (25%) of the first floor of the Tomb of King al-Felqa. Click on the image to be linked directly to the full-sized map 

(1,000×1,650 pixels) hosted on DeviantArt. 
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Pictured: A thumbnail (25%) of the second floor of the Tomb of King al-Felqa. Click on the image to be linked directly to the full-sized map 

(1,000×1,650 pixels) hosted on DeviantArt. 
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Pictured: A thumbnail (25%) of the third floor of the Tomb of King al-Felqa. Click on the image to be linked directly to the full-sized map 

(1,000×1,650 pixels) hosted on DeviantArt. 
 

Room #0: Vault Door 
 Before you lies a monolithic tower, made of white 
marble & shaped like a massive barbed spear. It thrusts straight 
out of the ground, & is over 60 feet tall. The round walls (which 
are so expertly fit together that they are nearly seamless) are only 
ten feet wide. At the base of this colossal structure is a 5-foot-wide 
doorway. 
 The tomb is now blocked by a huge obsidian door 
(hardness 9; 225HP) that can only be moved by a cleric who can 
make a turning check high enough to affect a 5-HD undead. When 
opened, the door swings up & inward on large wrought iron 
chains. Beyond the door is a set of uneven stone stairs leading 
down into a cool pitch-dark corridor, which lead to the Entry 
Chamber, Room #1. The great black door reseals itself after only 
a minute, requiring another turning check to open (even from the 
inside). 
 

Room #1: Entry Chamber 
 A 50’ square room, lined with large columns. The walls 
are made of pale ochre masonry (cut sandstone blocks), & the 
floor is made of smooth, finished flagstones. There is a White Orb 
that pulses with a dim light in the center of the room, on a multi-
step dais. It is from this feeble light that one can see that there are 
two (2) large winged statues in the south of the room, coated in 
cracked paint, looking toward the White Orb. There are the 
rotting, tattered remains of tapestries in between the pillars. There 
is a thick layer of dust on the floor, & there are many cracks in the 
arched ceiling, some of which are leaking debris. The air is stale, 
& it smells of mold. 

The west statue is actually a Sandstone Golem, 
designed to relentlessly stalk anyone who enters, unless they 
activate the White Orb on the central altar. The east statue was 
also a Sandstone Golem at one time, but it was broken by a cave-in 
& is now inert. If all three colored orbs are lit (which may not be 
done, because the Blue Orb is currently inaccessible due to a cave-
in), then the White Orb will light up, deactivating the golem 
stalking the party. The White Orb cannot be removed from the 
altar. 

A successful search of the room (DC12) reveals that the 
hall that leads to the Eastern Hall of Faith, Room #5 has signs of 
people in it. There is a dim flickering light coming from that 
passage, as well as what sounds like constant whispering. In reality 
this is merely the torches in the Eastern Hall shining down the 
corridor, & the whispers are actually the sounds of the stream of 
water falling into the Ballroom, Room #25 below. 

In the north half of the room, there are four (4) 
corridors leading to other rooms in the dungeon. The western 
corridor leads to a rusty iron door to the south that opens to the 
Western Defending Hall, Room #2, or the Western Hall of 
Faith, Room #4 in the north. The northwestern corridor is blocked 
by a cave-in, but would’ve led to the Western Hall of Faith, 
Room #4. The northeastern corridor leads to the Eastern Hall of 
Faith, Room #5. The eastern corridor is also blocked by a cave-in 
(although a successful search reveals that this obstruction is quite 
passable with effort, DC15), but would’ve led to a rusty iron door 
to the south that opens to the Eastern Defending Hall, Room #29, 
or the Eastern Hall of Faith, Room #5 in the north. 
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Room #2: Western Defending 
Hall 
 After stepping over bits of rocky debris from the 
corridor, the rusty iron door squeaks open to reveal a 7.5’ by 15’ 
room, with a north-south orientation. The ceiling is 10’ tall, & 
made of flat masonry, reinforced with iron bars. The hall is cut 
into six (6) equal 2’ wide sections by five (5) crevices (about 7” 
wide apiece). From these gaps issue forth large blade-like iron 
pendulums, which constantly swing back & forth on thick iron 
poles. The air is thick with dust stirred up by the swinging blades. 
A dim green light can be seen in the room beyond. 

Although rusted with age, the blades on the pendulums 
are still quite sharp, combining with the weight & momentum to 
deal 3d6 points of damage (Reflex save for half damage). 

The platforms between the blades are narrow, requiring 
a Balance check (DC10) to stay on one. A failure indicates a loss 
of balance, necessitating a step onto an adjacent platform (& 
risking getting hit by a blade). 

The swinging bladed pendulums can be deactivated or 
circumvented by either: 
1) Figuring out the pattern of swinging, then dodging through, 
2) Searching (DC20) for the hidden switch on the wall that turns 
them off, 
3) Using Disable Device (DC22) to break the gears that keep the 
blades swinging, or 
4) Pile up debris from the hallway in front of the blades, blocking 
them. 
 Successful navigation of the room leads to the Altar of 
the Constant Moon, Room #3. 
 

Room #3: Altar of the Constant 
Moon 

It is a 25’ circular room, with a high domed ceiling. It 
is dominated by a multi-step dais with a small Blue Orb on top of 
the altar. The walls are inscribed with Admajai runes from floor to 
ceiling. A dim blue light illuminates the room, but it seems to 
emanate from nowhere. 

The Admajai runes covering the walls are poor 
transcriptions of the Codex of Mythology, Book 1, by Zarim izr 
Qaledaj. 

If the Orb is touched, it begins to glow with a blue light 
(as does the White Orb in the Entry Chamber, Room #1). The 
Blue Orb cannot be removed from the altar. 

The only way in or out of this room is the north 
doorway, which leads to the Western Defending Hall, Room #2. 
 

Room #4: Western Hall of 
Faith 
 A 45’ by 35’ room, with a north-south orientation. A 
20’ wide pit splits the room into two (2) halves. Two (2) large 
columns are in the south end in the hall (which is 10’ wide), & two 
(2) columns are in the north end (which is 15’ wide), supporting 
the tall ceiling. Each column has four (4) lit torches on it, which 
burn without an apparent source. The torches illuminate most of 
the room, but the ceiling is in shadows, & the bottom of the pit is 
still in darkness. 
 The torches are really braziers with continual flame 
spells cast on them (Everburning Torches). They can be removed 
from the wall with successful Strength checks (DC20). These 
torches also serve as the easiest place to anchor a grappling hook 
(DC15); all other options are much more difficult (the walls DC22, 
the ceiling DC27, the floor DC22, the columns themselves DC25). 

 The rotted remnants (DC16 to Spot) of a narrow 
wooden bridge remain: anchor points in the masonry, moldy wood 
splinters, & rusty hanging chains. The majority of the bridge’s 
remains lie in the room below, the Training Arena, Room #19. 
 On the ceiling hang 2d10 Bats, who will be sleeping 
when the party enters (DC20 to Spot). Any loud noise has a 50% 
chance to awaken them, causing them to swarm the party, 
attacking & then escaping into the nearby rooms of the 1st & 2nd 
floor (rooms 1, 4, 5, 8, 17, 18, 19, 20, 23, 24, 25 & 26 will have 
1d4 Bats in them after this (rooms 2 & 3 will as well, if the door to 
room 2 has been opened)). 
 NOTE: For 2nd level parties, lower the number of Bats 
to 2d6. For 4th level parties, replace the Bats with a Bat Swarm. 

The 20’ wide pit in the center leads to the chamber 
below, the Training Arena, Room #19. The southwestern corridor 
leads from the Entry Chamber, Room #1. The southeastern 
corridor that leads from the Entry Chamber, Room #1 has been 
blocked by a cave-in. There is a rusty iron door in the northeastern 
corner that leads to Altar of the Wandering Moon, Room #6. 
The rusty iron door in the northern wall opens to a corridor that 
can lead either to the Western Stairway, Room #8 or the Grand 
Meeting Hall, Room #9. 

Arrow Trap: CR1; +10 ranged (1d6/×3 crit); Search 
(DC20); Disable Device (DC20); 200’ maximum range; random 
target of those in its path. There’s a fork in the corridor leading 
from this chamber to the Western Stairway, Room #8 or the 
Grand Meeting Hall, Room #9. The trigger is 30’ down the hall 
toward the Western Stairway, Room #8. The arrow launches 
from the western wall, 45’ down the hall, & travels east. 
 

Room #5: Eastern Hall of Faith 
 A 45’ by 35’ room, with a north-south orientation. A 
20’ wide pit splits the room into two (2) halves. Two (2) large 
columns are in the south end in the hall (which is 10’ wide), & two 
(2) columns are in the north end (which is 15’ wide), supporting 
the tall ceiling. Each column has four (4) lit torches on it, which 
burn without an apparent source. The torches illuminate most of 
the room, but the ceiling is in shadows, & the bottom of the pit is 
still in darkness. The southern floor has many cracks & fissures in 
it; while the northern floor has a small river of water flowing into 
the pit from a crack in the northeast corner. 

The torches are really braziers with continual flame 
spells cast on them (Everburning Torches). They can be removed 
from the wall with successful Strength checks (DC20). These 
torches also serve as the easiest place to anchor a grappling hook 
(DC15); all other options are much more difficult (the walls DC22, 
the ceiling DC27, the floor DC22, the columns themselves DC25). 

The rotted remnants (DC16 to Spot) of a narrow 
wooden bridge remain: anchor points in the masonry, moldy wood 
splinters, & rusty hanging chains. The majority of the bridge’s 
remains lie in the room below, the Ballroom, Room #25. 

On the ceiling hang 2d10 Bats, who will be sleeping 
when the party enters (DC20 to Spot). Any loud noise has a 50% 
chance to awaken them, causing them to swarm the party, 
attacking & then escaping into the nearby rooms of the 1st & 2nd 
floor (rooms 1, 4, 5, 8, 17, 18, 19, 20, 23, 24, 25 & 26 will have 
1d6 Bats in them after this (rooms 2 & 3 will as well, if the door to 
room 2 has been opened)). 

NOTE: For 2nd level parties, lower the number of Bats 
to 2d6. For 4th level parties, replace the Bats with a Bat Swarm. 

The southwestern corridor leads from the Entry 
Chamber, Room #1. The southern platform is cracked near the 
edge & will collapse if a person stands on it (Reflex saving throw 
DC25 to avoid falling in), sending them into the Ballroom, Room 
#25 (anyone standing adjacent to them will get a Reflex saving 
throw DC15 to avoid falling in as well). 
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The northeastern corner has collapsed, exposing a 
cavernous chamber. This cave is flooded with icy water, which 
pours in from a waterfall in the back of the fissure (& consequently 
flows out as a stream across the floor into the pit & down to the 
Ballroom, Room #25 below). The cavern, which has unworked 
walls covered with patches of phosphorescent fungus, also has a 
hole in it that leads to a corridor on Second Floor, to the east of 
the Ballroom, Room #25. Tiny translucent fish can be seen 
swimming with the current (DC16 to Spot), & small white crayfish 
can be seen walking along the bottom (DC12 to Spot). A waterfall 
flows into this pit as well. This water is the foundation of the 
ecology in the tomb that the monsters are a part of. 

The 20’ wide pit in the center leads to the chamber 
below, the Ballroom, Room #25. The southeastern corridor that 
leads from the Eastern Defending Hall, Room #29 has been 
blocked by a cave-in. There was a rusty iron door in the 
northwestern corner that led to Altar of the Wandering Moon, 
Room #6, but a cave-in has destroyed the door & blocked the way, 
spreading debris on the floor. The rusty iron door (stuck, DC18 to 
push open) in the northern wall opens to a corridor that could have 
led either to the Eastern Stairway, Room #16 or the Grand 
Meeting Hall, Room #9, but this has been blocked by a cave-in (a 
skeleton in rusted-out armor can be found at the edge of the caved-
in debris, partially buried in the rubble (DC12 to Spot); it is 
wielding a pair of Bracers of Armor +1). 
 

Room #6: Altar of the 
Wandering Moon 

It is a 25’ circular room, with a domed ceiling that has 
many small cracks in it. It is dominated by a multi-step dais with a 
small Red Orb on top of the altar. The walls are inscribed with 
Admajai runes from floor to ceiling. A dim red light illuminates the 
room, but it seems to emanate from nowhere. 

The Admajai runes covering the walls are poor 
transcriptions of the Codex of Mythology, Book 3, by Zarim izr 
Qaledaj. 

If the Orb is touched, it begins to glow with a red light 
(as does the White Orb in the Entry Chamber, Room #1). The 
Red Orb cannot be removed from the altar. 

The rusty iron door on the west side leads to the 
northern end of the Western Hall of Faith, Room #4. There was a 
rusty iron door on the east side that led to the northern end of the 
Eastern Hall of Faith, Room #5, but it has been blocked by a 
cave-in. The rusty iron door on the south side leads to the Central 
Stairway, Room #7. 
 

Room #7: Central Stairway 
 A 20’ square room, with the rotting remains of 
tapestries on the walls. This empty, plainly adorned room has four 
(4) columns in the corners. It appears as if its former charm has 
mostly faded away: the rug on the floor has molded, the plaster 
covering the masonry wall is crumbling to dust, & the copper 
gilding on the stairway has corroded to a greenish-white crust. 
There are two (2) wooden barrels in the northwest corner. 

The barrels were placed there by a team of explorers a 
number of years ago, so although they are old & decaying, they are 
much newer than the rest of the room’s furnishings. One of the 
barrels (the one closer to the door) is filled halfway with algae 
covered water, & is covered in patches of mold. The other barrel is 
cracked along the bottom, & holds a small nest of Rats (who have 
been feeding on the grain that was originally in the barrel, 2d4 
Rats). A successful Spot check (DC16) reveals a piece of 
parchment lying on the floor, next to the grain barrel. On the 
rotting page is scrawled a map of the Second Floor (this map is 

very sketchy, & contains no information about the various stairs, 
let alone the changes caused by the recent cave-ins). 

NOTE: For 2nd level parties, lower the number of Rats 
to 1d4. For 4th level parties, replace the Rats with a Rat Swarm. 

The rusty iron door in the north wall leads from the 
Altar of the Wandering Moon, Room #6. The stairs in the south 
end lead to the South Landing, Room #23 on the Second Floor. 
 

Room #8: Western Stairway 
 Roaches scatter as you enter a 15’ square room, with 
faded tapestries depicting the history of Admaja on the walls. A 
dank, musty wind wafts up from the stairway in the north wall, 
leading down into the inky darkness below. 

The southern corridor leads from either the Western 
Hall of Faith, Room #4 or the Grand Meeting Hall, Room #9. 
The stairs in the north wall lead to the West Landing, Room #17 
on the Second Floor. 

Arrow Trap: See the Western Hall of Faith, Room 
#4 for details. 

NOTE: This is the only way downstairs that will reach 
all the way down to King Al-Felqa’s tomb (unless the party 
falls/jumps down into the pit in the Western Hall of Faith, Room 
#4). 
 

Room #9: Grand Meeting Hall 
 A 45’ by 50’ room, with a slight east-west orientation, 
& lined with large columns. There are four (4) large columns in 
the center of this room, supporting the arched ceiling. Each 
column has four (4) lit torches on it, which burn without an 
apparent source. The torches illuminate most of the room, but the 
corners are still in shadows. Although a few cracks appear on the 
walls & ceiling of the southeast corner, the structure of the room 
seems sound & stable. There is a thick layer of dust at the edges of 
the room, but a north-south path between the doors is relatively 
clear, as if well traveled. In the center of the room, the remains of 
a small skirmish lie on the floor: a broken sword, a few pieces of 
damaged armor, & some sprays of old dried blood. 

The torches are really braziers with continual flame 
spells cast on them (Everburning Torches). They can be removed 
from the wall with successful Strength checks (DC20). Among the 
detritus left from the battle is an intact Bag of Tricks, gray. 

The shadows of the southeast corner, gleaming eyes can 
be seen (DC14 to Spot). If investigated, the eyes are revealed to be 
those of a Dire Weasel. It scurries off to a crack in between the 
corner pillar & the wall, hiding inside (Dexterity check (DC25) to 
catch). If provoked, it will attack. 

NOTE: For 2nd level parties, replace the Dire Weasel 
with a dire rat. For 4th level parties, add a second Dire Weasel. 

The rusty iron door on the southwest wall leads from a 
corridor from which one can reach the Western Stairway, Room 
#8 & the Western Hall of Faith, Room #4. The rusty iron door on 
the southeast wall leads to a corridor from which one could have 
reached the Eastern Stairway, Room #16 & the Eastern Hall of 
Faith, Room #5; however the passage has collapsed in two (2) 
places, preventing access to either room. The rusty iron door on the 
north wall leads to a long (70’) corridor from which one can reach 
the Northern Stairway, Room #10. This passage has several 
traps. There are two (2) skeletons, clad in adventure’s gear 
(backpacks, candles, water skins, rope, rations; only the 7 candles 
are still good, all the other items are decayed beyond use) laying 
about 50’ down the hall. 

Spiked Pit Trap (20’ Deep): CR2; no attack roll 
necessary (2d6), +10 melee (1d4 spikes for 1d4+2 damage per 
successful hit); Reflex save (DC20) avoids; Search (DC20); 
Disable Device (DC20). 5’ down the corridor. The pit is lined with 
spikes, sticking straight up out of the floor & angled upward on the 
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walls. The skeletal remains of several small animals & people lie 
in between the spears. The pit is 5’ wide, & cannot be walked 
around. 

Poison Needle Trap: CR2; +8 ranged (1 damage + 
green-blood oil poison (Type: Injury; Fortitude Save DC13; Initial 
Damage: 1 Con; Secondary Damage: 1d2 Con)); Search (DC22); 
Disable Device (DC20). 20’ down the corridor. The body of an 
explorer lies crumpled on the floor, with several small needles 
sticking out of it. On his corpse is a leather-bound journal, but 
most of the pages are blank. Only the first page is written in, 
briefly describing the team’s members & mission. The only 
salvageable gear on the body is a set of seven (7) tallow candles in 
a moldy leather pouch. 

Poison Gas Trap: 35’ down the corridor. This trap has 
already been sprung, & cannot reset. The corpse of another 
surveyor lies sprawled on the floor, covered in a fine bluish-green 
powder (burnt othur fumes poison). His gear has also decayed 
beyond use, with the exception of a magic scroll (any single 1st-
level spell, arcane or divine) hidden in his robes; a successful 
Search check (DC18) is required to find it. 
 

Room #10: Northern Stairway 
 A 15’ square room, with faded tapestries depicting the 
Admaja-Adabasha War (26-27 IR) on the walls. In both the eastern 
& western walls, chilly breezes blow up from murky stairways. The 
arched ceiling has a fractured crumbling fresco on it, but the 
images are too decayed to tell what it was. 

The southern corridor leads from the Grand Meeting 
Hall, Room #9. The stairs in the west end lead to the Northwest 
Landing, Room #11 on the Second Floor. The stairs in the east 
end lead to the Northeast Landing, Room #12 on the Second 
Floor. 

Spiked Pit Trap: See the Grand Meeting Hall, Room 
#9 for details. 

Poison Needle Trap: See the Grand Meeting Hall, 
Room #9 for details. 

Poison Gas Trap: See the Grand Meeting Hall, 
Room #9 for details. 
 

Room #11: Northwest Landing 
 A 20’ square room, with faded tapestries depicting the 
Admaja-Shadaz War (119-122 IR) on the walls. The air is cold & 
still; a thick layer of dust coats the floor, covering the rotting 
remains of a thick rug. 
 The stairway in the eastern wall leads from the 
Northern Stairway, Room #10 on the First Floor. The corridor 
on the southern wall leads to the Guest Quarters, Room #13. 
 

Room #12: Northeast Landing 
 A 20’ square room, with faded tapestries depicting the 
Raqam Rebellion (74 IR) on the walls. The air is clammy & humid; 
a thin layer of mud coats the floor, covering the decaying remnant 
of a once-fine carpet. A large network of vines snake their way 
across the masonry walls in a thick latticework. They seem to be 
emerging from a large wet crack in the southeast corner of the 
room. 
 The creeping plant is actually an Assassin Vine. It will 
attack any creature within range of the southeast corner. 

The stairway in the western wall leads from the 
Northern Stairway, Room #10 on the First Floor. The corridor 
on the southern wall leads to the Servant’s Quarters, Room #14. 
 

Room #13: Guest Quarters 

 A 20’ by 30’ room, with an east-west orientation. The 
remains of rotted beds lie on the floor; their mattresses shredded, 
their tattered sheets strewn about the room. The lavish decorations 
of the chamber are decomposed nearly beyond recognition. Dusty 
cobwebs hang from the corners of the ceiling. The walls were once 
covered with patterned vellum, but the wallpaper is frayed & torn, 
exposing the stonework beneath. The unpleasant smell of animal 
droppings is strong. 
 The northern corridor leads to the Northwest Landing, 
Room #11. The eastern hall leads to the Servant’s Quarters, 
Room #14. The southern corridor leads to a corridor from which 
one could have reached the West Landing, Room #17 & the Altar 
of the Day, Room #18; however the passage has caved in, 
preventing access to either room. 

Portcullis Trap: CR2; +10 melee (3d6/×2 crit); Search 
(DC20); Disable Device (DC20). Damage applies only to those 
beneath the portcullis. The trigger is in the eastern hall leading to 
the Servant’s Quarters, Room #14. The portcullis blocks the 
passageway, trapping 1d4 people on the wrong side. 
 

Room #14: Servant’s Quarters 
 A 20’ by 30’ room, with an east-west orientation. The 
remnants of wooden beds lie on the floor; their pillows torn open, 
their frames broken & splintered. The simple décor of the chamber 
has nearly disintegrated. The floor is cracked & potholed. The 
walls were once painted in bright pastel colors, but the paint has 
faded & cracked, chipping off completely in many places. The 
disgusting odor of animal dung is almost overpowering. 

The floor is very uneven from the various quakes & 
cave-ins, & as such, requires explorers to succeed a dexterity check 
(DC15) while running to remain balanced. 

The smell of animal feces is particularly strong here. 
Characters need to succeed Fortitude save (DC15) or be sickened 
until 1d6+4 rounds after they leave the room. 

A Dire Bat is perched in the ceiling, in the southeast 
corner (DC15 to Spot). If disturbed by a loud noise, physical 
contact, or a bright moving light, it will attack. 

The northern corridor leads to the Northeast Landing, 
Room #12. The eastern hall leads to the Guest Quarters, Room 
#13. The southern corridor leads to a corridor from which one 
could have reached the East Landing, Room #15 & the Altar of 
the Night, Room #26; however the passage has caved in, 
preventing access to the altar. The landing is still accessible, 
though. 

Portcullis Trap: See the Guest Quarters, Room #13 
for details. 

Hail of Needles Trap: CR1; +20 ranged (2d4); Search 
(DC22); Disable Device (DC22). There’s a corridor leading from 
this chamber to the East Landing, Room #15. The trigger is 20’ 
down the hall toward the East Landing, Room #15. The needles 
launch from the western wall, 5’ down the hall, & travels east. 
 

Room #15: East Landing 
 A 20’ by 15’ room, with a north-south orientation. The 
walls are crumbling, & are caked in purple phosphorescent mold. 
Mushrooms grow up from small cracks in the uneven flagstone 
floor, which is littered with rocks, dirt & other debris. There is a 
staircase in the south wall that leads up into darkness. Scratching 
& scraping sounds can be heard upstairs. 
 The “scratching & scraping sounds” are actually the 
rats in their nest upstairs, in the Eastern Stairway, Room #16. A 
successful Wisdom roll (DC20) identifies the sounds as rodents. 

The stairs lead up to the Eastern Stairway, Room #16 
on the First Floor. The western doorway leads from a long north-
south corridor that was once used to access the Servant’s 
Quarters, Room #14 & the Altar of the Night, Room #26, but a 
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cave-in in the southern portion of the passage has blocked off the 
altar. 

Hail of Needles Trap: See the Servant’s Quarters, 
Room #14 for details. 
 

Room #16: Eastern Stairway 
Rats scatter as you enter a 15’ square room, with faded 

tapestries depicting the Pactspell on the walls. The floor is littered 
with rubble, most of which is from the caved-in southern corridor, 
as well as what looks like years worth of rat droppings. The ceiling 
is cracked in many places; dust seeped out occasionally from it. 
There is a small pile of filth in the southwest corner, which looks 
like it could be part of a rat’s nest. There are the half-rotten 
remains of a dead animal in the southeast corner, about the size of 
a large tabby cat, with myriad bite marks all over it & many large 
pieces missing. The air is thick with dust & the smell of animals. 

There are 2d6 Rats in this chamber, as well as 3 Dire 
Rats. When disturbed, they will hide in the water-soaked wreckage 
in the south corridor. They will only attack if they are bothered 
further (50% chance per disturbance). The pile of refuse contains a 
grimy pouch with 10d20 silver coins in it (DC18 to Search). 

NOTE: For 2nd level parties, lower the number of Rats 
to 1d8, & drop the number of Dire Rats to just 1. For 4th level 
parties, replace the Rats with a Rat Swarm, & add 2 more Dire 
Rats. 

The southern corridor would have led to either the 
Eastern Hall of Faith, Room #5 or the Grand Meeting Hall, 
Room #9, but it has been blocked by a massive cave-in. The stairs 
in the north wall lead from the East Landing, Room #15 on the 
Second Floor. 
 

Room #17: West Landing 
 A 20’ by 15’ room, with a north-south orientation. 
There is a staircase in the south wall that leads up into darkness. 
The entire room is choked with dust that stirs up as soon as you 
enter the small chamber. The air is deathly still, as if nothing has 
moved in this chamber in millennia. 
 The stairs lead up from the Western Stairway, Room 
#8 on the First Floor. The eastern doorway leads to a long north-
south corridor that was once used to access the Guest Quarters, 
Room #13 & the Altar of the Day, Room #18, but a cave-in in the 
northern portion of the passage has blocked off the quarters. 

Large Net Trap: CR1; +5 melee (characters in 10’ are 
grappled by net (Str 18)); Reflex save (DC14) avoids; Search 
(DC20); Disable Device (DC25). The trigger is 25’ down the hall 
toward the Altar of the Day, Room #18. The net launches from 
the ceiling. 
 

Room #18: Altar of the Day 
 This room is a 20’ hexagonal room, with a short multi-
step dais in the center. On top of the altar is a small Yellow Orb. 
The walls are smooth & featureless, made of a glassy white marble 
that reflects the ambient amber glow of the room. The floor is 
smooth & slippery, with a very light dust coating on it. The air is 
unusually warm & humid. 

If the Orb is touched, it begins to glow with a yellow 
light (as do the doors in the Guard Station, Room #21). The 
Yellow Orb cannot be removed from the altar. 

The eastern doorway leads to a long north-south 
corridor that was once used to access the Guest Quarters, Room 
#13 & the West Landing, Room #17, but a cave-in in the northern 
portion of the passage has blocked off the quarters. The western 
doorway leads to a corridor that curves around to go to the 
Training Arena, Room #19. 

Large Net Trap: See the West Landing, Room #17 
for details. 

Scything Blade Trap: CR1; +8 melee (1d8/×3 crit); 
Search (DC21); Disable Device (DC20). The trigger is 15’ down 
the hall toward the Training Arena, Room #19. The blade 
launches from the eastern wall, at about waist height (head height 
for kobolds, 3’ from the floor). 
 

Room #19: Training Arena 
A 55’ square room, lined with large columns. Four (4) 

large columns are near the corners of the room. The ceiling of the 
room is broken by a large rectangular opening, through which can 
be seen a chamber directly above this one. This upper space is 
dimly lit by torches, which shine feebly into the cavernous area of 
this room. Small circular shields line the walls. The walls, columns 
& floor of this room are marked with many cuts in the stonework, 
as if some large battle were fought here long ago. Dust coats the 
now-uneven floor. 

The floor is very uneven from the various quakes & 
cave-ins, & as such, requires explorers to succeed a Balance check 
(DC13) while running to remain steady. 

In the middle of the floor lie the remains of a narrow 
wooden bridge that used to span the gap in the room above, the 
Western Hall of Faith, Room #4. They are covered in mold & 
dust (DC14 to Spot). 

The forty (40) shields that line the walls are made of 
wood, & are extremely brittle & fragile (25% chance to crumble & 
break on first contact, removal, equipping, & blocking, 50% 
chance to disintegrate with each strike). 

Hidden in the shadows of the southwest corner is a pile 
of refuse (DC12 to Spot). If examined (Search DC10), it will 
appear to be the shriveled remains of another two (2) explorers. If 
searched further, they will rise quickly, revealing themselves to be 
a pair of Ghouls waiting in ambush. 

NOTE: For 2nd level parties, lower the number of 
Ghouls to just 1 (the other explorer can either be a simple corpse or 
entirely absent). For 4th level parties, replace the 2 Ghouls with 2 
Ghasts. 

The northwest corridor leads to the Altar of the Day, 
Room #18. The northern corridor leads to the Western Gallery, 
Room #20. The northeast corridor once led to the Ballroom, 
Room #25, but a cave-in has blocked the passage. The southern 
corridor once led to the Armory, Room #31, but another cave-in 
has blocked this passage, as well. 

Scything Blade Trap: See the Altar of the Day, 
Room #18 for details. 

Sparking Electrode Trap: CR2; no attack roll 
necessary (2d6 electricity damage); Search (DC18); Disable 
Device (DC25). The trigger is 20’ down the hall toward the 
Western Gallery, Room #20. The electrode launches from the 
ceiling. 
 

Room #20: Western Gallery 
 A 20’ by 30’ room, with an east-west orientation. This 
chamber appears to have once been an art gallery of some sort, as 
there are picture frames on the walls, & statues of varying sizes on 
short pedestals in between. Also, there is no trace of any furniture 
in the dusty room. The tarnished frames on the wall are mostly 
empty, with just tattered scraps remaining to mark that pictures 
were ever there. The only painting that is still intact is on the east 
wall, near the corner, although its colors are so faded that only the 
vague outline of a person is still visible on the cloudy canvas. The 
various statues, nine (9) in all, are in mostly good condition. There 
are only two (2) pedestals that have fallen over, so many of the 
stone figures are in one piece. 
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 The painting in the southeast corner is a portrait of King 
Al-Felqa himself, & the only known image of him to exist that was 
made in his lifetime. The portrait is magically protected, & will 
appear as good as new in sunlight, but until it sees the light of day, 
it will remain too faded to view any details. A character capable of 
detecting magic will sense a faint abjuration aura around the 
picture. 
 The statues (of which 8 remain intact; one of the ones 
that fell on the floor shattered into thousands of pieces) are quite 
different from one another. They are all made of different stone 
(marble, jade, obsidian, quartz, granite, limestone, ivory, & 
porphyry; the broken one was hollow baked clay), & they are 
mostly busts of various men & women, presumably Admajai 
emperors & empresses, or other famous figures in Admajai history. 
The small silver plaques that mark each pedestal are tarnished past 
legibility. 

The southwest corridor leads from the Training Arena, 
Room #19. The southeast corridor leads to the Guard Station, 
Room #21. 

Sparking Electrode Trap: See the Training Arena, 
Room #19 for details. 

Sleep Spell Trap: CR2; casts sleep (30’ burst; 1 
minute; Will save (DC11) negates; affects 2d4 HD; renders 
unconscious/helpless); Search (DC22); Disable Device (DC22). 
The trigger is 20’ down the hall toward the Guard Station, Room 
#21. The spell node (a wand-like device, cannot be removed from 
its mount without ruining it) launches from the ceiling. 
 

Room #21: Guard Station 
A 20’ square room, with the rotting remains of 

tapestries on the walls. This empty, plainly adorned room has four 
(4) columns in the corners. There is little dust in this chamber. A 
chilly breeze blows up from the stairway in the north wall. On the 
flagstone floor, just in front of the stairs, is carved a single 
sentence, written in the Admajai language. 
 The words in Admajai read as “Gabar qama shiur eqri 
taqma ruz aq-hazaqan qrai. (We bury all love in service to our 
king.)” 
 The west corridor leads from the Western Gallery, 
Room #20. The east corridor leads to the Eastern Gallery, Room 
#22. The stairs in the north wall lead to the Waiting Chamber, 
Room #27 on the Third Level. 

Sleep Spell Trap: See the Western Gallery, Room 
#20 for details. 

Acid Spray Trap: CR1; no attack roll necessary (1d6 
acid damage); Search (DC20); Disable Device (DC20). The trigger 
is 15’ down the hall toward the Eastern Gallery, Room #22. The 
acid jet launches from the western wall, at about waist height (head 
height for kobolds, 3’ from the floor). 
 

Room #22: Eastern Gallery 
 A 20’ by 30’ room, with an east-west orientation. This 
chamber appears to have once been an art gallery of some sort, 
but is appears to have been ruined by quakes, flooding, & time. 
The walls are spotted with moldy growths, some of which glow 
with a dim purple light. The ceiling is cracked & crumbling, 
raining down dust & gravel periodically. Water seeps in from the 
southeast, forming a large algae-skinned pool on the floor. 
Mushrooms & pulsing puffballs grow all over the room. There are 
picture frames on the walls, & short stone pedestals in between. 
Also, there is no trace of any furniture in the moldy room. The 
frames on the wall are completely empty, & are so tarnished that 
they appear to be a mottled black color. The nine (9) pedestals are 
also missing, although it is hard to tell if they were deliberately 
removed, or if they all fell & became part of the debris that is 
strewn about the room. 

The southwest corridor leads from the Guard Station, 
Room #21. The southeast corridor once led to the Ballroom, 
Room #25, but a cave-in has left this route blocked by water-
soaked debris. 

Acid Spray Trap: See the Guard Station, Room #21 
for details. 
 

Room #23: South Landing 
 A 20’ square room, with the rotting remains of 
tapestries on the walls. This empty, plainly adorned room has four 
(4) columns in the corners. The plaster-covered walled are chipped 
& cracked in places, & the once-luxurious circular rug in the 
center of the chamber is now just a disk of mossy patches of dust. 
The room’s only real point of interest is a large lumpy object in the 
northeast corner. This thing, which looks like a leather bag, has 
something long & thin sticking out of it. 
 The baglike object is actually the dried-up, withered 
remains of a small mammal, possibly a badger (Knowledge: 
Nature check (DC15) to identify this as the corpse of a Dire Rat), 
& the long thin thing sticking out of it is an arrow shaft. A 
successful Search (DC12) of the body reveals a large aqua-hued 
topaz underneath. If the search is even more successful (DC18), it 
reveals that the arrowhead lodged in the leathery body casts off a 
magical aura (Arrow of Death, with two (2) more uses). 
 Actually, the room’s description is deceptive; a 
successful Spot (DC9) reveals a scrap of aged yellow parchment. 
Scrawled on this page is a note disclosing how to use orbs in the 
altars on this level. The note, which has drops of dried blood on it, 
reads “I see now that I must touch the day & the night before Lord 
Al-Felqa will see me.” 

The stairs lead up from the Central Stairway, Room 
#7 on the First Floor. The southern doorway leads to a long east-
west corridor that was once used to access the Cloak Room, 
Room #24 & the Armory, Room #31, but a cave-in in the western 
portion of the passage has blocked off the Armory, Room #31. 

Spear Trap: CR2; +12 ranged (1d8/×3 crit); Search 
(DC20); Disable Device (DC20); 200’ maximum range; random 
target of those in its path. The trigger is 30’ down the hall toward 
the Cloak Room, Room #24. The arrow launches from the eastern 
wall, 45’ down the hall, & travels west. 
 

Room #24: Cloak Room 
A 15’ square room, with the rotting remains of 

tapestries on the walls. Many two feet long (2’) rusted iron bars 
are mounted at about head height on every wall on corroded 
brackets, several of which are broken, leaving some of the bars to 
hang at wild angles. Heaps of refuse, made up of mostly soiled 
scraps of rotted cloth, are piled in the corners of the room. Many 
old cobwebs gather dust near the ceiling. 

Three (3) of the metal bars can be removed (Strength 
check, DC10, 14, & 18) to form three (3) great clubs. 

The western doorway leads to the Ballroom, Room 
#25. The southern doorway leads to a long east-west corridor that 
was once used to access the South Landing, Room #23 & the 
Armory, Room #31, but a cave-in in the western portion of the 
passage has blocked off the Armory, Room #31. 

Spear Trap: See the South Landing, Room #23 for 
details. 
 

Room #25: Ballroom 
 A 55’ square room, lined with large columns. Four (4) 
large columns are near the corners of the room. The ceiling of the 
room is broken by a large rectangular opening, through which can 
be seen a chamber directly above this one. This upper space is 
dimly lit by torches, which shine feebly into the cavernous area of 
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this room. The apparent former opulence of this room has been 
decomposing for some time, by the look of it. A pool of water has 
collected in a large depression in the floor, taking up most of the 
eastern half of the room. This water is coming from a waterfall 
that is flowing from the room above. Mold & algae are growing on 
most available surfaces, especially on the walls near the major 
fractures, as well as in between the flagstones of the floor. The air 
is cold, thick & humid, with a fetid, moldy stink to it. 
 There are numerous major cracks in the ceiling, 
underneath the southern overhang. Dust & debris periodically falls 
down from this, into the water. If attacked, this section will most 
likely collapse (AC1, hardness 0, 50% chance if 6HP damage, 75% 
chance if 12HP damage, 100% chance if 18HP damage). 

In the middle of the floor, mostly in the water, lie the 
remains of a narrow wooden bridge that used to span the gap in the 
room above, the Eastern Hall of Faith, Room #5. They are 
covered in mold & algae (DC14 to Spot). 
 The pool of water is icy cold, & has numerous blind, 
subterranean fish in it. This water is flowing southward from the 
waterfalls (both in this room & in the eastern corridor that leads to 
the Altar of the Night, Room #26), heading into a cavernous 
fissure in the southeast corner of the room before further flowing 
underground. 
 The northeast doorway leads to a waterlogged corridor, 
with a collapsed section of the northern wall, which has a gaping 
hole in the ceiling, though which another small waterfall is flowing 
down; beyond this is the Altar of the Night, Room #26. The 
northern corridor once led to the Eastern Gallery, Room #22, but 
a cave-in has left this route blocked by water-soaked debris. The 
northeast corridor once led to the Training Arena, Room #19, but 
another cave-in has also blocked this passage. The southern 
corridor leads to the Cloak Room, Room #24. 
 In the northwest corner of the room, a Violet Fungus 
lurks in the shadows (DC15 to Spot), hunting creatures that 
venture near the water. If the water is disturbed, a Medium Water 
Elemental appears in 1d6 rounds. If anything enters the fissure, it 
is attacked by a Large Viper Snake. 

NOTE: For 2nd level parties, decrease the size of the 
Water Elemental to Small, & drop the Viper’s size to Medium. For 
4th level parties, increase the Viper’s size to Huge. 
 

Room #26: Altar of the Night 
 This room is a 20’ hexagonal room, with a short multi-
step dais in the center. On top of the altar is a small Purple Orb. 
The walls are smooth & featureless, made of a glassy white marble 
that reflects the ambient violet glow of the room. The floor is 
smooth & slippery, with a very light dust coating on it. The air is 
freezing cold & rather dry. 

If the Orb is touched, it begins to glow with a purple 
light (as do the doors in the Guard Station, Room #21). The 
Purple Orb cannot be removed from the altar. 

The room is so cold because it is inhabited by a Brown 
Mold, which appears as a large russet smear on the northern floor. 
If it is defeated, the room will begin to gradually warm up to the 
average of the rest of the tomb (which is still a bit cool). 

NOTE: For 4th level parties, add a second Brown Mold. 
The western doorway once led to a long north-south 

corridor that was used to access the Servant’s Quarters, Room 
#14 & the East Landing, Room #15, but a cave-in in the middle 
portion of the passage has blocked off both of those chambers. The 
eastern doorway leads to a corridor that curves around to go to the 
Ballroom, Room #25. 
 

Room #27: Waiting Chamber 
 A 35’ by 20’ room, with a north-south orientation. The 
floor is littered with hundreds of bones, pieces of rusted broken 

armor & disintegrating rags, the remnants of an apparent 
massacre. Some of the bones look like they’ve been burned. Most 
of the scattered remains are near the two (2) enormous stone doors 
in the northern wall. These gigantic doors are etched with tiny 
Admajai runes from top to bottom. The plainly-adorned masonry 
walls are smooth & unblemished, & the room is devoid of any 
furnishings. 
 The Admajai runes covering the doors are a decent 
transcription of the entire Codex of Mythology (the Countless 
Tales) by Zarim izr Qaledaj, one of the best ever recorded. It 
contains many stories that are present in no other version, lending 
greater insight into the long-lost culture of the early-imperial-era 
Admajai. 
 The doors inflict 1d6 points of electrical damage 
(Reflex DC10 for half damage) on anyone who tries to pry them 
open. Touching them for more than 1 full round will inflict 1d4 
points of electrical damage. They are magically sealed, & can only 
be opened by touching both the Yellow Orb (in the Altar of the 
Day, Room #18) & the Purple Orb (in the Altar of the Night, 
Room #26). A successful listen check (DC15) will reveal the tiny 
crackle & sizzle from the electrical discharge of the doors. 
 This chamber is defended by a Wight, who is the last of 
an original set of four (4) such undead guardians. The other three 
(3) are among the corpses on the floor, inert & harmless. 

NOTE: For 2nd level parties, replace the Wight with 
two (2) Human Zombies. For 4th level parties, add a second Wight. 

The stairs lead up from the Guard Station, Room #21 
on the Second Floor. The twin stone doors in the northern wall 
lead to the Royal Throne Room, Room #28. 

Flame Jet Trap: CR2; 1’ wide, 50’ long stream of 
flame (2d6; 1d6 fire each round until extinguished (Reflex DC15)); 
Reflex save (DC13) avoids; Search (DC25); Disable Device 
(DC26). The trigger is 15’ down the center of the room, & the 
flame jets are mounted into the side walls (east & west). 
 

Room #28: Royal Throne 
Room 
 A 70’ by 50’ room, with a north-south orientation, & 
lined with large columns. Six (6) large columns are near the center 
of the room, supporting the high arched ceiling. The northern third 
of the chamber in raised up on a five foot high (5’) white marble 
platform, & is accessible by a flight of wide steps. In the center of 
this platform is tall throne, made of the same massive marble slab 
that makes up the platform itself. Upon this ivory throne sits the 
withered corpse of a man, slightly slumped in his seat. It wears 
tarnished silver armor, a dusty dark blue velvet cloak, & a dirty 
golden bejeweled crown that has the Admajai symbol on it. The 
carcass’s hand is grasping an ornate crescent-shaped sword, 
which seems to glow faintly in the inky darkness of the room. On 
either side of the throne stands a tall statue of an armored man. 
The two (2) sculptures hold giant stone swords in their hands. 
 The only way in or out of this room are the twin stone 
doors in the southern wall, which lead to the Waiting Chamber, 
Room #27. 
 The body of King Al-Felqa is holding the Dahab 
Husam al-Maliqi, a +1 scimitar. Removing it most likely causes 
the cadaver to collapse out of the throne into a heap on the floor 
(75% chance; 50% chance to cause just the hand to crumble into 
dusty fragments). The cloak is very brittle, cracking & crumbling if 
it is disturbed. The armor is silver full plate, but it is tarnished & 
has lost its luster (the armor can be restored by a silversmith for 
50gp). The crown can be cleaned to restore its full beauty & value; 
it is clear to everyone that it is the crown of an emperor of Admaja. 
The throne itself is solid black adamantine, & is engraved with al-
Felqa’s biography & accomplishments; although it is written in 
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Admajai, the dates of al-Felqa’s birth & death (93-147 IR) are 
legible by anyone who can read Common. 

NOTE: For 4th level parties, the sword is a +2 scimitar. 
 Although the statues turn to face the person in the room 
who is nearest the throne, they are otherwise motionless & pose no 
threat. Their swords are made of stone & would function as great 
clubs if removed (DC25 to break off). 
 This room is patrolled by an Almasti, which is lurking 
in the shadows behind the throne (DC18 to Spot). It will attack any 
creature that comes within 30’ of the throne. 

NOTE: For 2nd level parties, replace the Almasti with a 
Shadow. For 4th level parties, replace the Almasti with a Mummy. 

Swinging Hammer Trap: CR3; +10 melee (2d8/×3 
crit); Search (DC22); Disable Device (DC20). The trigger is 25’ 
down the center of the room, & the massive stone hammer swings 
from the ceiling. 
 

Room #29: Eastern Defending 
Hall 
 After digging through tons of rocky debris blocking the 
entrance, a small passage is finally cleared to reveal a 7.5’ by 15’ 
room, with a north-south orientation. The ceiling is 10’ tall, & 
made of flat masonry, reinforced with iron bars. The hall is cut 
into six (6) equal 2’ wide sections by five (5) crevices (about 7” 
wide apiece). From these gaps hang large blade-like iron 
pendulums, which dangle motionlessly. The air is as stale as it is 
still, & a thick layer of dust & rusty flakes cover the floor. A dim 
blue light can be seen in the room beyond. 

This chamber has swinging bladed pendulums that 
would have normally prevented entrance to the Altar of the 
Steadfast Moon, Room #30, but cave-ins in the corridors leading 
to the Entry Chamber, Room #1 & the Eastern Hall of Faith, 
Room #5 have made these rooms inaccessible. These cave-ins 
were caused by the intrusion of an underground cavern stream. In 
addition, the cave-ins have made the pendulums stop, & in some 
cases, break completely. 
 

Room #30: Altar of the 
Steadfast Moon 

It is a 25’ circular room, with a high domed ceiling. It 
is dominated by a multi-step dais with a small Green Orb on top of 
the altar. The room is littered with rocky debris, most of which is 
from the crumbling ceiling. The walls are inscribed with Admajai 
runes from floor to ceiling. A dim green light illuminates the room, 
but it seems to emanate from nowhere. 

The Admajai runes covering the walls are poor 
transcriptions of the Codex of Mythology, Book 2, by Zarim izr 
Qaledaj. 

If the Orb is touched, it begins to glow with a green 
light (as does the White Orb in the Entry Chamber, Room #1). 
The Green Orb cannot be removed from the altar. 

The only way in or out of this room is the north 
doorway, which leads to the Eastern Defending Hall, Room #29. 
 

Room #31: Armory 
 A 15’ square room, with the rotting remains of 
tapestries on the walls. This chamber has racks of rusty & 
tarnished weapons lining every wall. Every melee weapon 
imaginable is in this room, in large quantities. However, of the 
hundreds of weapons mounted on these corroded steel racks, 
almost none of them appear to be usable; the vast majority of them 
are far too weathered by age & neglect. The layout of the room 

itself is devoid of furnishings, & the simple martial design of the 
walls lends it an austere feel. 
 About 99% of the weapons (total: 225) in this room are 
useless (they are so rusty &/or rotten that any use has a cumulative 
10% chance of breaking per hit, starting with a 1d6×10%, & a -2 
damage penalty). However, four (4) weapons can be found among 
the rest that are still in good condition (these require a successful 
Search check to find, DC10, 11, 12, & 13): a Katar, a Siangham, a 
Spiked Chain, & a Warhammer. 
 Some of the steel racks are so decayed that they will 
collapse if touched (25% chance per rack, 10 racks), & the falling 
weapons will deal 1d8+2 damage to the person who touched the 
rack (Reflex DC10 for half damage). 

The western doorway once led to the Training Arena, 
Room #19, but a cave-in has caused this hallway to collapse, 
blocking this passage. The southern doorway once led to a long 
east-west corridor that was used to access the South Landing, 
Room #23 & the Cloak Room, Room #24, but another cave-in in 
the western portion of the passage has blocked off these chambers 
as well, leaving this area completely inaccessible. 
 

Room #X: Corridors 
 All corridors are 5’ wide throughout the tomb. The 
hallways are often littered with rocky debris from the various cave-
ins. The passages on the second floor have more dust (from less 
traffic), whereas the halls of the first floor have more spider webs 
(from more traffic). The ceilings are slightly domed, & are cracked 
in places from the stress. 
 

NOTE: The Sandstone Golem in the Entry Chamber, 
Room #1 that looks like a tall winged statue animates & begins 
stalking the party once they have been in the room for 1d6+4 
rounds, its paint chipping & flaking as it moves relentlessly toward 
the PCs. It cannot normally speak, but it repeatedly issues the 
warning “Death shall come on swift wings to they who disturb the 
peace of the King.” 

The golem is extremely slow, but he is relentless, 
pursuing the party from room 1 to rooms 2-5, & even going so far 
as falling into the pits in rooms 4 &/or 5 to chase the party into 
rooms 17-26. It cannot go up stairs quickly though, so although it 
could go down the stairs in room 21 to go to the third level (rooms 
27 & 28), it could not follow the party back up, & so will never be 
found in rooms 8-16. It will eventually climb stairs, but it takes the 
ungainly creature an hour to do so, so usually it will only do so to 
get back to its pedestal in room 1. The golem is also so large that 
when it walks through the corridors, it scrapes its shoulders & arms 
on the passageway walls; trying to get past the golem requires a 
DC15 Tumble check to dodge between its legs. 
 

Enemy Statistics 
Sandstone Golem 
Medium Construct 
Hit Dice: 13d10 (71HP) 
Initiative: -2 
Speed: 10’ (2 squares, cannot run) 
Armor Class: 24 (-2 Dex, +16 natural); touch 8; flat-footed 24 
Base Attack/Grapple: +9/+15 
Attack: Shove +15 melee (1d4+6 plus pushing 1d4+1 squares) 
Full Attack: Shove +15 melee (1d4+6 plus pushing 1d4+1 squares) 
Space/Reach: 5’/5’ 
Special Attacks: N/A 
Special Qualities: Construct traits, Crumble, Damage Reduction 
5/Adamantine, Darkvision 60’, Immunity to Magic, Low-Light 
Vision 

547



Saves: Fort +4, Ref +2, Will +4 
Abilities: Str 23 (+6), Dex 7 (-2), Con -- (+0), Int -- (+0), Wis 11 
(+0), Cha 1 (-5) 
Skills: N/A 
Feats: N/A 
Organization: solitary 
Challenge Rating: high (10 normally, although this creature has 
been adjusted) 
Treasure: N/A 
Alignment: Neutral 
 
Combat 

Golems are tenacious in combat & prodigiously strong 
as well. Being mindless, they do nothing without orders from their 
creators. They follow instructions explicitly & are incapable of any 
strategy or tactics. They are emotionless in combat & cannot be 
provoked. 

A golem’s creator can command it if the golem is 
within 60’ & can see & hear its creator. If not commanded, a 
golem usually follows its last instruction to the best of its ability, 
though if attacked it returns the attack. The creator can give the 
golem a simple command to govern its actions in his or her 
absence. The golem’s creator can order the golem to obey the 
commands of another person (who might in turn place the golem 
under someone else’s control, & so on), but the golem’s creator 
can always resume control over his creation by commanding the 
golem to obey him alone. 
 
Construct traits: All creatures with the Construct type possess the 
following traits: 

• No Constitution score. 
• Low-light vision. 
• Darkvision out to 60’. 
• Immunity to all mind-affecting effects (charms, 

compulsions, phantasms, patterns, & morale effects). 
• Immunity to poison, sleep effects, paralysis, stunning, 

disease, death effects, & necromancy effects. 
• Cannot heal damage on their own, but often can be 

repaired by exposing them to a certain kind of effect 
(see the creature’s description for details) or through the 
use of the Craft Construct feat. A construct with the fast 
healing special quality still benefits from that quality. 

• Not subject to critical hits, nonlethal damage, ability 
damage, ability drain, fatigue, exhaustion, or energy 
drain. 

• Immunity to any effect that requires a Fortitude save 
(unless the effect also works on objects, or is harmless). 

• Not at risk of death from massive damage. Immediately 
destroyed when reduced to 0 hit points or less. 

• Since it was never alive, a construct cannot be raised or 
resurrected. 

• Because its body is a mass of unliving matter, a 
construct is hard to destroy. It gains bonus hit points 
based on size, as shown on the table. 

• Proficient with its natural weapons only, unless 
generally humanoid in form, in which case proficient 
with any weapon mentioned in its entry. 

• Proficient with no armor. 
• Constructs do not eat, sleep, or breathe. 

 
Crumble (Ex): a sandstone golem is initially an intact creature; if 
its HP drops below 50% (50HP, on average), its body will 
deteriorate; a golem will suffer a -4 penalty to Strength, AC, 
Damage Reduction, & saving throws; this effect will not end if the 
creature’s HP raises above 50% again (this will end if the golem is 
repaired to 100%HP) 
 

Immunity to Magic (Ex): A sandstone golem is immune to any 
spell or spell-like ability that allows spell resistance. In addition, 
certain spells & effects function differently against the creature, as 
noted below: 

• A transmute rock to mud spell slows a sandstone golem 
(as the slow spell) for 2d8 rounds, with no saving 
throw, while transmute mud to rock heals all of its lost 
hit points. 

• A stone to flesh spell does not actually change the 
golem’s structure but negates its damage reduction & 
immunity to magic for 1d3 rounds. 

 
Monsters (2nd level party) 

• Sandstone Golem (Room #1, CR<10) 
• 2d6 Bats (Room #4, CR1/10 each) 
• 2d6 Bats (Room #5, CR1/10 each) 
• 1d4 Rats (Room #7, CR1/8 each) 
• Dire Rat (Room #9, CR⅓) 
• Assassin Vine (Room #12, CR3) 
• Dire Bat (Room #14, CR2) 
• 1d8 Rats (Room #16, CR1/8 each) 
• Dire Rat (Room #16, CR⅓) 
• Ghoul (Room #19, CR1) 
• Fungus, Violet (Room #25, CR3) 
• Water Elemental, small (Room #25, CR1) 
• Snake, Medium Viper (Room #25, CR1) 
• Brown Mold (Room #26, CR2) 
• 2 Human Zombies (Room #27, CR½ each) 
• Shadow (Room #28, CR3) 

Monsters (3rd level party) 
• Sandstone Golem (Room #1, CR<10) 
• 2d10 Bats (Room #4, CR1/10 each) 
• 2d10 Bats (Room #5, CR1/10 each) 
• 2d4 Rats (Room #7, CR1/8 each) 
• Dire Weasel (Room #9, CR2) 
• Assassin Vine (Room #12, CR3) 
• Dire Bat (Room #14, CR2) 
• 2d6 Rats (Room #16, CR1/8 each) 
• 3 Dire Rats (Room #16, CR⅓ each) 
• 2 Ghouls (Room #19, CR1 each) 
• Fungus, Violet (Room #25, CR3) 
• Water Elemental, medium (Room #25, CR3) 
• Snake, Large Viper (Room #25, CR2) 
• Brown Mold (Room #26, CR2) 
• Wight (Room #27, CR3) 
• Almasti (Room #28, CR4) 

Monsters (4th level party) 
• Sandstone Golem (Room #1, CR<10) 
• Bat Swarm (Room #4, CR2) 
• Bat Swarm (Room #5, CR2) 
• Rat Swarm (Room #7, CR2) 
• 2 Dire Weasels (Room #9, CR2 each) 
• Assassin Vine (Room #12, CR3) 
• Dire Bat (Room #14, CR2) 
• Rat Swarm (Room #16, CR2) 
• 5 Dire Rats (Room #16, CR⅓ each) 
• 2 Ghasts (Room #19, CR3 each) 
• Fungus, Violet (Room #25, CR3) 
• Water Elemental, medium (Room #25, CR3) 
• Snake, Huge Viper (Room #25, CR3) 
• 2 Brown Molds (Room #26, CR2) 
• 2 Wights (Room #27, CR3 each) 
• Mummy (Room #28, CR5) 
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Treasure 
An asterisk (*) denotes treasure in excess of the total 

party value. This treasure is a bonus for those players that manage 
to successfully retrieve it. 
 
2nd Level Party (7,200gp) 

• Everburning Torches (Room #4, Room #5, & Room #9, 
90gp each, 1lb each)* 

• Bracers of Armor +1 (Room #5, 1,000gp, 1lb) 
• The Sketchy Map (Room #7, 50gp, 0lbs)* 
• Bag of Tricks, gray (Room #9, 900gp, 0lbs) 
• 7 Candles (Room #9, 7cp, 0lbs)* 
• Magic Scroll (Room #9, 25gp, 0lbs)* 
• 10d20 Silver Coins (Room #16, 1d20gp, 0lbs)* 
• 40 Small Round Wooden Shields (Room #19, 3gp each, 

5lbs each)* 
• The Portrait of King Al-Felqa (Room #20, 350gp, 

27lbs) 
• Large Aqua-Hued Topaz (Room #23, 150gp, 0lbs) 
• Arrow of Death, two (2) more uses (Room #23, 335gp, 

0lbs) 
• Aged Parchment Note (Room #23, 0gp, 0lbs)* 
• Great Clubs (Room #24, 5gp each, 10lbs)* 
• Tarnished Silver Full Plate Armor (Room #28, 1,450gp, 

50 lbs) 
• Golden Bejeweled Crown (Room #28, 700gp, 2lbs) 
• the Dahab Husam al-Maliqi (+1 scimitar, Room #28, 

2,315gp, 4lbs) 
• Katar / Punching Dagger (Room #31, 2gp, 2lbs)* 
• Siangham (Room #31, 3gp, 1lb)* 
• Spiked Chain (Room #31, 25gp, 15lbs)* 
• Warhammer (Room #31, 12gp, 8lbs)* 

3rd Level Party (10,800gp) 
• Everburning Torches (Room #4, Room #5, & Room #9, 

90gp each, 1lb each)* 
• Bracers of Armor +1 (Room #5, 1,000gp, 1lb) 
• The Sketchy Map (Room #7, 50gp, 0lbs)* 
• Bag of Tricks, gray (Room #9, 900gp, 0lbs) 
• 7 Candles (Room #9, 7cp, 0lbs)* 
• Magic Scroll (Room #9, 25gp, 0lbs)* 
• 10d20 Silver Coins (Room #16, 1d20gp, 0lbs)* 
• 40 Small Round Wooden Shields (Room #19, 3gp each, 

5lbs each)* 

• The Portrait of King Al-Felqa (Room #20, 1,300gp, 
27lbs) 

• Large Aqua-Hued Topaz (Room #23, 850gp, 0lbs) 
• Arrow of Death, two (2) more uses (Room #23, 335gp, 

0lbs) 
• Aged Parchment Note (Room #23, 0gp, 0lbs)* 
• Great Clubs (Room #24, 5gp each, 10lbs)* 
• Tarnished Silver Full Plate Armor (Room #28, 1,450gp, 

50 lbs) 
• Golden Bejeweled Crown (Room #28, 2,650gp, 2lbs) 
• the Dahab Husam al-Maliqi (+1 scimitar, Room #28, 

2,315gp, 4lbs) 
• Katar / Punching Dagger (Room #31, 2gp, 2lbs)* 
• Siangham (Room #31, 3gp, 1lb)* 
• Spiked Chain (Room #31, 25gp, 15lbs)* 
• Warhammer (Room #31, 12gp, 8lbs)* 

4th Level Party (14,400gp) 
• Everburning Torches (Room #4, Room #5, & Room #9, 

90gp each, 1lb each)* 
• Bracers of Armor +1 (Room #5, 1,000gp, 1lb) 
• The Sketchy Map (Room #7, 50gp, 0lbs)* 
• Bag of Tricks, gray (Room #9, 900gp, 0lbs) 
• 7 Candles (Room #9, 7cp, 0lbs)* 
• Magic Scroll (Room #9, 25gp, 0lbs)* 
• 10d20 Silver Coins (Room #16, 1d20gp, 0lbs)* 
• 40 Small Round Wooden Shields (Room #19, 3gp each, 

5lbs each)* 
• The Portrait of King Al-Felqa (Room #20, 700gp, 

27lbs) 
• Large Aqua-Hued Topaz (Room #23, 450gp, 0lbs) 
• Arrow of Death, two (2) more uses (Room #23, 335gp, 

0lbs) 
• Aged Parchment Note (Room #23, 0gp, 0lbs)* 
• Great Clubs (Room #24, 5gp each, 10lbs)* 
• Tarnished Silver Full Plate Armor (Room #28, 1,450gp, 

50 lbs) 
• Golden Bejeweled Crown (Room #28, 1,250gp, 2lbs) 
• the Dahab Husam al-Maliqi (+2 scimitar, Room #28, 

8,315gp, 4lbs) 
• Katar / Punching Dagger (Room #31, 2gp, 2lbs)* 
• Siangham (Room #31, 3gp, 1lb)* 
• Spiked Chain (Room #31, 25gp, 15lbs)* 
• Warhammer (Room #31, 12gp, 8lbs)*
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Chapter 11: 
Bonus Material 

 

Races of Najmah: Demon 
Overview 
Population: 29,524,000 worldwide 
Height: varies by clade 
Weight: varies by clade 
Language: Abyssal 
 
From the ever-night world of Najmah, a horde of vicious, insane 
creatures have spread to every corner of the map. They are the very 
embodiments of chaos & madness, a kind of malevolence like no 
other evil known to mortal (or immortal) men. Best known by the 
title Demon, their names are as innumerable as their various forms; 
they are called Tanar’ri, the Spawn of the Abyss, al-Iblis, Legion, 
aq-Qarmira, the Asura, & a thousand other epithets. They have no 
single name for their own kind, as they are not unified by any other 
concept. They are divided by size, shape, color, language, 
ideology, & every other conceivable schism, having no organizing 
force to rein them in. Each one is a living nexus of disorder, 
sowing destruction, slaughter, & ruin wherever their instincts take 
them. Their roaming packs threaten to destroy both the realms of 
day & night, if left unchecked. A fragile pact between the devas, 
the devils, & the houris of their home plane keep them mostly 
isolated in the Najmai region of Sergala, but some of them still 
find ways to terrorize other lands. 
 
Biology 
Trying to identify a demon is like putting a face on a nightmare: it 
is invariably horrific & disturbing, but the details are always in 
flux. No two demons are remotely alike, & categorizing their traits 
is an exercise in futility. They can be roughly classified by their 
clade, but myriad exceptions, corner cases, & unidentifiable 
aberrants exist, & new clades spring forth from nowhere all the 
time. They defy any attempt to impose order upon them, & the 
madness that they engender is something that they relish with 
cackling delight. 
 
Their forms are often (but not always) somewhat humanoid: most 
have two arms, two legs, & a roughly-vertical bearing. Some have 
a pair of wings, a tail, horns, or some other bestial traits, but none 
of these are universal, or even representative of their ilk. Even with 
two demons that are ostensibly of the same clade, there may be so 
many differentiations that proper classification would difficult, if 
not impossible. A demon might have an extra arm, different 
coloration, larger eyes, fewer claws, or any other imaginable 
deviation from the norm, if such a thing exists for them. And if all 
this variety were not enough for them, they often modify their 
bodies with tattoos, piercings, & self-inflicted scars, to further set 
themselves apart from the rest of the horde. 
 
A demon’s body is as divergent from mortal biology on the inside 
as it is from the outside. Their bodies conduct all electricity 
harmlessly away, & their simple physiology prevents any known 
poison from taking effect. Their tough, fibrous tissues resist 
damage from common sources, as well as most acids & all but the 
extremes of hot & cold conditions. Like devils, they need not 
breathe, & their telepathy obviates the need to even speak. Their 

bodies do not seem to follow any natural laws of biology at all, & 
it is suspected that they are partially sustained by some form of evil 
magic. Lastly, they are able to summon others of their kind from 
any distance, although their fractious nature sometimes nullifies a 
summoning attempt before it can be completed. 
 
Diet 
Demons only need to eat when they are on their native plane; when 
they are off of Najmah, they can exist indefinitely without 
sustenance. But even on Siraaj, they will eat whenever they can, 
whether they are hungry or not. While they only need to have 
about one meal a week, they will gorge themselves if they can, just 
for the perverse joy of wasting food & preventing others from 
utilizing valuable resources. They can eat almost any material, 
from meat & bone to leaf & stem. They can even consume bare 
soil or broken rocks, if they must. They would rather eat the flesh 
of sentient creatures over any other fare, but this is mainly due to 
the fear & disgust that this engenders in other races. They will 
readily eat their own kind, if such cannibalism becomes more 
convenient than obtaining other food sources. 
 
Reproduction 
Demons are not generally fertile creatures; they do not create life, 
but merely deform or destroy it. Though some clades are capable 
of participating in sexual acts, they only do so to tempt or ruin 
others; the results of these rare successful unions are half-fiends & 
cambion (also known as a tiefling). Their numbers swell because 
of their ability to turn mortal souls into shells to house their 
malevolent energies. They capture beings of other races (see The 
Culling, below) & subject them to a vile, tortuous process (called 
the Aasrava, or “Defilement”), which slowly transforms them into 
a Dretch or a Quasit. This ghastly procedure warps the creature’s 
mind as it twists their body, leaving only a depraved monster with 
no memory of its former life. 
 
The Aasrava can take hours or even days to completely convert a 
soul into a demon, & is usually only done within special pits 
within their homeland, Sergala. These artificial craters were 
excavated for this exact purpose, so as to house the fiendish magic 
needed to properly perform the Defilement. For this reason, 
demons constantly wander throughout the Kamala, hunting down 
souls to take back with them to Sergala. They will do anything that 
they can to obtain a soul, whether it is seducing the unwary with 
some trickery, founding a cult of deluded demon-worshippers, or 
simply pouncing upon an unfortunate person in the night. There 
are rumors of demons that are able to perform the Aasrava without 
the need of a magically-charged pit, & some say that they can even 
convert a soul in mere minutes, perhaps through some infectious 
agent. The veracity of these claims is unknown, but any sane man 
would be terrified by such a possibility. 
 
Like many races native to the Realm of Night, demons are not 
mortal beings. They do not age or die of natural causes, & so their 
lifespans are indefinite. Few diseases can afflict them, & they are 
immune to all known poisons, so sickness is virtually unknown to 
them. They can be killed by another’s hand, or die by some violent 
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accident, but otherwise, they will live forever in theory. The eldest 
of demons are thousands of years old, monstrous creatures twisted 
into gibbering beasts by time, destruction, & madness. What 
happens when a demon finally dies is beyond anyone’s knowledge, 
but scholars & sages have debated this question since time 
immemorial, & countless theories abound. 
 

Culture 
Internal Relations 
Demons exist in a state of perpetual violent anarchy, wherein the 
individual does whatever they wish, whenever they wish, & their 
only opposition is the collective wishes of other demons. Only the 
strongest demons survive for long in this mayhem, as it is often the 
wish of a demon to slaughter or destroy anything nearby. 
Particularly powerful demons are sometimes able to conscript 
lesser demons to obey their commands, but most of them resist 
even this most basic level of imposed order, & so these arch-
demons can only rule over those that they can directly threaten into 
submission. While the most elite of them can force a horde to 
follow their orders for a time, eventually the maverick aspect of 
demonic nature asserts itself, & the pack once again collapses into 
a disorganized mob of brutality incarnate. 
 
The only system by which demons could be said to adhere to is a 
loose process of promotion to more powerful clades. Unlike devils, 
which are promoted & demoted by a patron from a higher echelon, 
demons promote themselves once they have accumulated enough 
power (via Hit Dice). Once they have collected enough spiritual 
energy (see The Culling, below), a demon will then cloister itself 
within a chrysalis & undergo a painful & disgusting 
metamorphosis. During this period of change, they are inert & 
vulnerable, so most demons are wise enough to find a safe place to 
hide for their pupal phase. If the demon was impatient & did not 
wait for the proper amount of energy, then they will die within the 
chrysalis, consumed by the process. But if the transformation is 
successful, then the demon will emerge from their cocoon evolved 
into a higher clade. 
 
External Relations 
Demons, by their very nature, cannot peacefully coexist with any 
other creature, even others of their own foul kind. They are 
effectively in a state of war with any & all races that they have 
encountered, & that is unlikely to ever change. While they are 
morally & ethically opposed to the devas & houri most strongly, 
their greatest conflict is with the devils of the Hima Sovereignty, 
with whom they share the northern continent of Nidhanandha. 
 
The perpetual war with the devilish forces has ground to a hopeless 
stalemate where neither side can gain an upper hand for very long. 
The demons hold numeric superiority, while the devils have long 
held a strategic & logistical advantage; for every devil that the 
demons slaughter or possess, the devils execute or corrupt two of 
the demon-folk. But the hordes are seemingly inexhaustible, & 
neither side has made any major gains or losses in ages. Their 
bitter war with the Himai has further ravaged the already-harsh 
badlands in-between the two forces’ homelands, the trench-carved 
& wind-scoured desert known as the White Wastes. 
 
Due to their universal predation of other sentient beings, there 
seems to be no race that tolerates the presence of demon-kind. The 
devas & the houris have conducted many campaigns to push the 
demons back or to remove them from their lands, as did the genies 
before the Great Calamity. The mortal folk of Siraaj have long 
been afraid of demonic malevolence, & it is believed by some 
scholars that this fear drove pre-Pactspell cultures to take solace in 
sorcery & wizardry, to their eventual ruin. The mysterious & 
depraved rakshasas seem to be less opposed to the demons than 

other races, & it is suspected in some circles that they are 
somehow manipulating the hordes, using them to their own evil 
advantage. 
 
Occupations 
For a demon, it is difficult to cooperate with another being; 
teamwork & collaboration are strange concepts for them to grasp, 
let alone participate in willingly. Therefore, every demon relies 
exclusively upon themselves & their own abilities to accomplish 
their desired goals (which are ultimately just various means of 
destruction). This makes each demon an independent jack-of-all-
trades, whose effectiveness can be measured by their versatility. 
They are all capable of performing many varied tasks, & can 
generally find some way of using their talents to get what they 
want, regardless of the current circumstances. They may 
sometimes manipulate others into doing their bidding, but this is 
just one means to an end, & is only done if it is momentarily 
expedient. They often use magic to make their work easier, so as to 
minimize the amount of effort needed to achieve a particular 
objective. 
 
 
Names 
Demons will usually collect a wide variety of names, aliases, & 
pseudonyms as the years go by, a testament to their tendency to 
deceive. A demon will rarely, if ever, give the same name twice to 
different people, even (or especially) if they are already well-
known in the area. Their names have no connotation in terms of 
gender, & demons of any gender will use the same name, if it suits 
them. In truth, a demon will respond to any name, provided that 
they are clearly being addressed; designations matter little to them, 
as only the intent of the speaker is important. 
 
A demon cannot be bound by a single name, as to them, a name is 
as ephemeral & transitory as their bodily form. If it is convenient, 
they will adopt a name for a time, & will answer to that 
designation for as long as they feel the need to do so. But this is 
more of an affectation of convenience than a permanent label, & 
will be dropped the moment that it is no longer necessary. For 
beings in a constant state of flux, a name is just another arbitrary 
method of control, an aspect of order to be subverted & destroyed. 
 
Sample Names 
Aamon, Adramalech, Agrys, Ais, Allat, Antedeus, Apollylon, 
Arimon, Arun, Astaroth, Asterion, Atalan, Atzan, Azazil, Baal, 
Bachraeus, Barbatos, Baytor, Belathauzer, Belial, Belphegor, 
Dajal, Darxitan, El, Eloh, Erel, Ethen, Falilites, Feklar, Garamoth, 
Gazra, Grogar, Hadus, Hael, Halael, Hamshal, Iblis, Idelya, Ish, 
Kafir, Kagu, Kalim, Kayin, Kerub, Korgoroth, Kybel, Lazu, 
Lilitus, Limuri, Lugus, Luki, Malak, Mamon, Melekh, Memnoch, 
Molikroth, Moloch, Nisroc, Ophan, Pruslas, Qabil, Rajim, Shiq, 
Siva, Salan, Thul, Urazi, Urdun, Zalambur, Zarus, Zeraf, Zeth, Ziz 
 
Arts & Education 
The very existence of demons is predicated upon a premise of 
destruction, & therefore creation of any sort is anathema to them. 
The only means by which they display anything approaching 
creativity is when they are killing, torturing, or otherwise sowing 
devastation. They are only innovative in matters of inflicting pain 
& ruin, but in those areas of expertise, their ingenuity is unrivaled. 
There are no reliable records of a demon actually making 
something, so it is widely believed that they are incapable of 
constructing things on their own. 
 
There is no formal system of education in the world of the demons, 
as there are no formal systems of any kind. They learn through 
experience, & their experience comes mainly from observing other 
demons & acting as they do, for lack of a better process. From the 

551



moment of their spawning, a demon is driven to participate in the 
Culling (see below), their only other instinct is to spread chaos & 
ruin wherever they can. But demons are nothing if not 
unpredictable, & so some of their ilk will rebel against even these 
most basic tenets of their nature, acting contrary to other demons & 
ignoring the Culling. Their strong-willed independence can 
sometimes even lead a demon to act benevolently, but this 
behavior is a very rare aberration, & is theorized to be just another 
manifestation of their supreme chaos. 
 
Relationships 
Love is beyond a demon’s understanding, & they are only able to 
(somewhat poorly) emulate the trappings of affection. They lack 
even a rudimentary sense of empathy, & will readily kill & break 
anything without a shred of remorse. The greatest, & perhaps only, 
pleasure that a demon can experience is the result of destroying 
something. They take great joy in breaking & killing, making what 
was once beautiful & alive into that which is ruined & dead. 
 
The end result of this inherent antipathy is that demons do not form 
bonds with one another, or any other being for that matter. They 
exist in a state of ruthless independence, relying only upon 
themselves & their own faculties to survive & achieve their goals. 
While they may, for a time, ally themselves with another creature, 
or even serve a more powerful being, but eventually they will 
betray their partners’ trust, either for some wicked purpose or 
merely for some perverse amusement. Such arrangements are 
invariably based on deceit & convenience, never lasting for more 
than a few weeks. 
 
Crime 
There is no such thing as a law amongst demon-kind, & so there 
are no crimes in their culture, at least in theory. Every act is 
permissible, & no depravity is forbidden, or even worthy of 
comment. The only restraint that a demon has upon their actions is 
the threat of retribution, a fear (either real or imagined) that some 
more-powerful creature will take umbrage at their actions & seek 
revenge. If a demon is harmed by some entity, they will swiftly 
lash out at the offending being, & may even fixate upon doing 
them harm for a time. But a demon is easily distracted, & will only 
pursue vengeance for as long as they can remain entertained by the 
malevolence that they perform. Unless they are compelled by some 
outside force, they will grow bored with their self-appointed 
reckoning, & move on to more ripe targets. But in the meantime, 
many lives may be destroyed by a demon’s predations. 
 
Language 
The demons of Sergala speak a number of interconnected tongues, 
all sharing the same runic alphabet & linguistic root. The Abyssal 
languages, as they are commonly known, have many names (Asuri, 
Dhaimonos, & Qartabariqad, just to list a few of the most popular), 
& each of them have several distinct dialects. It has been proposed 
by certain scholars of demonology that all of their countless 
languages are actually just variants of a single tongue, & that the 
nature of demonic speech makes them seem like they are separate 
systems. 
 
Like the demons themselves, Abyssal is an amorphous, fluid 
language, with ever-shifting grammar & syntax. It is constantly 
evolving (or devolving), with new words being borrowed from 
other tongues, old words falling in disuse, & phrases acquiring 
different meanings on a frequent basis. Almost every word can be 
spelled or pronounced in radically-different ways, & a word’s 
meaning can be interpreted quite differently, depending on the 
speaker’s inflection & the context of the moment. These 
characteristics, combined with its innumerable synonyms, 
homophones, & metaphors, make Abyssal possibly the most 

maddeningly-complex language (or languages) known to mortal 
man. 
 
The Culling 
As mentioned before, the only method by which demons can 
reproduce is by capturing the souls of other races & defiling them 
in a procedure called the Aasrava, which results in the captive 
souls being painfully transformed into a minor demon. Because of 
this oblique route, the demonic hordes spend much of their time 
attempting to acquire souls via any means necessary. They waylay 
hafazas bearing newly-deceased souls. They raid the Pit of Fate. 
They invade houri settlements, slaughtering anyone within reach. 
They stage incursions across the planar divide, stalking the nights 
of Siraaj in order to tempt mortals into their clutches. These 
relentless attacks are collectively known as the Culling, for they 
harvest the souls of mortals like a farmer would cut down his 
crops. 
 
They not only use the Culling to collect souls that will boost their 
numbers, but demons can directly add to their own spiritual energy 
by devouring souls. If a demon were to consume a number of souls 
whose total Hit Die equaled or exceeded its own, then that 
demon’s Hit Die would increase by one. A demon of maximum Hit 
Dice which has gathered enough spiritual energy to gain one more 
Hit Die is eligible to promote themselves to the next-highest clade. 
They can secrete a resinous chrysalis & pupate within it, 
eventually emerging as a member of a higher clade (with minimum 
Hit Dice). A demon that did not eat enough souls will die within 
their cocoon, as the process is very energy-intensive. Those that 
did enter prepared will become inert, suffering indescribable agony 
as their body is liquefied & reformed into a new shape over the 
course of several days (one day for every Hit Die of the new 
clade). 
 
Clades 
A demon’s form can vary widely, & can even change over time, 
but their basic structure can usually be categorized according to a 
rough hierarchy of clades, which are broad groupings that share 
particular physical qualities & behavioral mannerisms. Every 
demon is initially spawned as either a dretch or a quasit, & evolve 
into more powerful clades as they accumulate spiritual energy. 
While a comprehensive listing of traits for each clade would be 
impossibly long, certain general tendencies are notable in every 
one. 
 
A minor demon, such as a dretch or a quasit, can become a babau, 
which can in turn evolve into a succubus. A succubus can 
eventually become what is called a mesodaemon, the lowest clade 
of which is a vrock; a vrock can then become a bebilith, then a 
hezrou. A hezrou may yet one day become a major demon, the 
least of which is a glabrezu; a glabrezu can then become a 
nalfeshnee, then a marilith, & finally a balor, the greatest clade of 
demon-kind. 
 
To add to the confusion of all of this, there are many other clades 
besides the ones mentioned above; those are merely the most 
commonly encountered. There exist several clades that are rarely 
seen, yet verified by multiple accounts. Demons classified as bar-
igura, dybbuk, goristro, mane, molydeus, sibriex, & countless other 
divisions exist alongside the better-known clades, & their 
relationship with the established hierarchy is unclear. On top of all 
that, the mightiest of demons cannot be classified at all, belonging 
to no clade & apparently transcending the system altogether. It is 
thought that demons are so infused with chaos that they defy all 
attempts to understand them, refusing to bear the yolk of order 
imposed upon them by such categorization. 
 
Notable Demons 
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Over the centuries, several demons have made a name for 
themselves, standing out from among their peers to enter the 
annals of history. Here is a sample of the most well-known demon 
princes: 

• Over 1,400 years ago, Johoum gathered a horde of 
followers (including the equally-estimable Nathar) & 
left Sergala for a campaign of ruin & slaughter on 
Siraaj. His army of demons destroyed the kobold nation 
of Haz-Hurad, & he began to acquire divine power 
from an apocalyptic cult that he had formed around 
himself. He was then caught in an arcane trap set by the 
Admajai & bound in the Shrine of the Imprisonment, 
where he still lies to this day, sealed away into the 
barrier between Siraaj & Najmah. 

 A former lieutenant of Johoum, Nathar led a horrific 
campaign to the Eastern Continent, corrupting the shaghal tribes & 
turning them into a loyal servant race. With Johoum bound within 
his prison, Nathar hid among his mortal minions as a living god, & 
eventually gained true divine power from their worship. He is still 
in the shaghal homeland of Nefer-Ta, plotting the invasion of the 
continent of Admaja. 

 Long ago, in the Age of Kingdoms, Shikk mated with a 
human being & spawned an abominable child. Disgusted by the 
cambion that it had spawned, Shikk slew the offspring, splitting the 
child in twain in its revulsion. Curious about death & undeath, the 
demon possessed the body of a necromancer & reanimated the two 
halves of the youth’s body. These both became separate undead 
entities, which were the first nasnasi. Fascinated, the demon 
“created” many more pairs over the next century, slaughtering 
hundreds of mortals to craft thousands of these half-bodied horrors. 
 A masterful lair & manipulator of consummate skill, 
Zalambur presides over dishonest & fraudulent business 
transactions. The demon prince literally has a forked tongue, & it 
is said that he can speak with two voices at the same time. For 
centuries, Zalambur has roamed the edges of mortal civilization, 
tempting the unwary with promises of wealth & power. No other 
demon is so adept at luring people into giving up their own souls, 
& for that reason the Prince of Lies has risen through the clades to 
a form that transcends the balor. Legend has it that it was 
Zalambur that negotiated with the rakshasa to allow demon-kind to 
use the Seven Paths, which gives them easy access to Siraaj. 
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Races of Najmah: Deva 
Mitrana Deva (Astral Deva) 
3rd Edition Abilities & Racial Features 

• Strength +8, Dexterity +4, Constitution +6, Intelligence 
+8, Wisdom +10, Charisma +8. 

• Outsider (Extraplanar): Mitrana devas are not subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. Spells that restore 
souls to their bodies, such as raise dead, reincarnate, & 
resurrection, don’t work on them. It takes a different 
magical effect, such as limited wish, wish, miracle, or 
true resurrection, to restore it to life. They breathe, but 
do not need to eat or sleep (although they can do so if 
they wish). 

• Medium Size: As Medium creatures, mitrana devas 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: A mitrana deva begins with 12 levels 
of outsider, which provide 12d8 Hit Dice, a base attack 
bonus of +12, & base saving throw bonuses of 
Fortitude +8, Reflex +8, & Will +8. 

• Racial Skills: A mitrana deva’s outsider levels give it 
skill points equal to 15 × (8 + Int modifier, minimum 
1). Its class skills are Concentration, Diplomacy, Hide, 
Intimidate, Listen, Move Silently, Sense Motive, & 
Spot. 

• Racial Feats: A mitrana deva’s outsider levels give it 5 
feats. 

• A mitrana deva’s base land speed is 50 feet. 
• A mitrana deva’s base flight speed is 100 feet (good 

maneuverability). 
• Darkvision out to 60 feet & low-light vision. 
• Spell-Like Abilities 

o At Will: aid, continual flame, detect evil, 
discern lies (DC 19), dispel evil (DC 20), 
dispel magic, holy aura (DC 23), holy smite 
(DC 19), holy word (DC 22), invisibility 
(self only), plane shift (DC 22), remove 
curse (DC 18), remove disease (DC 18), 
remove fear (DC 16) 

o 7/Day: cure light wounds (DC 16), see 
invisibility 

o 1/Day: blade barrier (DC 21), heal (DC 21) 
o Caster level 12th. The save DCs are 

Charisma-based. 
• Celestial traits: All creatures with the Celestial 

subtype possess the following traits: 
o Immunity to acid, cold, & petrification. 
o Resistance to electricity 10 & fire 10. 
o +4 racial bonus on saves against poison. 
o Protective Aura (Su): Against attacks made 

or effects created by evil creatures, this 
ability provides a +4 deflection bonus to AC 
& a +4 resistance bonus on saving throws to 
anyone within 20’ of the celestial. 
Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of 
invulnerability, both with a radius of 20’ 
(caster level equals celestial’s HD). (The 
defensive benefits from the circle are not 
included in a celestial’s statistics block.) 

o Tongues (Su): All celestials can speak with 
any creature that has a language, as though 
using a tongues spell (caster level equal to 
celestial’s Hit Dice). This ability is always 
active. 

• Change Shape (Su): A mitrana deva can assume the 
form of any Small or Medium humanoid. 

• Good traits: All creatures with the good subtype 
possess the following traits: 

o If the good creature’s alignment changes, 
then it will still retain this subtype. 

o Any effect that depends on alignment affects 
a creature with this subtype as if the creature 
has a good alignment, no matter what its 
alignment actually is. The creature also 
suffers effects according to its actual 
alignment. 

o A creature with the good subtype overcomes 
damage reduction as if its natural weapons 
& any weapons it wields were good-aligned. 

• Mace: A full-grown mitrana deva is almost always 
equipped with a +3 heavy mace of disruption. It takes a 
fierce joy in bashing evil foes with its powerful mace. 
A mitrana deva’s natural weapons, as well as any 
weapons it wields, are treated as good-aligned for the 
purpose of overcoming damage reduction. 

• Stun (Su): If a mitrana deva strikes an opponent twice 
in one round with its mace, that creature must succeed 
on a DC22 Fortitude save or be stunned for 1d6 rounds. 
The save DC is Strength-based. 

• Uncanny Dodge (Ex): Mitrana devas can react to 
danger before their senses would normally allow them 
to do so. They retain their Dexterity bonus to AC when 
flat-footed, & they cannot be flanked except by a rogue 
of at least 16th level. They can flank characters with the 
uncanny dodge ability as if they were a 12th-level rogue. 

• +15 natural armor bonus. 
• Automatic Languages: Celestial. Bonus Languages: 

Archaic & Houri. 
• Favored Class: Monk. 
• Level Adjustment: +0. 

 

Overview 
Population: 1,340,000 worldwide 
Height: 7’6” tall (average) 
Weight: 250 lbs. (average) 
Languages: Celestial, Houri 
 
The Order of Mitrana is the First Host of the greater devas, the 
most powerful of all deva-kind. Long ago, they were known as the 
astral devas, for they were associated with the stars in the sky, but 
that name has fallen out of favor since the Great Calamity. Like all 
greater devas, they are tall, lithe, & beautiful, with large feathered 
wings & an aura of mystical power about them. This aura sets 
them apart from even the other hosts, & makes them difficult to 
look at directly. The rarest & least populous of the devas, they 
have a strong connection to the divine, & this close bond makes 
them aloof & difficult to communicate with easily. They tend to 
keep to themselves, moving about on errands that they will not 
discuss with others & staying airborne almost as often as they are 
on the ground. On the occasions in which they do speak with 
others, they are cryptic & mysterious, often leaving those they talk 
to with more questions than answers. 
 
Biology 
Mitrana devas are between 7’ & 8’ tall, weigh around 220 to 280 
pounds, & usually have smooth reddish flesh, although some of 
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them have bright blue skin instead, a sign of even greater spiritual 
power. The males & the females are of roughly equal height, & 
they are both are lean & well-muscled. They are stunningly 
attractive creatures, by human standards. Over half of them are 
naturally bald, including some females, but those mitrana devas 
with hair have pure white locks & matching wing feathers. Their 
eyes lack visible pupils, looking like featureless orbs, & can be 
either a glowing white or an inky black. 
 
Diet 
Greater devas do not need to eat to survive; although they can eat 
if they choose to do so, most of them refrain from it, finding the 
consequences of ingestion unpleasant. A few opt to eat regularly, 
on the premise that living as mortal beings do & dealing with their 
everyday concerns is a lesser-traveled path to wisdom, but these 
are rare individuals, & are often seen as strange by their brethren. 
On the occasions when they do eat food, they consume the same 
fair as other devas. 
 
For more information, see Lesser Deva: Diet. 
 
Reproduction 
Devas do not reproduce sexually, like mortal beings do; instead, 
they increase their ranks in a somewhat circuitous fashion. When a 
sentient being dies on Siraaj, the mortal soul travels through the Pit 
of Fate on a journey that will test its worth. If the devas of the 
Terrace of Peace find the soul to be virtuous, then they will bid 
upon it, offering to let the rare soul join their ranks. If the soul 
accepts, then it will travel to Najmah, where it will form into a tiny 
sphere of luminous energy. 
 
This little light, called a Murmur or a haasya, will be drawn to 
powerful devas (or groups of less-powerful devas), where they will 
flit about, whispering & waiting for the time when they will be 
born anew. The devas are unaware of the connection between 
haasyas & their reincarnated souls, but they do know that the lights 
are associated with a greater feeling of contentment & serenity. It 
is viewed as natural and not often discussed. 
 
Once each month, when the moons are full, there is a ceremony 
performed by an elder priest in each deva community. The 
ceremony is carried out under an open sky, & must be done when 
the moons are at their zenith in the ever-night sky. The priest take a 
wing feather from a bird, set it alight, & then douse it in a small 
pool of fresh consecrated water. If it is done correctly (& if there 
are souls to incarnate), then the burnt feather will transmute into a 
deva, which will arise from the pool fully-grown. The newborn 
deva will need to be cared for & educated by the community, but it 
will already be instilled with a basic understanding of how to 
function. Typically, a mentor (called an aacaarya) or two will be 
assigned to guide the new deva for its first few years. 
 
Devas are effectively immortal; they do not age or die of natural 
causes, & so their lifespans are indefinite. There are few diseases 
or poisons that can harm them, so sickness is almost unknown to 
them. They can die by accident, or be killed on purpose by 
another’s hand, but otherwise, they will live forever in theory. 
There are devas alive today who remember the God-War in the 
Age Before Time, although these ancient beings are few in number 
& worn in spirit. What happens when a deva finally dies is beyond 
anyone’s knowledge, but scholars & sages have debated this 
question since time immemorial, & countless theories abound. 
 
Internal Relations 
All devas live in harmony with one another, but they are socially 
divided into their different castes, known as jaatii. The common 
devas segregate themselves from the lesser devas, & both of them 
isolate themselves from the greater devas. The greater devas are 

further split into the three hosts (the Asurana, the Rudrana, & the 
Mitrana), which act in much the same way towards one another. 
This makes five separate factions of devas, all of which are 
somewhat alienated from each other. While mingling is allowed, & 
peaceful cooperation is assumed, close relations between members 
of different castes is kept to a minimum at all times. This is not a 
codified law anywhere, but it is an unspoken rule that all devas 
grow to understand & accept as the natural way of their people. 
They gain strength from their differences when needed, but they 
keep their castes divided to maintain those differences in 
perpetuity. 
 
External Relations 
Devas strive to live in harmony with all things, & that not only 
includes each other, but it applies to other beings as well. They do 
not seek to expand their territory or to convert others to their 
system of beliefs, so they rarely come into conflict with other 
races. While they are willing & able to defend themselves when 
necessary, their altruistic nature & serene demeanor preclude any 
act of violence or aggression that could foment such conflict. 
 
Devas are closest to the houris, who are also a peaceful people 
with a strong emphasis on learning & cooperation; the devas are 
fascinated by the houris & their search for enlightenment. The 
devas feel sympathy & pity for the genies, for they had so much 
power & influence before the Great Calamity, & now they are a 
lost, vanishing people. They are fascinated by encounters with 
beings from “beyond the mists,” as they call the mortals that they 
meet, & they extend them every courtesy in exchange for any 
information that they may have about their homelands. The only 
peoples that the devas don’t get along with are the demons & the 
rakshasas, who have both proven themselves to be destructive, 
duplicitous, & working against everything for which the devas 
believe & hold dear. 
 
Devas have cool relations with the devils; they often engage in 
minor disputes or skirmishes, but they have had a fragile truce for 
centuries, based on their shared fear & suspicion of the demons. 
There is great distrust between the two sides, & the armistice could 
collapse at a moment’s notice, but in the wake of the Great 
Calamity, both the devils & the devas understand that it is in their 
mutual best interests to work together. 
 
Occupations 
Devas perform all of the tasks that one would expect would be 
needed in an advanced civilization. Despite their great personal 
power & magical talents, a majority of labor is accomplished the 
mundane way: through muscle & sweat. Devas farm their fields, 
build their shelters, their water, & make their clothes, all in a 
manner much like how mortal beings do such things. Ships are 
rowed & messages are delivered by devas, all without magical aid; 
this is as much to build character & hone the body as it is a 
convenient allocation of energy. The young devas, those who have 
been newly made, do much of the work, & tend to work the 
hardest, but all devas lend a hand at least some of the time, 
regardless of seniority or station. 
 
The devas, as a people, have been given a great deal of 
responsibility by the higher powers of the Kamala. They have been 
charged with protecting of the Three Gates, as well as to receive 
newly-born houris arriving on Najmah. Occasionally, a 
representative from one of the divinities will appear before the 
devas, tasking them with a mission that requires the utmost 
dedication & skill; these quests are often fatal to those who 
undertake them, but such duties are considered a great honor, & 
even those who fail in their charge are revered for their efforts. 
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Devas have also become intrepid explorers in recent times, out of 
necessity more than inclination. The Great Calamity caused the 
genie kingdoms to vanish overnight, & they left behind many great 
cities & valuable relics. The disasters wrought by the Pactspell also 
destroyed many of the historical records & killed many of the great 
scholars of their kind; as a result, they have lost much of the lore of 
the past, as well as all knowledge of Siraaj. In their current 
ignorance, myth & superstition have replaced facts, & some have 
taken it upon themselves to reverse this unfortunate trend. To 
counteract this loss, many devas have become explorers, 
wanderers, surveyors, & relic hunters, searching the abandoned 
genie cities & lost ruins for secrets, lore, & magic from the half-
forgotten past. 
 
Names 
When a deva is first “born,” it is given a name by the elder priest 
that perform the Rite of the Ascended Moons. This name is usually 
just a convenient means of telling the newborns apart & granting 
them an identity to latch onto; little thought or care is put into the 
assignment of this first name. Later, as a deva matures & becomes 
an integrated part of its community, it is given a new name by the 
young deva’s friends & neighbors, usually on their seventh 
“birthday.” This second replaces the first name, & is much more 
representative of that individual’s personality & demeanor. Finally, 
during a celebratory ritual commemorating their fourteenth 
“birthday” (a rite that signifies that the young deva is considered 
fully mature), a deva chooses a name for themselves, a moniker 
that reflects their own idea of who they are & what they represent. 
This third name does not replace the second name, but it does 
precede it, so when addressing a deva by their full name, the third 
name always goes first. 
 
Male Sample Names 
Amrit, Bhima, Damodar, Govinda, Hari, Jyoti, Kiran, Lai, Mahesh, 
Narendra, Prasad, Rarna, Sankara, Shankar, Tarun, Varuna, Vyasa 
 
Female Sample Names 
Ananda, Bala, Chandi, Durga, Indira, Jaya, Kanti, Leela, Madhuri, 
Nalini, Purnima, Radha, Sarisha, Shakti, Usha, Veda, Vimala 
 
Arts & Education 
The devas have an advanced society, one that is devoted to artistic 
expression & creative endeavors. They value beauty & elegance in 
equal measure, placing a high value on the aesthetics of even the 
most common of items. In their minds, if an object, place, or 
person is unsightly, then it is incomplete or broken, & therefore 
should be fixed or made whole. This aspect of their psychology, 
combined with their natural drive to give back the world for 
blessing them, leads them to try to improve the world & everything 
in it, even at their own expense. 
 
One area of expertise that the devas excel at is the use of 
architecture, which to them is an art as much as it is a practical 
concern. Using wide arches, large windows, & open terraces, their 
buildings are designed to accommodate the use of flight without 
mandating it. The greater & lesser devas can fly, but the common 
devas cannot (except through the use of magic, which not all of 
them possess), so their structures have ground-level entrances as 
well as upper balconies. As part of this airy design, they prefer to 
use cylindrical columns for support, instead of solid walls, even in 
places with inclement weather. They also like to integrate graceful 
sculptures & statuary into their buildings, & they favor the use of 
marble over almost any other building material. 
 
The devas emphasize the importance of science & education, 
especially those with a more lawful bent. They revere nature & the 
natural world, & they seek to understand the laws & rules behind 
such natural beauty. This has led them to make great advances in 

mathematics, astronomy, physics, & alchemy. Nearly all devas are 
literate, as one of an aacaarya’s first duties is to teach the 
newborns in their charge how to read & write in the languages of 
the deva, including Archaic, Celestial, & Houri. 
 
Unfortunately for the devas, many of their historical records have 
been lost, & so their understanding of the past is but a shadow of 
its former self. The Great Calamity (as they call the Pactspell) 
destroyed many buildings, including most of the libraries, with 
their delicate clay manuscripts & fragile scrolls. Countless lives 
were lost in the ensuing conflicts afterward, & so few remain who 
remember the past well enough to paint an accurate picture of it. 
Nowadays, many scholars devote their entire lives to the recovery 
& reconstruction of historical knowledge, but most of them fear 
that the monumental task is a futile one, & that they will never be 
able to fully restore what has been lost. 
 
Relationships 
Within one’s caste, a deva is free to associate with whomever they 
choose. As each deva is born from the Rite of the Ascended 
Moons, they do not have family members as mortal beings would 
understand them. All devas consider each other siblings, & they 
live together in mutual harmony. There is a loose hierarchy of 
sorts, based on an individual’s age, experience, & insight, but as 
they are prone to say, “Even the blind can see the stars.” Even 
among caste-mates, the devas do not engage in sexual behaviors or 
relationships. While devas do form close friendships (most 
commonly with their mentors) & even intimate bonds, they are 
asexual beings, & therefore sexuality is rather foreign to them. 
 
Crime 
As stated before, devas are inherently kind, selfless beings, who 
naturally strive for the greater good of all living beings. As such, 
most crimes are completely anathema to them, & it is difficult for a 
deva to grasp the concept of violating the law for one’s own 
personal gain. A deva will not commit an act of violence against a 
living being, unless it is in defense of themselves or others. This is 
as much a cultural norm as it is a part of their psychological 
makeup; they seem to be utterly incorruptible, incapable of even 
being tempted to act in a selfish or greedy manner. Contrary to 
popular belief, they are capable of lying, & some will do so if it 
will benefit others, but devas are generally honorable & forthright 
beings. 
 
Devas are not always completely lawful, though, especially in 
situations in which the law conflicts with their own perceptions of 
Right & Wrong. More lawfully-minded devas will obey a law that 
seems unjust, working to enact change within the system & make 
the laws more fair. Other devas might simply ignore the 
unreasonable law, defying it in favor of what they see as the 
greatest good. This schism of thought can lead devas to oppose on 
another, & many a spirited debate has been caused by such 
differing viewpoints, although these arguments have never led to 
violence among the devas. 
 
Because of their benevolent nature, there is little need for a police 
force to patrol deva settlements, enforcing laws & keeping the 
peace. Each settlement has at least one constable, but few of them 
have more than one, regardless of the town’s size, & most of their 
duties revolve around coordinating defense efforts against outside 
threats, settling disputes, & dealing with emergencies like fires, 
storms, accidents, & mist events. In these capacities, a constable 
serves as a roving vice-mayor, rescue worker, & civil judge. Devas 
often volunteer to serve a similar role in settlements of other races; 
they did this in many towns & cities in the genie realms before the 
Great Calamity, & they continue to do so in houri-dominant lands 
to this day. 
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Faith & Religion 
Devas are mostly a devout people; they live in a world that is close 
to the divine, a place where wonders are commonplace & miracles 
happen almost every day. Unlike mortal societies, which are 
usually monotheistic, the devas believe in several deities 
simultaneously, & some even worship more than one. The 
Peacemaker (Sidaru) has by far the largest presence in deva 
culture, although there is some minor support for other deities, 
such as Qalima (Zaia), Dakhiel (Daq), & the Darshan trinity. Most 
devas choose a single parton god or goddess to venerate above all 
others, & it is their shrine which they will visit to pray, seek 
guidance, & make offerings. 
 
There are few large temples dedicated to a single god or goddess in 
deva lands, but there are numerous small shrines liberally sprinkled 
across the landscape. One cannot travel for a whole day in the 
realms of the devas without encountering a shrine of some deity. 
These shrines are typically small structures, often just a 10’-20’ 
square stone altar with four column supporting a tiled roof & a 
large symbol or statue of the deity in question. These little shrines 
are attended by no one in particular, but every cleric that comes 
across a shrine of their patron is obligated to pray for a few 
minutes & help maintain the site, even if it is only to sweep away 
some leaves, mend some broken tiles, or replenish an incense 
bowl. 
 
Genies 

The devas may seem to be a race that is far beyond the concerns of 
mortal beings, & such an assessment is not an unfair one to make. 
But the devas are not infallible beings, & they are prone to some of 
the same flaws & quirks of any thinking people. Many of their 
faults can be traced back to the Great Calamity, & their reactions 
to such a cataclysmic event. 
 
During the Great Calamity, the devas lost a great deal of their 
historical records, as fires & floods destroyed many libraries & 
killed their eldest brethren. As a result, what was once known as 
fact has become mired in legend, myth, & superstition. Efforts to 
regain the missing lore have been mixed, & so many stories have 
arisen to fill the gap, for good or ill. Many of these tales revolve 
around the fate of the genies, who disappeared en masse during the 
Pactspell. 
 
Some say that the genies unlocked a way to ascend to a higher 
plane of existence, much as the houris aspire to do. Others believe 
that they were all slain by Sunya/Sidaru/another god for some 
terrible transgression. Still others think that they were taken to a 
strange alien realm, a place where they would serve to atone for 
their greed, vice, & ambition. There are even some who claim that 
the genies wanted to leave Najmah behind, & that their gambit 
paid off in ways that no one could have expected. The truth of the 
matter continues to elude the devas, although there are many 
explorers & scholars searching the abandoned ruins & forgotten 
settlements, scouring the land for some clue to this great mystery. 

 

Rudrana Deva 
3rd Edition Abilities & Racial Features 

• Strength +6, Dexterity +8, Constitution +8, Intelligence 
+2, Wisdom +6, Charisma +6. 

• Outsider (Extraplanar): Rudrana devas are not 
subject to spells or effects that affect humanoids only, 
such as charm person or dominate person. Spells that 
restore souls to their bodies, such as raise dead, 
reincarnate, & resurrection, don’t work on them. It 
takes a different magical effect, such as limited wish, 
wish, miracle, or true resurrection, to restore it to life. 
They breathe, but do not need to eat or sleep (although 
they can do so if they wish). 

• Medium Size: As Medium creatures, rudrana devas 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: A rudrana deva begins with 10 levels 
of outsider, which provide 10d8 Hit Dice, a base attack 
bonus of +10, & base saving throw bonuses of 
Fortitude +7, Reflex +7, & Will +7. 

• Racial Skills: A rudrana deva’s outsider levels give it 
skill points equal to 13 × (8 + Int modifier, minimum 
1). Its class skills are Concentration, Diplomacy, 
Intimidate, Knowledge (Arcana), Knowledge 
(Religion), Knowledge (The Planes), Sense Motive, & 
Spellcraft. 

• Racial Feats: A rudrana deva’s outsider levels give it 4 
feats. 

• A rudrana deva’s base land speed is 40 feet. 
• A rudrana deva’s base flight speed is 90 feet (good 

maneuverability). 
• Darkvision out to 60 feet & low-light vision. 
• Spell-Like Abilities 

o At Will: aid, detect evil, protection from 
arrows (DC16), water breathing (DC17) 

o 3/Day: cure serious wounds (DC17), hallow 
(DC19), holy smite (DC18) 

o 1/Day: dispel evil (DC19), raise dead 

o Caster level 11th. The save DCs are 
Charisma-based. 

• Celestial traits: All creatures with the Celestial 
subtype possess the following traits: 

o Immunity to acid, cold, & petrification. 
o Resistance to electricity 10 & fire 10. 
o +4 racial bonus on saves against poison. 
o Protective Aura (Su): Against attacks made 

or effects created by evil creatures, this 
ability provides a +4 deflection bonus to AC 
& a +4 resistance bonus on saving throws to 
anyone within 20’ of the celestial. 
Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of 
invulnerability, both with a radius of 20’ 
(caster level equals celestial’s HD). (The 
defensive benefits from the circle are not 
included in a celestial’s statistics block.) 

o Tongues (Su): All celestials can speak with 
any creature that has a language, as though 
using a tongues spell (caster level equal to 
celestial’s Hit Dice). This ability is always 
active. 

• Deliverance from Death (Ex): Rudrana devas are 
immune to all death spells & magical death effects. 
They are likewise immune to ability damage, ability 
drain, & energy drain. 

• Good traits: All creatures with the good subtype 
possess the following traits: 

o If the good creature’s alignment changes, 
then it will still retain this subtype. 

o Any effect that depends on alignment affects 
a creature with this subtype as if the creature 
has a good alignment, no matter what its 
alignment actually is. The creature also 
suffers effects according to its actual 
alignment. 
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o A creature with the good subtype overcomes 
damage reduction as if its natural weapons 
& any weapons it wields were good-aligned. 

• Uncanny Dodge (Ex): Rudrana devas can react to 
danger before their senses would normally allow them 
to do so. They retain their Dexterity bonus to AC (if 
any) even if they are caught flat-footed or struck by an 
invisible attacker. However, they still loses her 
Dexterity bonus to AC if immobilized. 

• +12 natural armor bonus. 
• Automatic Languages: Celestial. Bonus Languages: 

Archaic & Houri. 
• Favored Class: Paladin. 
• Level Adjustment: +2. 

 

Overview 
Population: 2,691,000 worldwide 
Height: 7’6” tall (average) 
Weight: 250 lbs. (average) 
Languages: Celestial, Houri 
 
The Order of Rudrana is the Second Host of the greater devas, the 
most stoic & reserved of the three hosts. They are kind, caring, & 
beatific, but they almost never speak, even amongst each other. 

They will not discuss religious or existential matters, & they are 
reluctant to talk about anything that isn’t related to their objectives. 
When they do converse with others, they are fairly straightforward, 
but even then, they are beings of few words. They tend to be 
pensive, appearing to contemplate for long periods before taking 
decisive action, & they are known to meditate for days at a time. 
They are exceedingly patient beings, with a great appreciation of 
balance & harmony, & are utterly vigilant in their appointed tasks. 
 
Biology 
Rudrana devas are between 7’ & 8’ tall, weigh around 220 to 280 
pounds, & usually have dark brown flesh, although some of them 
have deep blue skin instead, a sign of even greater spiritual power. 
The males & the females are of roughly equal height, & they are 
both are lean & well-muscled. They are stunningly attractive 
creatures, by human standards. Most rudrana devas have jet black 
hair with matching wing feathers, although other colors are 
possible, such as gray or white. Their eyes are invariably a piercing 
green, with the slit pupils of a cat. They are the most likely of all 
deva-kind to have multiple sets of limbs, with a full quarter of their 
ranks possessing 4 or 6 arms, & about one in ten of them have 
more than one face on their head. 
 
For all other aspects of their culture, see Mitrana Deva. 

 

Asurana Deva 
3rd Edition Abilities & Racial Features 

• Strength +2, Dexterity +6, Constitution +2, Intelligence 
+4, Wisdom +8, Charisma +6. 

• Outsider (Extraplanar): Asurana devas are not subject 
to spells or effects that affect humanoids only, such as 
charm person or dominate person. Spells that restore 
souls to their bodies, such as raise dead, reincarnate, & 
resurrection, don’t work on them. It takes a different 
magical effect, such as limited wish, wish, miracle, or 
true resurrection, to restore it to life. They breathe, but 
do not need to eat or sleep (although they can do so if 
they wish). 

• Medium Size: As Medium creatures, asurana devas 
have no special bonuses or penalties due to their size. 

• Racial Hit Dice: An asurana deva begins with 6 levels 
of outsider, which provide 6d8 Hit Dice, a base attack 
bonus of +6, & base saving throw bonuses of Fortitude 
+5, Reflex +5, & Will +5. 

• Racial Skills: An asurana deva’s outsider levels give it 
skill points equal to 9 × (8 + Int modifier, minimum 1). 
Its class skills are Concentration, Diplomacy, 
Intimidate, Knowledge (Arcana), Knowledge 
(Religion), Knowledge (The Planes), Sense Motive, & 
Spellcraft. 

• Racial Feats: An asurana deva’s outsider levels give it 
3 feats. 

• An asurana deva’s base land speed is 40 feet. 
• An asurana deva’s base flight speed is 90 feet (good 

maneuverability). 
• Darkvision out to 60 feet & low-light vision. 
• Spell-Like Abilities 

o At Will: aid, create food & water, detect 
evil, protection from arrows (DC16) 

o 3/Day: bless weapon, cure serious wounds 
(DC17), holy smite (DC18) 

o 1/Day: raise dead 
o Caster level 9th. The save DCs are Charisma-

based. 

• Celestial traits: All creatures with the Celestial 
subtype possess the following traits: 

o Immunity to acid, cold, & petrification. 
o Resistance to electricity 10 & fire 10. 
o +4 racial bonus on saves against poison. 
o Protective Aura (Su): Against attacks made 

or effects created by evil creatures, this 
ability provides a +4 deflection bonus to AC 
& a +4 resistance bonus on saving throws to 
anyone within 20’ of the celestial. 
Otherwise, it functions as a magic circle 
against evil effect & a lesser globe of 
invulnerability, both with a radius of 20’ 
(caster level equals celestial’s HD). (The 
defensive benefits from the circle are not 
included in a celestial’s statistics block.) 

o Tongues (Su): All celestials can speak with 
any creature that has a language, as though 
using a tongues spell (caster level equal to 
celestial’s Hit Dice). This ability is always 
active. 

• Good traits: All creatures with the good subtype 
possess the following traits: 

o If the good creature’s alignment changes, 
then it will still retain this subtype. 

o Any effect that depends on alignment affects 
a creature with this subtype as if the creature 
has a good alignment, no matter what its 
alignment actually is. The creature also 
suffers effects according to its actual 
alignment. 

o A creature with the good subtype overcomes 
damage reduction as if its natural weapons 
& any weapons it wields were good-aligned. 

• Heavenly Deflection (Su): An asurana deva can deflect 
ranged attacks & certain spells by batting them away 
with its +1 flaming greatsword as an immediate action. 
When a ranged attack, ray, or single-target spell would 
ordinarily hit or affect the deva, the deva can make a 
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Reflex saving throw (DC20). If the ranged weapon has 
an enhancement bonus, then the DC increases by that 
amount. If the attack is from a spell, then the spell level 
is added to the DC. If the deva succeeds the saving 
throw, then the attack is deflected, & therefore has no 
effect. Deflected spells are negated as if counterspelled. 
The deva must be aware of an attack in order to be able 
to deflect it. 

• Soothing Presence of Nature (Ex): Asurana devas 
have a calm spirit that is pleasing to the inhabitants of 
the natural world. Unless magically compelled to do so, 
an animal or a plant (as per the creature types) will not 
attack an asurana deva unless attacked by it first. 

• +8 natural armor bonus. 
• Automatic Languages: Celestial. Bonus Languages: 

Archaic & Houri. 
• Favored Class: Cleric. 
• Level Adjustment: +3. 

 

Overview 
Population: 5,369,000 worldwide 
Height: 7’6” tall (average) 
Weight: 250 lbs. (average) 
Languages: Celestial, Houri 
 
The Order of Asurana is the Third Host of the greater devas, the 
most numerous of their kind. They are worldlier & more 
personable than the other hosts, & they the most likely to form 

social bonds with non-devas. While they are as reticent on certain 
sensitive topics as a rudrana deva, they always approachable & 
pleasant, deftly changing the subject with aplomb of a diplomat. 
They tend to be flexible & practical, seeking the simplest solution 
to any problem, even if it is unpleasant or difficult in the short 
term. It is they who brokered the truce between the devils & the 
devas, & it is they who often maintain the armistice with frequent 
envoys & negotiations. They sometimes chafe under rules & 
regulations, seeing some laws as getting in the way of the greater 
good, but they find some way to work within the system, for the 
harmony of their people. 
 
Biology 
Asurana devas are between 7’ & 8’ tall, weigh around 220 to 280 
pounds, & usually have milky white flesh, although some of them 
have pale blue skin instead, a sign of even greater spiritual power. 
The males & the females are of roughly equal height, & they are 
both are lean & well-muscled. They are stunningly attractive 
creatures, by human standards. Most asurana devas have silvery 
hair with matching wing feathers, although other colors are 
possible, such as coppery or golden. Their eyes are always a 
swirling silver, with no visible pupils. They are the most likely of 
all deva-kind to have animal-like body parts; over a third of them 
have the head of an animal, such as a lion, an elephant, or a bull, & 
many of them have some other bestial feature like a tail or hooves. 
 
For all other aspects of their culture, see Mitrana Deva. 

 

Lesser Deva (Half-Celestial) 
3rd Edition Abilities & Racial Features 
Lesser Deva is an inherited template that can be added to any 
living, corporeal creature with an Intelligence score of 4 or higher 
& non-evil alignment (referred to hereafter as the base creature). A 
lesser deva uses all the base creature’s statistics and special 
abilities except as noted here: 

• Size and Type: The creature’s type changes to 
outsider. Do not recalculate the creature’s Hit Dice, 
base attack bonus, or saves. Size is unchanged. Lesser 
devas are normally native outsiders. 

• Speed: A lesser deva has feathered wings and can fly at 
twice the base creature’s base land speed (good 
maneuverability). If the base creature has a fly speed, 
use that instead. 

• Armor Class: Natural armor improves by +1 (this 
stacks with any natural armor bonus the base creature 
has). 

• Special Attacks: A lesser deva retains all the special 
attacks of the base creature and also gains the following 
special abilities. 

• Daylight (Su): Lesser devas can use a daylight effect 
(as the spell) at will. 

• Smite Evil (Su): Once per day a lesser deva can make a 
normal melee attack to deal extra damage equal to its 
HD (maximum of +20) against an evil foe. 

• Spell-Like Abilities: A lesser deva with an Intelligence 
or Wisdom score of 8 or higher has two or more spell-
like abilities, depending on its Hit Dice, as indicated on 
the table below. The abilities are cumulative. Unless 
otherwise noted, an ability is usable once per day. 
Caster level equals the creature’s HD, & the save DC is 
Charisma-based. 

HD Abilities 
1-2 protection from evil 3/day, bless 

3-4 aid, detect evil 
5-6 cure serious wounds, neutralize poison 
7-8 holy smite, remove disease 
9-10 dispel evil 
11-12 holy word 
13-14  holy aura 3/day, hallow 
15-16  mass charm monster 
17-18  summon monster IX (celestials only) 
19-20  resurrection 

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

• Darkvision out to 60 feet. 
• Immunity to disease. 
• Resistance to acid 10, cold 10, and electricity 10. 
• Damage Reduction: 5/magic (if HD 11 or less) or 

10/magic (if HD 12 or more). 
• A lesser deva’s natural weapons are treated as magic 

weapons for the purpose of overcoming damage 
reduction. 

• Spell resistance equal to creature’s HD + 10 (maximum 
35). 

• +4 racial bonus on Fortitude saves against poison. 
• Abilities: Increase from the base creature as follows: 

Str +4, Dex +2, Con +4, Int +2, Wis +4, Cha +4. 
• Skills: A lesser deva gains skill points as an outsider 

and has skill points equal to (8 + Int modifier) × (HD 
+3). Do not include Hit Dice from class levels in this 
calculation; the lesser deva gains outsider skill points 
only for its racial Hit Dice, & gains the normal amount 
of skill points for its class levels. Treat skills from the 
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base creature’s list as class skills, and other skills as 
cross-class. 

• Challenge Rating: HD 5 or less, as base creature +1; 
HD 6 to 10, as base creature +2; HD 11 or more, as 
base creature +3. 

• Alignment: Always good (any). 
• Level Adjustment: Same as base creature +4. 

 

Overview 
Population: 13,422,000 worldwide 
Height: 7’0” tall (average) 
Weight: 225 lbs. (average) 
Languages: Celestial, Houri 
 
The lesser devas are an intermediate step between the three hosts 
& the common devas. It was once thought that they were each 
merely the perfected form of a mortal soul, much like a houri, but 
it is now accepted that they are a type of deva. They all look like 
members of the mortal races, but with great downy wings & an 
aura of tranquility. They vary in power greatly; some are weaker 
than a common deva, while others are mightier than a mitrana 
deva. Many of them serve as the administrators of the deva society, 
orchestrating & facilitating the daily duties of their people. A few 
have more important or prestigious roles, but they often prefer to 
work behind the scenes, doing good deeds away from the spotlight. 
They are naturally humble & altruistic, wishing to give 
anonymously & make the world a better place from the veil of the 
shadows.  
 

Biology 
A lesser deva is usually 6”-12” taller than a mortal being, & more 
muscular as well. They each look like an ideal member of a mortal 
race, a paragon of beauty, strength, & grace without flaw or blight. 
The only major difference (aside from an air of serenity that is 
almost unknown to mortals) is a pair of large feathery wings on a 
lesser deva’s back. About half of the lesser devas are shaped like 
humans, but there are many who look like gnolls, kobolds, 
lizardfolk, & even aazlai or camelotaur. Their coloration is highly 
variable, with skin, hair, & eyes of nearly any shade or hue. 
 
Diet 
Unlike the greater devas, the lesser devas must eat in order to 
survive. They do not eat meat (unless they must to survive), 
preferring various fruits, vegetables, berries, nuts, & grains. 
Najmah is home to many different varieties of exotic fruit, so the 
devas can live comfortably just living off the land or cultivating 
small orchards for themselves. Their most popular dish is 
kartapuura, a flatbread made from a coarsely-ground wheat-like 
grain, topped with a paste of mashed vegetables & rolled into a 
tube. They often chew a tasty mint-like leaf to clean their teeth & 
moisten their pallet. Most of their other dishes tend not to have 
many spices or other flavorings, as they favor simple dishes 
without a lot of ingredients. They also enjoy a rose-colored wine 
made from the fermented juice of the draakzaa fruit. They are 
unfamiliar with dairy products, like milk & eggs, as they do not 
have domesticated animals that provide such fare. 
 
For all other aspects of their culture, see Mitrana Deva. 

 

Common Deva (Aasimar) 
3rd Edition Abilities & Racial Features 

• Wisdom +2, Charisma +2. 
• Outsider (Native): Common devas are not subject to 

spells or effects that affect humanoids only, such as 
charm person or dominate person. They also can be 
raised, reincarnated, or resurrected just as other living 
creatures can be, & they need to eat & sleep. 

• Medium Size: As Medium creatures, common devas 
have no special bonuses or penalties due to their size. 

• A common deva’s base land speed is 30 feet. 
• Darkvision out to 60 feet. 
• Racial Skills: Common devas have a +2 racial bonus 

on Spot & Listen checks. 
• Racial Feats: A common deva gains feats according to 

its class levels. 
• Daylight (Sp): A common deva can use daylight once 

per day as a 1st-level caster or a caster of his class 
levels, whichever is higher. 

• Special Qualities: Resistance to acid 5, cold 5, & 
electricity 5. 

• Automatic Languages: Celestial & Common. Bonus 
Languages: Archaic & Houri. 

• Favored Class: Paladin. 
• Level Adjustment: +1. 

 

Overview 
Population: 21,475,000 worldwide 
Height: 6’6” tall (average) 
Weight: 200 lbs. (average) 
Languages: Celestial, Houri 
 

The lowest caste of deva-kind, the common devas are just was 
wise & serene as their exalted brethren. In ancient times, members 
of this most numerous caste were known as aasimar, a word whose 
meaning has become lost over time, like much of the old lore.  The 
common devas are tall & well-built, appearing much like the 
houris that often live among them. To those who can perceive the 
aura of one’s spirit, however, the two beings have a marked 
difference: whereas the aura of a houri is that of an earthly being 
that has been enlightened & crystallized into a more perfection 
version of itself, the aura of a deva is one of inhuman spiritual 
connection, mingled with an unmistakable spark of the divine. All 
devas, even the least of them, are innately linked to a power 
beyond the mortal realms, & this bond unites the devas even as it 
separates them from the mundane affairs of mortal beings. 
 
Biology 
The average common deva is between 6’ & 7’ tall, weighs around 
160 to 240 pounds, & usually lack the feathered wings of their 
higher kin, although feather-filled hair is not uncommon. The 
males are generally taller & more muscular than the females, but 
both genders are lean & beautiful, by human standards. A homely 
aasimar is almost an oxymoron, as they are invariably attractive 
creatures. Their hair is usually a pale color, with blonde, ginger, & 
silver being the most common shades. Their eyes can be of almost 
any color, although golden-amber, icy-blue, & pearlescent are 
more prevalent than other colors. Their skin can be a deep shade of 
teal, a scintillating silver, or nearly anything in between. 
 
Diet 
For more information, see Lesser Deva: Diet. 
 
For all other aspects of their culture, see Mitrana Deva. 
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Races of Najmah: Devil 
Overview 
Population: 13,421,000 worldwide 
Height: varies by echelon 
Weight: varies by echelon 
Language: Infernal 
 
In the misty, star-lit world of Najmah, there is an empire of 
merciless, tyrannical creatures, beings of pure law & even purer 
evil. They are known by many names: Baatezu, the Infernal Ones, 
al-Iblis, the Fiends, aq-Qarsid, the Paapiiyas, & others. But their 
most common designation is Devil, a name that they reluctantly 
accept; they would rather be called the Achyrion, which is the word 
for their own kind in the Infernal tongue (both singular & plural). 
They are divided into several echelons, which determine not only 
their form but also their role in devil society. Diabolical & 
deceitful by nature, the devils are singularly dedicated to the 
conquest & subjugation of all other creatures. They wish to rule the 
Kamala & every being that exists within it, & they will ruthlessly 
use any means at their disposal to accomplish their ultimate goal. 
 
Biology 
Little can be said about the devils as a group, physiologically 
speaking, for they come in all shape & sizes. Their form is entirely 
dependent on their echelon, ranging from the tiny, lithe imps to the 
towering, hulking pit fiends. Most of the echelons are roughly 
humanoid in shape, if not in nature. Almost all of them have two 
arms, two legs, & an upright stance, although the bezekira are a 
notable exception, their form being mostly feline. There are some 
echelons that have a pair of wings, & nearly all of them possess a 
tail of some sort. 
 
Devils may appear to be similar to more mundane creatures, but 
internally, devils are quite different from mortal beings. Their 
bodies generate no warmth, nor do they have any need for heat; so 
long as they do not actually freeze solid, their black, oily blood 
will still pump through their icy veins. Their organs are mostly 
simplified versions of those possessed by humanoids, lacking 
complexity or variation. They can see perfectly well in even total 
darkness, their eyes being able to detect colors far beyond the 
normal spectrum. They need not breathe, & they only have a single 
small lung which they use to speak. Most telling of all, however, is 
the fact that no ordinary flame can burn them; they seem to be 
completely immune to fire or intense heat, & can even wade 
through molten lava without ill effects. 
 
There is little if any variation within a particular echelon; one 
barbazu looks much the same as any other. In fact, it is even 
difficult for other devils to tell two of the same echelon apart, such 
is the extent of their physical conformity. For this reason, most 
devils bear an identifying tattoo somewhere on their body, the 
placement & shape of which is used to distinguish individuals from 
one another. This tattoo usually bears some similarity to the mark 
of a devil’s masters, so that they can tell at a glance to who a devil 
has sworn fealty. 
 
Diet 
On their native Najmah, devils must eat in order to survive, just 
like any living creature. They need to consume relatively little, 
however, often having only one large meal per week. This is 
fortunate for them, considering how barren & inhospitable their 
homeland is, largely lacking vegetation & other wildlife. 
Therefore, they eat meat almost exclusively, largely eschewing 
fruits & vegetables. They prefer the flesh of other sentient 
creatures, & will readily cannibalize their own kind if other 
sources of food are not available. The bulk of their fare apparently 

comes from captured demons, although they consider mortal flesh 
to be notably superior in taste & texture. In centuries past, they 
usually feasted upon the bodies of devas & houris, but the post-
Calamity truce has largely curbed this habit, much to their chagrin. 
 
Reproduction 
Devils are sexless beings; while some echelons are equipped to 
engage in sexual acts, they only do so to corrupt or torment others 
(half-fiends are the result of these rare successful unions). Instead, 
their primary method of reproduction is similar to the indirect 
manner of the devas. When a sentient being dies on Siraaj, the 
mortal soul travels through the Pit of Fate on a journey that will 
test its worth. A trio of devils on the Terrace of Rubies makes 
offers to any soul if it will agree to join them instead of passing on 
to the next stair in the afterlife. If a soul signs their bargain, then it 
will travel to Najmah, where it will form into a dark, diffuse, 
reddish mist. 
 
This gloomy haze, called a Blight or an usnaka, will be drawn to 
powerful devils (or groups of less-powerful devils), where they 
will drift about, moaning & waiting for the time when they will be 
born anew. The devils are aware of the connection between 
usnakas & their reincarnated souls, but they avoid discussing them 
& generally try to pretend that they do not exist. They associate the 
Blights with a demoralizing feeling of misery & unease. 
 
Once each month, when the moons are dark &/or absent, there is a 
ceremony performed by a dark priest in each devil community, 
known as a spawning ritual. The ceremony is carried out under an 
open sky, & must be done with the prior consent of Tamaskama’s 
court (permits are procured through official channels). The dark 
priest takes a clump of salt crystal (easily obtained near Hima) & 
places it within the body of a sacrificial sentient creature (usually a 
demon, but a mortal or even another devil will suffice). If it is done 
correctly (& if there are souls to incarnate), then the salt crystal 
will be infused with a Blight & transmute into a devil, which will 
erupt from the corpse fully-grown. The newborn devil will often be 
a human-like timira (known in some circles as a tiefling), but about 
a third of the time the procedure will go slightly awry & a molten, 
warped lemure will be produced instead. 
 
Devils are effectively immortal; they do not age or die of natural 
causes, & so their lifespans are indefinite. There are few diseases 
or poisons that can harm them, so sickness is almost unknown to 
them. They can die by accident, or be killed on purpose by 
another’s hand, but otherwise, they will live forever in theory. The 
eldest of devils are thousands of years old, wicked creatures worn 
down to sharpened bone by time, betrayal, & paranoia. What 
happens when a devil finally dies is beyond anyone’s knowledge, 
but scholars & sages have debated this question since time 
immemorial, & countless theories abound. 
 

Culture 
Internal Relations 
The rigid & stratified culture of the devils is dominated by one 
primary tenet: fealty. Each devil is effectively enslaved by another, 
more powerful devil, in an unbroken chain from the lowliest timira 
to the Empress herself (in fact, Tamaskama’s official title is “The 
Empress of All & the Servant of None”). A devil will usually have 
one to four lesser devils that directly serve them, & can command 
its servants (or its servants’ servants) to do anything that it wishes. 
The only recourse that a devil has, if they do not wish to fulfill one 
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of their master’s demands, is to petition their master’s master, 
which can be a dangerous proposition. 
 
The only other reason to contact one’s master’s master (or 
grandmaster, in devil parlance) is to petition for a promotion. This 
is the second tenet of devil society: ambition. Every devil strives to 
accumulate power, by any means necessary. Some seek to gather 
slaves, while others risk their own immortal beings on the fields of 
battle, so that they may bask in the glories of victory. But these are 
just means to an end, as power is always a means to amassing more 
power. A devil that has distinguished itself from its peers can 
request a promotion from its grandmaster to the next-highest 
echelon, which is one of the very few times that a devil be said to 
experience true joy. A devil can only promote a servant to an 
echelon below its own (that is, they cannot raise another to an 
equal echelon to itself), so a devil must truly stand out from the 
crowd to be noticed by its grandmaster. 
 
The transition from one echelon to another is violent & agonizing, 
as a devil’s body is wracked with painful spasms for several hours, 
until finally their flesh splits & the devil’s new form bursts forth 
from the bloody husk of the old form. This excruciating process is 
emblematic of the final tenet of devil civilization: suffering. Nearly 
every aspect of a devil’s life involves pain & the infliction thereof. 
They have seemingly no sympathy for one another (or any other 
creatures, for that matter), & appear to even relish the misfortunes 
of others. They have no compunction against harming or 
humiliating their servants, & will even do so to peers or superiors 
if they can get away with it. The only restraints that they have 
against their innate depravity are fealty & ambition; they must 
follow their masters’ orders, & they will not risk losing their 
standing in the eyes of said masters. But devils respect those who 
can inflict pain well, & so often a devil must learn to creatively 
indulge their dark desires if they wish to rise above their brethren. 
 
External Relations 
Devils do not really get along well with any other race, as they do 
not get along well with each other. They have had several major 
conflicts with the houris, the genies, the half-genies, the mortal 
folk, & the rakshasas. They do have a fragile truce with the devas 
which has lasted centuries, ever since the Great Calamity, but it is 
solely based on their shared fear & suspicion of the demons, & the 
armistice could collapse at a moment’s notice. 
 
Currently, the devils are embroiled in an interminable war with the 
demonic hordes of Sergala, one that has ground to a hopeless 
stalemate where neither side can gain an upper hand for very long. 
The demons hold numeric superiority, while the devils have long 
held a strategic & logistical advantage; for every devil that the 
demons slaughter or possess, the devils execute or corrupt two of 
the demon-folk. But the hordes are seemingly inexhaustible, & 
neither side has made any major gains or losses in ages. Their 
bitter war with the Sergalai has further ravaged the already-harsh 
badlands in-between the two forces’ homelands, the trench-carved 
& wind-scoured desert known as the White Wastes. 
 
Occupations 
Devils perform all of the tasks that one would expect would be 
needed in an advanced civilization. Despite their great personal 
power & magical talents, a majority of labor is accomplished the 
mundane way: through muscle & sweat. This toil is performed by 
servants, who in turn delegate their duties to their servants, down 
to the lowest echelon that can reasonably be expected to perform 
adequately at a given task. Some echelons are better suited to 
certain roles than others, so they are directly assigned to those 
positions by the highest castes. Some echelons are not ideally 
suited for any specific role (like the lowly lemures), & so are 
consigned to do whatever job needs done at a particular moment. 

 
For more information, see Echelons. 
 
Names 
A devil will invariably accrue a host of names in their ages of 
existence. A devil is given a name when it is first condensed from 
a Blight, & it is given a new name upon entering every echelon 
(via promotion or demotion). Each is formally addressed by its 
newest name alone, & to call a devil by one of its former names is 
viewed as a sign of disrespect, as if one were ignoring the devil’s 
latest achievements & status. A devil recalls every name that it has 
ever had, & sometimes uses these designations as aliases when 
traveling outside of the empire. 
 
Each devil also bears a secret name, one that is unique to them 
alone. This secret name, which tends to be quite long & 
multisyllabic, identifies a devil as the property of their master, & is 
known only to them & their masters. To learn the secret name of a 
devil gives one a great deal of power over them, as a devil will do 
almost anything to prevent the public release of this most private 
designation. 
 
Male Sample Names 
Aphalex, Axalathos, Bacharthydes, Charystes, Chyros, Daryxan, 
Exethion, Hystares, Kalames, Malythex, Mastyphes, Nædios, 
Phelydius, Phrynus, Stalydon, Thæmolai, Zelykoi, Zyrus 
 
Female Sample Names 
Æthelydes, Apaltharus, Beltharon, Chælon, Chorydius, 
Dachythion, Haphysus, Hyla, Karkythai, Lyxus, Nyphalon, 
Phylegor, Pyragethos, Syron, Steriex, Thaxiron, Thyxaphion, 
Zalaches 
 
Arts & Education 
It cannot be said that the devils are a particularly creative people. 
They prefer to corrupt things that already exist, to subvert & warp 
extant things rather than craft them from nothing. In their view, it 
is better to enslave an artist & command them to create than to do 
so directly. But they are not without the spark of imagination that 
is necessary in an artistic endeavor. 
 
The devils are all very clever creatures, with a wicked wit & a gift 
for strategy. They are best known for their mastery of the word, 
both in spoken & in written form. They are natural orators, capable 
of stunning feats of prose & moving delivery of speech. With but a 
few well-chosen falsehoods & half-truths, they can convince others 
to act according to their wishes, acting upon their target’s own 
motives & perceptions. 
 
This talent, which is present in nearly all devils to some degree, 
reveals yet another gift of theirs: the knack of insight. They can 
size up a person & determine what drives them with formidable 
speed & ease. Combined with their powers of persuasion, it is of 
no surprise that their malign influence has topped more than one 
nation, to say nothing of the countless souls that they have damned 
over the ages. 
 
These abilities are not present in a newly-spawned devil, although 
the seeds of such dark faculties are ubiquitous in their kind. From 
the hour of their spawning, when a Blight is first condensed & 
infused into a nascent timira, its training (& its service to the 
empire) begins. Every young devil is instructed concerning the 
laws, the tenets of devil society (see Internal Relations, above), & 
imperial doctrine. They are trained to serve their masters, & to 
perform the tasks demanded of them without failure, hesitation, or 
complaint. They also learn to rely only upon themselves, & to keep 
a watchful eye for betrayal by their fellow devils. 
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This tutelage is brutally exacting, & the price for failure is either 
torture or death, depending of the expectations of the student. This 
cruel education continues for many years, until the young devil is 
honed to a razor-sharp edge, & all possibility for empathy & trust 
is scoured away. Any student that fails to conform to the standards 
of the empire is summarily killed, as an example to the others of 
the cost of deviance from the norm. 
 
 
Relationships 
There exists no romance among devils, for love requires empathy, 
which is apparently beyond there capacity to experience with any 
veracity (although they can emulate it well enough as part of a 
deception). To them, the only relationship that matters is the one 
that exists between a master & their servant, & no affection lies 
within such bonds. A master’s demands leave no room for 
fondness, & a servant’s only desire is to attain the power that its 
master possesses. 
 
Amongst a devil’s peers, there are only rivalries of various degrees 
of acrimony, as each devil attempts to outdo one another, while 
undercutting the accomplishments of those within their echelon. 
Alliances of convenience are often formed, but these are strictly 
business deals of mutual benefit, & are dissolved the moment that 
there is the slightest imbalance (often with a malicious betrayal). 
To stand out from the rest, an ambitious devil (as there is no other 
kind) must find creative ways to impress one’s masters, & so they 
often find equally-creative ways to sabotage the efforts of others. 
 
Crime 
The laws of the Hima Sovereignty are as numerous as they are 
strict. Conformity & obedience are of paramount importance to the 
devils, & any deviation from the regulations set forth by the state 
are considered a rejection of the supreme authority of the Empress 
herself, & punished accordingly. There are laws governing just 
about every conceivable facet of daily life, covering even the most 
obscure & unlikely scenarios. Indoctrination concerning the laws is 
mandatory for every devil (see Arts & Education, above), & such 
training begins the day that a Blight is condensed into a timira (or a 
lemure). 
 
The legal codices of the empire are encyclopedic in size & scope, 
spanning dozens of volumes & thousands of pages. The laws are 
updated with new edicts & errata, which are frequently clarified by 
imperial adjudicators, & it is a point of pride among devils to 
memorize them all in every detail. Ignorance of the law is, in fact, 
a crime itself, & so all devils strive to maintain a comprehensive 
knowledge. Contests are even held in which two or more devils 
compete to determine who has a greater understanding of the 
official rulings, both past & current. 
 
Execution of the laws falls under the jurisdiction of the Sovereign 
Guard, the internal security forces of the empire, although it is 
expected that every citizen (IE all devils, everywhere) assist the 
guard in performing their duties by reporting any breach of the 
laws, no matter how minor. A devil accused of a crime is required 
to report to the imperial courts & stand before one of the local 
adjudicators, who will assess the crime, the devil’s prior record, & 
the relative status of the devil’s masters. The accused is considered 
guilty unless proven innocent, & it is up to the defendant to 
represent themselves (or employ an advocate, although this is 
generally frowned upon as a sign of weakness or stupidity), which 
is yet another incentive to know the laws thoroughly. If convicted, 
a devil can appeal the decision to the adjudicator’s master, but the 
success of this is utterly dependent upon the standing of the 
adjudicator in its master’s eyes. 
 

The penalties for breaking any law are unsurprisingly severe, & 
they fall into three main categories. The first punishment is the 
Price of Pain, wherein the guilty devil is tortured, either by their 
master or an imperial torturer assigned to carry out the sentence; 
this is for relatively-minor infractions, & is a common event in the 
devils’ lives. The second punishment is the Price of Position, 
wherein a convicted devil is demoted to a lower echelon, the 
degree of which is determined by the severity of the crime; it can 
be as simple as a single-echelon downgrading, or as harsh as a 
return to the near-mindless wretchedness of a lemure (demotions 
are just as painful as promotions are, & they are seen as a fate 
worse than death by many). The final punishment is the Price of 
Provision, wherein the offending devil condemned to death, its 
immortal life extinguished & its body fed to others; this is a rare 
sentence, & is usually invoked for reasons unrelated to the crime 
itself. 
 
Language 
The devils’ tongue (known formally as Achryos or Infernal) is a 
wickedly complex language, capable of both damning precision & 
deceptive ambiguity. It is a lawyer’s speech, with many rules & 
even more exceptions, clauses, & loopholes. Many poets have been 
tempted by its plethora of homophones & synonyms, but are vexed 
by its rigid grammar & cold, sharp pronunciation. Best spoken 
with a silvered (or forked) tongue, the language excels when used 
to draft contracts & treaties, as its nuances & distinctions lend 
themselves well to the application of legal matters. 
 
Infernal is an ancient tongue, a language that has been worked, 
revised, & codified several times over the millennia. Its primordial 
roots can be traced to pacts & edicts dating back to the Age Before 
Time, although it is said that the devils’ speech was old even then. 
It hasn’t really changed too much since the primeval days of the 
God-War, as the oldest available documents are still 
comprehensible today. It seems to share some similarities with 
Draconic, & it is suspected by some linguists that the first dragons 
borrowed elements from Infernal when they originally made their 
own speech. It also shares some vocabulary with Abyssal, the 
demon’s tongue, although neither race would admit to cross-
contamination, despite thousands of years of interaction. 
 
Echelons 
The culture of the devils is rigidly divided into a caste system, 
stratified by their physical forms, which are called echelons. As 
mentioned prior, each devil starts its existence as a mere timira (or, 
in unfortunate cases, as a wretched lemure), & can be promoted to 
more powerful forms. The available forms, their roles in devil 
society, & their relationships with one another are enumerated 
below. 
 
Tiefling (Timira) 

• Population: 6,712,000 (50%) 
• Description: These nascent devils look like fiendish 

mockeries of the major races of Siraaj: gnolls, humans, 
kobolds, lizardfolk, etc. They are the lowest echelon of 
devil-kind, yet they are more highly regarded than half-
fiends (as they are true devils) & even lemures (as they 
are considered to have a greater potential). They almost 
never have servants of their own, & when they do, their 
servants are always non-devils. 

• Societal Roles: Apprentice, Farmer, Laborer, Student 
• Possible Promotions: Imp (common), Bearded Devil 

(rare) 
• Possible Demotions: None 

 
Lemure 

• Population: 3,357,000 (25%) 
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• Description: These miserable, half-melted devils are 
either the result of a spawning ritual gone slightly 
wrong or a demotion of a devil from a higher echelon. 
They are considered worthless cannon-fodder by other 
devils, & are given the most unpleasant tasks 
imaginable by their masters. They never have servants, 
& they often attack each other out of frustration over 
their lot in devil society. 

• Societal Roles: Farmer, Guard, Laborer, Soldier 
• Possible Promotions: Imp (common), Bearded Devil 

(rare) 
• Possible Demotions: None 

 
 
Imp 

• Population: 1,678,000 (12.5%) 
• Description: These tiny devils are known for their 

cowardice & their reliance on their words to accomplish 
their goals. They travel to Siraaj whenever possible to 
corrupt souls & send them on the path towards evil. 
More than any other echelon, they use their servants for 
physical defense, as well as to carry out attacks. 

• Societal Roles: Apprentice, Bureaucrat, Messenger, 
Student, Spy 

• Possible Promotions: Bearded Devil (common), Chain 
Devil (uncommon), Hellcat (rare) 

• Possible Demotions: Lemure 
 
Bearded Devil (Barbazu) 

• Population: 839,200 (6.25%) 
• Description: These bellicose devils are the primary 

shock troops in the imperial army. They are noted for 
the well-tended glaives that each of them carry, which 
are considered an integral part of their being; a barbazu 
that has lost its glaive will either kill itself in shame or 
be torn asunder by its peers. They rarely have imp 
servants, preferring to train timiras or lemures in the 
arts of war. 

• Societal Roles: Laborer, Guard, Merchant, Messenger, 
Soldier 

• Possible Promotions: Chain Devil (common), Bone 
Devil or Erinyes (uncommon), Hellcat (rare) 

• Possible Demotions: Imp (common), Lemure (rare) 
 
Chain Devil (Kyton) 

• Population: 419,600 (3.13%) 
• Description: The clanking, rattling devils are walking 

personifications of the binding oppression that is the 
Hima Sovereignty. Their chains are embedded into their 
very flesh, & thusly cannot be removed while they live 
(if any devil can truly be considered alive). While some 
have barbazu servants, most would rather train young 
timiras or lemures in the ways of devil society, feasting 
upon their dimmer students. 

• Societal Roles: Guard, Magus, Soldier, Torturer, 
Trainer 

• Possible Promotions: Bone Devil (common), Erinyes 
(uncommon), Hellcat (rare) 

• Possible Demotions: Bearded Devil (common), Imp 
(uncommon), Lemure (rare) 

 
Hellcat (Bezekira) 

• Population: 209,800 (1.57%) 
• Description: The leonine devils are unlike any other 

major echelon, which are all basically humanoid in 
form. The shimmering beasts have an unsettling nature, 

& often shock those unfamiliar with their kind, who 
would be unused to their wit & their exclusively-
telepathic communication. They usually keep imps as 
servants, although kytons & barbazu are not unheard of. 

• Societal Roles: Guard, Soldier, Spy, Torturer 
• Possible Promotions: Bone Devil (common), Erinyes 

(uncommon), Barbed Devil (rare) 
• Possible Demotions: Imp (common), Lemure (rare) 

 
Erinyes 

• Population: 104,900 (0.78%) 
• Description: These comely devils are said to have been 

originally crafted in the image of devas, so as to 
infiltrate their forces & subvert them from within. 
Regardless of their initial purpose, they serve many 
functions in modern times, & they especially delight in 
seducing mortals to consign their own soles to evil. 
They most commonly keep imps as servants, although 
some choose to train particularly-clever timira (never 
barbazu or lemures) in the ways of persuasion & magic. 

• Societal Roles: Advocate, Diplomat, Magus, 
Messenger, Spy 

• Possible Promotions: Barbed Devil (common) 
• Possible Demotions: Bearded Devil (common), Chain 

Devil (uncommon), Hellcat (rare) 
 
Bone Devil (Osyluth) 

• Population: 52,700 (0.39%) 
• Description: These skeletal devils form the base of the 

imperial bureaucracy, mostly keeping records of 
performance on the lower echelons & filing reports for 
the upper echelons. Quick-witted & versatile, many of 
them chafe at the monotony of their tedious existence, 
& wish to prove to their masters that they are capable of 
more (like most other devils, really). They are bound, 
however, to work with the proper channels to 
accomplish this, so ingrained is the imperial system 
within their minds. 

• Societal Roles: Advocate, Bureaucrat, Merchant, 
Messenger, Spy 

• Possible Promotions: Barbed Devil (common) 
• Possible Demotions: Chain Devil (common), Bearded 

Devil (uncommon), Hellcat (rare) 
 
Barbed Devil (Hamatula) 

• Population: 26,400 (0.19%) 
• Description: These tense, anxious devils are often seen 

as the petty tyrants of the Hima Sovereignty, self-
important minor functionaries & mid-level ministers 
who take every advantage of their authority (as is a 
given for the devils). The highest echelon that is present 
in all three columns of devil-kind, they are quite eager 
to ascend to where the true power lies, having risen so 
close to Tamaskama’s supremacy. They keep osyluths 
& erinyes as servants in nearly equal measure, with 
kytons being a distant third choice. 

• Societal Roles: Advocate, Bureaucrat, Magus, 
Merchant, Soldier 

• Possible Promotions: Ice Devil (uncommon), Horned 
Devil (common), Pit Fiend (rare) 

• Possible Demotions: Bone Devil (common), Erinyes 
(uncommon), Hellcat (rare) 

 
Ice Devil (Gelugon) 

• Population: 13,400 (0.10%) 
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• Description: These frigid devils comprise the Third 
Column of devil-kind, the masters of the White Wastes 
& the arch-nemeses of their demonic adversaries. 
Concentrated in the northern reaches of the empire, 
where the salt plains fade into true tundra, they rule an 
almost independent fiefdom, & some have begun to 
question their loyalty to the empress. Their most 
common servants are hamatulas, although osyluths & 
erinyes are frequently seen in their thrall, as well. 

• Societal Roles: Bureaucrat, Magus, Soldier, Spy 
• Possible Promotions: None (common), Unique (rare) 
• Possible Demotions: Barbed Devil (common) 

 
Horned Devil (Cornugon) 

• Population: 6,700 (0.05%) 
• Description: These fearsome devils comprise the 

Second Column of devil-kind, the leaders of civil 
society within the Hima Sovereignty. They intimidate 
& unnerve even their superiors with their terrible 
visage, & they use this to their advantage to push their 
callous agendas. They are most often responsible for 
running the day-to-day operations of many imperial 
offices. They usually possess hamatulas as servants, 
with osyluths & erinyes as somewhat-rare alternatives. 

• Societal Roles: Archmagus, Bureaucrat, Diplomat, 
General, Politician 

• Possible Promotions: None (common), Unique (rare) 
• Possible Demotions: Barbed Devil (common) 

 
Pit Fiend 

• Population: 2,900 (0.02%) 
• Description: These hulking devils comprise the First 

Column of devil-kind, the lords of the military & the 
Sovereign Guard. Ruling over warriors & sentries 
throughout the empire with their imposing presence, 
they are often undone by their own hubris & 
overconfidence, as they strive to attain the power of the 
Outer Court. They almost always have bezekiras for 
their servants, & will only accept hamatulas as 
substitutes, preferring the hellcats to humanoid minions. 

• Societal Roles: Archmagus, Diplomat, General, 
Minister, Politician 

• Possible Promotions: None (common), Unique (rare) 
• Possible Demotions: Barbed Devil (common) 

 

Others 
• Population: 1,400 (0.01%) 
• Description: The Outer Court of devil-kind consists of 

those devils that cannot be classified within the major 
echelons: archdevils with exclusive forms & devils of 
rare types. The Uniques are considered blessed by 
Rajani (or whichever divinity a devil adheres to), 
although Tamaskama claims credit for their distinctive 
shapes. The others in this smallest of groupings belong 
to what is known as the Minor Echelons, with seldom-
heard names & much less power than the Uniques (all 
of them carry the same social status, though). Pit fiends 
are their most common servants, but they can have 
minions of any echelon, with cornugons, gelugons, & 
hamatulas being less rare than other kinds. 

• Societal Roles: Archmagus, Diplomat, Fateweaver, 
Minister, Socialite 

• Possible Promotions: Various 
• Possible Demotions: Various 

 
Infernal Alphabet 
 AI/Y Aima (Yma) 
 O Ophia 
 OI Oida 
 A Athla 
 Æ Æda 
 E/I Estilon (Istelon) 
 U Upha 
 PH Phæda 
 P Pachron 
 B Belda 
 X Axilon 
 S/Z Sæga (Zæga) 
 ST Stæga 
 D Dæda 
 TH Thæga 
 CH/K Chæda (Kæda) 
 G Gæda 
 M Malda 
 N Naion 
 R Ræda 
 L Lapa 
 H Hiotha
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Archaic Language (Admajai) 
The language commonly known today as Archaic was the 
predominant tongue of the Empire of Admaja, as it was for the 
Kingdom of Admaja before it. It originated on the Shepherd's Isle 
(called the Shattered Isle in modern times), & was spoken there in 
some recognizable form since the Age of Kingdoms. It served as 
the lingua franca on the continent of Admaja during almost the 
entirety of the Imperial Era, up until the Ten Dark Years, when it 
was rapidly supplanted by the Common speech (formerly the 

tongue of the kobolds). It can still be seen today on most ruins 
dating from the previous two ages, on many old texts, & on some 
magical scrolls. While the Common Speech is the prevalent 
language of the modern age, many people can still understand 
Archaic (particularly along the Mamlaqah Coast), & some can 
even speak it after a fashion, even though it is effectively a dead 
language. 

 
Table 11-1: Admajai Vocabulary 

Admajai Word English Meaning Admajai Word English Meaning Admajai Word English Meaning 
abazi village ija bridge quhad-gul ravenous serpent, dragon 
adua three (3), third ijabet city of bridges qulzad desert, wasteland 
adul male, masculine iqura glass qurai small, little 
ahuz ending, stopping, ceasing iqurabet city of glass radim tower, spire 
-ai of, pertaining to, adjective form ishar explosion, burst, blast radimbet city of towers 
aimas revenge, retribution, vengeance izana seven (7), seventh rahan north, northern, northward 
aiqu heat, hotness, warmth izr son raiz old, elderly 
aladul man izud daughter razir elder 
alaja life, living jahar land, ground ral red 
alaqanas human, folk, people jahazi island rema six (6), sixth 
alarun woman jalaq destructive, unmaking rezal beer 
aluq child, children, offspring jalaq-mazir malign spirit, ahriman, ghul riqa pain, agony, suffering 
aq- the jalim hatred, spite, malice rimar thief, rogue 
aqimar map, guide jalud ruin, destruction, decay runaraq stabbing, piercing 
araq lizard, reptile jerim regime ruz in, within 
arun female, feminine jeqta fool, idiot, buffoon -sad, -asad without, lacking, negative, -less 
ashiz song, ballad jima hope sadi without, lacking, negative 
atuj creative, making jimabet city of hope saj claw, talon 
atuj-mazir benign spirit, bahamut jina open, wide salaz shadow, shade, dimness 
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azet territory, dominion jiqaluja caravan salur absent, missing 
badras assassin, killer jual west, western, westward salim arch, curve 
balaz month jujim through saraq hair, fur 
baluqar moon juza eight (8), eighth sarqai hairy, furry, wooly 
balzed alphabet laraz year sedar wise, clever, bright, intelligent 
baruq dune lazaqa guardian, protector selash peace, harmony, calm 
basha town lazaqa-nasid guardian spirit, hafaza, hafza sezashar to escape, to flee, to retreat 
beqi to find, to locate lehan south, southern, southward shadul brother 
bet, -abet city, metropolis leqad bird shahazan castle, fortress 
bishaj tax, toll, levy, tithe lila dome shamat sibling 
buqa two (2), second ludr knowledge, to know sharun sister 
burashi flatbread luqad anger, fury, rage shiur love, emotion, feeling 
dal home, house, residence lura five (5), fifth shibaj poison, venom, toxin 
daqa plants, greenery, vegetation luz to live, to dwell shuqa wing 
daqabet city of green luzar dweller, resident, citizen sim genie (spirit-being) 
deruq green, plant, vegetable madirun prostitute, whore sisana coast, shore 
dilam hand madun flood, flooding sual east, eastern, eastward 
diai your, yours mal light suja death 
diu you (singular) malaz day, daytime sumar bone 
duaz closed, narrow manas warrior, fighter, soldier suraj corpse, dead body 
duraq hymn, chant, mantra mar white surja dead 
edala change, alter, transform mashaz to walk, walking tabari word 
elaq magic, sorcery mazir god (spirit-being) tabariqad language, tongue, speech 
elaqras mage, sorcerer mazuri god, diety tal dark, darkness 
eq I, me meqar hiding, concealing talar night, nighttime 
eqar eye mezul father taq slave, indentured servant 
eqri we, us mezun mother taqma service, fidelity 
equt quiet, silent mira one (1), first tazi wall, divide, partition 
esham madness, insanity, lunacy mua religion, faith, belief, creed tazibet city of walls 
ezbar to own, to possess muaji cult, sect, cabal, circle, order teqar mouth, maw 
faj though, although muarzi divine, holy, sublime teshiq hero, champion, savior 
falaj between muarzibet holy city, city of god tila nine (9), ninth 
farun blood mutar number, integer tiqar to wound, to harm, to maim 
fediq to heal, to cure, to mend nadim plain, field, flatland tizash noble, aristocrat, elite 
fizar letter, character, symbol naduza ocean tuaj unholy corpse, ghoul, zombie 
fuardul merchant, salesman nam half, part, portion, fraction tul knife, dagger, blade 
gabar to dig, to bury nasid angel (spirit-being) ua and 
gajaq cavern naz good, kind, benevolent ubaz head 
gazila fate, destiny, doom neshid to shake, to convulse udal forever, eternity 
geju only, just nilum to repair, to fix, to mend uimar to block, to prevent, to parry 
genumel victory, success niu you (plural) ulaz dry, arid, parched 
gihala dynasty, lineage nizia lake unas thing, object, item 
gilam provider, donor, supplier numar half-breed, crossbreed, hybrid uqali hyena, wild dog 
guadai instead of nuraz to wash, to bathe, to cleanse usaq new, young 
gul ravenous, voracious, greedy nuza water, sea, watery usham forged, manufactured 
hadab unpleasant, foul, disgusting nuza-sim water genie, marid uzari eater, devourer, consumer 
hal tooth qadal gem, jewel, precious stone zabul can, could, may 
haqalil sky qaji guild, union, group, club zadi sand 
haqara wind, air, airy qalila hill, bluff, mound zalim border, boundary, edge 
haqara-sim air genie, djinni qalim mountain zarqa fire, blaze, fiery 
harash path, trail qama all, every zarqa-sim fire genie, efreet 
haza leader, commander, ruler qanas people, group, population zataqar sun 
hazaqan king, lord, ruler qanuil nomad, wanderer zehim gate, gateway, passage 
hazanim queen, lady, ruler qar evil, cruel, malevolent zehimbet city of gates 
hazari kingdom, nation, empire qarsid demon/devil (spirit-being) zehira pass 
hebaq true, genuine, real qash resolve, determination zek drawing, painting, sculpture 
hequ craft, product, goods, wares qaturan battle, fight, skirmish zekar artist, painter, sculptor 
hila four (4), fourth qazaj holy corpse, mummy zenul will, would 
hizu courage, bravery, valor qehala earth, soil, ground, earthy zihara road 
hizul brave, courageous qehala-sim earth genie, dao zimbal lion, lioness 
hul black qidar soul, spirit, essense ziria river 
huzia oasis, pond qira rock, stone zuha ten (10), tenth 
-i, -ri plural qimarazan temple, shrine zui star 
ibar gold, golden qrai our, ours zuqar damnation, curse, hex 
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idai by quhad serpent, snake zur high, super, great, arch- 
 

568



Hoplite (3rd Edition Prestige Class) 
The elite soldiers of Uqalizar were feared & respected throughout 
the continent during much of the Age of Kingdoms. These mostly-
gnoll warriors defended their homeland with a discipline & 
efficiency that was legendary. They were often hired outside their 
native land as mercenaries, which spread their well-deserved fame 
even further. 
 
Today, the proud tradition of the hoplite is mostly forgotten, 
relegated to tales of days long past. However, some rare 
individuals still follow the old martial customs, & the tactics of the 
hoplite have not been completely lost. All along the eastern coast, 
warriors still carry spear & shield into battle, as their ancestors 
once did. 
 
Rarely without employment, a hoplite is a lightly-armored 
polearm-wielding warrior, employed as a noble retainer or elite 
soldier. A professional combatant, the hoplite wields polearms & 
bears a large shield, the better to move quickly & dominate the 
field of battle. They are a cut above other warriors, & they are 
quick to exploit every advantage. 
 
Becoming a Hoplite 
 
Hit Die: d10. 

 

Entry Requirements 
To qualify to take levels as a hoplite, a character must fulfill all the 
following criteria: 
 Base Attack Bonus: +5. 
 Proficiencies: Must be proficient with all martial 
weapons, light armor, medium armor, & shields (tower shield 
proficiency is not necessary). 
 Feats: Weapon Focus (Glaive, Guisarme, Lance, 
Longspear, or Ranseur). 
 Special: Must possess & use a heavy shield or a tower 
shield. This shield may have magical enhancements &/or special 
abilities, but must be of at least masterwork quality. 
 

Class Skills 
The Hoplite’s class skills (& the key ability for each skill) are 
Intimidate (Cha), Listen (Wis), Profession (Wis), Spot (Wis), 
Survival (Wis), & Tumble (Dex). 
 
Skill Points at Each Level: 2 + Intelligence modifier. 

 
Table 11-2: The Hoplite (PrC) 

Level Base Attack Bonus Fortitude Save Reflex Save Will Save Special 
1st +1 +2 +2 +0 Bonus Feat 
2nd +2 +3 +3 +0 Short Haft, Bonus Feat 
3rd +3 +3 +3 +1 Phalanx Formation, Bonus Feat 
4th +4 +4 +4 +1 With Your Shield or Upon It, Bonus Feat 
5th +5 +4 +4 +1 Molon Labe, Bonus Feat 

 

Class Features 
All of the following are features of the hoplite prestige class: 
 
Weapon and Armor Proficiency: Hoplites gain no proficiency 
with any weapon or armor. 
 
Bonus Feat: At each level, a hoplite may choose a bonus feat from 
the list of feats available to fighters. This is in addition to the feats 
that a character of any class normally gets from advancing levels. 
The character must still meet any prerequisites for these bonus 
feats, including levels of fighter for the Weapon Specialization, 
Greater Weapon Focus, & Greater Weapon Specialization feats. 
 
Short Haft (Ex): At 2nd level, a hoplite is able to use a reach 
weapon more effectively, even in close quarters. As a swift action, 
a hoplite can now switch his grip on his reach weapon so that he 
can use it to attack adjacent opponents. To attack opponents at 
reach again, a hoplite must use another swift action to switch his 
grip back. 
 
Phalanx Formation (Ex): At 3rd level, a hoplite can use his shield 
to defend both himself & those adjacent to him. Any ally within 5’ 
of a hoplite at this level gains an untyped bonus to their AC equal 
to the hoplite’s shield bonus, as long as the hoplite is holding & 
using his shield. 
 
With Your Shield or Upon It (Ex): At 4th level, a hoplite is able 
to use his shield more efficiently, defending himself more 
effectively. While holding & using his shield, the hoplite becomes 
immune to critical hits, as well as precision-based damage, such as 

that dealt by sneak attacks. However, if the hoplite loses his shield, 
he loses these benefits until it is replaced; in addition, he suffers a 
morale penalty on all attack rolls, skill checks, & saving throws 
equal to his lost shield’s AC bonus. This effect lasts until the 
hoplite either regains his original shield, or acquires one of 
equal/greater quality. 
 
Molon Labe (Ex): At 5th level, a hoplite becomes one with his 
reach weapon. He cannot be disarmed against his will, & his reach 
weapon cannot be sundered while it is in his hand. Any attempt to 
either disarm the hoplite or sunder his reach weapon provokes an 
attack of opportunity, even if the opponent possesses the Improved 
Disarm or Improved Sunder feat. Disarm attempts automatically 
fail, while sunder attempts deal damage to the hoplite himself 
instead of his weapon, assuming that the attempt successfully 
overcomes his AC. 
 

Playing a Hoplite 
Combat 
Advancement 
Resources 
 

Hoplites in the World 
Organizations 
NPC Reactions 
 

Hoplites in the Game 
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Lore 
Characters that have ranks in Knowledge (History) can learn more 
about hoplites. When a character makes a successful skill check, 
the following lore is revealed, including the information from 
lower DC’s. 
 DC10: “” 
 DC15: “” 
 DC20: “” 
 DC30: Characters who have reached this level of 
knowledge know how to find local hoplites, & can identify one on 
sight. 
 

Sample Encounter 
Teshiq Zaq-Zalar (EL9) 
Coming Soon! 
 
RACE: Narsabi male 
CLASS: Fighter 6/Hoplite 2 
ALIGNMENT: Lawful Evil 
DEITY: Sunya 
SIZE: Medium 
AGE: 27 (born 328 AF) 
HEIGHT: 5’11” 
WEIGHT: 159 lbs. 
EYES: Red 
HAIR: Orange 
LANGUAGES: Common & Ignan 
HIT DICE: 10+5d10+2d10+16 (64HP) 
INITIATIVE: +6 
SPEED: 30’ 
ARMOR CLASS: 26 (+3 Dex, +12 armor, +1 deflection); touch 
14; flat-footed 23 
BASE ATTACK BONUS: +8 
GRAPPLE BONUS: +11 
ATTACK: +13 Glaive (1d10+5, ×3, slashing) 
FULL ATTACK: +13/+8 Glaive (1d10+5, ×3, slashing) 
SPACE/REACH: 5’/5’ 
SAVING THROWS: Fortitude +10, Reflex +7, Will +2 
ABILITIES: 
 Strength 16 (+3) 
 Dexterity 16 (+3) 
 Constitution 14 (+2) 
 Intelligence 14 (+2) 
 Wisdom 10 (+0) 
 Charisma 8 (-1) 
SKILLS: 44 points 
 Bluff +1 
 Climb +12 

 Intimidate +12 
 Jump +12 
 Listen +3 
 Spot +3 
 Swim +12 
FEATS: Avoidance**, Cleave, Defensive Stance**, Great Cleave, 
Improved Initiative, Power Attack, Style Feat**, Weapon Focus 
(Glaive), Weapon Specialization (Glaive) 
WEAPON: +2 Glaive (8,308gp, 1d10+5, ×3, 10 lbs., slashing) 
ARMOR: 
 +2 Banded Mail (4,400gp, +8, maximum dexterity 
bonus +1, check penalty -5, 35% AFC, speed 20’, 35lbs.) 
 +2 Heavy Wooden Shield (4,157gp, +4, check penalty -
2, 15% AFC, 10lbs.) 
EQUIPMENT: 

• 135gp 
• Ring of Protection +1 (2,000gp) 

RACIAL FEATURES: 
• Outsider (Native): Narsabi are not subject to spells or 

effects that affect humanoids only, such as charm 
person or dominate person. They also can be raised, 
reincarnated, or resurrected just as other living creatures 
can be, & they need to eat & sleep. 

• Darkvision 60’. 
• Elemental Resistance: A narsabi gains Fire Resistance 

2. 
• Genie Heritage (Su): A narsabi gains a +2 racial bonus 

on saving throws against [Fire] spells & effects. This 
bonus increases by +2 for every 5 class levels the sabi 
attains. 

• Hot to the Touch (Ex): Each time that a narsabi 
character makes a successful attack with a natural 
weapon or an unarmed strike, they deal an additional 1 
point of fire damage. This damage cannot be added to 
any other melee or ranged attack. In addition, they deal 
1 point of fire damage per round to all opponents that 
are grappling them. 

• Ritual Lore: Narsabi gain Ritual Lore as a bonus feat, 
but they must choose a ritual with the Fire descriptor. 

• Spell-Like Abilities 
o 3/Day: flickerflame 
o 1/Day: flame blade 
o Caster level 5th. The save DCs are 

Intelligence-based. 
CLASS FEATURES: 
 Short Haft. 
LEVEL ADJUSTMENT: +1 
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Revised Poison Rules (3rd Edition) 
NOTE: These revised poison rules replace the rules for poison 
found in the Dungeon Master’s Guide (pages 296-297). 
 

When creatures become poisoned via any method, they 
must make a Fortitude saving throw. If they fail the save, then they 
take the poison’s initial damage & are sickened (see Condition 
Summary: Sickened) for one minute. Even if they succeed, though, 
they still must take non-lethal HP damage equal to the ability 
damage that they would have taken on a failed save. For example, 
if a creature fails their initial save against Honey Spider Venom, 
then they take 1d4 Intelligence damage (& are sickened); if they 
had made the saving throw, then they would still take 1d4 points of 
non-lethal damage. 

One minute later, the poisoned creature must make 
another Fortitude saving throw (with the same DC as before). If 
they fail this save, then they take the poison’s secondary damage 
(listed in that specific poison’s entry), & are nauseated (see 
Condition Summary: Nauseated) for one round; after that round, 
they are sickened until they rest for one hour. Even if they make 
the save, they must again take non-lethal HP damage equal to the 
initial damage that they would have taken on a failed save. 

The Fortitude save DC against a specific poison is 
listed in that poison’s entry. The Fortitude save DC against a 
creature’s natural poison attack is equal to 10 + ½ poisoning 
creature’s racial HD + poisoning creature’s Constitution modifier 
(the exact DC is given in the creature’s descriptive text). 

One dose of poison smeared on a weapon or some other 
object affects just a single target. A poisoned weapon or object 
retains its venom until the weapon scores a hit or the object is 
touched (unless the poison is wiped off before a target comes in 
contact with it). Any poison smeared on an object or exposed to 
the elements in any way remains potent until it is touched or used.  

Although supernatural & spell-like poisons are 
possible, poisonous effects are almost always extraordinary. 

Poisons can be divided into four basic types according 
to the method by which their effect is delivered, as follows: 

• Contact: Merely touching this type of poison 
necessitates a saving throw. It can be actively delivered 
via a weapon or a touch attack. Even if a creature has 
sufficient damage reduction to avoid taking any damage 
from the attack, the poison can still affect it. A chest or 
other object can be smeared with contact poison as part 
of a trap.  

• Ingested: Ingested poisons are virtually impossible to 
utilize in a combat situation. A poisoner could 
administer a potion to an unconscious creature or 

attempt to dupe someone into drinking or eating 
something poisoned. Assassins & other characters tend 
to use ingested poisons outside of combat. 

• Inhaled: Inhaled poisons are usually contained in 
fragile vials or eggshells. They can be thrown as a 
ranged attack with a range increment of 10’. When it 
strikes a hard surface (or is struck hard), the container 
releases its poison. One dose spreads to fill the volume 
of a 10’ cube. Each creature within the area must make 
a saving throw. Holding one’s breath is ineffective 
against inhaled poisons; they affect the nasal 
membranes, tear ducts, & other parts of the body. 
Creatures that do not need to breathe are usually 
immune to these poisons. 

• Injury: This poison must be delivered through a 
wound. If a creature has sufficient damage reduction to 
avoid taking any damage from the attack, the poison 
does not affect it. Traps that cause damage from 
weapons, needles, & the like sometimes contain injury-
based poisons. 

 
The characteristics of specific poisons are detailed on 

Table 11-3: Poisons. Terms for each of the table’s columns are 
defined below: 

• Type: The poison’s method of delivery (contact, 
ingested, inhaled, or via an injury) & the Fortitude save 
DC to avoid the poison’s damage. 

• Initial Damage: The damage the creature takes 
immediately upon failing their saving throw against this 
poison. Failing this save also renders them sickened for 
one minute. 

• Secondary Damage: The amount of damage the 
creature takes one minute after exposure as a result of 
the poisoning, if they fail a second saving throw. 
Failing this save renders them nauseated for one round; 
after that round, they are sickened until they rest for one 
hour. 

• Price: The cost of one dose (one vial) of the poison. It 
is not possible to use or apply poison in any quantity 
smaller than one dose. The purchase & possession of 
poison is usually illegal, & even in big cities it can be 
obtained only from specialized, less than reputable 
sources. 

 

 
Table 11-3: Poisons 

Poison Name Type Initial Damage Secondary Damage Price 
Abzi Chungwa Venom Injury DC17 1d6 Dexterity 1d6 Constitution 1,000gp 
Abzi Lujeng Venom Injury DC14 1d6 Dexterity 1d6 Constitution 750gp 
Arsenic Ingested 15 1 physical 1d6 physical 120gp 
Black Adder Venom Injury 13 1d6 Constitution 1d6 Constitution 120gp 
Black Lotus Extract Contact DC22 2d6 physical 2d6 physical 4,500gp 
Bloodroot Injury 14 N/A 1d4 Constitution + 1d3 Wisdom 100gp 
Blue Whinnis Injury 16 1 Constitution unconsciousness 120gp 
Burnt Othur Fumes Inhaled 20 1 Constitution** death 2,100gp 
Button Spider Venom Injury DC16 2d12 HP 2d6 nerve 200gp 
Centipede Poison (Small) Injury 13 1 nerve 1 nerve 90gp 
Dark Reaver Powder Ingested 20 2d6 Constitution 1d6 Constitution + 1d6 Strength 300gp 
Deadly Nightshade Ingested DC19 1d6 psyche 1d6 psyche** 450gp 
Deathblade Injury 22 1d6 Constitution 2d6 Constitution 1,800gp 
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Djinn-Blight* Contact DC20 1 physical** 3d6 physical 4,000gp 
Dragon Bile Contact DC28 3d6 muscular N/A 2,500gp 
Foxglove Ingested DC15 2d4 cognition death 1,100gp 
Giant Wasp Poison Injury 20 1d6 nerve 1d6 nerve 210gp 
Greenblood Oil Injury 15 1 Constitution 1d2 Constitution 100gp 
Hayya Bark* Ingested DC30 2d4 cognition 2d4 mental 1,300gp 
Hemlock Ingested DC20 1d6 Charisma death 800gp 
Honey Spider Oil Contact DC24 1d4 Intelligence** 2d6 muscular 2,800gp 
Honey Spider Venom Injury DC20 1d4 Intelligence 1d8 Strength 250gp 
Hydra Blood Injury DC22 death death 2,200gp 
Id Moss Ingested 16 1d4 mental 2d4 mental 125gp 
Insanity Mist Inhaled 17 1 cognition** 2d4 cognition 1,500gp 
Lich Dust Ingested 19 2d6 Strength 1d6 Strength 250gp 
Mahavara Flower Extract Contact DC22 1d10 Dexterity 2d6 cognition 2,300gp 
Malyss Root Paste Contact DC18 1 Dexterity 2d4 Dexterity 500gp 
Mandrake Ingested DC19 1d6 psyche 2d6 psyche 400gp 
Maqur’s Kiss Injury 13 Unconsciousness Unconsciousness 75gp 
Naja Lojing Venom Injury DC15 1d6 Constitution 2d6 Constitution 950gp 
Naja Xanghua Venom Injury DC18 1d6 Constitution 2d6 Constitution 1,200gp 
Nightshead Venom Injury DC30 2d4 muscular 4d4 physical 2,600gp 
Nitharit Contact DC15 N/A death 650gp 
Oil of Taggit Ingested 17 N/A unconsciousness 90gp 
Pearl Scorpion Venom Injury DC28 2d4 nerve 3d6 Constitution 2,200gp 
Purple Worm Poison Injury 26 1d4 muscular 2d4 muscular 700gp 
Rajani Flower Extract Contact DC29 1d4 muscular 2d4 physical 2,000gp 
Red Shahbanu* Ingested DC28 1d8 psyche 3d6 Constitution 1,300gp 
Sassone Leaf Residue Contact DC18 2d12 HP 1d6 Constitution 300gp 
Scorpion Venom (Large) Injury 20 1d6 Strength 1d6 Strength 200gp 
Shadow Essence Injury 19 1 muscular** 2d4 muscular 250gp 
Smoke Adder Dust Inhaled DC25 2d6 Constitution 2d6 nerve 3,200gp 
Spider Venom (Medium) Injury 16 1d4 Strength 1d4 Strength 150gp 
Splinterstone Ingested DC25 3d4 muscular 2d6 Constitution 1,400gp 
Striped Toadstool Ingested 13 1 Wisdom 2d6 cognition 180gp 
Terinav Root Contact DC18 1d6 Dexterity 2d6 Dexterity 750gp 
Ungol Dust Inhaled 17 1 psyche** 1d4 psyche 1,000gp 
Wizard’s Bane* Injury DC23 1 Intelligence** 1d6 Intelligence 700gp 
Wyvern Poison Injury 19 2d6 Constitution 2d6 Constitution 3,000gp 
Zimari Oil Contact DC17 1 Dexterity** 1d8 Dexterity 1,500gp 

* = affects Outsiders, as well 
** = Permanent drain, not temporary damage 
Poisons not found in the SRD are in BLUE 
 

Damage Types 
The initial & secondary damage that poisons inflict are 

usually ability damage of some sort. Ability damage is temporary 
unless marked with a double-asterisk (**), in which case the loss is 
a permanent drain. Unconsciousness lasts for 1d3 hours; paralysis 
lasts for 2d6 minutes; death is (ostensibly) permanent. Poison 
entries marked with a single asterisk (*) after their name are able to 
affect all Outsiders, in addition to creatures that are normally 
affected by poison. In addition to conventional ability damage & 
status conditions, poisons can also do ability damage in the 
following combinations: 
 Muscular: Strength & Dexterity 
 Nerve: Dexterity & Intelligence 
 Physical: Strength, Dexterity, & Constitution 
 Cognition: Intelligence & Wisdom 
 Psyche: Wisdom & Charisma 
 Mental: Intelligence, Wisdom, & Charisma 

 
So a poison that does 2d4 nerve damage deals 2d4 

points of Dexterity damage & 2d4 points of Intelligence damage. 
A creature that makes a save against a poison that deals combined 
ability damage instead takes non-lethal damage equal to the value 
listed in the entry; for example, if a poison deals 1d6 psyche 
damage (1d6 points of Wisdom damage & 1d6 points of Charisma 
damage), then a creature would only take 1d6 points of non-lethal 
damage upon a successful save. 
 

Perils of Using Poison 
A creature has a 5% chance of exposing itself to a 

poison whenever it applies poison to a weapon or otherwise readies 
poison for use. Additionally, a creature that rolls a natural 1 on an 
attack roll with a poisoned weapon must make a Reflex save 
(DC15) or accidentally poison itself with the weapon. A creature 
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with a poison attack is immune to its own poison & the poison of 
others of its kind. 
 

Poison Immunities 
Creatures with natural poison attacks are immune to 

their own poison. Non-living creatures (constructs & undead) & 

creatures without metabolisms (such as elementals) are always 
immune to poison. Oozes, Plants, and Outsiders can theoretically 
be poisoned, but generally not by the same substances that would 
poison other creatures. Therefore, treat these creature types as 
being immune to poison unless a poison's description mentions that 
it harms them. 
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Rituals (3rd Edition) 
In the magical realms of the Kamala, the foundations of 

existence are the mystic patterns shaped by Zihaja eons ago, 
polished by exotic creatures & fantastic beings & frayed by 
coincidence & circumstance. The loose threads of these patterns 
wind back into the master design, & it is by tugging at such strands 
that rituals are performed. 

Superstition is, by & large, descended from truth on the 
Kamala. Though perhaps diluted over centuries, the grains of 
veracity in fables & legends lend themselves to being cryptic 
guidebooks to great power. With enough study & corroboration, it 
is possible to find the consistent set of events that, when brought 
about, tap into the magic of Siraaj & Najmah to release a primal 
sorcery; an echo of some fantastic event; an innate, esoteric power 
in blood tinted with the arcane. 

Though rituals speak to the magic in one’s own veins, 
or to the spirits of the elements that comprise the world, or to a 
demiurge of arcane memory, there remains always an element of 
uncertainty in their craft. One who studies the lore of a ritual can 
grow highly skilled in it, but in a speculative, esoteric practice such 
as it takes to bring about a ritual, there is always a margin for error. 
& rituals do not always require the intent of the one performing 
them; some rituals, in fact, can be performed quite by accident, 
which adds further unpredictability to the potential consequences. 
 

Why Allow Rituals? 
Rituals allow characters of all classes to employ 

magical effects, & give the same benefit to the NPCs of your 
world. They also function with error & uncertainty present, & so 
can create effects that might be too powerful for a standard spell. 
Similarly, a ritual can have more specific or narrow uses, which an 
equivalent spell might be marginalized for. 

Most importantly, the DM has the final say over the 
power of any ritual at any time, as each requires at least one skill 
check. Thus, they function as powers that can be used in the swing 
of an adventure, but with a built-in valve that lets you stop some 
fatal effect from ending the plot a few seconds in, & allows you to 
bring in justifiable plot complications without cheapening 
powerful magical preparations & defenses. They also provide the 
DM with plot hooks & other storytelling tools, so that they may 
easily create adventures that appeal to everyone at the table. 
 

What Are Curses? 
 Curses are simply harmful magical effects that affect a 
character over time. Whereas a magic missile or inflict light 
wounds spell will harm a character immediately, a curse has more 
permanent detriments. Cursed characters might have large 
penalties to ability scores, attack rolls, saving throws, ability 
checks, skill checks, etc. They might have negative status 
conditions, like blind, confused, exhausted, frightened, or 
sickened. They might even suffer some more unusual malady, like 
a penalty to caster level, a grotesque visage, a low Initiative, or 
some sort of hallucination. 
 Virtually any ongoing negative magical effect could be 
termed a curse. True curses, though, come as the result of either 
rituals or certain spells. The bestow curse spell is probably the 
most well-known method for inflicting curses, but most curses in 
the worlds of the Kamala are the result of rituals. In fact, in many 
cases, the terms “curse” & “ritual” could be used interchangeably, 
even though not all rituals are harmful, & not all curses are rituals. 
 
 
 

How to Use a Ritual 
Rituals can be used in two fashions: trained & 

untrained. The former is normally reserved for rituals that will be 
used often, for highly dangerous rituals, or for those that cannot be 
performed untrained. The latter will crop up commonly for rituals 
with a narrow range of uses, or for very simple or easy rituals. 
Untrained rituals are also important for another reason, which will 
be discussed later. 

To use a trained ritual, a character must possess the 
Ritual Lore feat for the corresponding ritual. The use of a ritual 
typically takes anywhere from one minute to one hour, although 
some exist that take as little as one round to perform, & several can 
take more than a day. Many rituals will require one or more 
mundane components in addition to the time it takes, & some 
impose prerequisites to learn or perform. These prerequisites only 
apply when using the trained ritual. 

To use a ritual untrained usually requires a Knowledge 
check to know anything about the ritual at all, even the ritual’s 
existence. The DC of this check is set at the DM’s discretion; 
simple or superstitious rituals might be DC 10 or 15; clan or racial 
rituals might be DC 20 or 25, & some will be so obscure & 
forgotten that their DC could be as 50. Only a trained individual 
can use the Aid Another action to assist someone with their ritual’s 
skill checks. 

The use of any ritual, whether trained or untrained, 
requires a skill check on one or more key skills. The DC’s are set 
by the terms of the ritual, though circumstances may increase or 
decrease it accordingly. Taking 10 or Taking 20 on a skill check 
for a ritual is not possible, as it is a quasi-magical effect. It is 
normally more difficult to perform a ritual untrained, & in some 
cases may be simply impossible. 

Some rituals also require expensive material 
components or foci, & a rare few even demand XP from the 
character performing the ritual. In these cases, where an untrained 
attempt is even possible, it will likely incur an additional cost in 
goods or XP. 

Unless otherwise specified, rituals are considered 
supernatural effects, & have a permanent duration. 

Lastly, some rituals are dangerous or fatal if performed 
untrained. A ritual tablet will allow the use of these rituals in a safe 
manner. 
 

How to Read a Ritual 
A typical ritual appears below: 

 
Truth Born of Mercy [Good, Martial] 
 Prerequisites: Any lawful or good alignment. 
 Key Skill: Diplomacy. 
 Time: 1 standard action. 
 Ritual: The secret ties of combat hide many surprises; 
one is the price that may be extracted to purchase mercy from a 
foe. Truth Born of Mercy is a warrior’s tradition come to life; the 
practice of sparing a foe in exchange for information is a pale echo 
of the covenant that this ritual represents. You may demand Truth 
Born of Mercy when your foe has less than 50% of his or her 
normal hit point total remaining. Truth Born of Mercy may only be 
demanded when your foe is seriously threatened by you. Make a 
Diplomacy check opposed by your foe’s Sense Motive check. 
 Effects: If you succeed, you must immediately cease 
hostilities against your foe, as must your allies. You cannot harm 
or detain your foe, nor knowingly allow your allies to harm/detain 
it, nor knowingly allow it to be harmed/detained through any 
circumstance that would result from either inaction or consequence 
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of action on the part of you or your allies. In exchange for this 
mercy, you may ask 1d4 simple questions of your foe, which will 
be answered truthfully to the best of the subject’s ability. 
Increasing the DC of the check by 5 allows you to ask one 
additional question if successful. The mercy you grant extends for 
an indeterminable period of time. Should you breach the terms of 
mercy during this time, you forfeit 1,000XP as well as any 
experience gained from defeating this foe. 
 Untrained: Possible; your Diplomacy check is made at 
a -5 penalty. Knowledge (Local) to learn. 
 Failure: You may demand Truth Born of Mercy of the 
same foe only twice in the same day. A failure wastes one attempt. 
 Removal: GD, LW, MW. 
 
Prerequisites 

This line specifies whether the character needs to be of 
a specific class level, a particular race, a specific alignment, or a 
particular gender to learn & employ the ritual. Prerequisites only 
apply to trained attempts, & limit whether or not a ritual can be 
selected for Ritual Lore. 
 
Key Skills 

This line denotes the skill or skills required to attempt 
the ritual. A character must have at minimum 4 ranks in each skill 
to make a trained attempt. 
 
Time 

This can range from 1 standard action to upwards of a 
week. 
 
Ritual 

This section this section broadly describes the details of 
the ritual, as well as the DCs of necessary skill checks, the material 
components & foci needed, any situations which specifically alter 
the DC of the ritual or its properties, & the results of the ritual’s 
success. Rituals rarely have a set range; they will usually work on 
their intended target from any distance, so long as the target is on 
the same plane as the performer. 
 
Untrained 

This line can have five possible outcomes: Simple, 
Possible, Dangerous, Deadly, or Impossible. “Simple” means that 
there is neither penalty nor consequence for an untrained check, & 
is very uncommon. “Possible” is the most common category, & 
will have a listing of associated risks or penalties. “Dangerous” 
means that in addition to penalties to the check, there will also be a 
direct consequence for even making the attempt. “Deadly” means 
that the attempt will have a serious consequence & cannot be 
performed untrained. “Impossible” simply means that the ritual 
cannot be performed untrained; all untrained attempt merely fail. 

This is also where one can find out what field of study 
is required for the Knowledge check needed to learn of the ritual’s 
existence. Remember, the DM is responsible for setting the DC of 
this Knowledge check (see How to Use a Ritual, above). Even 
rituals which are Impossible to perform untrained have a 
Knowledge check to learn of their existence. 
 
Failure 

This section details the consequences of failing the 
check, if any, & normally explains consequences for a Deadly 
untrained attempt as well. 
 
Removal 
 This line denotes what measures need to be taken to end 
a ritual’s effects. Many rituals have permanent or semi-permanent 
consequences, & in order to make them stop, or end prematurely, 
some actions need to be taken. Casting certain spells on the target 
is often required; if a spell is listed in a ritual’s entry, then casting 

that spell on the target will dispel that ritual’s effects. Below is a 
list of the common abbreviations, & what they mean: 

• BE – break enchantment (4-5) 
• DM – dispel magic (3-4) 
• GD – greater dispel magic (5-6) 
• GR – greater remove curse (5-6) 
• LW – limited wish (7) 
• MW – miracle or wish (9) 
• NA – not applicable/none 
• RC – remove curse (3-4) 

 
Cost 

This line details costs for expensive material 
components & foci, as well as any XP costs associated with 
performing the ritual. Not all rituals have a material/XP cost, & 
those that have an XP cost can never be performed accidently. 
 
Categorizing Rituals 

Rituals have descriptors similar to ordinary spells. The 
descriptors are acid, air, arcane, chaotic, cold, darkness, death, 
divine, earth, electricity, evil, fear, fire, force, good, language-
dependent, lawful, light, martial, mind-affecting, natural, serene, 
sonic, & water. 
 
Specific Rules 

The elemental descriptors (Air, Earth, Fire & Water) 
restrict members of the half-djinn & sabi races when selecting 
rituals. A half-djinn or sabi taking Ritual Lore cannot select a ritual 
with an elemental descriptor other than their own. 

The alignment descriptors (Chaotic, Evil, Good & 
Lawful) restrict characters when selecting rituals. A character 
taking Ritual Lore cannot select a ritual with an alignment 
descriptor opposed to their own alignment. Should their alignment 
change at a later time, they may still make trained attempts 
provided they still meet the prerequisites of the ritual. 

The Arcane descriptor means that the ritual can be 
selected for a Wizard’s bonus feats. Rituals with the Arcane 
descriptor are considered spell-like, not supernatural, & are 
powered by arcane magic. 

Rituals with the Divine descriptor are considered 
supernatural & are powered by divine magic. A character that 
grossly violates the tenets of his or her deity without another divine 
backer cannot use Divine rituals. 

The Martial descriptor means that the ritual can be 
selected for a fighter’s bonus feats. Rituals with the Martial 
descriptor are considered extraordinary, not supernatural. 

The Natural descriptor means that the ritual is powered 
by nature. Constructs & undead cannot perform Natural rituals. 

The Serene descriptor means that the ritual can be 
selected for a monk’s bonus feats. Rituals with the Serene 
descriptor are powered by the atman, or spirit, of the character. 
 
Disrupting & Ending Rituals 
 Disrupting a ritual is no easy thing, & few know how to 
recognize one & deal with it appropriately. Performing a ritual 
always provokes an attack of opportunity, but if a ritual is 
interrupted before it is completed, the performer of the ritual may 
get a saving throw to continue it. The type of saving throw depends 
on the ability modifier used for the skill check: 
Strength/Constitution-based skills grant Fortitude saves, Dexterity-
based skills grant Reflex saves, & Intelligence/Wisdom/Charisma-
based skills grant Will saves. The DC for the saving throw is rather 
dependent on circumstances, but a good rule-of-thumb is that it 
equals 10 + the amount of damage sustained in the last round. If a 
ritual is interrupted for 1 round, the skill check for the ritual 
increases by +10. If a ritual is disrupted for longer than 1 round, 
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then it fails. Rituals cannot be interrupted more than once without 
automatic failure. 
 

 
 

Specific Rituals (36) 
A Change in Perspective 
Armament of Last Resort 
Bane of the Broken Blade 
Barren Womb 
Bound to the Relic 
Candle of Life 
Depths of Despair 
Doom of Time 
Entreaty to Sidaru 
Eternal Slumber 
Eye of Arcane Blood 
Fertility Ward 

Fortune of Adimas 
Foul Tongue 
Freedom of the Mind 
Gates of Night 
Golden Gleam 
Honeyed Words 
Hyaenthropy 
Liberation of the Masses 
Lost Talent 
Mask of the Ghul 
Mind of the Beast 
Mouth of Madness 

Plague of Dire Fate 
Prayer of Pashati 
Sacrament of Qirus 
Sacrifice to Maqur 
Scar of the Earth 
Shattered Shell 
Shutting the Eyes of the World 
Spawn of the Blackened Blood 
Thunder Lure 
Trial of Limalia 
Unending Agony 
Veneration 

 
A Change in Perspective [Mind-Affecting] 

• Key Skill: Diplomacy. 
• Time: 1 minute. 
• Ritual: The worlds of the Kamala are deeply tied to 

cosmic balance of all things. If this balance is upset, 
then strange & terrible things can happen. This simple 
rite is but one small example of what can go awry when 
such balance is disturbed. To perform this ritual, you 
must convince a creature to do something totally & 
completely against their moral &/or ethical code. This 
requires a Diplomacy check (DC30); if successful, then 
the intended target must make a Will save (DC15). 

• Effects: A creature that fails this saving throw goes 
through a massive personality shift; its alignment 
becomes the polar opposite of what it normally is: a LG 
creature becomes CE, a CN creature becomes LN, etc. 
A truly neutral creature (N) becomes an extreme 
alignment of your choice (LG, CG, LE, or CE). 

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your 
Diplomacy check’s DC goes up by +5. Knowledge 
(Arcana) to learn. 

• Failure: If you fail during the ritual, then all that is lost 
is time & the materials. But if your target makes their 
Will save, then the ritual affects you instead (no save), 
& you are shaken for 1 hour. 

• Removal: BE, GR, LW, MW. 
 
Armament of Last Resort [Martial] 

• Prerequisites: Must not be able to cast spells. 
• Key Skill: Craft (weaponsmithing). 
• Time: 1 standard action. 
• Ritual: A warrior without his weapon is often at a 

tremendous disadvantage, like a caster caught in an 
anti-magic field. But there is a way that a warrior who 
has lost his weapon can craft another instantly & 
continue the fight. To do this, you must call upon your 
weapon of choice, yelling it aloud & reaching up for it. 
This must be a weapon that you are proficient in using, 
& you must be capable of speech & reaching upward. 
This requires a successful Craft (weaponsmithing) 
check (DC10 + the desired weapon’s maximum non-
critical damage + its critical multiplier). 

• Effects: If successful, then you conjure the weapon 
from thin air, in a swirl of orange & blue flame. The 
weapon will immediately form (safely) in your hands, 
ready to be brandished. The weapon has a +1 
enhancement bonus & the Diurnal special ability when 
conjured on Siraaj; on Najmah, the weapon has the 

Nocturnal special ability instead. Holding the weapon 
burns you, dealing you 1 point of damage per round. 
The weapon lasts for a number of rounds equal to your 
HD × 5, or until it is put down, after which it will fade 
away. It can only be used by you; handing the weapon 
to another creature causes it to fade away, as if 
discarded. 

• Untrained: Simple. Knowledge (The Planes) to learn. 
• Failure: If you fail during the ritual, then all that is lost 

is time. 
• Special: Reaching upward is done on Siraaj, but on 

Najmah, you must reach downward. Also, on Najmah, 
you must add the weapon’s threat range to the Craft 
check’s DC, instead of its critical multiplier. Lastly, this 
ritual automatically fails if you have another weapon on 
your person, or are capable of using a natural weapon. 

• Removal: NA. 
 
Bane of the Broken Blade [Death] 

• Key Skill: Spellcraft. 
• Time: 1 standard action. 
• Ritual: Magic is a potent force, one that can be used for 

great good or terrible evil. One of the most dangerous 
acts of magic involves the breaking of a magical item. 
The arcane energies unleashed by a magical item’s 
destruction can wreak havoc upon an area. To take 
advantage of this devastation, you must damage a 
magic item until it destroyed. You must then make a 
Spellcraft check (DC25) within 1 round after the item’s 
sundering. 

• Effects: If successful, an explosion of negative energy 
fills a radius equal to the item’s caster level times 10’. 
All creatures within the area (except you) must make a 
Fortitude save (DC20) or gain 1 negative level; sentient 
creatures killed by this rise again the next night as 
zombies & sometimes wights (5% chance, Humanoid 
type only). Undead creatures gain 6 temporary hit 
points, which last no more than 24 hours. 

• Untrained: Possible; all creatures affected by this gain 
a +5 circumstance bonus on their Fortitude saves, & 
your Spellcraft check’s DC goes up by +5. Knowledge 
(Arcana) to learn. 

• Failure: If you fail during the ritual, then you suffer 1 
negative level, & are stunned for 1d4 rounds. 

• Removal: GR, LW, MW. 
 
 
Barren Womb [Death, Evil] 

• Prerequisites: Female only; any evil alignment. 
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• Key Skill: Craft (woodcarving). 
• Time: 4 hours. 
• Ritual: Fertility is a fickle & risky part of life, & with 

little more than time & spite, you can ruin a creature’s 
reproductive capabilities, rendering them infertile. With 
hatred in your heart, carve a tiny wooden effigy of the 
intended target. This requires four hours, a sharp knife, 
a block of wood weighing one pound, & a successful 
Craft (woodcarving) check (DC25). The intended target 
must be a specific creature that you have personally met 
before. If successful, the resulting carving is of 
sufficient quality that you may use it for this ritual. 
Once the figure is finished, all that is needed to 
complete the ritual is to whisper your hatred of the 
target into the effigy’s ear, & then cast it into a fire. 
Once the carving burns, the intended target much make 
a successful Fortitude save (DC25) 

• Effects: Upon a failed save, the target becomes sterile 
for one full year, completely unable to reproduce. If the 
target is pregnant at the time of this effect becoming 
active, then the mother can make a second Fortitude 
save (DC25) to keep her child; otherwise, it is lost in a 
miscarriage. 

• Untrained: Possible; your target gets a +5 bonus on 
their Fortitude save, & your Craft check’s DC goes up 
by +5. Knowledge (Nature) to learn. 

• Failure: If you fail during the carving, then all that is 
lost is time & the wooden block. But if your target 
makes their Will save, then you take 1d4+2 points of 
Wisdom damage. 

• Special: The carving could be made by a person other 
than yourself, but the less-intimate connection between 
you & the figure grants the intended target a +5 bonus 
on their Fortitude save. 

• Removal: GR, LW, MW. 
 
Bound to the Relic [Arcane] 

• Prerequisites: Race must be a non-genie. 
• Key Skills: Knowledge (Arcana) & Use Magic Device. 
• Time: 5 minutes. 
• Ritual: Ever since the fall of the Admajai, legends of 

powerful genies trapped in fabled objects have spread 
across Siraaj. These legends are not only true, but in 
fact can be replicated using powerful binding magic. 
First, the genie must be trapped in as powerful a 
manner as a spirit creature can, with a location bind 
spell intensified to its smallest possible area. Secondly, 
its physical & spiritual being must be sealed into an 
item via relic bind. While wearing or bearing the item, 
you must make a Knowledge (Arcana) check (DC 10 + 
genie’s HD + genie’s Will modifier) & place an arcane 
mark upon it to script your unspoken will upon the 
magic implement. Lastly, you must have the relic 
bound with permanency & make a Use Magic Device 
check (DC 10 + genie’s HD + genie’s Will modifier) to 
attune yourself to the relic. 

• Effects: If you succeed in all of this, then you have 
crafted yourself a powerful relic & bound yourself a 
slave who can never free himself from your clutches. 
You can convoke the bound genie once per day without 
offering him a Will save to break free. In addition, the 
bound genie must obey any order you give, provided it 
is neither perceptively suicidal nor is an order to grant 
you a wish. Unlike a normal relic bind, the bound 
essence responds to you & you alone. You may place 
additional enchantments on the relic, & no form of 
magic can undo the binding. 

• Untrained: Dangerous. Once you begin this ritual 
untrained, you lose any possible defense against the 
genie you are attempting to bind, as well as any attack 
or effect it procures against you. This includes 
abjurations, spell resistance, damage reduction & 
energy resistance. 

• Failure: If you fail the Knowledge (Arcana) check, 
then the genie is merely bound as by relic bind. Should 
it render three services under convocation, it is 
irrevocably freed for all time from your binding magics, 
& knows your name. Additionally, it can find you 
regardless of any protections short of soul blank. If you 
fail the Use Magic Device check, then the genie is 
bound but does not need to follow your orders & can 
render service to any being who can convoke it. Should 
a spell fail, you can attempt to repeat that part of the 
process. 

• Removal: MW. 
 
Candle of Life [Fire] 

A candle burns for everyone, 
For all born under the shining sun. 

Some burn slow, & some burn quick. 
Some have a long or shorter wick. 

Some burn bright, & some burn sick. 
But a candle burns for everyone, 

For all born under the blazing sun. 
• Key Skill: Craft (candle). 
• Time: 1 hour. 
• Ritual: A foot-long crimson candle must be made from 

the finest purified tallow (which is obtained from a 
virgin black lamb, born under the new moons), & at 
least one ounce of blood from a sarsaok. It must then be 
inscribed with the target’s full name, given at birth; 
etching any alias, pseudonym, or assumed name onto 
the candle will ruin it. Preparing the candle costs 
1,000gp, & takes one full month, as the blood must 
only be thickened slowly by the light of the sun. The 
DC for the Craft check to make the candle is 10 + the 
target’s HD + your own HD. Once the candle has been 
prepared, then it must be held under the light of the full 
moon & burned in its entirety. Holding the candle the 
entire time (a single hour) is required for the ritual, & 
the target must be within the light of the candle (30’) 
for the entire duration, otherwise the ritual ends in 
failure. Once the candle burns out, it deals 1d6 points of 
fire damage to you. 

• Effects: If you succeed, then roll 1d12. You may add 
(or subtract) this number, in years, to the target’s 
maximum lifespan. You cannot perform this ritual on 
more than one target at a time, you cannot perform this 
ritual on the same target twice, & you cannot perform 
this ritual on yourself. The target still must take any 
penalties &/or bonuses that may be incurred by 
advanced aging, & no single target can be the recipient 
of this ritual more than once every 10 years. 

• Untrained: Impossible. Knowledge (Arcana or Nature) 
to learn. 

• Failure: You are aged 1d12 years, taking any penalties 
&/or bonuses that may be incurred. 

• Removal: MW. 
 
 
 
 
Depths of Despair [Arcane, Mind-Affecting] 

• Key Skill: Concentration. 
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• Time: 1 minute. 
• Ritual: The world is full of horrors, both large & small. 

With just a minute of meditation, you can make your 
target realize what an awful world we live in, which 
drives them nearly mad with depression. You must 
concentrate for one full minute (DC15), envisioning 
your target in your mind & imagining every unfortunate 
thing that can possibly happen to them. 

• Effects: Your intended target must make a Will save 
(DC20) or succumb to suicidal-depression for the next 
24 hours, suffering a -5 morale penalty on all attack 
rolls, saving throws, & skill checks. In addition, the 
depressed target must roll 1d20 each hour for the next 
24 hours (sleeping doesn’t count for this); on a roll of 1, 
the target tries to kill themselves, attacking themselves 
(a character attacking themselves have an AC of 0) 
until they are dead or stopped in some way. 

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your 
Concentration check’s DC goes up by +5. Knowledge 
(Arcana) to learn. 

• Failure: If you fail during the meditation, then all that 
is lost is time; you may try again, each attempt against 
the same person permanently raises the Concentration 
DC by +2. But if your target makes their Will save, 
then you suffering a -2 morale penalty on all attack 
rolls, saving throws, & skill checks for the next 24 
hours. 

• Removal: BE, GR, LW, MW. 
 
Doom of Time [Death] 

• Key Skill: Balance. 
• Time: 1 hour. 
• Ritual: Every mortal being will die someday, & you 

have discovered a way to force a creature to face their 
impending death. By acting as a living sundial, you 
indirectly unravel a creature’s life force, hastening them 
to their eventually fate. You must stand upon a Tiny or 
smaller stone in the noonday sun on your left foot for 1 
full hour, reciting your intended target’s full name; this 
requires a Balance check (DC10 + 1 for every previous 
check) every 5 minutes. The stone must be less than 30 
pounds, & it must have been under the target’s bed for 
one full night. If successful, then your target must make 
a Will save (DC20). 

• Effects: If the target fails their save, then they are 
inflicted with a -2 luck penalty on all saving throws & 
skill checks until the curse is lifted or expires. Also, the 
target will die exactly 40 days after the ritual is 
completed, & they will be fully aware of how much 
time is left remaining. 

• Untrained: Simple. Knowledge (Nature) to learn. 
• Failure: If you fail during the balancing act, or if the 

target makes their Will save, then all that is lost is time. 
However, you can only attempt this ritual against a 
particular target once, so if you fail, then you cannot 
retry against the same target. 

• Special: You can further hasten the target’s death by 
standing on the rock longer. For every additional 5 
minutes you spend balancing on the stone, your 
intended target will die 1 full day sooner, down to the 
minimum 8 days. The Balance check’s DC continues to 
increase. 

• Removal: MW. 
 
Entreaty to Sidaru [Divine, Law] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Sidaru. 

• Key Skill: Knowledge (Religion). 
• Time: 10 minutes. 
• Ritual: The Sultan of Night is a serene deity, a 

proponent of calm, deliberate means of achieving one’s 
goals. Despite the upheaval of life & death, Sidaru 
espouses tranquility in all situations. With this rite, you 
can uphold the tenets of the Questioner of Souls. To do 
this, you must lay prone on the ground (face up) with a 
white rose in each hand. You must then chant the Hymn 
of Harmony (Duraqai Selash), a long mantra listing the 
consequences of peace (few) & war (many). To 
perform this mantra correctly requires a successful 
Knowledge (Religion) check (DC25). 

• Effects: If you succeed, then the roses crumble to ash, 
& you fill the area with a calming effect. This extends 
from the spot where you performed the hymn, & fills a 
sphere with a radius of 10’ per caster level. All 
creatures within this area must make a Will save 
(DC25) each time they wish to make an attack, either 
with a weapon, a spell, or one’s bare hands. Failing this 
saving throw means that the creature is unable to attack. 
This effect lasts until sunrise the next morning. 
Followers of Sidaru sometimes perform this ritual in 
secret on a site that is planned to be the battlefield for 
an upcoming skirmish. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: If you fail during the ritual, then all that is lost 

is time & materials. If any creatures within the zone 
make their Will save, then they are free to act as they 
wish. 

• Removal: NA. 
 
Eternal Slumber [Mind-Affecting] 

• Key Skill: Perform (dance). 
• Time: 2 minutes. 
• Ritual: Nearly lost in the forgotten mists of time is an 

ancient dance which celebrates the never-ending night 
of Najmah, a realm of dreams & wonders. This dance, 
most commonly known as the Dance of the Endless 
Dream, has the power to bind a creature into an 
everlasting sleep, from which there is no waking. You 
must write down the name of your intended target onto 
a small piece of parchment, & then eat the paper. Then 
you must immediately & correctly perform the Dance 
of the Endless Dream (DC25), a difficult & exhausting 
dance. If you perform the dance properly, then you 
channel your weariness into your target, magnifying it 
tenfold. 

• Effects: Your intended target must make a Fortitude 
save (DC25) or fall into a magically-bound dreamless 
sleep. The target is unconscious (IE helpless), & cannot 
be awoken via any ordinary means, such as slapping, 
wounding, or loud noises. The entire dance must be 
performed within sight of your target, the dance 
provokes attacks or opportunity, & you can only take a 
5’ step each round during the dance. 

• Untrained: Impossible. Knowledge (Local) to learn. 
• Failure: If you fail during the Dance of the Endless 

Dream, then you become exhausted, as well as suffer a 
-5 penalty to your Charisma for 1 full day. 

• Special: You can prolong the dance, adding +1 to your 
target’s Fortitude save DC for every round that you 
continue the dance after two minutes. Doing this also 
increases the DC of the Perform check by +1. 

• Removal: LW, MW. 
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Eye of Arcane Blood [Arcane] 

• Prerequisites: Ghul only. 
• Key Skill: Spellcraft. 
• Time: 1 hour. 
• Ritual: This wicked rite uses your own blood to create 

a little lump of magical coagulate. This creeping mass 
is able to act as a spy for you, watching, tracking, & 
even poisoning creatures. Known as a hemoculus, the 
mindless creature obeys you to the best of its ability. To 
create one, you must cut yourself with a blade, dealing 
at least 3 points of damage. You must then let the 
wound bleed out, collecting the blood into a bowl; 
bleeding out the wound deals 1 point of Constitution 
damage to you. Using another creature’s blood to make 
a hemoculus will result in the creature being 
uncontrollable by anyone; an uncontrollable hemoculus 
cannot use its Sanguine Sight. A Spellcraft check 
(DC20) must be made immediately after collecting the 
blood. 

• Effects: If successful, then a standard hemoculus is 
formed within the bowl; see the Hemoculus monster 
entry for details on the creature itself. 

• Untrained: Deadly; the Constitution damage remains, 
regardless of the success of the check. Also, the 
Spellcraft check’s DC goes up by +10. Knowledge 
(Arcana) to learn. 

• Failure: If you fail the Spellcraft check, then the blood 
is wasted. 

• Special: You can make an advanced hemoculus, by 
putting more of your blood into the bowl. If you bleed 
out the wound further, you deal more points of 
Constitution damage to yourself. A hemoculus made 
with 2 point’s worth of blood will have 1 full hit die, & 
every additional point’s worth of blood will raise the 
HD by 1, up to the maximum (8HD). Every additional 
point’s worth of blood will also raise the Spellcraft 
check’s DC by +4, due to the fact that you are being 
distracted by losing more blood. 

• Removal: NA; once a hemoculus is created, spells that 
normally dispel rituals cannot undo the creature 
(although a well-worded limited wish could slay the 
creature outright). 

 
Fate of Daq [Divine] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Daq. 

• Key Skill: Wisdom (see Effects). 
• Time: 5 minutes. 
• Ritual: The God of Destiny teaches the Good & Evil, 

in their purest forms, are dangerous extremes that lead 
only to divisiveness & destruction. To curtail these 
acute excesses, the priesthood of Daq urges adherence 
to the True Path, a middle road paved with neutrality & 
balance. You can participate in a silent group ritual 
which shows the virtues of the Third Way. To do this, 
the ritual’s leader (usually a cleric of Daq) holds up a 
holy staff vertically in front of a pool of clear water, 
while the other participants (mostly worshipers of Daq; 
minimum 3) concentrate on a gray pebble that they 
each hold. The leader must repeat the following chant 
for 5 full minutes: Zabul beqi dui aq-gazila hebaq 
mashaz idai geju aq-harash duaz falaj tal ua mal 
(“Only by walking the narrow path between darkness & 
light can one find the true destiny.”). At the end of the 
chant, each supplicant takes their pebble & throws it 

into the pool while thinking of a single Yes or No 
decision they might make within the next three days. 

• Effects: The petitioner with the highest Wisdom check 
causes the staff to tilt to either the left or the right, thus 
answering his question. In a formal temple of Daq, 
there are stone columns to either side of the altar where 
the leader stands, one black (No) & the other white 
(Yes). The congregation doesn’t know whose question 
was answered. However, when the answer is given, 
each of the pebbles in the font is polished, turning 
either white from cleaning or black from being blasted 
with the grit of the others; this part of the ritual is not 
common knowledge. Although it’s hard to tell which 
pebble was yours, it is possible with a successful Spot 
check (DC5 + 1 per participant), so you might get your 
answer anyway. The answers given often have a 
profound effect upon the requesters; this ritual can open 
their eyes to a new destiny, or at least a means of 
changing their current fate. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: Not applicable; there are no consequences for 

failing to get the best Wisdom check. 
• Removal: NA. 

 
Fertility Ward [Good] 

• Prerequisites: Female only; any good alignment. 
• Key Skill: Perform (any instrument or singing). 
• Time: 5 minutes. 
• Ritual: Since time immemorial, people have wanted to 

ensure that they can have healthy children. One potent 
way of doing this is for someone is the play the Ballad 
of the Wandering Moon (Ashizai aq-Qamar), an 
Admajai song idolizing the moon Qamar & its role in 
delivering souls from one world to the next in an 
endless cycle of harmony & rebirth. Reciting this song 
correctly requires a Perform check (any instrument or 
singing, DC20) after dedicating it in the name of the 
intended target. 

• Effects: If successful, the ritual’s magic ensures that 
the target will be fertile for one full year, as well 
protecting any unborn children of the target from 
magical attacks/corruption during that period. The 
intended target must have heard the performance of the 
song, & it permitted a Fortitude save (DC10, harmless) 
to negate the effects, if they wish to do so. 

• Untrained: Dangerous; your Perform check’s DC goes 
up by +10, & even attempting this ritual deals 1d4 
points of Strength damage, leaving you fatigued. 
Knowledge (Nature) to learn. 

• Failure: If you fail during the Ballad of the Wandering 
Moon, then all that is lost is time (although you still 
suffer 1d4 points of Strength damage for the attempt, if 
using untrained). 

• Removal: GD, LW, MW. 
 
Fortune of Adimas [Chaotic, Divine] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Adimas. 

• Key Skill: Knowledge (Religion). 
• Time: 5 minutes. 
• Ritual: The Lord of Finery is a generous-yet-selfish 

god; one who delights in the results of his benevolence. 
Adimas teaches that opportunity & fortune lead to 
success & fulfillment. To encourage this, the Church of 
the Gilded Eye has a ceremony in which they bestow a 
magical aura of good luck upon those privileged 
enough to receive it. To do this, you must first paint the 
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eyelids of your intended target with gold dust (10gp), 
using a homa’s feather as a brush. Then, you must 
praise the Falling Feather for his greatness & guile. The 
end of this tribute culminates with a Knowledge 
(Religion) check (DC30). 

• Effects: If you succeed, then your intended target gains 
a 1d4 luck bonus on any attack roll, skill check, or 
saving throw that day, up to 5 times. The target creature 
can choose when they employ this bonus. The target 
can opt to make a successful Will save (DC20) to resist 
this effect, although it is harmless. A temple of Adimas 
usually performs this ceremony on one member of its 
congregation each morning. The church expects the 
blessed to use their good fortune to spread Adimas’s 
word, preferably in a sly & subtle manner. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: If you fail during the ritual, then the gold dust 

is wasted, but the homa’s feather can be used for other 
rituals. If the target makes their Will save, then nothing 
happens. 

• Removal: NA. 
 
Foul Tongue [Language-Dependent] 

• Key Skill: Intimidate. 
• Time: 1 standard action. 
• Ritual: A few cruel words can wound a person more 

deeply than any mere sword. To prove this to your 
intended target, you can perform a small rite that will 
compel them to say only unkind things. You must bully 
them into insulting you, & then bully them into 
recanting that insult. This requires a successful 
Intimidate check. These checks opposed by the target’s 
modified level check (1d20 + character level or Hit 
Dice + target’s Wisdom bonus (if any) + target’s 
modifiers on saves against fear), as normal. 

• Effects: If successful, your target must make a Will 
save (DC20) or be compelled to only utter unpleasant 
words & phrases. If affected by this ritual, then 
everything that they say is negative & cruel, regardless 
of intent. The target automatically fails all Diplomacy 
checks, & can never say anything positive. All attempts 
to speak kind words come out changed to invective 
against their will. 

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your 
Intimidate check suffers a -5 penalty. Knowledge 
(Nature) to learn. 

• Failure: If you fail during the ritual, then all that is lost 
is time & the materials. But if your target makes their 
Will save, then the ritual affects you instead (no save). 

• Removal: BE, GR, LW, MW, RC. 
 
Freedom of the Mind [Martial, Mind-Affecting] 

• Key Skill: Intimidate. 
• Time: 1 round. 
• Ritual: Enchanting magic is very subtle, often leaving 

no trace of its use afterward. & it can be quite potent, 
enabling those who have mastered it to control the 
minds & hearts of those around them. For some, this 
usurpation of one’s will is anathema, leading them to 
find some way to free the victims of such spells. With 
an obscure yet simple rite, you can break the arcane 
bindings that coerce others to act as others would wish 
them to. To do this, you must place your left hand on an 
enchanted creature’s body, stare into their eyes, & 
scream. This requires a successful Intimidate check 

(DC10 + the caster’s level + the enchantment spell’s 
level). 

• Effects: The target must then make an involuntary Will 
save (DC25) or all effects related to spells of the 
Enchantment school are suppressed for 1 hour. 

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your 
Intimidate check’s DC goes up by +5. Knowledge 
(Arcana) to learn. 

• Failure: If you fail during the Intimidate check, then 
you suffer a -2 morale penalty on all attack rolls, skill 
checks, & saving throws for 1d4+1 minutes, due to 
your impotence. 

• Removal: LW, MW. 
 
Gates of Night [Darkness] 

• Key Skill: Listen. 
• Time: 1 round. 
• Ritual: The worlds of the Kamala are normally 

separated by a planar divide that is difficult to cross. 
However, certain magics exist that can bridge the gap, 
creating a portal between the two planes. Among the 
easiest (& most unreliable) means of doing so is a 
simple ritual that could even be performed by accident, 
given the right circumstances. In the depths of the 
night, a window can be opened between the two worlds 
by merely drawing a circle with a piece of chalk. The 
circle must be closed, & must be between 2’-7’ in 
diameter (1d6+1); it can be drawn on any vertical 
surface large enough to hold the complete circle. If the 
circle is drawn correctly, a faint whispered chant can be 
heard for a few moments near the circle (within 10’). If 
you make a successful Listen check (DC30), then you 
hear the chant. 

• Effects: If you then repeat the chant aloud, the circle of 
chalk becomes an open portal to the other plane until 
the sun rises on Siraaj, allowing passage in both 
directions for any creature than can fit through. The 
portal looks like a disk of silvery smoke, through which 
the moonlit world of the other plane can be seen. This 
cannot be performed on the night of the full moon or 
the new moon, & can only be performed once per night. 

• Untrained: Simple. Knowledge (The Planes) to learn. 
• Failure: If you fail during the Listen check, then 

nothing happens, but you cannot try again for 1 hour. 
• Removal: GD, LW, MW. 

 
Golden Gleam [Mind-Affecting] 

• Key Skill: Handle Animal. 
• Time: Varies, but no longer than 1 week. 
• Ritual: Greed is a powerful force, one that drives many 

to either glory or ruin. You can fan the golden flames of 
greed within a person’s soul, making them consumed 
with an insatiable greediness. To begin the ritual, you 
must take a Fine item that your intended target would 
covet (like a comb, a coin, a piece of jewelry, a fork, 
etc.) & force-feed this object to an animal; this requires 
a successful Handle Animal check (DC25). The item’s 
minimum cost is 1gp. If successful, then your target 
must make a Will save (DC25) the next time they eat 
any meat (known to the superstitious as “eating the 
golden lamb” or some variant). 

• Effects: If the target fails their saving throw, then they 
fall victim to a ravenous greed, coveting ever-greater 
wealth & becoming ever more brazen & crazed about 
acquiring it. Their alignment also becomes one step 
closer to Neutral Evil. 
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• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your Handle 
Animal check’s DC goes up by +5. Knowledge (Local) 
to learn. 

• Failure: If you fail during the ritual, then all that is lost 
is time. However, the item is destroyed by the ritual, so 
another item must be procured. 

• Removal: LW, MW. 
 
Honeyed Words [Language-Dependent] 

• Key Skill: Bluff. 
• Time: 1 standard action. 
• Ritual: A few kind words can open doors that swords 

cannot breach. To prove this to your intended target, 
you can perform a small rite that will compel them to 
say only good things. You must knowingly tell a lie to 
the target, such as convincing them that you are fond of 
them & that you wish them well. This requires a 
successful Bluff check (DC25), & only works in the 
hours of sunrise or sunset. 

• Effects: If successful, your target must make a Will 
save (DC20) or be compelled to only utter pleasant 
words & phrases. Everything that they say is positive & 
nice, regardless of intent. The target gains a +5 bonus 
on all Diplomacy checks, but can never say anything 
negative; they also automatically fail all Intimidate 
checks. All attempts to speak unkind words come out 
changed to pleasantries against their will. 

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your Bluff 
check’s DC goes up by +5. Knowledge (Nature) to 
learn. 

• Failure: If you fail during the ritual, then all that is lost 
is time & the materials. But if your target makes their 
Will save, then the ritual affects you instead (no save). 

• Removal: BE, DM, GD, LW, MW. 
 
Hyaenthropy [Arcane, Fire] 

• Key Skill: Jump. 
• Time: 10 minutes. 
• Ritual: Hyaenthropy, the condition of being a were-

hyena, is considered by most to be a curse in & of itself. 
The affliction is usually only spread via hereditary 
inheritance or by a were-hyena’s bite. But under certain 
circumstances, you can inflict the curse of hyaenthropy 
onto a person without having it yourself. To do this, 
you must throw a lock of your intended target’s hair in 
a large bonfire (15’ diameter) in the desert under the 
new moons. Then, you must leap over the bonfire; this 
requires a Jump check (DC15). 

• Effects: If successful, then your intended target must 
make a successful Fortitude save (DC15) or become a 
were-hyena (see the Were-Hyena monster entry). This 
ritual is only effective against creatures with the Giant 
or Humanoid type. 

• Untrained: Possible; your target gains a +10 
circumstance bonus on their Fortitude save. Knowledge 
(Nature) to learn. 

• Failure: If you fail during the jumping, then you fall 
into the bonfire, take 4d6 points of fire damage, & must 
make a Reflex save (DC15) or catch on fire. If your 
target makes their Fortitude save, then all that is lost is 
time (although you cannot attempt this ritual against the 
same target until the next new moons). 

• Removal: MW. 
 
 

Liberation of the Masses [Martial, Mind-Affecting] 
• Key Skill: Intimidate. 
• Time: 1 round. 
• Ritual: Enchantment is a subtle & potent school of 

magic, made more so by the fact that it can be used on 
multiple creatures simultaneously. In order to free the 
minds & hearts of the masses, one must jar them from 
their current line of thought. With an obscure yet simple 
rite, you can break the arcane bindings that coerce 
others to act as others would wish them to. To do this, 
you must place a bladed weapon into the ground with 
your left hand, stare into the sky, & scream. This 
requires a successful Intimidate check (DC15 + the 
caster’s level + the enchantment spell’s level). 

• Effects: All creatures within 30’ under the influence of 
an enchantment must then make an involuntary Will 
save (DC25) or all effects related to spells of the 
Enchantment school are suppressed for 1 hour. 

• Untrained: Possible; your targets gain a +5 
circumstance bonus on their Will saves, & your 
Intimidate check’s DC goes up by +5. Knowledge 
(Arcana) to learn. 

• Failure: If you fail during the Intimidate check, then 
you suffer a -2 morale penalty on all attack rolls, skill 
checks, & saving throws for 1d4+1 minutes, due to 
your impotence. 

• Removal: MW. 
 
Lost Talent 

• Key Skill: Any. 
• Time: Varies, no more than 10 minutes. 
• Ritual: Some people excel at a particular skill, honing 

it until they have become its utter master. You can rob a 
person of their proficiency with a simple ritual. You 
must challenge the intended target to a contest which 
involves a single skill check. The skill can be any one 
of your choosing, so long as the contest takes no longer 
than 10 minutes; the intended target is under no 
obligation to participate. You may use any means 
necessary to win this contest, & this contest may be 
public or private. If your skill check exceeds that of the 
intended target, then you win the contest. 

• Effects: If you then spit at your target’s feet to 
complete the rite, they must then immediately make a 
successful Will save (DC25) or suffer a -20 penalty on 
all checks of that particular skill. 

• Untrained: Possible; your target gains a +10 
circumstance bonus on their Will save, & you gain a 
permanent -5 penalty on all social checks regarding the 
target, regardless of the success of the check. 
Knowledge (Local) to learn. 

• Failure: If you fail during the contest, then you suffer a 
-10 penalty to the chosen skill for the next 8 days. But 
if your target makes their Will save, then all that is lost 
is time. 

• Removal: GR, LW, MW. 
 
Mask of the Ghul [Arcane] 

• Key Skill: Forgery. 
• Time: 1 hour. 
• Ritual: The ghuls are among the most frightening 

creatures on Siraaj; people everywhere wisely fear & 
loathe them. With a short arcane rite, you can make 
someone look like one of these horrifying figures. You 
must write out a binding contract onto a single piece of 
parchment, promising a portion of your intended 
target’s soul in exchange for a bit of the ghul’s 
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frightening power. Next, you must sign the target’s 
name to the contract; this requires a successful Forgery 
check (DC20). 

• Effects: The intended target must immediately make a 
successful Fortitude save (DC20) or take on the 
appearance of a ghul. The target maintains their normal 
size & all other statistics, but all creatures see them as a 
ghul. A true seeing spell or similar means of piercing 
illusions will reveal the target’s true form. Other 
creatures are permitted a one-time Will save (DC25) to 
see through the illusion upon first seeing the target. 
While this effect is active, the target can use darkness, 
detect magic, & obscuring mist once per day each, as 
spell-like abilities; they are instinctually aware of these 
abilities. This illusion lasts for as long as you choose 
(the the time of the ritual’s performance), up to a 
number of days equal to your Charisma bonus; it also 
ends upon the death of the intended target, even if they 
are later revived within the duration. 

• Untrained: Impossible. Knowledge (The Planes) to 
learn. 

• Failure: If you fail during the signing, then the ritual 
affects you instead (no save). But if your target makes 
their Fortitude save, then all that is lost is time & the 
materials. 

• Removal: GR, LW, MW. 
 
Mind of the Beast 

• Key Skill: Sleight of Hand. 
• Time: 1 round. 
• Ritual: The civilized people of the world live in a 

fragile equilibrium, balancing the structure & strictures 
of society with their own base instincts & desires. With 
just a small ritual, you can shatter this balance, tipping 
the scales in favor of the beast within. To unleash the 
animal inside of a creature, you must first kill an animal 
or vermin & take some small piece of its body, such as 
blood or hair. You must then place it onto the person of 
your intended target, like in a pocket or tucked into 
their clothing, without their knowledge. Doing so 
requires a successful Sleight of Hand check (DC30). 

• Effects: Your intended target must then make a Will 
save (DC25) or lose their wits, becoming like a wild 
animal. Their mental scores (Intelligence, Wisdom & 
Charisma) drop to 2 each for 1d4 hours; their mental 
scores cannot be lowered further via any means while 
this ritual is in effect. 

• Untrained: Possible; your targets gain a +5 
circumstance bonus on their Will saves, & your Sleight 
of Hand check’s DC goes up by +5. Knowledge 
(Nature) to learn. 

• Failure: If you fail during the Sleight of Hand check, 
then the ritual fails & you are caught red-handed. If the 
target creature makes their Will save, then the materials 
are wasted, & you suffer 1d6+4 points of damage to 
one of your mental scores (determined randomly). 

• Removal: GR, LW, MW. 
 
Mouth of Madness [Language-Dependent] 

• Key Skill: Concentration. 
• Time: 1 minute. 
• Ritual: The civilized world is built upon speech, & a 

member of civilized society is all but lost without a 
means of communicating effectively with their peers. 
With just a minute of mediation, you can turn a 
person’s spoken & written words to unintelligible 
gibberish. To do this, you must place a severed frog’s 

tongue on your own & focus for one full minute on 
your intended target & their voice &/or handwriting; 
this requires a Concentration check (DC15). Then you 
must say your target’s name & swallow the tongue; if 
successful, they must make a Will save (DC15). 

• Effects: Should the intended target fail their save, the 
frog’s tongue will speak instead of their own, & since 
you have swallowed it, your intended target will be 
incoherent when they try to speak (or write). 

• Untrained: Simple. Knowledge (Local) to learn. 
• Failure: If you fail during the meditation, then the 

ritual affects you instead (no save), & you become 
confused for 1d4 rounds after any attempt to speak or 
write, due to the dissonance in hearing the frog’s voice 
instead of your own. But if your target makes their Will 
save, then all that is lost is time. 

• Removal: BE, GR, LW, MW, RC. 
 
Plague of Dire Fate [Evil, Natural] 

• Prerequisites: Any evil alignment. 
• Key Skill: Spellcraft. 
• Time: 1 hour. 
• Ritual: Your hatred for one person can spill over into 

their entire community with this contagious curse. To 
unleash this outbreak, you must carve a written 
statement describing your loathing of the intended 
target onto a thin lead sheet, which was specially 
prepared for this by soaking in acid. The statement must 
be carved with a spent wand, & the entire procedure 
requires a successful Spellcraft check (DC25). The 
sheet is then rolled up & hidden within the home of 
your intended target. 

• Effects: The target is then inflicted with a terrible 
disease (1d4 Strength/Constitution/Wisdom per day, 
Contact DC25 to resist), known as the Black Blight for 
the dark veins & foul sores that appear on infected 
victims. Other creatures that come into direct contact 
with the target must make the same saving throw or 
catch the Black Blight, as well. 

• Untrained: Dangerous; your target (& all other victims 
of this outbreak) gains a +5 bonus on their initial 
Fortitude save, & even attempting this ritual deals 1d4 
negative levels to you. Knowledge (Nature) to learn. 

• Failure: If you fail during the ritual, then you 
automatically become infected with the disease 
(although this version is not contagious). If your target 
makes their Fortitude save, then you are merely 
nauseated for 1 full day. 

• Removal: NA; greater remove curse can cleanse a 
single creature, but will not stop the outbreak as a 
whole; remove curse or remove disease cannot 
eliminate this plague from a creature. 

 
Prayer of Pashati [Divine] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Pashati. 

• Key Skill: Knowledge (Religion). 
• Time: 20 minutes. 
• Ritual: The Mother of Rains is a kind & caring deity, 

dedicated to life & healing. Her church is simple & 
direct, striving to help others in any they can rather than 
promoting themselves & their faith. Their most well-
known ceremony is a straightforward rite that can fully 
restore a creature’s health, bringing them back from the 
brink of death if need be. To perform this ritual, you 
must lay the intended target’s body on a bed of living 
vegetation (most temples dedicated to the Riverqueen 
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have well-tended lawn for just such a purpose). The 
target creature must be alive & stable, although they 
can be in negative hit points. You must then speak to 
Pashati herself, talking to her as if having a 
conversation with a dear friend. You must ask her to 
heal the target on your behalf, all the while sprinkling 
the target with an aspergillum filled with common rain 
water. At the end of the conversation, you must make a 
successful Knowledge (Religion) check (DC10 + the 
target’s HD). 

• Effects: If you succeed, then your intended target is 
fully restored to health. All HP & ability damage is 
restored, all status conditions are negated, & all 
diseases, poisons, & curses (including negative effects 
from other rituals) are neutralized. The target also falls 
asleep for 1 full day. The target can opt to make a 
successful Will save (DC20) to resist this effect, 
although it is harmless. Disciples of Pashati will 
perform this ritual for allies of the church, or if they are 
properly moved to do so, will perform it for strangers 
that pledge to complete a quest for the temple. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: If you fail during the ritual, then the target 

only heals 1d6+4 points of damage. If the target makes 
a Will save to resist the effects of this ritual, then it 
simply fails, & all that is lost is time & materials. 

• Removal: NA. 
 
Sacrament of Qirus [Divine] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Qirus. 

• Key Skill: Knowledge (Religion). 
• Time: 10 minutes. 
• Ritual: The Lion God is a robust, unwavering god, able 

to withstand adversity that would fell the mightiest of 
mortals. To honor his sublime determination, the 
church of the Stoic Watcher often performs a ceremony 
to aid the leaders of an army before a great battle, so 
that they can lead their forces to victory. To perform 
this ritual, you must first drink enough poison to suffer 
at least 4 points of damage to two different ability 
scores. Then you must cut yourself with a bladed 
weapon, dealing at least 3 points of damage, & anoint 
your intended target on the forehead with your blood. 
Lastly, you must repeat the following litany for 10 full 
minutes: Riqa zabul eq guadai faj, ludr zenul diu hizu 
ua genumel geju jujim aq-Qirusai qash (“Though I may 
suffer in your stead, you will know only valor & victory 
through the resolve of Qirus.”). This all requires a 
successful Knowledge (Religion) check (DC25). 

• Effects: If you succeed, then your target receives divine 
protection & resolve until the next sunrise. The target 
gains a +2 deflection bonus on their AC, DR2/-, Spell 
Resistance 2 + their HD, & a +2 resistance bonuses to 
all Will saving throws. These bonuses each increase by 
+2 for each encounter that your target participates in 
before the next sunrise (only encounters with an ECL 
greater than your HD -2 count toward this). The target 
can opt to make a successful Will save (DC25) to resist 
this effect, although it is harmless. Due to the risks 
involved in the ritual, the Church of Qirus is reluctant 
to let its priests perform it, except in dire circumstances. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: If you fail during the Knowledge check, then 

all time & materials are lost, but you still suffer the 
damage sustained from the attempt. If your target 
resists the ritual, then it has no effect. 

• Removal: NA. 
 
Sacrifice to Maqur [Divine, Evil, Fire] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Maqur. 

• Key Skill: Knowledge (Religion). 
• Time: Varies, but no longer than 1 day. 
• Ritual: The Scarlet Shahbanu is a cruel & fickle deity, 

always dancing about, leaving mayhem & suffering in 
her wake. Her followers are no better, & they delight in 
sowing discord with their duplicitous ways. One means 
of doing so is by employing a dark ceremony that turns 
its unwitting victim into an agent of destruction. To 
perform this ritual, you must kill & burn a Tiny or 
smaller creature (of the Animal or Vermin type) while 
praising Maqur & promising her compounding 
sacrifice. This requires a Knowledge (Religion) check 
(DC25). You must then take the ashes & get your 
intended target to eat them without their knowledge or 
consent; this is often done by slipping the ashes into 
their food or drink. This can be done a little at a time, or 
all at once (in a strong tasting food), but must be done 
within 24 hours of burning the sacrifice. 

• Effects: If you succeed, then your target must make a 
Fortitude save (DC30) or they become infused with the 
destructive power of fire. A wicked flame burns within 
their body, forever threatening to lash out & destroy 
those near them. The target must make a Will save 
every hour that they are awake (DC12 + 1 per hour 
awake). A full night’s rest (at least 6 hours) resets the 
saving throw’s DC. If they fail a saving throw, then the 
fire immediately surges forth, burning everything 
within 10’ of the target at the time for 1d6 rounds.  
These hellish flames deal 2d6 points of fire damage per 
round; this damage ignores Damage Reduction & 
Energy Resistance. The fire does not harm the target, 
but it does affect their clothing & other possessions. A 
moment of high stress (such as being affected by a fear 
effect or sustaining heavy damage) also triggers another 
Will save, & permanently adds +1 to the DC. The target 
feels when a surge is potentially coming, & can tell 1d6 
rounds before a saving throw is required. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: If you fail during the ritual, then the sacrificial 

creature explodes, & everything within 20’ takes 6d6 
points of fire damage. But if your target makes their 
Fortitude save, then all that is lost is time & the 
materials. 

• Removal: GR, LW, MW. 
 
Scar of the Earth [Earth] 

• Key Skill: Heal. 
• Time: Varies, no more than 20 minutes. 
• Ritual: Much of the land on Siraaj is a desert of some 

sort: parched dunes or rocky wastes. The arable areas of 
the world are precious to all & highly sought after 
commodities. But with a single ritual, you can make a 
portion of land unable to support life. To do this, you 
must first lay a dying creature (IE one with negative hit 
points) on the bare ground of an area that can support 
vegetation & have them drink a potion of sleep. If they 
fail their saving throw against the potion, then you must 
make a successful Heal check to stabilize their 
condition (DC25, which is the normal 15, but with a 
+10 to the DC for this particular effect), but they can 
receive no other healing until the ritual is complete. 
Lastly, you must partially bury the stabilized creature in 
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the soil from the immediate area; this takes 1d4+3 
minutes (half this time with a shovel), & must be 
complete before the creature awakens. 

• Effects: If successful, then when the stabilized creature 
awakens, their body will absorb the life force of the 
local area, healing them completely. All hit points & 
ability damage will be completely restored. In exchange 
for that, however, the area around the creature will be 
sterilized & unable to support life. All creatures will 
leave the area of their own volition within 24 hours, & 
all plant life here will die. No plants will grow here, & 
creatures that sleep within this area will awaken 
fatigued & suffering from 1 point of Constitution 
damage. This dead zone is permanent, & at its center, a 
scorched outline of the creature is left where they lay in 
the earth. This area is a circle with a radius equal to the 
dying creature’s HD × 20’. Even if you succeed in 
performing this ritual, you still take 1d4 points of 
Constitution damage & are sickened. In addition, both 
you & the creature suffer a -2 morale penalty on saving 
throws, AC, & social skill checks versus fey, plants, 
animals, & other creatures with close ties to nature 
(such as druids & rangers). 

• Untrained: Dangerous; your Heal check’s DC does not 
increase, but even attempting this ritual untrained deals 
an additional 1d4 points of Constitution damage, 
leaving you nauseated instead of sickened. Knowledge 
(Nature) to learn. 

• Failure: If you fail during the ritual, then the creature 
dies. You still suffer 1d4 points of Constitution damage 
for the attempt, as well as being sickened. 

• Removal: GR, LW, MW. 
 
Shattered Shell 

• Key Skill: Climb. 
• Time: 10 minutes. 

 Ritual: Magic can be used to transform objects, 
creatures, & even people into radically different forms. This often 
leads to confusion & mistrust in those who are not aware of 
something’s true form. With a little-known ritual, you can undo 
certain transmuting magics, forcing your target to revert into its 
natural shape. To do this, you must first climb a vertical surface 
(DC25) of a height no less than 30’, such as a wall or a cliff side. 
Standing at the top, you must take an egg, smash it open, & coat 
your hands in the yolk. This ritual can only be performed in the 
daytime. 
 Effects: If successful, then your touch is infused with a 
disrupting magic until the dawn of the next day. The next single 
object or creature that you touch that has been polymorphed into a 
different form must make a Fortitude save (DC25) or revert to its 
true form. This touch can negate the effects of following spells: 
alter self, baleful polymorph, disguise self, polymorph, polymorph 
any object, & shapechange. This also negates the effects of the 
Wild Shape class feature. While negated, the affected creature 
cannot be transformed from its natural shape. This negation lasts 
until dawn of the next day. 
 Untrained: Possible; your targets gain a +5 
circumstance bonus on their Fortitude saves. Knowledge (Nature) 
to learn. 
 Failure: If you fail during the climb, then you fall & 
take damage as appropriate. If your target makes their Fortitude 
save, & you are trained (IE you have the Ritual Lore feat for 
Shattered Shell), then all that is lost is time & materials. If your 
target makes their Fortitude save, & you are untrained, then your 
hands burn with the uncontrolled magic. You take 2d6 points of 
damage, & you take another 1 point of damage anytime that you 
touch an object for the rest of the day. 

 Removal: NA. 
 
Shutting the Eyes of the World 
 Key Skill: Knowledge (Local). 
 Time: 1 minute. 
 Ritual: Many things occur behind closed doors, & 
many people would prefer that such things were not discovered by 
others. But many mages have access to scrying & other means of 
divination, which can reveal even the deepest of secrets. Thus was 
a ritual devised that could prevent others from spying via any 
magical means. To do this, you must make a circle around the area 
that you wish to protect (no more than a 15’ radius) with crushed 
glass (about 15 glasses’ worth, 30gp). Then, you must make a 
circle of poured wine within the circle of glass (about 3 bottles’ 
worth, 30gp). Lastly, you must make a circle of oil within the 
circle of wine (about 30 pints’ worth, 3gp). All of this requires a 
successful Knowledge (Local) check (DC30). 
 Effects: If successful, then the sphere of space 
contained within the circles becomes impervious to certain forms 
of magic for the next 24 hours. No spells of the divination school 
of magic can penetrate the area, & nothing can be teleported into it, 
either. All divinations &/or teleportations originating from within 
the area will still function as normal, however. The edge of the 
area is invisible, & viewing it via divinations reveals a blank 
sphere of space, so magical detection is still the best method for 
find such areas. 
 Untrained: Possible; your Knowledge check’s DC 
goes up by +5. Knowledge (Arcana) to learn. 
 Failure: If you fail during the ritual, then you fall 
unconscious for 1 hour, helpless & unable to be awakened. 
 Removal: NA. 
 
Spawn of the Blackened Blood [Evil] 

• Prerequisites: Any evil alignment. 
• Key Skill: Spellcraft. 
• Time: 1 hour. 
• Ritual: There are vicious little creatures called divi that 

seem to exist for no other reason than to destroy & kill. 
Invariably evil, the ruin they leave in their wake is 
difficult to comprehend. It is possible, using dark 
magic, to create one that will obey your commands. To 
create a div, you must sever one of your own fingers 
(which deals 1d6+4 points of damage, plus 1d3 points 
of Constitution damage) & infuse the culled flesh with 
evil magic; this requires a Spellcraft check (DC30). 

• Effects: If successful, a black egg is formed (4HP, 
hardness 2), from which a div will hatch in 8 days. The 
resulting div will follow your orders (& only yours) 
without question, as if you were using a dominate 
monster spell upon it at all times. Due to your missing 
finger, you suffer a permanent -2 penalty to all Craft, 
Disable Device, Forgery, Open Lock, Sleight of Hand, 
& Use Rope checks; these penalties can only be 
removed by a casting of limited wish, miracle, 
regeneration, or wish. Only your own severed fingers 
will work for this dark rite; other fingers will not create 
the black egg. 

• Untrained: Dangerous; your Spellcraft check is made 
at a -10 penalty, & the listed skill penalties are 
permanent, regardless of the success of the check. 
Knowledge (Arcana) to learn. 

• Failure: If you fail during the ritual, then all materials 
are wasted (& you still suffer all listed skill penalties 
for the attempt). 

• Special: You can make an advanced div, by putting 
more of yourself into the rite. Every additional severed 
finger will raise the div’s HD by 1, up to the maximum 

584



(4HD). Every additional severed finger will add another 
permanent -1 penalty to all Craft, Disable Device, 
Forgery, Open Lock, Sleight of Hand, & Use Rope 
checks. If you sever your entire hand to put into this 
ritual (-6 skill penalty), then the black egg will create a 
fully-grown almasti instead; this almasti will still obey 
you (& only you). 

• Removal: NA; once a div is created, spells that 
normally dispel rituals cannot undo the creature 
(although a well-worded limited wish could slay the 
creature outright). 

 
Thunder Lure [Electricity] 

• Key Skill: Spellcraft. 
• Time: 10 minutes. 
• Ritual: Lightning is one of the most primal & powerful 

forces known to man. Even in the arid world of Siraaj, 
electricity is an energy that is more feared than 
understood. With an obscure rite, you can attune an 
intended target to an electric charge, making them a 
magnet for lightning bolts. You must first dissolve a 
shocker lizard in acid within a specially-treated 
cauldron. Next, you must add enough lye to the mixture 
to offset the acid. Then, you must add either a lock of 
hair or a drop of blood from your intended target. All of 
this requires a Spellcraft check (DC25) to accomplish 
correctly. 

• Effects: If successful, then your target must make a 
Fortitude save (DC20) or be hit by lightning 1d4-1 
times per day. Being hit by natural lightning deals 6d6 
points of electricity damage; a successful Reflex saving 
throw will reduce the damage of a bolt by half. 

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Fortitude save, & your 
Spellcraft check’s DC goes up by +5. Knowledge 
(Arcana) to learn. 

• Failure: If you fail during the ritual, then all materials 
are wasted, & you take 1d6 points of electricity damage 
each time you touch the intended target (remove greater 
curse will undo this effect). If your target makes their 
Fortitude save, then all materials are again wasted. 

• Removal: BE, GR, LW, MW, RC. 
 
Trial of Limalia [Divine] 

• Prerequisites: Cleric only, Ritual Lore (Veneration), 
must worship Limalia. 

• Key Skill: Knowledge (Religion). 
• Time: 1 minute. 
• Ritual: The Sultana of Winds is a harsh goddess, one 

who ushers her followers into dangerous situations & 
forces them to overcome adversity. Not everyone can 
relate to her seeming cruelty, but those who endure in 
her name find their perseverance rewarded & their 
deeds all the more exalted for the hardship that they 
faced along the way. One such way to earn her favor 
involves an initially-unpleasant ritual that provides a 
useful boon to those who suffer through it. To perform 
the ritual, you must first have your intended target drink 
the juices from a live cactus plant; this must be their 
first liquid that day. Next, you must whip your target 
across the back 3 times in a row, dealing at least 5 
points of non-lethal damage; they must remain silent & 
bear the stinging pain & bitter juice. This requires a 
successful Knowledge (Religion) check (DC20) on 
your part, as well as a successful Will save (DC15) on 
their part to be silent. 

• Effects: If successful, then your target becomes faster 
& hardier than a desert fox. They can run (up to 4× 
their speed) without needing to rest; they automatically 
succeed all Constitution checks to continue running, & 
to avoid nonlethal damage from a forced march, 
starvation, or thirst. Also, they automatically succeed 
all Fortitude saves made to avoid nonlethal damage 
from hot or cold environments. While running, they 
cannot become exhausted or fatigued, & they can even 
run on the surface of the water, so long as they maintain 
their maximum speed. These effects last until the next 
sunset. 

• Untrained: Impossible. Knowledge (Religion) to learn. 
• Failure: If you fail during the ritual, then all that is lost 

is time, but your target still suffers the damage 
sustained from the attempt. Also, if the ritual fails, you 
must be whipped across the back 3 times in a row, 
taking at least 5 points of non-lethal damage, before 
you can perform the ritual again. If you cry out, the 
atonement fails, & you must repeat the whipping 
another day to perform the ritual again. 

• Removal: MW. 
 
Unending Agony [Evil, Mind-Affecting] 

• Prerequisites: Any evil alignment. 
• Key Skill: Ride. 
• Time: 4 hours. 
• Ritual: Pain is a natural motivator & deterrent, albeit 

an unpleasant one. Methods for causing pain are 
myriad, & most are evil in some fashion. Conjuring 
magically-powered pain is one of the vilest & most 
petty acts mortals can do to one another, harnessing the 
underlying forces of the world to do explicit harm. One 
method of doing this is a ritual that binds an intended 
target’s soul in endless searing anguish, a form of 
torture far worse than the most gruesome death. To 
perform this wicked rite, you must first ride a creature 
(such as a horse) until it dies of exhaustion (DC30), 
then carve out the creature’s heart & burn it. The ashes 
of the heart must be thrown at the intended target. 

• Effects: The target must then make a Will save (DC25) 
or have all the suffering of the riding creature 
channeled into them tenfold. The target is wracked with 
constant searing pain, unable to even sleep; they are 
considered exhausted & sickened, & they cannot cast 
spells.  

• Untrained: Possible; your target gains a +5 
circumstance bonus on their Will save, & your Ride 
check’s DC goes up by +5. Knowledge (Arcana) to 
learn. 

• Failure: If you fail during the ride, then you are thrown 
from the ridden creature, & suffer any subsequent 
falling damage, but you may try again if you wish. But 
if your target makes their Fortitude save, then all time 
& materials are wasted, & you are exhausted. 

• Removal: GR, LW, MW. 
 
 
 
 
Veneration [Divine] 

• Key Skill: Knowledge (religion). 
• Time: 5 minutes. 
• Ritual: Veneration takes many forms, but in general it 

is five minutes of reverent prayer & ceremony begging 
the further favor of your deity. You perform the 
veneration to regain divine spellcasting ability that you 
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have expended this day. Make a Knowledge (religion) 
check to recall a previously-cast spell. The DC to recall 
is 10 + (5 × the spell’s level), plus 2 per previous 
veneration you have performed this day. 

• Effects: If you succeed, you feel your god’s approval & 
you regain the requested divine spell. 

• Untrained: Possible; your Knowledge (religion) check 
is made at a -10 penalty, & the DC escalates by 4 

instead of 2 for additional venerations. Knowledge 
(Religion) to learn. 

• Failure: You are dealt 1d4 subdual damage per spell 
level requested. Retries are not allowed for the 
remainder of the day. 

• Removal: NA.
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Legends & Lore 
Of Our History: Meeting the Humans 
In the middle time of our people, the two-legged ones from the 
eastern desert came to sit & share our shade. These humans called 
themselves teachers, holy men, & they told us their stories of right 
& wrong, of their ways & laws. 
 
Now in those days, we had no tongue to share with the two-leg 
men. Two moons came twice before we began to speak as one. 
They praised a spirit they called Johoum, & wished to tell our 
young ones of Johoum. We did not understand what they meant. 
We tried to tell them our secrets, of the fruit that hides water, of 
our conflicts with the cold brothers, of the birds of the light & the 
scavenging beasts that are the enemies of all, but we had no 
understanding. 
 
They showed us their secrets then, & we asked them, why do you 

carry with you a symbol of evil? For they bore a red rock with the 
face of the sun. The humans told us, this is the symbol of Johoum. 
 
The wisest withdrew, & at last came back with an answer. Our 
sage pointed to the sun, saying, that is Johoum? Yes, they told us. 
 
Afraid now, we tried to reason with them. What do you call an 
enemy, we said, who has immortal power, who seeks to harm & 
kill without question, & hates the people? They told us, we call it 
demon. 
 
& we said, we call it Johoum, & now we understand one another. 
But the humans said no, & they left & did not come again. 
 

 
The Fall of the Tower of Dust 
Those ruins that we pass twice every year, have we ever told you 
their story? 
 
That is the Tower of Dust - the home of a terrible wizard, the 
master of a genie bound to a rod of lapis. The wizard sent his slave 
to destroy a town & build on its foundations from the sand of the 
desert. 
 
The wizard & his dao terrorized the land, until one day a hermit 
came to this pass. This hermit was master of these wastes, & had 
felt the dao's powers from miles away. Now he came, & stood in 
the court of the wizard, & told him to leave his lands be. The 
wizard laughed, & cast forth a horrible killing magic. 
 
The treacherous powers of the dao's student washed over the 
hermit like a gentle breeze. As the hermit advanced, with a heavy 
staff in hand, the wizard struck again, summoning the poison of a 

thousand scorpions. 
 
Again, the hermit did not even flinch. He struck his staff once, 
twice, three times against the floor, & millions of insects rushed 
into the tower, overwhelming the vile wizard & preventing his 
sorcery. As the master of the waste left the tower, a great wind rose 
up & tore apart the dust of the tower, casting it around the desert. 
 
The wizard has died, but some believe his dao remains, trapped in 
the rod in the ruin. The master of the waste did not want it, & 
rightly so. 
 
Now you know why we stay on our course, & tread lightly on 
these sands. Wish not to go to those ruins, & ware the man who 
walks alone in the desert. 
 

 
Excerpted from the Second Travels of the Cartographers 
...over the Bridge of Bone, we tracked down the broken temple we 
had searched for. Under the fullest light of a blazing sun, we 
observed three nearly intangible beings treading upwards to the top 
of one particular ziggurat. The indented stone they pressed opened 
a secret shaft, into which descended the light of the sun. As they 
passed within, we quickly followed after, finding in the heart of the 
building a gently coruscating pool. 
 
Azhmad, the lizardman, stepped in first, plunging through almost 
as fast as thought. Feeling the liquid mildly cool to the touch, I 
decided to risk entry as well. 
 
What I saw on the other side, I may only begin to describe. I have 

heard tales & rumors & secondhand incidents of this place; but 
now it was in front of my eyes. 
 
We stood on a beach of whitest sand, facing a dense growth of 
exotic trees. Luminous birds flew above, in a sky of blackest night, 
though festooned with brightly shining stars. In the sweet-smelling 
air we basked, walking along the shore until we came to a vessel of 
rich, dark wood, piloted by a creature much like a deva, carrying as 
passengers the most beautiful beings I will ever see. Lizardman, 
she-gnoll, kobold child, all were to me more perfect than the whole 
of the harem of the Sultan of Ostaz himself. 
 

 
The Arrival of the Pharaoh 
Decades past, our town saw the arrival of a terrible desert dragon. 
Harsh as a sandstorm, fearsome as a master ghul, wicked as a dao, 
the beast slaughtered our animals, despoiled our water & laid 
waste to our shelters. 
 
A contingent of warriors arrived, pursuing news of the creature. 
Lizard men bearing long, pendulous, bladed chains. A furman in a 
dervish’s tunic. Two blue-skinned women who carried pure water 
in midair. All of these paled in comparison to the one who led 
them. 
 
Though shorter in stature by far than they, & ridiculous perhaps to 
a child's eye, the kobold who led them radiated competence & 

power. His brow held high, his eyes outlined in kohl & gold, his 
teeth sharpened & bold, this was a one to be feared & loved. 
 
The beast came, & the pharaoh’s men set out, the lizardfolk 
binding it with lengths of chain, the genasi chilling it with their 
mysterious genie-spell. As the beast raged, the gnoll spun, dancing 
with twin sabers between the crushing claws. 
 
At last, the beast was laid low. The whole city came to see the 
bound dragon. A murmur rustled through the crowd, as the 
warriors kneeled in reverence. I was a child then, & I remember 
seeing those before me step aside or fall to all fours, making way 
for this small, scaly man. As he came to me, I myself understood 
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his glory, & would have fallen in awe had I not had a sudden 
insight that I should follow him. 
 
Indeed I did, & with several others, many of us children, we trailed 
him to the head of the dragon. Standing atop it, he drew forth a 
golden sword & removed the beast's head with one fell swoop. & 

at that moment, the crowd was his, adoring him completely. 
 
That day, I understood why we follow a pharaoh. Never will I 
doubt the power & strength of our great & glorious ruler. 
 

 
Snippets from a Bazaar 
Get away, boy – he’s a sorcerer. See his beard smolders? 
 
Our lord welcomes you to the Middle Way - the way of Daq... 
 
The Zihaja Thesis? I hadn’t heard... 
 
A trio of dervishes? Just how big was this asp cult? 
 
Asp-men? Not here, we won't see them. They can't touch us. 
 
Is that actually an aazlai? I've never met one before. 
 
I understood that there was a bidding war between Rasalhague & 
Rasaljathi. 
 
The City of Gates closed? What will that mean for the orange 
trade? 
 
Two more children gone? It was half-moon still last night, yes? 

Somebody must tell the imam... 
 
Not really a ghul? So their hearts were truly eaten, then. We'd best 
be cautious. 
 
I never mind the gnoll customers as much as the rest. 
 
Take it to that merchant there. He's a kobold, you know. For a 
rayseed he'll stitch it closed better than the flyson who made it. 
 
...yes, down by the Sufa Madraba - below Darb & Naranj. 
 
...the slavers from Ustaz? I’m not certain they should be allowed 
until evening. 
 
A true deva? Not here, certainly. 
 
You idiot! You brought back a peri! Get it away from us! 
 

 
A Shadowy Conference in Agni 
From the annals of scribe Al Alu, archon serving most holy 
Jayyamaha 
 
The trio of lords sat, with the greatest at the head of the mat. 
Caliph Sauyyid took the left seat, & Tyrant Akshaya was permitted 
to join at the right. 
 
My lord Jayyamaha, the sacred & great, proposed a sortie by a fast 
fleet joined from the forces of all three lords. This fleet would 
enter the southern sea, where the waters run fierce with red, bronze 
& gold. 
 

Akshaya agreed, but the Tyrant wished to lead the fleet personally. 
Understandably, my great & radiant master could not permit the 
devil lord to captain our cause. Thankfully, the djinni Caliph, 
seeing the marvelous wisdom of my lord, volunteered a mariner in 
his service, one drawn from the bright world. 
 
The fleet was of the utmost necessity, however, as our cities faced 
the common enemy - 
 
Record ends. 
 

Excerpt from the Quest for the Ring of Bones 
Imam Efar, I am, & I write this forty-fourth day of our quest to 
find the ring of bringing life to the deceased. Loremaster of the 
City of Bridges, I cross over boundaries to link truths. This writing 
I prepare as is decreed by Those Who Join the Ways. 
 
On this our four & fortieth morn, the sun, Johoum as our southern 
companion called it, was especially cruel. Still far from the Satha 
Laylanuha, our caravan numbered now twelve, as the bearded one 
had left us in Qulzai, & our maned companion lay dead in the 
Narrow River. 
 
We pressed forward under the leadership of the self-styled Emir, 
who went shirtless & shoeless in the fierce heat. No longer under 
disguise, his skin & blazing eyes told him to be efreeti-born. I, of 
course, am familiar, as my mother's second husband (now dead to 
a curse of wrath) was himself fathered by a djinn, & my sister of 
mother's blood shares that heritage. But I wander... 
 
Our alchemist, a sallow, terrifying man who wore his hood up at 
all times, did not seem bothered by the heat. It was believed that 
he, the Emir & the kobold shaman Araz had scheduled the original 

caravan. Brothers Joined, I toil still to bring this document to our 
annals, but the veracity has not been confirmed of yet. 
 
In a dust bowl littered with harpy fallen, we met the master of the 
trail, a clay-colored lizardwoman of flaked scales & brown eyes. 
She sat with two earth diviners, who spoke to the stone below & 
paid us no heed. 
 
I rendered our discoveries unto the Emir, who negotiated with the 
master. It was told to him that indeed we had reached our goal, 
midway between Blood Rock & Stabbing Rock. Now, their 
speakers would open our path. 
 
A great shaking was called by the diviners, & the tremor revealed a 
new ground below, verdant, but laced with a blood crimson. The 
sky itself seemed to give way to a pristine darkness, & the smell of 
ash rose to greet us. 
 
The door to Najmah had been propped open for us. Sirngaveram 
awaited. 
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Notes From the Records of Calal the Fortuitous 
(Note: some passages have been damaged by various dyes, 
chemicals & other substances) 
 
It is in my fourth year as a master of the Craft that I have finally 
succeeded in transmuting base tin into splendid gold, using a - food 
stains obscure text - & buttermilk. Now, if only I could remember 
how; perhaps with more work, I shall be able to replicate my 
success! 

 
It is now my fifth year practicing the great Craft, & I have created 
a univ - this page as well as several others through the back of the 
manuscript has a large hole burned through it, as though by a 
caustic fluid - hand. On the bright side, I now have a new idea for a 
tincture to heal my injuries. 
 

 
Testimony of Ashrah the Earthbound 
...ultimately, I slew my mother. It was a cold-blooded act, to be 
sure, but I didn't care then & I care less now. Father was still alive, 
& I managed to smuggle him past that harlot's phantoms to a lizard 
shanty, where I expect they took good care of him. 
 
- Describe the battle with your mother. 
 
Mother was a terror - I couldn't pin her down, try though I might, 
for she was wreathed in a blinding fog & in the shapes of man & 
beast. This scar, here, came from her bared claws. Wicked wound, 
that. 
 
She was fearsome, my mother. An unearthly blackness seemed to 
follow her about, & creatures of phantom darkness came to her aid, 

snatching at me uselessly. Myself, I employed a relic sword from 
the old empire, & though a few strikes glanced off of the wicked 
matriarch, most of my hits told, & dearly. 
 
- Open combat, then. So she knew it was you she fought? 
 
I don't think she even cared. If anything, it probably just fed her 
bloodlust. My mother was freakish & horrific. 
 
That said, in her last moments, I looked into her feral eyes & saw a 
glimmer of... not understanding, since she would never stoop to 
interpreting the actions of a lesser creature, but maybe... 
acceptance. Relief. 
 

 
A Racist Joke 
A lizardman, a furman & a half-djinn are shopping in the bazaar. 
Each of them is looking for the perfect gift for his mother. 
 
The lizardman chooses a fine glass ewer with a porcelain base, to 
hold cool water. The furman & the half-djinn nod their heads. 
 
The gnoll chooses a fine dreadwood chest, banded with red steel. 
The lizard & the half-djinn nod their heads. 
 

Now the half-djinn looks all day, through piles of exotic fruits, 
jewels & precious art, then at last chooses a dented tin snuff-pot. 
His companions can’t figure out why he would buy such junk for 
his mother. 
 
“What do you mean, junk? We’ve been looking for Father for the 
past five years!” 
 

The Devotion of Skartoth 
It was in the first century of Babalarud, before it was the City of 
Gates. Now at this time, the city was small & without walls, & its 
warriors had gone south to the Sufa Madraba. 
 
The city was under the protection of Johoum, & his temple held a 
lone, mad hermit pledged to the fierce, punishing sun god. When 
warriors from the west came, they sought to sack the city & deliver 
it from Johoum to the worship of their blood goddess. 
 
The goddess’ warriors approached as one, twenty men & four 
priests, astride steppe-bred horses of Yan. As they came to the first 
of the adobes, delivering the message of the blood goddess, the 
disciple of Johoum stepped forth. 
 
The first rider came fast - & was blown away with a swish of the 
hermit's morningstar. Two more came forward, screaming a fierce 
battle cry - & fell screaming to deft blows. 

 
Then Johoum’s priest started his stride of slaying, & the cruel 
flames of his lord whipped the onrushing warriors & scoured the 
flesh from their bones. The priests of the blood goddess grasped at 
him with hands of flensing blight, only to be torn apart by the 
rending spikes of Johoum’s fist. 
 
Finally, only the archpriest remained, & he summoned the wrathful 
blood of his dead slaves to wake them from the Judgment to take 
vengeance. But the authority of dread Johoum went with his 
servant, & as the morningstar struck, the archpriest died instantly. 
 
In less than two minutes, it was done. The blood goddess faltered 
& fled the West, & from the iron of the foemen's weapons did 
Johoum raise the first gates of Babalarud. 
 

 
The Scribe’s Journal 
 It was supposed to be a simple trading assignment, 
something to fatten the satchels of Aldurba, the merchant prince 
who commissioned this trip. It was supposed to be simple, boring, 
& profitable. We were supposed to survive. 
 We were barely 50 miles out from Zurqim, our starting 
point, when a mule broke its leg. The three clerics could not agree 
on whether to pray to Limalia, Umaj, or Adimas for a safe journey. 
I couldn’t care less which god they begged to, for I believed in 
none of them. The only thing I believed in was the fact that the 
mule had broken its left hind leg, & that was an ill omen for the 
whole caravan. 

 Sure enough, not a week later, a dust storm swept over 
us just after we left Dajajah. Sand storms are not supposed to be 
this strong so near to the coast, so its intensity caught us off-guard. 
The alchemist & his son were whisked away while trying to tie 
down their wares, & the alchemist’s wife screamed a vile curse at 
us before running into the tempest. We never saw any of them 
again. 
 The very next night, the dervish’s second wife was 
slaughtered by an almasti. It was I who found her empty body, & I 
still cannot speak of it. The dervish left to avenge his young wife & 
unborn child. He was gone for so long that we assumed he had 
been lost as well, but he caught up with us at the city of Mamluk. 

589



He claimed that he was victorious, & he had an almasti’s head with 
him, but he must have traded it for an eye & a hand. His victory 
was hard-won indeed. 
 After Mamluk, we were hit by another sandstorm, 
which drove us off-course, deeper into the Sahra Basit, the Arid 
Plains. We lost more water than we planned, as well as our best 
guide, for he was killed by a pair o– 
 
NOTE: This portion of the journal is illegible, as the next several 
pages are torn to shreds. 
 
 I don’t know how we made it to Raqam. Nine men & 
four women have been lost, out of an original 45 caravan 
members. The merchants are determined to go on, despite the 
many misfortunes. I told them that I was not going to continue to 
Nahraldikh, our ultimate destination. The Red Sands are between 
us & Nahraldikh, & I doubt we will make it through the Ral Zadi 
alive. The merchants implored me to stay, & they offered to double 
my travel fee. I fear that I may have been a fool to agree. 
 Shortly after we set out from Raqam, another guide was 
killed. He was attempting to negotiate with the Camelotaurs, when 
he somehow offended them & was hit by several arrows. We think 
that he may have angered them by drinking from his water flask 
without offering them any, but we cannot be sure. Negotiations did 
not continue & we moved on swiftly. 
 
NOTE: This portion of the journal is illegible, as the next page is 
missing. 
 
 The caravan is in disarray. The merchant prince is dead, 
& his fellow merchants are mad with fear & despair. Our 
remaining guides have left us, claiming that the caravan is cursed. 
We are low on food, our water is nearly gone, our last cleric killed 

himself, & the merchants wail about their profit margins. They are 
fools, & I wish them ill. 
 If we make it to Rizaj, I will leave this caravan. I no 
longer care how much they promise to pay me. A sultan’s treasures 
could not persuade me to – 
 
NOTE: This portion of the journal is illegible, as the next couple of 
pages are stained darkly. 
 
 The ghuls said that they would return for the rest of us. 
There are only five of us left, after their last slaughter. I cannot 
hope to escape their wrath with my leg twisted & broken as it is. 
My death will be upon me soon, with red eyes & long teeth. 
 The others blame the alchemist’s wife for cursing us, 
but I know the real reason for our bad luck. I should have read the 
signs better, & heeded them. A wiser man would have seen the 
mule’s broken leg as the portent of doom that it was. It was the 
beast’s left hind leg, after all. I should have turned back to Zurqim 
then & there. 
 I shall miss my wife, & my daughters as well. I love 
them, & hope that they may forgive me some day for not returning 
to them. 
 I hear the ghuls. They have returned. I know that I will 
not be – 
 
NOTE: The journal ends there. This book was found on top of a 
dune, tattered & worn, 20 miles west of Rizaj. No other items were 
found near the book, & no tracks led to or from the spot where it 
was recovered. Marqud the Scribe did not date his journal, so it is 
not certain when this ill-fated journey took place, but caravans 
have not come to Nahraldikh from as far as Zurqim in many years. 
 

 
From the Journal of Khart Rajiind, Banker 
I was going about my business as usual at the bank. I had just 
come from an argument with my parents the previous night. They 
had been fighting with me once again about my choice of 
profession. My people see no need for bankers. Their lack of 
organization often disheartens me.  
 
Their squabble with me did not dishearten me as much as the 
events of this day, however. I had just finished counting the gold 
pieces of our great & wonderful pharaoh when the most 
unexpected event happened. A man, clad in gaudy clothing & 
wearing a foppish hat, walked into the bank. But he did not use the 
door. He walked in through the wall! I was immediately terrified. 
He asked my superior Amadj where the vault containing the 
money I had just so painstakingly counted was located. When the 
kobold refused to give him the information, a rapier materialized 
out of the sand on the floor by the door. It flew through the air & 
struck Amadj down in one fell swoop. It disintegrated back into a 
pile of sand. 
 
The man reiterated his query to the staff at large. The two 
bullyblades we hired to protect the bank charged the man. He met 
their assault head on, rapiers materializing in each of his hands out 
of the sand around him. He parried the first man’s sword, then 

turned around him & used him as a shield to stop the seeking blade 
of the aazlai. The large man attacked him viciously & his aazlai 
companion moved around behind into a flanking position. The man 
struck the thief’s sword, which fell apart into nothing. Whooping 
in triumph, he struck again… only to find that he had impaled 
himself on a newly materialized dagger. The aazlai took the 
opportunity to drive his blade into the thief’s back. & caught 
nothing but sand. The man had dissolved into a pile of sand! 
 
He soon reassembled himself behind the confused warrior & 
stabbed him viciously in the back. Dervishes from the local temple 
of Johoum arrived, noticing the catastrophe at hand. They drew 
their scimitars menacingly. & were promptly blasted to bits by a 
fireball launched from a wand the outlaw had magically procured.  
 
“Where can I find the vault?” he asked once more, allowing his 
weapons to simply fall apart in his hands, thus cleaning them of 
blood. We all simultaneously pointed him in the right direction. As 
he headed down the hall I followed. & by the time I had arrived at 
the safe & opened it, he was gone… as were the twenty thousand, 
two-hundred & fifty three gold pieces I had so painstakingly 
counted. 
 

 
The Sage’s Story 
Rasal Alfoz walked down the Way of Figs, enjoying the little 
clouds of dust left by his shuffling feet & tail. His old scales, a 
lively lime at birth, were now dun, cracked & sparse. 
 
A waterkeeper called good morning to him, & an eggwatcher, & a 
passign hunter. Children came out to greet him, & by the time he 
reached the fountain wall the aggregate mass of hatchlings, 
yearlings & youths climbing on his legs & shoulders forced him to 

sit for a story. 
 
As he weaved his tale, passers-by paused to listen, with questions 
on their tongues. Rasal Alfoz spoke through his characters, 
instructing his neighbors on their needs without disturbing the 
children. 
 
At last, the tale ended, & a lizardwoman came around the corner to 
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lead the children away. Rasal Alfoz glanced at her, looked into her 
eyes, then suddenly sprung forth. 
 
Casting off his old, drab robe to reveal well-worn leathers, the sage 
struck out at the lizardwoman with his staff once, twice, thrice. Her 
scales crumbled under his blows, revealing dead black flesh. She 
tried clawing at the children, but could not strike even close to 

Rasal Alfoz. 
 
At last, one final blow sent her crashing into a nearby adobe, where 
her scales shed & her form bent, revealing a terrible creature 
beneath. Rasal Alfoz sent the children to gather priests & priest-
warriors to cleanse the beast's taint, then continued along. 
 

 
Excerpted from the Kiss of the Pahari 
We had not believed in the marid until we stood in his court. Now, 
dazzled by the court of the Northern Shah, we were borne below 
by his invisible agents, given breath through the grace of Limalia. 
 
Through the darkness we could see the iridescent forms of the 
swimming pahari. Concealed still by the banks of hard, plantlike 
clay, we waited for our magician to wrap us in a sorcerous veil. 
 
Ahead in the center of the pahari city, we saw the palace of the 
Western Shah. The shining light radiating from the tunnels we 

knew to be the fabulous pearl we sought: the Kiss of the Pahari. 
However, we feared the warriors of the Shah, who we were warned 
bowed to the leadership of his son, a mortal man. As well, we 
could not speak with & did not trust the bearers sent by the North. 
 
The greedy light in the sorcerer's eyes worried me, for I feared that 
he was desirous of the Kiss himself. Legend said that it was a jewel 
of magical power, perhaps even the home of the Padishah himself! 
 

 
A New Moon 
 I had finished my chores at the bakery, & had just 
changed out of my work clothes, when Ghalib stopped by the shop. 
 “What brings you this way?” I asked, genuinely 
curious. His father’s shop was on the other side of the bazaar. 
 “I have two extra tokens for tonight’s court,” he said 
with a grin. 
 “How did you get so many?” His family did not have 
enough money or influence to spend on so many court tokens. 
 “You know that new sub-minister? The scaley? Well, 
the sub-minister was dolling them out, & he dropped his bag. The 
vouchers went everywhere. I snagged a handful in the confusion,” 
he said smugly, his eyes wild in triumph. That sub-minister could 
be whipped for such carelessness, unless he can cover up his 
mistake. “I gave one to Alabi, & another to Qaj, so I thought you 
could use one, as well.” 
 “Well, thank you,” I said, taking the pair of round coin-
like tokens. “But why two?” 
 “Well, I saw you & Jalil talking, so I thought…” he 
trailed off, still smiling. 
 My face felt hot. Ghalib was older than me by a year, & 
he was annoyingly perceptive. Jalil has indeed been hanging 

around the bakery, so we had talked a few times when I wasn’t 
busy kneading dough. She was pretty, & she said she didn’t mind 
the pervasive scent of yeast, so we got along rather well. 
 “Oh, uh, thank you again,” I said quickly, not looking at 
him directly. “I don’t think she’s ever been to court before.” 
 “Sabah’s never been, either. That’s why I’m doing her 
the favor of accompanying me,” he said with the wink of a 
conspirator. “Well I must go, for there is much to do before 
tonight. I hope to see you there. Bye!” 
 Ghalib turned & left, singing to himself. I was sure that 
he was quite pleased with his manipulations, his scheming to 
change the lives of others & garner favors along the way. I guessed 
that poor foolish Sabah would not stand a chance against his 
charms. 
 I hurried upstairs to change again. My drab tunic won’t 
impress anyone at court, & I would have to find Jalil before her 
sisters made plans for her that she could not escape. Tonight 
promised to be interesting. The night of a new moon was always 
worthy of note. 

 
The Witch of Zanzalar 
The people of Zanzalar had never encountered so much as a 
genasi's hair, for all of their superstition. Their youths would travel 
to one of the larger towns & come back with tales of great beasts 
that walked through wide rivers, blazing genies on the backs of 
striped lions & enchanted jewels that danced about the heads of 
blue-skinned sorcerers. 
 
I knew better. I had met the son of a dao once, & knew the feel of 
the extranatural. I had fought in Turzech againt the vulture-women 
& seen the trail of a sandworm. I knew that there were real 
monsters in the world. 
 
When the youths of Zanzalar began to sicken, the people were 
quick to blame their misadventures in the foolish cities of the 
scaled folk. One woman berated a local village girl as a sorceress, 
claiming she had cursed her boy. Though certainly reasonable, one 
jilted lover could not have caused the sickening of seven young 
men. 
 
The rumor caught, though, & soon the town was up in arms over 
an unidentified "witch." I took a night watch, & kept count of the 
folk going back to their homes. 
 

I saw it then; a tall, winged creature, dark in figure. It was not one 
of us; my count was flawless & this was one more. I followed it as 
it stalked among the huts, keeping a safe distance. 
 
Suddenly it vanished, leaving no trace of movement. I ran to where 
the thing had stood & looked around frantically. There - through a 
window! I had no time to guess how. I jumped through & 
brandished my sword against the creature, which loomed over a 
sleeping youth. I could see its soft mouth draw up in a smile, & 
was suddenly drawn in a fit to leave it be, to relax & go about my 
business. This mood passed quickly, however, & I struck swiftly 
with my saber. 
 
The blade skidded against the dark thing & left not a trace of a 
wound. It hissed at me & knocked me to the floor with a vicious 
blow, then was gone. 
 
To this day I know not what the witch was, only that it is 
something to be feared & not seen again. The people of Zanzalar 
have a different opinion, since now they are the ones with a story 
of the fantastic. 
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Hero of the Serpent-Slaves 
-TAB-They were going to sacrifice my father. & my mother. & 
even my little sister. The asp-men had come in the middle of the 
night, & stolen them all away. Only I was left in the home, but I 
followed them out into the night. I came to their vile temple, full of 
the malignant power of their vile false god. If only Pashati could 
hear my prayers then. I was full of fear. Fear that I would be 
caught, fear for my family. 
-TAB-Until suddenly, everything changed. My father had been on 
the altar one moment, an asp-man’s sacrificial dagger raised in 
preparation, when the ground erupted. The altar was blown to bits 
& pieces, & a flying rock caught my air-borne father & laid him 
gently on the ground. 
-TAB-The asp-men swerved in unison, with a fluidity & 
synchronization that belied their evil souls. Before them stood a 
kobold. One of the smallest, weakest looking kobolds I had ever 
seen in my life. There were many kobolds in the cities enslaved by 
the asp-men, like ours, but never had I seen one so small. 
-TAB-The snakes hissed, which I guessed was their equivalent of 

mirth. They shot out like arrows from crossbows, speeding towards 
their new target. Until a sharp spear of stone erupted from the 
ground, impaling the front-most one. The kobold began incanting, 
drawing a pair of wands covered in Archaic markings. With words 
of power laced with magic, the kobold shook the very foundations 
of the temple. The rocks around him came to life, suddenly sharp 
as shale, & sped towards the evildoers, slicing into them easily. 
The high-priest of the false god stood alone then, his cultists 
vanquished.  
-TAB-I felt heavier, of a sudden. The kobold continued his 
chanting & dancing as fast as ever, but the high priest was slowed 
almost to halt. Then my hero shouted one last word, & the world 
went blank… 
-TAB-I awoke next to my family in a bright & comfortable home. 
Our wounds, minor & major, were being tended to by lizardfolk. I 
inquired in a small voice about the kobold I had seen. But none of 
our attendees knew who or what I was talking about… 
 

 
The Child of Paradise 
In our village, we have strict traditions about the lake. Other 
villages believe differently, but our rules stand firm. We are proud 
of them. 
 
This I am taught, as a woman-child of water: that my mother, a 
daughter of the pearl, went to the lake on the night the moon was 
born while she awaited me, & my brother, & her man-child. So all 
women, daughters of the pearl or daughters of water or the dusty-
skinned, go to the lake when they await the child in their womb. 
 
This I am taught, as a child of the dancing blood: that I go to the 
lake when the moon bathes, when I am here of a decade, when I 
am here as a woman new, when I join my family to that of a 
worthy man, when I have children of my own - as when I was here 
of but one wet season. So too all. 
 
This I am taught, as an ignorant child: that when the moon is born, 
it is the egg of Paradise, & Paradise sees it go, & that Paradise is a 
woman, who wishes for love, & strength, & growth, & her child. 
So for all, women or men, whether of the singing blood or the 

dancing blood or the blood that spills in the dust & cracks. 
 
This I am taught, as witness from infancy who waits anew: that 
when the moon bathes, it ripens & parts, & births the life of 
Paradise: the birds of the radiant flame, the winged starlight that 
cavorts & sings, the feathered dancer that never rests upon the 
ground. Star-spun devas, with bridal coil, & the dreams of our 
greatsires, astride conquests most terrible to behold. 
 
This I am taught, & this only as an heir of the old empires, the true 
empires: that the life of Paradise lives beyond the lake, & that we 
may visit, & see the bridesday of the deva, speak with the dreams 
of our grandsires. 
 
I am a woman-child of water, born of a daughter of the pearl, & I 
shall one day swim to Paradise, following the bathing moon. 
 
This I am taught. 
 

 
The Wizard’s Ambition 
The time had finally come, & the apprentice watched as his master 
coerced, appealed, cajoled, bargained & threatened. His servant, 
the marid, was resolute: He would not grant the master's wish. 
 
The apprentice marveled at how alike the two had become. The 
master was stronger & sleeker, & took more readily to water. His 
eyes were gold & his skin was blue. The younger wizard thought 
back to the day when his master had bound the marid into his staff, 
a day so very long ago, & how through communion with his 
unwilling servant the master had grown by leaps & bounds in 
power. 
 
Furiously, the elder wizard raised his cerulean hand & commanded 
his genie slave back into binding. As the entity vanished into the 
reliquary staff, the master took it in hand & spoke ancient, terrible 
ritual words into it. From within came a scream, as the staff began 

to shudder violently, & then a cry: “You have stolen all from me, 
but you will never, ever get what you wish!” 
 
Blue flame shot out, blinding the young apprentice & singeing the 
scrolls in his hand. When again he could see, there was his master, 
no longer even remotely human but now a true marid, a genie as 
his slave had been. 
 
As the master wizard turned to greet his apprentice, the smile 
melted from his face, for the younger stood reading from a scroll 
the spell of binding a spirit in place. Now the master could see 
everything, & he could see the ring on the apprentice’s finger that 
would serve as his own reliquary... a genie’s prison for the man 
who would be a genie. 
 

 
The Fall of Maqur 
The armies of the Witch Queen had seized the efreeti’s city & built 
a temple in her honor; now they guarded it against the asp-men of 
her former tribe, who bowed before her arcane flames but had 
colluded with the humans to strike her down. 
 
The Scarlet Shahbanu was now the living idol of her enthralled 
devotees, & as they swarmed around the black temple, not a 

creature among them thought but to spend their lives for the glory 
of Maqur. 
 
The humans had come forth, despite treachery & suspicion sown 
among them by Maqur’s wicked power. Their leaders pressed 
forward on the stairs, ascending to where the Witch Queen lay with 
her consorts. Even in the haze of lust, Maqur could see the 
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approach of the foe she had known was coming, had prepared for. 
 
As the human general brought forth his heroic blade, the Harlot 
Princess’ serpentine eyes flashed red. She passed a single taloned 
finger over her lips, then grasped at her breast. Dark energies 
danced around her hand, & the mortal hero was forced to stand 
back. 
 
Suddenly, he fell to his knees, coughing blood, & in that time the 
witch had revealed herself in all her dark glory, throwing up 
columns of flame to wreath the temple’s peak. As her consorts fled 
in fear & panic, she touched the arm of one, whose life fled from 
him. Her demonic smile betraying infinite malice, Maqur tore the 
trusting soul away from her lover & threw it as baleful red 
lightnings against her opponents. 
 
This was Maqur’s triumph, & her power was complete. Her 
devotees turned to witness the glory atop the dark ziggurat, & her 

most faithful raised a horrific chant of dark veneration. 
 
As her victory took form & life, the Witch Queen cast her head 
back to the skies in fiendish glee - only for a look of absolute terror 
to paint itself on her face. 
 
In a screaming torrent of red lightnings that rushed through the 
temple, the Scarlet Shahbanu vanished, erased from sight by a 
pillar of white flame from the heavens, impossible in magnitude. 
As her faithful watched, uncomprehending, they too were burned 
away by the fires from above. As her mortal followers turned & 
fled, the she-da-zhong who had believed in her cast aside the 
symbols of Maqur & retreated into the darkness. 
 
That day, the temple city of Maqur was melted from the earth, & 
those sworn to her as well. 
 

 
The Price of Hubris 
Dermanaske, First of the Archmagi, looked out over the Grand 
Bazaar. Three hundred & twenty of the greatest Admajai mages, 
one for each day of the year, stood in a great circle around the pool 
that led to beautiful Najmah, the paradise of the great genies, the 
world of perfection & calm. 
 
Today, with the arcane power that they had been taught by their 
magical guests, the Archmagi of Admaja would engage in a great 
pact. They were enlightened, they had been told, & were welcome 
to abandon the harsh world of Siraaj & travel to Najmah. 
 
The great potentate of the genies, a being at once mysterious & 
terrifying, had offered them this chance, so long ago. The people of 
the Admaja Empire had not been told. The Archmagi knew that 
they would not, could not, did not understand the great thing they 
would do this day. For the good of their people, they would bring 
the whole empire to Najmah. 
 
Dermanaske closed his eyes in reminiscence, recalling his first 
experiments with the magic of the genies. His wonder at 
examining every facet of possibility, & at bringing forth the 
incredible & exotic from thin air. The genies asked such a small 
thing from them - to bring magic into Siraaj. How could they 
refuse? It was not as though the genies themselves wanted the 
Empire. 
 
As the Archmagi waited, & the people went about their business, 
even as the waiting genies, unseen, lurked just beyond the veil, 
Dermanaske strode to the rift pool, with the pact gem in hand. 
 
As he raised the gem above the dark, still water, he could feel the 
forces of magic swell around him to a great crescendo. One who 
could perceive it would have seen the maker of the pact gem 
miming his every move behind the veil, as though it would make 
the contract more complete, more binding. The First Archmage 
bent down & released the gem into the rift. 
 
Thunder crackled in the skies overhead, which went dark as the 
sun vanished. The magic of the pact had been made. Dermanaske 
looked up expectantly, hoping to see the paradise of Najmah 
envelop his city, his empire. 

 
What he saw instead brought ice to his veins. The great edifices of 
the Admajai began to tear from their foundations, cracking & 
crumbling as they were torn aloft into the dark rift above. 
Phantasmal light split the darkness, as the boundary between day 
& night was rent in two. The Archmagi were being scattered along 
with the city, as the entire empire - all that the First had worked 
for, dedicated himself to - was magically dragged into another 
world. 
 
From out of the darkness came the forms of the genies, & then 
Dermanaske saw them as they truly were - the cold, stony Dao, the 
incandescent Efreeti, the mercurial, chaotic Marids & the 
deceptive, flighty Djinni. They came forth in droves, in hundreds, 
& their powers lit the phantom night. 
 
The Archmage fell to his knees in horror & regret. He had made no 
bargain at all... he had sold his world to these uncaring spirits for 
magic & pride, & paid for the privilege with his empire. 
 
Dark clouds boiled across the barren land where once had been 
cities & farms. From the remaining flagstones of the Great Bazaar, 
Dermanaske could see a few of his people in the wasted ruins. He 
tried to call to them, for he could see things in the darkness, hidden 
things he had never seen before. Wrathful things from the darkest 
shadows. 
 
He tried to summon his magic, to seize the genies by force & 
demand their aid, but he could find none, for they were being 
seized by a greater power & cast away from physical life. Now 
they, too, scattered. 
 
As his spirit broke, the Archmage had a fleeting vision of a door of 
solid opal cracking, & a white sphinx crying in the night. He saw 
his cities, smashed against the white sands & drowned in the 
midnight waters of a faraway realm. He saw a starlit palace, & a 
golden mask wearing a dispassionate frown. 
 
And Dermanaske slipped into the pool, & slipped away from life. 
Thus began the years of darkness. 
 

 
Light in the Long Bleak Darkness 
From Akasha’s pillows, to the missals of the Darshan, to the 
whispers in the coils of Zaia did dark Sunya derive the names of all 
the hafaza. These he sold to the veiled lords, who conjured the 
hafaza & hunted them for food & sport. 
 

In the wake of the dark god’s treason, the dead found themselves 
lost & adrift, turning on their loved ones in rage & confusion. The 
babes of the devas were born quiet; the young of the genies come 
dull; the spawn of the devils born still. 
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As Siraaj & Najmah quaked, & the balance fought to rest them, the 
great white sphinx came forth from the starlit realm, leaving the 
temple of three doors, leaving his three offices, to come forth & 
call the dead. For seventy days & seventy nights did the great 
sphinx roam the world, leading a parade of lost souls from all 
corners, from every island, from every mountain. Where water 
blocked his path, a bridge of freezing glass formed, perilous to the 
touch of any but he & the dead. 
 
Onwards he led them, & where he passed he left tablets of black 
marble on which to inscribe the names of those who would pass in 
his wake, that he might return later to collect them. 

 
Though his offices shook in his wake, & though dark times 
followed from his samaritan dereliction, the great sphinx, called 
Sidaru, brought a train of the dead across the waters & across the 
mountains, across the deserts to the lost gates of Fate. 
 
It is said that in his footsteps remain many peoples who keep the 
divine herald’s faith, scribing the names of the deceased into 
record should the time come for them to be led from the darkness 
once again. 
 

 
In Search of Reason 
Haroun was alone, which was just how he liked to be. He was 
standing in a small tent, embroidered with obscure symbols, of a 
kind that few in this world could even read, & fewer still would 
fully understand. The tent was buffeted by the cool, dry desert 
winds of twilight, for the sun soon to rise in this part of the endless 
wastes. This isolated area was in a remote region of the desert, 
miles from any settlements, far even from the traditional migration 
routes of the local nomadic tribes. The man, who was currently 
consumed by a task of his own design, was as far from other 
people as he could manage. 
 
At this moment, Haroun was busy working on a magical formula 
that had taken him years to research, & he was very nearly 
complete. Soon, the spell would be ready & he would cast it, 
achieving a goal that he has sacrificed much to reach. As he 
prepared the final incantations & assembled the final components, 
he thought back to the path of his life, to what brought him to this 
secluded space, what compelled him to work on this sorcery… 
 
When Haroun was a boy, his parents were killed in a sandstorm, 
leaving him an orphan. He was taken in by his aunt, who was a 
mystic in the city. She made him her apprentice, & he worked for 
her for many years. During his tutelage, he learned that the love 
potions & fortune readings that she sold were but a tiny display of 
her true power, the Secret Art that she slowly taught to her only 
pupil. 
 
Haroun learned his lessons well, & upon becoming a full adult, he 
set out on his own to seek greater knowledge than that which can 
be found in the city. He walked from one end of the land to the 
other, always searching for more arcane knowledge along the way. 
He had explored the sand-scoured ruins of Haz-Hurad, poured over 
the tomes of the Great Library of Naranj, & infiltrated the 
Forgotten Prison of Ostaz. Each place he had come upon held 
another secret, another piece of the ever-expanding puzzle. 
 
And Haroun had met others like himself along the way. He was not 
the only one who studied the Secret Art. The other mages were not 
able to help him as much as he had hoped, & his offers to 
exchange lore were sometimes soundly rejected. A mad hermit 
hiding in the Huradai ruins wanted nothing more than to be left 
alone, to rant & babble about dragons & corpses. The librarian in 
Naranj that escorted him knew which books he had wanted before 
he could even fully ask for them, but disappeared at the first 
opportunity. The infamous Unseen Prisoner of Ostaz led him to 
secret cache of books, but knew little beyond his own narrow field 
of study. 
 
There were many others, but it was always the same story. The 
young ones were just starting to learn of their own power, 
understanding little & conveying less. The older ones were often 
secretive & reticent, having grown paranoid from years in hiding. 
Those who were most talented in the Secret Art guarded their 
knowledge most jealously, reluctant to even admit openly that they 

held any power at all. The wise ones knew better, for they had seen 
the consequences of divulging the secrets of the Secret Art. 
 
Haroun had let his tongue slip more than once in his travels, & it 
usually cost him dearly. Long ago, he had lost a guide. Once, he 
had lost a friend. Another time, he had lost a lover. Later, he had 
nearly lost his life. & later still, he had nearly lost his journals & 
books. Each time he had been careless, he had been threatened 
with ever more dire penalties, until he had finally learned the 
discipline necessary to safely pursue his goals… 
 
Now, Haroun had finished his research, & his ultimate goal was at 
hand. He had the formula that he needed for his incantation. He 
had poured his own understanding into it, he knew the precise 
motions & stance to perform with his body, & he had memorized 
the Key Word, the correct syllables to utter that will complete the 
formula & unlock the ambient energies that the Secret Art relies 
upon. With his heart thundering in anticipation, he cast the spell. 
 
A round portal appeared in the air within Haroun’s tent. Although 
the sun was rising in the east outside, the portal showed only a 
sable sky, filled with more stars than could ever be seen at night. 
The ground within the doorway was lush, with grasses of blue & 
orange. & standing in front of the gateway was a young woman. 
 
She was lithe & shapely, with a beauty that was beyond anything 
Haroun had ever seen. She wore only gauzy ribbons, which did 
little to hide her unearthly splendor. She looked at Haroun with 
calm, piercing eyes & spoke: 
 
“O man of daylight, who wields forbidden lore, why have you 
opened this world-crossed door?” 
 
Words escaped Haroun at that moment. He wanted to tell her of his 
journey, of the strange wonders he had seen, of the many perils 
that he had faced. He wanted to explain his thirst for 
understanding, of his hunger to impress his long-dead parents, of 
his desire to surpass his aunt’s talent, of his wish to prove his 
persecutors wrong. He wished to speak of his turbulent past, his 
troubled present, & his plans for a better, more magical future. 
 
But when he could find words to utter, all that came out was this: 
 
“W-why would I not venture into the Realm of Night, if I could 
manage it? What reason would I have to refrain?” 
 
Her eyes brightened, until they seemed to blaze in her heart-
rending face, & she smiled. As she stepped through the doorway, 
her winged unfurled, devoid of feathers, & she replied only with 
these words: 
 
“O thoughtless man, you hasten that which you cannot delay. All 
souls will find the Realm of Night someday.” 
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Oratory 
At least once a year did Ahmad gar Aziz come to the eastlands & 
Nahraldikh. Though he would always have business in the city, he 
would spend as little time there as possible, & only slightly more 
when he reached Rizzadobo. Not in the cities was excitement high 
for his return, but rather in the towns & villages, for Ahmad would 
stay the day at any place he arrived. & Ahmad was a caller. 
 
In Uhaffa, east of Rizzadobo, did his wagons make their stop, & 
the Nahr went among the settled gnolls of the tribes. The traders 
made their deals, & the cooks plied their wares, & then, in a wagon 
circle composed of caravans from the Northern Wastes & of the 
Nahr trade courses, the town gathered for oratory. 
 
Situated between the hearts of two cultures, Uhaffa was well 
accustomed to the deep tradition of Nahr calling. So, as the crowd 
drummed their hands upon the sand, many youths ran into the 
center of the circle to raise their voices & shout above the others. 
 
From between the wagons came the long cane of Ahmad gar Aziz, 
& then the spry, weathered gnollman was among them, clapping 
hands & drawing lines in the sand with his peers. The crowd 
waited expectantly as he drew himself to the middle of the circle, 
shouting down the eager youths who had come up early. As they 
retreated back into the crowd, a hush fell. Kobold child & human 
child, lizardwoman & gnollman, all stood quiet to hear the caller at 
work. 
 
"It is good to be here!" shouted the old trader. "The travels were 
long, & the trades good. The sights! The sights! None here have 
seen the like! Who would dare contest it! Who calls?" 
 
A young gnollboy stood & rushed into the circle with a big grin. "I 
can call you, old one. My voice is strong, & my story bold & 
great!" 
 
"But are you LOUD, boy? What sight seen can compare to such a 
BEAST as I come to tell of?" Ahmad was well into his 
performance by this point, & circled around, pointing to the 
younger gnoll with his cane. "Don't give us snakes or wolves, boy. 
Call it with a wonder, if you will, & shout me down. Or hear me 
call it! I tell of a BEAST! A FIEND, a PREDATOR from the dust 
of the trackless wastes. Call me with the roads under your paws, 
but shout it LOUDLY!" 
 
The youth appeared taken aback, but raised his voice & began his 
shout. Ahmad was right there, standing at the middle of the wagon 
circle, his words drowning out the boy's. 
 
"Four legs! Four legs, & claws. Bigger than a wolf, with a wicked 
tail. Where lies a head it is bearded & like that of the ape, but pale 
such to appear as a human might." He looked around the crowd 
impressively; several human children giggled at the thought. The 
youth, abashed, slunk back into the crowd. 
 
"Savage red eyes, & the wings! Like some vast demon! In the sky 
it is a hell shadow, & aground a hunter. Savvy & cruel. A cousin to 
the wicked scorpion, it has upon its tail great spikes! Kin to metal 
in their hardness, & as can be found in its wake." 
 
"Sighted where the land grows moist & rotten, then there, in the 
night, it flapped. Three sheep it claimed for its own, & marked in 
trade with its barbs. A beast indeed. Who dares call?" 
 
A hush over the entire audience. 
 
"Saw I not its face, nor anyone else, but heard the wings & saw the 
weapons of the creature. MANTICORE!" Several in the crowd 

jumped. "So it is named! The wings above the wagons, & out with 
the sheep, & they came back less three for the learning. A howl 
like some thing taken ill, & saw no more. But here," he pointed out 
into the crowd, towards the back, "here is a man who can call it. 
Sarfraz, you sand-worn cur! No caller, you, but you'll call me 
now!" 
 
The gnoll named Sarfraz stood; shorter & leaner than old Ahmad, 
he wore the robes of the northern bands, & walked into the circle 
hesitantly. 
 
"No caller, I, Ahmad gar Aziz, & not one here who would call 
you." But the elder drew a line in the dirt with his foot, & Sarfraz 
did likewise. 
 
"He'll call me," said Ahmad to the gathered crowd, "& I shall be 
called. Speak, Sarfraz, with pride & with all your voice." 
 
And Sarfraz took up from Ahmad's tale. "Manticore. Like a lion, or 
like a sphinx with the face it has. No story from traders, they. 
Beasts in truth, & seven have I seen." 
 
"Four dead in the wilds, & one flown free, above the caravans in 
the night, but it was known. Wings such as the bat would have 
were it the size of me. Claws peer to any predator. For it is a 
hunter, & preys. Two did I see & they saw me. The first gifted me 
THIS!" The tribesman raised his right arm, showing a long narrow 
scar running from elbow to wrist. He reached into a pocket, & 
produced a long metal spike. 
 
"Here was the barb as did mark me. Thrown like daggers from the 
tail of the beast. Always the barbs, the barbs must be remembered. 
No lion ever had such weapons as these to cast forth." 
 
"In the countenance is seen pale apelike features, but no more 
human than my own face is the hyena's face. It lacks wisdom, & 
compassion, & knows only cruelty & hunger. It hunts," he 
slammed the barb into the dirt, "& it kills. The face, the face is 
what they use to cause fear & to deceive. The barbs are all." 
 
"Two did I see, & the first one dead by others' hands. Not four 
years until I met another, & lived again the fight of stories. 
Remember, as I did, the barbs." He traced his scar once more, as if 
in reminder. 
 
"Three we were, as three of you might stand, & take your weapons. 
Spear? At best. Sword? Not dagger nor knife, I pray. Below the 
secret places of the monks in the nightshadowed mountains, we 
made camp, there in the lands of the pagan Bird God. It came for 
the caravan, & three stood against it in the darkness. Watching not 
the face, that mask of thought & reason. Not the claws, for the 
meanest wolf has claws. Always the barbs, the barbs that fly from 
nowhere, seeking to pierce & to maim. They came at us from the 
darkness, & we took places. One in front, & two at the sides. None 
in the back, to face that tail; no, we all stayed watchful & away 
from the wicked steel of the creature." 
 
"Now did it lunge, & wings flapping & tongue hissing it came for 
me. The barbs came down like a hard rain, & we struck. One kept 
at the front, to defend against the lunge. Two at the sides, to strike 
at exposure like striking down a charging bull." 
 
"Not for eating nor for aught else it was. Took we our trophies," he 
wrenched the barb back out of the dirt & slid it away to some 
hidden pocket, "& let the legend lie where it fell." 
 
Suddenly Sarfraz slumped, looking tired, as though having spoken 
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more in his short time than in a normal week. Ahmad gar Aziz 
stepped into the circle, saying softly, "I call you, Sarfraz," & the 
crowd rose in a mad cheer, drumming the dirt with their feet in 
appreciation of the tale. As Ahmad resumed the evening's 

entertainments, he privately marveled at the depth & detail of his 
old comrade's accounts, & noted to himself, not for the first time, 
the mysteries which no caller's story could begin to touch on. 
 

 
The Scroll of Nightmares 
Of Horror in Daylight 
We suspected Jebbar to be a little sun-maddened the day he struck 
down his prized cow. He dragged its head into the village bazaar & 
declared it a token of his generosity. 
 
Over the months he grew leaner & more haggard in appearance. 
He stopped receiving guests. We found him one morning ripping 
apart the sow fence of a neighboring farmer. He made some 
mumbled excuse & left in a hurry. 
 
When we saw him next he was the worse for wear; he'd not been to 
the stringer to see about his teeth, & the reek of putrescence rushed 
from his mouth with every word. He talked at length of a new way 
of life & paused every so often to leer & make outrageous 
suggestions, implying that he deserved to own our cattle. Jebbar 
told one man outright that the other's wife was a forfeit to him, & 
in the ensuing fight the man offended had his ribs shattered. By 
law, Jebbar was permitted to walk free, but still we worried. 
 
A poor child dared to cross the man's path in the street. He caught 
the boy across the face with a backhand so fierce it drew blood. 
Then he leaned back & howled like a man possessed, & fled from 
town to where his land lay. When we found the child's neck was 
snapped, it was decided that the time had come to act. Five of us 
went to Jebbar's adobe, crossing fields left barren & the vulture-
picked remains of the man's animals. 
 
Within the hut was a sight I'll never shake; Jebbar crouched like a 
dog on the ground, gnawing on a bone hard enough to draw forth 
the marrow. It was the leg bone of a young child - Jebbar's own 
daughter - & both she & her mother were naught but skeletons, 
partially buried in the man's filth. When he saw us he screamed 
about them as though he were seeing spectres of the slain, frothing 
at the mouth as he wailed that they were coming for him. Even 
gagged, his screams went on until he could no longer bring wind to 
his throat. We bound him & brought him for justice. 
 
In the middle of town under the sun, he was shackled for the death 
blow. The gag was removed to permit him one last drink, & he 

coughed as the water hit his parched gorge. Then Jebbar smiled, a 
grin that cracked his dried lips & revealed his pitted, rotted teeth. 
As pleasant as a man greeting his brother, he said, "They come for 
me." 
 
& then, still standing, Jebbar vomited. 
 
From his mouth issued thousands upon thousands of crawling 
things; spiders & locusts; flies & scorpions. His body heaved, 
desperate for air amidst the torrent of insects that still flowed, like 
a vicious, living waterfall, from his mouth. 
 
We fled, grabbing oil & flint to make fire, & as the vermin began 
to spread we burned them back. Jebbar shook & fell to his knees, 
convulsing as the river of swarming creatures pushed itself from 
his bowels & up through his throat. The more we burned, the more 
slipped past us & began to surround us. The women ran into the 
homes & were soon at the mercy of the beasts. We took up what 
children we could grab & ran far from the place that once was our 
home. 
 
I went back that night to the high ridge. I looked down to see the 
seething, teeming mass where our lives had been lived. The clouds 
of vermin parted for a brief moment to show me Jebbar, now 
freakishly elongated, & skeletal, as though all the fluid had been 
pressed from him. Still on his knees, Jebbar neither moved nor 
drew breath, & the silent scream still formed by his mouth issued 
neither sound nor crawling beast. 
 
Would that this were a lie, or that I might with time & distance 
claim the end of this tale, of our village devoured by the cursed 
man. But that night, as I gazed upon that dead, motionless thing 
which had been our neighbor, I saw its eyes move. I saw its eyes 
move & they gazed at me. 
 
If such evil survives, then where might I run? 
 

 
Of Terror in the Night 
The walls are bleeding. I write these words in the hope that they 
are but a dream. 
 
I have put words to my nightmare... am I then awake? I smell it... it 
is dead in quality, but it is the smell of blood. I look to my window, 
& to my door, & I see the liquid flowing down. 
 
Let us perhaps try this dream at its own play. I shall thrust, so, with 
my knife against the wall. 
 
Nothing has issued forth, but those streams of blood which trickle 
down my walls & pool upon my floor remain. This is of course 
still a dream. One who can write in a nightmare may call it so. To 
act in one's own dream is to play the role of king. 
 
Only... I feel the cold. I feel the dirt. I feel alive such that 
 
not a dreaam the blood is huntin 
 
how mighty is the puissance of lord JOHOUM whose words are 

the one true law how great his rule how absolute his judgment 
 
ask not how you offend but accept the rule of ABOVE & his 
punishment 
 
my life HIS concession 
my suffering HIS command 
let HIM punish 
& let HIS mercy be that HIS punishment serves only this my crime 
 
I swear on this tablet that I have not offended, not great JOHOUM 
nor indeed any of HIS servants 
 
It has cornered me the bloodislikeserpents the flowsaresnakesthey  
will 
 
my life HIS concession 
my suffering HIS comm - 
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Of Nightmares Come Alive 
The nightshead has me. 
 
It is not upon my hand. 
 
It is not under the ground. 
 
Its stinger lurks not in wait for my toe. 
 
It stalks not on my brow. 

 
To flee, to avoid, to evade, none of these are in my power. Not 
even may I scream. 
 
The nightshead lies upon my tongue. 
 
I cannot escape. I can only pray. 
 

 
Of Children’s Rhymes 

Never strike a stick of yew 
Against a staff of elder blue 

This is the thing you must not do 
At night when half moon is in view 

 
Mother always said that some children had tried it, & that they 
were never seen again. We believed. We were good children. 
 
Sister & I were bold. We cut the saplings, & waited for the night of 
the half moon. Never did we go through with it, of course. One 
such night Mother caught us. She burned the sticks & gave us each 
such a hiding as to make it seem we had cursed the Goddess 
herself. 
 
Now that we are grown, let us make play of it, my friends & I. To 
grow old is to throw off the follies of childhood. You may cut the 
elder, & I the yew. 
 
Stand back, friends. We two shall joust with staves of the trees that 
our mothers fear.  
 
They strike! CLACK! 
 

You see? It's nothing to fear. The rhyme is a test of obedience. No 
more than this. Stick against stick, & the half moon risen to give it 
the lie. 
 
What do you say? The clouds covered the light of the moon? 
 
So it is. I've no fear. Do you? Fool you'd be to be fearful now. Let 
us go again. 
 
They strike! CLACK! KRAK! 
 
Is it the moonlight that catches so? No, it issues from the staves! 
Mine grows cold! I feel a tremor... 
 
Let us run! Cast them down! All run, now! 
 
No, there's no point! I believe! I believe! Away! 
 
What happened? From behind? I  
 
It is so cold... I could not hold it... the pain... 
 

Of Dark Thoughts from Dark Places 
We found him outside one of the deep caves. He had no memory. 
We could do nothing for him. Weak, shivering even in the heat, he 
could barely speak. His voice had a thin, sharp accent to it, & his 
words were badly formed. We searched his meager belongings, 
finding only a strip of parchment & a golden key in the shape of a 
T. 
 
"They are making me write it all down. All of it in the book. All 
but this. You must take that key far, far away. The lock is his, & 
hides it from all of them forever." 

 
He remembered writing this text, & only this text. He couldn't 
clarify. 
 
We left him in the city when we returned. Months later, we were 
told that he had been murdered in the night. 
 
Ibrahm showed us the golden key the other night. He shouldn't 
have kept it. If anything happens, we shall cast it away. 
 

 
Of Unpredictable Doom 
The merchant priest stopped dead in the middle of the street, 
clutching at his chest. A moment later, his hands went to his eyes 

as though struggling with some unseen foe. Within seconds he was 
gouging them from his head. 
 

Of The Profane Works of Sorcery 
Without warning, a man appeared in our midst, out of breath & 
dressed in outlandish clothing. Bolts of lightning flashed from his 
hands. The crowd parted, shrieking, as a hideous, reptilian hound 
appeared where the lightnings struck. It pounced at the sorcerer, 

grasping his throat with its horrid jaws, & suddenly he fell lifeless. 
 
The beast turned on the crowd. We ran. 
 

 
Of A Snake 
So simple a thing, really... yet so difficult to see, the gray snake. 
Certainly in the early hours of morning, to have one in our camp 
upon waking. We tried not to agitate it, for it was right next to the 
slumbering guards... not one sound, lest the smoke adder panic. 
 
But the new guard woke, & saw a snake, & there was nothing to do 
but take the animals & flee. His scream caused the poison of the 

adder to rise, & as he fell, twitching & choking, his comrade's 
sleeping body began to trickle blood from mouth & nose. 
 
Let the Tradequeen look with fairness upon our success, & upon 
their failure. Let this be - O Limalia, please, let this be the end of 
this journey’s trials. 
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The First Sale 
The gnollman squinted, adjusting his eyes to the dim gray light of 
the strange room. He ignored the whispering sounds coming from 
everywhere & nowhere, focusing instead on the mutilated sigil in 
the floor. In the space of a blink, a human male had appeared 
standing atop the symbol, flanked by two others in hooded robes. 
 
Looking into the man’s eyes, the gnoll could find no trace of life or 
understanding, only a searching malevolence; he could almost 
swear that the pupils became catlike whenever he let his focus slip. 
The presence of the three figures seemed to make the room grow 
darker & the air more still. As the man in the center stepped 
forward, the gnoll drew his sword. 
 
The two robed beings straightened sharply, & their apparent leader 
smiled. “Is this what you offer? It is a thing most dear…” 
 
The gnollman hesitated. His sword? A well-worn thing, to be sure, 
but poorly made & heavily abused day by day. “I had thought to 
sell something of real value,” he replied. “I have brought a ruby of 
great worth, & a fine piece of gold with…” 
 
The man waved his hand impatiently. “Your first offer is of far 
greater value… do you wish to sell or not?” 
 
The gnoll could barely suppress his grin. Surely they toyed with 
him. “Of course I’ll sell it. As my price, I’ll ask no more than 
seven caravans of silks & a dozen camels. Now if we could 
discuss…” 
 
“Done,” intoned the lead human, his grin now wider than ever. 

 
“Done,” repeated one of the robed beings. 
 
“Done,” echoed the other. 
 
The leader strode forth & reached for the sword. Wordlessly, the 
gnoll presented it to the human, contemplating his good fortune. 
Then the human's hand closed upon the hilt. 
 
The light flared to purest white, & the gnoll found himself losing 
awareness. 
 
Awakening to the stomping of hooves, the gnollman looked 
around. The ruins he had been exploring were nowhere in sight, 
nor was any other feature he recognized. Twelve camels tethered 
to posts eyed him lazily, while behind them waited seven caravans. 
As he stood to crow at his windfall, his arms slackened & his 
stomach turned. The voice of the mysterious human came to him 
once again. 
 
“Of inestimable value, what you offered. For a pittance did you let 
it go. Long shall we savor what you have lost.” 
 
Ten days later, a gnollman with a single wagon & a few camels 
arrived on the outskirts of Rizzadobo. He was met by the caravan 
wardens, who asked him his name & his business. 
 
“I am A’Sheh Shahabah, & I am… I was… a warrior.” 
 

 
The Light 
It was a busy day in the bazaar of Iqiz, for the ports of southern 
Ezul had recently received several traders at once. Now, merchants 
brought wares up from the shores, & all who could afford a day of 
idleness were out to see what had come to the small city. 
 
As the Eye of Johoum neared its apex, the bazaar strained at its 
seams. The Overseer's guards had rotated from morning service, & 
even the mastaba had been cleared early by the priests. Tall, furry 
slaves wheeled away carts emptied in trade & dragged out wares 
anew for the merchants to present. 
 
At the far end of the bazaar came a sudden hush, which rippled 
quickly across to the other end. The crowds parted, pressing 
themselves back against the walls & boxes, leaning against booths, 
carts & sacks. A man veiled in long, flowing robes of white strode 
through the bazaar, flanked by two uneasy Imperial guards. His 
whole face was shrouded, & at his wrists were the taj’yad, thick 
steel rings like bracelets. 
 
As he advanced, the crowd fell over themselves attempting to clear 
his way, silently melting apart ahead of his path. The guards busied 
themselves looking through the crowd, but knew that their 
presence was only a formality. As the figure in white glided along 
the opened road, a child slipped free from his mother's grasp & ran 
out towards a dropped toy. Without slowing, the white-veiled man 
let his taj’yad slip into his grasp & backhanded the boy through the 
jaw with the thick steel, snapping the neck & caving in the child’s 
skull. Ignoring the suppressed cry from the mother, the apparition 
flowed along, coming to an intersection & pausing briefly before 
heading east. 
 
With the guards still trailing, the man in white moved forward 
relentlessly, the crowds in the bazaar now barely moving aside fast 
enough to open his path. A man broke free ahead & began 
attempting to escape through the still-crowded street, only to be 

seized by the arms & restrained by his neighbors. The crowd 
dissolved around the trio as the man in white came to a stop. 
 
“Why do you run from the Light?” the figure asked in a deadly soft 
voice. The man shook his head, seemingly unable to come to grips 
with his situation. 
 
The taj’yad took him in the wrist, crushing several bones & 
causing a gruesome pooling of blood in his hand. Still looking at 
his target, the apparition in white repeated his question. The 
unfortunate shook his head, unwilling to condemn himself. A 
second blow came, a glancing blow to a lower rib. 
 
“Why, Rajeed bin Halash, do you run from the Light?” The man 
gasped, coughing painfully, & choked out, “I am innocent!” A 
blow to the kneecap caused his leg to fold backwards. Those who 
held him up increased their support, though both they & the 
Imperial guards looked as though they wished to be anywhere else. 
 
“The innocent do not run, Rajeed bin Halash, from the Light of the 
Taj. If you have something to say, you may stand & say it without 
fear.” 
 
Rajeed sobbed. “It was I,” he choked out. “It was I who 
blasphemed against the holy Emperor.” 
 
The Hand of the Light gestured, & the men holding Rajeed bin 
Halash upright dropped him to the ground, his ruined leg making a 
sickening sound as the shattered bones tore through flesh. The 
guards chained the broken man's wrists & stood to hear the 
judgment of the Light, as the white-clad man turned away from the 
criminal. 
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“Drag him to the Court of the Iron Sun & let him receive the 
judgment or mercy of the Lord Above. Three days without shade 
or water. Shave him & anoint him.” 
 

As the Hand of the Light receded, the merchants began to push 
people away from their booths & carts. There would be no more 
trade today. 
 

The Encounter 
The five adventurers rushed through the wrecked gate, skillfully 
dispatching several Imperial guards rushing to stop them. Hadi, the 
thief, had already gone on ahead through a different route to locate 
& steal the Imperial Overseer's war plans. Their role was to hollow 
out the exterior in preparation for the escape. 
 
Two Taj al-Caliph acolytes walked in on the fight. Advancing, 
each began praying to the foul sun-god the Ostazai worshiped. One 
caught Abbas by the arm, delivering Johoum's wrath in the form of 
wracking pain. The other missed the monk Davoud, who skillfully 
dodged the Iron Sun's grasp & responded with a shattering blow to 
the spine. 
 
Advancing into the tower, they waited as their mysterious 
companion Tahsin performed a heretical ritual to seal the door 
against reinforcing guards. As Tahsin turned from his work, a 
sniping arrow lanced through Shatha’s neck, felling the cleric of 
Daq instantly. As Fahtani returned fire to eliminate the sniper, 
Abbas glanced out the window to observe the rioting outside the 
Imperial Overseer's palace. 
 
At the other end of the hall, two guards rushed around the corner, 
followed by a tall man in black platemail. Tahsin froze where he 
stood, & Abbas spun to assess the newcomers. 
 
“Jaruq Azmar!” he gasped. The Overseer himself! As the Imperial 
leader drew his scimitar from his belt, Tahsin began chanting his 
obscure words of magic, firing bolts of force at the armored 
warrior. As they impacted, they rippled harmlessly away. The 
guards rushed forward shouting loudly, closing the distance 
towards Davoud & Fahtani, & Azmar himself stood stock-still, 
gesturing imperiously with his blade towards the remaining 
warrior. 
 
Fahtani's arrow bounced harmlessly off of Azmar’s shield as the 
guard closed to melee, forcing her to drop her bow & draw a 
shortsword. As Davoud began exchanging blows with his 
opponent, Abbas advanced, scimitar in hand, to meet the dreaded 
overlord in combat. The deadly scimitar clashed with the smaller 
blade, & as the Imperial lord defended, the rebel warrior began to 

press the offense. Steel met steel again & again, & Abbas knew 
that his foe was indeed a capable fighter. Each advance was 
parried, each success caught by the imposing black armor. 
 
The guard facing Davoud made a critical error, overextending 
himself & allowing the monk to crush his windpipe, felling him 
rapidly with a flurry of blows. Davoud looked back to the sorcerer 
they had allied themselves with, to find Tahsin apparently frozen 
in panic. Moving towards Fahtani, he drew the attention of her 
opponent, allowing her to approach Azmar & attempt to catch him 
from behind. 
 
Azmar's scimitar came high at Abbas’ head, then low to his hip, 
but as Abbas braced for the subsequent attack it did not come. The 
Imperial whirled on Fahtani, cleaving straight down between her 
neck & shoulder. As the blade came free of the dying 
lizardwoman, Azmar turned back, aiming a vicious quick slice at 
Abbas’ knee. 
 
“Guardsman, to me!” called the overlord. Obediently, the 
remaining guard carefully backed away from Davoud to stand at 
his commander’s side. Abbas took the opportunity to move away 
from Azmar, regrouping with Davoud & the still-panicked Tahsin. 
 
“This has been most illuminating,” came the cold voice of the 
Imperial Overseer. “If this is the best that Raqam can field to 
counter me, then I’ve little need of the plans I let your friend 
acquire. Oh yes,” he continued, noting the pained expressions of 
the warrior & monk, “your trusted infiltrator has been a double 
agent for quite some time now. I’ve allowed this exercise purely 
for a chance at some sport, which I hope you’ll provide.” 
 
Jaruq Azmar’s scimitar whipped up & took his remaining guard 
cleanly through the neck. As the guardsman's head fell to the floor, 
Azmar took in the shock on his enemies’ faces. 
 
“I can’t allow any witnesses, you see,” he said, as his scimitar 
began to crackle with lightning. 
 

 
The Fire & The Smoke 
You don’t often see that. True. Fair enough, it is. 
 
But some have seen it, like myself. Oh, yes, it’s true, I have. Sit 
‘round the fire, & I’ll tell you the tale. It happened just over ten 
years ago, far from here, in the remotest reaches of the desert, 
where even the nomads dare not tread. I had just joined a caravan 
heading south from Raqam, through the Sahra Basit on its way to 
the city of Dajajah. 
 
In a lonely place called the Dunes of Hazaliqabazad (am I saying 
that right? Doesn’t matter), we had camped for the night. The 
winds were howling, the moons were but mere slivers of color in 
the star-strewn sky, & there was a strange feeling in the air. No one 
could quite place it, but something didn’t feel right. 
 
Eventually, one of the scouts returning from patrol pointed out 
what was wrong: even though the wind was whipping at our cloaks 
& trying to douse our torches, it wasn’t disturbing a single grain of 
sand. He was right; in such a gale, the sands should have been 
scouring our flesh & blinding our eyes. But for some reason, the 
desert refused to budge in these winds, & the sands remained still 

& calm. A shiver went up my spine then that wasn’t from the cool 
night air. 
 
I resolved then to batten down my wares & hide in my wagon until 
dawn. But before I could even reach my camels, we heard a sound 
that I will never forget, even were I to live to be a hundred. The 
shriek of a demon was in all of our ears, & fear rippled through us 
all in a wave of widened eyes & ashen faces. Even our caravan’s 
leader, a stoic wall of a man known only as the Old Lion, clutched 
his disk-shaped pendant & whispered a prayer to his distant god. 
 
We soon heard what had caused the unearthly wail. Landing in a 
heap not far from our camp circle was the body of a red-skinned 
man. We all immediately knew that this was an ifrit, a genie of 
flames & cinders, even before the fire-spirit stood & surrounded 
himself with an inferno. As frightening as the sight of him was, I 
could see that there was fear in his eyes, as well. He was badly 
hurt; his arm was twisted & lame, his clothes were tattered, & his 
skin was a road map of fiery scratches. He wheeled around, as if 
searching for some place to hide. 
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Before any of us could flee, the darkness of the desert enshrouded 
the entire camp, & a terror like I have never since known gripped 
my heart. I was certain that I was about to die, & to this day, I can 
scarcely believe that I survived that deadly night so long ago. 
 
From out of the shadows emerged a foul creature. It was like a 
man, but huge & monstrous. Its blood-red eyes found the genie 
instantly, & it set upon the poor spirit with its wicked fangs. 
Smoke enveloped us all as we fled the carnage, & not everyone 
emerged from the inky black cloud of death. 

 
I found my wagon, but the camels were already gone. I abandoned 
my cart & ran, & continued running until night became day & my 
knees buckled beneath me. Eventually, after two days of stumbling 
& crawling, I was found by a search party, who rescued me from 
the brink of death & madness. Of the three dozen men, women, & 
children in that caravan, only seven of us were ever found. I will 
always remember the heat of the genie’s flames, & I will never 
forget that the eyes of the dark one burned even hotter. 
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Zihaja’s Palace 
Normally, the palace cannot be seen or accessed from either Siraaj 
or Najmah. The only way to catch a glimpse of it is to ride upon 
Qamar, the Wandering Moon, as the souls of the dead do when 
they cross over into the afterlife. As the moon passes through the 
Place Between Places, the incorporeal spirits fall into the River of 
Starlight, to be carried by its currents & washed away to the Pool 
of Rebirth. Only during this time can His Sublime Palace be seen, 
a great luminous bastion surrounded by dark nothingness & the 
swirling river. 
 

The Outer Expanse 
The palace of Zihaja is opulent beyond mere words, a vision of 
wealth & power that transcends all measure or description. It looks 
different to each viewer: some see only three great spires joined by 
bridges & buttresses, while others perceive countless smaller 
towers branching from a vast citadel, & others still see only a 
cyclopean pyramid, so smooth & featureless that it appears to be 
made of a single impossibly-large stone. The walls are made of 
polished marble, each block gleaming like ivory & veined with 
what looks like sparkling gold. Waves of translucence randomly 
pass over the walls, during which it seems as though the stone is 
transformed into pearlescent crystal for a fleeting moment. 
 
The entire structure floats alone in an endless black void, the cold 
distant stars its only company. A river of starlight winds through 
the vast emptiness & wraps around the palace, spiraling down to a 
vanishing point infinitely far below. Where the starlight first meets 
the palace, a gigantic doorway arches overhead, its two great doors 
shut tight. Only a crack of blinding light can be seen between the 
closed doors, the entrance sealed by magic & guarded by twin 
ammuti. 
 
To enter the palace, one must approach the doors & knock four 
times, no more, no less. No spell, trick, or display of power can 
gain access to the inside of the palace; only by walking through the 
open doorway can one enter. (Teleportation & flight are impossible 
within sight of the building.) The doors will remain shut until the 
fourth knock, & will be locked forever for anyone who knocks 
more than four times. The ammuti will not strike unless they are 
attacked first, but they will not allow someone to enter who wishes 
to do harm to anyone inside the palace. 
 

The Inner Spaces 
For those who have knocked exactly four times, the great doors 
can be pushed open with ease, gliding silently back along golden 
grooves in the tiled floor. No living creature can be seen within the 
palace, but the empty halls sometimes echo with the sounds of 
distant creatures: talking, laughing, crying, screaming. The 
vestibule is enormous, silent as a grave & lit by a blazing 
brilliance, which seems to come from everywhere & nowhere at 
once. An immense rug lies in the middle of the floor, woven with 
dazzling intricacy to depict an ever-changing scene of various 
mythological events. The atrium has five open doorways, which 
each lead to their own mazelike halls spreading in all directions. 
 
Every hall & room in the palace is lavishly appointed, but as sterile 
& austere as a temple. The floors are tiled with gold, marble, & 
crystal, laid out in various geometric patterns of maddening 
complexity. The walls are made of flawlessly interlocking stones, 
each precisely etched with minute symbols & pictograms in an 
unknown language. The ceilings are very tall, arching overhead at 
a height which would allow for the greatest of beasts to walk 
unhindered. Although there are no light fixtures to be found 
anywhere, every inch of the palace is illuminated in a steady even 

light, & no shadow is cast anywhere. The air is cold & still, as 
though no creature has walked these halls in centuries, though no 
dust has gathered upon any surface. Time does not appear to pass 
at all in this place, as people do not hunger, thirst, age, or need to 
rest within these walls. 
 
The hallways twist & branch to form an un-navigable labyrinth 
which can easily cause anyone to become hopelessly lost. The 
corridors seem to change direction & orientation when one isn’t 
looking, which makes mapping the halls impossible. No means of 
marking one’s path will work, as every attempt will disappear as 
quickly as it is applied. Those who become lost can always save 
themselves, however, simply by entering one of the myriad 
unlocked doors which line the halls at irregular intervals. Every 
door leads to one of five rooms, the destination being determined 
purely by chance. 
 

Chambers of the Palace 
The Prison (“Al-Zinzana”) is the most commonly seen chamber in 
the palace, as well as the largest. It a truly vast chamber, a single 
room with walls that extend into the hazy distance, so large that it 
almost feels like being outside on a cloudy day. The chamber has 
countless rows of golden sarcophagi, each of which is 8 feet long, 
4 feet wide, & 4 feet tall, shaped like an expressionless man in 
repose. Each sarcophagus has a removable (albeit very heavy) lid, 
& inside of each one is the body of a comatose being encased in 
opalescent crystal, making identification of even their races 
impossible. The purpose for these incarcerations is unknown, & no 
means exists to free the untold thousands of beings from their 
frozen slumber. 
 
The Library (“Al-Maktabah”) is the most densely-packed 
chamber, making it feel more intimate & personal than the rest. 
Almost the entirety of the room’s expansive space is dedicated to 
innumerable bookshelves, each of which is packed tightly with 
books of every shape & size. It is said that a copy of every book 
ever written can be found here, if one is willing to search for it 
long enough. These books cannot be burned, torn, or otherwise 
destroyed, nor can they be taken out of the Library; any 
unattended, closed book will find its way back onto the nearest 
available shelf as soon as one’s back is turned. The shelves do not 
seem to be organized into any known system, so finding the 
particular tome that one is looking for may seem to be a daunting 
task. However, the shelves have a way of moving the books around 
when no one is looking; it never takes longer than a few minutes to 
find a specific book, provided that the seeker say the name of the 
book aloud (or at least the desired subject). 
 
Besides the multitude of bookshelves, the only other objects in the 
Library are occasional tables & chairs. The largest book in the 
entire Library is an absolutely enormous volume called the Tome 
of Days, which is the only book that sits upon a table (as it would 
not fit upon any shelf). The Tome of Days is a record of everything 
that has ever happened, with each page recording all of the events 
of a single day. The book is always open to yesterday, & only the 
previous pages can be read. The reader could, if desired, read about 
anything that has ever occurred within the Kamala, in astounding 
detail, but the page for the current day cannot be turned by any 
means, so one cannot read of future events. One could, however, 
get a good guess at how long the Kamala will last, by estimating 
the number of pages left in the tome. 
 
The Arena (“Al-Hatam”) is a circular chamber, with only a 100-
foot diameter, but it is a place where one could spend a lifetime 
exploring (or exploiting). The walls are completely lined with tall 
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cabinets, each with many drawers; every weapon, armor, & 
magical or mundane item ever created can be found inside one of 
these drawers, as one needs only to look for a short time to find 
whatever thing that they could possibly desire. The only object that 
cannot be used is a simple wooden hourglass (the sands of which 
never seem to fill or empty), which is always in the first drawer 
that someone opens. 
 
In center of the Arena is an 80-foot-wide ring, marked by small 
drop in the floor’s height (about a foot deep). Inside the ring, 
battles, duels, & contests of any kind can be conducted, without 
regard for the rest of the Kamala. Anyone in the ring can instantly 
summon any creature imaginable, just by declaring aloud that they 
wish to do so. No form of magic can cross the ring’s boundary, nor 
can any kind of summoned creature, although solid, non-
summoned creatures can cross freely. The chamber is guarded by a 
solar named Shaliel, a silent red-robed figure who can call any 
number of solars, planetars, &/or maruts to her aid if she feels the 
need. One must ask Shaliel (or her occasional substitute, Shekiel) 
for permission to take any item from the Arena; otherwise, she will 
prevent the removal via any means necessary. 
 
The Bedroom (“Al-Firash”) is the most surprising of the palace’s 
chambers, considering the vacant, ascetic character of the 
structure. Upon entering, a person will encounter a sumptuous 
room, decorated in a style that they would consider extravagant. 
The room always has a bed & a dresser, but the other furniture that 
is present (if any) depends on the viewer. The bed is luxurious & 
ornate, like all the adornments of the chamber, & the wardrobe 
contains a comfortable sleeping outfit for whoever opens it. While 
time does not pass normally within the palace, anyone who lies in 
the bed can sleep soundly in total relaxation, unlike any that they 
have ever experienced elsewhere; doing so will completely restore 
any lost hit points or ability scores, as well as remove any negative 
status conditions. 
 
For groups who enter the Bedroom, the situation is much the same 
as for an individual, except that the chamber will appear much 
larger. A number of beds will appear equal to the number of people 
who enter the room, each having the same appearance & 
properties. Groups will also find that the Bedroom contains a 
central table with enough chairs for their entire party, should they 
decide to sit down. 
 
The Sanctum (“Al-Hujra”) is the most rarely seen of the palace’s 
chambers, as it can only be found if the lord of the palace Himself 
wishes it. The Sanctum is actually rather small, compared to the 
other rooms in the palace, but it makes up for it in sheer majesty. 
Every surface is covered in sumptuous detail, & every line is 
angled toward the center of the chamber. Upon a raised dais is a 
circular divan, & reclining upon it, looking through the eyes of one 
of ten golden masks, is a man with obsidian skin wearing plain 

white linen robes. The nine unworn masks hang from the golden 
walls, each framed by the feathers of homa, simurghs, phoenixes, 
rocs, hafaza, & devas of all types. 
 
Zihaja is the only permanent occupant of His palace, although he 
sometimes keeps servants for a time. He never removes his mask-
of-the-moment, & cannot be affected by arms or magic of any 
kind; His will is absolute, & cannot be thwarted. On the rare 
occasions when he speaks, His voice has a deafening almighty 
power, but is tinged with weariness, regret, & age beyond 
imagining. Should He choose to answer a question, He will not lie, 
but most requests are met with a silence that is somehow louder 
than His words. 
 
Should Zihaja find a particular soul (either living or dead) to be 
worthy, He will bring the person to His Sanctum. There, they will 
be interviewed by Him directly, where He will ask ten questions 
that cut to the very core of the individual. Should the answers be 
found satisfactory, the soul will be tasked to serve Him in His 
Sublime Palace; this service usually takes the form of a perilous 
quest. Those that fail to meet His standards are banished from the 
palace, forever barred from crossing the threshold again. 
 

An Alternate Route 
Unbeknownst to all but a few archmages, there exists a secret 
means of seeing (& even entering) His Sublime Palace. This 
method, unlike the means vaguely alluded to above, does not 
involve being a disembodied spirit or riding the Wandering Moon 
across the planar boundary. The steps needed for a mortal being to 
do so are as follows: 
 Discover that He exists (Knowledge (Kamala) check, 
DC40). 
 Learn that He has a nigh-inaccessible palace in the 
Space Between Spaces (Knowledge (Kamala) check, DC50). 
 Become Colossal-sized via some method (an epic-level 
version of enlarge person?). 
 Cast stairs of Madrasah. 
 Ascend the staircase & enter the Chamber (Will save, 
DC30). 
 Instead of the chamber, step onto the balcony 
overlooking the River of Starlight (Will save, DC40). 
 Jump “into” the river (the Leap of Faith; Will save, 
DC50). 
 “Swim” to the shore (Swim check, DC40); those who 
fail are swept down into the Pool of Rebirth & are reincarnated on 
the plane opposite of that which they were born (effective 
character death, no save). 
 Walk along the “shore” to the door of the palace, taking 
care not to be swept into the river again (Balance check, DC30). 
 Knock four times upon the doors of the palace; no 
more, no less (Knowledge (Kamala) check, DC60). 
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Organizations 
1. Al Jald wa Janzir 
2. Al Juradi Juljula 
3. Al Sihr Qanissi 
4. Al Ukhuwa 
5. The Alchemy Guild 
6. The Blades of Sabur 
7. The Broken Shackle 
8. The Brothers of Stone 
9. The Bulbul 
10. The Cartographers’ Guild 
11. The Children of Nazalharu 
12. The Circle of Jalud 
13. The Corsairs 
14. The Dar-Amal 
15. Druidic Circles 
16. The Fateweavers 
17. The Fatima 
18. The Gadilites 

19. The Hand of Dusk 
20. The Last Lamp 
21. The Liar’s Fire 
22. The Light of the Taj 
23. The Nakhar Network 
24. The Naranjadi 
25. The Order of Silence 
26. The Red Fangs 
27. The Ring of Sapphire 
28. The Sacred Knives 
29. The Sandshapers 
30. The Scarlet Sentinels 
31. The Shaarduula 
32. The Tiger’s Claw 
33. The Trailblazers 
34. The Trueseekers 
35. The Urban Planning Council 

 

Key 
Alignment: This is the alignment of the organization as a whole. 
Individual members need not have the same alignment, & some 
members could even have an opposed alignment, although they 
would be unlikely to last long in the organization. An 
organization’s alignment can change over time, depending on the 
circumstances, & is closely tied to its goals & activities. 
 
Founding: This is the year that the organization was founded, 
along with a note of how many years ago that was. If the date is 
approximate, then the year & age will be preceded by a tilde (~). 
 
Membership: This is the current number of members within the 
organization. This figure does not count allies or hirelings. This 
number is approximate, & can change rather quickly, depending on 
the circumstances. 
 
Influence: This is how far the organization’s influence can be felt 
from its epicenter. This is not to say that a member of an 
organization won’t go beyond their organization’s area of 
influence, it’s just that people outside of that area will be unlikely 
to have heard of their organization. Areas of influence are divided 
into categories: Local (a city-state or two), Regional (a region or 
other large geographical area), Continental (an entire continent), & 
Global (one or both of the worlds of the Kamala). 
 
Key Class: This is the class (or classes) most commonly 
associated with the organization. In this case, “class” may refer to 
a base class, prestige class, or even an NPC class. Not every 
member necessarily needs to have levels in the key class, but the 
organization as a whole revolves around the class (or classes). Not 
all organizations have key classes, so this line is sometimes 
omitted on purpose. 
 
Standard Member: This is a representative example of a member 
of the organization, described by race & class. This example 
portrays a relatively low-ranking member; high-ranking members 
are expected to possess additional levels &/or a greater variety of 
traits. While not all members need to conform to this stereotype, 
the majority of members reflect it to some degree; the race/class is 
more common than any other. Examples with multiclassing may 
not be the most common class option, but certainly the most 
common multiclassing option, & implies that members tend to 
multiclass more often than the average non-member of the general 
populace. 
 

Entry Requirements: This is a list of what a character needs to 
achieve in order to become a member of the organization. Some 
organizations have more stringent requirements than others, so this 
list can be rather long or very short. Once a character has become a 
member, these requirements need to be maintained in order to 
receive the full benefits of membership, as well as advancing 
within the organization’s hierarchy. This is also where entry fees & 
recurrent dues are mentioned. 
 
Identifying Item(s): This is a brief list of distinctive objects that 
are special to the organization & its members. While members 
need not have these things on their person at all times, they are 
useful for identifying members to one another, & so members 
often display these prominently.  
 
Overview: This is a synopsis of the organization’s origins, tenets, 
& agenda. Indeed, the very character of the organization is given 
here, so that it can be understood why it exists, how it operates, & 
what obstacles & allies it has encountered. The organization’s 
religious & political influences & affiliations are discussed here as 
well. 
 
Notable Members: This is a short list of the organization’s most 
noteworthy current members. The reasons for their notoriety are 
not given, but it can be assumed that everyone in the organization 
has heard of them & knows something about why they are famous 
(or infamous, as the case may be). Past members of import are 
usually mentioned in the Background or Ex-Members sections, 
while the organization’s leaders are noted in the section of the 
same name, below. 
 
Leader(s): This is a list of the people who are at the very top of 
the organization’s hierarchy. In cases when only a single person is 
in charge of the entire organization, then just one name is given. 
Only the name, title, alignment, race, gender, & class levels of the 
leaders are given; other information about these individuals is 
either mentioned elsewhere or is not mentioned at all. 
 
Hierarchy: This is a breakdown of the organization’s internal 
structure, if any. Any major titles are listed here, along with their 
relative positions & common duties. Some organizations lack any 
kind of chain of command, be they egalitarian, decentralized, or 
just in a state of disorder. Unless it is otherwise stated, half of an 
organization’s membership is of the lowest rank, & each rank has 
half as many members as the rank below it. 
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The mechanical benefits of membership at these levels, which are 
a product of training gained from studying with other members, are 
also listed here. Members can only possess benefits from ranks that 
they have personally held (meaning that a member that skips a 
rank for any reason will not possess the benefit for the skipped 

rank), but they will retain any benefits from other ranks as long as 
they remain a member of that organization. Any benefits gained 
via membership cannot be used to qualify for feats, prestige 
classes, or other personal character development, & all benefits of 
rank are lost upon leaving an organization. 

 

Al Jald wa Janzir 
Alignment: Lawful Evil 
Founding: 37 AF (318 years ago) 
Membership: ~2,200 
Influence: Continental (Central Continent) 
Standard Member: Human Ranger 2 
Entry Requirements 

• Possess a non-Good alignment (switching to a Good 
alignment later carries no real penalty). 

• 5 or more ranks in Intimidate or Use Rope. 
• Must have personally captured & enslaved more than 

one sentient creature. 
Identifying Item(s): a whip or flail, a length of rope or chain, a 
pair of manacles 
Overview 
Slavery is an all-too-common practice in the world of Siraaj, one 
that dates all the way back to before the Age of Kingdoms. The 
Empire of Admaja outlawed the owning of slaves within its 
borders, but after the empire fell, many communities returned to 
slavery out of perceived necessity in the wake of the Pactspell.  
 
Shortly after the Ten Dark Years, while most of the Central 
Continent was slowly recovering from the devastation of that 
wretched time, a brutal war was fought among rival slaving gangs. 
Eventually, an alliance formed among the survivors, & the 
insidious union known as the Whip & Chain (al Jald wa Janzir) 
was born. Today, this cartel of slavers has agents operating across 
the continent, looking for vulnerable people to capture, “train”, & 
sell to the highest bidder. 
 
Members of this dreadful syndicate work in secret at all times, so 
much so that many have never heard of their name, only knowing 
of a vague dark presence in the world, a blacker shadow in the 
night. Even those that do know the name of the group have only a 
few scraps of concrete information, much of it distorted by rumor, 
hearsay, & deliberate distortion. Unfortunately, most of those who 
are knowledgeable of the group & its activities are among its many 
victims. 
 
Feared & hated throughout the continent, even the mentioning of 
the cartel’s name is enough to elicit prayers & curses from those 
familiar with them. Many have tried to curtail their vile efforts, or 
even to eliminate the network entirely, but whenever they are 
expunged from one area, they arise in another place to prey upon a 
new populace. Their evil efforts have a tendency to breed mistrust 
& paranoia, as people become suspicious of the intentions of a 
stranger in their midst. 
 
The Whip & Chain (often shortened to simply Al Jald) exists for 
only one reason: profit. As long as it is cost-effective to buy & sell 
slaves, they will exist in one form or another, ready to take 
advantage of the weak & the unwary. They have no moral 
boundaries, & indeed, it is encouraged that those within their 
association do whatever it takes to perform their abominable 
duties. Torture, rape, murder, & all other manner of transgressions 
are committed regularly by their members, making the cartel as a 
whole the bane of all that is just & good. 
 

The syndicate is universally unwelcome by those in power, 
although they always seem to find places where political officials 
turn a blind eye to their activities. More often, they are able to 
function unnoticed by authorities, stalking targets from the 
shadows. They usually choose those that won’t be noticed or cared 
about, snatching them quietly & taking them to one of their hidden 
safe houses. The church of Maqur is the only religion that tolerates 
the network, although they sometimes find allies among the 
followers of Johoum & Martuakh. 
Notable Members: 

• Zeph Zuhub, the Demon of Darzi Hill (Lawful Evil, 
Rogue 5), half-ghul male 

• Anan, the Whispering Wind (Neutral Evil, Ranger 8), 
hawasabi female 

• Mubarak gar Sinn, the River Wolf (Lawful Neutral, 
Sorcerer 10), gnoll male 

• Naz “Smiley” Nadim (Chaotic Evil, Fighter 12), human 
male 

Leader(s): Unknown (believed to be a council of several 
individuals) 
Hierarchy: 

• Stalker: The lowest rank of the organization, new 
members tend to find themselves serving as Stalkers. 
This rank is tasked with a simple yet crucial role: to 
find people that would make good slaves, preferably 
those that can be easily captured. This job quickly gives 
them a predatory stare known as the Stalker’s Eye, a 
look that others find universally disturbing. Ostensibly, 
they are supposed to simply identify potential victims 
for enslavement & report to the Binders for the actual 
capturing, but those who want to ascend in the ranks 
quickly learn to be more proactive & do the capturing 
themselves. They are often seen as expendable by 
higher-ranking members, & are given little sensitive 
information as a result, often only knowing how to 
reach a Binder once they have selected a good target. 
Benefit: A +1 circumstance bonus on Search & Spot 
checks, which increases by +1 for every rank beyond 
Stalker (for example, a Scourge has a +4 bonus, while a 
Director has a bonus of +6). 

• Binder: Members who have proven ready, willing, & 
able to find suitable targets for enslavement are given 
the rank of Binder, although many will find that the 
promotion is a cold comfort. The career of a slaver can 
be a short one, & no task within the organization is 
more dangerous than the capturing of new slaves. It 
takes a special kind of villainy to take a person against 
their will & condemn them to a life of pain, 
humiliation, & servitude. Those that excel at such a 
distasteful task are considered the most valuable agents 
within the cartel, & are treated with great respect, even 
though they are rarely promoted. Benefit: A +4 insight 
bonus on all grapple checks. 

• Warden: Once the Binders have captured a victim, the 
potential slave is typically handed over to a Warden, so 
that the Binder can return to his repugnant duties as 
soon as possible. Wardens are usually chosen from the 
less-competent members of other ranks, & are widely 

604



considered inferior to even Stalkers, which they 
technically outrank. Their job is simply to hold new 
captives & prevent their escape, so that they may be 
“trained” by Scourges. They also transport prisoners to 
& from safe houses, & for this reason, they must be 
trusted with a damning amount of information about the 
networks operations & facilities. Benefit: A +6 morale 
bonus on Intimidate & Use Rope checks, but only when 
used in regards to one’s prisoners. 

• Scourge: Within the confines of one of the syndicate’s 
safe houses, new slaves are physically & mentally 
conditioned for their new life, forced to submit to the 
“training” of special “instructors”. These dreaded 
agents are known as Scourges, & their title is well-
deserved, as they are almost never seen without the 
titular whips & chains. They beat, molest, & flail their 
captives, inflicting all manner of physical & 
psychological torment. They break down their victims, 
taking days, weeks, or even months to convert them 
into pliant, obedient servants. Only those who enjoy 
such sadistic duties last for long as Scourges, & those 
who have long held such rank are frighteningly adept at 
forcing others to submit to their will. Benefit: Once per 
day, the ability to emulate the effects of a dominate 
monster spell (prisoners only); the duration, though, is 
only 1 hour per level; your caster level for this effect is 
equal to twice one’s rank within the organization (for 
example, a scourge would have a CL of 8, while a 
director would have a CL of 12). 

• Merchant: Once a slave has been properly “trained”, 
they are taken to a secret auction house, where they can 
be sold to the highest bidder. Those who arrange such 
sales & connect with potential customers are 

decorously called Merchants. They often have contact 
with legitimate traders in the local markets, & thusly 
know who would be willing & able to buy a slave or 
two. They tend to be more amoral rather than 
aggressively evil, although they are not above sending a 
slave back to the Scourges if he or she is not properly 
“trained”. Merchants are not only high-ranking 
members, but they also tend to be charismatic movers 
& shakers in the cartel, so they are privy to lots of 
sensitive information about the entire organization. 
Benefit: The ability to apply Appraise checks to 
people, to determine their potential worth; in addition, a 
+4 circumstance bonus on Diplomacy checks when 
attempting to sell a slave. 

• Director: The Whip & Chain is led by an enigmatic 
group of elite members known only as the Directors. 
No one is certain how many there are, or where they 
lurk, but they send orders out to the rest of the network, 
which are expected to be obeyed to the letter. Anyone 
who defies a Director’s order dies shortly thereafter, & 
it unknown how they are aware of such insolence. 
Some powerful individuals are suspected of being 
Directors, but no living person has ever been 
conclusively identified as such. It is said by some that 
the Directors themselves merely manage the syndicate, 
& that there exists a level of leadership above them that 
gives them orders from a shadow-within-a-shadow, but 
this rumor remains just that. Benefit: A +10 resistance 
bonus on all Will saves. 

 

Al Juradi Juljula 
Alignment: True Neutral 
Founding: 328 AF (27 years ago) 
Membership: ~400 
Influence: Regional (Alhurus Lake, Red Sands, Sahra Basit) 
Standard Member: Kobold Rogue 3/Expert 1 
Entry Requirements 

• Possess a non-Good alignment (switching to a Good 
alignment later carries no real penalty). 

• 5 or more ranks in Knowledge (Arcana) or Knowledge 
(Dungeoneering). 

• At least 2 levels in a base class or an NPC class. 
• Must have previously delved into a dungeon of some 

sort, & can accurately describe it in some detail. 
Identifying Item(s): a tapping tool, a trap-striker bag 
Overview 
All across the continent, there are ancient ruins, remnants of ages 
& peoples long since past. Many of these sites still hold relics 
which may be of some value to historians, archeologists, 
collectors, sages, & other persons of niche interests. A few of these 
objects have even been known to hold magical power, making 
them precious to entirely different groups, who will pay even more 
for such coveted items. It is for this lucrative reason that groups 
like Al Juradi Juljula exist. 
 
Al Juradi Juljula (which literally means “the Skull Rats”) is a 
consortium based in the city of Darb which employs adventurers 
seeking to delve into ancient ruins. They provide maps, equipment, 
& personnel to registered members, in exchange for fees & a 
percentage of the monetary value of any retrieved relics. They also 
protect their designated sites from non-members, which does not 
endear the group to outsiders. 

 
Often just called Al Juradi or “the Rats”, the consortium’s 
members have honed their skills on the bones of their less 
fortunate comrades, using gains from past raids to assist & finance 
themselves. They are somewhat unscrupulous, although they are 
reasonably loyal to their contracted members & hired swords. They 
will pay handsomely for credible information about newly-
discovered sites, & they are always looking to expand their 
territory, either by finding unclaimed ruins to explore, or by 
eliminating smaller operations will similar agendas.  
 
The group’s members tend to retire quickly, either from a big score 
or a crippling injury, but some enjoy the mystery & the thrill of 
danger, & have stayed in the business for far too long. These 
veterans tend to be the ones who take the biggest risks, & are 
thusly valued for the profits that they generate from their finds. 
Most of the relics recovered by the consortium are quickly sold off 
to the highest bidder, although they have been known to hold onto 
a few items of obvious magical power. 
 
For years, Shahla Shafiei has had agents of the Bulbul infiltrating 
Al Juradi to help her procure more binding relics. The leadership is 
aware of this infiltration, but they don’t know the identities of the 
spies, which only adds to the already-thick atmosphere of mistrust, 
rivalry, & greed. This tension can easily lead to betrayal & 
violence, which threatens to tear the group apart. 
Notable Members: 

• Nasrin wawa Ghari, the Sand Spider (Neutral Evil, 
Fighter 6), gnoll female 

• Khurth the Curse (Chaotic Neutral, Ranger 8), half-ghul 
male 
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• Hathor Muhraq (Lawful Evil, Monk 5), hawasabi 
female 

• Sudi, the Ghost of the Rawasi (Chaotic Evil, Barbarian 
7), aazlai male 

Leader(s): Master Abbas al-Tabarram (Lawful Neutral, Monk 12), 
human male 
Hierarchy: 

• Seeker: Newly-recruited members are typically tasked 
with searching for new ruins to claim, a difficult job 
that can prove deadly for those who go in unprepared. 
Most potential sites in the group territory are already 
well-documented, so a successful Seeker needs to either 
travel far & wide to the edges of the region looking for 
unclaimed ruins at the edges of the region, or they must 
brave the harsh desert sands, hoping to find a 
previously-buried site uncovered by the scouring winds. 
Neither prospect is very appealing, & they both require 
plenty of provisions in order to survive. Seekers who do 
well are generally offered a promotion to become a 
Defender, although an elite few can aspire to become a 
Delver directly. Benefit: A Seeker who merely passes 
within 10’ of a secret or concealed door is entitled to a 
Search check to notice it as if they were actively 
looking for it. 

• Defender: Every ruin that is claimed by the consortium 
is at risk of being raided by various parties: rival 
plunderers, independent grave robbers, squatters, 
monsters, & others. In order to protect their interests, Al 
Juradi has members who patrol their claimed sites, 
protecting them from such intruders. Defenders are 
supposed to only use violence as a last resort, & they 
are not supposed to search the ruins for relics 
themselves, but their task is a tedious one, far from 
headquarters, so they tend to disregard such protocols, 
acting as they wish. For this reason, they are feared & 
respected by those who understand their role, as they 
can be as dangerous & savage as any bandit or 
mercenary. Benefit: A +2 morale bonus on attack rolls 
made against any non-members trespassing within a 
designated site. 

• Delver: These valued members are responsible for 
much of the actual work done by the group, as it is their 
task to search claimed sites for relics & bring them back 
for analysis & sale. When people think of the 
consortium as a whole, it is a romantic image of a lone 
Delver that they most likely picture, skulking into some 
lightless tomb, torch in one hand, pickaxe in the other. 
That example is mostly accurate, although it is only part 

of the whole story. In reality, Delvers usually work in 
small teams of 3-6 members, they are typically given 
detailed instructions on where to go & what to look for, 
& they generally need to be well prepared, as 
designated ruins (which are actually above-ground as 
often as not) are usually in remote & dangerous areas. 
They rarely get promoted to higher ranks, regardless of 
skill or experience, as they most likely either retire rich 
or retire injured. Benefit: A Delver gains Stonecunning, 
exactly like that of a standard dwarf. 

• Evaluator: Once a relic has been retrieved from one of 
the group’s sites, it needs to be catalogued, analyzed, & 
categorized according to use & value. This task is 
performed by the Evaluators, who mostly operate out of 
Darb, along with a few satellite offices in other cities, 
such as Meraya & Babalarud. They sort through all of 
the objects brought back by the Delvers, find the ones 
that someone will pay for, & then prepare them for sale 
on the black market. The job is fairly risk-free (unless 
you count the many cursed items), & the opportunity to 
take a powerful item for one’s self is ever-present, so 
many members are eager to attain this rank. However, 
the screening process is notoriously difficult, so very 
few applicants ever become full-fledged Evaluators. 
Benefit: A +4 insight bonus on all Appraise & 
Spellcraft checks. 

• Curator: The highest official rank within the group, 
the Curators are responsible for coordinating the 
consortium’s efforts, managing its funds, & selling the 
relics that they have amassed. They have established a 
clandestine network of merchants, mages, & other 
collectors who are willing to pay for such things, which 
is likely the most extensive black market for magical 
items on the entire continent. The profits from these 
sales allow them to finance Seeker expeditions, 
Defender supplies, Delver equipment, & other such 
expenses. There are only about a dozen or so Curators 
at any one time (most of them working near the main 
headquarters in Darb), & they answer only to the 
founder of Al Juradi, the reclusive & enigmatic Master 
Abbas al-Tabarram. Benefit: A Curator gains 
Leadership as a bonus feat, even if they do not meet the 
prerequisites; if Leadership is not permissible, then 
substitute a +4 inherent bonus to one’s Charisma score. 

 

Al Sihr Qanissi 
Alignment: Neutral Evil 
Founding: ~5 AF (~350 years ago) 
Membership: ~8,900 
Influence: Continental (Central Continent) 
Standard Member: Human Warrior 2 
Entry Requirements 

• Must not be capable of casting spells of any kind 
(although ranks in Use Magic Device are acceptable, as 
are the possession & use of magic items). 

• Must own a wand of detect magic with at least one 
charge left on it (this wand need not necessarily be 
replaced once the member has joined, but it is 
encouraged). 

Identifying Item(s): a quartz crystal, a wand of detect magic 
Overview 

In most places on Siraaj, especially in the Central Continent, the 
use of magic is hated & feared by the common people. Magical 
beings are abhorred, mages are ostracized, & magical items are 
banned. This is largely because of a broad cultural backlash against 
magic that began with the Pactspell, & was exacerbated by the Ten 
Dark Years & its lingering effects. Mages, genies, & a single 
arcane ritual brought about death & devastation on a scale 
previously unimaginable, & the conclusion that many of the 
survivors reached was that magic, already a dangerous & 
mysterious thing, was intrinsically evil, & would lead to the 
ruination of all that it touched. 
 
From this conceptual seed was born the Magic Hunters, officially 
known by their Common name, Al Sihr Qanissi. Founded by the 
first Anti-Mage, the zealous & charismatic Imam Tahir Dahab 
Naqiy, the movement has condemned the use of magic for any 
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reason. They proclaim that magic is somehow destroying the 
world, undoing the work of the creator, & that every spell cast, 
every magical item forged, & every magical creature born brings 
all of Siraaj that much closer to another cataclysm. 
 
The Qanissi, as they are often simply called, are a popular 
movement among the lower class of the continent, which 
comprises the vast majority of the populace. They search 
everywhere for sources of magic, so that they can be exposed & 
eliminated. As they genuinely believe themselves to be the 
salvation of the world, they tend to be quite zealous in their efforts 
to eliminate magic in all forms, which can sometimes lead to 
extreme acts. 
 
The movement has been known to persecute people with magical 
abilities, such as numari, sorcerers, & even clerics. While they 
generally are more lenient toward users of divine magic than they 
are toward arcane magic users (who are said to be in league with 
demons), their members are often caught up in the moment & are 
unable (or unwilling) to tell the difference. They have been known 
to burn down the homes of confirmed (or even suspected) mages, 
& numari are often sequestered in ghettos to keep them from 
“tainting normal people”. 
 
Despite their popularity, the Qanissi are opposed by many other 
groups, for various reasons. The Pashatai are avid users of healing 
magic, the church of Adimas is a proponent of magic in general, & 
the Sidarites object to their use of violence as a means to achieve 
their ends. There are several secular organizations that work 
against them, as well, including the Alchemy Guild, the Brothers 
of Stone, the Bulbul, the Dar-Amal, & many others. They remain 
undaunted in the face of adversity, though, & while they may 
acknowledge that their ultimate goal of completely ridding the 
world of magic may take a long, long time, they nevertheless are 
resolute that they will achieve this dream someday, however long 
& difficult the journey. 
Notable Members: 

• Rashne gar Baada, the Bane of Mages (Lawful Evil, 
Rogue 8), gnoll male 

• Zhir ul-Zaqazu (Chaotic Neutral, Fighter 10), lizardfolk 
male 

Leader(s): Currently, none (their former leader, Anti-Mage 
Rashida Kalla Hechem, was recently killed in a purge of a numari 
safe house) 
Hierarchy: 

• Informant: Whenever there is a sighting of some 
magic phenomena, it is usually reported to a member of 
the Magic Hunters, who will look into the incident & 
determine if it warrants further action. These 
investigators are known as Informants, but the term is 
something of a misnomer. In decades past, when the 
movement was much smaller, these dedicated people 
would have to gather information firsthand. But 
nowadays, each Informant typically has a network of 3-
30 local citizens who report to them about any 
suspicious activity, which spreads their influence much 
farther than their official membership would suggest. 
They travel often between settlements, talking to the 
people within their jurisdiction & finding evidence of 
magical occurrences, objects, or entities. Once they 
have a decent case (which can vary wildly in credence), 
they are supposed to report their findings to the nearest 
Spark-Seeker. They are not supposed to directly engage 
any source of magic, but this rule is commonly violated 
for various reasons. Benefit: A +2 insight bonus on 
Gather Information, Search, & Spot checks when 
looking for evidence of magic, which increases by +2 

for every rank beyond Informant (for example, a Spark-
Seeker has a +4 bonus, while an Anti-Mage has a bonus 
of +8). 

• Spark-Seeker: Once a magical incident has been 
documented, the report is given to a Spark-Seeker, so 
that they may find who or what is responsible. Their 
task is to eliminate the source of a magical occurrence, 
be that a person, a creature, or even an object. In the 
case of living sources, a Spark-Seeker will attempt (at 
least in theory) to persuade the offending creature to 
refrain from using magic. Those beings that are 
Magical items are obtained via any means necessary, so 
that they may be sent to an Anti-Mage for destruction. 
A creature than cannot (or will not) cease using magic 
is often targeted for harassment or worse, although the 
movement does not officially sanction the use of 
violence, however common it may be. Spark-Seekers 
are the most public face of the Qanissi, & are therefore 
in the most dangerous position, as many of them have 
died under mysterious circumstances over the years; the 
group’s propaganda even mentions this when they 
speak of “retaliation from mages & half-blooded 
demons”. A member of this rank that excels at his or 
her job can quickly earn a promotion to Dispeller or 
even Anti-Mage, provided that they are able to pass the 
tests of fidelity & aptitude needed to become a 
specialist. Benefit: A +4 circumstance bonus on all 
Spellcraft & Use Magic Device checks. 

• Dispeller: Something of a niche role, the rank of 
Dispeller came about in response to the need to counter 
a mage’s ability to wield magic against the 
organization. Most other sources of magic are not 
directly threatening to the Qanissi, but even a low-level 
arcanist can be a daunting adversary, if so motivated by 
persecution. Thus, the Dispellers were formed with the 
idea to fight magic with magic. These highly-trained 
specialists are taught how to find & exploit a mage’s 
weaknesses, & are the most likely among the 
movement’s members to carry magic items (besides the 
ubiquitous wands of detect magic, which are considered 
exempt from their usual ban on magic). Other members 
are somewhat put off by the Dispellers, as they feel that 
the use of arcane magic somehow taints them, leaving 
them vulnerable to corruption & vice. Some members 
even speak openly about “enemies within their midst” 
& “a return to purity”, which has only widened the 
schism within the group. Members of this rank rarely 
move on to become Anti-Mages, & most see this rank 
as a necessary evil & not a rung in a ladder towards 
leadership. Benefit: Once per day, the ability to 
emulate the effects of a dispel magic spell; their caster 
level for this effect is equal to his or her Hit Die (an 
Anti-Mage can emulate a greater dispel magic spell, & 
can do so twice per day). 

• Anti-Mage: The highest rank among the Qanissi, the 
Anti-Mages represent an ideal; they are powerful 
without an external source, might without magic, purity 
without influence from the arcane. They are the elite 
within the organization, those who have faced off 
against magical forces & survived time & time again. 
They are greatly respected within the movement, & 
their every word carries much weight in the hearts of 
members. Their task is to coordinate the actions of 
lower-ranked members, to spread the group’s influence, 
to combat magic users that have been judged as 
irredeemable, to destroy magic items. This last point is 
the cause of some controversy, however, as a major 
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scandal has recently erupted, shaking the entire 
movement to its core. It has come to light that many 
magic items are not immediately destroyed, as was 
previously asserted, & in fact, most Anti-Mages have 
kept a secret cache of useful items. While the ostensible 
purpose of this practice is to battle magic users on more 
equal footing, it has caused more than one Anti-Mage 
to resign in disgrace, many members have been left 

disillusioned, & the debate about the appropriateness of 
using magic items (including wands of detect magic) is 
threatening to turn into a movement-wide schism. 
Benefit: An Anti-Mage gains Spell Resistance equal to 
14 + his or her Hit Die; if they already have Spell 
Resistance, then the two sources do not stack, so only 
the best SR is used. 

 

Al Ukhuwa 
Alignment: Chaotic Evil 
Founding: ~274 IR (~910 years ago) 
Membership: ~200 
Influence: Local (Sa’ifah) 
Key Class: Rogue 
Standard Member: Human Rogue 2 
Entry Requirements 

• 5 or more ranks in any two of the following: Forgery, 
Hide, Intimidate, Move Silently, or Sleight of Hand. 

• Must get a tattoo of the organization’s symbol on the 
back of one’s left hand. 

• Must pay 50% of all gains acquired during “jobs” to the 
organization. 

Identifying Item(s): a tattoo of a crescent moon crossed by a 
dagger 
Overview 
The city-state of Sa’ifah is a beautiful place, full of lush gardens & 
fertile farms, a welcome change of pace from the arid wastelands 
that cover most of the continent. But the City of Green has a dark 
secret, a hidden underbelly of theft, violence, & vice. The source 
of this corruption is the powerful thieves’ guild known as Al 
Ukhuwa (“the Brotherhood”), a union of burglars, cutthroats, & 
pickpockets, who hold a monopoly on the crime in the area. 
 
Founded in the early imperial era, before the then-capital of Ilud 
was razed, rebuilt, & renamed by the Empire of Admaja, the 
Brotherhood has been operating continuously for centuries. They 
control a vast network of tunnels underneath Sa’ifah, which are 
remnants of the old city that now serve as sewers & catacombs. 
There are still half-buried buildings & vaults down there dating 
back to the pre-imperial era, & many of these are used by Al 
Ukhuwa as safe houses, brothels, slave auctions, drug dens, 
smugglers’ stores, & other centers for illicit activities. 
 
Unlike thieves’ guilds in other cities, the Brotherhood is as tightly-
knit as its name suggests. While they are behind most of the crime 
in the city & its surroundings, the actual membership is relatively 
small, with only a couple hundred official members. These like-
minded individuals support one another as if they were one large 
family, & they ruthlessly crush or absorb any & all competition. 
All members must bear their symbol, a crescent moon crossed by a 
dagger, on the back of their left hand, & any non-member who 
wears such a tattoo risks getting their hand chopped off for the 
offense of pretending to be a Brother. 
 
Needless to say, they are a thorn in the side of the city’s vizier, 
Aden aq-Zarqa. The Brotherhood is his largest problem, as their 
predations are a threat not only to his authority, but the stability of 
the city-state itself. The republican guard has proven powerless to 
stop the Brotherhood, & the locals are desperate to end (or at least 
contain) this escalating lawlessness. The previous vizier was in the 
guild’s pocket, but aq-Zarqa has proven to be incorruptible, & 
cannot be bribed, blackmailed, or otherwise bought like his 
predecessor. He has, therefore, already been the target of an 
assassination attempt, & rumor has it that another strike is 
imminent, which are believed to be commissioned by Al Ukhuwa. 

Notable Members: 
• Nashwa, Our Sister-in-Arms (Neutral Evil, Barbarian 

5), human female 
• Father Tarib al-Ard (Lawful Evil, Rogue 7), half-dao 

male 
• Grandmother Jawhara (Chaotic Neutral, Bard 11), 

hawasabi female 
Leader(s): The Merciless (Chaotic Evil, Wizard 13), half-ghul 
male 
Hierarchy: 

• Brother/Sister: About half of all members of Al 
Ukhuwa are in this entry-level rank, a place for those 
who have not yet fully proven themselves as capable 
parts of the family. They are said to have potential 
(otherwise, they would not be members in the first 
place), but they are considered untested. Each of them 
is accompanied by an elder brother (or sister), who 
teaches them in the ways of the Brotherhood. They 
learn the guild’s tried-&-true methods for picking 
pockets, infiltrating homes, & robbing citizens, 
techniques that they must practice if they are to advance 
within the organization. Their training focuses heavily 
on the art of stealth, for it is said that “all locks are 
opened for those who become invisible” (a popular 
proverb among members). In order to earn a promotion, 
a brother/sister must single-handedly perform a feat of 
larceny that impresses the elder brothers, & be 
officially recognized for the act. This usually involves 
pulling off some daring heist, like a daylight raid of a 
sultan’s palace, or the theft of a heavily-guarded 
magical item. This practice is extremely dangerous, as 
many ambitious members try to outdo past stunts, & 
thus most of the deaths of members can be attributed to 
failed attempts at impressing their peers. Benefit: A +2 
competence bonus on all Hide & Move Silently checks, 
which increases by +2 for every rank beyond 
Brother/Sister (for example, a Father/Mother has a +6 
bonus, while a Grandfather/Grandmother has a bonus of 
+8). 

• Brother/Sister-in-Arms: Once a member has proven 
themselves to the elder brothers, they will be given 
added responsibility within the Brotherhood. They will 
be tasked with identifying new targets, setting up heists, 
lending support on “outings”, distracting authorities, & 
other logistical duties. These functions often involve a 
lot of analysis, & thus this rank tends to give members 
an eye for seeing the weaknesses in opponents, 
buildings, security measures, & other such systems. 
Members of this ranks are trusted by the guild as a 
whole (in as much as one can trust a thief, anyway), & 
so they are often given assignments that would be 
almost impossible for a common bandit to complete. 
Brothers-in-Arms tend to be a somewhat violent lot, & 
as such they often freelance as assassins (a service that 
Al Ukhuwa only provides to its most exclusive clients, 
as they do not want to attract too much negative 
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attention from authorities). Members of this rank also 
need to perform some impressive criminal act in order 
to garner a promotion, but what qualifies as remarkable 
for them increases exponentially; luckily for them, their 
failures are far less likely to prove fatal, as they usually 
have the skill required to survive a botched heist or an 
assassination-gone-wrong. Benefit: A +2d6 bonus to 
Sneak Attack damage; if a member does not already 
have the ability to use Sneak Attacks, he or she gains 
the ability to do so at this time. 

• Father/Mother: Often called “elder brothers” by 
members of lower rank (a title that they share with 
grandfathers), these masters of crime are the elite of the 
Brotherhood. They spend most of their time training 
junior members in the illicit arts, teaching them how to 
pick someone’s pocket, how to sneak around unnoticed, 
& how to tell a convincing lie in any circumstances. 
When they aren’t mentoring others, they are honing 
their own skills, focusing of lock picking & other 
delicate operations. Only occasionally are they involved 
in actual “outings”, & even then they are usually just 
there to evaluate junior members or lend specific 
support for particularly tricky jobs. Promotions are rare 
at this rank, as members are in the Brotherhood for life, 
& with their level of expertise, only the most 
spectacular crimes could warrant advancement. 

Benefit: A +6 insight bonus on all Open Lock & 
Sleight of Hand checks. 

• Grandfather/Grandmother: At the top of the 
Brotherhood’s chain of command are the Grandfathers, 
or at least they used to be, before the rise of the 
Merciless. Once the nameless wizard took control of Al 
Ukhuwa, the governing council, where each of the 13 
Grandfathers was afforded equal status, was dissolved. 
Today, they mostly coordinate the guild’s efforts, draft 
plans for future “outings”, manage the organization’s 
finances, & perform other such administrative duties. 
Even in the earliest days, though, members of this rank 
almost never participated in hands-on field work, 
preferring to direct things from the safety of the 
shadows. Contrary to the rank’s name, the Grandfathers 
are not necessarily elderly, & in fact the youngest of 
them (Jawhara) is only 29 years old. Whereas it was 
once bestowed upon the most talented & accomplished 
among the elder brothers, it now seems to be used by 
the Merciless to keep potential rivals placated, out of 
the way, & within earshot. It is believed that most of 
them would prefer to be rid of their leader & reinstate 
the council, but for whatever reason, none of them dare 
make a move against the Merciless. Benefit: A +4 
inherent bonus to one’s Dexterity score. 

 

The Alchemy Guild 
Alignment: Chaotic Neutral 
Founding: 641 IR (543 years ago) 
Membership: ~2,700 
Influence: Continental (Central Continent) 
Key Class: Alchemist 
Standard Member: Human Wizard 5/Alchemist 1 
Entry Requirements 

• At least 1 level in the Alchemist prestige class. 
• Must pay the entry dues of 500gp (later, another 500gp 

in dues will be collected annually). 
Identifying Item(s): a belt of vials, treated gloves, a pair of 
goggles 
Overview 
For thousands of years, scholars & sages have been practicing the 
delicate art of alchemy. Some do it for profit, some do it for 
knowledge, & some are drawn to study its intricacies by forces 
altogether unknown to them. Alchemy promises to unlock the 
mysteries of the Kamala, from the minutest cellular processes to 
the grandest functions of the cosmos. The building blocks of the 
world are everywhere, even inside of us, & alchemy is a means of 
understanding & controlling those universal components. 
 
No single alchemist could possible hope to gain a full 
understanding of every facet of such a deep & complex field of 
study, however. So, in order to pool their resources & organize the 
information that they have, alchemists from across the continent 
have gathered together to form the Alchemy Guild, an institute of 
learning & discovery unlike any other in the world. Centered in the 
city of Fandaq, the guild works to better themselves & the world’s 
peoples through the inexact yet exciting science of alchemy. 
 
Although they accept commissions to create alchemical items for 
explorers, collectors, sages, & anyone else who can pay the price, 
the guild is primarily concerned with the accumulation of 
knowledge, not profit. They research & develop new reagents & 
formulas in order to reach ever-escalating levels of understanding 
& achievement. They provide one another with mutual support, 

protection, & an exchange of experience & insight that can be 
found nowhere else. 
 
Their headquarters in Fandaq is the only one of its kind on Siraaj, 
sitting on a palatial estate at the edge of the city. Explosions can 
often be heard coming from the guild hall, & nightly firework 
displays are the norm. The citizens of Fandaq are usually accepting 
of alchemists (although they are still biased against public displays 
of magic), & so they operate openly here, whereas in most places 
they need to keep their arcane profession & affiliation a secret. In 
most settlements, being a mage in general or an alchemist in 
particular is a crime, & even the making of a simple tindertwig or 
an acid is illegal. 
 
This prejudice against all things magical has led to a desire among 
some alchemists to steer the guild away from the arcane arts & 
towards a more logical, scientific approach, one based on mundane 
physical evidence & mathematical validation. These Rationalists, 
as they are called, seek to legitimize their craft by stripping out 
everything that is based on magic & relying only upon that which 
can be confirmed by repeated tests under controlled conditions, 
performed by those without any innate supernatural power. They 
are opposed in this endeavor by the Arcanists (those who defend 
the use of magic) & those who sympathize with them, which make 
up a majority of the guild’s members. While the Rationalists are 
currently outnumbered the Arcanists, their numbers are steadily on 
the rise, & they may one day soon tip the scales in their favor.  
 
A third party in this debate are those alchemists who, for one 
reason or another, have not joined the guild. Some oppose the 
organization’s commercial practices, some wish to avoid the 
growing Rationalist/Arcanist dispute, some dislike the structure 
that the guild, some don’t wish to share their trade secrets with 
others, & some simply haven’t had the opportunity to connect with 
the organization in their area. These non-members make up the 
vast majority of the alchemists practicing in the world, although 
the guild is aggressively recruiting new members whenever & 
wherever it can. They tend to be less knowledgeable about the 
principles of alchemy than guild members, but they are often more 
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experimental & intuitive in their understanding of the craft, & they 
each have their own unique piece of the Great Puzzle that is the 
Kamala. 
Notable Members: 

• Shiur izra-Qadal, Apprentice Emeritus (Neutral Good, 
Adept 5/Alchemist 2), human female 

• Jabir the Maker, Assistant Senior Grade (Lawful 
Neutral, Sorcerer 5/Alchemist 3), half-ghul male 

• Doctor Tabib al-Mathir (True Neutral, Bard 
5/Alchemist 4), masabi male 

• Master Mira Sedar aq-Haza (Neutral Evil, Cleric 
5/Alchemist 6), human male 

• Professor Sahar ul-Jahan (Neutral Good, Sorcerer 
5/Alchemist 8), lizardfolk male 

Leader(s): Catalyst Akilah Hala al-Dimagh (Chaotic Good, 
Wizard 5/Alchemist 10), kobold female 
Hierarchy: 

• Apprentice: These new members are just beginning 
their study of alchemy, & while much can be learned 
from a book or a scroll, the guild prefers to teach its 
students via practical lessons. Several apprentices (1d6) 
are assigned to a senior member, who will have them 
gather components, clean instruments, prepare 
ingredients, & do other hands-on tasks, so that they 
always remember the proper methods & procedures. 
Safety is stressed, & the consequences of inadequate 
measures are demonstrated, often with explosive results 
(so as to drive the point home). Not a lot of academic 
theory is taught at this rank, for the student must learn 
how to learn first, as their instructors often say. 
Benefit: A +2 competence bonus on all Craft 
(Alchemy) checks, which increases by +2 for every 
rank beyond Apprentice (for example, a Doctor has a 
+6 bonus, while a Professor has a bonus of +10). 

• Assistant: Once an apprentice can find a specific herb 
in the dark, & they can assemble the elements of a 
thunderstone without harming themselves, they are 
promoted to the rank of assistant. While they may do 
much the same things that they did as an apprentice, 
they are trusted with more advanced duties, such as the 
final construction of an alchemical item & the 
transportation of said completed concoction from one 
place to another. They also receive much more tutelage 
concerning alchemical theories, formulae, & other 
academic knowledge. They will spend years studying in 
this manner, learning from the senior members all that 
has ever been established about the art (& science) of 
alchemy. Benefit: An Assistant can identify a potion or 
oil without making a DC25 Spellcraft check. Instead, 
they can analyze a single drop of the potion with an 
alchemist’s lab for 1 minute to automatically determine 
the composition of a potion or oil. 

• Doctor: After several years of intense training, an 
assistant that has passed all of their examinations & 
trials will have finally earned the rank of Doctor, a title 
that signifies that the student has fully understood the 
tenets of alchemy. It is now that their own research 
begins, in a direction of their choosing, so that they may 
add to the body of alchemical knowledge, & expand the 
field into uncharted territory. Doctors are usually 
granted extended field assignments, so that they may 
explore their chosen studies. They often find 
themselves traveling far & wide, learning to apply their 
accumulated knowledge in various ways previously 
unimagined. It is a common saying in the guild that it is 
this rank in which an alchemist discovers that their 
education never truly ends. Benefit: Once per day, a 

Doctor can craft a potion or oil that will restore hit 
points to a living creature equal to the result of a Craft 
(Alchemy) check, made at the time of brewing; brewing 
this potion takes 1 hour, & each potion has a shelf life 
of 1d4+3 days before it becomes useless. 

• Master: An alchemist of this rank (or higher) is 
considered a senior member, & is afforded a great deal 
of respect by other alchemists. In order to reach this 
level of proficiency, a Doctor needs to have advanced 
the field of study in some way, such as inventing an 
original alchemical item, or discovering a way to 
cheaply transmute elements, or developing a 
revolutionary new theory or law. Most members of this 
rank spend their time conducting experiments, writing 
papers on alchemical procedures, or doing research in 
the laboratory. Some Masters dislike such work, 
however, & prefer to find practical applications for 
alchemical items. For these alchemists, the guild 
provides “ambassador programs”, so that they can 
operate out in the field while hopefully giving alchemy 
as a whole (& the guild in particular) a more positive 
public image. Benefit: A Master is able to create 
potions & oils that duplicate the effects of a spell level 
that is one higher than they could otherwise normally; 
therefore, a 2nd level alchemist can create potions & oils 
out of 5th level spells, & a 10th level alchemist can 
create potions & oils out of 7th level spells. 

• Professor: It can take decades of dedication & 
diligence for an alchemist to earn the rank of Professor, 
but they invariably consider the promotion to be worth 
the wait. A master can only ascend to this rank if they 
pass the most difficult test thus far, which is the 
creation of a panacea, an unguent that bestows 
immunity to all poisons & diseases. Members of this 
vaunted rank are encouraged (although not required) to 
teach junior members in one of the guild’s training 
facilities, but many of them would prefer to work on 
their own research. Unfortunately, many of them are 
forced by necessity to put their own pursuits on hold & 
tend to the guild’s administrative needs. Those that do 
have the time often try to push the limits of what 
alchemy can do, & more than one Professor has paid 
dearly for their efforts. These attempts are what led a 
small group of Professors to draft a unified lexicon of 
alchemical formulae, one without reliance on the art of 
magic. This resulted in the beginning of the Rationalist 
movement, which in turn sparked the formation of their 
opposition, the Arcanists. Benefit: A Professor can 
craft a potion or oil that duplicates the effects of a spell 
with the range of Personal. 

• Catalyst: The dream of any ambitious guild member is 
to one day become a Catalyst, the highest rank within 
the guild & one of the greatest achievements that an 
alchemist can earn in their career. Only the best of the 
best can transcend the normal bounds of alchemy & 
pass the ultimate trial: the making of a philosopher’s 
stone, a nearly-mythical elixir that can grant 
immortality to the imbiber. There are only about a 
dozen or so Catalysts in the guild today, & the tales told 
of their exploits are legendary among the alchemist 
community. To a junior member, a Catalyst is like a 
saint to a religious person, so profound is their esteem. 
They are rarely seen outside of their laboratories, 
although they are known for making inspiring speeches 
& presenting their latest breakthroughs in alchemical 
advances. Those that are not consumed by their own 
studies spend their days directing the research & 

610



development of other alchemists, although it is almost 
unheard of for a member of this rank to personally train 
an apprentice. On occasion, one of them will take an 
assistant under their wing, but this is very rare, & is 
usually an honor given to a previously-recognized 

prodigy. Benefit: A Catalyst can craft a potion or oil 
that duplicates the effects of a spell with a casting time 
longer than 1 minute; the length of the casting time no 
longer matters, so long as that time is added to the 
brewing of the potion or oil. 

 

The Blades of Sabur 
Alignment: Lawful Evil 
Founding: 278 AF (77 years ago) 
Membership: ~350 
Influence: Regional (Burdusq, Sheqari) 
Standard Member: Lizardfolk Fighter 2 
Entry Requirements 

• There are no requirements, but only a member in good 
standing can issue an invitation to join. 

Identifying Item(s): a bastion shield, weapons made out of zahir 
(AKA mithral) 
Overview 
On most of the Central Continent, riding horses is impractical 
compared to the use of other mounts, such as camels. The sandy 
terrain & the harsh climate make it difficult for horses to move 
quickly or efficiently, making them undesirable carrying riders or 
cargo. But on the firmer soil of the western regions, horses are 
commonly used for their speed, strength, & versatility. 
 
In the northwest regions of Burdusq & Sheqari, elite riders known 
as cataphracts charge across the land on armored horses, offering 
their lances in service to whoever can afford them. Known as the 
Blades of Sabur, they are sponsored by a consortium of mine 
owners from Sabur, who are in turn backed by an aggressive group 
of radicals from Rasaljathi. The consortium provides custom-made 
arms, armor, & training to the cataphracts, who in turn offer a 
lucrative revenue stream to the consortium & their benefactors. 
 
The origins & purpose of this strange partnership have been 
forgotten (or deliberately obfuscated), but until recently, all parties 
involved have benefited from the arrangement. Lately though, 
disruptions in the ability of the various parties to collaborate have 
led the Sabur dealers to seek arrangements with other patrons, 
including a failed venture in Sulafat. The cause of these 
miscommunications is unknown, but it is suspected that agents 
from another organization, such as the Bulbul, the Liar’s Fire, the 
Ring of Sapphire, or the Trailblazers. 
 
Due to these issues, many cataphracts have been expelled from the 
Blades for budgetary purposes, & have been forced to seek 
employment as common mercenaries. These free-lancers, as they 
are often called, have spread to other regions, especially south into 
Ilud. While some see them as romantic crusaders-for-hire, righting 
wrongs & riding for justice, most view them as little more than 
well-armed thugs, extorting money from peasants & fighting 
without morals or ethics. Most people still associate these free-
lancers with the Blades of Sabur, despite their lack of affiliation, & 
this has given the organization (& its supporters) a bad reputation 
as of late. 
 
The Blades of Sabur were once an admired & respected 
organization, mostly due to the deeds of the legendary cataphract, 
Sharif Asim al-Aswas. One of the first of their kind, Sharif was 
everything that a noble warrior should aspire to be: courageous, 
honorable, loyal, kind, & fearsomely skilled in the art of war. He 
led the Blades to many storied victories, & gave the organization a 
legitimacy based on glory & prestige that it has held for decades. 
Tragically, Sharif was cut down in the First Battle of Zaqazu by a 
stray arrow, just as the cataphracts were routing the opposition. 
Some would say that the heart of the Blades was broken the day 

Sharif died, over 60 years ago, & that they have never fully 
recovered from the loss. 
Notable Members: 

• Urza Cooper (True Neutral, Rogue 7), lizardfolk male 
• Lady Atifa (Lawful Evil, Paladin 9), human female 
• Masud the Monk (Lawful Neutral, Monk 12), half-jann 

male 
Leader(s): Anwar, the Last Blade (Neutral Evil, Fighter 18), 
terisabi male 
Hierarchy: 

• Daris: The lowest ranks of the Blades, the Darsi 
(singular Daris) are merely apprentices to the actual 
riders. Each Daris (which means “student”) is assigned 
to work for a specific Cataphract, & they are usually 
given menial tasks to perform, such as cleaning stables 
& maintaining equipment, such as armor, weapons, & 
other gear. Most of them are passionate about working 
with horses, but they rarely get the opportunity. Most 
riders don’t even consider them to be true members of 
the Blades, despite their affiliation, service, & benefits. 
The best of them have a chance to become riders 
themselves, but promotions are relatively rare, & 
competition among this rank is fierce. Benefit: A +4 
circumstance bonus on Diplomacy, Gather Information, 
Intimidate, & Sense Motive checks when dealing with 
members of the organization. 

• Hisan Khayyal: Those darsi that do actually get 
promoted enter the rank of Hisan Khayyal, which 
literally means “horse rider”. In effect a junior 
Cataphract, they form a lightly-armored cavalry corps 
which supports the Cataphracts. Their horses are not 
armored, however, & they carry bows or spears rather 
than lances. Each Cataphract is typically attended by 
two Khayyal, which are in turn served by a pair of 
Darsi. They are often ambitious, hard-working, & more 
than a little ruthless. In addition to their duties as 
backup Cataphracts, they also handle the grooming, 
maintenance, & care of all of the horses owned by the 
organization, including those used by other ranks. 
Benefit: A +4 competence bonus on all Handle Animal 
& Ride checks 

• Cataphract: This rank is the heart of the entire 
organization, although one wouldn’t know it by 
observing them. The casual eye would see them as 
merely well-armed mercenaries, but they are much 
more than swords-for-hire with a penchant for horse 
riding. They are highly trained, & the stunts that they 
can accomplish on horseback are unequalled anywhere 
in the known world. Their work is difficult & 
dangerous, & it is not uncommon for one of them to 
meet an untimely end; in fact, more of their rank dies 
violently than of all other ranks combined. In the final 
days of Sharif’s service, there over a hundred of them; 
today, there are only 43 remaining, & most of these are 
cynical & demoralized. Many of them still cling to the 
air of prestige from days past, however, & some still 
hold out hope that a great leader like Sharif will come 
again, inspiring their kinsmen to ride out into glory 
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once more. Benefit: A Cataphract can always choose to 
take 10 on Ride checks, even if rushed or threatened. 

• Trainer: The Blades live & die by their martial 
prowess, by their skill with a lance & a pair of reins. In 
order to achieve & maintain that level of mastery, they 
need the tutelage of a Trainer, one who knows the art of 
war-on-horseback, & can teach it to others. They are 
usually chosen from among the older, more-
experienced Cataphracts, often those who are in some 
state of semi-retirement. They are universally respected 
among the other ranks, & are in fact the one group that 
is admired by the active Cataphracts. Lately though, the 
monetary woes of the organization have forced the 
Blades to lay off several Trainers, & those that remain 
have seen their pensions cut & their workloads pile up. 
Most of their rank are upset by this situation, & some 
are even beginning to grumble that the Blades need new 
management if the organization is going to survive. 
Benefit: A +2 inherent bonus to one’s Dexterity or 
Wisdom score (choose one). 

• Executive: Behind the mask that the Cataphracts 
provide, the core of the organization is a consortium of 
mine owners & other wealthy merchants. They built the 
group as a way of making more money than their 
individual ventures could generate, in addition to 
creating a public distraction from their private agendas. 
Most of the members of this rank are thoroughly 
corrupt, & have no interest in the riders, only using 
them to fund their other projects. While most of the 
Blades’ revenue comes from fees for the Cataphracts’ 
services, they are partially funded by a radical group of 
nobles from Rasaljathi, who would like to see the 
governments of Sulafat & Rasalhague destabilized, & 
perhaps one day even toppled. While few of the 
Executives desire such a thing, they gladly accept their 
money, follow their directives (so long as such orders 
don’t interfere with their own plans), & make frequent 
trips to Rasaljathi to meet with the backers. Benefit: A 
+8 morale bonus on all Intimidate checks. 

 

The Broken Shackle 
Alignment: Chaotic Good 
Founding: 350 AF (5 years ago) 
Membership: ~100 
Influence: Regional (Mamlaqah Coast, Ramul Sea) 
Standard Member: Gnoll Rogue 2 
Entry Requirements 

• 4 or more ranks in Profession (Sailor), Swim, or Use 
Rope. 

• Taking a vow to do anything in one’s power to bring 
down the Ostazai Empire, even at the cost of one’s life. 

• Must pay 50% of all gains acquired during raids to the 
organization. 

Identifying Item(s): a literal broken shackle or length of chain, a 
white leather armband 
Overview 
The Empire of Ostaz is an oppressive, brutal regime, a place of 
harsh laws & even worse punishments. The citizens live in 
constant fear of the racial, economic, social, & religious tyranny 
employed by the servants of this ruthless police state. There are 
many who would rejoice if the empire were to somehow be 
replaced with a more benevolent (or at least less malicious) 
government. Working toward that goal is a small-yet-determined 
group of freedom fighters known as the Broken Shackle. 
 
Founded only five years ago by the former sailor-turned-pirate-
turned-insurgent Azar of the Seven Voyages, the Broken Shackle 
is dedicated to the downfall of the Ostazai Empire, & the ragtag 
group fights the imperials at every opportunity.  They are vastly 
outnumbered & outclassed by their chosen enemy, & are thus 
forced to use ambushes, hit-&-run attacks, & other guerrilla tactics 
in order to weaken the overwhelming military might of the empire. 
 
After Commodore Azar was killed in a raid on the village of 
Asuad, a zealous gnoll named Amir the White was voted to be his 
successor. Amir now commands a small strike force of four ships: 
the Moon-Crossed Lover, the Twilight Warrior, the Lady of the 
Pearl, & his flagship, the Black Phantom. His vendetta against the 
empire began when he & his family were enslaved by them, & he 
has vowed to not rest until the empire has fallen, its leaders have 
been slain, & its slaves have been liberated. 
 
The Broken Shackle mostly raids settlements on & around the 
Nizal Peninsula (as well as Abed Island to the south, which is also 
under Ostazai control), & will do almost anything to undermine the 

empire & its foul influence. They actively prevent any sailing 
vessels or barges from approaching the Ostazai, & they 
periodically pillage cargo vessels along the southeast coast, but do 
so mainly to keep up their supplies & to disguise their true goals. 
 
The group was originally a gang of pirates under the command of 
Commodore Azar, before he came to oppose the Ostazai 
government. It is still organized like a naval vessel, which a strict 
chain of command & a disciplined, methodical approach to all 
activities, including raids & assaults. Everyone is expected to 
fulfill their roles & perform their duties with efficiency & 
precision, & it takes a superior strategic mind to coordinate all of 
their efforts so that they can take on a force as mighty as the 
empire. 
 
Most of the Broken Shackle’s leaders (notwithstanding Amir) 
believe that defeating the Ostazai without allies is all but 
impossible. With that in mind, they are attempting to contact the 
Fatima & other land-based anti-Ostazai organizations, & are laying 
the groundwork for an internal rebellion. This resistance 
movement is facing considerable difficulty, however, due to the 
downtrodden, hopeless nature of the common citizenry. Also, the 
Light of the Taj, along with the rest of the imperial forces, is ever-
watchful, & is vigilant to the point of paranoia about potential 
treason. Members of this freedom force are undaunted, however, & 
hope to one day inspire the locals to help them overthrow the 
emperor & his henchmen. 
Notable Members: 

• Lieutenant Maewia al-Bir (Neutral Good, Fighter 8), 
masabi female 

• Captain No-Words Nadir, Master of the Twilight 
Warrior (Chaotic Neutral, Rogue 5), human male 

Leader(s): Amir the White (True Neutral, Rogue 17), gnoll male 
Hierarchy: 

• Cadet: The lowest rank of the Broken Shackle, these 
are typically new recruits without any nautical 
experience or training. As should be expected, they are 
assigned the most menial of tasks, such as swabbing 
decks, scrape barnacles off the ship, & pumping out 
excess bilge water. Those that do well in these duties 
(or display a good understanding of life aboard a ship at 
sea) can easily find themselves promoted to Ensign. 
About half of all Cadets joined the group in order to 
topple the regime & liberate the Ostazai, while the other 
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half just wanted better employment than they were 
finding on merchant ships & naval vessels. They tend to 
be eager & energetic, if perhaps a bit naïve & 
unpolished. Benefit: A +4 circumstance bonus on 
Diplomacy, Gather Information, Intimidate, & Sense 
Motive checks when dealing with members of the 
organization. 

• Ensign: Above the Cadets are the Ensigns, & they 
don’t let them forget it. An Ensign is expected to rig & 
trim the sails, haul cargo, load cannons, & perform 
other laborious duties. Their jobs are hard, & their 
hours are long, but they at least have the satisfaction of 
being above the Cadets. Most of them were promoted 
from the level of cadet, but some of them joined the 
group directly as sailors from other ships. They have a 
decent chance of becoming Lieutenants one day, but 
they need to show their superiors that they are hard-
working, reliable, & committed to the cause. Their 
uniform consists of black trousers, white boots, & a 
white jacket with a single chain draped over one 
shoulder. Benefit: A +2 competence bonus on all 
Profession (Sailor), Swim, & Use Rope checks, which 
increases by +2 for every rank beyond Ensign (for 
example, a Commander has a +6 bonus, while a 
Commodore has a bonus of +10). 

• Lieutenant: The next rank up the chain of command is 
that of the Lieutenants, although they do very little 
commanding. While they can technically give orders to 
Ensigns & Cadets, they get few opportunities to do so 
in practice. Most instructions to the lower ranks come 
directly from Commanders or Captains, although they 
are sometimes relayed through their Lieutenants to 
delegate downward. Members of this rank are expected 
to fetch supplies from the hold, adjust the riggings, & 
operate cannons or any other weaponry onboard. Those 
that excel in their duties may have a chance to advance 
into a leadership position, but such promotions are rare, 
& are generally only granted to those who truly believe 
in the cause. Their standard uniform is like that of an 
Ensign, although they also have a black cap (which they 
rarely wear, except when necessary) & a second chain 
worn over one shoulder. Benefit: A +2 morale bonus 
on attack rolls made against members of the Ostazai 
military. 

• Commander: The lowest of the leadership ranks, the 
Commanders fulfill many roles for the organization. 
Some of them steer the ship, while others update the 
ship’s log. Some of them keep the lower ranks in line & 
on task, while others keep watch from the crow’s nest. 
They often oversee the routine operations of their ship, 
so that any unusual issues can be reported to their 
respective Captain. At least on Commander is always 
on duty onboard a ship, & often there is more than one, 
which can lead to some confusion among the lower 

ranks as to who is in charge. A Commander has few 
opportunities for advancement, as it could be years 
before a Captain needs to be replaced. Their uniform 
has a longer jacket than that of a Lieutenant (which has 
a third chain over one shoulder) & a taller pair of boots. 
Benefit: A Commander gains an Aura of Courage, like 
a 3rd-level Paladin; if they already have an Aura of 
Courage, then the aura extends to 15’, & the moral 
bonus for allies increases to +6. 

• Captain: Each of the four ships owned by the Broken 
Shackle is helmed by a Captain, who is the last word 
onboard (unless the Commodore is on that particular 
ship). They rely on their Commanders to handle the 
everyday activities, while they deal with any situation 
that is out of the ordinary. As such, they rarely need to 
give orders directly to the lower ranks, & most of them 
prefer to delegate that authority to their subordinate 
Commanders. They are invariably devoted to the 
destruction of the empire & the liberation of the 
Ostazai, as it is a requisite of the rank. They spend most 
of their time coordinating with one another & planning 
raids on imperial targets. Their uniform has an ankle-
length white coat with a fourth chain worn over the 
shoulder & a matching white hat. Benefit: A +2 
inherent bonus to one’s Wisdom or Charisma score 
(choose one). 

• Commodore: The supreme leader of the Broken 
Shackle is given the title of Commodore, & is 
responsible for leading their forces against the tyranny 
of the Ostazai whenever & wherever it is possible. The 
role of the Commodore is to plan the organization’s 
overall strategy, so that it can use its limited resources 
to have the maximum impact against its larger & more 
powerful foe. The current Commodore is Amir the 
White, who was voted to succeed the founder of the 
group, Azar of the Seven Voyages, after he was slain in 
battle. Amir is even more fanatical than his predecessor, 
& although he can sometime be reckless in his crusade 
against the empire, he has learned a valuable lesson: 
don’t wear anything that tells the enemy who’s in 
charge. Azar wore such a uniform, & it likely cost him 
his life; thusly, Amir (who has a naturally distinctive 
presence) wears the plain, simple clothes of a Cadet, 
which has helped him stay alive on more than one raid. 
Benefit: A Commodore gains the ability to Inspire 
Greatness, usable once per day, like a 9th-level Bard; if 
they already have this ability, then their Inspire 
Greatness power can be used can extra time per day, 
grants an extra hit die (for a total of 3d10), & grants an 
extra +1 to the competence bonuses on attack rolls & 
Fortitude saves. 

 

The Brothers of Stone 
Alignment: Neutral Good 
Founding: ~2,900 AK (~1,419 years ago) 
Membership: ~6,100 
Influence: Continental (Central Continent) 
Key Class: Geomancer 
Standard Member: Human Wizard 5/Geomancer 1 
Entry Requirements 

• At least 1 level in the Geomancer prestige class. 
• Must pay the entry dues of 500gp (later, another 500gp 

in dues will be collected annually). 

Identifying Item(s): a quartz crystal, a stone-polishing brush 
Overview 
Throughout all of recorded history, & even before, some people 
have had a deep connection with the earth below their feet. These 
rare individuals have heard the whispers of the land itself, the call 
of soil & stone, & they have answered in kind. They have tapped 
into the most primordial of natural powers, & have learned much 
from doing so. Able to bend the very earth to their will, they are 
known as Geomancers. 
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Allies of nature in a way that few will ever truly understand, the 
masters of geomancy are usually creatures of solitude. They prefer 
to be alone, so that they can more easily hear the voice of the 
world. Some of them, however, would rather buck this trend, & 
have gathered together to form a society of like-minded 
Geomancers. This collective meets in small clusters to bond with 
the earth, & through the earth, bond with each other. These are the 
Brothers of Stone. 
 
The Brothers of Stone revolve around a central practice, known as 
Communion. This is a form of collective meditation, where an 
entire group of members meet in a single place to become one with 
the earth. These assemblies can last for several hours, although 
most of them are only about 20-30 minutes long; any Communion 
that goes on for more than an hour is a special occasion, like a 
holiday or other event. They are held once a day, usually in the 
morning just before sunrise, although some factions prefer to hold 
Communion just after dusk. 
 
During these Communions, the whole group will sit or lay upon 
the bare ground with their hands touching the earth. Occasionally, 
a chant will be sung in unison, but most of the time is spent in utter 
silence. This allows the members to hear “the Song of Stone” more 
clearly, as they put it. Communion is a time of reverence, 
reflection, & contemplation, with most likening it to a religious 
experience. 
 
This air of religiosity tends to bother members of true faiths, which 
often see the organization as blasphemous or heretical in some 
way. The Brothers are also opposed by those who dislike the 
arcane arts, as magic is the foundation upon which the practice of 
geomancy is built. Due to their unpopularity, they have taken to 
hiding their affiliation with the Brothers on the rare occasions that 
they need to operate within a heavily-populated area. Mostly, they 
avoid settlements, as the noise & bustle of city life tends to 
interfere with the subtle whispers of the natural world. 
 
There are some geomancers who have no interest in joining the 
Brothers of Stone, preferring to commune with the earth on their 
own. Some view the Communion as a distraction from the deeply 
personal connection with the world that geomancers seek. Some 
believe that the organization provides a visible target for those who 
are prejudiced against magic & its practitioners. And some just 
would rather be alone to follow their own pursuits, unhampered by 
politics or social pressures. The Brothers offer these non-members 
a chance to join them whenever possible, but most are content to 
respect their desire for independence & find more receptive 
recruits. 
Notable Members: 

• Junior Brother Khethza (Chaotic Neutral, Ranger 
5/Geomancer 2), half-ghul male 

• Sister Fadila Eastwatcher (Neutral Good, Wizard 
6/Geomancer 3), kobold female 

• Sister Jubar of the Green Jewel (True Neutral, Bard 
7/Geomancer 5), terisabi female 

• Brother Sharif (Chaotic Good, Wizard 5/Geomancer 6), 
human male 

• Elder Sister Batul Bazur-Ajad (Lawful Good, Cleric 
5/Geomancer 7), half-dao female 

• Elder Brother Qadin al-Asas (Neutral Good, Ranger 
5/Geomancer 9), half-dao male 

Leader(s): Adamant Kedar Zia ibn-Jandal (Lawful Good, Bard 
5/Geomancer 10/Archmage 1), terisabi male 
Hierarchy: 

• Junior Brother/Sister: When a geomancer first joins 
the Brothers of Stone, they must first enter a probation 

period, which can last for months or even years. They 
are taught the ways of the organization by the Elder 
Brothers, & they are given tutelage on some of the finer 
points of geomancy. They are not, however, told the 
locations of the Brothers’ safe houses, which are used 
for their Communions. The Adamant has insisted that 
the sites be kept a secret from the junior members, a 
decision which has proven to be somewhat 
controversial. The juniors spend much of their time 
wandering the land between towns, seeking out 
mountains & caverns to meditate in solitude. Benefit: 
A +4 circumstance bonus on Diplomacy, Gather 
Information, Intimidate, & Sense Motive checks when 
dealing with members of the organization. 

• Brother/Sister: Once a Junior Brother (or Sister) has 
proven themselves trustworthy (which may take some 
time), they are promoted to a full-fledged member. 
Only then are they entrusted with the locations of the 
group’s safe houses, so that they can take part in the 
daily Communions. They often still have much to learn, 
though, so they are assigned to study under an Elder 
Brother for at least a year, so that they can get to know 
the proper practices of the organization, as well as 
knowledge about geomancy in general. This continues 
until the student has gained all of the knowledge 
necessary to be considered a master. A member of this 
rank usually carries an emerald on them, as a sign of 
their station. Benefit: A Brother/Sister gains an extra 
use per day of each one of the spell-like abilities 
granted by his or her Geomancer levels, as well as a +1 
bonus to their caster level for those abilities. 

• Elder Brother/Sister: Upon reaching the 
acknowledged status of mastery over the art of 
geomancy, a member is granted the title of Elder 
Brother (or Sister). They are afforded great respect by 
the lower-ranked brothers, whom they are given the 
duty of teaching. They are also responsible for leading 
the daily Communions, as well as establishing & 
managing the group’s safe houses. Whenever a new 
Adamant needs to be chosen, they are selected from 
among the Elder Brothers that are willing & available. 
As a representation of their elite status, they usually 
hold a ruby or a sapphire on their person. Benefit: An 
Elder Brother/Sister adds 1d8 to his or her daily pool of 
geo-points; roll this every day, & add the result to the 
pool. 

• Adamant: The Brothers are led by a single person, a 
symbol of what a geomancer can & should be, an 
example for others to aspire to. Ever since the 
organization’s inception, its efforts have been directed 
by such a person, known to all as the Adamant. It is the 
duty of whoever attains this rank to attempt to make the 
group look less offensive to outsiders, to steer public 
opinion toward a more positive outlook toward the 
Brothers & to geomancy as a whole. The current holder 
of this position is Kedar Zia ibn-Jandal, the 149th to 
possess the title. He rarely if ever speaks, yet he exudes 
a tangible serenity & an air of authority that no mere 
words could convey. As is tradition, Kedar wears a 
diamond to symbolize the unbreakable nature of the 
Brother in general & the Adamant in particular. 
Benefit: A +2 inherent bonus to one’s Intelligence, 
Wisdom, or Charisma score (choose one). 
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The Bulbul 
Alignment: True Neutral 
Founding: 335 AF (20 years ago) 
Membership: ~1,800 
Influence: Continental (Central Continent) 
Standard Member: Sabi Fighter 2/Rogue 1 
Entry Requirements 

• There are no requirements, but only a member in good 
standing can issue an invitation to join. 

Identifying Item(s): an ear chime, a nightingale signet ring 
Overview 
Most criminal organizations are merely local concerns, unable or 
unwilling to expand far beyond a single city. Groups that must, by 
necessity, operate beneath the notice of legitimate authority have a 
difficult time getting a foothold in settlements far from their home 
base. Also, they rarely have any compelling incentive to do so, as 
competition in other areas is often fierce, & whatever beneficial 
circumstances that they may enjoy at home have no bearing on the 
situation elsewhere. 
 
However, as in all things, a notable exception exists to the 
prevailing rule, & in this case there indeed exists an illegal 
syndicate that spans from the Mamlaqah Coast in the east to the 
Lisan Coast in the west. Known as al-Bulbul (which means “the 
Nightingale”), it is a widespread group of profiteers & black 
market merchants, employing thugs, bandits, explorers, 
mercenaries, raiders, & hunters of all stripes throughout the 
continent. Headquartered in the city of Sulafat (although much of 
their business is based around Alhurus Lake), they deal in all 
manner of covert & illicit trade, including the trafficking of 
magical items & the sponsoring of armies-for-hire. 
 
They primarily concern themselves with hunting down the relics of 
the Admajai & other long-dead cultures, with a particular emphasis 
on procuring genie-related objects. The syndicate has amassed a 
sizeable collection of tasked genies as well as true genies bound to 
various items. The Bulbul’s reach is rather large for an 
organization that regularly breaks local laws & traditions, forming 
an extensive web which crosses racial & social boundaries. 
 
This massive criminal network was founded by “Baba” Shafiei, 
although his sister Shahla Shafiei serves as the Bulbul’s public 
face. She oversees the syndicate’s legitimate front businesses & 
maintains contact with various people of means (who often require 
bribes in exchange for their favor). However, her brother is 
seemingly intent on increasing Bulbul’s force of arms, & is 
becoming more & more involved with would-be warlords. While 
the official reason for collecting genie-related items is simple 
profit (& the power that comes with it), the real reason is a closely-
guarded secret, known only to members of the Shafiei family. 
 
Members of the Bulbul tend to keep a low profile, & few people 
can tell at a glance who is (& who is not) a part of this 
underground group. They could be the corner pickpocket, the 
temple guardsman, or the local scribe. Therefore, they identify one 
another by their secret handshake, their cryptic passwords, & their 
signet rings. It is said that one can never be entirely sure that they 
are not listening, unless you are their ears. 
 
Unsurprisingly, the Bulbul has many enemies, ranging from the 
anti-magic movement Al Sihr Qanissi (who despise their hoarding 
& trade of magical items) to local thieves’ guilds such as the Hand 
of Dusk & the Liar’s Fire (which compete with them directly in 
their respective “markets”). Other groups & individuals oppose 
them for various reasons, such as most churches (except for the 
faiths of Adimas, Limalia, & Sunya) & druidic circles. For years, 
Shahla Shafiei has had agents of the Bulbul infiltrating Al Juradi to 

help her procure more binding relics. And it is believed by some 
within the Blades of Sabur that agents of the Bulbul have been 
attempting to destabilize them by interfering with communication 
between their bases of operation. But despite their numerous foes 
both great & small, the syndicate is thriving & even expanding, 
given momentum by their ruthless determination & their mastery 
of magical relics, for good or ill. 
Notable Members: 

• Naheed Shafiei (True Neutral, Wizard (Diviner) 
7/Loremaster 4), half-dao female 

• Manesh Shafiei (Chaotic Evil, Barbarian 4/Sorcerer 
3/Dragon Disciple 3 (blue dragon)), half-janni male 

• Sahba Shafiei (Chaotic Good, Sorcerer 6/Ranger 2), 
terisabi female 

• Tri (Neutral Evil, Rogue 5/Assassin 3), she-da-zhong 
(Lesser Asp) female 

Leader(s): 
• Ruhollah Basim “Baba” Shafiei (Lawful Evil, Paladin 

6/Blackguard 6), half-efreet male 
• Shahla Shafiei (Chaotic Neutral, Cleric 10), half-marid 

female 
Hierarchy: 

• Feather: New entrants into the Bulbul are designated 
as Feathers, regardless of talent or connections, 
although those qualities may significantly hasten 
opportunities for promotion. Members of this rank may 
have one or more of any number of possible duties, 
ranging from retrieving relics out of long-lost tombs to 
fencing stolen goods, from protecting a smugglers’ 
caravan to robbing designated travelers. Unlike most 
organizations, the pecking order of the Bulbul is based 
entirely on how much the Shafiei family values a 
particular member; a Feather is expendable fodder, but 
a Talon is a valued asset, to be retained at some 
considerable cost. Competition among the Feathers can 
be fierce, & it is not unheard of for them to fight 
amongst themselves, despite there being rules against 
such things. Benefit: A +2 un-typed bonus on any 2 
skill checks of their choice, which doubles for every 
rank beyond Feather (for example, a Wing has a +4 
bonus, while a Talon has a bonus of +8). Once a 
Feather has chosen the 2 skills to apply these bonuses 
to, they cannot be changed to apply to other skills later. 

• Wing: After a Feather has been with the syndicate for 
some time, & proven them self to be consistently 
useful, each of them is personally interviewed by one of 
the Shafiei family, who sizes up the member’s 
capabilities, loyalty, & ultimate potential. Those who 
measure up are promoted to the rank of Wing; those 
that fail the evaluation are typically disposed of in a 
discreet fashion (this often means that they are 
blackmailed into keeping the group’s secrets & then 
quietly exiled, as actual executions are rare, & only 
done when deemed absolutely necessary). A Wing is 
usually trusted with duties that are too sensitive to be 
given to a mere Feather, such as recruiting new 
members, infiltrating guarded places, or maintaining the 
network’s countless contacts in local communities. 
Each of them is given personalized training by a Talon 
(or some specialist hired by them) in skills of their 
choosing, so as to make them even more content with, 
valuable to, & productive for the Bulbul. Benefit: A 
Wing gains 4 extra skill points. 

• Talon: If a Wing truly distinguishes them self as a 
remarkable member, one whose talent & devotion are a 
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cut above the rest, then they are granted a second 
interview with one of the Shafiei family. If deemed 
worthy, then they are given the title of Talon, an 
exceptional status bestowed only upon those that have 
truly earned it (those Wings who fall short of the 
Shafieis’ expectations are not usually expelled, but 
most resign in shame). Only a few dozen members have 
reached the rank of Talon, & tales of their exploits are 
told at campfires & whispered in back alleys all over 

the continent. They are not only talented & well-
trained, but they have the trust of the Shafieis behind 
them, & the considerable resources that comes with 
such trust. Their tasks are generally more dangerous, 
but they are less frequently called upon, & their pay is 
significantly higher, to reflect their elite status. Benefit: 
Once per day, a Talon can add a +10 insight bonus to a 
skill check. 

 

The Cartographers’ Guild 
Alignment: Lawful Neutral 
Founding: 108 AF (247 years ago) 
Membership: ~250 
Influence: Continental (Central Continent) 
Key Class: Expert 
Standard Member: Kobold Expert 2 
Entry Requirements 

• 4 or more ranks in Craft (Map) & Knowledge 
(Geography). 

• Skill Focus in either Craft (Map) or Knowledge 
(Geography) 

• Must pay the entry dues of 50gp (later, another 50gp in 
dues will be collected annually). 

Identifying Item(s): a map-making kit, an inkwell pendant 
Overview 
Most people who live on the Central Continent never leave the 
lands where they were born. They grow up in a village (or a town, 
or a city), work in that community, raise their children there, & 
then they die. They know almost nothing about the greater world 
around them, & they see even less with their own eyes. But for 
those who venture far from their place of their birth, almost no tool 
is more useful than a good map. 
 
In the days of the Old Empire, there were reliable atlases available 
in almost any decent library on the continent. But in the chaos of 
the Ten Dark Years, many of those libraries were lost to fire & 
storm, & their maps were lost with them. In the subsequent 
century, the people of post-imperial society had to make do with 
local knowledge & shoddy, inaccurate regional charts, as nothing 
else survived the Pactspell’s devastation. But about a hundred 
years after the Ten Dark Years ended, an alliance of map-makers 
arose to fill the void; this became the first of the four 
Cartographers’ Guilds. 
 
Today, there are actually four Cartographers’ Guilds operating in 
the Central Continent, one for each of the cardinal directions. The 
oldest association, the one from which the others were based, is the 
South Guild, which covers the regions of Ilud, the Sahra Basit, & 
Yan. The West Guild, which is the smallest & second-oldest, 
manages the Burdusq & Sheqari regions. The North Guild oversees 
Alhurus Lake, the Northern Wastes, the Satha Laylanuha, & the 
empty lands north of the mountains such as the Sea of Fiery 
Knives. And the newest association, the East Guild, has the Red 
Sands, the Mamlaqah Coast, & the area that was once the kingdom 
of Uqalizar. 
 
The northern & eastern unions are in frequent contact, as are the 
southern & western associations, but the South Guild has few links 
to the North Guild & almost no contact with the East Guild, who is 
similarly out of touch with the West Guild. This unfortunate 
division has resulted in the great majority of the continent being 
poorly or incorrectly mapped, & large swaths being totally 
uncharted. There are good maps for areas near the major cities & 
landmarks, & decent charts for navigating around other settlements 

& notable locales, but most of the places in between are virtually 
unknown. 
 
The four guilds are each working on resolving this problem by 
making accurate maps of as much territory as possible, & while 
their progress is slow going for a number of reasons, they are fairly 
unified in their approach to solving this dilemma. They frequently 
sponsor mapping expeditions to remote areas, & will readily 
employ escorts to guard their cartographers along the journey. 
They also often hire guides to show their members the best local 
routes to travel as they cross the land & sea, measuring the world 
& bringing greater consistency to their charts. 
 
The cartography unions make money by selling their maps to 
anyone who wants them, & are further financed by trade 
associations & merchant princes, who need specific areas well-
charted for their commercial endeavors. They also often accept 
commissions from nomadic tribes & caravan leaders, who require 
safe routes between settlements. Members of the four guilds tend 
to eschew titles, but there is a subtle pecking order, based on one’s 
reputation relative to other members. 
Notable Members: 

• Reat al-Fannan (True Neutral, Rogue 4), half-ghul 
female 

• Tanstor (Neutral Good, Bard 6), hawasabi female 
• Meranir Fægir (Lawful Good, Ranger 7), dvernin male 
• Fulad gar Wayen, the Steel General (Lawful Neutral, 

Expert 8), gnoll male 
• Zekai (Chaotic Good, Expert 9), human male 
• Tepsonai (Lawful Evil, Wizard 10), human female 

Leader(s): 
• Master Mumtaz Masa ul-Marqab of the North Guild 

(Chaotic Neutral, Wizard 11), lizardfolk male 
• Madam Diran izr-Alghani of the South Guild (Lawful 

Evil, Aristocrat 13), human female 
• Master Jalen gar Halama of the East Guild (Lawful 

Neutral, Expert 15), gnoll male 
• Madam Malika of the West Guild (Chaotic Good, Bard 

9/Wizard 5), half-djinn female 
Hierarchy: 

• Novice: Upon first joining one of the guilds, a new 
member is given this rank until they have proven 
themselves. They generally study under more 
experienced, higher-ranked members for a while, 
studying their techniques & learning to use the tools of 
the trade. Artisans & other senior members tend to treat 
them as apprentices, showing them how to make maps 
while having them perform tedious fundamental tasks, 
such as mixing inks, making new brushes, & preparing 
parchment. The work of a Novice is an unknown 
quantity, & is often of poor quality, so their work rarely 
if ever garners commissions, unless a client is desperate 
or undiscerning. Benefit: A +4 circumstance bonus on 
Diplomacy, Gather Information, Intimidate, & Sense 
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Motive checks when dealing with members of the 
organization. 

• Journeyer: Once a Novice has developed a bit of a 
name for themself, they are considered a member of 
this rank. Their talents may still need improvement, & 
their artistry may not be up to the level of polish 
displayed by a Master, but they have proven that they 
are dedicated & serious about the craft. This is the time 
that a cartographer begins to develop their own 
signature style, although they will also be doing a great 
deal of experimentation, finding out what works for 
them & for their medium. Usually, they will still be 
studying from one or more senior members, & it is not 
uncommon for a Journeyer to mimic the style of an 
influential Donor. Benefit: A +2 competence bonus on 
all Craft (Map) checks, which increases by +2 for every 
rank beyond Journeyer (for example, an Artisan has a 
+4 bonus, while a Master has a bonus of +8). 

• Artisan: A cartographer, like any artist or professional, 
must eventually stand up on their own, living off of 
their own skills & contributing to the well-being of 
their society. Such is the case with members of this 
rank, who have officially completed any formal training 
& are ready to be considered certified cartographers. 
They soon realize, however, that while they may be 
considered experts in their chosen field, & they may 
have students of their own to teach, their education 
never truly ends, as there is always something new to 
learn. They often accept commissions from clients who 
have come to trust in their abilities, & are known to 
field expeditions to remote areas so that they can be 
properly charted. Benefit: A +4 insight bonus on all 
Gather Information & Knowledge (geography) checks. 

• Donor: As a guild member progresses in their skill & 
their standing in cartographic community, they develop 
a unique style for their maps that mark them as a 
product of their personal work. They have a certain way 

of depicting certain features, they use a particular color 
scheme, & they prefer this ink or that brush. The 
making of a style that is original & distinct, while 
maintaining the beauty, elegance, & usefulness that is 
necessary for any good map, is the mark of a 
cartographer who has come into his or her own. A guild 
member of this rank is known as a Donor, as they often 
contribute to the betterment of their cartographic 
brethren without a thought for compensation. While 
many such map-makers are so generous, their kindness 
is neither universal nor foolhardy, & it usually comes 
from being otherwise rich in both coin & quill, so to 
speak. Benefit: A +2 inherent bonus to one’s 
Intelligence or Wisdom score (choose one). 

• Master: The pinnacle of the cartographic arts, these 
rare individuals are nearly legendary in their 
(admittedly niche) field. A new map made by a Master 
is often an anticipated event, for even their rough, 
work-in-progress sketches display more artistry than the 
finished work of a mere Journeyer. The few guild 
members of this caliber are often caught up in guild 
politics or other administrative duties, & as such they 
don’t often work on actual cartography as much as they 
would like to. They also rarely travel to survey the 
lands that they chart, & must therefore find other means 
to get an accurate study for their craft. Their maps are 
almost invariably of high quality, however, & such is 
their renown that their work is always highly sought 
after by clients looking to commission a new map. 
Benefit: Once per day, the ability to emulate the effects 
of a clairvoyance spell (visual only); their caster level 
for this effect is equal to his or her Hit Die. 

 

The Children of Nazalharu 
Alignment: Lawful Neutral 
Founding: ~3,013 AK (~1,306 years ago) 
Membership: ~1,300 
Influence: Continental (Central Continent) 
Standard Member: Kobold Expert 1 
Entry Requirements 

• There are no requirements, but a member must pay the 
entry dues of 100gp (later, another 100gp in dues will 
be collected annually). 

Identifying Item(s): a palm frond, a sharp piece of sandstone 
Overview 
Anyone who has spent time among kobolds can attest that they are 
a cosmopolitan people, devoid of ties to any state or crown. But 
this wasn’t always so; there was once a mighty kobold nation north 
of the Sathan Range known as Haz-Hurad, a great & powerful 
kingdom that prospered for nearly two millennia. But one day, 
Haz-Hurad was laid waste by a horde of demons, & its people 
scattered in a mass exodus known as the Hijra. 
 
Ever since, there have been some kobolds that look back to the 
days of the Huradai with an understandable sense of loss, pain, & 
longing. They feel a connection with the past that cannot be 
fulfilled by the present, & have banded together to preserve the 
history & the culture of Haz-Hurad. This loose network of kobolds 
(with a small minority of other races) is called the Children of 
Nazalharu. 
 

The group collects legends & relics from their long-lost Homeland, 
so that its members can retain their heritage, which is in danger of 
becoming diluted within the melting pot of modern city life. They 
are named after King Nazalharu, the last ruler of the Huradai, who 
fearlessly remained with his kingdom to share its fate. This fable is 
actually quite inaccurate, but the tale is more inspiring than the 
truth: Nazalharu did indeed attempt to flee the burning land 
(according to the only contemporary report of the scene), but was 
taken by the invading demons & impaled upon his iron throne. 
Few of the refugees knew the real fate of the king, however, & so 
the bards invented a more poetic (& more heroic) version of the 
story, which was popularized & passed down instead. 
 
The Children take great pleasure in preserving every scrap that 
remains of the Huradai, be in a piece of knowledge or a piece of 
pottery. It doesn’t matter if it is a bejeweled iron scepter owned by 
Queen Manaru, or an apocryphal myth of the kingdom’s founding; 
anything hailing from that place & that time is held in high esteem, 
& care is taken to hold onto every piece. Their ultimate prize 
would be the recovery of the Chest of Haz-Hurad; this priceless 
artifact is said to hold the key to the nation’s immortality, although 
no one can say for sure just what that is supposed to mean. The 
chest has repeatedly been found throughout the intervening 
centuries since Haz-Hurad was destroyed, only to be lost again 
shortly thereafter, to the regret of all within the group. 
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Some of the more daring members of the group have been known 
to make expeditions to the Sea of Fiery Knives, the site where 
Haz-Hurad once stood. Today, this land is a deadly desert with 
searing heat & flaying winds, where the only signs of life are the 
demons, dragons, & ghuls that still haunt this hellish place of ash 
& death. But the bravest (or most foolhardy) of the Children are 
undaunted, making trek after trek, regardless of the cost, to find 
relics in the ruins. Those that never return are considered martyrs 
for the cause, inspiring others to go in their stead. 
Notable Members: 

• Munira Nightdancer (Neutral Good, Bard 3), kobold 
female 

• Qateb Qelun Qitabi (Lawful Evil, Wizard 8), terisabi 
male 

• Muarzi aq-Aluqri (True Neutral, Expert 6), human 
female 

• Burhan “Pathseeker” Paqalti (Lawful Good, Aristocrat 
9), kobold male 

Leader(s): Savior Shammara Hanan Marifa (Chaotic Neutral, 
Sorcerer 12), kobold female 
Hierarchy: 

• Storyteller: The most important thing for the Children 
to do, according to themselves, is to keep the memory 
of Haz-Hurad alive in the minds of current & future 
generations. And this is most easily accomplished by 
recounting stories about the kingdom, its humble 
beginnings, its glorious rise, & its tragic downfall. The 
role of the Storyteller is to engage their audience, to 
entertain them, to educate them, & to make them care 
about the Homeland & its people. The most popular 
tales are Ismu’s Dreaming, the Samandar in the 
Smelter, Qalil & the Dragon, the Siege of Sulafat, & (of 
course) the Hijra. While this is technically the lowest 
rank in the group’s pecking order, Storytellers are 
usually quite well respected, & a gifted Storyteller can 
be revered as a hero of the cause on par with any 
Savior. Benefit: A +4 insight bonus on Diplomacy & 
Perform checks when communicating about the topic of 
Haz-Hurad. 

• Preserver: The kingdom of Haz-Hurad was destroyed 
over 1,400 years ago, & any remaining relics from the 
Huradai are at least that old, if not considerably older. 

Therefore, great care much be taken to find those 
ancient objects & protect them from the ravages of 
time. This is the solemn duty of the Preservers, who 
much travel far & wide, seeking every item that 
originally came from the Homeland. They broker deals 
with museums, they buy relics from private collectors, 
& they negotiate with the direct descendants of Hijra 
refugees. And when all else fails, they are prepared to 
take extralegal measures to procure their targets, such 
as burglary & even grave robbing. While these latter 
tactics are undesirable & officially denied, the results 
for these actions cause most members to turn a blind 
eye, as the ends are used to justify such extreme means. 
Benefit: A +4 circumstance bonus on Gather 
Information, Knowledge, & Search checks when 
looking for things related to Haz-Hurad. 

• Savior: While a Preserver may commit some unsavory 
acts in order to collect remnants of the past, most would 
not risk life or limb to do so. There are a few who 
would, though, some rare individuals willing to do 
whatever it takes to ensure the immortality of the 
Huradai, even if it means death for them personally. 
Such extremists are quickly identified & promoted to 
the rank of Savior, so that their resolve can be put to the 
test. These members are then sent on expeditions to the 
Sea of Fiery Knives, in order to excavate the ruins of 
Haz-Hurad & bring back whatever they may find. 
Saviors tend to be eccentric, & perhaps even a little 
mad, but they are hailed as heroes when (or if) they 
return from a successful voyage. Most of the group’s 
resources are committed toward these excursions, but 
while the Children always provide adequate equipment, 
guides, & even hired escorts for them, these measures 
do little to curb the inherent & malevolent danger that 
pervades the demon-tainted desert where the Homeland 
once stood. Benefit: A +2 bonus to their caster level for 
all divination spells; this bonus increases to +4 when 
attempting to divine information pertaining to Haz-
Hurad. 

 

The Circle of Jalud 
Alignment: Neutral Evil 
Founding: Unknown (decades, possibly even centuries, ago) 
Membership: ~75 
Influence: Local (Maisan) 
Key Class: Sorcerer, Wizard 
Standard Member: Human Sorcerer 4 
Entry Requirements 

• Possess a non-Good alignment (switching to a Good 
alignment later is grounds for expulsion from the 
organization). 

• Charisma 15+. 
• The ability to cast 2nd level arcane spells. 
• Sponsorship from a current member of the organization 

in good standing. 
• Must have proven one’s self by killing a person with a 

spell, magical item, or other magical effect. 
Identifying Item(s): a medallion of a dragon’s wing, a walking 
staff 
Overview 
In the dusty, long-suffering city of Maisan, the citizens must 
contend with many problems: drought, storms, & dragon attacks 
are all too common here. But unbeknownst to some residents, there 

also lurks another danger, one less apparent & more insidious. This 
threat comes in the form of a clandestine cabal of mages operating 
in the area known as the Circle of Jalud. 
 
This highly secretive group is quite adept at hiding in plain sight, 
so no one knows who is a member & who is not. This breeds a 
pervasive air of suspicion & paranoia, as anyone could be a 
member: a neighbor, the incense vendor at the market, the temple 
priestess, or even a member of one’s own family. They only make 
their presence known when they wish to send a message, which is 
usually just a reminder of their presence, written in blood & fire. 
 
The Circle of Jalud has claimed responsibility for a number of 
unfortunate events over the years. These include a strange fire that 
destroyed several blocks (including the only temple of Waharim) 
before putting itself out, a plague that caused the afflicted to babble 
incoherently, a black portal that opened over the town for a single 
day (which blotted out the sun), & countless beheadings. The 
disasters that they claim as their own are always accompanied by a 
short cryptic message, left nearby in glowing green lettering. 
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These incidents used to only occur once a year or so, but in the last 
decade the pace of the Circle seems to have accelerated. 
Nowadays, such tragedies are happening every few weeks, with an 
ever-decreasing interval between each one. If this trend continues, 
then the countdown will end in a little less than two years, but no 
one can say for sure what will happen at that time. The cabal’s 
motivations are unknown to all but themselves, but it is believed 
that they are preparing for some sort of impending event. 
 
From what little verifiable information that exists about the Circle 
of Jalud, they seem to be styled after various druidic circles, 
although their methods are a vile perversion of such groups. They 
apparently meet in nighttime gatherings, wearing long dark robes 
when they do, & they reportedly perform sacrificial rituals during 
these meetings. But while druids assemble together to join in a 
collective veneration of nature, members of the Circle congregate 
to plot their next act of terror & to combine the arcane forces under 
their control in order to sew fear & discord among the local 
masses. 
 
The bey of Maisan, Ghada izud-Haqara, despises the Circle of 
Jalud & would do nearly anything in her power to destroy the 
cabal, but there is little that she can do to impair them or their 
operations. She has sent investigators to root out the Circle, only 
for them to turn up dead shortly thereafter. And despite the support 
of the Church of the Falling Feather (which also opposes these 
wicked mages), she cannot find anyone who is both willing & able 
to infiltrate their ranks. So the mayhem continues, the people of 
Maisan grow despondent, & the Circle’s inscrutable schemes 
continue unabated. 
Notable Members: 

• Hassan ibn-Nazara, the Watcher (Lawful Evil, Wizard 
5), human male 

• Zarifa Raja Safara, the Listener (Neutral Evil, Sorcerer 
6), kobold female 

• Sahfsi, the Speaker (Chaotic Evil, Bard 7), half-efreet 
female 

Leader(s): 
• Shakar Tahanun, the Beginning (Chaotic Evil, Sorcerer 

11), half-ghul male 

• Thana izr-Burud, the Middle (Neutral Evil, Wizard 12), 
human female 

• Harun Oumniyya Zalam, the End (Lawful Evil, 
Sorcerer 11), kobold male 

Hierarchy: 
• Outer Circle: What little is known for certain about the 

cabal comes from the few members that have been 
captured & detained over the years. These have 
invariably come from the Outer Circle, who comprise a 
majority of the group’s membership. They were mostly 
brought into the Circle by a mysterious benefactor, who 
would do them some impossible favor in exchange for 
some trivial assistance. Most were promised vast wealth 
or power for their service, & some were blackmailed 
with threats of ruination if they hesitated to comply 
with their orders. Once they were recruited, they were 
told little about the workings, & many did not even 
know the identities of their peers within the cabal, only 
working through their shadowy sponsors. The rare 
members who have been exposed & arrested have 
described leaving the group as though waking up from 
a strange nightmare, only to find that years have gone 
by virtually unnoticed. Benefit: Unknown. 

• Inner Circle: The Circle of Jalud (whoever or 
whatever “Jalud” might be) is apparently run by a small 
core of members called the Inner Circle, who are the 
only ones who get to see the big picture. Only they 
know the names of every member. Only they know 
where every safe house & meeting place is located. 
Only they know the purpose for the cabal’s seemingly-
random acts of terrorism. And only they know of the 
group’s ties to the rakshasas under Ahuma’s command. 
The Circle is secretly a front organization working to 
further the aims of Ahuma & his main team of 
operatives, known as the Tiger’s Claw. There are only 
about a dozen members of the Inner Circle, & none of 
them have ever been captured alive. Once, decades ago, 
a wizard named Qaladarazad was suspected of being a 
member of this rank, but upon his arrest, he escaped in 
a plume of black fire, & was never seen or heard from 
again. Benefit: Unknown. 

 

The Corsairs 
Alignment: Chaotic Evil 
Founding: ~770 IR (~414 years ago) 
Membership: ~650 
Influence: Regional (Lisan Coast, Qius Sea) 
Key Class: Fighter, Rogue 
Standard Member: Human Warrior 3 
Entry Requirements 

• 5 or more ranks in Profession (Sailor), Swim, or Use 
Rope. 

• Must pay the entry dues of 50gp (later, another 50gp in 
dues will be collected annually). 

• Must pay 25% of all gains acquired during raids to the 
organization. 

Identifying Item(s): a compass or sextant, a gold tooth or earring 
Overview 
For centuries, the waters of the Qius Sea have been treacherous to 
navigate. While the waters themselves are calm, pleasant, & 
relatively storm-free, they are also under the effective control of 
various hostile creatures. Sahuagin, she-da-zhong, & marids vie for 
territory both above & below the surface, making it dangerous for 
anyone who gets in their way. But even more perilous than all of 
those races are the Corsairs, a deadly cartel of pirates & cutthroats 
that strike fear in the hearts of all who cross their path. 

 
This ragtag gang of seafaring bandits has terrorized the people 
along the Lisan Coast for generations, & has captured many 
vessels over the years. They usually prey upon merchant ships, but 
when they run low on lucrative targets they tend to raid small 
coastal settlements. They rape, pillage, & burn whatever they can, 
& then flee before a significant force can be raised to oppose them. 
They used to use oar-ships with team of rowers (mostly 
unfortunate conscripts), but they have lately gotten their hands on a 
few of the newer sailing ships, which have radically changed their 
operations. 
 
The Corsairs are based out of a hidden pirate cave located on a tiny 
island in the middle of the Qius Sea. Known as Underdock, the 
town is a base of operations for the pirates, a semi-lawless place 
where they can hide from their enemies, recruit new crew 
members, barter supplies, & plan their next raid. As the name 
suggests, Underdock is only accessible to low-slung boats via an 
entrance beneath a set of false docks when the tides are low. The 
location of Underdock is a closely-guarded secret among pirates, & 
anyone who tells a non-pirate how to get there faces being branded 
(quite literally) as untrustworthy. 
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The origin of the Corsairs dates back to the last decades of the 
imperial era, to the time of the legendary pirate, Admiral 
Blackscale. He started out as a legitimate privateer in the employ 
of the kingdom of Ilud, which was fighting against the Old Empire. 
But he eventually found that it was more lucrative to bite the hand 
that fed him, as his fleet had grown to the point that he no longer 
needed the support of the Iludai, & in fact, his forces were superior 
to theirs. Thus began a campaign of terror on the high seas that has 
lasted for over four centuries. 
 
The best days for the Corsairs, however, seem to have passed, & it 
is possible that their remaining days are shortly numbered, as they 
have been beset by troubles as of late. The nascent technology of 
sailing vessels has faced its share of setbacks & false starts, but 
finally seems to be getting off of the ground, so to speak. This 
means that that the major coastal cities (such as Luardo, Sabur, 
Sijur, & Zawraq) that have borne the brunt of the pirates’ 
predations now have the means to fight them on their own turf with 
faster, more maneuverable ships. They also face opposition from 
the she-da-zhong, who have been increasing both in numbers & in 
aggression in the recent years. Lastly, supernatural threats like the 
Dandan, the marids, & mysterious portals of darkness are taking 
their toll, & any one of these factors may spell the end for the 
cartel. 
Notable Members: 

• Deck Hand Dal “the Nose” (Chaotic Evil, Ranger 3), 
half-marid male 

• Chef “Spoon-Finger” Flono (Lawful Evil, Expert 4), 
human male 

• Scout “Rateye” Roldo (Lawful Neutral, Bard 5), 
lizardfolk male 

• First Mate Ardanil Drae (Chaotic Neutral, Rogue 6), 
masabi male 

• Bosun Thaq (True Neutral, Fighter 7), half-ghul male 
Leader(s): Captain Raza, Commander of the Corsairs (Neutral 
Evil, Ranger 6/Rogue 5), kobold male 
Hierarchy: 

• Swabbie: Life aboard a ship is an ordeal of suffering, 
degradation, & arduous labor, & no one knows this 
better than a Swabbie. Every ship needs a person or two 
to scrub the decks, clean the bilge, & perform other 
lowly, dreary tasks, so they give this rank to anyone 
who is unqualified to fill any other role. It is sometimes 
difficult to find anyone willing to subject themselves to 
such misery, so the Corsairs have been known to pick 
up conscripts during their raids & force them to become 
Swabbies. Those of this rank who display any aptitude 
for greater things are quickly promoted to Deck Hands 
or even Mates, but those who cannot somehow prove 
themselves can look forward to nothing but pain & 
humiliation. Benefit: A +4 circumstance bonus on 
Diplomacy, Gather Information, Intimidate, & Sense 
Motive checks when dealing with members of the 
organization. 

• Deck Hand: The duties of a Deck Hand differ greatly, 
depending on the type of vessel that they serve aboard. 
On an oar-boat, there are many Deck Hands, perhaps 
even a hundred or so, & they are tasked with moving 
the oars, a strenuous, monotonous job that strains the 
mind & body. But on a sailing ship, there are far fewer 
of them, & they are needed to trim the sails, haul cargo, 
& load any weaponry, which are generally seen as 
lighter work than oaring (even though it is still a 
difficult job). In either case, they are at the mercy of the 
higher ranks, who can order them to do just about 

anything, & the only solace that they have is the fact 
that they are superior to the pathetic Swabbies, a point 
that they often take merciless advantage of, when given 
the chance. Benefit: A +2 competence bonus on all 
Profession (Sailor), Swim, & Use Rope checks, which 
increases by +2 for every rank beyond Deck Hand (for 
example, a Quartermaster has a +6 bonus, while a 
Captain has a bonus of +10). 

• Mate: Anyone who serves aboard a ship can be 
referred to as one’s shipmate, & the term is regularly 
used among sailors & other maritime crew members to 
address each other. This rank refers specifically to 
member that is above the lower ranks, but is not of full 
command level. They typically come from the pool of 
Deck Hands on board a vessel, but have proven 
themselves through years of service as capable & 
trustworthy. They often serve as jacks-of-all-trades, 
performing whatever duties are required at the moment. 
The number of Mates serving on a specific vessel is at 
the discretion of that ship’s Captain; some have several 
Mates, while others get by without any at all. They are 
usually given numerical titles (such as First Mate, 
Second Mate, etc.) & assigned to follow the orders of a 
particular officer. Benefit: A +2 inherent bonus to 
one’s Strength or Dexterity score (choose one). 

• Quartermaster: On most vessels that ply the oceans, a 
Quartermaster is responsible for the ship’s maps, 
orientation, & other facets of navigation. They also 
usually man the helm, steering the wheel the precise 
amount to move the rudder in the intended direction, as 
ordered by the Captain. Aboard one of the Corsairs’ 
vessels, they serve the same basic function, & in 
addition, they also keep an eye on the crew for the 
captain, ensuring that they stay on task & do not slack 
or mutiny. In this role as supervisor, they are often 
called a boatswain, which is shortened to (& 
pronounced as) simply “bosun”. There are typically 
about 2 to 4 of them on each ship, one for every work 
shift, although some ships get by with only one. 
Benefit: A Quartermaster gains 4 extra skill points. 

• Captain: The undisputed master of each ship is its 
Captain, a petty sultan within their little wooden 
kingdom. Although each vessel has its own set of rules, 
& most of them are administered as if their 
microcosmic democracies in many respects, the Captain 
has the final say on matters, & can even overturn a vote 
by the rest of the crew (even though they do so at their 
own risk, & there have been occasions of mutiny). The 
Captain decides the ship’s destination, orders any & all 
raids, leads his crew into battle, & dispenses the 
bounties of victory. The most famous member of this 
rank in recent times is the fierce & fearsome Captain 
Raza, the so-called Commander of the Corsairs & 
undisputed master of Underdock. He rules over the 
other Captains with a combination of intimidation, 
audacity, strategic maneuvering, & sheer force of 
personality. A majority of the others would like to see 
him shamed, deposed, exiled, or even killed, so far 
none of them have dared to make a move against his 
rule. Benefit: Once per day, the ability to emulate the 
effects of a mass suggestion spell (allies only); their 
caster level for this effect is equal to his or her Hit Die. 
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The Dar-Amal 
Alignment: Neutral Good 
Founding: 23 AF (332 years ago) 
Membership: ~700 
Influence: Local (Fandaq) 
Standard Member: Half-Genie Commoner 1 
Entry Requirements 

• Must be a Half-Genie, a Sabi, or directly related to one. 
• Sponsorship from a current member of the organization 

in good standing. 
• Must pay the entry dues of 25gp (later, another 25gp in 

dues will be collected annually). 
Identifying Item(s): a pendant depicting a weeping eye 
Overview 
In the modern day, it is a difficult thing to admit to having genie 
blood in one’s veins. People who are known to have magical 
abilities face persecution & prejudice on a daily basis, which can 
even lead to violence. For this reason, many half-genies attempt to 
hide away from those with “pure” blood, & most sabi deny their 
numari heritage whenever possible, hiding their true nature from 
the general public. 
 
There is a place, though, where genie-kin can escape such bigotry. 
In this House of Hope, known as the Dar-Amal, half-genies & sabi 
can be safe among their own kind, & non-genie parents can rely 
upon each other for support. Based in the city of Fandaq, they have 
a large semi-secret meeting hall where many genie-blooded 
families live in peace & relative harmony, as well as several 
smaller safe houses scattered about the surrounding lands. 
 
Unlike most places in the Central Continent, Fandaq is actually 
rather tolerant of numari, so long as they don’t use their magical 
abilities in public. The people there, like any other post-Pactspell 
culture, are still adamantly against the use of magic, so deeply 
ingrained is their fear. Some of them may be uncomfortable around 
numari, but they will not harass them in the street, unlike less 
open-minded places, such as Darb & Ostaz. 
 
The primary hall for the group is a sprawling estate, located on the 
edge of the old border walls that used to mark the perimeter of the 
city. When the Dar-Amal was first founded, this building was just 
outside of town, but over the years, Fandaq has expanded to 
surround the house & the land upon which it rests. It was 
purchased by a wealthy merchant prince who had fallen in love 

with a genie that he had found trapped in a hookah pipe, fathered 
several half-genie children with her, & wished to raise his family 
in peace. Today, the grounds are maintained by the sabi, while the 
half-genies mostly remain indoors, only coming out under the 
cover of night. 
 
The hall itself is a three-story building, although there are at least 
two levels below the ground, as well as several tunnels leading to 
deeper subterranean chambers. The house is in the shape of a six-
sided ring, with a private plaza in the center filled with exotic flora 
from far-off lands. The first floor is mostly a maze of small empty 
rooms & semi-hidden passages, as the second floor holds most of 
the living space & the uppermost level has all of the sleeping 
chambers (most of which can only be reached via first- & second-
floor routes). It is widely believed, although never officially 
confirmed, that some of the storage rooms in the basements lead to 
underwater chambers connecting to the nearby Hasini River. 
 
While some would call this place a haven for those of genie blood, 
others see it as nothing more than a self-imposed prison, a gilded 
cage of their own choosing. These people claim that the Dar-Amal 
is nothing more than a means of hiding genie-kin from normal 
society, a way of maintaining the status quo which benefits no one 
in the end. Others believe that the Dar-Amal is merely the public 
face of a much larger movement, a clandestine conspiracy of 
mages & numari that are plotting to subjugate & destroy humans, 
kobolds, gnolls, & lizardfolk everywhere. Recently, an unknown 
party appears to be trying to drive the group out of Fandaq, 
attacking safe houses & sabotaging their efforts to hide & protect 
other genie-blooded people. It is suspected that those responsible 
for this violence must belong to one of these two extreme 
philosophies, but this conjecture has yet to be confirmed. 
Notable Members: 

• Master Poet Imad Sadiq al-Azraq (Chaotic Good, 
Commoner 3), half-marid male 

• Mother Zari (Lawful Good, Paladin 2), terisabi female 
Leader(s): Lady Muna Jamaya (Neutral Good, Bard 14), human 
female 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +4 competence bonus on Disguise checks when 
masquerading as a human. 

 

Druidic Circles 
Alignment: True Neutral (some circles may vary, but all are 
Neutral in some respect) 
Founding: Varies, but most have been extant for centuries 
Membership: ~14-140 
Influence: Regional (varies, only one region for each circle) 
Key Class: Druid 
Standard Member: Lizardfolk Druid 4 
Entry Requirements 

• Possess a Neutral alignment (switching to a non-
Neutral alignment (LG, LE, CG, or CE) later is grounds 
for expulsion from the organization). 

• At least 1 level in the Druid base class. 
• Wisdom 15+. 
• An invitation to join, issued by the senior Ras of the 

circle. 
Identifying Item(s): The Standing Mark of Umaj 
Overview 
A druid is a person who has answered the call of the wild. They 
feel a deep connection to nature, the natural world, & the inherent 

balance found within it. While their veneration & protection of life 
unites them, their methods divide them, as do their individual 
focuses. For this reason, druids often identify themselves by the 
druidic circle that they belong to. 
 
A circle is to a druid what a temple is to a cleric: it is a gathering of 
the faithful, so they may all commune with their one another & 
exalt the divine as one. The circles are the major sects of druidic 
worship, as separate from one another as clerics from different 
religions. Most of them are aligned to a specific deity, & some 
circles have close ties to the churches of their respective divinities. 
 
The members of a druidic circle gather together in remote meeting 
places, far from civilization, usually near some natural landmark, 
such as a river or a cavern. This site may change from time to time, 
but a particular circle will usually choose a site that fits their 
specific thematic elements. Almost all circles have close ties to the 
rangers & barbarians that operate in their area, especially those 
who worship the same deity as they do. Circles are almost 
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invariably democratic organizations, so while a longtime Badan or 
a Ras may have more influence than a newly joined Rajl, each 
member’s vote is counted equally, & a simple majority is all that is 
needed to pass any measure. 
 
There were once many more circles than exist today, but several 
were broken during the Ten Dark Years, & more have been 
disbanded in the intervening centuries. The first circles were 
founded before the Age of Kingdoms, but none of those ancient 
orders are known to have survived to the present day. It is rare for 
a new circle to be formed, & those that do are either reformed 
circles that were once broken or reconstituted circles that are made 
up of members from several broken circles. It used to be 
unthinkable for an individual druid to reject membership in some 
circle or another, but some modern druids fail to see any advantage 
in doing so, preferring to remain independent. 

• Circle of the Fang: Undoubtedly the most reclusive 
circle, these druids worship Umaj & associate primarily 
with the beasts of the world, largely avoiding contact 
with other sentient beings. They occasionally come out 
of seclusion to aid other druids, barbarians, or rangers, 
or to help those lost in the wild return to civilization. 
But otherwise, they are active only when some grave 
threat to the ecology arises, such as a marauding 
dragon, a marching army, or an unexpected fade. So 
secretive are they that no one outside the circle can say 
how many members they number. They mostly roam 
the Qatra Plains & the Jasmin Woods of western Ilud in 
a semi-nomadic fashion, but they have been spotted as 
far afield as Alhurus Lake, the Adjal Strip, & Arch 
Rock Road. 

• Circle of the Flame: This is a circle of one, though 
several non-druids claim membership, mostly rangers 
in the employ of the one & only druid of Maqur, Lord 
Malik Sayed al-Rabb. Based around the city of Zawraq, 
this “circle” focuses on destruction & renewal, often to 
the exclusion of the needs of nature’s balance. Their 
willingness to employ & spread fire, combined with 
their wanton disregard for the wellbeing of the 
environment (not to mention other people), makes this 
circle the enemy of most other druids. According to 
legend, there was once a legitimate circle dedicated to 
Maqur that went by this name, but they are said to have 
destroyed one another; any connection between the 
original order & its current namesake is unknown. 

• Circle of the Gray: One of the most widespread 
circles, this Daq-aligned order is primarily concerned 
with matters of fate & the balance between Good & 
Evil. They wear gray robes, bathe in ashes, & are the 
most aggressively neutral of all the circles. Their 
meeting sites are usually in isolated hilltops or places 
where water meets land, & they always meet at either 
sunrise or sunset. Their commitment to neutrality is 
sometimes off-putting to those who would normally 
ally themselves with the order, as they have been 
known to quickly switch sides on an issue when they 
perceive an imbalance in the opposite direction. 

• Circle of the Ice: The druids of the dvernin were 
encountered in Yan by members of the Circle of the 
Sun several decades ago. After an exchange of 
information, they agreed to take on the informal name 
& maintain a basic tie with the various druid orders 
from the Central Continent. They are dedicated to Isvel 
& Sjor, but are not very concerned with their divine 
parents, Bjardvif & Hagalvethr. This group is actually 
one of the larger circles, with a membership numbering 
over a hundred active druids, & many times that much 

in allied barbarians & rangers. They tend to hold their 
meetings in caverns or large fissures in the ice, away 
from the howling winds & frequent snows of the 
surface. 

• Circle of the Land: One of the oldest & largest circles, 
this druidic order pays honor to Umaj, although the 
members themselves rarely come together in any 
capacity. Their meetings are rare, but when they do 
come together, it is because there is an issue of dire 
importance that needs to be addressed. Many of the 
masters of the wastes count themselves as members of 
this circle, most notably Ras Shasad, the group’s oldest 
& most prominent member. The fact that the Ras is 
actually a Pashatai is cause for some tension within the 
circle, as the Umajan majority feels no affinity for the 
Mother of Rains. They usually meet at the bottom of 
dried river beds in Burdusq & Sheqari, but they 
sometimes sent Badani on missions into the mountains 
of the Satha Laylanuha, where they often encounter the 
Circle of the Mountain. 

• Circle of the Lion: A dying circle, this order is down 
to just a few remaining members, despite their efforts to 
proselytize & recruit. Aligned with Qirus, they value 
honor, valor, & the glory of war above all else. Their 
belligerent demeanor & strange code of conduct have 
deterred many from joining their circle, & are blamed 
for the deaths of many members in the past. Most of the 
members, both today & in the past, have been aazlai, 
although some humans count themselves among their 
ranks. Their preferred meeting sites are in the savannas 
& rocky plains of southern Burdusq & the Northern 
Wastes near Alhurus Lake. 

• Circle of the Mother: While this order is not supported 
by the Church of Zaia, which considers it to be 
somewhat heretical, members of this circle are devoted 
to the Great Divider. Following her divine example, 
they maintain a constant patrol, looking for any fades, 
portals, or rifts leading to Najmah, so that they may 
prevent any planar crossings. They also pay close 
attention to the activities of the other circles, so that 
they can ensure that no other druids are threatening the 
planar boundary. After decades of mutual silence, the 
circle has recently come to an understanding with the 
other Zaians, & both sides have vowed to avoid 
interfering with each other’s affairs, replacing the 
sometimes-bitter stalemate with a fragile truce. 

• Circle of the Mountain: This circle is associated with 
Waharim & largely confined to the Satha Laylanuha & 
its rocky foothills. They are strongly aligned with the 
rangers & geomancers that live in the region, & 
together they watch over the passes & caverns of the 
mountains, protecting them from harm. They regard 
miners with a wary eye, & will readily chase off any 
that threaten the delicate balance of nature there. They 
wear earth-colored robes, & paint their skin the color of 
the local stone, which allows them to easily blend in 
with their surroundings. The order typically holds their 
meetings on mountain peaks, wide cliff-side ledges, in 
narrow canyons; anywhere that the winds howl & the 
land meets the endless sky. 

• Circle of the Night: An old order with a long history, 
this circle has been in decline for many years, & now its 
members are only a few dozen strong, a fraction of 
what they once were. Devoted to Sunya, they roam the 
land in search of fades, rifts, portals, & other means of 
gaining access to the ever-night world of Najmah. 
Sunya’s church does not support druids, so they are 
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forced to hide even from other Sunyans, lest they be 
persecuted. Because they wear black or other dark-
colored robes, they are often mistaken for Sidarites, a 
misconception that they do little to dispel. They always 
meet out in the open, far from any settlements & under 
the cover of darkness, so that they can see the countless 
stars in the sky (known as the Falaqi). 

• Circle of the River: Dedicated to Pashati, this circle 
strives to uphold the principles of the Riverqueen: 
cleansing, growth, & renewal. They watch over the 
major waterways & their tributaries, ensuring that the 
waters are clean & free from artificial interference. 
They almost always meet on the banks of one of the 
Sister Rivers (the Narrow, the Elzim, or the Saqiyah), 
or along the Hasini. This order has nearly a hundred 
members & nearly twice that many allied rangers, 
barbarians, & adepts, making it one of the larger circles. 
Their wrath against those who pollute the streams & 
rivers is terrible, but their lack of mercy is disconcerting 
even for those who agree with them, as most would 
prefer a more measured approach instead of their 
extreme methods. 

• Circle of the Sands: The servants of Limalia 
understand that strength & endurance are best gained by 
overcoming adversity, so the members of this circle 
facilitate such trials by destroying the tools of 
civilization. They tear up roads, ruin bridges, & even 
alter the landscape itself to create hardship for others, 
preferring the natural serenity of the wasteland to the 
irrigated cacophony of modern society. This mission, of 
course, puts them at odds with almost every other 
sentient being on the continent, even other Limalites, & 
it is no surprise that they have few members & even 
fewer allies. Only the most misanthropic followers of 
Maqur can abide such wanton destruction. It is only 
their small numbers (there are less than two dozen 
members) that keep them from being a greater threat. 
They always meet in the middle of the desert, usually in 
or around the ruins of some long-dead culture. 

• Circle of the Serpent: More of a cult than a proper 
druidic order, this circle serves the interests of 
Martuakh, & seeks to find a way to awaken the 
Sleeping Serpent. They hope to achieve this goal by 
laying low the works of other races & preparing for the 
world for the rise of the she-da-zhong. They sabotage 
trade routes, ruin crops, & poison water supplies all 
along the Lisan Coast, making life difficult for the 
people that live there. The members of this circle even 
plan to somehow alter the environment & reform the 
climate, to best suit the she-da-zhong’s preference for 
warm, humid conditions. Though they are few in 
number, they use their three-dozen-strong force, backed 
by the zhong’s resources from their homeland, to wreak 
havoc among the coastal peoples. They have no allies 
on the Central Continent, & must meet in remote 
caverns to avoid detection. 

• Circle of the Slate: The smallest of the formal druidic 
circles (capped at fourteen members, although currently 
only eleven of them are active), this order is devoted to 
Sidaru, even though the church does not officially 
recognize them. They zealously observe the natural 
cycle of death, & keep a vigilant watch for any sign of 
sentient undead, ghuls, & necromancy, as well as 
making certain that the powers of other circles or 
priests over nature do not adversely affect the balance 
between life & death. Like any Sidarite, these druids 
are a grim, somber lot, wearing black robes (although 

their Ras typically wears white) & often chant a dirge 
called the Threnody of Concordance. They generally 
hold their meetings in cemeteries, cairn fields, or 
anywhere else that the dead are interred. 

• Circle of the Sun: Associated with non-Imperial 
worship of Johoum, this circle venerates the day, the 
sun, & the cycle of the seasons. As the Church of 
Johoum does not support them, they are completely 
outside of the political maneuvering of Ayat & the Taj. 
They are generally unobtrusive, & rather well-liked in 
comparison to the more formal Johoumite clergy. They 
wear light-colored robes, & meet in open sunlit places, 
far from the shade of walls & roofs. There are over a 
hundred of them, & they mostly operate in the Northern 
Wastes, the Red Sands, the Sahra Basit regions. Noor 
al-Muhraq has attempted on multiple occasions to 
employ their aid in location the Temple of the Throne, 
but they have rebuffed her efforts thus far, as they do 
not believe in her goals & would prefer not to be seen 
as taking her side. 

• Circle of the Three Rings: This circle is aligned with 
the Darshan & is primarily concerned with matters of 
prophecy, revelation, & exploration. They are allied 
with several mages, all of whom are accomplished 
diviners. Having no set territory, the circle’s members 
travel all across the continent, going wherever the hand 
of fate leads them. Unlike other circles, they are led by 
a triumvirate of three Rasi, who are in a state of 
constant conflict with one another. On the rare 
occasions that they meet, they do so in a different place 
every time, the site chosen by one of their oracles. A 
member of this order can be identified by the three 
rings that they wear on their left hand. 

• Circle of the Wave: A newly-formed circle of 
adventuring druids loyal to Limalia, this order’s 
members conduct their affairs on the high seas, working 
on ships both pirate & mercantile. They are explorers 
delving into the wonders of the wide ocean & making 
contact with life under the sea, as well as observing the 
predations of the deadly Dandan. They face wicked 
storms, sahuagin attacks, & worse so that they may pay 
tribute to their harsh mistress. Every time they survive 
one of the Queen of Trials’ merciless perils, they feel 
that they have become closer to the divine, & they hope 
that by surreptitiously guiding their ships into harm’s 
way, they may elevate their companions, as well. Of 
course, those that have discovered the truth of their 
mission tend to feel rather differently about all of the 
dangers that they seem to attract. 

Notable Members: Too numerous to list 
Leader(s): Nominally, the senior Ras of each circle 
Hierarchy: 

• Rajl: When a druid first joins a circle, they must go 
through a probationary period until they have proven 
themselves, which may take anywhere from a few 
months to several years, depending on the circle. 
During this time, they are known as a Rajl, which 
means “leg”. They are expected to carry messages 
between other members, which is especially vital when 
the circle’s Ras calls them together at their chosen site. 
Those that are able will use an animal messenger, but 
those who cannot must carry the messages in person or 
find some other means to convey them. They are 
generally treated well by members of Badani, but there 
are some cases of patronizing or condescending 
behavior, which is generally prohibited by the Ras. The 
Rajli do not typically wear any identifying mark of their 
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rank, as it is always well known by all members just 
who is who within the order. Benefit: A +4 
circumstance bonus on Diplomacy, Gather Information, 
Intimidate, & Sense Motive checks when dealing with 
members of the organization. 

• Badan: Most of a circle’s membership is made up of 
Badani, which are druids that have already gone 
through the trials of the Rajli. In order to become a 
member of this rank, one must pass several tests: the 
Trial of Belief, the Trial of Devotion, & the Trial of 
Trust. The word Badan means “body”, & the term is 
nearly synonymous with being a part of a druidic circle. 
A Badan may be called upon at any time by their Ras to 
carry out a mission for the benefit of the order, but this 
is only done when necessary & the assignment of 
excessive missions may result in a vote to impeach the 
Ras, although such an event is very rare. These 
missions can sometimes be dangerous or even deadly, 
& may take them away from the circle for an extended 
period of time, but a member who successfully 

completes such a task will have earned great respect 
from their fellow members, & may even put them in the 
running to become the next Ras. Benefit: A +4 
resistance bonus on all Fortitude saves. 

• Ras: Each circle has a designated speaker, one who 
calls for meetings, invites unaffiliated druids to join the 
order, & organizes votes on proposed issues. This 
spokesperson, typically the eldest & most experienced 
druid in the order, is known as the Ras, which means 
“head”. In many ways, the Ras is no more important or 
powerful than any other member, but they are at all 
times regarded with great deference. The Ras of each 
circle is chosen from among the Badani that have 
earned the most respect, & are voted upon in a special 
election; unlike with other issues, the Ras cannot be 
chosen until every current member has cast a vote. 
They serve for an indefinite period of time, & many 
Rasi have held the rank until their eventual death, but a 
member of the circle can call for a vote of confidence at 
any time. Benefit: A Ras gains 4 extra skill points. 

 

The Fateweavers 
Alignment: Lawful Evil 
Founding: Unknown (before the Age of Kingdoms) 
Membership: ~500 
Influence: Global (Najmah & Siraaj) 
Standard Member: Devil Wizard 1 
Entry Requirements 

• Must be a Devil. 
• Must either have at least 1 level in a base class or an 

NPC class, or be a unique devil (as opposed to a pit 
fiend or an erinyes). 

• Intelligence 15+. 
• Sponsorship from a current member of the organization 

in good standing. 
Identifying Item(s): a Himan coin, a book of diabolic law, a 
length of rope 
Overview 
The devils of Najmah are many things: devious, cruel, & despotic 
in the extreme. Most notable in discussions about the Achyrion is 
their steadfast commitment to the subjugation of all other 
creatures, which puts them at odds with every individual & culture 
on both worlds. But it is hard to deny that they do actually possess 
some virtues, however small & inconsequential. One of these few 
merits is their efficiency; they are a highly organized lot, & they 
are quite adept at putting forth the maximum impact with a 
minimal effort. 
 
An exemplary case in point is the group known as the Fateweavers, 
a relatively tiny organization that nevertheless is directly 
responsible for supplying the entire Hima Sovereignty with 
millions of souls every year. Based in the sovereign capital of 
Sirngaveram, they are a committee of devils who represent the 
interests of the devils across Najmah & even on Siraaj. They travel 
far & wide, searching everywhere for opportunities to exploit, so 
that they may further the devils’ agenda. 
 
The most important part of their operation is also the one that 
requires the least effort. The Fateweavers are in charge of 
representing the devils at the Pit of Fate. After the Ascension of 
Failures, where a dead soul sees all of the mistakes & iniquities 
that they committed during their life, they come to the Terrace of 
Rubies. There, three devils will address the soul, & offer it a 
chance to join them as an immortal instead of passing on to a 
mysterious fate. The soul may accept the bargain, & be reborn as a 

devil on Najmah, or it may pass through the black gate into the 
unknown. 
 
The trio of devils who negotiate with the souls of the dead in the 
Pit of Fate are appointed by the ruling board of the Fateweavers, & 
are often reevaluated & replaced. While it is believed that a 
majority of souls reject the offer, the devils still collect thousands 
of souls every single day, which are then sent to Hima to 
eventually be processed into new devil bodies. The Ascension of 
Failures does most of the work for them, showing the dead where 
they went wrong in life, which often leaves the soul despondent & 
shameful. The three devils need only offer them an opportunity to 
escape judgment to live forever in a land of magic, & many souls 
accept without reservation. 
 
This lucrative bounty of souls has ensured that the Fateweavers are 
exceptionally powerful; in fact, they are the only organization in 
the Hima Sovereignty to rival the current chancellor’s political 
power. While they have always been content to keep to their own 
affairs in the past, they have lately become bolder, sometimes 
working in direct opposition of Chancellor Shaa’rokhan or Grand 
Vizier Bhuraakhan, especially through their warlocks on Siraaj. 
The reasons for this recent rise in activity are unknown, but it may 
have something to do with the ascension of Maphexes, the newest 
member of the trio at the Terrace of Rubies. 
 
The Fateweavers’ long record of success, combined their standing 
in the Hima Sovereignty, have created a plethora of adversaries, 
rivals, & other parties that would enjoy seeing their downfall. The 
chancellor, the grand vizier, & even Empress Tamaskama have 
plotted their destruction at several points in the past, only to find 
themselves out-maneuvered by the group & forced to save their 
daggers for a later time. Rumor has it that they have some residual 
control over the souls that they have collected over the centuries, 
although most would dismiss such a theory as ludicrous. It is also 
said that they have a secret agenda, one that goes far beyond the 
devils of Hima, & may even involve the eventual enslavement of 
the entire devil race. The truth, if any, of these tales may never be 
known, but regardless of their plans, their every move shapes the 
future of all devil-kind, for good or ill. 
Notable Members: 

• Weaver Kylaphes (Lawful Evil, Wizard 4), erinyes 
female 
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• Weaver Malagon (Lawful Evil, Cleric 3), hamatula 
male 

• Weaver Orystos (Lawful Evil, Bard 2), gelugon male 
Leader(s): 

• Chalæros, the Spinner (Lawful Evil, Wizard 5), 
cornugon male 

• Zathydon, the Measurer (Lawful Evil, Sorcerer 1), pit 
fiend male 

• Maphexes, the Cutter (Lawful Evil, CR21), unique 
female 

Hierarchy: 
• No known hierarchy exists for this organization. 

Benefit: Unknown. 

 

The Fatima 
Alignment: Chaotic Neutral 
Founding: 353 AF (2 years ago) 
Membership: ~200 
Influence: Continental (Central Continent) 
Key Class: Rogue 
Standard Member: Sabi Rogue 3 
Entry Requirements 

• Must be a female. 
• 6 or more ranks in any two of the following: Bluff, 

Disguise, Hide, Move Silently, or Tumble. 
• Dexterity or Charisma 18+. 
• Sponsorship from a current member of the organization 

in good standing. 
Identifying Item(s): the Sunray of Akasha, a mirror 
Overview 
Women are often forgotten in the annals of history, or 
marginalized by the male scribes & bards until little remains of 
their impact on events. While some races & cultures consider them 
to be equal to men in most respects, many peoples have treated 
them as somehow inferior. This was more prevalent in ages past, 
before the Pactspell, but some discrimination continues to the 
modern day. One group that demonstrates the power, intelligence, 
& versatility of women, for deadly effect, is the Fatima. 
 
The Fatima is a female-only union of spies, assassins, & saboteurs, 
who work together to accomplish more than any one of their 
agents could achieve alone. They typically work in teams of three 
to six members: one or two mission specialists, one or two support 
agents, & one or two for backup duty. Already in the short time 
that they have been active, they have proven that they are a force to 
be reckoned with, as they can seemingly go wherever & do 
whatever they wish with impunity. 
 
Their overarching goal is to prevent violent conflict on a large 
scale, wherever it may occur. They oppose warlords, as well as 
instigators of war such as Baba Shafiei & the Ostazai Empire. 
Whenever they can, they try to prevent as many casualties as 
possible, & even their most deadly missions are carried out with 
surgical precision, so as to minimize any loss of life. This agenda 
makes them de facto pacifists, which is ironic considering that they 
use death & destruction as tools to bring about that agenda. But 
whether infiltrating a scribe’s house to steal a scroll, posing as 
courtesans to get close to a target, or using their beauty to beguile 
guards, agents of the Fatima always act in what they believe to be 
the best interests of the people. 
 
This group was organized by Sahba Shafiei after her falling-out 
with her father over the increasingly militant direction of the 
Bulbul. She serves as the Fatima’s director, choosing which 
missions they will accept & which members will undertake them. 
While not all of their missions are chosen with their primary 
objective in mind, as some are merely lucrative jobs that fit their 
rather unique skill set, they will never carry out an operation that 
facilitates a war, serves a warlord’s interests, or causes undue 
death. 
 

Unsurprisingly, their main opposition comes from the two 
organizations that they attempt to curtail the most, namely the 
Bulbul & the Empire of Ostaz. Other Ostazai-aligned groups, such 
as the Light of the Taj, also work against them, as do several 
organizations that promote needless war & suffering, like Al Jald 
wa Janzir, the Blades of Sabur, & the Red Fangs. They regard the 
churches of Qirus & Sunya, both gods of war, are with contempt, 
but have taken no steps against them. Peaceful organizations, such 
as the Church of Sidaru & the Dar-Amal, are counted among their 
allies, as are anti-Ostazai groups like the Broken Shackle. Most 
members of the Fatima worship & swear by Akasha, loving her 
above all others. 
Notable Members: 

• Sister Sharun (Neutral Good, Ranger 5), human female 
• Sister Zenda wawa Oukht, the Lady of Death (Chaotic 

Evil, Bard 6), gnoll female 
• Mother Aidhu Rih (Chaotic Neutral, Rogue 7), half-

djinn female 
Leader(s): Sahba Shafiei (Chaotic Good, Sorcerer 6/Ranger 2), 
terisabi female 
Hierarchy: 

• Sister: Most members of the Fatima are of this rank, so 
every one of them must be talented & versatile. On one 
mission they may find themselves trailing a thief back 
their hideout, & in the next one they could be sneaking 
into a guarded building, & during the one after that they 
might be silently eliminating a target. Most of the time, 
they fill a support role, such as reconnaissance or 
security, allowing the specialists to achieve the mission 
objective for the team. Occasionally, they will serve as 
backup for the specialists, filling in if something goes 
wrong. They spend their entire tenure in this rank being 
trained by their superiors, so that they can possess the 
most advanced & varied skill set possible. Benefit: A 
+2d6 bonus to Sneak Attack damage; if a member does 
not already have the ability to use Sneak Attacks, she 
gains the ability to do so at this time (starting at +2d6 
Sneak Attack damage). 

• Mother: Once a Sister has completed her training & 
passed the ritual of the Darkest Dawn, an arduous & 
agonizing ordeal in which the Sister must fight against 
her peers in a series of challenges, then she may ascend 
to the rank of Mother. At this point, she is considered 
qualified to be a mission specialist, although she may 
still be called upon to support or back up another 
specialist instead. Mothers are feared & respected by 
members & non-members alike, & for good reason; 
only the Grand Mothers are more talented, more 
resourceful, or more deadly. They spend the majority of 
their time training, honing their already-impressive 
skills & preparing for their next task. Benefit: A +2 
inherent bonus to any one of her ability scores (choose 
one). 

• Grand Mother: Regardless of age or maternal status, 
members of this highest rank are known as Grand 
Mothers. There are only ever a few of them active at 
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any one time, & currently there are less than a dozen. In 
order to attain this title, a Mother must complete the 
ritual of the Endless Dusk, wherein she is expected to 
best her peers in a potentially-lethal contest, which tests 
the limits of their skill, endurance, & resolve. Only the 
best of the best can become a Grand Mother, & many 
fail to complete the trials (or die trying). They rarely 
participate in field operations, but when they do, they 

are always one of the mission specialists, leaving the 
support & backup roles for the lower ranks. They 
usually stay in one of the Fatima’s various hidden bases 
scattered across the continent, where they train others, 
administer tests of proficiency, & plan future missions. 
They take their orders directly from Sahba Shafiei, but 
she often prefers to let them manage their own affairs. 
Benefit: A +5 resistance bonus on all saving throws. 

 

The Gadilites 
Alignment: Chaotic Good 
Founding: 352 AF (3 years ago) 
Membership: ~800 
Influence: Local (Qulzai) 
Standard Member: Human Commoner 1 
Entry Requirements 

• Possess a non-Evil alignment (switching to an Evil 
alignment later carries no real penalty). 

• Must believe that Gadil izra-Yusuf is the Chosen One. 
Identifying Item(s): a cord with three large beads, a medallion 
depicting either three interlocking rings or an open eye 
Overview 
In the desert city of Qulzai, a self-described prophet named Gadil 
izra-Yusuf has risen to prominence, claiming to have received 
divine wisdom. Many locals are calling him the Chosen One, 
believing that he is a messianic figure that will unite the world 
against the evils that plague them. They say that he will save the 
world from the forces of darkness & usher in a golden age of 
enlightenment. This rapidly-expanding group of followers is 
known as the Gadilites, & they are quickly becoming a problem for 
the ruling council of the city. 
 
Despite his humble wishes to live simply & spread his message 
without undue adulation, Gadil has become one of the most 
popular & well-known figures in the city. The Gadilites are 
beginning to worship him, instead of heading his words, which is 
deeply troubling to him. They gather around him wherever he 
goes, often pushing away non-believers, even though those are the 
people that he is trying to reach the most. They also block traffic & 
interfere with the city guard, which has caused some of them to be 
arrested. They claim that this is some kind of persecution of their 
new-found faith, which is unusual for a place as religiously diverse 
& inclusive as Qulzai. 
 
Gadil is trying to direct his followers toward positive endeavors, 
such as charity, community services, healing the sick, & feeding 
the hungry. He is making some headway in this endeavor, although 
this initiative is taking time away from his true mission, which is to 
spread the words of wisdom to anyone who will listen. Most 
members would rather sit in his presence & silently absorb his 
speeches, but they generally obey his requests. He is resigned to 
these distractions, however, because he believes that they serve the 

greater good, & that those who have been helped by the Gadilites 
will be more receptive to his message. 
 
The Gadilites have little real organization in & of themselves, 
acting as a benign mob most of the time. There are some long-time 
followers who have attempted to assert some authority on account 
of their seniority, but few of their peers pay them much heed. The 
only force for order in the group is Gadil himself, although is 
becoming apparent that even his ability to exert control is finite. 
The organization has grown rapidly in recent months, & seems to 
be continuing its pace at a nearly-geometric rate, so it may soon 
grow beyond any one man’s capacity to command. 
 
The ruling council of Qulzai is growing increasingly agitated about 
Gadil & his followers. The council members fear that he & his 
movement are threatening the delicate status quo in the city, so 
they are looking into ways of neutralizing him before the Gadilites 
cause any lasting harm to the established order. None of those 
sitting on the council are receptive to him or his message, but they 
all know people who have joined his group, & its rapid growth & 
relatively unknown, nebulous nature scare them greatly. 
 
The ruling council is not the only force, however, that opposes the 
Gadilites. Already, some within the group have become 
disillusioned with the movement & have spoken out against its 
lack of fidelity to the Gadil’s message & ideals. Also, the 
established churches in Qulzai have been putting pressure on them 
to conform to their structure, demanding that they build shrines or 
collect tithes or some other standard religious practice. Lastly, the 
elders of the nomadic peoples in the Northern Wastes have largely 
rejected the teachings of Gadil, in reaction to the rapid spread of 
his word among the nomads. 
Notable Members: 

• Iman al-Mumin (Chaotic Good, Commoner 4), 
hawasabi male 

• Majida Duneclimber (Lawful Good, Expert 3), kobold 
female 

Leader(s): Nominally, Gadil izra-Yusuf (Neutral Good, Bard 
4/Cleric 11), human male 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +2 morale bonus on all Concentration checks & Will 
saves. 

 

The Hand of Dusk 
Alignment: Neutral Evil 
Founding: 339 AF (16 years ago) 
Membership: ~150 
Influence: Local (City of God) 
Key Class: Rogue 
Standard Member: Human Rogue 1 
Entry Requirements 

• 4 or more ranks in any two of the following: Hide, 
Intimidate, Move Silently, Search, or Sleight of Hand. 

• Must get a tattoo of the organization’s symbol on one’s 
right shoulder. 

• Must pay 50% of all gains acquired during “jobs” to the 
organization. 

Identifying Item(s): a tattoo of a black hand with an open palm 
Overview 
Most large settlements have a problem with organized crime to 
some extent. The concentration of people, combined with the 
logistical needs of all those people, engenders inequalities that feed 
criminality in all forms. And whenever crime is rampant, there 
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with be some who wish to consolidate their illicit efforts, so that 
they can maximize efficiency & profitability while minimizing risk 
& effort. So, although every city has some form of a thieves’ guild, 
none of them are as ambitious, notorious, & deadly as the Hand of 
Dusk. 
 
As the local thieves’ guild of the City of God, the Hand of Dusk is 
to blame for much of the crime in the area. The cartel was founded 
by an unpleasant man known only as Fazul, who hates the city & is 
determined to bleed it dry. He runs the organization with brutal 
efficiency, using fear of his sadistic wrath to keep his subordinates 
in line. Even the local authorities are afraid of him & what he 
might do to them (& their loved ones) if they stand against him. 
 
Before the Hand of Dusk, the city’s previous thieves’ guild was the 
Black Glove, a much more refined & cordial group. They were led 
by Karim Ali ibn-Qufaz al-Aswad, a merchant prince with several 
strong ties to nobility & even royalty. Fazul is said to have 
assassinated Karim (along with his lieutenants) & taken over the 
Black Glove’s operations, usurping the city’s organized crime in a 
single night of terror & bloodshed. 
 
What makes the Hand of Dusk stand out among other criminal 
cartels is its ability to strike anyone, anywhere, with little if any 
warning. Its members seem to spring from the shadows, & return 
to them just as swiftly, as if they were everywhere & nowhere at 
once. The key to this terrifying reach is their use of a vast network 
of tunnels running below the City of God. 
 
Because of the restrictions on construction put in place by the 
Urban Planning Council, building owners have taken to digging 
basement levels, some of which are several stories deep. 
Underneath the city, there is a growing network of tunnels 
connecting many of the cellars in town, dug out of the sandstone. 
The Black Glove originally took advantage of this using a nexus of 
passages in the basement of a bakery owned by one of Karim’s 
most trusted lieutenants. When Fazul murdered the old pastry chef, 
his familiar found the tunnels & reported them to its master. 
Fazul’s Bakery is now the name of the guild’s headquarters, 

although no bread or cake is made there, as the store is just a front 
for the group. 
 
Currently, the Hand of Dusk is engaged in a surge of illegal 
activity, as its members are solely responsible for the crime wave 
gripping the City of God. The cartel is attempting to spread is 
influence to nearby settlements, pulling jobs as far away as Naranj 
& Sijur. Their efforts are hampered, however, by the very thing 
that makes them so successful in their home city. They have grown 
dependent upon the network of tunnels under the city to commit 
most of their crimes, & without it, they are not nearly as effective, 
to Fazul’s chagrin. 
 
Another factor that hinders their expansion is opposition from a 
number of sources. They have numerous enemies, from the local 
authorities, to the Scarlet Sentinels, to rival thieves’ guilds in 
nearby towns. Fazul is universally despised, & few of the Hand’s 
members have any important allies outside of the cartel. Among 
their most vocal opponents is Zaman Abdul, the master of the 
city’s merchant guild & the newest member of the Divine 
Assembly. Zaman was once a close ally of Karim of the Black 
Glove (Zaman’s nephew is married to Karim’s niece), so when 
Karim was killed, Zaman took it personally, & has had a vendetta 
against the Hand of Dusk ever since. Now that he has become a 
member of the Assembly of the Divine Alliance, he is in a position 
to deal a fatal blow to the cartel once & for all. 
Notable Members: 

• Hosni el-Tugaj (Lawful Evil, Fighter 4), lizardfolk male 
• Qadami (Chaotic Evil, Ranger 5), human male 
• Phaal the Witch (Chaotic Evil, Rogue 7), half-ghul 

female 
Leader(s): Fazul (Neutral Evil, Rogue 6/Sorcerer 3), human male 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +1d6 bonus to Sneak Attack damage; if a member 
does not already have the ability to use Sneak Attacks, 
he or she gains the ability to do so at this time. 

 

The Last Lamp 
Alignment: Neutral Good 
Founding: 2 AF (353 years ago) 
Membership: ~900 
Influence: Continental (Central Continent) 
Standard Member: Human Paladin 1 
Entry Requirements 

• Possess a Good alignment (switching to a non-Good 
alignment later is grounds for expulsion from the 
organization). 

• At least 1 level in a base class (NPC classes do not 
count for this requirement). 

• Sponsorship from a current member of the organization 
in good standing. 

Identifying Item(s): an oil lamp, a container of holy water 
Overview 
The Ten Dark Years were so named for good reason. Not only was 
the light of the sun blocked by clouds of ash & dust, but the world 
was plagued by ghuls & other horrors. Most of the survivors of the 
Pactspell spent the subsequent decade living in fear of a painful 
death, with many succumbing to hopelessness & misery. It took an 
alliance of heroes, backed by Sidaru & Akasha, to end this time of 
strife in an epic clash known now as the Battle of the Light. 
 
Those alliance members who lived to tell the tale remained 
committed to expunging evil from the land, crusading against 

wickedness in all forms as the Last Lamp. They see themselves as 
the sole line of defense against an ever-encroaching darkness, & 
they tend to act accordingly. Its members (many of which are 
paladins, unsurprisingly) are zealous in their pursuit, & will not 
rest until they have achieved their goal, no matter the cost. 
 
The Last Lamp is supported by several benevolent religious 
backers, including the churches of Akasha, Pashati, & Sidaru. 
While some of the clergy disapprove of their methods & their 
black-&-white ideology, they appreciate the unique services that 
such a group can provide. On more than one occasion, members of 
the Lamp were all that stood between a besieged temple & a horde 
of ghuls. 
 
They prefer an active approach to doing good deeds, such as 
attacking evil cults & slaying evil beings, as opposed to a passive 
approach like feeding & sheltering the poor. These methods have 
been criticized by others numerous times, but it seems that they 
won’t be changing their ways anytime soon. Another common 
complaint is that they tend to charge into a situation without 
assessing the circumstances, which has led to multiple incidents 
where innocent bystanders were accidentally hurt & even killed. 
For their part, the Last Lamp has publicly apologized for these 
mistakes, but these admissions of guilt come as a cold comfort for 
the victims of their zeal. 
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Members of this group spend most of their time making or 
planning raids against various evil organizations, & as such are a 
frequent target of retaliatory attacks. They count the Whip & 
Chain, the Blades of Sabur, the Ostazai Empire (along with the 
Light of the Taj), the Nakhar Network, the Red Fangs, the 
Sandshapers, & pretty much every thieves’ guild among their 
enemies. This long list of adversaries, which is far from 
comprehensive, keeps them quite busy, & despite their resources, 
they are stretched quite thin, always on the lookout for donations & 
new recruits. 
 
While they freely use of magical items, the Last Lamp considers 
mages, numari, & other spell casters to be tainted by evil, & are 
therefore somewhat prejudiced against them. The Lamp does 
accept members with genie or even ghul ancestry, but they are a 
rare breed, & they often have to put up with some discrimination 
within the group. Some members would prefer to purge such 
impurities from their ranks, but most would not go quite so far. 
Others, in fact, see nothing inherently wrong with numari or any 
other practitioner of magic, & would even accept a spell caster 
serving beside them, but this is also a minority viewpoint. 
Notable Members: 

• Buqa the Glowing (Chaotic Good, Barbarian 4), human 
male 

• Rrozcae “Ras” Quolbuba the Glowing (Neutral Good, 
Cleric 5), pahari female 

• Abbas Dawnwalker the Bright (Neutral Good, Rogue 
5), kobold male 

• Kihtpas ibn-Ahad the Bright (Chaotic Good, Bard 6), 
half-efreet female 

• Murauji ul-Bujiq the Shining (Lawful Good, Paladin 8), 
lizardfolk male 

• Ahtis “Smoky” al-Dukhan the Enlightened (Lawful 
Good, Monk 10), narsabi male 

• Shaz the Blinding (Chaotic Good, Ranger 13), half-ghul 
female 

Leader(s): Hizu aq-Ibari the Luminous (Lawful Good, Fighter 16), 
human male 
Hierarchy: 

• Glowing: New members of the Last Lamp are given 
the title of the Glowing, as well as all of the rights & 
responsibilities of that rank. Each of them must give the 
Pledge of the Guiding Star, a promise to uphold the 
tenets of the group, even though they have likely had 
little training thus far. A member of the Glowing is 
issued a white sash to denote their status, which they 
wear proudly while in public. They are paired with a 
member of higher rank for training, & are often 
escorted by more experienced members for their first 
few missions. These assignments will be relatively 
simple & safe compared to the average Lamp operation, 
such as bearing a message to an outpost, maintaining 
barracks, or gathering basic intelligence. Benefit: A +4 
circumstance bonus on Diplomacy, Gather Information, 
Intimidate, & Sense Motive checks when dealing with 
members of the organization. 

• Bright: When one of the Glowing has distinguished 
themselves as competent, capable, & courageous, they 
are asked to recite the Oath of the Coming Dawn; those 
that do so are promoted to the Bright. This affords them 
greater privileges & more important duties than their 
former peers, while they are quick to make a point of at 
any given opportunity. They train frequently, either on 
their own, with the Glowing, or with the Shining & 
more senior members. In addition to a Glowing sash, 
the Bright also wear a pair of white gloves, which never 
seem to get dirty, no matter how roughly they are used 

or what they have held. Typical missions for this rank 
include evacuating innocent bystanders, delivering 
supplies, & performing reconnaissance. Benefit: Once 
per hour, the ability to emulate the effects of a light 
spell at will; their caster level for this effect is equal to 
his or her Hit Die. 

• Shining: The highest of the junior ranks, the Shining is 
made up of former members of the Bright that proved 
that they had the courage & purity of heart to take the 
Vow of the Rising Sun. When they are not preparing 
for a mission, they often act as advisors for new 
recruits, taking them under their wing & showing them 
the ropes. They usually live in the Lamp’s several 
private barracks, scattered across the continent. They 
wear a pair of tall white boots, in addition to the sash & 
the gloves of the lower ranks. Because of their more 
extensive training, they undertake more complex & 
dangerous missions, such as escorting non-combatants, 
infiltrating other organizations, & supporting senior 
members on raids. Benefit: A +4 resistance bonus on 
saving throws versus Evil spells, creatures, or other 
effects. 

• Enlightened: When one of the Shining has proven that 
they are ready, they are given a single chance to take 
the Pledge of the Radiant Ray & join the ranks of the 
senior members. Those who pass are granted the title of 
the Enlightened, as they have successfully battled the 
evil within their own hearts, & are thus ready to 
confront the Evil Without. As a symbol of this progress, 
they wear a white coat, in addition to the garments of 
the junior ranks. They train almost constantly, always 
preparing for another strike against the darkness. When 
they aren’t participating in a raid, they are recruiting 
new members, or providing guidance & instruction to 
their subordinates, so that they too can join the fight 
against all that is wicked & unjust. Benefit: A +2 
inherent bonus to one’s Wisdom or Charisma score 
(choose one). 

• Blinding: Only those who are truly pure of mind, body, 
& spirit can take the Oath of the Brilliant Beam, a test 
of one’s inner goodness. The few who pass the trial are 
eligible to become one of the Blinding, the penultimate 
rank in the organization. It is difficult for mere mortals 
(especially those of a wicked heart) to remain in the 
presence of beings as driven & focused as the Blinding, 
so striking is their inner light. Each of them wears a 
white cap as a symbol of their station, as well as all of 
the gear worn by the lesser ranks. They spend a 
majority of their time planning & conducting raids 
against evil organizations, with the rest of their days 
being devoted to training & meditation. Most raids are 
led by a member of the Blinding, although some minor 
offensives are handled by the Enlightened. Benefit: A 
+4 morale bonus on attack rolls & saving throws made 
against creatures with an Evil alignment. 

• Luminous: The pinnacle of purity & righteousness, the 
one who is deemed the Luminous is the Lamp’s great & 
glorious leader, practically a divine emissary in their 
own right. Whenever the current Luminous dies, retires, 
or is deposed, the next Luminous is chosen from among 
the Blinding. Those members of the Blinding that wish 
to do so may take the Vow of the Zenith, completing 
the ultimate test of their soul’s value. Those that 
successfully take the vow are deemed eligible for 
ascension, & are voted upon by all members of the 
Lamp; the one with the most votes is declared the next 
Luminous. The Leader of the Lamp, as they are 
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sometimes known, wears a white cloak over top all of 
the garments from the other ranks, & they rarely 
participate in missions, although they do direct the 
planning & logistics of most of their operations. 

Benefit: Once per day, the ability to emulate the effects 
of a sunbeam spell (allies only); their caster level for 
this effect is equal to his or her Hit Die. 

 

The Liar’s Fire 
Alignment: Lawful Evil 
Founding: 226 AF (129 years ago) 
Membership: ~450 
Influence: Local (Zawraq) 
Key Class: Rogue 
Standard Member: Human Rogue 3 
Entry Requirements 

• 6 or more ranks in any two of the following: Hide, 
Intimidate, Move Silently, Open Lock, or Sleight of 
Hand. 

• Must get a tattoo of the organization’s symbol on one’s 
chest. 

• Must pay 50% of all gains acquired during “jobs” to the 
organization. 

Identifying Item(s): a tattoo of a man’s head blowing out a plume 
of flame from his mouth 
Overview 
Most local thieves’ guilds are vicious, sordid unions, without much 
in the way of sophistication or honor. They typically employ the 
lowest of the low, those who have no moral or ethical boundaries, 
& no aspirations for improving themselves beyond the base 
gathering of wealth. They prey upon those who cannot defend 
themselves, without regard for the wellbeing of the community as 
a whole. The Liar’s Fire may be a society of criminals, but it 
nothing like any other thieves’ guild in history. 
 
As the thieves’ guild operating in the city of Zawraq, the Liar’s 
Fire has been preying on the local citizens for decades. Unlike 
most such criminal cartels, it is run by aristocrats & other nobility, 
& maintains a veneer of respectability & decorum. They dislike 
violence (at least publicly), & avoid inflicting harm upon others 
whenever possible (although what they consider possible may 
differ from the opinions of their victims). They take measures to 
rob only from those who can afford it, as they have a long-standing 
ban on stealing from the poor & the struggling. They may be 
Maqurites, but they have their standards, as they often say to those 
who point out the incongruous nature of the cartel. 
 
The Liar’s Fire is well-protected by its many semi-legitimate front 
operations, including brothels, a couple of apothecaries, several 
usurers, a slave auction, & a gambling house. These businesses 
generate nearly as much revenue for the guild as its protection 
rackets, laundering schemes, & outright thefts, although they 
usually require more overhead, such as salaries & bribes. While 
their illicit businesses are riskier, they are simply too lucrative & 
too efficiently-managed for the group to consider giving them up 
for good. 
 
The guild has always managed to do well for itself, but the Liar’s 
Fire has really flourished under the current regime in Zawraq, with 
profits higher than ever. The sheikh of the city, Lord Malik Sayed 
al-Rabb, has no qualms with the cartel, & has actually facilitated 
their efforts by turning a blind eye to their operations & making the 
citizenry afraid to call the authorities for aid. Nevertheless, despite 
their recent success, they are secretly plotting against Malik, as 
Mistress Zannar & the rest of the guild’s leadership recognizes that 
his good graces will not last forever, & that eventually he will turn 
on them when his stranglehold on the city tightens. 
 

Their plan so far is to attract mercenaries to the area, with the idea 
that they can be encouraged to overthrow Malik’s forces in 
exchange for riches, which they can easily provide (or at least 
credibly offer). To this end, the Liar’s Fire has spread word far & 
wide that the city is replete with treasure vaults, all under the guard 
of the tyrannical sheikh & his incompetent lackeys. They have 
leaked rumors & gossip of Malik cruelty & spite, & have 
insinuated that all that would be needed to topple the regime would 
be a little push from someone with the courage to stand against the 
city’s despotic leader. 
 
So far, this scheme seems to be working; the city is regularly 
visited by would-be liberators of all stripes. There have been self-
righteous crusaders, greed-driven warriors-of-fortune, & 
everything in between. While no one has been successful yet, 
every failure only enhances Malik’s reputation as a monstrous 
oppressor that must be brought down, & thus the number of 
aspiring heroes coming to Zawraq only increases. The Liar’s Fire 
expects that eventually, there will be a successful coup, & they are 
poised to take advantage of possibility, no matter whose house 
burns in the process. 
Notable Members: 

• Shethu Ghamam, the Wind Walker (Lawful Neutral, 
Bard 8), half-djinn male 

• Tariq al-Kafir (Lawful Evil, Rogue 10), human male 
Leader(s): Mistress Zannar Kazzab (Neutral Evil, Bard 
6/Rogue7), lizardfolk female 
Hierarchy: 

• Feather-Finger: The lowest of the guild’s ranks, these 
pickpockets & shoplifters serve as the most blatant 
evidence of the cartel’s larcenous nature, & they are 
looked down upon by the upper ranks for this. Many 
within the Liar’s Fire would like to pretend that they are 
a part of a legitimate group, & the Feather-Fingers are 
an affront to this delusion. Nevertheless, their leaders 
enjoy the fruits of their efforts, & would never give up 
such easy profits. Newly-recruited members are often 
given to masters of this rank to mold into accomplished 
thieves, which they do with astounding ease. Those 
whose excel at their given duties may expect either a 
role as a trainer for student-members or a promotion to 
the Night Merchants. Benefit: A +2 insight bonus on 
all Hide & Sleight of Hand checks. 

• Persuader: No other rank exemplifies the inherent 
dichotomy of the Liar’s Fire. On one hand, they strive 
to be exceedingly polite, urbane, & cordial to those 
with whom they have business dealings. On the other 
hand, they are ruthless & relentless in the pursuit of 
what they perceive is their due, stopping at nothing & 
accepting no excuses or delays in payment. Some liken 
them to common thugs, but that view sells them quite 
short, both in their refined exterior & their vicious inner 
core. They have many means of persuasion, & they will 
not hesitate to do what they see as necessary to get what 
belongs to them. Other names for their kind include 
envoys, negotiators, vultures, intimidators, diplomats, 
& extorters. A skilled Persuader may advance to 
become a Silver Tongue, but demand for their unique 
talents often keeps them in this role indefinitely. 
Benefit: A +2d6 bonus to Sneak Attack damage; if a 
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member does not already have the ability to use Sneak 
Attacks, he or she gains the ability to do so at this time. 

• Night Merchant: Masters of infiltration & extraction, 
these burglars are the most profitable assets that the 
Liar’s Fire has at its disposal. They are so effective, in 
fact, that they need to be careful not to “harvest” too 
much, lest they invite the wrath of Malik & his forces. 
Therefore, they often rob homes & businesses in a 
much greater area than other members of the guild, 
sometimes traveling many miles from the city in order 
to pull a job. This can put them into direct conflict with 
criminal syndicates in other “jurisdictions”, so they 
often take an escort of Persuaders with them when they 
go far from home. Members of this rank rarely get 
promoted, as their niche talents do not directly translate 
to success as Silver Tongues; this is something that 
some Night Merchants have come to resent. Benefit: A 
+6 insight bonus on all Move Silently & Open Lock 
checks. 

• Silver Tongue: Like all the other ranks, the members 
of the Silver Tongues are known by less flattering 
names: Conmen, Swindlers, Charlatans, & many others. 
They make their money by tricking their victims into 
handing it over, either through deceptive deals or 
through rigged games of chance. They often employ 
Feather-Fingers & Persuaders to help them with their 
schemes, often posing as common citizens without any 
prior affiliation. Sometimes they will operate in an area 
simply to do reconnaissance work, so that they can 
determine where to send the lower ranks to do their 
illicit deeds. Mistress Zannar Kazzab is a Silver 
Tongue, as are most of her hand-picked assistants. 
Together, they direct the overarching strategy of the 
cartel, deciding which victims to strike & which to 
spare. Benefit: Once per hour, the ability to emulate the 
effects of a suggestion spell; the duration, though, is 
only 10 minutes per casting; their caster level for this 
effect is equal to his or her Hit Die. 

 

The Light of the Taj 
Alignment: Lawful Evil 
Founding: 345 AF (10 years ago) 
Membership: ~550 
Influence: Local (Mamluk, Ostaz) 
Key Class: Monk 
Standard Member: Human Monk 4/Fighter 1 
Entry Requirements 

• Possess a Lawful Evil alignment (switching to another 
alignment later is grounds for expulsion from the 
organization). 

• Must subscribe to the Taj al-Caliph sect of Johoum-
worship. 

• At least 1 level in the Cleric, Monk, or Paladin base 
class. 

• Must be a member of the Ostazai military. 
• Taking a pledge to protect the empire with one’s life, as 

well as the emperor himself, & to carry out all orders 
given by one’s superiors, regardless of circumstances. 

Identifying Item(s): a taj-yad, a white-veiling bisht 
Overview 
The Empire of Ostaz, named after its capital city, is the only true 
nation in the modern era, & it claims a heritage that dates back to 
the days of the Admajai. Founded just 12 years ago by Grand 
Emperor Aqram (formerly Emir Aqbar Zahir Ustaz), the Ostazai 
Empire was once a mere city-state, just like all of the other major 
settlements on the continent. This repressive realm is made 
possible by its mighty military, an army made up of several 
specialized divisions. The most feared branch of their armed forces 
is the imperial secret police, known as the Light of the Taj. 
 
The deadly hand of the Emperor, as they are sometime called, the 
Light of the Taj watches over all of the Ostazai Empire: its capital, 
its vassal settlements, its citizenry, & its slaves. Close-mouthed, 
efficient, & horrifically brutal, the warrior-monks of the Light are 
fanatically devoted to the emperor & the tenets of Imperial Taj 
(also known as the Taj al-Caliph). They serve their god, their 
church, & their state with an equal devotion that practically defines 
fanaticism, & this all-consuming focus terrifies their opponents 
nearly as much as their tactics. 
 
Members of the Light of the Taj (known as al-Tajai) mostly come 
from the many Johoumite temples on the Nizal Peninsula, where 
they have been indoctrinated in the teachings of the Taj al-Caliph, 
the sect of Johoum-worship that places the emperor as the supreme 
religious authority in the world. They wear the intimidating white-

&-yellow robes known throughout the Nizal Peninsula, the Red 
Sands, & the Sahra Basit. Even more notoriously, they always 
carry the taj-yad, a powerful ring of steel capable of inflicting 
devastating injuries when thrown by an expert in its use. Their skin 
is invariably tanned like old leather, the result of many days 
basking in the punishing rays of the harsh desert sun. 
 
The Light of the Taj is tasked with patrolling the lands controlled 
by the empire, rooting out elements of dissent, protest, & sacrilege. 
They investigate reports of treason, arrest (or “neutralize”) 
suspected heretics, & hunt down criminals or other enemies of the 
state. Operating above the law, they answer only to the imperial 
palace, & they have even been known to kill bystanders who have 
mildly inconvenienced them. The Tajai have grown accustomed to 
getting what they want, although some of them enjoy tormenting 
others even more than is strictly necessary. 
 
On more than one occasion, the emperor has assigned the Tajai to 
conduct missions of a clandestine nature. These secret duties often 
take them far from home, beyond the borders of the empire & into 
distant lands. It is rumored that the Light of the Taj is involved in 
kidnappings & assassinations in other cities, while other stories 
claim that they are searching for a forgotten tomb, which holds a 
long-lost weapon of some sort. The truth of these excursions may 
never be known, but it is clear that the frequency of these 
assignments has increased dramatically as of late. 
 
Like other agents of the Empire of Ostaz, the Light of the Taj faces 
opposition from many fronts. The Broken Shackle has some 
unspecified vendetta against the empire, & harasses its coasts 
relentlessly with their sailing ships. The Fatima disapproves of the 
empire’s policy of aggressive expansion & military adventurism. 
The Dar-Amal condemns their racist ideology & oppression of 
non-Humans. Even other Johoumite sects, especially the Ayat 
Sa’if, work against the group for its adherence to the beliefs of the 
Taj al-Caliph. But despite the fact that their allies are few, & their 
enemies are legion, the Tajai are prepared to take on the world, 
willing to punish friend & foe alike as an exaltation of their 
unforgiving god. 
Notable Members: 

• Anwar al-Seif (Lawful Evil, Paladin 4), human male 
• Teshiq Zaq-Zalar (Lawful Evil, Fighter 6/Hoplite 2), 

narsabi male 
• Manas Jundi (Neutral Evil, Warrior 10), human male 
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Leader(s): Nominally, Grand Emperor Aqram (Lawful Evil, 
Aristocrat 3/Bard 6/Rogue 3/Pharaoh 8), human male 
Hierarchy: 

• Recruit: New members are taken from the temple or 
monastery that sponsored their admission to a remote 
training camp in the middle of the desert, known as the 
Madrasa al-Jahannam. There, they are regularly beaten 
& humiliated, so as to enforce discipline & build a 
sense of unity with each other & with the Light. During 
this time, they are forced to exercise naked under the 
unrelenting sun, deprived of rest or water, for hours at a 
time. Once they have been indoctrinated, those that 
survive are grouped into one of two houses (the White 
& the Yellow), which are pitted against one another in a 
series of competitions & mock battles. The two houses 
fight fiercely for supremacy, for only the winning house 
will be promoted to Apprentices; the losing house must 
repeat their training from the beginning, their only 
solace being that they will face a new batch of Recruits 
in the next series. Benefit: A +4 circumstance bonus on 
Diplomacy, Gather Information, Intimidate, & Sense 
Motive checks when dealing with members of the 
organization. 

• Apprentice: After “graduation” from the Madrasa al-
Jahannam, each Apprentice is assigned to study under 
one of the Watchmen for an indeterminate period, so 
that they may learn the ways of the Tajai. They learn 
how to spot the signs of treason & rebellion, & they are 
taught what is needed to crush the perpetrators of such 
disloyalty. Each Watchman usually tutors two 
Apprentices at a time, & they are aggressively 
encouraged to compete against one another for their 
instructor’s approval. They are told repeatedly that only 
one of them can become a Watchman, & that they must 
defeat their fellow pupil if they are to advance. At the 
end of their education, the classmates are sent out 
together to perform a lengthy mission, with the tacit 
understanding that only one of them should return 
victorious. Benefit: A +1 competence bonus on all 
attack rolls, which increases by +1 for every rank 
beyond Apprentice (for example, a Watchman has a +2 
bonus, while a Guardian has a bonus of +4). 

• Watchman: Once they have been promoted to this 
rank, the Watchmen are considered full members of the 
Light (even though they have effectively been members 
since they were Recruits). Their bodies have been 
honed to perfection, their minds have been filled with 
Tajai doctrine, & their spirits have been hardened 
against all compassion. Thus prepared, they are ready to 
begin the hunt for enemies of the state on their own, & 
can even begin to train Apprentices of their own. They 
are taught to expect treachery, so they always find it. A 
few of them volunteer to teach at the Madrasa al-
Jahannam, but most of them pursue heresy & sedition 
out in the field. Competition among members of this 
rank is as vicious as ever, with some racing their peers 
to be the one to capture a target, & others waiting to 
strike one of their colleagues when they let their guard 
down. Benefit: A +6 insight bonus on all Search & 
Spot checks. 

• Protector: Watchmen who manage to stand out from 
their brethren are given a harrowing test of loyalty & 
resolve, known as the Crucible of the Sun. While those 
that fail are severely castigated, any who pass are 
allowed to join the rank of the Protectors. Some of them 
serve as teachers at the Madrasa al-Jahannam, but they 
are a small minority. These seasoned warriors are given 

more difficult assignments than those of lower ranks, 
such as infiltrating protest movements, hunting 
dangerous criminals, or assassinating resistance leaders. 
Many of their missions are so dangerous that they are 
not expected to survive, & it is not uncommon for a 
Protector to succeed at the cost of their own life, the 
ultimate sign of devotion to their holy cause. Those 
who can accomplish their goals & live to tell the tale 
are quickly offered the chance to become Guardians. 
Benefit: A Protector gains 2d12 hit points; for all 
intents & purposes, however, their Hit Dice effectively 
remain the same; these are considered to be temporary 
hit points, & are lost first when a Protector takes 
damage. 

• Guardian: Also known as the Lords of the Madrasa, 
these fearsome soldiers spend most of their time 
instructing Recruits in the ways of the Light. They are 
notorious for their exacting standards & their cruelty, as 
they invariably deal out harsh punishments for even the 
most minor of infractions. They accept only perfection, 
& anything less is rewarded with pain & dishonor. The 
only time that they leave the Madrasa al-Jahannam is 
when they are given orders by the imperial palace or by 
one of the Justices. These missions are typically of a 
secret nature, & can take them away for weeks at a 
time; in fact, some never return at all. Those that do 
come back successfully are hailed as heroes of the 
empire (for it is unheard of for one of them to survive in 
failure), & are in line for a promotion when a Crusader 
position becomes available. Benefit: A +2 inherent 
bonus to one’s Strength or Dexterity score (choose 
one). 

• Crusader: Inspiring fear & fear-born respect 
throughout the empire, these elite warlords command 
the other Tajai into battle, leading from the front lines 
against the empire’s many enemies. They serve mostly 
as inspectors for imperial outposts, auditing the 
garrisons, evaluating the troops, & making sure that 
every Ostazai citizen knows that they are never beyond 
the Light’s reach. Even among the Tajai, members of 
this rank are known for their zeal & a penchant for 
solving any problem with brutal violence. This is a 
prestigious role, offering several benefits both material 
& otherwise, but it is also a thankless one, with few 
opportunities for advancement. They rarely get the 
chance to make a name for themselves, so when such a 
prospect does arise, a Crusader will rush to be the first 
to volunteer for the mission, regardless of the risks 
involved. Benefit: A Crusader gains a bonus fighter 
feat, although they must still meet the prerequisites for 
said feat. 

• Justice: The highest rank of the Tajai is held by only 4 
individuals, who answer directly to the emperor 
himself. They serve as his personal guards, protecting 
him from foreigners & citizens alike. When they aren’t 
standing at his side (or the side of Sumehra, the 
emperor’s daughter), they are directing the activities of 
the lower ranks, assigning them missions & managing 
the Light’s considerable resources. On occasion, they 
are given tasks of the utmost importance by the 
imperial palace, & they are never more frightening than 
when they act as the Light’s highest agents. These 
missions are quite rare, however, & they are always 
conducted with absolute secrecy. It is said that one of 
the Justices was to be appointed as the overseer of 
Mamluk, but the role was given instead to Jaruq Azmar. 
The Justices now have a grudge against Azmar, & are 
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working to undermine the overseer & engineer his 
downfall. Benefit: A weapon wielded by a Justice 

bypasses any & all forms of damage deduction. 

 

The Nakhar Network 
Alignment: Neutral Evil 
Founding: 346 AF (9 years ago) 
Membership: ~3,300 
Influence: Regional (Alhurus Lake, Northern Wastes) 
Standard Member: Gnoll Expert 2/Ranger 1 
Entry Requirements 

• Possess a non-Good alignment (switching to a Good 
alignment later is grounds for expulsion from the 
organization). 

• 6 or more ranks in Bluff or Sense Motive. 
• At least 3 levels in a base class or an NPC class. 
• A Will save bonus of +3 or more. 
• An invitation to join, issued by a Coordinator. 

Identifying Item(s): a gray merchant’s cord, a pair of tongs 
Overview 
In the arid badlands of the Northern Wastes, survival depends upon 
the availability of supplies. Irrigation is almost unheard of & 
largely impractical in many places, so one cannot live for long 
without provisions. Since few groups in the region have all that 
they need, trade is absolutely crucial for most people’s continued 
existence. Consequently, he who controls such commerce controls 
the populace, & thus the region itself. 
 
There is one organization that controls a majority of the trade that 
goes on in the Northern Wastes, a dangerous & corrupt cartel 
known as the Nakhar Network. From the foothills of the Satha 
Laylanuha to the shores of Alhurus Lake, this syndicate commands 
the caravans & the trade routes that keep this region alive. They 
decide what resources go where & when they go there, & anyone 
who dares to challenge their practices finds themselves blacklisted, 
or worse. Through intimidation & a few callous demonstrations of 
their power, they have been able to maintain their monopoly for 
nearly ten years. 
 
The Nakhar Network is largely motivated by three factors: profit, 
fealty, & spite. Like any business, their operations are in place in 
order to make money, although in their case, they often mark up 
the prices of their goods to exorbitant levels so that they can gouge 
those who have no choice but to pay. They demand that their 
desperate customers buy exclusively from them & treat their 
agents with the utmost respect, so that their customers are honor-
bound to refuse offers from competing merchants. 
 
And anyone who fails to pay them the proper amount of money 
&/or deference is prohibited from buying their products, cut off 
from their entire supply chain & left to starve. As has been grimly 
demonstrated more than once in the recent past, if a tribe of 
nomads in this harsh land is denied crucial supplies, it withers & 
dies, like a vine hacked off at the root. Combined with the fact that 
agents of the cartel have been implicated in numerous acts of 
sabotage & espionage on rival trade groups, the Nakhar Network 
has become a ubiquitous (albeit loathsome) presence in the 
Northern Wastes. 
 
The syndicate controls, either directly or indirectly, well over half 
of the commerce in the Northern Wastes, & its influence is steadily 
growing as other groups & independent merchants are pushed out 
of the market by their cutthroat tactics. The network is despised by 
those that live in the Northern Wastes, who see them for the 
predatory thugs, thieves, & opportunists that they are. But so far, 
local protests & other measures of resistance to their rising 

monopoly have backfired, further cementing their influence while 
actually hurting those who have stood against them. 
 
The architect & mastermind of this insidious form of economic 
despotism is a power-hungry merchant prince named A’Sheh 
Shahabah. This large & imposing gnoll trade-master was once a 
complete unknown in the region, but in a dreadfully short time, he 
has become known to almost everyone in the Northern Wastes, a 
dark star rising in a cloudy sky, as some tribal elders would say. 
He only seems to smile when he is causing others pain or 
discomfort; at any other time, he wears a humorless grimace, as if 
he were deeply troubled by some unpleasant memory. To most, it 
would appear that his only motive was utter control over others, 
the better to inflict pain upon them. 
Notable Members: 

• Junior Associate Zafirah (Lawful Neutral, Expert 3), 
half-djinn female 

• Elite Associate Abdul Omar Emir (Chaotic Evil, Bard 
6), terisabi male 

• Novice Trader Rashid ibn-Suq (True Neutral, Rogue 9), 
human male 

• Collector Mal Muhib, the Mistress of Markets (Lawful 
Evil, Monk 11), half-ghul female 

Leader(s): A’sheh Shahabah (Neutral Evil, Rogue 13), gnoll male 
Hierarchy: 

• Associate: Slightly over half of the cartel’s agents are 
Associates, junior members that perform mostly menial 
tasks for the syndicate. They map routes across the 
badlands, track the movements of nomadic tribes, move 
supplies from place to place, & gather information 
about customers. Members of this rank tend to be less 
duplicitous & more trustworthy than more seasoned 
agents, as they have not had as much time to adapt to 
the network’s policies & practices. Many Associates 
become disillusioned with the organization over time, 
as they learn that their job is essentially to facilitate in 
the exploitation of the region’s inhabitants. Those that 
dislike this corruption will either quit in disgust, 
attempt to change the group from within, or tolerate it 
for the sake of steady gainful employment, which has a 
deleterious effect of their ethics & morale over time. 
Benefit: A +4 circumstance bonus on Diplomacy, 
Gather Information, Intimidate, & Sense Motive checks 
when dealing with members of the organization. 

• Trader: The most commonly encountered agents of the 
cartel are the Traders, those tasked with arranging the 
deals that keep the entire network in business. While 
several Associates may be involved behind the scenes, 
it is the Trader that meets with the customers, convinces 
them that a trade is in their best interests, & signs the 
contracts. They are also responsible for training 
Associates & using them efficiently to increase sales. 
Each Trader has a quarterly profit quota, mandated by 
the Coordinators, which they need to meet on a regular 
basis. Those that fail to make these goals can face harsh 
penalties, including wage reduction, a reputation-
harming reprimand, demotion, or even termination 
(which can be literal if the Trader in question knows too 
much about the syndicate’s operations). Benefit: A +4 
insight bonus on Bluff & Intimidate checks made when 
conducting a business deal with customers. 
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• Collector: While the Traders are responsible for selling 
the network’s stock of goods, it is the role of the 
Collectors to ensure that they have a stock to sell in the 
first place. They procure goods from local merchants & 
suppliers, or they import them from other regions, such 
as Alhurus Lake & Ilud. They work closely with the 
Traders & their Associates to ensure that they have 
exactly what their customers need (& that nobody else 
can provide it any cheaper). In the case of rival groups 
or independent merchants bringing in supplies or 
otherwise interfering with cartel’s business dealings, 
Collectors have been known to employ mercenaries to 
intimidate competitors, steal their goods, or even 
assault them outright. They have a reputation for 
fraudulence, even more so than the Traders, so it is 
advised that one be wary of their various tricks & 
schemes. Benefit: A +6 insight bonus on Appraise & 
Diplomacy checks made when conducting a business 
deal with customers. 

• Coordinator: The Northern Wastes is a huge swath of 
land, made all the more unwieldy to navigate by its 
harsh climate & sometime-difficult terrain. In order to 
effectively manage a mercantile empire as large & as 
efficient as the Nakhar Network, the syndicate needs a 
corps of Coordinator to ensure that their business 
endeavors are running smoothly. They are the ones that 
direct the lower ranks, assign the group’s prices, & set 
the target quotas. They gather the information provided 
to them by Associates & other sources, combined with 
divinations, weather predictions, & migration patterns, 
& use it all to map out a cohesive sales strategy that 
maximizes profits. Since there are so many 
Coordinators (just over 200 at the moment) spread all 
across the region & beyond, it is impossible for them to 
be of one mind, so mistakes & contradictions often 
occur, despite their efforts. Benefit: A +4 inherent 
bonus to one’s Intelligence score. 

 

The Naranjadi 
Alignment: True Neutral 
Founding: 262 (93 years ago) 
Membership: ~200 
Influence: Local (Naranj) 
Standard Member: Kobold Expert 4 
Entry Requirements 

• Must pay the entry dues of 100gp (later, another 100gp 
in dues will be collected annually). 

Identifying Item(s): a jambiya (dagger), an orange merchant’s 
cord, a Naranjai signet ring 
Overview 
The city-state of Naranj is a bustling, wondrous place, full of life & 
activity. As one of the largest cities on the continent, & by far the 
most prosperous, it has become known as the Jewel of Siraaj. The 
home of the Twilight Gardens, the Halls of Wisdom, the 
University of the Finest Arts, & several other grand buildings, the 
city is a marvel of lights & sounds, ever-bright & ever-singing. It is 
said to be the nexus between the north & the south, the place where 
the east meets the west, & even where the land meets the sea (even 
though some of those sayings are a bit hyperbolic). 
 
Much of the city’s good fortune comes from its strategic position 
along the Hasini River (part of the largest river system in the 
world) & the large volume of commerce that passes through that 
locus. All of this trade & traffic need to be managed effectively & 
efficiently, lest there be chaos & strife. Thus the Naranjadi are 
there, to direct the flow of business through Naranj & to ensure 
that it remains stable, secure, & above all profitable. 
 
The Naranjadi is a union of merchants, traders, & dealers operating 
in Naranj & the surrounding area. Its members fiercely protect 
their reputations & their trade routes, doing everything in their 
power to maintain the status quo. They help finance the city’s 
militia & keep the streets free of crime. They commission new 
construction & maintain the city’s infrastructure, especially 
Naranj’s famously wide paved streets. They ensure that the local 
stores are always well-stocked with grain & other goods, so that 
the people never go hungry. All of these efforts make them quite 
popular to the citizenry, & more importantly, keep the economy 
growing as a steady clip. 
 

Their hands are not exactly clean, however, nor are all of their 
efforts so altruistic. Much of what they do is centered around 
keeping their shipping & caravan monopolies intact, with any 
benefits to the locals being merely a side effect. They suppress 
competition, sometimes by buying out rival interests, while 
sabotaging them on other occasions. They broker treaties & trade 
partnerships with neighboring territories, often using aggressive 
negotiation techniques & underhanded bargaining tactics. And 
anyone who gets in their way tends to face escalating misfortune, 
which has led to a few deaths & disappearances over the years. 
 
While the Naranjadi mostly employ traders, usurers, & accountants 
as members, they also accept more active vocations in their ranks. 
A thief is a valuable asset when the union needs extra capital or a 
forged document, an enforcer is convenient when negotiations 
require a bit more leverage, & even mages are useful for when 
something needs to be done in utter secrecy & no one else can get 
the job done. The Naranjadi will use whatever tools that they have 
at their disposal, regardless of the legality of such actions, which is 
part of the reason that they have been so successful thus far. 
 
Ostensibly, the Naranjadi are led by whoever the current mayor of 
the city is, but the reality is quite the opposite. The mayor is 
actually little more than a public figurehead, controlled by the 
council of merchant princes that truly directs the union (& by 
extension, the city itself) from behind the scenes. Very few people 
know the truth about the amount of leverage that the merchant 
princes possess, & the council would prefer to keep it that way. 
Notable Members: 

• Amnur il-Suffi (Lawful Neutral, Bard 4), lizardfolk 
female 

• Mahmood Mutadaffaq (Chaotic Good, Expert 6), 
masabi male 

• Lady Rabi (Neutral Evil, Rogue 7), human female 
Leader(s): Nominally, the mayor of Naranj (de jure) 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +2 insight bonus on Appraise & Diplomacy checks 
made when conducting a business deal with customers. 

 

The Order of Silence 
Alignment: True Neutral Founding: 137 AF (218 years ago) 
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Membership: ~400 
Influence: Regional (Northern Wastes, Satha Laylanuha) 
Key Class: Cleric 
Standard Member: Human Cleric 2 
Entry Requirements 

• Possess a non-Chaotic alignment (switching to a 
Chaotic alignment later is grounds for expulsion from 
the organization). 

• Wisdom 15+. 
• The ability to cast 1st level divine spells. 
• Sponsorship from a current member of the organization 

in good standing. 
• Taking a pledge to protect the Holy Secret with one’s 

life, if needed, & to do anything necessary to keep it 
hidden, even from order Initiates. 

Identifying Item(s): a close-mouthed mask, a blank scroll 
Overview 
In the badlands of the Northern Wastes, & the foothills of the 
Sathan Range, there are tales of mysterious priests, who seem to 
come from no known church. They are as silent as a grave, moving 
about without making a sound & refusing to speak when addressed 
by others. They mostly keep to themselves, & have a habit of 
disappearing when approached, making them seem to be nothing 
more than an illusion. Wearing mouth-less masks, these strange 
figures have become the subject of several local legends, & many 
visitors to the area consider them to be nothing more than a myth. 
 
These mask-wearing mutes are all too real, however, despite the 
opinion of some skeptics. They belong to a cult of ascetics known 
as the Order of Silence, a group dedicated to preserving a Holy 
Secret of unimaginable magnitude & value. They believe that this 
knowledge must be protected at all costs, even at the risk of their 
own lives. For this reason, members of the order remain in self-
imposed seclusion, only contacting the outside world to buy 
supplies & to recruit new defenders of the faith. 
 
There was once a small sect of the church of Waharim, near the 
city of Qulzai, that discovered a great & profound secret, an insight 
that utterly changed their worldview. This hidden knowledge was 
obtained via some unknown means, forgotten by history, but once 
the cult had it, they vowed to protect it by any means necessary. 
For over two centuries, they have guarded their Holy Secret with 
their very lives, letting none other than their own fellow members 
of the order learn of it or its significance. 
 
They have kept their order small, yet strong, the better to maintain 
the veil of secrecy. Those who know of the order & their mission 
are dubious of them, as well as their intentions. The church of 
Waharim long ago cast them out for heresy, something that the 
order neither denied nor seemed concerned about. Many believe 
that whatever secret they may have once possessed has been lost to 
time, or that the order’s elite use the promise of a vital secret as a 
means of controlling their underlings. The members of the order 
themselves are zealous in their beliefs, though, so they will not be 
swayed in their conviction. 
 
One does not leave the order, once one has learned the Holy 
Secret. Expulsion from the order is a death sentence. Likewise, 
voluntary departure is forbidden, upon penalty of death. Running 
from the order will incur the attention of an assassin, hired by the 
order to track & kill any traitor to the cause. Knowledge of the 
Holy Secret is a lifelong commitment, & even attempting to leave 
negates all benefits of membership, permanently. 

Notable Members 
• Gnostic Akila (True Neutral, Druid 1/Monk 9), human 

female 
• Gnostic Ulima (Neutral Evil, Cleric 7), kobold female 
• Keeper Hakim Utt (Neutral Good, Paladin 5), gnoll 

male 
Leader(s): 

• High Mysterion Alim Faysal (Lawful Neutral, Cleric 
2/Wizard 5/Loremaster 6), narsabi male 

• High Mysterion Banan Sirraya (Chaotic Neutral, Cleric 
3/Sorcerer 3/Mystic Theurge 7), human female 

Hierarchy 
• Initiate: The lowest-ranking members, they do not 

know the Holy Secret. Initiates are in training, learning 
the ways of the order, while their superiors evaluate 
their ability to keep lesser secrets, & to keep them safe. 
They perform menial tasks for the order, such as 
farming, carpentry, or tending livestock. Initiates are 
the most numerous members, & over half of them leave 
the order within a year. Benefit: A +4 circumstance 
bonus on Diplomacy, Gather Information, Intimidate, & 
Sense Motive checks when dealing with members of 
the organization. 

• Keeper: Initiates who have persevered & proven 
themselves to the order are told the basic tenets of the 
Holy Secret, enough to be considered full-fledged 
members of the organization. They don’t know the finer 
details of the secret, & the implications that the secret 
has for the world are mostly lost on them. Those who 
have risen to this level are not permitted to leave (see 
Leaving the Order, below). Keepers perform mostly 
administrative tasks for the order, such as bearing 
messages, preparing safe havens, & maintaining 
contacts outside the order. Benefit: A +4 morale bonus 
on saves versus confusion, fear, & other such mental 
conditions, including mind-affecting magic. 

• Gnostic: Keepers who have excelled & upheld the core 
values of the order are told the full consequences of the 
Holy Secret, meditating on its impact in the world at 
large. While some exceptional underlings may have 
deduced some of this, only a full Gnostic is trusted to 
act upon this additional knowledge. There are only a 
few such luminous & privileged minds in the order, & 
they are charged with organizing the sect’s affairs. 
Gnostics coordinate members’ movements, enforce the 
order’s imperatives, & seek out new potential Initiates. 
Benefit: A +2 inherent bonus to one’s Intelligence or 
Wisdom score (choose one). 

• High Mysterion: At any one time, there are only two 
members of the order who have the whole truth, who 
know the entirety of the Holy Secret & what it means 
for the world. Only the most dedicated, most 
trustworthy, most capable souls can hope to attain such 
an exalted position. The previous High Mysterions 
personally choose their successors from among the best 
Gnostics, & they are prohibited from being in the same 
place at the same time, to prevent them from both being 
lost at once, & potentially taking the Holy Secret with 
them. The Mysterions rule the order, & indeed, they are 
the order. Benefit: A +10 insight bonus to all 
Knowledge checks. 

 

The Red Fangs 
Alignment: Lawful Evil Founding: 348 AF (7 years ago) 
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Membership: ~50 
Influence: Local (Zawraq) 
Key Class: Fighter 
Standard Member: Human Paladin of Tyranny 3 
Entry Requirements 

• Possess an Evil alignment (switching to a non-Evil 
alignment later is grounds for expulsion from the 
organization). 

• At least 3 levels in a base class or an NPC class. 
• Must be a member of the Zawraqai military. 
• An invitation to join, issued by Lord Malik Sayed al-

Rabb. 
• Taking a pledge of loyalty to Lord Malik Sayed al-

Rabb. 
Identifying Item(s): a red-enameled tooth on a silver chain, an 
agate, garnet, or ruby ring 
Overview 
The city of Zawraq, once a fairly pleasant place, is caught in the 
iron grip of a tyrant. The city’s sheikh, Lord Malik Sayed al-Rabb, 
has no love for Zawraq or its people, & seems determined to bleed 
the city dry. While he is a formidable figure by himself, he cannot 
squeeze the citizenry without others to aid him, so he has put 
together a squad of the most ruthless members of the city militia, 
known as the Red Fangs, to facilitate his despotism. 
 
The Red Fangs are infamous for their cruelty, their propensity for 
violence, & their rapacious demeanor. It seems as though no act of 
depravity is too wicked for these black-hearted warriors. Only 
Malik’s orders to avoid public scandal keep them from tearing the 
city apart & murdering people in the street. They are justifiably 
hated & feared by just about everyone, & many parties would 
gladly see their downfall. 
 
Malik uses the Red Fangs to spy on his citizens, keep the militia in 
line, & to facilitate the continued rape of the city, its people, its 
property, & indeed its very soul. To that end, he has given them 
power, money, & equipment enough to buy their loyalty. While 
they are not terribly well paid, they are granted free use of the 
squad’s stable of slaves at the Forgotten Prison, & are allowed to 
keep whatever goods that they steal (so long as Malik himself 
doesn’t claim them for himself). 
 
Fanatically loyal to Malik, the Red Fangs will defend him to the 
death. They have raped, tortured, & murdered in his name, & each 
of them was handpicked by the sheikh for their fidelity & “moral 
flexibility.” The sheikh takes a retinue of Red Fangs with him 
wherever he goes, so he only enters a fight when he chooses to do 
so. Any member that shows signs of potential treachery are taken 
along on one of his frequent trips through the woodland 
surrounding the city, where they are set upon by their brethren & 
killed. 
 
Members of the Red Fangs can be distinguished from the Zawraqai 
militia by their distinctive spiked armor, which is coal black with 
blood red accenting. Their fearsome helmets look like the heads of 
gigantic serpents, with their stern pitiless faces glowering out the 
fang-lined mouths. When they are not wearing their full-plate 
armor, they can be recognized by the ring of red stone that they 
each wear, as well as red tooth pendant hanging from a silver 
chain. 
 
As such a widely-despised group, the Red Fangs has no real allies 
to speak of, despite the money that they spend on mercenary 
support. Even the local thieves’ guild, the Liar’s Fire, which is 
tolerated by Malik & has thrived under his rule, plots in secret to 
bring about his downfall, or at least to gain favor with those that 
do. Groups that crusade against tyranny, such as the Fatima & the 

Last Lamp, are among their primary foreign enemies. But their 
most pressing threat comes from the citizens of Zawraq, who have 
suffered under the sheikh’s rule for years, & are showing signs of 
organizing a resistance movement that aims to rid themselves of 
Malik, the Forgotten Prison, & the Red Fangs altogether. 
Notable Members: 

• Aziza Uhbula Darar (Neutral Evil, Fighter 4), kobold 
female 

• Asim ibn-Ahmar (Lawful Evil, Paladin 6), terisabi male 
Leader(s): Lord Malik Sayed al-Rabb (Neutral Evil, Druid 12), 
human male 
Hierarchy: 

• Hafiz: When a member of Zawraq’s militia shows 
signs of callousness, greed, & unwavering support for 
Lord Malik, they are approached by a representative of 
the sheikh. If they pledge fealty to Malik, they are 
inducted into the ranks of the Red Fangs as a Hafiz, 
which means “Guard”. The nascent recruit is issued a 
mostly-black suit of plate armor, & an agate ring to 
wear at all times. While they tend to be a bit naïve, they 
are also eager to prove their worth, & this enthusiasm 
fuels their need to ingratiate themselves to the higher-
ranked soldiers. Therefore, it should come as no 
surprise that the Hafiz are often the most violent & 
brutal of the Fangs, notorious for beating suspects to 
death before they can even be taken to the Forgotten 
Prison. There are a little over two dozen Hafiz currently 
serving the sheikh, although Malik is considering 
recruiting new members from the more-competent 
mercenaries that he has employed recently. Benefit: A 
+2 morale bonus on all Initiative rolls. 

• Jundi: Once a Hafiz has been seasoned by time & 
conflict with the local citizenry, they usually enter a 
period of reduced zeal. The stresses of duty wear upon 
them, & this melancholy can manifest in a number of 
ways: depression, drug abuse, recklessness, withdrawal 
from others, a deadening of emotion, etc. Those that 
question their orders are eliminated quietly, while those 
that remain are promoted to the rank of Jundi as a way 
to maintain their loyalty. The new Jundi (which means 
“Warrior”) is given a garnet ring, a new suit of armor, 
an additional training regimen, & a long list of new 
freedoms & privileges, meant to keep them pacified & 
focused on continued service. The dozen or so Jundi 
who currently remain have all accepted their roles, & 
have adapted to the duties assigned to them. They have 
become hardened to the cries of their victims, & carry 
out their orders with a resigned mercilessness. Benefit: 
A +2 competence bonus on all attack rolls. 

• Sultha: The most capable & cold-hearted among the 
Jundi are chosen by Malik to serve as his personal 
guards. They are granted the title of Sultha, which 
means “Power”, & accompany the sheikh wherever he 
travels. They are distinguished by their suits of mostly-
red armor, & they bear a ruby ring even when they are 
out of uniform. The Sultha are greatly feared, & for 
good reason, as their icy hearts cannot be warmed by 
pleas for mercy or claims of innocence. It is said that 
they have all been enchanted by some foul magic, & 
that they are no longer truly human. The most persistent 
rumor surrounding their rank is that the oath they must 
swear binds their souls to the Scarlet Shahbanu. No 
truth can be definitively known, however, as they 
consistently keep to themselves & refuse to speak with 
non-Fangs outside of their official duty. Benefit: A +2 
inherent bonus to one’s Strength, Dexterity, or 
Constitution score (choose one). 
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The Ring of Sapphire 
Alignment: Chaotic Evil 
Founding: 324 AF (31 years ago) 
Membership: ~50 
Influence: Regional (Hasini River) 
Key Class: Aristocrat 
Standard Member: Human Aristocrat 5 
Entry Requirements 

• Possess a non-Good alignment (switching to a Good 
alignment later carries no real penalty). 

• Must be wealthy, possessing no less than 10,000gp in 
assets, at least 2,000gp in available currency, & a title 
of ownership for land issued by a local lord in the 
region. 

• Sponsorship from a current member of the organization 
in good standing. 

Identifying Item(s): an earring of blue stone, a silver ring 
Overview 
The Hasini River has been the lifeblood of the continent of Admaja 
since time immemorial. The great river system, which includes the 
three Sister Rivers, is the largest in the world, & carries untold 
amounts to traffic up & down its lazy, winding path from Alhurus 
Lake to the Qius Sea. There are many settlements that benefit from 
this flow of people & commerce, but none more so than Naranj & 
the City of God. 
 
There exists a secret society of like-minded nobles from both 
cities, who have come together to unite their lands, so that a single 
state can be formed. This is far from a popular proposal; the 
Pactspell & the cataclysm that followed it made not only magic a 
taboo practice, but nationalism, as well. And the only nation 
created since the Ten Dark Years has been the oppressive, 
xenophobic Empire of Ostaz, which only undercuts their goal. So 
the nobility of the two great cities have been forced to act covertly, 
under their opaque banner, the Ring of Sapphire. 
 
In order to found their little consolidated realm, the Ring of 
Sapphire needs to subvert the current leadership of both city-states, 
so that the nobles can step into the ensuing power vacuum. To this 
end, they have initiated many schemes in the region. They act 
against the interests of the Church of Qirus, they undermine the 
rule of Sultan Usaf aq-Simur, & they work to distract the Naranjadi 
with one commercial crisis after another. They also are 
manipulating events in Fandaq, Sa’ifah, Sijur, Zawraq, & other 
settlements in the area, in an effort to expand their sphere of 
influence & facilitate their rise to power. 
 

As they are all by default a part of the local aristocracy, there are 
only a few dozen members of the Ring of Sapphire. Therefore, 
they often require the services of less desirable elements, so to 
speak. They sometimes hire mercenaries, bandits, & even assassins 
to do their dirty work, & those hirelings are regularly contracted 
via paid employees in turn. This gives the nobles a certain 
comfortable distance from any potential consequences resulting 
from their tasks, granting them a level of deniability that can be 
devilishly difficult to trace back to the source. A well-equipped 
team of bandits can waylay a merchant company’s caravan, & 
nobody would be able to trace the agents back to the shadowy 
figure who originally sponsored them. 
 
The Ring of Sapphire was founded a little over three decades ago 
by Lord Ahrad, who has led the society ever since. While he is not 
the sole dominating voice at their clandestine meetings, his 
presence & influence cannot be ignored. He is a master 
manipulator & a brilliant strategist, able to plot several steps ahead 
of everyone else, & while is distrusted by most of the other 
members, none have ever challenged him for his seat. It is widely 
suspected that he plans to install himself as the sovereign of their 
planned state, but no one suspects just how far his ambitions will 
take him if he succeeds. 
 
The ultimate goal of the Ring of Sapphire would radically change 
the political & social landscape of the region, & thus would affect 
many parties. They have targeted many groups over the years in 
their efforts to set up a new nation, & those attacks have made 
them many enemies. They have worked to sabotage not only the 
governmental powers of Naranj & the City of God, but also the 
Hand of Dusk, the Scarlet Sentinels, the White Paw, & other local 
organizations. Most of those groups are not fully aware of who has 
been trying to disrupt their ranks & impair their operations, but a 
few have learned of the secret society, & they are beginning to take 
action against its membership, both individually & collectively. 
Notable Members: 

• Lady Layla al-Hikma (Neutral Evil, Aristocrat 1/Cleric 
6), human female 

• Rimon Jaleel ibn-Adeem (Chaotic Evil, Bard 9), 
hawasabi male 

• Alzamir Farun (Chaotic Neutral, Aristocrat 5/Sorcerer 
6), human male 

Leader(s): Lord Ahrad (Lawful Evil, Wizard 13), masabi male 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +2 competence bonus on Bluff, Diplomacy, 
Intimidate, & Sense Motive checks. 

 

The Sacred Knives 
Alignment: Lawful Evil 
Founding: 243 AF (112 years ago) 
Membership: ~250 
Influence: Regional (Burdusq, Sheqari) 
Standard Member: Lizardfolk Rogue 5/Assassin 1 
Entry Requirements 

• Possess an Evil alignment (switching to a non-Evil 
alignment later carries no real penalty). 

• 6 or more ranks in Hide or Move Silently. 
• Must worship Sidaru (switching to another religion 

later is grounds for expulsion from the organization). 
• Must declare oneself shurat (which means “having sold 

their souls to god”). 
• Must have killed someone in the name of Sidaru. 

Identifying Item(s): a knife with a black marble handle, a copy of 
the Final Edict 
Overview 
The white sphinx Sidaru, Chronicler of Doom, Questioner of 
Souls, & the Sultan of Night, is a god that advocates peace above 
all else. War, strife, & conflict of all kinds are anathema to the 
quietude of the Obelisk. In the northwest of the continent, where 
the Church of Sidaru is strong, there are elements within the faith 
that feel as though the purity of the religion & its message are 
being lost due to increased intermingling with other cultures & 
their ideas. One of the most extreme groups reacting to this 
perceived trend is a widespread network of assassins known as the 
Sacred Knives. 
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The Sacred Knives are organized into semi-autonomous cells of 
about 6-8 members working in each major town or city. Members 
always operate undercover within their community, & can identify 
themselves to their brethren with the phrase, “Peace eternal be 
upon you.” The network is nominally organized by the Mullah of 
each cell, but communication can be sporadic, & each Mullah is 
given a great deal of freedom to conduct their cell’s affairs as they 
see fit. As a result, the organization is fractured, with many cells 
declaring that other cells are sacrilegious, & the entire network 
threatening to tear itself apart. 
 
Today, the Knives target anyone who they see as insufficiently 
pious, or acting against the interests of Sidaru’s faith. This includes 
Sidarites & non-believers alike, although they tend to focus on 
heretics & apostates within the church more than practitioners of 
other religions. While they recognize that certain churches do little 
or no harm, many other faiths are deemed to be intolerable, & their 
followers should thus be killed with the same ritual & efficiency as 
those who corrupt the religion from within. 
 
Abstractly, most members of the Sacred Knives recognize that they 
have strayed from Sidaru’s ideal, & their reaction to this 
realization varies greatly from cell to cell. Some pray & fast before 
every Sacred Cleansing, begging Sidaru to forgive the sin they 
commit in his name. Others act coldly & without mercy, knowing 
that they do exactly what they must. Still others take their victims 
alive & attempt to convince them to repent, killing only those who 
stubbornly refuse to see the truth. They police their own as fiercely 
as they judge others, & it is not uncommon for two cells to declare 
each other heretics. 
 
The ritual of the Sacred Cleansing itself is elaborate & exacting, & 
must be performed before each sanctioned killing. A cell must pray 
for one full day before their actual strike, when they infiltrate their 
target’s home in the dead of night. A ritual dagger, forged 
specifically for the victim & with their name engraved in the blade, 
is used for the death-blow, which is always delivered to the heart. 
The Knives grant their victim their last rites & leave behind 
offerings for their family & dependents before disappearing into 
the night. Some cells choose to fast for a day & a night afterwards 
as penance for their deed; most do not, assured that their cause, 
being righteous, will absolve them of sin. 
 
The Sacred Knives were originally founded by an assassin known 
only as the Forgotten, who had repented his once-wicked ways & 
turned to Sidaru. Despite his repentance, the Forgotten could never 
truly make peace with himself. He saw indulgent clergy corrupting 
the church, witches hiding in the congregations, & all manner of 
foulness bleeding out of the cracks & shadows. Seeing only a few 
clerics who were true to Sidaru’s teachings or untrained acolytes 
who did not know any better, the Forgotten despaired. It was then, 
they say, that he was told what to do by an angelic figure in the 
service of Sidaru. Gathering other disillusioned Sidarites to his 
side, the Forgotten cleansed the temples in a single night of blood 
& prayer. 
Notable Members: 

• Imam Kharz (Chaotic Neutral, Druid 6), half-ghul male 
• Uduni wawa Sikin, the Long Shadow (Lawful Good, 

Paladin 9), gnoll female 

• Mullah Urza el-Shuq, the Silent One (Lawful Neutral, 
Cleric 11), lizardfolk male 

Leader(s): No formal leadership exists 
Hierarchy: 

• Muezzin: Legends say that the Forgotten’s original cell 
had seven members: himself, his two lieutenants, & 
four faithful acolytes. It is therefore tradition that each 
cell should have a similar structure, with a Mullah & 
their two Muhaddith leading four disciples, known as 
Muezzin. These assassins-in-training are taught the 
abnormal dogma of their cell, as well as the ways of the 
silent kill & how to perform the ritual of the Sacred 
Cleansing. They must work together to keep up the 
cell’s masquerade as normal citizens of whatever 
settlement that they operate from, but they are also 
encouraged to fiercely compete with one another for 
supremacy. Those that excel in their duties will be 
chosen to advance to the position of Muhaddith when 
one opens up, & such rivalry has been known to turn 
violent, or even deadly, on occasion. Benefit: A +2 
competence bonus on all Hide & Move Silently checks, 
which increases by +2 for every rank beyond Muezzin 
(for example, a Mullah has a +6 bonus). 

• Muhaddith: A cell almost always has two long-serving 
members who assist the Mullah with their operations, 
called the Muhaddith. The training of new recruits is 
often delegated to members of this rank, as is the 
maintenance of the cell’s meeting places, & any 
reconnaissance work that needs to be done to learn 
more about their current target. Like the Muezzin, their 
name is derived from a position within the Sidarite 
Church, although they have almost no connection with 
the clerics that bear such titles. Also like the lower-
ranked Muezzin, there is a strong incentive among them 
to exceed their peers, which can lead to conflict within 
the cell. The most outstanding Muhaddith is likely to 
become the Mullah, but since the absence of the cell’s 
leader can quickly precipitate chaos, this is not always 
the case. Benefit: A +2d6 bonus to Sneak Attack 
damage; if a member does not already have the ability 
to use Sneak Attacks, he or she gains the ability to do 
so at this time. 

• Mullah: No one knows for sure how many cells there 
are, but it is believed that there is less than three dozen 
altogether. Each cell of the network is led by a Mullah, 
who directs the flow of their righteous hatred, choosing 
who shall next become a target. They are also in charge 
of recruiting new members, establishing approved 
doctrine, & communicating with other cells when the 
need arises. A Mullah’s orders are supposed to be the 
final word on any disputes within a cell, but this can be 
a problematic solution when they are seen as having 
bias one way or the other. There have been cases where 
this sort of internal conflict has torn the cell apart, 
resulting in acrimony & death. Therefore, a common 
saying among the Sacred Knives is that a quiet cell is 
the sign of a successful Mullah, or a dead one. Benefit: 
A +2 inherent bonus to any one of one’s ability scores 
(choose one). 

 

The Sandshapers 
Alignment: Chaotic Evil 
Founding: ~769 IR (~415 years ago) 
Membership: ~600 
Influence: Regional (Alhurus Lake, Red Sands, Sahra Basit) 

Key Class: Assassin 
Standard Member: Sabi Rogue 5/Assassin 1 
Entry Requirements 
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• Possess an Evil alignment (switching to a non-Evil 
alignment later is grounds for expulsion from the 
organization). 

• 6 or more ranks in Bluff, Spellcraft, or Use Magic 
Device. 

• Intelligence or Charisma 18+. 
• The ability to cast 1st level arcane spells. 

Identifying Item(s): a vial of ash viper poison, a packet full of 
dust of disappearance or dust of tracelessness 
Overview 
The southeast quadrant of the Central Continent is mostly covered 
in scorching desert & scoured badlands, an inhospitable wasteland 
largely devoid of life. The red sands of the Ral Zadi spread into the 
arid plains of the Sahra Basit, making a massive no-man’s-land 
that is literally millions of square miles in area. The dangers of 
these places are as numerous as they are deadly: punishing heat in 
the day, frigid winds in the night, an almost complete lack of food, 
& even less water. 
 
But the most lethal hazard of these regions may be one of magic & 
flesh. As malevolent as the foulest ghul, as organized as the 
imperial armies of Ostaz, & as bloodthirsty as any dragon or harpy, 
the Sandshapers are a murderous cult of sorcerers that have spread 
fear & discord to every life that they touch. They have their 
members hiding in every settlement in the area, & they gather in 
the remote unpopulated places between cities & villages, far from 
prying eyes. They are said to stalk the land like a hateful shadow, 
waiting for the unwary or unwitting to wander off alone, so that 
they can carry off another victim to sacrifice. 
 
In many cities throughout the area, they serve less scrupulous 
clients as bandits, burglars, thieves, & assassins-for-hire. They also 
offer their services to those in the black market as information 
brokers & traders of magical lore. Some accounts say that they are 
based around Meraya, while other sources place their headquarters 
near the Strait of Jima, which is said to be cursed by dark spirits. 
The truth may never be widely known, as the sect guards their 
secrets with blade & fire, & it is possible that they have no center 
of operations at all. 
 
Their ultimate aim is said to be the accumulation of enough 
magical power to fuel a ritual of the darkest magic, which is 
believed to be capable of ending all life on Siraaj. This evil 
ceremony supposedly requires the painful sacrifice of thousands of 
sentient souls, which would explain the many disappearances in 

the area over the years. It is unknown how far from completion this 
procedure may be, if it even exists, but it is certain that they are 
working towards some dark & terrible goal. 
 
What truly distinguishes the Sandshapers from other wicked cults 
is their unique ability to form objects & structures out of nothing 
but the dust beneath their feet. This power to shape the sand 
(which gives them their name) has apparently been used to craft 
underground tunnels, temporary shelters, & even to make weapons 
& armor. The bizarre sandstone formations seen in the Abyad 
Wastes seem to have been created by the cult using this skill. How 
they are able to do this so quickly & easily remains a subject for 
debate, but it is believed to derive from the same dark magic & 
sacrificial rituals that they use to further their ultimate objective. 
 
Little is known about Sadira, the leader of the Sandshapers, but she 
is said to be a horrific & terrible figure, the living embodiment of 
malice & madness. Those few that have escaped the cult describe 
her as hideous & disgusting, a demon in a gnoll’s body, & quite 
possibly hatred incarnate. They claim that she often slaughters her 
subordinates, even when they have done nothing to displease her, 
& that she encourages them to betray their underlings in kind. The 
entire sect appears to promote the indulgence of one’s base desires, 
reveling in one’s power, & using said power to spread suffering, 
ruin, & death. 
 
The agenda of the Sandshapers, as well as their destructive 
practices, ensures that they have few if any allies. The Last Lamp 
has organized multiple campaigns to destroy them, without much 
success. The communities of the Ral Zadi & the Sahra Basit have 
all attempted to drive them from their lands, with mixed results. 
Only the followers of Maqur seem to have any affinity for them, 
which has resulted in both groups becoming more dangerous, to 
the detriment everyone else in the area. 
Notable Members: 

• Rajul Hakim the Wise (Lawful Evil, Wizard 
6/Alchemist 2), human male 

• Zordo Tarib (Neutral Evil, Sorcerer 11), half-dao male 
Leader(s): Sadira (Chaotic Evil, Bard 6/Assassin 9), gnoll female 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +2 bonus to one’s caster level, or a +2d6 bonus to 
Sneak Attack damage. 

 

The Scarlet Sentinels 
Alignment: Lawful Good 
Founding: 343 AF (12 years ago) 
Membership: ~50 
Influence: Local (City of God) 
Standard Member: Kobold Commoner 2 
Entry Requirements 

• There are no requirements, but a member must pay the 
entry dues of 10gp (later, another 10gp in dues will be 
collected annually). 

Identifying Item(s): an armband depicting an upraised fist in red 
Overview 
Life in the City of God can be dangerous, especially if one lives in 
one of its less-wealthy districts. While most of the city is relatively 
safe & well-protected by the city guard, certain parts such as 
Ghultown & Warehouse Row are notorious for the rampant crime 
that plagues them. The local thieves’ guild, known as the Hand of 
Dusk, operates with virtual impunity, & the authorities are 
seemingly powerless to halt their predations. 
 

But there is one part of Muarzibet that is almost completely crime-
free, a place where such activities are simply not tolerated. The 
Dock Street West district, sometimes referred to as Scaleytown 
(due to the high density of lizardfolk & kobolds living there), is 
just such a place, running along the western shoreline of the town. 
The neighborhood is always buzzing with maritime activity, but it 
remains rather calm & safe compared to more lawless areas like 
Dock Street East. 
 
While Key-Master Absuliqar & other city officials would like to 
take credit, it is not the city guard that is responsible for this 
remarkable accomplishment. The entire district is patrolled by a 
militant neighborhood watch group calling itself the Scarlet 
Sentinels. The organization’s volunteers keep a vigilant eye out for 
any signs of criminal behavior, reporting any incidents to their 
brethren immediately. Together, they converge on a site of 
suspected crime, so that they can collectively deal with any threat 
to their homes & families. 
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The Scarlet Sentinels were started by a local kobold baker named 
Jarir, who still heads the group today. Thirteen years ago, his wife 
& daughter were brutally attacked & killed by a vicious gang of 
thugs, which had been terrorizing Scaleytown with escalating acts 
for months. The city guard never arrested anyone for the crime, as 
the gang disappeared shortly afterward. Jarir, despite being 
stricken with maddening grief, decided to take matters into his own 
hands, & vowed to never let his friends & neighbors suffer as he 
had. 
 
While the group does successfully keep crime down in the area, 
they have not been fully embraced by the city’s proper authorities. 
The sultan & his advisers consider them a tolerable nuisance, 
something that should be beneath their notice. The members of the 
city guard view them as an embarrassment, & have been known to 
harass them from time to time. Key-Master Absuliqar in particular 
seems to hate them, & he reminds them that they are technically 
violating the city’s laws whenever they detain a criminal without 
an official arrest permit, which is rarely if ever granted. 
 

Part of the reason (or at least the justification) for the official 
dislike of the Scarlet Sentinels is the fact that the group has been 
showing signs of extremism in recent months. They have been 
known to make false accusations against innocent people, & their 
tactics have become increasingly violent. This development is as 
troubling to Jarir as it is to the city guard, but while he is 
attempting to put a stop to the fanaticism, other elements within the 
organization don’t think that they go far enough, & are pushing for 
more aggressive action. 
Notable Members: 

• Tagh ul-Qasr (Lawful Neutral, Monk 3), lizardfolk 
male 

• Mother Naur (Neutral Good, Commoner 4), hawasabi 
female 

Leader(s): Jarir (Lawful Good, Expert 3/Paladin 2), kobold male 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +2 resistance bonus on all saving throws. 

 

The Shaarduula 
Alignment: Chaotic Evil 
Founding: Unknown (decades, possibly even centuries, ago) 
Membership: ~100 
Influence: Local (Nila) 
Key Class: Sorcerer 
Standard Member: Half-Genie Sorcerer 6 
Entry Requirements 

• Possess a non-Lawful alignment (switching to a Lawful 
alignment later is grounds for expulsion from the 
organization). 

• Charisma 18+. 
• The ability to cast 3rd level arcane spells. 
• An invitation from a current member of the 

organization in good standing. 
• Taking a vow of silence regarding the organization & 

its activities (this is backed by a geas spell upon entry 
to the organization). 

Identifying Item(s): a glass lantern, a pair of pearls, black gloves 
Overview 
In the sunless, mist-covered world of Najmah, magic is an 
everyday part of life. To those who live there, the practice of magic 
is not something to be feared or outlawed. Indeed, the inhabitants 
of the Plane of Night are infused with magic to varying degrees, 
making it an integral part of their very being. But even there, 
magic is not a wholly benign force; it can be used for ill purposes 
as easily as just ones, & there are some who would further dark 
agendas with its power. 
 
If rumors are to be believed, a shadowy cabal of sorcerers known 
as the Shaarduula is a group that uses magic to such an end. While 
it seems that no one can say for sure, it is said that they wish to 
gain control of those with political power, bending them to their 
will & forcing them to facilitate their goals. What those goals may 
be is a matter of some debate among interested parties, but there 
can be no doubt, given what is known about the group, that they 
cannot be good for the people of Najmah. 
 
There are some scholars from the city of Nila that have put forth 
the idea that the Shaarduula is really a cult of some sort for one of 
the less pleasant religions, & that they are working to spread their 
faith by undermining rival churches. A less popular theory is that 
they are a front group for the rakshasas, led by Ahuma & the 
Tiger’s Claw. Another charge, one supported by Nila’s ruling 

council, is that they are a terrorist organization with revolutionary 
leanings, & that they wish to supplant the council & install a 
magocratic regime. There are even tales of them being in league 
with demons, attempting to raise some ancient, slumbering evil 
that has been sealed deep within the earth. The truth may never be 
known, however, as this enigmatic cabal keeps its secrets all too 
well. 
 
One of the few facts that is not in dispute is that the Shaarduula is 
allied with Sankara Jagdish Lobhin, the ambitious leader of House 
Jagdish & most outspoken member of the ruling council of Nila. 
Sankara wants to abolish the council, eliminate the city’s house 
system, & see Nila become a khanate, as it was centuries ago 
before the rise of the houses. It is not known whether the 
mysterious sect shares his objectives, or if they have an ulterior 
motive. But despite his claims to the contrary, Sankara has been 
reported to be meeting with representatives from the Shaarduula on 
a regular basis. 
 
Multiple efforts have been made, by various parties, to learn more 
about the Shaarduula, but every single one of them have ended in 
failure (& madness or death, in some cases). If the cabal & its 
members are notorious for anything, it is their ability to utterly 
vanish under a watchful eye, disappearing with startling ease. 
According to reports, they cannot be tracked or traced, they leave 
no evidence of their presence, & divinations invariably fail. They 
have been known to display magical powers far beyond what they 
should be capable of, & it is suspected that the group has access to 
sort source of arcane power that is as potent as it is worrisome. 
Notable Members: 

• The Tall One (Neutral Evil, Sorcerer 7), unknown male 
• The Shapely One (Chaotic Evil, Sorcerer 10), unknown 

female 
• The Mad One (Chaotic Neutral, Sorcerer 14), unknown 

male 
Leader(s): Unknown (believed to be a single individual of great & 
terrible power) 
Hierarchy: 

• No known hierarchy exists for this organization. 
Benefit: A member of this organization can cast spells 
without using the somatic or verbal components; other 
component restrictions still apply. 
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The Tiger’s Claw 
Alignment: Neutral Evil 
Founding: Unknown (centuries, possibly even millennia, ago) 
Membership: Unknown (many members are only dimly aware of 
the organization’s true nature) 
Influence: Global (Najmah & Siraaj) 
Standard Member: Gnoll Ranger 4/Rogue 1 
Entry Requirements 

• There are no requirements, but only a member in good 
standing can issue an invitation to join. 

Identifying Item(s): a block of incense, the claw (or whole paw) 
of a large cat 
Overview 
Betrayal. Corruption. Deceit. Damnation. No discussion of the 
rakshasas can avoid topics or terms such as these, for they virtually 
define the nature of these sinister beings. Even in the ever-night 
world of Najmah, a place where literal demons & devils walk the 
land searching for lives to destroy & souls to enslave, the rakshasas 
are particularly feared & reviled. A rakshasa is seen as not so much 
an evil being as it is a nexus of malevolence, an incarnation of 
spite & sin. 
 
But still, despite their famed wickedness, they still manage to find 
others foolish enough to work for them. They do this mostly 
through their usual routes of lies, blackmail, & threats of harm, 
ensnaring all who deal with them in ever-tightening webs of words 
& deeds that spiral down into oblivion. Many of the rakshasas 
work independently, furthering their own agendas by themselves, 
but the most successful do so in collective organizations. And none 
is more successful than the greatest & most terrible of all the 
rakshasas, Ahuma, the Raja of the Tiger’s Claw. 
 
The Tiger’s Claw is a widespread network of operatives, although 
just how widespread is a matter of dispute. Some scholars believe 
that there are only a few dozen members at most, & that they are 
mostly on the Plane of Night. Other experts cite anecdotal 
evidence that there are hundreds, possibly thousands of agents, 
infiltrating the peoples of Siraaj as easily as those of Najmah. The 
debate is unlikely to be settled soon, as the group does not give up 
its secrets easily or without consequence, but it can be agreed that 
it is one of only a handful of organizations that operates effectively 
on both sides of the planar boundary. 
 
Most of the network’s operatives are otherwise-ordinary mortal 
beings, people of all races & backgrounds. They work on farms & 
in taverns. They weave cloth & build houses. They pay their taxes 
& attend their local temple or shrine. Most of them are only faintly 
cognizant of what the Tiger’s Claw, what its purpose is, & why 
they are a part of it. Only a few know the whole truth & understand 
its implications, & they are so caught up in the group’s 
machinations that they would never dare betray it or leave it 
behind. 
 
The Tiger’s Claw & its members work mostly through front 
organizations & various guises, subverting other groups & 
manipulating them from the inside. They operate more openly on 
Najmah, but their presence on Siraaj is not widely known, as they 
mostly lurk in the shadows, moving with precision & guile. The 
Circle of Jalud, at least one true druidic circle, the Ring of 
Sapphire, the Sandshapers, & the Shaarduula are all in their thrall 
to varying extents, & they are believed to have double agents in 
many other organizations, as well. Their operatives view one 
another (& sometimes even themselves) as completely expendable 
in the fulfillment on their missions, & maintaining the façade of 
their intrigues is of paramount importance to them. 
 

The network gravitates toward the Paths of Darkness, & its 
members can often be found near one of them, if one knows who 
to look for. They seem to work against the followers of Akasha & 
Sunya more than those of other religions, for reasons that are 
unexplained. They are at war with the avorals, the eternal foes of 
the rakshasas. The Tiger’s Claw has no true allies, as their goals 
are inimical to all other beings, but they can usually trick others 
into aiding them when they need to do so. 
Notable Members: 

• Zui izud-Hazanim (Lawful Neutral, Expert 3), human 
female 

• Sirus gar Nimr, the Gray Blade (Lawful Good, Monk 
6), gnoll male 

• Mughri the Seducer (Chaotic Evil, Rogue 5/Assassin 
3), half-ghul female 

• Zardula (Neutral Evil, Fighter 10), rakshasa female 
Leader(s): Nominally, Ahuma (Lawful Evil, Sorcerer 10/Djinn 
Lord 4/Archmage 5), rakshasa male 
Hierarchy: 

• Padatika: It is thought that a majority of the network is 
made up of low-ranking pawns, informants, potential 
scapegoats, decoys, & cannon fodder. Also known as 
the Bhatas, these lowly foot-soldiers know very little 
about the organization, & may not fully understand that 
they are a member. A typical recruitment starts with a 
person who has fallen on hard times, or has some other 
pressing need. Suddenly, a stranger appears that offers 
the unfortunate soul an easy way out of their crisis. All 
that is asked of the desperate person is a small favor, 
usually some illicit act or minor embarrassment. Later, 
the supposed savior returns, asking for more & more in 
return for their aid. If the troubled soul refuses, the 
recruiter will produce evidence of their misdeeds, & 
threaten to expose them unless they comply. Once the 
trap is sprung, few escape the clutches of the Tiger’s 
Claw, & none do so unscathed. Benefit: A +1 morale 
bonus on all Will saves, which increases by +1 for 
every rank beyond Padatika (for example, an Asva has 
a +3 bonus, while a Mantri has a bonus of +5). 

• Ratha: Just above the Padatikas are those that know 
just enough to be dangerous. Unlike the pawns below 
them, members of this rank actively choose to further 
the network’s agenda, serving the Tiger’s Claw without 
needing to be blackmailed. They are generally recruited 
from among various criminal organizations, as people 
with that sort of background usually have desirable 
skills & a willingness to use them for the right price. 
They are typically assigned to infiltrate urban 
communities, as well as religious or secular groups, & 
report on their activities. Sometimes called Chariots for 
their tendency to travel far from home, they also act as 
the networks messengers, carrying information & 
supplies from one place to another as needed. For this 
reason, they can often be found working with 
pilgrimages or mercantile caravans. Benefit: A +4 
resistance bonus on all Fortitude saves. 

• Asva: The Tiger’s Claw often needs operatives who are 
ready & willing to get their hands dirty, to take decisive 
action when called upon, even if it means that someone 
may (& usually will) have to die in the process. Also 
known as the Damaras, members of this rank perform 
their duties without complaint, from making an 
example of a recalcitrant merchant to silencing a 
possible breach of secrecy. They are commonly chosen 
from among the most effective of the Rathas, those who 

640



accomplish their missions quickly & without regard for 
the feelings of others. Many of them, in fact, are 
sociopaths, & would likely be murderers even if they 
were not already contracted to kill. While they may be 
mere mortals, the fact that they are capable of such 
deeds while maintaining a mask of normality makes 
them just as monstrous as any rakshasa. Benefit: A 
+2d6 bonus to Sneak Attack damage; if a member does 
not already have the ability to use Sneak Attacks, he or 
she gains the ability to do so at this time. 

• Gaja: Any group as large as the Tiger’s Claw tends to 
get attention from those that it affects. Therefore, the 
network needs members that can not only cover their 
own tracks, but also obfuscate the activities of their 
brethren. The Gajas fulfill that role quite well, 
spreading disinformation, discrediting witnesses, 
destroying evidence, & generally doing anything & 
everything that they can to ensure that the group & its 
goals are as furtive & anonymous as possible. A 
powerful incentive for doing so is the fact that those 
who fail & allow a leak of information to occur are 
themselves deleted just as ruthlessly. Also known as 
Elephants for their own prodigious memory & dogged 
intractability, the Gaja are often picked from the Asvas 
with the most efficiency & discretion. They generally 
have an air of disdain for members of other ranks, 
whom they view as messy children that they must clean 
up after. Benefit: An increase in their base land speed 
of +20’. 

• Mantri: The Tiger’s Claw survives because of its 
decentralized nature, which is actually carefully 
maintained by a small team of coordinators. Also 
known as the Ministers, the Generals, or the Senapati, 
the Mantri form a loose network within the loose 
network that is the organization. They know the 

whereabouts of every secret operative, every hidden 
cache, & every plot, plan, & ploy in their sphere, an 
astounding achievement given the complexity of their 
myriad machinations. They direct their subordinates to 
advance the groups’s objectives, frequently issuing 
commands that make no sense to the underlings who 
must carry them out, & just as often put the lower ranks 
in harm’s way. They tend to be very callous, casually 
sending dozens of people to their deaths the same way 
that one would dispose of some garbage. Their lack of 
empathy is such that there are those within the group 
who suspect that some of the Mantri are actually 
rakshasas in mortal form, but this belief has no proof as 
yet to back it. Benefit: A +4 inherent bonus to one’s 
Intelligence, Wisdom, or Charisma score (choose one). 

• Raja: The undisputed eternal king of the Tiger’s Claw 
is the immortal (& immoral) White Beast of the Black 
Valley, Ahuma. He uses his minions within the network 
as a chess master would move his pieces across the 
board, & he is never hesitant to sacrifice one (or more) 
if it will help him win in the end. It is said that the 
entire group is nothing more than one weapon in his 
arsenal against the rest of the two worlds, & that his 
countless schemes could never be bound to a single 
organization. A demanding perfectionist & a master 
manipulator, he excels at pushing his thralls to achieve 
what was once thought impossible, even if it breaks 
them in the process. His thirst for power has driven him 
to set his sights on the seven Paths of Darkness, which 
he plans to one day control. If he can unite them under 
his command, he can possibly rebuild the Bridge of 
Shadow, allowing him to potentially rule both Siraaj & 
Najmah with his stripe-furred paw. Benefit: A +8 
profane bonus on all Diplomacy & Intimidate checks. 

 

The Trailblazers 
Alignment: Lawful Neutral 
Founding: 353 AF (2 years ago) 
Membership: ~150 
Influence: Local (Fandaq) 
Standard Member: Half-Genie Expert 1 
Entry Requirements 

• There are no requirements, but only a member in good 
standing can issue an invitation to join. 

Identifying Item(s): a red merchant’s cord, a sarsaok’s horn 
(hollowed out for use as a musical instrument), a sprig of mint 
Overview 
Fandaq is also known as the City of Wonders, & its reputation is 
well-deserved. As a bustling economic hub, the city never truly 
sleeps, & there is always something to see or do. It is one of the 
wealthiest settlements on the continent, per capita, & it boasts 
some of the most beautiful architecture on Siraaj, making most 
other cities look like shanty towns by comparison. But it is also a 
city of crime, where common thugs & pickpockets prey upon 
anyone who can’t afford a bodyguard or three, & even the highest 
seats of government are sold to the highest bidder in back-room 
auctions. 
 
One factor that exacerbates this culture of corruption is the vicious 
competition between rival merchant companies that has raging for 
decades. Long ago, there was once a single unified merchant’s 
guild that managed all of the commerce going through the city. But 
that union was broken up into countless independent corporations, 
which have fought with one another (& new upstarts) for 
dominance ever since. One such business is a relatively-small new 

shipping concern called the Trailblazers, owned & operated by a 
silver-tongued trader named Nuri izr-Elaqras. 
 
Nuri is a mover & shaker in the mercantile politics of the City of 
Wonders, one whose innovative techniques & business savvy are 
influential to other traders. Even as a young man, this clever 
merchant prince made a name for himself in the politics of Fandaq, 
which is closely intertwined with the economics of the city-state. 
He formed the Trailblazers in response to a need for cheap, reliable 
shipping services, seeing that the existing shipping magnates were 
charging exorbitant fees for ferry & freighter use. This has made 
him very rich, but it has also made him (& his company) several 
enemies. 
 
The Trailblazers may be a tiny business compared to its more-
established rivals, but it more than makes up for its size with its 
ambition. The group is always searching for talented individuals, 
& is hoping to begin some aggressive expansion. Other merchant 
princes are worried about this dynamic new competition, & are 
attempting to sabotage the venture. Most troubling to other 
interests is the company’s ability to deliver shipments at nigh-
impossible speeds without ever being seen on the road. 
 
Most of the people that are employed by the Trailblazers are 
couriers, caravan drivers, & pack riders, simply trained to transport 
goods from one place to another. There are, however, some 
members that have more specialized duties. Aside from the 
expected appraisers, dealers, & managers, the company has hired a 
small team of mages that facilitate every aspect of their operations, 
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from repairing broken goods to teleporting cargo en masse. These 
“dedicated care technicians” are kept away from prying eyes, but 
rumors of their existence have spread anyway, fueling cries from 
competitors of foul play. 
 
While their business may currently be booming, rival companies 
are not the only threat to the Trailblazers’ continued prosperity. 
Anti-magic groups like Al Sihr Qanissi hamper their efforts & ask 
many uncomfortable questions, while their operations in the 
Northern Wastes have been stymied by interference from the 
Nakhar Network. They also must contend with agents from the 
Ring of Sapphire, which are attempting to manipulate events in 
Fandaq & other nearby settlements. However, not all of their 
interactions with other organizations are negative; the Alchemy 
Guild serves as their largest supplier of magical items, & they 
employ many refugees from the Dar-Amal. They must be vigilant, 

though, if they are going to thrive (or even survive) in a city of 
endless intrigue. 
Notable Members: 

• Lady Qurai aq-Ibar (Neutral Good, Aristocrat 3), 
human female 

• Jheth the Ghost (Lawful Evil, Wizard 5), half-ghul 
female 

• Aden Rafi al-Nar (True Neutral, Bard 8), narsabi male 
Leader(s): Nuri izr-Elaqras (Chaotic Good, Bard 6/Expert 1), half-
efreet male 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +2 insight bonus on Diplomacy & Sense Motive 
checks made when conducting a business deal with 
customers. 

 

The Trueseekers 
Alignment: Chaotic Neutral 
Founding: Unknown (several contradictory reports exist, placing 
its foundation anywhere from 10 years ago to before the Age of 
Kingdoms) 
Membership: Unknown (unreliable reports vary from several 
dozen to several thousand) 
Influence: Continental (Central Continent) 
Standard Member: Human Cleric 3/Diviner 1 
Entry Requirements 

• Must have once been contacted by the Darshan or their 
agents & given a task by them 

Identifying Item(s): the holy symbol of the Darshan, an eye patch 
Overview 
It is one thing to have convictions concerning one’s religion. It is 
quite another to have the kind of certainty that comes with meeting 
one’s god face-to-face. That sort of spiritual experience is so 
potent as to change one’s life forever, & can be overwhelming 
even for those who would pretend to be prepared for such a thing. 
Those who claim to be touched by their gods are commonly 
regarded as mad, & by most standards, that assessment would be 
correct. 
 
For reasons unknown, the agents of the Darshan are more active on 
Siraaj than those of other divinities, & they often conscript mortal 
beings to further their agendas. Those that receive this “gift” are 
typically shocked to be in the presence of the divine, & the 
spiritual revelation has effects that linger long after the visitation 
has ended. Regardless of whether they succeed or fail at their 
assigned task, many of them can no longer live like they once did, 
& some of them are bit disturbed by the ordeal. It is for this last 
group that the Trueseekers were formed to help. 
 
The Trueseekers are a diverse assembly of pilgrims, outcasts, & 
madmen, all attempting to cope in various ways with their brush 
with the divine. At some point in their life, each of them was 
brought into the service of the Darshan, & none of them can 
surrender the memory of that event. They either succeeded or 
failed in the duty that they were charged with, resulting in the 
termination of their contact with the triple divinity. However, by 
the strength of their faith, the devotion to their worship, or their 
obsession with the prophetic power, each of them was left with 
some portion of the glory granted by the Secret Ones. 
 
Most notably, the Trueseekers often have flashes of visions from 
the past, present, or future, insights which unfortunately push them 
further towards obsessive mania or depression & withdrawal. 

These visions are usually related to their original task, as assigned 
by the representatives of the Darshan. This has led some to suggest 
that their service to the Hierophants has never truly ended, & that 
they continue to act as divine agents in perpetuity. While some of 
them take solace in this & view it as a singular purpose in life, 
others despair that they cannot escape their calling, while still more 
reject this theory outright, preferring alternative explanations for 
these flashes. 
 
It would be easy to dismiss the Trueseekers as pitiable, harmless 
madmen, if it were not for the fact that their visions are 
disturbingly detailed & uncannily accurate. These flashes give 
them knowledge that they should not have: the long-kept secrets of 
supposed strangers, awareness of hidden objects, or prophetic 
predictions of future events. While they are rarely acted upon to 
their full potential, these perceptions offer those who experience 
them a unique power, one that sets members of this group apart 
from others. 
 
While this organization may be nebulous, loosely-bound, & 
leaderless, the Trueseekers are tied together in a way that is poorly 
understood, even by themselves. They are occasionally drawn to a 
particular place at a particular time, gathering at a seemingly-
random site for no apparent reason. At these ad hoc gatherings, 
they will meet one another & exchange information, including the 
visions that they have seen. In this way, the collective hopes to 
pool their knowledge & solve the mystery that defines their 
existence. Many of them believe that if they collect enough pieces 
of this puzzle, some great revelation will be discovered, leading to 
the world’s salvation… or its undoing. 
Notable Members: 

• Dib gar Qamar, the Mask of the Moons (Neutral Good, 
Druid 3), gnoll male 

• Arun Esham of the Three Rings (Chaotic Neutral, Bard 
8), human female 

• Abia Wildscale (Lawful Good, Monk 13), kobold 
female 

• Bassira the All-Seeing (Chaotic Good, Paladin 18), 
half-ghul male, AKA Bazra the Blind 

Leader(s): No formal leadership exists 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
Periodic visions of the past, present, &/or future (the 
DM should treat these as random divination spells, 
uncontrolled by the character). 

 

The Urban Planning Council 
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Alignment: Lawful Neutral 
Founding: 37 AF (318 years ago) 
Membership: ~100 
Influence: Local (City of God) 
Standard Member: Human Expert 1 
Entry Requirements 

• Possess a Lawful alignment (switching to a non-Lawful 
alignment later is grounds for expulsion from the 
organization). 

• Intelligence 13+. 
• 5 or more ranks in Knowledge (Architecture & 

Engineering) or Knowledge (Local). 
Identifying Item(s):  a leather-bound notebook or scroll of 
parchment, a badge of office, a length of measuring ribbon 
Overview 
Muarzibet, better known as the City of God, is a beautiful place. Its 
streets are clean, its parks are lush, & even its markets, with all 
their hustle & bustle, are well-maintained. The buildings 
themselves are neat & tidy as well, conforming to the same basic 
shapes: single-story cubes made of thick local sandstone blocks. 
Even the roads themselves form a perfectly-predictable grid, 
radiating from the Market Square plaza without deviation or 
exception. All of this orderliness is the work of the Urban Planning 
Council, a branch of the local government that is responsible for 
keeping the city’s growth under control & in synch with its 
original design. 
 
Unlike most other settlements, & unique among major cities, the 
City of God was a planned community, designed to meet the vision 
of its founder, Shimha Qirus. The great aazlai general was later 
lionized after his death, & eventually declared a god in his own 
right: Qirus, the Stoic Watcher. While his earthly work to establish 
a city dedicated to his own god, Sidaru, was largely forgotten, the 
foundation of that dream lived on, subverted by his followers. 
 
The city’s first sultan, Zimbala aq-Zur, wished to validate his rise 
to power in 37 AF, so he instituted several policies to appeal to the 
masses, which had largely shifted to worshiping the then-nascent 
Lion God. One such measure was the creation of the Urban 
Planning Council, which would follow the “divine plan” of the 
city’s “holy founder,” thereby connecting the new government 
with the popular Church of Qirus. Thus, the council has been 
regulating the appearance of the city & its buildings ever since. 
 
Today, construction rules & guidelines in the City of God are 
tightly controlled by the council, greatly limiting new expansion. 
From its office in the Divine Assembly Hall, its agents dictate who 

can build what & where they can build it within the confines of the 
city walls, & exemptions from their directives are rarely granted. It 
has only been within recent years, as the town has filled up to 
capacity, that the council has finally approved plans to build 
beyond the city gates at all. They still limit construction & 
renovation to their approved plans & overarching designs, 
preventing the citizenry (& even other government branches) from 
deviating from their prescribed norm. 
 
Members of the Urban Planning Council claim that they are acting 
in accordance with a “divine plan” that was laid out by Shimha 
Qirus himself when he first founded the City of God. In reality, he 
merely sketched a rough idea for his vision of a city, being more of 
a military leader than a civic engineer. The council is really just 
following policies put in place by past sultans, previous ministers, 
& council leaders that are long since dead & gone. They do not 
speak of this discrepancy in public, of course, & the lack of a true 
singular design for the city is their best-kept secret, something 
even most sultans (including the current one) has never known. 
 
In days past, the Urban Planning Council enjoyed the full support 
of the sultan & the rest of the local government. As an adaptable, 
conservative, & somewhat-conformist people, the populace has 
always taken the strictures put in place by the council with a shrug 
& a sigh. But the previous administration under Zaman aq-Simur 
was much more lax & blithe than those of previous sultans. This 
eroded support for the council, both within the government & 
outside of it, & it has yet to recover under the current ruler, as 
Zaman’s son Usaf has not reversed his father’s position in regards 
to the council. Its members are struggling to find their role in this 
new era, & there appears to be a schism growing among them, as 
some wish to embrace the new paradigm, while others staunchly 
reject it. 
Notable Members: 

• Majida Longtooth (Lawful Evil, Expert 2), kobold 
female 

• Buzha Scriber (Lawful Neutral, Rogue 4), lizardfolk 
male 

• Leila al-Gasaq (Lawful Evil, Wizard 6), human female 
Leader(s): Mamud Hussain aq-Adua (Lawful Good, Aristocrat 
2/Bard 3/Cleric 7) human male 
Hierarchy: 

• No real hierarchy exists for this organization. Benefit: 
A +4 morale bonus to resist the effects of Bluff, 
Diplomacy, Disguise, Forgery, Intimidate, & Sleight of 
Hand skill checks made against them. 
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Pahari 
Pashati 
Peri 
Pharaoh 
Pit of Fate 
Poison Rules, Revised 
Prana 
Prince Omar 
Provider’s Oasis 

Puram 
Puranah 
Qahira 
Qaled al-Shayq 
Qalira 
Qamar 
Qarabah 
Qaziz 
Qilaffah 
Qirus 
The Qius Sea 
Queen Tuhaia 
Qulzai 
Raheel Culture 
Rakshasa 
The Ral Zadi 
Raqam 
The Ramul Sea 
Ras Duraq 
Ras Shasad 
Rasalhague 
Rasaljathi 
The Red Fangs 
The Red Sands 
Relics 
Rig Temple 
Rishi Temple 
The Ring of Sapphire 
Rituals 
Rizaj 
Rizaqir Castle 
Rizzadobo 
Rizzadobo Tribal Culture 
Ruhollah Basim “Baba” Shafiei 
Ruquz Aruj 
Sabi (Monster) 
Sabi (Race) 
Sabur 
The Sacred Knives 
Safar Alquba 
Sahba Shafiei 
The Sahra Basit 
Sa'ifah 
Salah 
Samadhi 
Samandar 
Samet Ar’ras 
The Sandshapers 
Saqiyah River 
Sarsaok 
The Satha Laylanuha 
Sattva Temple 
Sa’ul 
The Scarlet Sentinels 
The Sea of Fiery Knives 
The Sea of Golden Flames 
Sergala 
The Shaarduula 
Shadaz 
Shafiei 
Shaghal 
Shahla Shafiei 
Shattered Isle 
She-Da-Zhong, Asp (Monster) 

She-Da-Zhong, Cobra (Monster) 
She-Da-Zhong (Race) 
Sheqarai Culture 
Sheqari (Kingdom) 
Sheqari (Region) 
Shemun 
Shining Tower 
Sidaru 
Sijur 
Simurgh 
Sindhu Valley 
Siraaj (deity) 
Siraaj (plane) 
Siraaj (world) 
Sirngaveram 
Sjor 
The Southern Continent 
The Speckled Sea 
Spells 
Stabbing Rock 
Sufa Madraba 
Sulafat 
Sulafati Culture 
Sultan Syed Awazi Aq-Hazaqan VI 
Sultana Nada 
Sumehra 
Sunya 
Tasked Genies 
Temple of Manas 
The Ten Dark Years 
Terisabi 
The Thief of Days 
The Tiger’s Claw 
The Tomb of King al-Felqa 
The Trailblazers 
Tri 
The Trueseekers 
Umaj 
Upala 
Uqalizar 
The Urban Planning Council 
Utared 
Vaatavaari 
Vanija 
Vatingana 
Vizier Aden aq-Zarqa 
Vulture Harpy 
Waharim 
Walu 
Were-Hyena 
The Western Continent 
White Wastes 
The World Serpent 
Yan 
Zada 
Zafar Asim 
Zaia 
Zawraq 
Zihaja 
Zihaja’s Palace 
Zimzalab 
Zohal 
Zurah 
Zurqim
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