Chapter 5:
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Organizations and Personalities

y all reason, this is a mistake!” The court advisor
Yuragavan was new to his position, but due to his
inexperience he was often the most open and honest
in expressing his opinions behind closed doors. Andoja
Uranjos, Archmage and King of Etlarn, was appreciative of
the criticism. At least, when it was warranted.
“How else do you expect us to survive this war,
counselor?” he asked calmly. “The public believes the walls
and the Defenders will keep the dragons at bay forever.
Both you and I know this is far from truth. They are
unaware how dangerously low on weaponry and supplies
we are getting. Even Anglem has sent word stating it
cannot risk coming close to us. Aid is running thin.”
Worry creased Yuragavan’s forehead. The man was
desperately trying to think of new options. He had a good
mind for this matters. That is why Uranjos hired him, but
when options ran out due to a lack of them as opposed to
having no ability to think of them, you had to take what
was left.
“Your majesty, if the Midland Guard is brought in to
Etlarn and coordinates with the Defenders, we will never
get them out. The Sovereignties would be rooted here, and
Montegron’s word will begin to hold sway even in our own
military. We will have replaced the wolves with the viper.”
The Archmage and King of Etlarn nodded. Yuragavan
was right again, but if you could build immunity to the
poisonous bite, the viper becomes the better trade off.
Still, other precautions would need to be made, and on the
inside he wept for he knew the suffering it would cause
among his own people. “I understand and will dwell on
your words, counselor. Good night, Yuragavan. You have
given me rightful cause to rethink things. I will meet you in
the morning to finish our plans.”
The final oﬃcial meeting of King Andoja Uranjos,

Seven hours before his disappearance,
Summer of 421 AD

When people gather in a common cause, the will of the
individual is multiplied to the point of changing the course
of nations, if not the world. Adlatum has many powerful
organizations along with extremely influential people who
shape the world on a whim.

Organizations
Nations are not the only powers shaping the future of
Adlatum. Nor can nations influence the lands without
strength backing them. Some organizations are put

together for the purpose of bolstering a nation’s defense
or for even taking a hand in a nation’s founding. Other
organizations include establishments of faith or prosperity.
Then there are those that strive for less grandiose but yet
still vital causes.
Not all organizations have influence outside of their
home nation or region, but some have at least made a
name for themselves and are respected beyond their jurisdiction. Also it is not unheard of for some from far away to
seek assistance from some foreign groups to solve location
situations.

Brotherhood of the Prophet
This secret and vitally important organization has been
in existence for four and a half millennia. Initially the
Brotherhood assigned themselves the tasks of studying the
Prophet’s works and delivering the Volumes of the Prophet
to their respective races. Since then the Brotherhood
has been inactive but waiting. Research on the mystical
tomes has been conducted throughout this time, and the
Brotherhood has struggled to make sure the races never
exploited their tomes beyond their intended use. Several
times, as with the case of the Canon War, the Brotherhood
failed.
For most times, the Brotherhood does not interfere
with history as it progresses around them. The knowledge
within the Volumes is viewed of as sacred, and since the
Brotherhood once had access to all seven tomes, they have
sworn not to meddle in affairs unless extreme circumstances demand it.
Adventures: With the time of inaction passed, cells
within the Brotherhood are being called into action.
Although covert, members are now being sent to follow
leads in where the lost Volumes of the Prophet may be
hidden. Thousands of false leads may end nowhere, but
all must be checked in the hope that by miracle the tomes
can be found, and the fate of Adlatum be changed for the
better.
Characteristics: Adlatum is entering a time of crisis.
Even without the Volumes of the Prophet, the danger of
the Midland Civil War spreading beyond its borders is very
real. The Brotherhood is sworn never to interfere in the
natural flow of events in the world unless a time of great
need arises. Many cells believe the time has come.
There is no top-level leadership within the
Brotherhood. Divided up into various cells across the
continent, for centuries membership is often passed
down from parent to deserving child while at other times
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those who proved themselves were accepted into the
Brotherhood.
When the need arises, a code sent to members,
signaling them to join and act. Lately these signals have
been sent more often than ever before, even prior to the
Canon War.
Alignment: The respect for the purpose of the order
and the willingness to not corrupt the knowledge the order
seeks to protect is vital to what the Brotherhood believes
in. As such only non-evil and non-chaotic members are
allowed to join.
Religion: The origin of the Volumes is believed to
stem from the gifted knowledge of Tarfine. As such faiths
that deny this source, such as the Tashrama, or deny
its relevance, such as Adlarism, have no place within
the Brotherhood. There is nothing within the laws of
the Brotherhood itself that forbids a particular religious
follower from the order, but the inherent conflict between
the purpose of the order and other faiths prevents one
from following both paths.
Background: The Brotherhood was formed after
the death of the Prophet, whose final vision saw the
destruction of the world at the hands of a being more
powerful than the gods. The Brotherhood seeks to find the
Seven Volumes, as they have unleashed terrible consequences upon the world, and they seek to understand the
inner meanings of the writings of the Prophet.
Amongst these writings were the Seven Volumes of
the Prophet, graced with the magical ability and knowledge
of the future. These Seven Volumes were eventually
given to the various races prominent on Adlatum. The
Brotherhood of the Prophet was allowed to study the
Volumes, but they are forbidden from ever possessing
one, and they are forbidden from interfering with the fate
of mortals, even during times of dire crisis, such as the
Cataclysm.
The Brotherhood must contend with other races that
may be looking for the Volumes to see if they can go back
in time and un-do events that had happened in the past.
They have the understanding that those races of original
creation cannot affect time while those that are not may.
The Brotherhood also tries to protect the Volumes when a
single corrupted force tries to gather the knowledge within
the multiple tomes and exploit them for their own benefit.
The Volumes were believed to aid each of the major races
along their own fate, not to be used in the domination of
Adlatum and Krynn.
Recently a cell took in a Mentoi named Opheimus,
an eccentric genius in linguistics, law, politics, and social
development. More importantly, he showed himself to
be an expert on a vast number of texts focusing on the
Volumes and their histories. After accepting Opheimus
into their cell, the gnome began researching the Broth-

erhood’s theories on the Volumes. He came to realize
that many of the Brotherhood’s theories on what the
tomes were and what their purposes were for were far
from fact. Convincing the order to break their oat of
non-interference, the cell broke into the underground
palace in Karsuhon, rescuing the Fallen Avanesti woman
who calls herself the Prophet. By either coincidence or fate,
the cell’s leader Voronfelmos Yaweanalumn was her own
brother. Currently they are now attempting to find the lost
Volumes.
Races: Although the Brotherhood is predominantly
human, there is nothing forbidding any race from being a
member.
Other Classes: Since the Volumes and the
knowledge within them must be protected from ill use,
the Brotherhood will often require members of various
skills. No class is directly excluded from the order, but
most members tend to lean towards more academic based
classes as opposed to physical. Spiritual classes, like clerics
and mystics, are also often included to a moderate extent.

Corinesti Trading Guilds
In the older days of the Corinesti Traders, a single unified
guild had all trading rights and contracts. Since the
Trading War of 300 AD, there are only four major guilds
unified beside the Speaker in maximizing profit and trading
influence throughout the Sargassi Sea and around the
shores of Adlatum. The Corinesti Trading Guild is not
only a major corporation in Corinesti society, but it is also
the government that directs the lives of all Corinesti in the
sea. Very few Corinesti have escaped the influence of the
Guilds, and if the Guilds’ leadership has their way, the few
will be brought back into the fold.
Adventures: There are many places to explore to find
new bounty to trade, and many lands in which one can
travel to in hopes of gaining favor with potential clients and
customers. All of the sea and all shores are ripe with opportunities for business, whether it is to benefit one’s own
position, their superiors, or even to harm a competitor. The
reasons for adventuring may not be as altruistic are those
in a knighthood, but the need for money to feed friends
and family can be just as important.
Characteristics: The four guilds are commonly
known as the Salvagers, the Traders, the Explorers, and
the Harvesters. Each has an equal voice in the Corinesti
Government, and the Speaker of the Tides acts as a fifth
tie-breaking vote. Each also has a separate duty to perform
in the operation of business.
The Harvesters are seabed farmers and hunters,
gathering supplies and growing food from the ocean itself.
The Salvagers hunt for pre-Drowning artifacts and recover
goods from recent or newly discovered shipwrecks. The
Traders are those who deal with Airbreathers, bringing
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goods above-water to trade with land dwellers. Traders
also purchase goods from one land and selling them in a
distant port, acting as middlemen between nations that do
not often directly deal with each other. Explorers venture
beyond the Sargassi Sea and away from Adlatum’s shores,
searching out new territories.
Although the Guilds focus most of their work in
and around the Sargassi Sea, trade with Airbreathers on
shores outside of the Sargassi Sea has been consistently
conducted, especially in the western Midlands. Corinesti
ships are often seen in the Sea of Tears near Midland ports
and off the coast of the Vacant Lands as well as throughout
the Esorucak Islands and Sargassi ports.
The Guilds keep their own secrets from each other
and often squabble over matters where their jurisdictions overlap. They also tend to keep their own matters
away from the ears of those in other Guilds or outside of
the Guilds entirely. Beyond that, the Guilds operate as a
business. The bottom-line is the final detail of importance,
and unless profit can be maintained, power is loss.
When profit is gained by one of the Guilds, money is
not often distributed to everyone fairly. Those who conduct
the most work, those at the bottom of the organizational
chart, often live on next to slave wages. The elite who
work in the upper levels of management often take these
profits to fund further business opportunities or their own
accounts.
Alignment: The Trading Guilds have a monopoly
of almost all the Corinesti. Very few Corinesti are able to
escape its influence. But since the Guilds are all encompassing, there is no restriction on alignment for inclusion.
However those who are working in the higher levels of
management tend to see things in a more lawful manner
than those on the bottom.
Religion: There are no religious requirements within
the Guilds, even though Rosmera and Smer-Tio are
popular among many families.
Background: Even though the most ancient records
point to their having been hundreds of guilds competing
for profit and control thousands of years ago, most of
Corinesti history was dominated by a single monopoly that
ran the vast majority of Corinesti society. Various houses
within the Guild competed for Council seats at the head of
the Guild from time to time, but the hold the Guild had on
all business activity was near absolute. The Council ran the
Guild, and the Guild ran the Corinesti. It was this unified
Guild that lead the Corinesti into the Sargassi Sea after the
Drowning, believing that more business opportunity could
be reached operating from the interior of the continent
rather than solely around the edges. When warfare against
the Nordar became a constant annoyance in the Shattered
Sea, most of the Guild’s business retreated to the Sea.

In 290 AD, the Council ran into difficulty due to
their own bylaws. The laws on who could be installed as
Speaker were designed to allow only one of the elite few to
be eligible. Unfortunately, the rules became so restrictive
that only one elf was able to take the seat when the time
came for a new Speaker, and the Council was unanimous
in their hatred for this man, Lias “Wavestrider” Ambrodel.
After his appointment, the Council became fractured.
What were normally disputes between divisions within
the Guilds turned into purposeful sabotage. The Guild
broke apart as houses tried seizing control of various Guild
assets and forming their own autonomous organizations.
By 300 AD, the Corinesti Trade Wars had begun, and
economic ruin spread throughout the Corinesti and onto
the mainland.
Soon the trade wars came to an end, and the top four
guilds agreed to allow each other to remain in existence so
long as their leaders had an equal voice in how the overall
management of their nation was handled. Each Guild
Leader had a seat on the new Council of five. Each one had
an equal vote on all matters concerning the Trading Guilds
as a whole, and each Guild would be able to run matters
internally on their own. In cases where votes ended in a
tie, the Speaker would have the fifth and final tie-breaking
vote. This was the Speaker’s sole power, officially. However
the Speaker has come to be viewed as an important
part of public relations and communication with many
aboveground organizations.
Since then the Speaker and the Guilds have been
striving to repair the damage done by the Trade Wars of
300 AD. Some Corinesti have not forgotten the mess and
are struggling to remain outside of the Guilds. Some of
these Corinesti have taken up pirating, and others have
settled in the Coral Cauldron, forsaking their people’s
“grasping and materialistic” natures and becoming monks
and mystics. The Guilds hope to bring these dissidents
back into line.
The current Speaker of the Tides is Quvaresh
Thylosathen. Since the end of the Trade War, the restrictions on who is able to take the seat have been somewhat
relaxed.
Races: Very few Gildanesti and humans have been
allowed into the Trading Guilds, but there have been
honorary exceptions. The rest of the Guilds are populated
entirely by Corinesti. No other races have ever been
allowed into the Guilds.
Other Classes: If a set of skills can be used for profit,
the Corinesti Trading Guilds will find a use for it. As such,
even though some classes are not designed for enterprise
(such as druids or monks), all classes are welcome to the
Guilds.
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Etlarn Defenders
After the Dragonkin Horde began their assault on the
people of Etlarn, the Etlarn Defenders were founded as a
way to combine both magic and knightly might in order to
protect the magocracy from the impending threat.
Adventures: The Dragonkin Horde has been
threatening the sovereignty of Etlarn for almost three
hundred years. During this time the number of Defenders
has grown, but they are not always used a front line forces.
Sometimes Defenders need to seek for information, rescue
those who are threatened by the draconic enemies, help
liberate a town who’s last defenses had failed, or search
for ancient weapons of arcane or divine strength that may
finally turn the tides. Etlarn’s fate has been growing ever
more desperate. Any mission that could assist in any way
may be charged to a member of the Defenders.
Characteristics: The Defenders were broken up
into three orders, each focusing on a different style of
magic. The Brethren of the Flame utilized Wild Sorcery,
the Brethren of the Moons utilized White Sorcery (High
Sorcery of the White Moon), and the Brethren of the Stars
are paladins who utilize the magic of the gods Autenanima,
Pietarde, and Pensokia. Each order was further divided
to include elite forces of various assortments, but the
majority of the Defenders only dedicate themselves to their
particular Brethren and Etlarn.
The elite members of the Brethren of the Moons
join the Knights of the Argent Crescent, a unit of divine
warriors. The elite members of the Brethren of the Stars
join the High Arcanists. The elite members of the Brethren
of the Flame join the Sentinels of the Throne.
The Paternal is the honorific given to the head of the
Defenders. He or she is the only member not part of any
of the brethrens, but each order reports directly to him
or her. The Paternal reports directly to the monarchy.
Ironically the masculine title was first given to and chosen
by a woman, Treesa Paldina. She selected the name in
jest, but the title stuck through the centuries. The current
Paternal is Janos Clearflame, a former Knight of the Argent
Crescent.
Alignment: All members of the Etlarn Defenders are
good aligned, however the elite bands within the Brethren
may have their own additional requirements (see Chapter
2).
Religion: Dedication to a particular deity is not
required to join the Etlarn Defenders, however some of the
brethren require a certain type of dedication. The Brethren
of the Moons draw their power from the white moon
Autenanima (and sometimes Calorossa) while the Brethren
of the Stars draw power from their faith in Autenanima,
Pietarde, or Pensokia. Only the Brethren of the Flame are
unaffiliated with any higher power. Membership in the

Brethren of the Flame does not necessarily preclude any
member with a religious affiliation.
Background: In 30 AD, a silver wolf spoke to the
people of Etlarn as a proxy for Autenanima, the patron of
White Sorcery. Through the silver beast’s mouth, he gave
both High Sorcery and Wild Sorcery his blessing. “Both
the magic of the moons and the magic of the world will
be needed to fight the new dangers approaching; they are
meant to be used in harmony, not in opposition, against
forces that would destroy all that is good and magical about
your kingdom.”
A hundred years later, the meaning of the warning
became clear. What were believed to be dragons and their
followers came ashore in Etlarn and began a devastating
assault against the land. Nearly a third of Etlarn fell
beneath the horrors of these so-called dragons before
the nobles managed to establish a means of defense. A
former human native of Gildanesti, Treesa Paldina, helped
organize the Etlarn Defenders in an effort to stop the tide
of destruction and defeat. Gathering the various factions
of popular magic users in Etlarn together, she formed the
Brethren under the guidance of Etlarn’s king. Although
the Brethren continued to operate as separate groups, she
directed them in a cohesive fashion. Soon the Defenders
were fending off attacks from the Dragonkin Horde and
stopping the dragon’s advance.
During the Starfall, the skies changed and two out
of the three Brethrens were rendered powerless. Only
the Flame remained capable of spellcasting for the next
forty years. This period of time proved very damaging to
Etlarn as the dragons advanced in record pace. Most of the
magocracy fell under the Horde’s control. Only a handful
of major cities, including the capital, were still free, but
many were now under massive sieges. When everything
seemed lost, the Starfall was undone and the Defenders
quickly re-founded the Brethrens of Moons and Stars.
With the various powers available yet again, hope returned.
Etlarn’s survival as a magocracy is still in great danger.
The Brethrens are struggling to operate in unison again
after four decades of the Defenders operating with a single
order.
The current Paternal is Janos Clearflame, a former
Knight of the Argent Crescent from before the Starfall.
Races: The Etlarn Defenders are primarily made up
of Etlarnic citizens, but there is nothing in its bylaws that
exclude foreigners or members of races not common in
Etlarn.
Other Classes: Most members of the Brethren of the
Moons tend to be wizards while members of the Brethren
of the Flame are sorcerers, and members of the Brethren of
the Stars are clerics or paladins. People with other casts are
not excluded from the Defenders so long as their abilities
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are in line with the Brethren they join (for example, no
wizards in the Brethren of the Flame).

Midland Guard
The Midland Guard is the elite force of the Midland
Sovereignties. They were founded soon after the Days
of Darkness and the Starfall in other to help Lord
Montegron’s efforts to unify the shattered Midland
nations and stabilize the region. The Midguard (as they are
informally known) are knights meant to exemplify all that
is right with the world. Their loyalty and dedication to the
Great Sovereign Lord and to the security of the Midlands is
unmatched.
Entering the Midguard is difficult. Most of the time, an
applicant’s name is submitted by a member of the Guard
without the applicant’s knowledge. On rare occasions a
few aspiring guardsmen have made their own requests
for acceptance, but in the end admission is based on their
record of valor and patriotism.
Adventures: Guardsmen hold loyalty to the Great
Sovereign Lord and patriotism for the Midlands as their
most important concepts to uphold. As such they are often
put into harm’s way in order to protect the Midlands both
from dangers abroad and from within the Sovereignties.
Their assignments most often come from superiors within
the Guard or possibly from the Great Sovereign Lord
himself.
Some Guardsmen are assigned as bodyguards to
protect nobles, royalty, or other persons of importance,
including the Great Sovereign Lord. At times, a king or
queen may also assign missions to members of the Guard.
They technically do not have a direct jurisdiction to do so,
but in order to keep good relations between a nation and
the greater powers within the Sovereignties a Guardsman
may elect to obey the orders so long as it doesn’t interfere
with his or her other duties or oaths.
Characteristics: “Loyalty to Land and Lord” is the
Midguard’s motto, and the Great Sovereign Lord’s reign is
what secures the Midlands. Therefore, in the mind of the
Guardsmen, both duties are one and the same. Patriotism
and the need to see the Sovereignties as a whole, unified
and safe, is what drives members of the Midguard. They
also do what they can to represent what is right for the
citizens of the Midlands. Often, a member of the Midguard
riding down a street (especially outside of FyxZharar where
the Midguard is stationed) will catch the attention of the
populace and rally the people’s faith in the Sovereignties.
A sizable group of the Midguard riding together may
generate so much fanfare that their procession becomes a
parade. Only in areas highly dedicated to the Tashramadic
Church would they not be welcome in the Midlands. It is
for this reason that the Guardsmen must not only work
for the betterment of their nations, but they must also

keep their own appearances as exemplary as possible. To
be unable to meet the people’s expectations would be an
embarrassment to the organization as a whole. For this
reason, a Guardsman is always considered on-duty.
A member of the Midland Guard must also uphold the
laws, not only those of the unified Sovereignties but also
those of the local nation or town. Ideally, respect must be
given to those from the highest members of royalty to the
lowliest street urchin. Only when one appears to be acting
outside of the laws or the wellbeing of the Midlands should
a Guardsman’s courtesy turn sour.
Alignment: Members of the Guard must uphold the
law above all else. The Great Sovereign Lord’s word is the
highest law of the land, but unless instructed otherwise,
those of the Midguard must learn to operate within
the legal framework holding society together. As such,
Guardsman must be of a lawful alignment. Whether a
Guardsman works in this structure for the benefit of
others, for his own glory, or simply to uphold the law
does not matter. As such, there is no moral (good to evil)
requirement for joining the Guard.
Religion: Gods have no direct involvement in the
security of the Midlands, and therefore neither does
religion. Prior to the recent return of the older faiths, the
Midguard were most wary of the Tashrama, or Church of
the Divine Ladder. Great Sovereign Lord Montegron held
this church in high disfavor, and so the Midland Guard
did as well. With the revelation of the true power of the
Tashrama being the Elder Dragons, the Sovereignties and
the Tashrama are edging into open warfare. As such, none
of the Midguard would be a member of that faith. All
members of the Guard are also Midlander citizens, so it is
unheard of for a Guardsman to be a follower of a foreign
faith. With the return of the so-called True Gods being
such a new event, it has yet to be seen if believers in these
gods will be welcome openly into the elite force.
Background: The Midland Guard was founded by
Jermon Cavlin, a personal friend of Lord Montegron. After
Cavlin’s life was saved by the to-be Great Sovereign Lord,
and with Montegron’s consent, Jermon gathered those
who believed that civilization would best be served by
having a strong rule of law and order unifying the separate
nations that were so heavily damaged by the creatures of
Chaos during the Days of Darkness. Jermon believed that
Montegron was destined to hold the Midlands together
in safety and security. With the Midland Nations still in
turmoil, having lost many of their own militaries in the
recent war, the surviving leaders began to accept the aid
of this newfound organization. Soon, even those who
were loyal to their own nation began to swear allegiance
to Lord Montegron, believing that he was their societies’
best hope for normalcy in the future. Those who proved
their “Loyalty to Land and Lord” beyond all doubt were
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taken into the Guard. Jermon Cavlin became the head of
the organization, bestowing himself the title of Second
Protector, a title meant to show his deference to his
sovereign. After his death in 420 AD, Noragaen Veliya
became his successor.
The role of the Midland Guard has not changed much
over the years. Most believe their role has changed from
building a safe Midlands to maintaining it. This is true for
the most part, although Montegron has been directing the
guard to not only protect the Midland borders, but to also
attempt to create an advantage over the Tashrama in the
coming war.
Races: A majority of Guardsmen are either human or
dwarven, but prior to the end of 420 AD, any citizen of the
Midland Sovereignties could theoretically join the Midland
Guard so long as a benefactor petitioned the higher ranks
and the applicant is accepted. As such there are also
Gildanesti, Corinesti, Mentoi, and even a rare few Oguna
members. Towards the end of Jermon Cavlin’s reign as
Second Protector, the Great Sovereign Lord began to block
acceptance of many non-humans and non-dwarves into
the Midguard. Only those with human and/or dwarven
blood have been accepted since.
Other Classes: Most members of the Guard have
backgrounds as fighters, but there are sizable portions
that have skills as rogues, reformed barbarians, or even
monks. Spell casters within the Guard are extremely
few in number. Those who excel at magic and wish to
dedicate themselves to the glory and safety of the Midlands
often find other avenues in which to contribute. Many
Guardsmen are wary of clerics and mystics since the
Tashrama are seen as enemies of the Midlands, but they
tend to have no ill wishes toward mages in general.
Dark Ops
Unknown to almost the entire Midland population, there
are a select few of the Guard who do not operate under the
command of the Second Protector. These people quietly
work for the Great Sovereign Lord directly. Their goal is
the same as everyone else in the Midguard: protect the
Midlands and serve the Lord. However they recognize the
fact that sometimes holding up to the shining standards
that are expected of a Guardsman endangers the safety of
everyone in the long run. Their duties are often much more
secretive and dire than other guardsmen, and they work
to keep their activities as hidden as their own affiliation to
the Guard. They are willing to do the ugly deeds that must
be done for everyone’s benefit, but these few do not desire
glory or wealth. They only wish to do whatever must be
done to protect their homes.
Jermon Cavlin suspected Montegron of sending
Guardsmen on secret activities, but since his loyalty to
the Sovereign Lord was unquestioning, he did not inquire.

Noragaen Veliya herself had been involved in a few
Dark Op activities before being appointed to the Second
Protector seat.
Some of these operatives may be members of the
Midland Guard but do not meet the requirements of the
prestige class and do not possess the class itself. Often
these Guardsmen are selected for service by Montegron
himself and many times without the Second Protector’s
knowledge.

Tao-Shin, Church of the Divine Paths
Ever since the days of the Divine Bureaucracy thousands
of years ago, the primary form of worship to the true gods
of Krynn in the Midlands has been through the Tao-Shin,
also known as the Church of the Divine Paths. The praise
of individual gods is not unheard of, or even rare, but the
Tao-Shin practice of worshipping the gods as separate
steps on various paths of enlightenment has been common
in Adlatum’s history. The church bases its philosophy on
three pathways, each leading to an ultimate goal.
From the ancient teachings of the Tao-Shin: “A being
has the potential to attain the highest happiness, the highest
peace, or highest power. Everybody would like to have such a
state of being. Alternatively, everybody wishes to avoid that
which opposes the core of their inner beliefs. As spiritual
practitioners we should seek freedom from that which
causes us strife – not only for ourselves but for all sentient
beings. All intelligent beings are capable of achieving these
goals. They are able to practice the teachings, the methods
by which these goals are realized. A practitioner can begin
from his or her own spiritual center, select a path and
gradually attain higher levels of being until final perfection
is achieved. In certain cases the highest goal, be it enlightenment, perfect balance, or unquestioning dominance, can
be attained in a single lifetime.”
The Paths of the Gods are the paths that lead to
enlightenment and understanding of the universe. All
mortal souls have three paths that they may follow in the
course of their existence, each one with a different reward.
The Path of Light is followed by those who seek to
do good deeds in the world. Those who follow this path
believe that good deeds will set the foundation for their
soul in the next world. Selfless acts, protecting the weak,
liberating the repressed and lifting the downtrodden brings
one closer to the heavens and a state of bliss when they
pass into their next state of existence.
The Path of Serenity is the path of inner peace. The
followers of this path search for a greater understanding
of the universe and their place in it. Creation, nature,
knowledge and wisdom are all things that demand a perfect
balance, or they are in danger of becoming harmful in
some way. Those followers that master this balance find a
wider understanding of the world and of themselves.
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The Path of Power is the path of dominance. Those
who follow this path seek to control the world around
them and bend it to their will. It is through following this
path that one may gain supremacy and even immortality.
Serving the gods of power is the most direct way to exert
one’s will over another.
Adventures: Priests of the Tao-Shin have a variety
of reasons to adventure in Adlatum. Spreading the word
of their faith and their gods is vitally important since
the Church of the Divine Paths has only just begun to
re-establish itself. There are many who were disenfranchised with the Tashrama when it was learned that the
Elder Dragons were the true power behind the church,
and some are looking for something new to believe in. This
is an opportunity the Tao-Shin cannot risk passing up.
Others adventure in order to apply what they have learned
from their path in a real world environment.
Characteristics: The religion of the Tao-Shin is based
on a caste system where each god is a social rank within the
path to enlightenment. For example, Situlos is the lowest
rung on the Path of Light, and Erraii is the highest rung.
Since the return of the gods, the ranks of Erraii and Rasala
Hage have been made into ceremonial ones bestowed upon
the head of the individual Paths, but in reality the leaders
worship Miraphayt and Alnath respectively.
These are the Paths of Divinity. At the top of each list
is the highest rank in the path and the further down you go
are the lower ranks.

Paths of Divinity
Priest Rank (from high to low)
Path of Light

Path of
Serenity

Erraii (Paladine)

Tarfine (Gilean)

Rasala Hage
(Takhisis)

Miraphayt
(Mishakal)

Choalshain
(Zivilyn)

Alnath
(Sargonnas)

Thobit (Majere)

Thuban (Chislev)

Gaffras
(Chemosh)

Nairsaif
(Kiri-Jolith)

Melik Suud
(Reorx)

Lesuthiyat
(Morgion)

Anphlasaad
(Habbakuk)

Mirac (Sirrion)

Folmhesta
(Hiddukel)

Charu
(Branchala)

Nekkarb
(Shinare)

Peliona (Zeboim)

Situlos (Solinari)

Giauzar
(Lunitari)

Regunilas
(Nuitari)

Path of Power

Study and worship in each of the gods within a path
leads to a desired state of being. The gods of magic on the

bottom rung do not grant divine spells, so novices and
those introduced into the church learn the tenets of their
chosen path based on the teachings of the gods of magic.
Once they have demonstrated they have mastered the
teachings of one of the gods of magic, the priests ascend
in rank and worship and learn the doctrine of the next god
along the path to enlightenment. Those priests wishing
to continue their ascension along their Divine Path must
petition the next higher order by first talking to a member
of that order, who then petitions the god of that order for
acceptance. The god will usually ask the initiate for a favor
before acceptance will occur.
Some followers have been known to remain with
one god for a number of years or even a lifetime. This is
largely accepted among the church, as true enlightenment
may sometimes be found in the journey itself and not the
actual destination. In this way it is possible to find clerics
of Charu that are more powerful than clerics of Miraphayt,
but the Church of the Divine Paths would still consider the
clerics of Miraphayt to have the highest ranking authority
within their path.
Alignment: People of all alignments are accepted
into the Tao-Shin. Which path a follower takes is often
dependant on their own moral beliefs: the good often take
the Path of Light, the evil often take the Path of Power, and
the neutral follow the Path of Serenity. Ethical variations
are not a major concern of the Tao-Shin.
Religion: Since the Tao-Shin is a religion of its own,
other faiths are not allowed within the ranks.
Background: Tao-Shin was first conceived circa 1500
PD when a religious group of researchers stumbled upon
the elven ruins of Shera’Tao. The site was once a sacred
elven temple to the gods. Manuscripts recovered from
the site spoke of a divine pathway to the gods. A devoted
follower would serve each of the gods, thereby advancing
to a higher plane of existence. The elven teachings made
mention of two paths to greater enlightenment, and a third
that was forbidden among the elves.
The humans, who considered the lost elves to have a
greater understanding of the world around them, began
an organization based on the documents. Because of
their more neutral dispositions, the scholars decided
that all three paths should be available to make Tao-Shin
complete. The Church of the Divine Paths was created and
worship in the true gods took on a new form.
As the Midlands grew in power so did the church.
The Tao-Shin Theocracy, also known by some historians
as the Divine Bureaucracy, came to great influence in
the Midlands. Even outside of the theocracy, the church
became the preeminent religious order of the continent,
boasting temples in every local town and grand sprawling
complexes in every major city. Some of these temples were
dedicated to a single path, and those who followed the Path
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of Light may not have a place of worship in some towns.
The same can be said for those of the other Paths.
Although the theocracy fell apart less than a halfmillennia later, the Tao-Shin church survived and
continued. However its political influence was diminished
as the various nations of the Midlands squabbled with
each other. Ironically, during the times when the church
was viewed by most to be at its least influential in international events, that was when it had its greatest number of
followers and clergy. But in time even that advantage faded
and numbers fell.
The first great blow to the church occurred after the
Drowning. The divine power backing the preaching of
the clergy was gone, and over the following centuries the
Tao-Shin was forgotten. A century and a half later the
Tashramadic faith was built up, partially based on the
Tao-Shin paths being merged into a single path with two
directions.
In 350 AD, the gods of the Tao-Shin returned in what
is called by many “The Arrival.” Within twelve-months the
Tao-Shin was reconstructed, and a Priest of Erraii named
Yulii Nelens was named the new Premier of Isryan. The
Tashrama and the Tao-Shin began a thirty-year struggle
for the spiritual future of the Adlati people, each claiming
the other church a heretical and blasphemous organization.
Following the Starfall on New Years of 383 AD, the
church was bereft of the gods once again. In the span of a
day, the Tao-Shin collapsed. Without their gods, the rival
faith of the Tashrama gained dominance.
When the gods returned following the undoing of the
Starfall in 421 AD, Deloun Var Silverwolf, head of the Path
of Light received a vision that led him to the Midlands on a
mission to bring knowledge of the true gods and Tao-Shin
back to the Midlands.
Races: All races are allowed to join the Tao-Shin,
however individual parishes have been known to discriminate based on local parishes.
Other Classes: Followers of the church can be of a
wide variety of classes, but the clergy of the church usually
have core class as clerics.

Tashrama, Church of the Divine Ladder
The religion of Tashrama preaches that there is only one
path to divine power. Each individual is placed at the
center of a divine ladder of enlightenment, and it is free will
that allows him or her to climb or descend. The Tashrama
of the Midlands frown upon descending the ladder. They
encourage ascension, which brings the person closer to
true enlightenment and worship.
From the writings of the Tashramadic Council: “Do
not be surprised if you fall every day; do not give up, but
stand your ground courageously. Assuredly the gods who

look down upon you will honor your patience. You must
carefully consider whether your soul ceases to long for a
higher level of enlightenment not as a result of impurity, but
because it is mortal nature to give in rather than struggle
onward. A sign of deliverance from our falls is the continual
acknowledgment of our indebtedness.”
Priests of the Tashrama strive to fulfill the tenets of
their gods as instructed by the holy Tashramadic Council
and their own branch of the church. Along with spreading
the faith of their gods, priests also maintain order in the
Holy Lands, assist the needy, collect handouts and taxes for
charity and for church-sponsored community services.
Adventures: Followers and priests of the church are
everywhere in the Midlands and sometimes travel to the
further reaches of Adlatum. Some may be carrying out
duties assigned to them by higher-ranking officials in the
church, or they may be working to spread the word on
their own. With the friction between the Tashrama and the
Midland Sovereignties about to explode, members of the
church may be working to either give the Tashrama a badly
needed advantage or a way to undermine Montegron’s
government. Other members may also be adventuring for
inner spiritual reasons.
Characteristics: The religion of the Tashrama is based
loosely off the Tao-Shin in which each god is a social rank
within the path to enlightenment. Unlike Tao-Shin the
Tashrama has but one path, which combines all gods.
Erraii (Paladine) is the top rung of the ladder, Tarfine
(Gilean) is the middle rung and Rasala Hage is the lowest
rung. A priest’s station begins with Tarfine and moves up
the ladder depending on the priest’s service and faithfulness to the church.
Since all Tashrama are actually mystics, the order
of worship does not matter insofar as the priest’s spellcasting abilities are concerned. It only applies to gaining
rank within the church. The Tashrama does not officially
recognize or assign ranks below Tarfine.
Three of the neutral gods have been assigned to
the lower rungs because of their nature. According to
Tashramadic beliefs, Reorx is classified as a god who loves
his works and material possessions more than life. Shinare
is only interested in generating wealth and Sirrion is
considered the god of destructive fire.
It must be mentioned that there are hundreds if not
thousands of Tashramadic priests that are actually faithful
priests and have aspired to do good works throughout their
entire lives. The higher one climbs in the organization, the
more corruption and coercion one finds. Any Tashramadic
priest holding the station of Erraii has been transformed
into a Scalebound by the Elder Dragons, and the majority
of those holding the station of Mishakal are faithful
Scalebound as well. However, most Tashramadic priests
are not aware of the church’s true power center.
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Alignment: Followers and priests of the church can be
of any alignment, although they are usually influenced by
the teachings of the Tashrama and the local branch.
Religion: Since the Tashramadic faith is a religion,
other faiths are not allowed within the ranks.
Background: The Drowning of Adlatum brought with
it darkness and destruction. Lives were thrown into chaos
and realms were in upheaval. The Minotaur Empire and
most of the Midlands were wiped out due to their central
location. Only the western Midland nations survived total
destruction. These nations spent generations trying to
survive and eventually rebuild.
In 142 AD, Tashramadic priests revealed themselves
to the people of Pelcatis, the largest of the Midland nations.
They brought word of the gods’ displeasure with the people
of Adlatum, yet they also brought true healing. These
priests foretold that the gods could forgive the people if
they would end their wars and worship the gods in good
faith again. Rumors of the priests spread throughout the
remaining Midland nations, and displays of their clerical
powers restored the faith in the true gods once again.
As decades passed, the organization became more
powerful. The Tashrama endeavored to not only heal
the sick and help the needy, but also cater to the nation’s
nobility. Pelcatis eventually became a theocracy under
the rule of the Tashrama and in 238 AD the nation was
renamed to Tashramada.
The Tashrama set borders for the Holy Lands of the
gods, declaring that the gods’ divine gifts could only be
received and performed within the borders of the Holy
Lands or by those priests touched by the gods. These
borders encompassed most of the Midlands and were
defined with elaborate walls, gates and statues of the gods
of light and influential Tashramadic priests.
The theocracy continued to grow in power, and by
350 AD Tashramadic shrines were found in every Midland
nation. Around this time, the heretics of the false gods
began to appear in the Midlands. They were trying to usurp
the power of the theocracy and denounce the good works
of Tashramadic priests, and went so far as to demonstrate
“divine” power beyond the borders of the Holy Lands.
These heretics were hunted down and imprisoned for
their false rhetoric. The Tashramadic Council called on all
priests to combat these lies with sermons and teachings of
the history and good works of the Tashrama.
After more than three decades, evidence of the true
gods was too great to ignore and the Church of the Divine
Ladder began to experience internal strife. Rumors of
corruption and misdeeds by the High Council emerged,
and many outspoken priests mysteriously disappeared.
The skies darkened and a great chaos beast burst forth
upon the Midlands, killing thousands. The people of the

Midlands turned to their protectors for deliverance, but the
theocracy was embroiled in its own problems.
A charismatic noble warrior from a distant nation took
control of the situation and started delegating tasks to the
Tashramadic armies who followed his lead. Under his rule
they battled the servants of Chaos and saved thousands of
lives in the Midlands. The Tashrama was less than grateful,
yet when the smoke cleared and alien constellations filled
the night sky, the Tashrama realized that the true gods
had left once again. They rejoiced in their deliverance and
decided to unite the Midlands under one rule, led by the
enigmatic noble Montegron.
When the constellations changed following the
Starfall, the theocracy stabilized and began to grow once
again. Tashramadic priests discovered that their powers
worked beyond the Holy Lands and they proudly displayed
the blessings of the gods to all the Midland nations.
Worshipers of Tashrama multiplied tenfold as followers
discovered they were free to roam the continent in service
to the gods.
Less than a decade later, the Tashramadic priests
began to notice a weakening in their divine power.
Sometimes their spells would slip from their thoughts or
fizzle all together. These failings alarmed the priests and
after several investigations they learned that the dead were
siphoning off their powers. The Tashrama did the best they
could to stave off the effects and continue their good works
while being constantly accosted by the spirits of the dead.
In 421 AD, the souls of Adlatum left the world,
leaving the Tashramadic priests free to use their powers
once again. However, their celebration was short lived.
Montegron, who had steadily distanced himself from
the Church of the Divine Ladder, declared war upon the
church. He claimed that the Tashrama was under the
dominion of ancient dragons that had usurped the gods’
power for their own purposes. The news shocked the
Midlands and sent the theocracy into disarray.
Secret History: The origin of Tashrama begins with
the Graygem. The ancient artifact imbued the dragons
of Adlatum with the essence of its magic. These “chaos
touched” dragons discovered that they radiated the
ambient magic of the fabled stone. This magic increased
their inherent magical abilities and allowed them to
make twisted draconic creatures that would serve them
unfailingly. Yet, the dragons also discovered that they were
bonded to the territories of their lair. Unable to escape
and compelled to withdraw from the world, the dragons
descended into their secret homes and fell into a deep
slumber.
For thousands of years the dragons slept as their
radiant magic infused the surrounding lands with great
quantities of ambient magic. The dragons changed in
various ways, but all became bounded to their lairs. After
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the Drowning Rasala Hage woke the altered dragons,
known as the Elder Dragon, and she tempted them with
power. She proposed that they gathered followers and
act as proxies for her to eventually control the entire
continent. The Elder Dragons tricked her. Upon setting
up the base of their power and communication with each
other from their lairs, now known as the Holy Lands, they
rejected Rasala Hage and set themselves up as the secret
gods of the Tashramadic church. Rasala Hage’s grip on the
world was set back by centuries, and while the middle to
lower ranking priests and the followers believed they were
worshipping the gods of the Divine Ladder, in truth their
praise and power was coming from the dragons.
They took on worshipers who discovered they could
tap into the power of the dragons’ ambient magic as long as
they resided within the borders of the dragons’ territories.
The most dedicated faction of priests became known as
the Scalebound. It was the Scalebound who organized the
Church of the Divine Ladder and ensured that the dragons
they served would receive vast power and tribute – all in
the name of the gods.
The dragons built up their divine empire for centuries,
using the false front of piety and holiness to swindle and
control the people of the Midlands. Each of five branches
of the church sent a representative to meet in a secretive
council in order to allow the aims of the branches to be
debated. The members of the Tashramadic Council are
unknown to most, including much of the clergy. However
the Tashramadic Council is seen by many to be the mortal
leadership of the church.
When Chaos did descend upon Adlatum during the
Days of Darkness, it was Rasala Hage who blessed the
warrior Montegron and gave him the power to defend the
Midlands. Believing him to be a loyal servant to the church,
the Tashrama proposed a unified government ruling over
the Midland nations. Montegron would be the Emperor
over all of the lands, however he would be a puppet to the
Tashramadic Council. Montegron denied the Council
and using his own talents and the strength and wisdom of
his true god, he began to unify the Midlands on his own
without the church’s help. In time he planned to use the
souls of the dead from Adlatum along with his living forces
to crush the Tashrama and seize complete control of the
region.
During the late fall and mid-winter of 420-421 AD,
Montegron revealed to the public the truth of the existence
of the Elder Dragons. When actions by several branches
of the church confirmed this, many disillusioned followers
and clergy left the church. This was a strong blow to the
Tashrama. A few months later, Montegron was ready to
launch his war and secure his hold on the land. However
in mid-spring Rasala Hage fell silent and the unseen souls
of the dead who were to bolster his forces were gone. The

friction between the Sovereignties and the church was
too hot to stop the war, but Montegron had to quickly
re-evaluate how matters were going to proceed. This has
given the church some time to try and strength its position.
Now those in the church are fully aware of the Elder
Dragons existence, and those who remain in the church
openly worship these mighty creatures as true gods,
and the divine steps of the ladder are now seen more as
positions of rank rather than as beings to be worshipped
as well. Around this same time, the Etlarnic ambassador to
the Midlands announced that the true gods of Krynn had
returned. How the Tashrama plans to deal with the return
of the Tao-Shin faith and the Sovereignties has yet to be
seen.
Races: The Tashrama is open to all races across
Adlatum and beyond. However since the church is based
in the Midlands, some races are not included in the church
due to a lack of exposure.
Other Classes: Followers of the church can be of a
wide variety of classes. Clerics are forbidden since it would
require them to be dedicated to another religion. Different
branches often attract different groups of people (naturebased classes to the green, arcane casters to the black,
warriors to the red, etc).

Path of the Divine Ladder
Priest Rank (from high to low)
Erraii (Paladine)
Miraphayt (Mishakal)
Thobit (Majere)
Nairsaif (Kiri-Jolith)
Situlos (Solinari)
Charu (Branchala)
Anphlasaad (Habbakuk)
Thuban (Chislev)
Choalshain (Zivilyn)
Giauzar (Lunitari)
Tarfine (Gilean)
Melik Suud (Reorx)
Nekkarb (Shinare)
Mirac (Sirrion)
Regunilas (Nuitari)
Lesuthiyat (Morgion)
Gaffras (Chemosh)
Peliona (Zeboim)
Folmhesta (Hiddukel)
Alnath (Sargonnas)
Rasala Hage (Takhisis)
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Personalities
Although organizations and nations hold sway in Adlatum,
in the end it always comes down to the individuals who
have brought themselves into positions of power, influence,
and respect. It is these people whose voices set in motion
the actions of many others.

Pharon Blayda,
Voice of the Red

CR 19

Male red-scalebound Midlander human fighter 4/mystic of
War 14
LE Medium monstrous humanoid
Init +6; Senses darkvision 60 ft.; Listen +4, Spot +4
Defense
AC 30, touch 16, flat-footed 27
(+7 armor, +3 deflection, +2 Dexterity, +1 dodge, +2
natural, +5 shield)
hp 143 (4d10+14d8+54)
Fort +18, Ref +11, Will +17
Resist critical hits 10%
Offense
Spd 20 ft.
Melee +4 flaming adamantine longsword +24/+19/+14
(1d8+11/17-20 plus 1d6 fire) and
claw +13 (1d4+2)
Ranged +2 javelin of returning +18 (1d6+7)
Special Attacks chaotic frenzy 4/day
Spell-Like Abilities (CL 18th)
1/day – detect magic, know direction
Spells Known (CL 14th, +19 touch, +16 ranged touch)
7th (3/day)—destruction (DC 21), power word blindD
6th (5/day)—blade barrierD (DC 20), heal, mass inflict
moderate wounds (DC 20)
5th (6/day)—flame strikeD (DC 19), righteous might,
spell resistance, true seeing
4th (7/day)—cure critical wounds, death ward, divine
powerD, greater magic weapon, restoration
3rd (7/day)—dispel magic, inflict serious wounds (DC
17), magic vestmentD, prayer, searing light
2nd (7/day)—aid, align weapon, death knell (DC 16),
owl’s wisdom, resist energy, spiritual weaponD
1st (7/day)—bless, divine favor, entropic shield, magic
weaponD, obscuring mist, shield of faith
0 (6/day)—create water, cure minor wounds, detect
poison, guidance, light, mending, purify food and
drink, read magic, virtue
D
domain spell; Domain War
Statistics
Str 20, Dex 15, Con 16, Int 16, Wis 18, Cha 14
Base Atk +14; Grp +19
Feats Armor Distribution (banded mail), Cleave, Combat
Expertise, Great Cleave, Greater Armor Distribution

(banded mail), Improved Critical (longsword),
Improved Initiative, Improved Sunder, Leadership,
Power Attack, Weapon Focus (longsword), Weapon
Specialization (longsword)
Skills Climb +10, Concentration +22, Diplomacy +16,
Handle Animal +5, Intimidate +9, Jump +10,
Knowledge (arcana) +11, Knowledge (history) +6,
Knowledge (religion) +22, Ride +5, Spellcraft +20,
Swim +4
Languages Common, Draconic, Infernal, Trejori
SQ save bonuses
Combat Gear dust of appearance (2), potion of barkskin
+4, potion of heroism, scroll of mass bull’s strength;
Other Gear +1 light fortification mithral banded
mail, +4 darkwood buckler of blinding, +4 flaming
adamantine longsword, +2 javelin of returning, amulet
of health +2, cloak of resistance +3, gloves of Dexterity
+4, ring of protection +3, holy symbol, locked gauntlet
Special
Chaotic Frenzy (Ex) Four times per day as a free action,
Pharon may fly into a chaos-induced blood frenzy that
lasts for 5 rounds. During this time, Pharon gains a +2
bonus to Strength and Constitution, and a +1 morale
bonus on Will saves, and his claw damage increases to
1d6, but he takes a –2 penalty to Armor Class. Pharon
may use the Concentration skill while frenzied and
can cast damage-dealing spells as long as the spell has
a casting time of 1 standard action or less. Pharon
cannot prematurely end his frenzy once it has begun.
Save Bonuses (Ex) Pharon has a +2 racial bonus on saves
against magic sleep effects and paralysis.
Pharon Blayda (Fahr’-on Blay’-dah) (8/25/382 AD current) is the head of the red branch of the Tashramadic
Council. Unknown to everyone but a few in the church,
the indifferent Red Elder Dragon Traxus has forsaken the
church and his armies, instead choosing to torment a
single victim within his lair. Pharon has taken complete
control of the red branch, claiming his own will to be the
will of Traxus.
Pharon was born just within the edge of Brimstone
to a nationally known opera singer, Jeanette Blayda, who
had been long loyal to the Tashrama. His father Renau
Blayda was a stagehand at Onster’s Selrach Playhouse who
had met the young Jeanette Huffaneau during her first
years on a professional stage. Renau was indifferent to his
wife’s religious affiliations, but he had never criticized the
church. In time Jeanette achieved fame in Solishairon for
her leading role in the surprise hit The Prophet Papers. Two
years later her singing talents immortalized her for her
performance in The Amulet of Z’na. It was during Z’na’s
second year on stage she learned of her pregnancy.
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Convinced that her faith in the Tashramadic gods
and her practice of the red branch’s lessons on forceful
application of one’s will is what landed her fame and
fortune, she became an even more devout follower of
the faith, or at least her own interpretation of doctrine.
After failing to receive permission to give birth to her
child within Brimstone, the actress took absence from her
career and snuck into the shrouded Holy Land late in her
pregnancy. Not even Renau learned where she had gone.
Jeanette was discovered during a painful and lengthy labor,
but her ferocity shocked them. Even though she could not
see in the hellish environment, she used her personality
and will to drive mystics of the red branch – one of whom
was secretly a Scalebound – into assisting her. Soon her
son Pharon was born.
Jeanette and Pharon were escorted out of the Holy
Land a month later. Upon returning, Jeanette convinced
the owner of the opera house to close down the show for
a month rather than let her understudy continue in her
place. One month later, Jeanette returned to the stage
drawing sold-out performances for the next two years.
During that time, she divorced Renau in favor of “more
attractive adornments.” She also proved herself to be a
genius in composition, writing several operas and musicals
in her off time. She performed in none of what she wrote,
and instead kept her on-stage talents to the works of
others.
Pharon grew up, living just off-stage and in the lap
of wealth. His mother made sure he was given the best
education and private tutoring available, and the teachings
of the Tashrama became mother’s milk. Pharon gained a
tremendous appreciation for the fine arts, especially music.
Yet he could not understand why his mother continued to
live a life in the arts when her own branch of the Tashrama
was focused more on building a military force.
Friction first began to come between him and Jeanette
in 393 AD when he received what was only one out of
many love letters from his father, trying to re-establish
relationships with Jeanette. Apparently, in an attempt to
fall back in her favor, he had enlisted in the red branch’s
army, which was attracting as many mercenaries from
Ogun as true faithful. Jeanette dismissed the man’s
existence as unimportant to their future. Pharon saw
more bravery in his father’s enlistment, especially since
it was only to garner her affections, than his mother’s
quiet prayers before going out onto the stage to build
her own glory. The arguments came to an end in 395 AD
when Jeanette accepted an invitation to perform for Lord
Montegron himself. Disgusted by her hypocrisy, Pharon
traveled to Charnod and began training to join the clergy.
Although he had ended ties with Jeanette, he put the
work ethic and drive he gained from her to excellent use.
He became a member of the cloth after only three years

of study of both church teachings and military tactics, and
was able to work his way into gaining a position within
Brimstone three years later. By 404 AD, Pharon had
become an advisor to two bishops.
Two years after that, Pharon was promoted and began
the process of becoming one of the Scalebound. He also
participated in overseeing several parts of the preparation
for the army’s assault into the Midlands. During this time,
the Red Elder Dragon Traxus was taking advice from a
human consort named Sianntica. Although her methods of
combat training proved extraordinarily useful, Pharon saw
too much of his own mother in the seductress. He advised
holding off a key attack for six months to be sure additional
precautions could be taken and intelligence could be
gathered. The request was denied, and plans continued.
In the end, Sianntica betrayed the church and
vanished. She had relayed information about the assault
to Montegron and had successfully kept Traxus out of
the battle. Many of Pharon’s superiors were killed in the
slaughter, along with his proud father Renau, and after
Traxus realized what happened, he raged and murdered
the rest. By terms of sheer survival, Pharon Blayda was
promoted to the Tashramadic Council as head of the red
branch.
Unhappy with how the army was implemented,
Pharon slowly began to rebuild the forces and have them
trained his way. Brimstone’s defensive forces were rebuilt
quickly, but it would be a long time before offensive
capabilities would be realized. Blayda successfully put out
a story that the invasion force Montegron defeated was
in truth an Oguna raid from the north. Also, to avoid the
dragon’s rage, Pharon remained outside of Brimstone and
feigned sending messengers into the Holy Land. His closest
associates approved the deception rather than needlessly
risk their lives. Contact with their deity would not be
re-established until 414 AD.
Traxus was no longer interested in military
dominance. Instead he only wished revenge against
Sianntica. Pharon dedicated a staff of clerics and sorcerers
to help locate the woman, but this was merely a concession
to appease Traxus while Pharon continued working on
building his army by spreading faith rather than hiring
those who were nothing more than bloodthirsty stronghands.
Several months ago, Pharon hit a major setback
when Lord Montegron exposed the Elder Dragons as the
heads of the church. Although the gathering army was
still itching to take the wealth of the land away from the
weak, many of the faithful in the red wing felt deceived.
Having been taught that open raw power was the clearest
expression of truth, to learn of this massive deception was
a blow the red branch might never recover from. Pharon’s
faithful began to depart in droves.
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The only good to come to Pharon lately is that Traxus
apparently was successful in magically summoning
Sianntica to him. The dragon is now only concerned with
torturing the woman, leaving Pharon to continue cleaning
up the mess Traxus made for himself fifteen years ago.

Damrye, Arm of the White

CR 13

Male Oguna ranger 3/fighter 6/legendary tactician 3
NE Medium humanoid (ogre)
Init +2; Senses low-light vision; Listen +5, Spot +5
Defense
AC 23, touch 13, flat-footed 21
(+6 armor, +1 deflection, +2 Dexterity, +1 natural, +3
shield)
hp 111 (6d8+6d10+48)
Fort +15, Ref +8, Will +9
Offense
Spd 30 ft.
Melee Eclipsing Star +19/+14/+9 (1d8+8) and
+1 light darkwood shield of bashing +16 (1d6+3)
Ranged mwk composite longbow +16/+11/+6 (1d8+4/x3)
Special Attacks direct troops, favored enemy (humanoid
[minotaur] +2), inspire courage (+2, 2/day)
Statistics
Str 21, Dex 15, Con 18, Int 14, Wis 12, Cha 12
Base Atk +12; Grp +17
Feats Combat Expertise, Endurance, Improved Disarm,
Improved Shield Bash, Leadership, Mounted Combat,
Power Attack, Self-Sufficient, Track, Two-Weapon
Fighting, Weapon Focus (flail), Weapon Specialization
(flail)
Skills Climb +8, Diplomacy +11, Handle Animal +10,
Heal +5, Hide +9, Intimidate +9, Jump +8, Knowledge
(history) +10, Knowledge (nature) +9, Listen +5,
Move Silently +9, Ride +12, Sense Motive +8, Spot +5,
Survival +12 (+14 above ground)
Languages Common, Hudieran, Ogre, Trejori
SQ leadership bonus +2, wild empathy +6
Combat Gear elixir of hiding, elixir of sneaking, potion of
cure serious wounds (2), thunderstone (2); Other Gear
+1 mithral breastplate, +1 light darkwood shield of
bashing, ring of protection +1, Eclipsing Star (+1 cold
iron flail), mwk composite longbow (+4 Str) with 20
arrows, short sword, healer’s kit
Special
Weapon Eclipsing Star is a +1 cold iron flail of unknown
origin that has been crafted with a cold-wrought iron
head and a darkwood haft. The wielder gains a +4
insight bonus to Will saving throws as long as the
Star is worn. Once per day, if the wielder swings the
flail clockwise over his head (as a standard action),
he shines with a brilliant light that extends out to
a 20-foot radius for 5 rounds. This light dispels any

darkness effects that it comes in contact with, and
causes 1d6 points of damage per round to all undead
creatures within range.
If the wielder swings the flail counterclockwise over
his head (which can also be done once per day as
a standard action), a dark, swirling vortex appears
over his head for 5 rounds. This vortex dispels any
light effects within 20 feet, and also extinguishes
nonmagical fires within this area. The wielder is also
protected from fire and heat, effectively gaining fire
resistance 10 while the vortex is in effect.
Damrye (Dahm’-reye) (4/14/397 AD - current) is a young
Oguna who was recently made head of Heriacious’ armed
forces both in Breenaak and abroad. Damrye is just short
of seven feet tall with broad shoulders, and he is very
handsome in face for an Oguna. He has dark hair and tends
to dress in human styles. By all accounts, he has both skill
and luck in great supply during battle.
Born in an Oguna tribe in the Broken Lands, Damrye
adapted to the hard life with great skill. He was only six
years old when he slew two full-grown savage minotaurs,
moments after they killed his parents. He took one by
surprise by stabbing it in the back of its neck without them
realizing he was there, and he was likely lucky to avoid
being cleaved by the other before slipping a dagger into its
ribs. However, Damrye gain the respect of his peers after
the battle was over, and his turned his regret over the loss
of his parents into a love of conflict.
The luck that allowed him to survive his youth stayed
with him long after he became a man. When tragedy
struck, it was little more than a short-term loss that soon
resulted in a long-term gain. From fourteen to sixteen
years of age, Damrye’s skill and luck were responsible for
the success of at least eighteen different raids into the
minotaur-held land in Sakkaras, including the seizure of an
ore mine which was quickly used to forge more weapons.
On the nineteenth attack, his mount was killed
when an arrow pierced its eye. He fell from his mount
and disappeared into a ravine. By unknown means he
awoke in a cave in the mountains of northern Hudiechia
with no injuries. After hours of exploring, he came upon
several chambers built into the rock that looked to be
made by a magic user long since gone. In these quarters
he came upon an amulet of red and black stone. Touching
it wracked his body in pain, and moments later a mirror
revealed his face to be much more appealing. He was still
obviously Oguna, but his few battle scars were gone and
the blue-grey coloring of his skin now was consistent and
smooth in shade. He came to find out that his own ability
to speak in the Midland tongue had greatly improved.
Near where the amulet vanished, he found a tomb. When
he opened it and looked at the words, he discovered he
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could understand the script and was compelled to read
the book and the occasional Midlander with the directed
everything. Hours or days passed, and the knowledge
rage and aggression he learned in the north. His growing
seeped into his head. By the end, his mind absorbed years
reputation enabled him to gather his own small band in
worth of lessons in formalized combat techniques. The
order to complete jobs he would not have been able to do
tomb’s pages were now blank.
on his own.
Further searching revealed to him not only a strangely
Soon after completing an assignment for one of the
fresh supply of food and water, but also a map to a
more influential noble women in Charant Aros (with
structure hidden deep beneath the mountains. He followed
whom he had been having an affair), his name had
the map’s directions for several days and found a temple
circulated its way to Karsuhon and the Great Sovereign
to some forgotten religion
Lord Montegron. By an
of the past. Near the altar,
odd happenstance, the fact
he came across a flail of
that Damrye was an Oguna
great power. When swung
was lost in the circulation.
around over his head in one
Using several intermediaries,
direction, his body shone like
Damrye was hired out for
the most brilliant daylight
numerous assignments the
for a short time. When
Great Sovereign Lord did not
swung around in the other
wish directly tied to him if
direction, a short-lived vortex
they became public. Damrye
appeared above his head
completed them with great
that swallowed any and all
swiftness while keeping his
light and heat in the vicinity.
own people in the dark as to
After claiming the weapon he
who was their true client.
named Eclipsing Star, a figure
In time, Damrye
appeared from nowhere and
realized that other than
cast magic upon him. Before
payment, there was no
seeing blackness, Damrye
large benefit to his current
could only make out the
employment by the
figure to be a thin-cloaked
Midlands. He began to
form near to his own height.
consider himself a part of
He soon woke up on a
the larger Midlands infrahillside above ground in the
structure and had dreams
southern Midlands.
of eventually succeeding
Damrye spent years
the aging Lord. Luck again
traveling the Midlands, trying
turned in his favor as one
to learn the local customs
of his contacts suggested
in order to survive. He took
to Montegron that Damrye
nothing of his old life for
might be suitable for the
granted and did everything
Midland Guard, or at least
possible to understand
one of the more secretive
how one gained power
subsets of it. Making sure
and control in this more
that the head of the Guard
complicated society. Soon he
Jermon Cavlin was not
figured out that many traits
General Damrye and Aynal Teralshall, Speaker of the White informed, the Lord agreed.
of his days in the north still
Damrye accepted the invite
worked, however there were only specific situations and
and traveled to Karsuhon.
times in which they would be allowed. He began work as a
In a private chamber, Damrye was allowed to finally
bounty hunter, tracking down criminals who were wanted
meet his employer for the first time. When Montegron laid
dead or alive for various crimes. He also took jobs for a
eyes on him, he was angered that he had not been informed
variety of clients who did not wish to get their own hands
of Damrye’s race. In the conversation that followed,
dirty. Although an Oguna, his skill, luck, tongue, and face
friction built between the two and Damrye let slip that
earned him respect from many who knew of him, especially
he was from the Broken Lands to the north. Montegron’s
women. He combined the fighting techniques learned from
anger peaked, and he ordered Damrye arrested. Seeing his
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chances for more power squashed, Damrye jumped for the
Great Sovereign Lord. He came within an inch of grabbing
Montegron’s neck before the Lord’s guards dog-piled on
the Oguna and disarmed him. Ironically, he was dragged
out of the room screaming his loyalties.
His luck did not abandon him long. That night in the
dungeons, just as his death warrant was being signed up
above, a figure appeared out of nowhere in his cell. Damrye
recognized it as the robed figure from the underground
temple. It tossed to him Eclipsing Star and quickly started
to cast a spell, but Damrye lunged at the form and this
time he reached his target. Magic covered him and the
world started to disappear around him. Before the figure
disappeared, Damrye thought he saw the face of a bakali.
The world reformed around him, and he was in a massive
cavern with a massive white dragon. Heriacious, stunned at
Damrye’s sudden appearance, stared down at him.
Surprise was likely the only thing that stopped the
White Elder Dragon from instantly killing the intruder of
her lair. She demanded to know who he was and how he
got there, and he quickly recounted his tale. Heriacious
knew of Damrye and was very well aware he, via his jobs
from Montegron, had been a noticeable harassment for
her movements, but she saw an opportunity. Her military
forces were recently without a leader, and the ability to
steal one of Montegron’s own foolishly discarded assets
pleased her greatly. She offered Damrye a deal. If he could
complete to her own satisfaction a number of challenges
which would test both his own skills and ability to lead, she
would place him in charge of her own military forces.
Damrye was no fool. He knew it would be difficult, but
he also could feel the hostilities between the Sovereignties
and the Elder Dragons. He figured if he could not succeed
Montegron he would instead best him in the coming
conflicts, and perhaps take the throne by force. Damrye
was also well aware if he turned down the Elder Dragon’s
offer he would either be killed or re-jailed. He accepted.
By the end of 420 AD, on the same day Noragaen
Veliya became Second Protector of the Midland Guard,
Damrye took control of the Breenaak forces. Using what he
was able to learn about Karsuhon and the Midland Guard
before his meeting with Montegron, he is revamping the
armies to be better skilled against his new enemies.

Dervin DuCroix,
Paladin in Conflict

CR 9

Male Etlarnic human paladin 6/Knight of the Argent
Crescent 3
LG Medium humanoid (human)
Init +1; Senses Listen +2, Spot +2
Aura courage (10-ft. radius, allies gain +4 morale bonus on
saves against fear)

Defense
AC 25, touch 11, flat-footed 24
(+10 armor, +1 Dexterity, +4 shield)
hp 78 (6d10+3d8+27)
Fort +14, Ref +7, Will +10
Immune disease, fear
Offense
Spd 20 ft.
Melee +2 longsword +11/+6 (1d8+3/19-20)
Ranged +1 composite longbow +10/+5 (1d8+1/x3)
Special Attacks smite evil 2/day (+3 atk, +6 dmg), turn
undead 10/day (+5, 2d6+5, 3rd)
Spell-Like Abilities (CL 6th)
1/week – either remove curse or remove disease
1/week – remove disease
at will – detect evil
Spells Prepared (CL 3rd)
2nd—identifyD, shield other
1st—magic auraD, protection from chaos, resistance
D
domain spell; Domain Magic
Statistics
Str 13, Dex 13, Con 16, Int 14, Wis 15, Cha 16
Base Atk +12; Grp +17
Feats Cleave, Combat Casting, Extra Turning, Power
Attack, Quick Draw
Skills Diplomacy +13, Handle Animal +13, Knowledge
(arcana) +7, Knowledge (religion) +12, Ride +8, Sense
Motive +11, Spellcraft +6, Use Magic Device +8
Languages Common, Draconic, Etlarnish, Gildanesti
SQ aura of good (strong), divine grace, divine health, lay on
hands (18 points/day), lunar grace +2, special mount
Gear +2 full plate, +2 heavy steel shield, +2 longsword, +1
composite longbow with 20 arrows, holy symbol of
Tao-Shin

Thunder, Dervin’s Special Mount
N Large magical beast
Init +1; Senses low-light vision, scent; Listen +6, Spot +5
Defense
AC 18, touch 10, flat-footed 17
(+1 Dexterity, +8 natural, –1 size)
hp 45 (6d8+18)
Fort +11, Ref +6, Will +8
Defensive improved evasion, share saving throws
Offense
Spd 50 ft.
Melee 2 hooves +7 (1d6+4) and
bite +2 (1d4+2)
Space 10 ft.; Reach 5 ft.
Statistics
Str 19, Dex 13, Con 17, Int 6, Wis 13, Cha 6
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Base Atk +4; Grp +12
Feats Endurance, Iron Will, Run
Skills Listen +6, Spot +5
Languages empathic link
SQ share spells
Dervin DuCroix (Der-van’ Doo-Kroi’) (11/25/388 AD
- current) is an Etlarnic human Knight of the Argent
Crescent. A well-decorated soldier, Dervin was not only
almost denied entrance into the Etlarn Defenders when
he first enlisted, he was almost executed for treason. Since
then he has been sent on many of the most dangerous
solitary missions for the Defenders. This is due partially
because of his skill and partially because many of Etlarn’s
higher-ranking officials still do not trust him. Although
handsome, Dervin is short, even for an Etlarnic human,
with short dark brown hair and blue eyes.
The noble house of DuCroix had lived in Promesh for
centuries. Throughout the war with the Dragonkin Horde,
many DuCroix had supplied the city with materials needed
for defense. The situation changed in 394 AD. No longer
believing that the magocracy would be able to hold with
two out of the three Brethrens without magical ability,
Dervin’s parents, Lord Joehan and Lady Magern, betrayed
their nation and aided the Horde in taking over Promesh.
In return for the city, they were made governors. Although
Dervin’s prospects in the future looked greater, the treason
against Etlarn never sat well with him.
Nine years into their rule, Dervin committed his
own act of betrayal by helping an undercover agent of the
Defenders in escaping Promesh with a man of unstated
importance. Having broken them out, he tried to enlist in
the Defenders, hoping to free the city the Horde handed
to his family. Dervin DuCroix was instead arrested for the
crimes charged against his parents. Months later, with the
full details of how he aided the Defenders made known
to the courts in Etlarn City, his loyalty to his nation was
recognized, and he was cleared of the charges and allowed
to join.
Dervin’s training and performance were closely
watched over the following years. In the battlefield he
fought hard against both the dragons and those loyal to
them. In 413 AD, Dervin encountered his eldest brother
Lazar at the Battle of Yoref Field, killing him in honorable
combat. The battle hit Dervin hard, but he continued to
fight for Etlarn’s liberation. However many of Dervin’s
critics began to suspect that Dervin’s defeat of his brother
had broken him and now he was secretly working for his
parents and the Horde. Without evidence, Dervin was sent
on a series of solo missions where he was secretly tracked.
He committed no acts of treason and even uncovered
a long-term spy the Horde had successfully planted in the
ever-moving Anglem. However he was chastised when his

affair with a noblewoman was uncovered. As additional
punishment he was put on suspension for a year and
sent on a variety of missions in which he could redeem
his name. When the city of Promesh rebelled against the
Horde after the Starfall was undone, the DuCroix family
vanished into dragon-controlled territories. Since then,
Dervin has been accepted into the newly reconstructed
Knights of the Argent Crescent and is secretly trying to
gather information on where his family fled to.

Grigk’shreeztuc,
the Wandering Protector

CR 12

Male bakali barbarian 6/ranger of Jur’cikk [Habbakuk] 5
NG Medium humanoid (reptilian)
Init +7; Senses Listen +10, Spot +3
Defense
AC 22, touch 13, flat-footed 19
(+3 Dexterity, +5 natural, +4 shield)
hp 118 (7d8+6d12+52)
Fort +13, Ref +12, Will +6
Defensive improved uncanny dodge
Offense
Spd 40 ft.
Melee +3 light mace +19/+14/+9 (1d6+7)
and claw +11 (1d4+2) or
2 claws +16 (1d4+4) and
bite +11 (1d4+2)
Ranged +2 merciful longbow +15/+15/+10/+5 (1d8+2/x3
plus 1d6; nonlethal) or
+2 merciful longbow +15/+15/+10/+5 (1d8+2/x3)
Special Attacks favored enemies (aberration +2, humanoid
[elf] +4), rage 2/day (9 rounds)
Spells Prepared (CL 2nd)
1st—pass without trace
Statistics
Str 18, Dex 16, Con 18, Int 14, Wis 17, Cha 8
Base Atk +12; Grp +16
Feats Blind-Fight, Combat Expertise, Endurance,
Improved Grapple, Improved Initiative, Leadership,
Rapid Shot, Track
Skills Balance +8, Climb +10, Heal +8, Hide +8,
Intimidate +10, Jump +19, Knowledge (geography) +7,
Knowledge (nature) +8, Listen +10, Move Silently +10,
Profession (herbalism) +7, Search +8, Survival +13,
Swim +13
Languages Draconic, Elven, Hudieran, Sylvan
SQ animal companion (none currently), hold breath, trap
sense +2, wild empathy +4
Combat Gear eversmoking bottle; Other Gear +2 heavy
wooden shield, +3 light mace, +2 merciful longbow with
19 arrows, holy symbol
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Grigk’shreeztuc (Greegk-shreez-took’) (11/10/364 AD current) is a middle-age bakali who had been born and
raised in the city of Trel’ock in the Vacant Lands. In his
younger days he had an easier life in the fruitful region,
but during the Days of Darkness most of Grigk’s family,
including his parents, were among the forty thousand
bakali who died defending Trel’ock from annihilation.
Since then survival has become a fought-for luxury.
With the surrounding lands stripped bare of vegetation,
Grigk took up hunting in the renamed Pro’trok Hills
and the Tavacan Plains. Grigk aided the city when he
discovered that the vicious creatures augmented by the
taint of Chaos could be hunted and used for their meat.
Their prey was often horrific, but the large beasts provided
the people with the most food. Trel’ock turned away from
a vegetarian society, and many locals declared Grigk a hero
while those from other cities believed Trel’ock was falling
into barbarism.
When the cat-folk began to penetrate further
westward through the Tavacan Plains, Grigk left the food
gathering to others and conducted raids with the closest
allies against the incurring prides. In time bakali from the
other major cities came to respect his ability to fight the
feline elves, even if they continued to view him as a savage.
In 411 AD, after years of successful campaigns,
Grigk’s party was ambushed by the cat-folk. Many were
slaughtered, but Grigk was recognized and dragged into
the Wilds as a prisoner. Over the next several years he
was tortured and toyed with by several prides he had
defeated in past skirmishes. The elves joyfully referred to
his treatment as “worrying”, to see how long they could
figuratively shake him until he died.
Eight years later, a young Sekhnesti boy named
Revsaha took pity on the bakali and used herbs to put
the guards watching Grigk’s cage to sleep. Unfortunately,
Grigk was not in a clear state of mind when the boy opened
his cage, intending to give the bakali his freedom. After so
many years of torture at the hands of the cat-folk, Grigk
took the opportunity to lunge at the Sekhnesti child and
kill him before sprinting from his imprisonment. Unarmed
he killed six more in his escape: some intended harm, a
few didn’t. Unsure of his surroundings it would be another
month before he finally escaped the Wilds and returned to
his own people’s lands. Upon resting and receiving proper
care, he realized that he had murdered not only innocents
but also the one who had been his savior.
Feeling the shame hanging around his neck, Grigk
exiled himself from Trel’ock, swearing never to return
home or venture to any place that saw him as a hero.
Instead he swore to himself he would wander Adlatum,
hoping to better things and atone for his crimes. The first
place he traveled was back to the Kahkarian Wilds, but the
cat-folk were only interested in killing any bakali that came

close to their prides’ territories. Unable to seek forgiveness
from those he harmed, and with his own people finding
nothing wrong with him having killed just another one of
the hated Sehknesti, Grigk’shreeztuc continued his travels
elsewhere, hoping to find some peace for his soul.

Nigormi Krestbroke,
Voice of the Black

CR 15

Female black-scalebound Nordar noble 2/sorcerer 8/
loremaster 5
LN Medium monstrous humanoid
Init +5; Senses arcane sight, darkvision 60 ft.; Listen +5,
Spot +1
Defense
AC 24, touch 14, flat-footed 23
(+4 armor, +3 deflection, +1 Dexterity, +2 natural, +4
shield)
hp 119 (2d8+13d4+75)
Fort +13 (+15 vs. poison), Ref +12, Will +17
SR 19
Offense
Spd 20 ft.
Melee +3 spell storing dwarven waraxe +12/+7 (1d10+5/
x3) and
claw +4 (1d4+1)
Special Attacks inspire confidence 1/day
Spell-Like Abilities (CL 15th)
1/day – detect magic, know direction
Spells Known (CL 13th, +8 ranged touch)
6th (4/day)—acid fog, greater dispel magic
5th (7/day)—break enchantment, sending, teleport
4th (7/day)—charm monster (DC 19), fear (DC 19),
scrying (DC 19), solid fog
3rd (7/day)—clairaudience/clairvoyance, deep slumber
(DC 18), fireball (DC 18), slow (DC 18)
2nd (7/day)—detect thoughts (DC 17), elemental dart*
(DC 17), mirror image, resist energy, touch of
idiocy
1st (8/day)—charm person (DC 16), detect undead,
magic missile, shield, true strike
0 (6/day)—arcane mark, dancing lights, detect magic,
disrupt undead, light, mage hand, prestidigitation,
read magic, resistance
*From the Dragonlance Campaign Setting
Statistics
Str 15, Dex 12, Con 20, Int 16, Wis 12, Cha 20
Base Atk +7; Grp +9
Feats Empower Spell, Heighten Spell, Improved Counterspell, Improved Initiative, Silent Spell, Skill Focus
(Knowledge [arcana]), Widen Spell
Skills Bluff +14, Concentration +16, Decipher Script +10,
Diplomacy +15, Gather Information +7, Intimidate
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+7, Knowledge (arcana) +21, Knowledge (history)
+10, Knowledge (local) +10, Knowledge (nobility and
royalty) +15, Listen +5, Profession (sailor) +3, Sense
Motive +6, Spellcraft +23, Swim +3, Use Rope +3
Languages Aquan, Common, Dwarven, Trejori
SQ bonus class skill (Spellcraft), favor +1, lore +10,
loremaster secrets (bonus feat, lore of true stamina,
secret knowledge of avoidance), reef dwarf traits, save
bonuses
Combat Gear +3 spell storing dwarven waraxe (touch of
idiocy currently stored), lesser empowering metamagic
rod, potion of cure serious wounds (CL 15th), ring of
counterspells (dispel magic currently stored), wand of
invisibility (21 charges), wand of magic missile (CL 7th;
32 charges); Other Gear +3 mithral buckler, amulet of
health +2, bracers of armor +4, cloak of resistance +3,
crystal ball, ring of protection +3
Special
Arcane Sight (Sp) Nigormi has a permanent arcane sight
spell on herself.
Save Bonuses (Ex) Nigormi has a +2 racial bonus on saves
against magic sleep effects and paralysis, in addition to
the normal dwarven +2 racial bonus on saves against
spells and spell-like effects.
Nigormi Krestbroke (Ny’-gor-mi Crest’-broke) (5/16/298
AD - current) is the junior member of the Tashramadic
Council and the voice of the Black Elder Dragon Xyvren.
Her ascension to the post was a few months after
Montegron’s outing of the Elder Dragons as the head of the
church after her predecessor Praustin Hyvon Oryno was
declared missing and possibly dead. Krestbroke is a Nordar
dwarf who fled the Ironvald Empire after she had become
wanted for numerous crimes.
Born into a wealthy and influential home, Nigormi’s
parents and other relations were constantly plotting to
put themselves into a better light with the Emperor, or
they would be attempting to undermine the royal seat in
hopes of one day securing it for themselves. On Nigormi’s
seventy-fifth birthday, her parents’ plans against the throne
were revealed by her older brother, who had turned spy
for the Lord Protector. A raid on their estate in Ironvasser
resulted in the deaths of both Lord and Lady Krestbroke
and many of her extended family. Nigormi escaped with
the aid of family business partner who had lusted after
her for years. Once the man got her away on his ship, she
killed him, seizing control of the vessel. By the time she was
out into the deep sea, Nigormi and her brother Shomach
were the only members of the Krestbroke family still alive.
Shomach was then honorarily adopted into the Lord
Protector’s family as a “beloved cousin”.
With a bounty on her head, Nigormi fled into the
Midlands. While there she continued training herself

in arcane arts, but she also took to pirating in hopes of
rebuilding enough wealth in order to seek revenge against
Shomach. Although she aims were proving fruitful for
years, her hopes were dashed during the Days of Darkness
when the six ships she had acquired were sunk by Chaos’
demonic horde. With her wealth spread out across her
ships, she was penniless.
For years Nigormi used her magical talents to find
money when she the food ran scarce. The need for survival
replaced her need for revenge. In 391 AD, she was stiffed
on payment for a bounty on a murderer she killed while
defending herself. The local Trejori officials refused to get
involved since the killer’s guilt was still in doubt by some.
Without money or food, she found a Tashramadic shrine.
Upon entering the building, for the first time in her life she
prayed.
Seeing a fellow spellcaster down on her luck, the
priests took her in. Having lost all shame, she accepted
the aid. Nigormi came to learn that the northwestern
branch (also known as the black branch) was dedicated to
expanding the world’s knowledge in the arcane and magic
in general. Having nowhere else to go, she dedicated herself
to the church and its pursuits.
With economic backing in addition to a steady influx
of necessary supplies, Nigormi proved herself to be an
expert in her field. She had also written several papers
theorizing how the ambient magic currently available
could be used to temporarily mimic the lost focus arcane
spells available before the Starfall. Her theories were later
shown to be incorrect after the Starfall was undone, but
at the time her ability to analyze and theorize in detail
let her make a name for herself within the Holy Land of
Barja Pendan. In time, the Black Elder Dragon Xyvren
himself began testing some of her theories in his attempts
to break himself free of the Holy Land. Soon, Nigormi was
informed of the black dragon’s existence. Impressed by
the power behind the church, she redoubled her efforts
in development and research in the magical arts. Upon
learning of her family’s background in the Ironvald Empire,
Xyvren also inquired to her on techniques in political
manipulation.
During the late winter of early 421 AD, Nigormi was
placed as a temporary head of the research groups in Barja
Pendan. The actual head, Martrya Morgan, had been sent
north to inform High Priest Oryno of Montegron’s outing
of the Elder Dragons and to assist him in an undisclosed
project. None of the clergy who left on that excursion ever
returned.
After a month without word from Oryno, Xyvren
appointed Nigormi to replace him. This was a shock to
Nigormi, especially since this meant that she would now
have to focus more on her political training as opposed to
her researching skills. Several times Nigormi has been seen
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in conference with King Durandae of Trejor. It is rumored
that soon the king will be making an announcement stating
that he is siding with the church in the upcoming conflict
between the Sovereignties and the Tashrama.

Calhan Mar’Troon, 		
Lord Marshall
CR 13

Male Gildanesti fighter 7/duelist 7
NG Medium humanoid (elf)
Init +8; Senses elvensight (darkvision 30 ft., low-light
		vision); Listen +13, Spot +6
Defense
AC 24, touch 14, flat-footed 20
(+6 armor, +4 Dexterity, +4 shield)
hp 109 (14d10+28)
Fort +9, Ref +11, Will +7 (+9 vs. enchantments)
Defensive elaborate parry, enhanced mobility; Immune
		sleep; SR 17
Offense
Spd 30 ft.
Melee +3 rapier +21/+16/+11 (1d6+4/18-20)
Ranged +2 composite longbow +20/+15/+10 (1d8+2/x3)
Special Attacks acrobatic charge, precise strike +1d6
		
Statistics
Str 12, Dex 19, Con 14, Int 16, Wis 16, Cha 16
Base Atk +14; Grp +15
Feats Dodge, Improved Initiative, Leadership, Mobility,
Mounted Combat, Quick Draw, Ride-By Attack,
Spring Attack, Weapon Finesse
Skills Diplomacy +13, Handle Animal +19, Hide +14, Jump
+9, Knowledge (nobility & royalty) +11, Listen +12,
Perform +19, Ride +20, Tumble +14
Languages Common, Elven, Etlarnish, Gildanesti, Goblin
SQ canny defense*, grace*, improved reaction +2. *Not
applicable due to armor & shield.
Combat Gear dust of appearance, potion of levitation (2);
Other Gear +4 leather armor of spell resistance (17),
+3 buckler, +2 composite longbow with 20 arrows, +3
rapier, ring of chameleon power, rope of climbing
Calhan Mar’Troon (7/12/329 AD - current) was a young
Gildanesti noble who began to make a name for himself
towards the end of the Years of Silence. He was the
commander of a small outpost in the Disputed Territories
with Thule, and began to make a name for himself through
a series of clashes with the goblins. After a few years, he
was promoted to the Command of the Northern Regions
of Gildanesti.
As Commander, he learned of a large black dragon
that had been devastating the southern regions of Etlarn
and the northern villages of the Republic. He made this his
highest priority, and put his entire Command on tracking

down this terror. With very little loss of his forces, he was
able to defeat the menace. This brought a lot of fame to
Calhan, and the people of the northern villages and Twelve
Towers began to revere him.
His exploits caught the eye of the current corrupt Lord
Marshal Cadminian Levardus in 382 AD. A conspiracy
was cooked up between the Lord Marshal and the other
corrupt members of the Synod. They viewed Calhan
as a threat since he was growing in popularity among
the populous. The Lord Marshal started a war with the
Corinesti, which Calhan did not agree with and spoke out
about. Calhan had always viewed the Corinesti as a good
people, and an ally the Gildanesti should keep. Secretly, he
had kept in contact with the daughter of the Speaker of the
Tide, Emeranta. In paranoia, the Lord Marshal ordered the
assassination of Calhan.
This was a huge mistake, because the assassins
came to kill Calhan, and never got within fifty feet of the
Commander before being captured. They were summarily
“questioned”, and then executed as traitors to the Republic.
The Northern Legion revolted and began a march to
Elinost, with the Southern Legion and Home Legion called
back to the capital to defend it against the rebels.
The Lord Marshal began a lengthy diatribe against
Commander Mar’Troon, which resulted in the complete
revolt by the Southern Legion. They held great respect
for the Commander since he had fought by the side of
many of them, and been a regular soldier, while the Lord
Marshal had never served outside of Elinost being a career
politician. The Lord Marshal left his legions, and retreated
behind the safety of the walls of Elinost.
The Home Legion sent heralds and envoys to Calhan,
who at the same time presented to all the evidence against
the Lord Marshal. This not only included the failed assassination, but evidence that the Lord Marshal traded in
drugs and slaves, which he had done since the beginning
of his promotion of Lord Marshal. The Lord Marshal
was arrested, and brought to trial. At the trial, the Lord
Marshal challenged Calhan to a duel with the winner being
the innocent one. Calhan accepted.
Calhan easily won the duel, but a scratch from the
Lord Marshal’s blade poisoned him, knocking him to the
ground. At this time, Chaos struck Krynn with his invading
armies. Disir were summoned up, and they attacked
Elinost. Even though the poisoning was mortal, it was slow
acting. Calhan would lead the armies of Gildanesti against
the Disir, eventually defeated them, and killed the Disir
Queen.
Following these victories, Calhan collapsed from the
poison just outside of the Synod. A strange elf of unusual
coloration arrived and couched Calhan. Flames coated the
fallen hero, but did not burn him. He was restored back
to full health, and the elf vanished. Calhan was promoted
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to Lord Marshal, and he declared that he would cleanse
Gildanesti of the forces of Chaos.
He would spend the next four years reclaiming the
undead infested city of Twin Sails, and other chaostouched areas left over from the initial conflict. Following
these victories, he began to reconstruct the fractured
alliance with the Corinesti. As a sign of reconciliation
between the two races, Calhan married Emeranta, the
daughter of the Speaker of the Tide in 387 AD. This was
not only a marriage for political reasons, but the two had
been keeping in contact with each other over the years
since they had first met as children, which had blossomed
into love.
During the Time of the Prophet, Calhan was troubled
by what he saw coming from the Midlands. He built strong
alliances of mutual defense with Etlarn and Onar. Calhan
then turned attention to some of the members of the
Synod, and began to gather evidence to remove them from
power. Calhan also did not waste any time. The War of the
Prophet began in the Midlands shortly after the disappearance of Darga Nos (Takhisis), and he proposed for
the creation of a fourth legion. He saw that the Gildanesti
would not be kept out of this war forever.

Montegron,
Great Sovereign Lord

CR 22

Male Midlander human fighter 8/legendary tactician 10/
blackguard 4
LE Medium humanoid (human)
Init +0; Senses Listen +3, Spot +3
Aura despair (10-ft. radius, opponents are -2 saves)
Defense
AC 37, touch 16, flat-footed 37
(+13 armor, +4 deflection, +2 luck, +2 natural, +6
shield)
hp 182 (12d10+10d8+66)
Fort +27, Ref +13, Will +16
DR 3/-; Resist electricity 5, fire 10
Offense
Spd 30 ft.
Melee +4 keen dragonmetal longsword of speed
+30/+30/+25/+20/+15 (1d8+6/17-20) or
staff of power +28/+23/+18/+13 (1d6+6)
Ranged +4 heavy crossbow +26 (1d10+4/19-20)
Special Attacks direct troops, inspire courage (+4; 4/day),
poison use, smite good 1/day (+5 atk, +4 dmg), sneak
attack +1d6
Spell-Like Abilities (CL 4th)
at will – detect good
Statistics
Str 18, Dex 10, Con 17, Int 17, Wis 17, Cha 20
Base Atk +22; Grp +27

Feats Cleave, Far Shot, Great Cleave, Improved Sunder,
Leadership, Mounted Archery, Mounted Combat,
Point Blank Shot, Power Attack, Precise Shot, Quick
Draw, Ride-By Attack, Spirited Charge, Trample
Skills Bluff +22, Climb +9, Diplomacy +30, Handle Animal
+10, Hide +5, Intimidate +30, Knowledge (religion)
+10, Ride +15, Sense Motive +28, Swim +5, Use Magic
Device +17
Languages Common, Dwarven, Gnome, Hudieran, Trejori
SQ aura of evil (moderate), battle standard, dark blessing,
hard march, leadership bonus +5, rally troops, rout
enemies, strategic retreat, the forlorn hope
Combat Gear helm of teleportation, potion of cure serious
wounds (4), potion of tongues, staff of power; Other
Gear +5 dragonmetal full plate of etherealness, +4
dragonmetal heavy shield of fire resistance, +4 keen
dragonmetal longsword of speed, +4 heavy crossbow
with 20 bolts, amulet of natural armor +2, belt of giant
strength +4, boots of striding and springing, ring of
protection +4, ring of feather falling and regeneration,
tassel of grounding* (electricity), holy symbol (Rasala
3.
Hage). *New item described in Chapter 3
Special
Lost Abilities (Su) Due to the disappearance of Rasala
Hage at the beginning of the Midland Civil War
(War of the Prophet), Montegron is unable to cast
blackguard spells or command undead.
Vast Resources (Ex) Lord Montegron has a large expanse
of items not specifically listed here that have been
collected by him and his servants over the decades.
Although these items are not on his person at all
times, a DM should feel free to equip Lord Montegron
will additional items if circumstances in-game allow
for preparation and access. This does not apply to
artifacts or relics of great note within the setting, but
Montegron’s full arsenal is at the DM’s digression.
Montegron (1/1/357 AD - current) is the Great Sovereign
Lord of the Midland nations. He was born to a middleclass
family of merchants in a small hamlet a few miles southeast
of Tavlanor in Bhadlum. He was the eldest of seven siblings
and from a young age knew that he was destined for
greatness. At the age of twelve, he had his father sign him
to train under his hometown’s Fortmaster. His father did
not want to do it, and instead had Montegron take over the
family business. He threatened to leave the family if they
did not allow it, and finally his father relented.
The Fortmaster, Rondor Megand, was a very tough
master to train under. He had little sympathy for the
“rich merchant boy” that he was to train, but Rondor saw
the smart mind that Montegron had. Montegron never
really saw himself has being very religious, but after one
particular day that was tough a goddess came to him.
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Rasala Hage came to him during a dream, and promised
him great power if he would accept her as his goddess.
He agreed in his dream, and almost immediately the next
day he felt the changes coming upon him. He finished his
training faster than anyone who trained directly under a
Fortmaster, and he was ready to join war parties by the age
of fourteen.
Some veteran warriors scoffed at the notion of a
fourteen year old boy leading them into battle against the
minotaurs to the north. They quickly changed their minds,
when the power and mind of this boy became apparent to
all. In their first skirmish over the border, he led his band
of ten to victory over a group that was twice their size in
numbers. Montegron himself slew eight and captured two
of the minotaurs while gaining the respect of his men.
Montegron’s men did not suffer a single casualty.
For the next twelve years, Montegron made a name
for him and stayed in charge of a small group of elite
soldiers. This group of traveling soldiers made a name for
themselves, growing in size more and more. The High
Sheriff (King) of Bhadlum would summon them for their
assistance in major attacks or defenses. This was the
forerunner for what would become the Midland Guard in
later years.
During the Days of Darkness, the dwarves of Adlar
opened a chamber deep in their Path. This released the
forces of Chaos upon all of Adlatum. Many of the armies of
the Midlands fled from these unholy warriors, but luckily
Montegron and his soldiers rallied the other nations to
defeat the Darkness. With the defeat of Chaos, the gods left
Krynn, and Montegron temporarily lost his deity as well.
But he had saved the life of a man named Jermon Cavlin
who in turn dedicated his life to serving the great hero. He
is bestowed an honorific of Lord by the newly appointed
High Sheriff Mendel Haeg.
The following year the Tashrama approached the
hero and presented a great temptation. In return for his
allegiance, they would unite the devastated Midlands
under his rule. He would be in a position of great influence
but still subservient to the church. Instead he turned
the plan against them. Rejecting the offer, he spoke to
the High Sheriff and proposed an identical plan, but this
time without the church’s hand. Haeg accepted the idea
of a unified Midlands if Montegron could stabilize the
other nations and have them agree to the concept of a
government ruling over the nations.
Cavlin followed Montegron as he traveled the
Midlands, gathering those loyal to the civilized regions
of the Midlands and to Montegron’s dream of a grand
future. Over the following years, monarchies were restored,
protected, and installed. In time each of the Midland
nations bent knee to their savior.

With the loss of his goddess though, Montegron
became increasingly paranoid, and he surrounded himself
with only humans, dwarves, and gnomes. His prejudice
really became apparent against the other races of Adlatum,
eventually making laws against them.
In 396 AD, an Avanesti came to Montegron with
knowledge of an old legend concerning the Volumes
and an army of the dead. She had been cast out as a
Fallen among her people, and would only go by the name
“Prophet”. She believed that the restless souls of late might
have had something to do with this. Montegron took her
on as an advisor but was shocked to find that she was an
elf. Instantly he had feelings for her, and he took her on as a
lover. The Prophet had no idea about the true intentions of
Montegron that he wanted to use the Volumes for himself.
She believed him an honorable man who desired security
and safety for his citizens.
In time Rasala Hage revealed to Montegron that she
was still present in the world in a vastly weakened state,
but that her power was growing. He learned that she had
been the cause of all the restless souls wandering around.
She instructed Montegron to use the Prophet to gain the
Volumes, and then to begin a war of conquest for the rest
of the continent. Montegron used the words of the Prophet
to begin a steady build-up of his legions of warriors and
secretive necromancers. The Tashrama was decided to be
the first target.
In 406 AD, the red branch of the Tashrama launched
an early attack against the Sovereignties. With Rasala
Hage’s aid, Montegron led the forces of three nations
against the army and won a decisive victory. The red
branch successfully convinced the public that the army
defeated was a massive Oguna raid from the north. The
popularity of the Great Sovereign Lord reached record
heights. Still, the battle was a foreshadowing of the conflict
to come.
Over fourteen years pass. Montegron’s forces were
near ready to launch their war against the Tashrama.
Sending riders out to every ruler of the Midlands,
Montegron passed on the knowledge he gained from
his goddess that the Tashrama was truly run by five
powerful dragons and not the true gods of Krynn. Several
of the church’s branches were decimated as disillusioned
followers left the church.
Six months later, in 421 AD, Montegron was finally
ready to launch his war against the Elder Dragons. But the
day before the attack would commence to start the War
of the Prophet, Takhisis and the souls that Montegron
had in support vanished. Furthermore, that evening the
Brotherhood of the Prophet, led by the Prophet’s own
brother, helped her escape from Montegron’s control. The
following day, an old, scared, and paranoid, Montegron
declared that the Prophet had foreseen that today was the
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day the war would begin. His forces are launched against
the neighboring Holy Land of Breenaak where the White
Branch of the church calls home, instigating civil war and
the War of the Prophet.

Pahgan, Young Mama in Training CR 5
Female Voda kunda cleric of Danbhala [Zivilyn] 5
NG Small humanoid (kunda)
Init +2; Senses darkvision 60 ft.; Listen +3, Spot +3
Defense
AC 16, touch 13, flat-footed 14
(+2 armor, +2 Dexterity, +1 natural, +1 size)
hp 26 (5d8)
Fort +4, Ref +3, Will +7
Defensive uncanny dodge
Weakness shadow of death
Offense
Spd 20 ft.
Melee +1 quarterstaff +4 (1d4)
Ranged sling +6 (1d4-1)
Special Attacks turn undead 4/day (+3, 2d6+7, 6th)
Spell-Like Abilities (CL 5th)
1/day – speak with dead (willing spirits only; duration
1 minute)
at will – detect undead
Spells Prepared (CL 5th, +6 ranged touch)
3rd—locate objectD, remove curse, searing light
2nd—auguryD, consecrate, lesser restoration, status
1st—bless water, comprehend languages, hide from
undead, sanctuary (DC 14), true strikeD
0—create water, detect magic, detect poison, mending,
purify food and drink
D
domain spell; Domains Insight, Repose
Statistics
Str 8, Dex 14, Con 11, Int 15, Wis 17, Cha 13
Base Atk +3; Grp –2
Feats Improved Turning, Investigator
Skills Concentration +8, Diplomacy +8, Hide +6,
Knowledge (history) +6, Knowledge (religion) +7,
Knowledge (the planes) +6, Open Lock +4, Sense
Motive +7, Sleight of Hand +4, Spellcraft +6
Languages Common, Dwarven, Etlarnish, Kundaspeak
SQ shadow of death
Combat Gear elixir of hiding; Other Gear +1/mwk
quarterstaff, amulet of natural armor +1, mwk leather
armor, sling with 20 bullets
Pahgan (Pah’-gahn) (12/14/404 AD - current) is a Voda
kunda who has been traveling on Terratrek with several
others from her tribe. In addition, Pahgan has been
studying in hopes of becoming one of the tribes’ shamans,
thus earning the Voda honorific Mama. Although she has
been traveling for a few years now, she has still not chosen

a last name for herself. Even though most of her friends
dress in the colorful assortments of clothing and jewelry
usually donned by the Voda, Pahgan usually stays in the
common variant style of black garbs with silver jewelry.
Even for the kunda, she is short and slightly stocky for her
kind.
Only sixteen years of age, Pahgan has proven herself
an excellent student in the ways of Voda shamanism under
Papa Drecanle Farlife. When her desire to Terratrek struck
the very early age of fourteen, many of her older friends
coming upon the Age of Travel joined her, shrugging off
any desires to go their separate ways. Since then they have
been traveling Adlatum exploring the various cultures,
learning about various funeral practices, ways the dead
are cared for, and how the different peoples view the
afterlife. In addition to these, Pahgan has also performed
séances and recently acted as a medium for the departed to
communicate with the living.
Although Pahgan has an extremely bubbly personality,
her joyful eagerness in talking about the dead and some of
the more bizarre rituals she’s come across has resulted in
many non-Voda trying to keep distance from her. Often
she claims to have seen things that go against common
thought and theory, even among the Voda, when it comes
to death and the undead. Her friends Kiera and Shaabo
sometimes believe her tales, but since she has failed to
prove many of the odd things she had witnessed (for
instance, seeing part of the soul of the former High Chief
of Teusten being digested by his friends and family) often
her traveling companions dismiss her wondrous claims
as flights of fancy. When not believed, she has a strong
tendency to pout.
Regardless of her sometimes unsettling nature, Pahgan
and her companions are very eager to help anyone she
comes across, whether they wish to be in the presence
of a death-kunda or not, whether they are dead or not,
and whether they wished to be helped or not. Although
extremely fascinated by the dead, she very much wants to
help the living as well when things go bad because “most
dead people used to be alive at one point.”

The Prophet,
the Fallen Messenger

CR 13

Female fallen Avanesti cleric of Dusios Vidu [Zivilyn] 6/
righteous zealot 7
NG Medium humanoid (elf)
Init+5; Senses elvensight (darkvision 30 ft., low-light
Init
vision); Listen +5, Spot +7
Defense
AC 18, touch 18, flat-footed 13
(+3 deflection, +5 Dexterity)
hp 67 (6d8+7d6+13)
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Fort +8, Ref +9, Will +13 (+18 vs. enchantments)
Immune sleep
Offense
Spd 30 ft.
Melee +2 quarterstaff +8/+3 (1d6+1)
Ranged +1 javelin +13 (1d6)
Special Attacks oration 7/day (compelling argument
[DC 21], condemning tirade [DC 21], enthralling
discourse), turn undead 7/day (+6, 2d6+10, 6th)
Spells Prepared (CL 6th, +6 touch)
3rd—clairaudience/clairvoyanceD, cure serious wounds,
helping hand, locate object
2nd—detect thoughtsD (DC 15), eagle’s splendor, find
traps, restoration, summon monster II
1st—comprehend languages, detect secret doorsD, divine
favor, endure elements, shield of faith
0—cure minor wounds, detect magic, light, purify food
and drink, virtue
D
domain spell; Domains Knowledge, Meditation

The Prophet of the
Sovereignties

Statistics
Str 8, Dex 20, Con 12, Int 14, Wis 16, Cha 18
Base Atk +7; Grp +6
Feats Empower Spell, Leadership, Run, Still Spell, Track,
Widen Spell
Skills Bluff +9, Concentration +13, Diplomacy +16,
Knowledge (religion) +10, Perform (oratory) +20,
Search +3, Sense Motive +8, Speak Language x1,
Survival +9, Use Magic Device +5
Languages Common, Dwarven, Elven, Gildanesti
SQ gather followers +2, righteous indignation+4 (3/day),
wingless
Combat Gear decanter of endless water, potion of cure
moderate wounds (2); Other Gear +1 javelin, +2/+2
quarterstaff, cloak of elvenkind, ring of protection +3,
rod of metal and mineral detection, holy symbol, one
Volume of the Prophet (which Volume is unknown)
Special
Empower (Su) Once per day, the Prophet may cast
one spell as though it had the Empower Spell feat
applied to it. However, she casts the spell at its
normal level, not at two levels higher, and uses the
normal casting time of the spell.
The Prophet of modern day is a person surrounded
by mystery. She was born to the powerful
Avanesti Yaweanalumn family in Avanost.
She and her brother, Voronfelmos, and sister,
Evadaeriana, were triplets; the only set ever of
elven birth. Many elves saw this as a sign of
something great that would be happening in
their lifetime, but things began to fall apart for
the family. For some unknown reason, Voron was
cast from Avanost as one of the Fallen, and he was
never heard from again. Her sister Evadaeriana rose
quickly in the ranks of the military, but the elven
woman later known as the Prophet was yet to have
done anything with her life, even though most
thought of her as being the most beautiful among
an already beautiful race.
One day, as she was spending yet another
day wandering her family’s beautiful garden, she
came to the pond. There she beheld something
that would forever change her life. A god
was standing there waiting. It said its
name was Dusios Vidu and claimed to
have a message for her, of times that
were to come of war and destruction. The
god told her to seek out the Volumes in the world
and gave her a small glimpse of the future that would
come. This glimpse changed the Prophet for the rest
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of her life. The irises of her eyes immediately turned to
white, although her vision remained perfect.
She ran from her meeting with Dusios to her family,
raving about the wild things she had witnessed. After
several days, she met with the leaders of Avanost, and the
elves thought that she had gone mad. Instead of dealing
with her, they branded her as Fallen and cut off the
beautiful wings that had been her pride and joy. While
she was still in shock, she was taken to the mainland of
Adlatum and dumped with no food or water. The Avanesti
removed all record of her existence from their city,
including her name.
She was able to survive on her own, and for several
years she lived alone and contemplated what to do and
where to go with her life. Alone she hunted for the
Volumes on Adlatum, and over the course of the next one
hundred years, she was only able to track down one of the
Volumes. She kept this book secret on her, even from those
she thought she trusted. She realized though, that she
would never be able to find all the Volumes on her own.
Upon hearing of a great and valiant leader in the west, she
traveled to the Midlands with her prophecy.
In 396 AD, the Prophet spoke with Montegron and
was impressed with the confidence that he had and what
she felt was genuine goodness for the people of Adlatum.
She became infatuated with him, and they became lovers
with Montegron promising to get her people to assist in
finding the Volumes. She didn’t know that he wanted to
find them for himself.
Over the years, she followed fruitless lead after
fruitless lead. Over time she began to grow disheartened as
she slowly came to know Montegron. She finally realized
that he was not what she believed him to be, and with the
weight of the coming war on her conscious, her sanity
began to slip. Unseen to anyone else, blood appeared on
her hands, permanent stains caused by her own poor
judgment to remind her that the coming deaths were
her fault. Before she fell into total insanity and despair,
the Brotherhood of the Prophet arrived to rescue her
from Montegron’s control. To her surprise, her brother
Voron arrived with some of the Brotherhood to ease
her misgivings. With his aid a majority of her sanity was
restored, but the bloody stains on her hands, unseen by
anyone but her, remained. Still keeping the one Volume of
the Prophet she had on her secret, she escaped with them.
Together with other adventurers, including one woman
who claims to be Lord Montegron’s niece, they set out to
find the Volumes, even if it took the rest of their lives.

Torvalin Rochecorvenath,
Voice of the Blue

CR 18

Male blue-scalebound Corinesti expert 4/mystic of
Knowledge 10/righteous zealot 4

LG Medium monstrous humanoid (aquatic)
Init –1; Senses darkvision 60 ft., low-light vision,
underwater blindsense 30 ft.; Listen +6, Spot +6
Aura emboldening presence
Defense
AC 25, touch 12, flat-footed 25
(+7 armor, +3 deflection, –1 Dexterity, +2 natural, +4
shield)
hp 111 (8d6+10d8+36)
Fort +14, Ref +7, Will +24
Immune charm, compulsion, sleep
Weakness surface sensitivity
Offense
Spd 30 ft., swim 30 ft.
Melee +3 shocking burst trident +16/+11/+6 (1d8+4 plus
1d6 electricity) and
claw +8 (1d4)
Ranged +2 light crossbow +11 (1d8+2/19-20)
Special Attacks oration 4/day (compelling argument [DC
17], enthralling discourse)
Spell-Like Abilities (CL 18th)
1/day – detect magic, know direction
Spells Known (CL 10th, CL 11th for divination spells, +11
touch)
5th (4/day)—mass inflict light wounds (DC 21), true
seeingD
4th (6/day)—death ward, divinationD, sending
3rd (7/day)—blindness/deafness (DC 19), clairaudience/clairvoyanceD, prayer, protection from
energy
2nd (8/day)—calm emotions (DC 18), cure moderate
wounds, detect thoughtsD (DC 18), remove
paralysis, status
1st (8/day)—bless, detect evil, detect secret doorsD,
divine favor, protection from evil, remove fear
0 (6/day)—create water, cure minor wounds, detect
magic, detect poison, guidance, light, purify food
and drink, read magic, virtue
D
domain spell; Domain Knowledge
Statistics
Str 12, Dex 9, Con 15, Int 18, Wis 22, Cha 17
Base Atk +12; Grp +13
Feats Combat Casting, Craft Wondrous Item, Eschew
Materials, Extend Spell, Leadership, Negotiator,
Persuasive, Scribe Scroll
Skills Bluff +13, Climb +1 (+3 using ropes), Concentration +12 (+16 casting defensively), Diplomacy +25,
Disguise +7 (+9 in character), Escape Artist –1 (+1
using ropes), Gather Information +11, Handle Animal
+8, Heal +16, Intimidate +17, Knowledge (geography)
+11, Knowledge (history) +9, Knowledge (local) +11,
Knowledge (nobility and royalty) +9, Knowledge
(religion) +14, Perform (oratory) +8, Profession
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(porter) +13, Ride +6, Sense Motive +18, Spellcraft
+14, Survival +6 (+8 avoid hazards), Swim +16, Use
Rope +6
Languages Aquan, Common, Dwarven, Elven, Etlarnish,
Hudieran, Igurni, Minotaur, Trejori
SQ amphibious, gather followers, righteous indignation +3
(2/day), save bonuses, seasense
Combat Gear potions of eagle’s splendor (2), scroll of call
lightning storm, scrolls of restoration (2), wand of cure
light wounds (CL 5th; 47 charges), wand of summon
monster IV (14 charges); Other Gear +4 studded
leather, +3 buckler, +3 shocking burst trident, +2 light
crossbow with 10 bolts, amulet of health +2, cloak of
resistance +3, hat of disguise, ring of feather fall, ring of
protection +3, silver holy symbol
Special
Emboldening Presence (Su) Torvalin is immune to
all charm and compulsion effects. Allies within 30
feet of Torvalin are similarly immune, even if they
are unaware of his presence or if Torvalin is held,
paralyzed, or unconscious.
Save Bonuses (Ex) Torvalin has a +4 bonus on saves
against enchantment spells and effects, and a +2 bonus
on saves against paralysis.
Torvalin Rochecorvenath (Tor-vah’-lin Roech-cor’-vehnath’) (9/3/584 PD - current) is the oldest member of
the Tashramadic Council and is the voice of the Blue
Elder Dragon Seresayon in the church. He is a full-blood
Corinesti who had long given up his connections within
the Trading Guilds, hoping to find a peaceful yet rewarding
life. Although he is reaching the final years of his extraordinarily long life, he has succeeded in keeping himself fit
and active. Torvalin is a soft-spoken man who is blunt in
his opinions and what he thinks of others, yet he is kind
and understanding to those who he believes to be wronged.
Upon becoming one of the Scalebound, he elected to honor
the humans and dwarves he had become friends with over
the years by augmenting his “unscaled” guise so that he
would have a white short trimmed beard and mustache. To
those outside the church, he lets them believe he extreme
age is what allowed him to have the facial hair.
The Rochecorvenath family was never a major name
in any of the Corinesti Guilds. Throughout his childhood,
Torvalin worked as a hired hand, mainly in cargo loading.
After decades of seeing no reward for his work as profits at
the time were horded by local guild leaders, Torvalin quit
and began traveling, hoping to find a more fulfilling life.
For centuries he wandered the sea, occasionally doing odd
jobs for money.
In 429 PD, Torvalin expanded his wanderings to
include dry land. He discovered that my remaining close to
rivers and lakes, he was able to venture inland tremendous

distances. Torvalin even discovered a love for mountain
hikes and the people above the ocean’s surface. Six years
later he ended his wanderings and took a human woman
for a wife, Stephana Meyar. The two had several children,
but eventually Stephana passed away of heart failure at the
age of 92. Centuries later, shortly after the Drowning, he
would even outlive his children. Soon he bid farewell to his
grandchildren and great-grandchildren before returning to
a life of travel and reflection.
In 193 AD, Torvalin had at last made contact with
his family again, meeting his primarily human descendant
Adalis Rochecorvenath and his family while visiting the
nation of Dhu. After pleasant discussions, he learned
Adalis was a cleric in the Tashrama’s blue branch. Open to
new ideas, Torvalin learned about the branch’s teachings of
dedication to hard work while taking pride in the accomplishments done. By 203 AD, the family was invited to
enter and reside in the Holy Land of Heaventide. Adalis
invited Torvalin to join them, and since he was of direct
blood relation he was allowed to come. Upon laying his
eyes on the beautiful cavern for the first time, Torvalin
knew he had found his purpose in life and joined the clergy.
In addition to matters of the church, Torvalin focused
many of his attentions to farming and cultivating sections
of the Holy Land, especially near the underground bay.
Surrounded by friends and family who were willing to work
hard for a better life, Torvalin believed he had once again
found the great peace and love, partially fill the hole left
by Stephana’s death over half a millennia ago. He came a
devout believer in the Tashramadic god Almissaive, and
often had conversation with the god’s consort Seresayon,
whom he believed was a human blessed with long life by
the love of the powerful god.
Seresayon took much of his wisdom to heart, but
issues sprang up over his standing in the church in 324
AD, when he refused further promotion within the church
ranks. Torvalin stated that the years were slowly having
their affect on him, and that although he was willing to
always impart “word and ear” to those who came to see
him, he believed the right guide the future was something
better left to the young. ‘The wisdom of the old should
aid the youthful future of the world, but never should the
world be held by those who wish it to be only a prolonged
reflection of the past.” And so for the next fifty years,
Torvalin remained a middle-ranking cleric blessed to live
within the boundaries of paradise.
The Days of Darkness proved cruel to the church.
As the forces of Chaos attempted to tear Krynn apart,
Almissaive stood defiant and sacrificed his life to save his
servants in the last moments before the Starfall. Possibly by
miracle, the “divine” nature of Almissaive was transferred
into Seresayon, whose draconic nature was revealed prior
to laying a clutch of eggs. The head of the blue branch
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of the church, Jur Canan, shouted out to everyone that
the blood of the god lives on in “his greatest of servants,
the one who is now as he was.” After praising the god
Seresayon, Jur Canan dropped dead. Frightened by the
events, Seresayon tried to flee Heaventide, but she was
now bound to the lair as her lover way. Upon her return
Torvalin spent much of his time calming her fears of the
future, while most others were chanting her name and
praying to her.
Seresayon offered Torvalin Jur’s seat as head of the
branch, but again the man declined for the same reasons
as before. The seat in the Tashramadic Council eventually
fell to Kamea Laka, a middle aged human woman born
in Dhu who had already begun the process of becoming
Scalebound. Torvalin returned to tending his farm and
gardens while reaffirming people’s faith in their new god,
and ever so often he would not only pray to his goddess,
but he would listen as well.
Relations between Heaventide and the national
government of Dhu fell apart as friction between the
Tashrama and the Sovereignties grew increasingly heated
over the years. When a group of faithful were slain by
King Luciten on the order of Lord Montegron, Seresayon
encouraged the faithful not to pay their taxes. This led to
members of the church being arrested by the Midguard
and taken to Karsuhon. Although the Sovereignties were
unaware of it, within those arrested was the blue branch’s
member of the council. After an attempt to break the
prisoners out failed in 420 AD, Seresayon was forced to
choose another to replace Kamea. Much to her surprise,
Torvalin accepted the job. He apologized to his goddess
for his selfishness at wanting to keep to his own steady
practices for so long as things became more and more
grave for those he cared for. Willing to sacrifice whatever
was needed, he was quickly promoted through the ranks
and became one of the Scalebound.
Torvalin has been on the council for less than a
year, but he is no longer the most junior member. Upon
learning of the disappearance and supposed death of
the black branch’s Praustin Oryno, Torvalin came to see
exactly how threatened the existence of the whole church
was. He realizes that Montegron is not going to one who
can be easily negotiated at this point, but he also doesn’t
believe the church has a strong enough fighting force to
hold the armies of the Sovereignties back if Heriacious’
armies in FyxZharar cannot defeat Montegron’s troupes
in FyxZharar and discourage the lord from any further
campaigns. Instead, Torvalin is hoping to approach
national leaders, including King Luciten, and plead their
case and desire for peace outside of religious prosecution.

Aynal Teralshall,
Voice of the White

CR 17

Female white-scalebound Gildanesti rogue 7 / mystic of
Charm 9
CN Medium monstrous humanoid
Init +8; Senses darkvision 30 ft., low-light vision; Listen
+10, Spot +6
Defense
AC 22, touch 14, flat-footed 18
(+3 armor, +4 Dexterity, +2 natural, +3 shield)
hp 109 (7d6+9d8+32)
Fort +10, Ref +12, Will +10
Immune sleep
Defensive evasion, trap sense +2, uncanny dodge; Immune
sleep
Offense
Spd 30 ft.
Melee +3 frost spear +14/+9/+4 (1d8/x3 plus 1d6 cold)
and claws +6 (1d4) or
2 claws +11 (1d4)
Ranged +1 composite shortbow +16/+11/+6 (1d6+1/x3)
Special Attacks discern weakness 3/day (+3 atk, +16 dmg),
sneak attack +4d6
Spell-Like Abilities (CL 16th)
1/day - detect magic, know direction
Spells Known (CL 9th, +11 touch, +15 ranged touch)
4th (4/day) - cure critical wounds, divine power,
heroismD
3rd (6/day) - cure serious wounds, inflict serious
wounds, summon monster III, suggestionD (DC 15)
2nd (7/day) - calm emotionsD, cure moderate wounds,
enthrall (DC 14), inflict moderate wounds, silence
(DC 14)
1st (7/day) - charm personD (DC 13), command (DC
13), comprehend languages, cure light wounds,
endure elements, inflict light wounds
0 - (6/day) create water, cure minor wounds, detect
magic, guidance, inflict minor wounds, light, Purify
food and drink, read magic
D
Domain Spell; Domain Charm
Statistics
Str 10, Dex 19, Con 15, Int 17, Wis 15, Cha 19
Base Atk +11; Grp +11
Feats Combat Casting, Diehard, Endurance, Improved
Initiative, Improved Unarmed Strike, Leadership
Skills Appraise +10, Balance +6, Concentration +18 (+22
casting defensively), Decipher Script +13, Diplomacy
+24, Disguise +18, Escape Artist +9, Forgery +15,
Intimidate +13, Jump +2, Knowledge (arcana) +9,
Listen +10, Move Silently +11, Search +6, Sense
Motive +17, Spellcraft +13, Spot +6, Tumble +10

Organizations and Personalities
239

Languages Common, Gildanesti, Gnome, Hudieran,
Trejori
SQ evasion, half-elven traits, trapfinding, trap sense +2,
uncanny dodge (dex bonus to AC)
Combat Gear cape of the mountebank, dimensional
shackles, potion of eagle’s splendor, ring of invisibility,
staff of frost, wand of hold person (41 charges); Other
Gear mwk studded leather, +2 light fortification
buckler, +1 composite shortbow with 20 arrows, +3
frost spear, hat of disguise
Special
Discern Weakness (Ex) Three times per day, Aynal
Teralshall may attempt to take advantage of a foe’s
weakness with a single melee attack. During this
attack, she gains a +3 to her attack roll and deals 16
extra points of damage.
Save Bonuses (Ex) Aynal has a +2 racial bonus on saves
against paralysis and against enchantment spells and
effects.
Aynal Teralshall (Ay’-nahl Teh-rahl-shahl’) (5/4/358
AD - current) is the head of the White Branch of the
Tashmaradic Council and runs what she sees as matters of
faith in Breenaak. Although born Gildanesti, over the past
several decades she had become one of the Scalebound.
While in public she uses magic to guise her appearance as
if she were still Gildanesti.
The Teralshall family lived in the middle of
Tashramada away from most towns and cities. Aynal’s
parents, twin sister, and brother spent most of their time
growing fruits, vegetables, tobacco, and grains while also
putting out a small amount of dairy products. Aynal’s
interests didn’t hold to the hard working simple life
however. Soon after her mother Lilan died one winter from
a lung infection, she snuck out of the house and onto the
road. Throughout the difficult years following, she never
looked back.
For a number of years in the 370s she lived on the
street, primarily begging to get food and money. Five years
later, just before a hurricane struck the land, a passerby
offered to give her shelter. Under most situations like this,
Aynal would have declined, but considering how bad the
sky was getting, she made an exception. The passerby took
her to a large but fairly empty manor home out in the
country and fed her. The human introduced himself as
Kaplin Longharn, a member of the Tashramadic Council.
As the storm passed by, the two became both teacher
and pupil and also lovers. She proved a fast learner in the
ways of the faith towards the Elder Dragons who Kaplin
confided in her as the true powers of the church.
Seasons passed, and Aynal came to suspect Kaplin
had already taught her everything he planned on. His
actions made her think he was holding something back.

She confronted him over dinner one night on the matter.
During the discussion she threatened to leave. Surprised by
the threat, he told her that she must not leave. “You will be
key to the Elder Dragon’s victory over the coming threat!”
Questioning Kaplin, he admitted that his taking her
in was not a random act of kindness. “Divine magics
pointed me to you. I have watched you under many faces
for weeks before using the storm to bring you to me. You
are important to us, Aynal. How is uncertain, but the one
detail of the future is clear. You will be one of the major
key players in a coming conflict between the Dragons and
a coming enemy. We need you for victory.” She tried to
escape from the manor right there, but Kaplin came down
on her, restraining her, and all the while professing that his
love for her was real. She slashed at Kaplin with the steak
knife she had from dinner. Unnaturally dark blood oozed
from the side of his neck from the wound, causing him to
stumble back. She ran hearing him scream. The scream
became a roar as she fled the building, hearing the sounds
of crashing behind her. Moments later a black dragon
broke out of the building, taking to the night sky. Horrified
she ran. As the creature came down at her, a nearby party
of adventurers assaulted the black. Still stunned from a
large neck wound, the black turned away. The group took
Aynal in, and during the coming weeks the party’s leader
Kistaynlas Wenzalis and Aynal became friends.
Aynal traveled with Kistaynlas for years, and after
the Starfall she discovered she had a talent for drawing
out magic based on her faith for herself and the Elder
Dragons. She found it odd she still believed in the Elder
Dragons after her last encounter with Kaplin, but yet she
couldn’t deny where her heart lay. She used her talents
and developed them. She also began to openly support
the Tashrama where she could, and a few times got into
altercations with those who supported the rising star of
Sovereign Lord Montegron who was trying to unify the
Midlands under himself. Soon she wished Kistaynlas well,
telling her friend she needed to do some exploring on her
own and figure out what was happening to the Midlands.
In her travels she began to realize that whatever
possible expansion the influence of the Elder Dragons were
having, the unifying Sovereignties were gaining control
just as fast if not more so. She found other members of
the church and officially joined. Wanting to be close to
the rising forces on both sides of the coming conflict, she
set plans on moving to Breenaak in FyxZharar, where
the White Elder Dragon Heriacious had her lair. Before
heading out, she sought out her close ally Kistaynlas,
hoping to convince her to come with her.
The meeting was a disaster. At the same time she
found her, another of Kist’s one-time group members was
there. Vorn Preevan was a supporter of Montegron and
hoped to join the Midland Guard in the future. Arguments
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between the two mounted and not knowing who started
it a fight broke out. During the fight, Kist tried to break
them apart. However Vorn was trying to stab his blade
at Aynal and stuck it between Kist’s ribs instead. Hatred
overwhelmed her, and Aynal cast a spell that burned Vorn
to ash. It almost took herself out as well. Aynal quickly cast
what minor healing magic she knew on Kistaynlas to save
her life, and then brought her to a trained herbalist. Kist’s
life was saved, but killing Vorn also ended her friendship
with Kist. Deeply saddened, Aynal left for Breenaak alone.
In Breenaak she was accepted into the workings of
the Tashrama. She realized quickly a number of people
were surprised to see her in Breenaak, or at least they were
surprised when she initially gave them her name. She did
not care. Her only care at this point was to bury herself in
her work and give the Elder Dragons the proper respect
they deserve. Her only hope for the future was for all of
Adlatum to come under the Elders’ love.
As the years rolled on, she expanded her talents and
came to be one of Heriacious’ favored. She learned that
Heriacious was very open to listening to her followers’
suggestions before decisions were reached and began to see
a friend in her god. The fact that Aynal knew of Heriacious’
existence and still chose to worship her struck a long desire
the dragon had to be openly worshiped, and this led to
Aynal’s swift promotion in the church. Aynal personally
oversaw and took part in hunts in the caverns below
Breenaak for knowledge or items of power that could be
beneficial to her church and god. She also took part in a
few secret attempts to foil actions taken by the Midland
Guard or other Montegron supporters.
She eventually began to show the outward signs of the
Scalebound, and she reveled in it. Still, she used magic to
cover her more draconic looking appearance before going
out to do Heriacious’ will. It even came in useful when she
ran into her twin sister Clamora who had been searching
for her for decades. Even after Heriacious appointed Aynal
head of the White branch of the Tashmara, the two sisters
remained in sporadic yet warm contact. Aynal also came to
learn that Kistaynlas was now mayor of Unadesum. Since
then she has discovered that although Unadesum was
officially supportive of Montegron’s reign, the underground
business in the city has been much more open and
supportive of the White branch of the church. Aynal is still
grateful for Kistaynlas’ influence with the underground,
even if they have not directly spoken.
Although supportive of all of Heriacious’ decisions,
she is still very suspicious of the new head of the military
forces, the Oguna Damrye. More so she is suspicious
of an unknown being who was responsible for rescuing
Damrye from Montegron’s dungeons and delivering him to
Breenaak. Although no one has an idea who this being was,
Aynal has a gut feeling it may be Kaplin trying to find her

again. However she does not have any evidence of this, yet.
In the meantime, she focuses on getting Breenaak ready for
the coming conflict with the Sovereignties. In the end, it is
Aynal’s dream that all of Krynn learn of the Elder Dragons’
glory and love. Until then, whatever stops this utopia from
coming to be needs to be either burned or frozen away.

Kutudel Un-Non of Clan Lysagra,
Mahkalif
CR 15
Male Igurna fighter 8/sorcerer 2
LE Large monstrous humanoid (ogre)
Init +1; Senses darkvision 60 ft., low-light vision; Listen
+5, Spot +5
Defense
AC 26, touch 13, flat-footed 25
(+6 armor, +3 deflection, +1 Dexterity, +7 natural, –1
size)
hp 98 (4d8+8d10+2d4+28)
Fort +9, Ref +7, Will +12
Resist fire 10; SR 25
Offense
Spd 40 ft.
Melee +2 icy burst greatsword +21/+16/+11 (3d6+12/19-20
plus 1d6 cold)
Ranged +1 javelin +14 (1d8+7) or
heavy crossbow +13 (2d8/19-20)
Space 10 ft.; Reach 10 ft.
Typical Sorcerer Spells Known (CL 6th, +20 touch)
3rd (5/day)—water breathing
2nd (7/day)—blindness/deafness (DC 19), detect
thoughts (DC 19)
1st (8/day)—charm person (DC 18), detect secret doors,
disguise self, true strike
0 (6/day)—arcane mark, detect poison, light, mage
hand, prestidigitation, resistance, touch of fatigue
Statistics
Str 24, Dex 13, Con 14, Int 20, Wis 17, Cha 24
Base Atk +13; Grp +24
Feats Blind-Fight, Cleave, Combat Casting, Combat
Reflexes, Great Cleave, Improved Bull Rush, Improved
Overrun, Improved Sunder, Leadership, Power Attack
Skills Bluff +15, Climb +14, Concentration +15 (+19
casting defensively), Handle Animal +14, Intimidate
+20, Jump +20, Knowledge (arcana) +11, Ride +7,
Sense Motive +8, Spellcraft +18, Swim +20, Use Magic
Device +12
Languages Common, Dwarven, Elven, Igurni, Magius,
Minotaur, Ogre
SQ summon familiar (none currently)
Gear +2 icy burst greatsword, +1 javelin, amulet of natural
armor +2, bracers of armor +6, minor ring of fire
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resistance, ring of protection +3, heavy crossbow with
40 bolts, spell component pouch
Kutudel Un-Non (Koo’-too-del Oon-Nawn’) (4/24/312
AD - current) of Clan Lysagra is the current Mahkalif of
Terragrym, recently installed by the Elder Council under
the selection of the Shadowed Light. One of the younger
Mahkalif’s to be appointed, Kutudel was believed by many
to be an easy target of manipulation by members of the
Council. He has proven them wrong. A former slave and
an open follower of Greasnas, Kutudel has developed a
hard backbone and is steadily carving out portions of the
government, making them answerable to him as opposed
to the adversarial members of the Elder Council.
Born into slavery, spot-checking for magical adeptness
showed he had great magical talents, unlike the previous
six generations of his bloodline who had none. For the first
forty-years of his life, Kutudel worked as a kitchen-boy
in the home of the former Regional Lord of Gogsmoke,
Brobine Tras-Non of Clan Jendelasodra. He was treated in
a typical fashion for one of his low rank if not better, and
his mother and father instilled into him faith in the goddess
Greasnas, even if their faith of late was relatively lacking.
Upon coming to age to be spot-checked for magical
aptitude, Kutudel prayed to his goddess for a miracle to
deliver him from his current station. Either by luck or
miracle, the wish came true. He was found to have extraordinarily latent talents in the arcane. His ties to his enslaved
family were cut, and he was made a citizen of the state.
He spent the next decade studying the art of sorcery,
however his own interests were more guided towards
military training. With his prospects rising, former
Regional Lord Brobine arranged for his marriage to his
daughter Voneica, who Kutudel had entertained the
favors of a few times while enslaved, not unlike several
other slaves. The marriage lasted for nine-years until it
was discovered that Voneica had become barren after
overdosing on mixtures meant to prevent her from
becoming pregnant. Kutudel also discovered Voneica had
not stopped her visits to the servant quarters upon their
marriage. His request for separation was granted, and the
Clan of Jendelasodra was scandalized. To separate himself
from backlash, he entered the military corps to help fend
off the creatures living in Terragrym’s wilds.
Kutudel was never promoted into the officer ranks, but
he did become a very able Vetcevi (a rank near equivalent
to a sergeant). Use of sorcery became very easy for him, but
his love was more sided in the physical combat, especially
when magic began to fail in later years. After the Starfall
he married a woman named Eranetz, a traveling singer/
songwriter/dancer who often performed for the military.
The careers of the two would often lead them in separate
directions, but they recognized that their absence from

each other made their short times together all the more
passionate. A few days after their thirty-fourth wedding
anniversary, Eranetz discovered she was with child. On
that same day, the secretive group known as the Shadowed
Light selected Kutudel to be the new Mahkalif, ruler of
Terragrym.
His promotion to chief executive of the nation was
a tremendous shock to Kutudel. Although he was skilled
in sorcery and combat, he believed he had never done
anything to stand out from the masses. But the selection
of the Shadowed Light was final. His coronation was in
early 421 AD, and since then he has had to fight the Elder
Council for every decision made. Furthermore Kutudel
came to learn that the Elder Council was in the habit of
hiding information from the Mahkalif in order to limit
his ability to judge decisions and act. Frustrated with the
stubbornness of the upper government, Kutudel has begun
hiring agents outside of the normal avenues in hopes of
finding out secrets kept by the Council and the individual
members. If reason would not work, he would resort to
blackmail and extortion when he had to.
Regardless of current political annoyances, he has
put finding the cure to the newly discovered prophotona
plague as his top priority. Every morning and every night
he continues to pray to his goddess for guidance and
wisdom while looking forward to the birth of his first child.

Noragaen Veliya,
Second Protector

CR 11

Female Midlander human fighter 7/Midland guardsman 4
LN Medium humanoid (human)
Init +7; Senses Listen +9, Spot +7
Defense
AC 23, touch 13, flat-footed 20
(+9 armor, +3 Dexterity, +1 natural)
hp 98 (11d10+33)
Fort +16, Ref +10, Will +8; ever honorable
Defensive able defender, uncanny dodge
Offense
Spd 20 ft.
Melee Judgment +15/+10/+5 (1d10+4/19-20) or
mwk longsword +14/+9/+4 (1d8+2/19-20)
Ranged heavy crossbow +14 (1d10/19-20)
Special Attacks direct troops, favored enemy (humanoid
[minotaur] +2), inspire courage (+2, 2/day)
Statistics
Str 15, Dex 17, Con 16, Int 16, Wis 13, Cha 9
Base Atk +11; Grp +13
Feats Alertness, Combat Expertise, Combat Reflexes,
Exotic Weapon Proficiency (bastard sword),
Honor-Bound, Improved Initiative, Leadership,
Mounted Combat, Ride-By Attack, Trample
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Skills Craft (blacksmithing) +5, Diplomacy +3, Handle
Animal +9, Intimidate +7, Knowledge (dungeoneering)
+5, Knowledge (geography) +5, Knowledge (local) +7,
Knowledge (nobility & royalty) +11, Listen +9, Move
Silently +1, Ride +13, Search +5, Sense Motive +7,
Spot +7, Swim +0
Languages Aquan, Common, Dwarven, Hudieran, Sylvan
SQ dragonmetal sanction (full plate), favor +2, keep a wary
eye
Combat Gear boots of haste, gloves of arrow
snaring, potion of cure moderate wounds
(2); Other Gear +1 dragonmetal
full plate, Judgment (dragonmetal
bastard sword), amulet of natural
armor +1, cloak of resistance
+2, mwk longsword, heavy
crossbow with 20 bolts,
signal horn, signet ring

the town of Josal. She is the second daughter of three in a
family of horse breeders. Although not rich in the strictest
sense of the word, her family was very well off compared
to others in the immediate area. Noragaen’s older sister
Hannean became an expert rider in her teens, and her
younger sister Chonae became an expert in weaponry.
Noragaen trained herself in both and matched her sisters in
their respective skills. As Hannean was raised to take over
the family business and Chonae went off to seek fame and
fortune in the world, Noragaen remained in order
to help defend the town from those of lawless
ilk and the occasional raids from across
the border by the strange cat-race and,
in a few cases, the bakali.
In her mid-twenties, Noragaen
came across a group of Midland
soldiers who were under assault
from a group of mercenaries
working for the Elder Dragons.
Special
Rushing to the soldiers’
Weapon Judgment is a
aid, she ran down several
bastard sword crafted
opponents with her horse
by Noragaen Veliya’s
and wounded three others
husband Rafin Veliya
before the tide of the battle
upon her being
changed in the soldier’s
appointed to the position
favor. Unknown to Noragaen,
of Second Protector.
these soldiers were members
The sword’s blade and
of
the Midland Guard who
much of the hilt is made
were
secretly searching for
of dragonmetal. The ends
information
on the Volumes
of the hilt and the bottom
of
the
Prophet.
She assisted the
of the pommel are adorned
injured
and
helped
bury two of
with designs of gold,
their
number.
As
the
party rest
platinum, dragonmetal, and
that
night,
she
stood
guard
for
iron. At the base of the blade,
them.
In
the
morning
they
went
their
iron plate strips are impressed
separate
ways,
but
the
leader
of
the
with images of a sword completely
troupe would later submit her name for
wrapped within vines, berries, and
invitation
to the Guard. Four months later
leaves.
in 402 AD, the Falecohvo ranch was
Noragaen Veliya,
Noragaen Veliya (Nor’-ah-gane Vehl- Second Protector of the Midland Guard visited by the Guard seeking her entry.
Noragaen accepted the honor.
ee’-yah) (12/4/376 AD – current)
She did not jump up quickly
succeeded Jermon Cavlin as Second
through
the
ranks,
but
she
was promoted consistently
Protector of the Midland Guard. She was appointed to the
and
regularly
as
she
proved
herself assignment after
position by the Great Sovereign Lord Montegron at the
assignment.
Soon
the
man
who
made her enlistment
end of 420 AD. The Second Protector has blue eyes and
possible, Meggad Horda, requested that she be brought
auburn-brown hair streaked with grey, and she stands at a
into small tight circle of those hunting for information on
height of 5’6” with sizable shoulders that hold her muscular
the Volumes. The request was accepted.
frame. Although never beautiful, she has been described as
At the age of 30 she married Rafin Veliya, an expert
slightly handsome in her youth. The formation of crow’s
weapon
and blacksmith who worked directly for the
feet and jowls in recent years shows that middle age is not
Midland
Guard. Three years later in 409 AD, she was given
being kind to her.
leave
to
birth
her daughter Dalyang Veliya. Although a
Born Noragaen Falecohvo, she was raised in
competent
mother,
she quickly returned to her duties
Mauritand several miles outside of the capital Losojadan, in
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with the Midland Guard. However instead of participating in distant searches for the lost Volumes, she was
re-assigned to the unit guarding the safety of Montegron
himself. Eight years later, in 417 AD, she led the unit that
guaranteed the Sovereign’s protection. During this time her
family’s horses, now being bred under the management of
Hannean, became the preferred the stock for several of the
riders within the Guard. When Second Protector Jermon
Cavlin died in his sleep in 420 AD, she was both shocked
and honored to hear the Sovereign name her Cavlin’s
successor. She has sworn to do what she can to uphold the
security and unity of the Midlands.

The Warren, Voice of the Green
The Warren is one of the Tashramadic Council members
and the Voice of the Green Elder Dragon Glastious. The
exact identity of the Warren is unknown, even to the
other members of the Council. During the early days
of the church, the Green Elder Dragon Glastious was
never truly accepted by the rest of the church due to his
split personality, reclusive nature, and madness. Many
meetings of the council were held without the green
representative, but on occasion a representative would
arrive unannounced to listen and speak. How the dragon
knew where and when to send his representative was
unknown, but none of the other branches wished to further
antagonize the green.
Beginning in 352 AD, without warning the green
branch began sending their own delegation regularly, and
for the first time the representative the same person from
meeting to meeting. The first consistent Voice of the Green
was a Scalebound sprite named Lenacea who managed to
arrive unseen by those between Glastious Forest and the
meeting place. Lenacea inexplicably stopped attending
the council gatherings in 373 AD when a brown and gray
robed figure arrived in her place. The figure introduced
itself as the Warren.
Always covered from head to toe in the thick robe
made of plant and animal hides, the Warren never shows
his or her face. The robe is sleeveless, and the Warren
never has exposed its arms or hands from within the
confines of the garment. Beneath the hooded cowl, a
half-stone half-wooden mask obscures the Warren’s face.
The mask’s design has changed between each council
meeting, but it often depicts a visage somewhat bestial and
somewhere ranging from human to draconic (along with
other animal-like qualities). The expression often mimics
the Warren’s emotional state upon the start of the meeting.
The Warren’s voice ranges from a tone similar to the
rustling of dried autumn leaves to a cold hiss of winter. No
one believes these sounds to be its natural voice.
It has been theorized by other members of the council
and their close staff that the original Warren who arrived

in 373 AD may not be the same one representing the green
branch now. Clergy have noticed the figure has noticeably
varied in height and bulk a couple of times over the years,
sometimes to extremes. The exact voice the Warren speaks
with has also changed mildly in time. It is also possible that
these alterations were purposefully done to add confusion,
for the current Warren seems to remember all comments
and decisions made by the council with a perfect memory.
The Warren has also stated that its words in the council
will guide the actions of the green branch, but it has
never clearly said that it was the head of the green branch
beneath Glastious.
Many times the Warren has been tailed from the
council meetings. Often these trackers were hired by other
branches of the church. Those who have tailed the Warren
are almost always later found dead or incoherently insane.
The few remaining were never found at all.
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