This contains only background and stats for NPC Tal.

Not all Characters are completed, some have optional Backgrounds. 

Djerral djor Iramsa

Attributes:

STR: 0

DEX: +1
PER: +1
CHA: -1

CON: +3
SPD: -1
WIL:+2
INT: +2

CR +3

HP 21

MR +1

Skills:

Scimitar +3

Short Bow +3

Dagger +2

Mounted Combat +3

Ride +4

Merchant +7

Appraiser +5

Caravan Master +4

Animal Handler +3

Guard +4

Survival +4

Nomadic, native

Low Talislan, fluent

High Talislan, fluent

Background:

Born into one of the wealthier Djaffir bandit clans, Djerral spent many birthdays with his cousins and his clan learning the bandit routes of his people. He learned his trade very well, becoming familiar with the scimitar and bow. By his tenth birthday Djerral was sent to his uncles camp to learn the skills needed for a merchant trader. Djerral spent the next few years learning the skills for a trader making some lucrative deals and aquiring a gorgeous Equs steed from some Zanth Certement, whom he also learned a few flamboyant artistry tricks with his scimitar. Over the next few years Djerral slowly became a talented merchant and a bandit, able to procure almost any item that a client could request. From an ancient relic for a Sindaran Collector, to a holy relic for one of the fanatics of Aa. 

On Djerrals 18th birthday, his small band of traders were ambushed and captured by a Rajan scout party. Djerral party put up one good fight, but they were out-numbered and slowly over ran. Djerral was one of the unlucky ones that survived. He spent the next 3 years being tortured and abused by the Rajans, in his years of imprisonment Djerral learned to withstand torture and abuse. One of the last things that happened to Djerral before he decided to escape, the Rajans took his right calf muscle off and fed it to their beasts. 

Eyk    Yassan Technomancer

STR: 
+1
DEX:
+0*
PER:
+2
CHA:  -1

CON:
+0
SPD:
-2
WILL:
+2
INT:  +2

CR:
+2
MR:
+1
HP:     20

Skills:

Technomancy +12

Engineer +10  (20 when working on the Crystal Lotus)

Artificer +7* (16)

Artisan +6

Music +1

Merchant +4

Languages:

High Talislan, native

Nomadic, native

Technomantc symbology, fluent

Battle Rods +6

Artillerist +3

Hammer+ 2

Short Sword +2

Equipment:

Hooded yellow tunic (with utility pockets) and breeches;

heavy leather boots; 

gloves;

pouches; 

red iron strongbox for technomancer’s tools 

technomantic actuator; 

1,000 gold lumens; 

2 Battle rods

Short Red Iron Sword

Dozens of fire gems of various qualities

Walking Crutch 

Appearance:

Eyk is on the smaller side of the Yassan, standing just less than 5’ his stocky 180lbs frame makes him appear bulky. His metallic gray skin is littered with scars from years of being a slave in Rajan. His right leg is lame with almost 90% of its mobility gone. 

Eyk was born and raised in Carantheum. At a young age the caravan that he was riding in was ambushed and decimated by a Rajan raiding party. All but the four Yassan were killed. Those four that survived spent the next 10 years as slaves for the Rajan, working on various implementations of torture and the development of better windships for assaults on Carantheum. When it became evident that the Yassan were sabotaging the Rajan windships and hindering in there development the Rajan turned on their Yassan slaves and slowly tortured them. Eyk was able to escape with the help of Djerral djor Iramsa, a Djaffir who was also captured by the Rajan. They had managed to escape and was headed northwest through the Rajan lands being ruthlessly pursued by the Rajan and their trackers. When it appeared that all hope was lost the Crystal Lotus appeared and raided fire down from the heavens on the Rajan, rescuing both Eyk and Djerral. For the last 3 years Eyk has been serving Pandaran and the Crystal Lotus faithfully, working at keeping the ancient windship airborne. 

From the years as a Rajan slave, Eyk has lost some of his speed, this has been caused by the numerous times his legs were broken and allowed to heal incorrectly. When he walks he drags his right leg, and is unable to stand without aid for more then 1 hour at a time, if he must stand longer without aid he does so at a Willpower check with a -1 cumulative modifier for every 15min after the first hour, so at 2 hours he would have a -4 to his willpower check. His body is littered with various scars from the lashes that he has received. All of this abuse has taught Eyk how to keep his cool and strengthen his will power. 

He has a deep hatred of the Rajan, and happily serves aboard the Crystal Lotus not only because Pandaran saved his life, but it has allowed him to harass the Rajan frequently. He is constantly looking for ways to increase the power of the Crystal Lotus, and cause much hardship on the Rajan scum. 

Nasi  Yato

Female Yitek Tomb Robber

(STR:+0)
(DEX:+2)
(PER:+3)
(CHA:+0)

(CON:+4)
(SPD:+1)
(WILL:+0)*
(INT:+2)

CR:
+2
MR:
+0
HP:     21

*Closter phobic -4 on Will Check for small spaces.

Skills:

Skill Level

Modifier

Total

Scimitar

3

(CR+2)

5

Guard 


3 

(PER+3)

6

Locks 


6  

(DEX+2)

8

Traps 


6  

(PER+3)

9

Salvager

7 

(PER+3)

10

Stealth 

2  

(DEX+2)

4

Survival

3 

(CON+4)

7

Cryptography 

2 

(INT+2)

4

Linguistics 

1 

(INT+2)

3

Antiquarian  

4 

(INT+2)

6

Merchant 

5

(CHA+0)

5

Ride 


3

(DEX+2)

5

Climbing 

1 

(DEX+2)

3

Artillerist 

1 

(DEX+2)

3

Pilot Windship 
1 

(DEX+2)

3

Nomadic (Native) 

Sign (Native)

Low Talislan (Fluent)

Equipment:

Scimitar +2

Thieves Tool

Pick Axe

50’ rope

Winch

Djaffir Charm +5 Curses

Flying Potion (2)

Spangalor Armor

Nasi Yato has just celebrated her 19th birthday, she is slightly taller then most of her clan. Her dark skin is smooth and soft looking giving her the appearance of an easy sheltered life, although she has spent most of her young life running in the tombs with her clan.  Her rich dark brown hair is pulled back into a pair of braided pony tails and tied with a pair of matching amber gossamer ribbons.  Her deep almond eyes are specked with amber flecks. Her dress is usually a mix of green and brown colors, somewhat loose fitting, although tight around the ankles, wrists, and neck to keep the sand and dust from sliding into her clothes. 

When Nasi was young, she was an avid and reckless thrill seeker, she snuck off from her clan to explore the ruins of one of the tombs that the clan had recently discovered. From what was supposed to be a few minutes of excitement as she went spelunking through the ancient tunnels turned into a nightmarish week of being lost in the tunnels. She was eventually found trapped in a small alcove that was just large enough to keep her in a crouching position for most of the week. Dehydrated, half starved, cold, tired and terrified Nasi developed a hatred for small enclosed spaces. She has never told anyone in her clan that she is Closter phobic, because what self respecting tomb runner would freak out in the tight confines of a tomb?

As a young girl Nasi’s clan welcomed the young Cymrillian Pandaran into their clan. His talents with the magical arts have been very beneficial to them. Pandaran and Nasi have been hanging around each other a lot, and she has even taken time to learn some of the fundamentals of piloting a windship.

Pandaran

Cymrillian Swordsmage

STR: 
+1
DEX:
+1
PER:
+1
CHA:  0

CON:
+1
SPD:
0
WILL:
0
INT:  +1

CR:
+3
MR:
+3
HP:     22

SKILLS:

Wizardry


MOVE:


ALTER:


ATTACK:


DEFEND:


HEX:

Long sword

Dagger

Brawling

Pilot Windship

Arcane Lore

Etiquette

Fashion

Ride

High Talislan   Fluent

Low Talislan    Fluent

Archean   Fluent

Pandaran stands slightly shorter then most Cymrillian, his magically altered violet hair is cropped close to his head except for the crimson pony tail that hangs down to the middle of his back.   Pandaran was educated by some of the most talented magicians of Cymril and the Lyceum Arcanum, although three years before graduating from the Lyceum Pandaran was expelled. Mystery surrounding his leaving there, some believe he had an affair with a couple of the elder female magicians, some have even said he was practicing in the forbidden arts, and even others state that it is something much worse. 

What can be confirmed is that Pandaran left the city under the stars, sneaking aboard a windship that was headed to the boarder lands. Upon his arrival he disappeared for a couple of years before returning to Cymril. Upon his return to Cymril Pandaran has matured a great deal. He still will not discuss his reasons for leaving, but his facial features and actions show signs of a battle harden adult. 

Pandaran dresses in deep rich dark colors, usually dark purples or black. His left arm is always covered by a long silk sleeve, ending with a dark gray glove on his left hand. His eyes are enhanced from their normal green to a brilliant amber color. Both of his ears are decorated with numerous earrings both single studs and small to medium hoops of various metals. On his right hip hangs a dark purple scabbard that houses a long sword, the hilt is crafted from a black stone that radiates a light blue glow. 

Aamanian

Name:  Aalaza       M Witchhunter

Desc: Aalaza follows a long line of witch hunters from the city of Andurin. His family has helped hunt down the infidels of werewood. His body is clean shaved, decorated with well earned battle scars; the most noticeable one is the one that runs from his left eye, across his face, and drifting downward disappearing into the depths of his collar. On his right hand the eye of Aa has been branded, his deep green eyes appear cold and distant. 

Option A: Aalaza is a skilled hunter, more then once has the infidels died while trying to escape; at least that’s the story. The monitors do not question this because a dead infidel is a good infidel. Recently Aalaza has been lucky to survive a few assassination attempts from the infidels. This has only caused him to be more determined, and ruthless. 

Option B: Aalaza appears to be slipping in the amount of infidels he is bringing to custody. The monitors are aware of this and have accepted the increase of gnomekin slave that have suddenly started to appear in the mines of Aa. Aalaza has realized that by trafficking in gnomekin slaves will help the Righteous Warriors of Aa in their victory over Aa. But some of his colleges are beginning to wonder if he is betraying Aa.

Option C: Aalaza has helped the mines with the increase of gnomekin slaves that he has acquired, although questions about where they come from and why he has not been bringing in that many infidels of Werewood. Aalaza has fallen for a young Sarista who befriended him and healed him from the mauling he received deep in the darkness of Werewood. Aalaza decided then that he would help keep her people safe, if it means acquiring gnomekin for slaves then so be it. Recently the Monitors have noticed Aalaza behavior and have gathered some information on him, waiting for just the right time. The young Sarista has been ordered by her clan to befriend Aalaza in order to save her people, when his usefulness has expired they will betray him to the Inquisitors, although she is starting to have second thoughts.

Name:  Aaryne

Desc:  Raised on the streets of Aaman, her parents were considered the lowest of lowest in the caste systems before they died. If it wasn't for the laws of Aa, she would have been raised a street urchin, stealing and pick pocketing for each meal. As a young woman she was approached by the Nuns of Aa. She has some features of infidels in Zanth.

Option A: Aaryne has taken her calling as a nun. She enjoys healing the wounded warriors of the faith. She feels that Aa has rescued her and her family from the bowels of despair and she follows him completely. She has recently fallen for one of the wounded witch hunters that she has been caring for the past few months.

Option B: It has taken four generations to get a Zandir spy ingrained into the society of Aaman. Aaryne parents were talented Zandir spies, but died after she reached her teens. Through the love of Aa she was raised through hard work and dedication, but always knowing that it was the hatred that the Orthodoxists had of her people caused the death of her parents. As a Hospitaller Nun she has done her duty faithful enough to avoid suspension but has helped eliminate some of the wounded warriors.

Option C: It has taken four generations to get a Zandir spy ingrained into the society of Aaman. Aaryne parents were talented Zandir spies, but died after she reached her teens. Through the love of Aa she was raised through hard work and dedication, but always knowing that it was the love from Aa that she was able to survive. When she reached fourteen her parents were betrayed by a fellow Zandir, although no one has found out that Aaryne was the one who turned her parents in, after all Aa will accept those willing to convert for his grace. Her parents never would. Aaryne is using her trust within the network of Zandir spies to help the Warrior-priests to eliminate those who pose a threat to Aa. 

Name:  Aatorius  M

Desc:  Innkeeper for the Embrace of Aa. Aatorius rose through the ranks of the Inquisitors until an unfortunate accident caused permanent disability to his left arm. His body is bleached completely white, and clean shaved. He is starting to go blind in his right eye that has started to slow him down. 

Option A: Aatorius is aged beyond his years. He is a wealth of information and stories, but not really a use to defending Aa if trouble arises. He decided to open an Inn and help serve the pilgrims who are on their journeys, while also supporting the local population with the blessing of Aa. He keeps a wicked flail strapped to his side, which is woven with treated gnomekin flesh.

Option B: Aatorius accident was deliberately done. It was a warning from gnomekin resistance to stop the abuse of the gnomekin slaves. Aatorius officially retired, while unofficially his cellar links to the depths of the mines where he secretly reminds the slaves how to behave. Unfortunately those who come for a reminder seldom ever return to work, instead is taking a long vacation with Terra. 

Option C: Aatorius accident was deliberate, it cost the lives of a few dozen gnomekin slaves and resistance fighters. But it gave them a loyal ally that is helping smuggle them out. Aatorius is still employed by the Inquisitors for special gnomekin treatment, although it appears the death toll is high for those receiving the treatment, reality is that Aatorius is helping them escape. He worries that everything will be decimated if anyone would find out, but he feels Aa is a compassionate god, and not as barbaric as he was thought to believe. The flail that is strapped to his side is woven with treated gnomekin flesh, the gnomekin that he helps distrust him for this, but he keeps it as a reminder and memorial of those who died to give him a second chance. 

Arim

Name: 
Hakduli

Arimite Knife-Fighter

Desc:  Standing about 5’8” Hakduli is taller then most Arimite women. Her swarthy complexion is decorated with various scars and exotically looking intricately designed tattoo’s. Her long black hair is tied back with a dark black ribbon. Her dark eyes appear to always be scanning her surroundings and looking for someone worthy of a challenge.  

Option A: Hakduli has been taught by some of the best knife fighters of Arim, although she is still lacking in skills to be one of the best, her determination and dedication to the art of the blade is unquestionable. She is willing to trade her services to learn from other Arim knife fighters and those of other regions who specialize in the knife.

Option B: Hakduli is one of the most promising knife fighters to come out of Arim in a long time. Although most people who see her in combat do not agree, to them her tactics appear sloppy and careless, and they believe she wins by luck. The truth of the matter is that Hakduli is also an aspiring Cryptomancer. She has basic training in Alter, Attack, Defend and Illusions modes. She uses her training to produce varying effects to confuse and defeat her opponents. 

Option C: Hakduli has more secrets then most of the Revenants combined. She grew up in the Forbidden City of Ahrazahd. Born into one of the noble houses of Arim, her services were offered to the Exarch in hope of a personal favor. Hakduli was wisked away from her family and trained by the Exarch most loyal followers in the art of assassination, deception, knife-fighting, disguise, and some magical training. Over the years she has mastered some of Cryptomancy taught to her by the Kasmir Trapsmages, as well as Necromancy which was taught to her for a price by a member of the Rajan Death-Priests. She has a cold and calculated outlook on life, she is dedicated to infiltrating the Revenants and eliminating all those that seek to do harm to the Exarch.

Name:
Yakmir

Arimite Revenant

Desc: Standing slightly over 6’, with a deep swarthy complexion and muscular build, Yakmir appears to have spent a lot of time in the mines. His hands are littered with numerous callouses that are from long days of using the mines for an income. His hair is shaggy and un-kept, there is clumps of dried mud clinging to it. His dark eyes appear to be cold voids of emotions not letting any signs of his thoughts to escape from them.

Option A: Yakmir has recently been recruited by the Revenants, he is currently being used for insults and muggings, nothing to dangerous, while being trained for more complex and challenging uses. He has grown anxious about more rewarding and dangerous assignments but his handler keeps holding him back. Yakmir has started to resent this, looking for a way to prove his abilities. 

Option B: Yakmir has been serving the Revenants for the past few years, slowly being trained and allowing his skills to develop. His handler has been impressed and has started to allow him to do a few assassinations which Yakmir has proven to be able to handle. Recently there has been discussion of sending Yakmir to Cymril to help with the growing demands of the need for talented and experienced Revenants. This has caused a bit of excitement with Yakmir, he is looking at ways to speed up his departure Cymril and a chance to socialize with the Muses that he has heard so much about. 

Option C: Yakmir was recruited by the Revenants three weeks before his 12th winter. He was living on the streets of Akbar, having lost both parents to a tunnel collapse. Homeless and starving Yakmir was on his last hope, than he was reborn, reborn into the Revenants. They set him to work in one of the many mines that are backed by Revenants that are used for training, hiding out, and secret meeting places. Over the years he has became a powerful enforcer for the Revenants, his loyalties is unquestionable. The citizens of Akbar know him as then Crimson Pick, his trademark, which a red iron mining pick left at the scene of his missions. Recently there has been discussion of setting up a stronger Revenant network in the Kang Empire, and Yakmir has been highly supported to take this position. 

Name: Kalmaira


Armite Barmaid

Desc Slightly smaller then most of the Armites who work in the Blacken Mine Tavern, Kalmaira is also one of the roughest looking. Her swarthy complexion and healthy body makes some of the Caravan traders wonder if she needs a colorful belt, so that they know if she is walking or rolling. Although most customers agree that with Kalmaira as their barmaid the food is hot and the drinks are ice cold. Her graying hair frames her piercing coal black eyes, and her over zealous facial hair helps to hide her deep wrinkles that cover her face. 
Option A: Kalmaira has been working at the tavern for years. Her customers are regulars and enjoy her company. Some of the younger Armites who come into the tavern refer to her as mom. Kalmaira tries to always have a smile and a cheerful outlook on life but there has been more then one story of a rude patron leaving behind  a few fingers that became separated by a thrown cleaver.

Option B: Few barmaids in Arim are as widely respected as Kalmaira. Few know that in her younger years she was an accomplished knife fighter. In her tavern there has never been unfair fight. She prides herself in making sure all parties involved at least start with a knife, know how long they keep it is their problem. Kalmaira also is known for not skimping on her food or drink, not watering down the alcohol and always charging a fair price. The rumors of her separating a few fingers from rude patrons are just that rumors, but the fact that those who really insult her usually end up on the wrong end of a revenants tounge.

Option C: Kalmaira is considered a retired revenant. Having served for years within their ranks she has finally called it quits. Although she still brokers their deals, and she helps those out that need it when fleeing. Know one is aware that Kalmaira is a retired Revenant, not even some of the Revenants she has helped escape from the city. Those that have caused grave insults to Kalmaira have been known to end up on the wrong end of a Revenant blade. Those Caravan traders that insult her usually find their wagons slightly lighter then before they stopped. There are even a few stories of entire caravans disappearing and the merchants waking naked in the cold dawn of the Arim snow. 

Silvanus

Name:
Esmeralle
Sarista Gypsy

Desc: Rich topaz skin, deep meaningful dark eyes, dark fine black hair tied back in a colorful ribbon, makes Esmeralle appear more innocent then she is. Recently reaching her 20th year Esmeralle has became a talented dancer and performer, able to steal the hearts of those that she performs for. She is usually dressed in bright colorful clothes, extravagant jewelry adorning her neck, ears, fingers, and arms. Her hair is usually braided and tied back with various ribbons. 

Option A: The beauty of Esmeralle is more then just in looks. Her grace and beauty although magnificent is enhanced by the magic of the elders. This has helped the younger children with relieving the heavy purses of the audiences. Esmeralle is an accomplished dancer, as was her mother before her. 

Option B: Esmeralla has spent years training as a performer. She has learned some ancient dance moves that her family has found in their adventures to the ancient Pheadren Tombs. Unknown to herself or to her family but the dance moves she has learned from the tombs are actually part of some ancient magic. The witches of Dhuna have expresses interests in seeing the scrolls.

Option C: The dances that Esmeralle has learned are ancient witchcraft rituals. Until recently this was unknown, but with the help of a friendly Dhuna coven Esmeralle has learned their meaning and how to use them. There is a few dances that are unknown to the coven, but in time they feel that this will be solved. In the meantime Esmeralle is using them to enhance her performance to help her family and the realocation of heavy purses. 

Name:
Oremora

Sarista Guard


Desc: Slightly more muscular and taller then his brothers Oremora also lacks the outgoing nature of most his people. His face is covered with rich colorful exotic tattooes that he has received over the years. His hair is braided and tied tightly back with a pair of black and gold ribbons. His eyes are always observant, paying close detail to the smallest things. Although he is twice her age Oremora has a deep passion with Esmeralle and goes out of his way to make sure nothing would ever happen to her. 

Option A: As a guard for his caravan Oremora has spent time wondering Talislanta gaining combat knowledge and tactical training to protect his people. He has seen a lot of horrors and destructions that has caused his once fun and outgoing behavior to be more redefined for survival. Oremora is always armed, under his sash he keeps a pair of small razor sharp blades.

Option B: Returning from the Kang Empire, Oremora wished to return to the simple life. But that was not destined to be. He found upon returning to Silvanus that his caravan was decimated by Aamanian witch hunters. The caravan guards tried their best to repeal the crazed followers of Aa, but only a few children were able to escape, those who were unable to escape and survived the attack was sent to Aamhn to be questioned. Oremora found out that his only relative to survive was Esmeralle, finding the caravan that had adopted her, Oremore swore alliegence to them and to swore to himself that he would protect Esmeralle. Unknown to everyone is that Oremora is Esmeralle grandfather, a fact that he feels should not be known.

Option C: Oremora has been gone along time, coming back to find his caravan decimated and his granddaughter, Esmeralle, has been adopted by another caravan, Oremora has sworn loyalty to the new caravan. The tattoo’s that decorate his face are unique in the fact that they have been magically enchanted. The most recent one allows Oremora to be fully refreshed after just 30 mins of rest. Some of the other Tattoo’s increase his speed, dexterity, strength, perception. On his chest is a tattoo of his original caravan’s crest, Esmeralla has seen it, but can not make the connection.  

Name:
Ibenez

Sarista Elder

Desc: His topaz skin is littered with the lines of age. He is one of the most respected elders in his caravan. In his younger years he was known as an expert tumbler and juggler of the rasp. His hair is thinning, and has hues of silver and gray decorating the few strands of black hair. His clothing is relatively bright and colorful.

Option A: Ibenez is a master herbalist now. He makes most of the herbal mixtures and salves that his caravan uses and sells. For a price Ibenez can make almost anything given the ingredients and the time. But he is growing old. And there is a small chance that the salves and mixtures are not as potent as they used to be (1% chance). 

Option B: Ibenez is known for his herbal mixtures, but within his caravan Ibenez is also known for his magical capabilities as a witch. With the help of Ibenez magic and the talent of the guards the caravan has endured a long stretch of peacefulness. He knows there is more to Oremora then he is letting on, but he also knows that everyone has secrets, and Oremora has proven his loyalty to the caravan.

Option C: Ibenez is a dangerous person to cross. Through the use of magic he appears to be weak and fragile, the truth is that Ibenez is actually the 5th incarnation. The elders of the caravan know this, but the rest are unaware that when the current Ibenez actually passes there is a Dhuna Witch that has been trained to take the role. The current Ibenez is a master of witchcraft, cryptomancy and wizardry. With his magical mastery he is very dangerous, but his skill with any blade he is just as lethal up close. He is also in his 45th year. 

Yrmania

Name:
Jaral Ironclaw

Jaka Trader

Desc:
Tall and lithe, his fur is solid black, amber eyes glisten from under his brow. His mane is braided and adorned with amber crystals. His ears are pierced with a pair of blue rings. He is missing the top part of his left ear. 

Option A: Jaral is a jaka trader, specializing in the creation of intricately crafted of bows. Jaral has been known to trade with almost anyone as long as he feels he is getting a fair trade, and as long as the buyers mounts are well taken care of. 

Option B: Master of ranged combat and hit and run skirmishes, Jaral received his experience in the hills of Yrmania fighting against the wildmen and the yaksha, he also has a few years as a manhunter with the 7 kingdoms. Jaral has semi retired, willing to train young jakas in the art of combat while also dealing in intricately crafted bows. 

Option C: The Jaka Beastmaster is a thing of legends, there is none that exsist. Try telling that to Jaral, and to the other beastmasters that roam Talislanta. Unlike other beastmasters Jaral will not be passing his knowledge to his decendents, they were decimated by an attack by the yaksha, ever since Jaral has gone out of his way to decimate all yaksha that he has came across. While he knows that this will not bring his family back to him, it gives him a chance to see younger Jakas in action and hopefully find a protégé. 

Cymril:

Name:   Califax Stormblade Male     Swordmage
 









Description:  Califax is slightly taller then your average Cymrillian. His pale green skin and hair is magically flecked with silver, gray and black streaks. His dress is usually dark blue and silver which often is magically enhanced to randomly swirl and flicker as to resemble a storm cloud. Califax has shown promise as an intermediate swordmage with a few surprisingly strategic wins over those with more experience.

4th Edition Archtype: Swordmage, 

D20 Class: 

Option A: Califax has just gotten lucky. His talented combination of elemental magic and finely honed blade has made his victories appear easier then they are. Although, there has been the few fights that Califax himself has been surprised to walk away from victorious.

Option B: Califax strategic wins are not really a surprise if you know that his family is powerful mages in the Cymril Court. Having parents who have unrestricted access to the Archean Library allows for some unique artifacts to improve ones abilities. And for those you can not win with talent alone, wealth and favor from high ranking magicians is always a good thing to fall back on. 

Option C: The only luck that Califax has had recently is that no one has figured out that he is a spy for a Pharesians sect that has infiltrated the Cymril Courts. Most of these “duels” that he has one has been nothing more then public murders of those that have learned the truth. Those that were more skilled then Califax have been the victim of assassination by other Pharesians that are watching out for their prized investment.  Instead of a Swordmage Archtype, Califax will use the Pharesian Spy.

Location: Madigan Wand Shop

A well known magic shop blocks from the Lyceum. Madigan takes care in crafting his wands with the utmost care. Selecting the best material for each wand and painstakingly crafting each one. Madigan’s shop caters to the most respectable Mages in Cymril. 

Option A: Madigan has established a good following in Cymril for his wands. The fact that he gives discounts to students of the Lyceum is one reason he is able to keep his shop profitable and busy. 

Option B: Madigan has started to see his busy slow down, some of the newer students are bringing hand me down wands that help keep their expenses down. Madigan has decided he needs to expand his clientele and has started to sell some of the less legal items on the markets. He is very careful and only sales to those he trusts, but he has heard word that the Lyceum is starting to investigate to narcotic use of students. 

Option C: Madigan is up to no good. For the last few years he has seen a decline in his business. His wands are still some of the best out there, but a few other magic shops in the area caused him to lower his prices. Recently Madigan has agreed to help a couple of Pharesians acquire a couple of artifacts in return for a large order of wands. But in the meantime Madigan has been able to add an enchantment to his wands that causes the user to become brand loyal. 
Durne:

Name:  Obidao Mordiao         Terra Protector


Description:  Obidao has followed in her family’s tradition as a protector of her people. Her crystal blade has been passed down from generation to generation and has seen many victorious battles in the past. Obidao has seen many of the dangerous that dwell in the depths of the Underground Highway, and she fears for the day her people may not be able to stand off the hordes. 

4th Edition Archtype: Gnomekin Protector

D20 Class:

Option A: As a protector Obidao is one of the best. Her body has shown the numerous scars of conflict, but she knows without her blade to defend her people that they might fall. She hates the thought of combat and would prefer to leave it for the innocence of her people. 

Option B: As a protector Obidao has traveled further then most of her peers. She has traveled to the depths of the Underground Highway. She has seen the caverns that spawn the Subterranoids, and it scares her. She knows with Terra’s protection her people will be fine, but recently she has seen Terra fail, and is wondering if the Mighty Aa would be a better patron for her people. 

Option C: Obidao has served Terra faithfully for years. She knows her people will survive the assaults of the Subterraniods, with the help from outside nations. The Seven Kingdoms are to busy with their own interest to dedicate the resources necessary. So Obidao has done what she felt she needed to. It’s only been a few requested for their help; hopefully their requests will not get out of hand. But if she must convert a few of her race to the mines of Aa, for the rest to survive then be it. When the Subterraniods are finally eradicated they can work at freeing those converted to Aa.

Kasmir:

Name:   Nire dal Zir
 









Description:  Sharing an appearance found within the Kasmiran people, Nire is short and lean with shriveled features. With a life time of practice he has learned to hide his emotion and thoughts deep inside his soul, showing only a cold and calculated expression. His dark gray eyes do nothing to help the impression of a professional.

4th Edition Archtype: Trapsmage

D20 Class:

Option A:  Nire has just started as a trapsmith. He has been around a few years but never took time to specialize in one trade for his family. Finally he decided to be a trapsmage. His products are of fair quality by Kasmiran standards, but until he has learned more his family will not sell his skills in order to keep the name associated with fine craftsmanship. 

Option B: Nire’s family has kept him hidden from the world for years, allowing him to hone his skills as a trapmaster. His traps are master quality, designed to not only maim the would be thief but to premamently remove their talents from the market. 

Option C: the dal Zir family has made a name of themselves as master trapsmages over the years. They have had some very powerful clients in the past, and are very selective on who they sell their wares to now. Nire has been trained by the elders of his family in the art of cryptomancy and trapsmithing. Currently the dal Zir family has been refusing to accept new clients, which is strange for a Kasmiran clan. But when your family is being retained by the Khadun, you don’t really need to entertain other jobs. 

Taz:  

Name:  Olmutz

The Iron Headed








Description: Her body decorated with numerous tattoo’s that depict her battle prowess, family and clan heritage, and even her kills. She is known to rush into battle thinking quick on her feet and making sound tactical calculations as she charges. Her most prominent tattoo is one that covers her whole head and resembles colorful Kang Battle helmet. 

4th Edition Archtype:

D20 Class:

Option A: Olmutz is talented in quick tactical decisions, although not always the smartest move to make, she has a great degree of luck and skill to help when needed. She can use all weapons with great ease. She shows signs of some Tazian experience, but still prefers to use the heavy blade of her trusted sword. 

Option B: Olmutz is well trained in both hand to hand combat and weaponry. Her talents have lead her to be over confident which has caused a few scars to be hidden in her tattoo’s but other then that her skill and luck has won out for her. Although recently she has been showing signs of aging and combat, her reflexes are not as fast as they once were. In reality Olmutz knows Kanquan and Tazian which allows her to switch up her attacks, but also causes her defense to decrease cause more contact wounds on her flesh.

Option C: Her helmet tattoo is one that few understand, let alone have ever experienced. Olmutz has forgone the advanced training in weaponry that most of her people have taken instead she has spent her years training with hand to hand combat. She is a master of Tazian Combat, Kanquan Discipline, and even Mandaquan Discipline. She was trained in Kanquan when she served a 5 year assignment in the Kang Empire, and learned Mandaquan when she helped free a couple of Mystic Warriors. She has contacts through the Kang Empire, and is also helpful in smuggling slaves to the Seven Kingdoms. 

Vardune:

Name:   Caw-Kya
     Blue Ranger









Description: Caw-Kya has been placed in numerous outposts in his time with the Grand Army, he has tired of the constant bickering that the Seven Kingdom is tied down with. He also knows that there is no need to patrol the eastern borders, for the followers of Aa lie to the west and are the most dangerous. 

4th Edition Archtype:

D20 Class:

Option A: Caw-Kya follows his assignments. He might not like the fact he is far from home, but he knows that this was his choice, his responsibility to keep honor with his clan. Although he is not willing to go out of his way to sacrifice himself for a cause that he doesn’t see to protect the forests of Vardune.

Option B: Caw-Kya has seen the worst that the eastern borders have to offer. He has seen the new recruits decimated by ambushes and betrayals within their own ranks. It scares Caw-Kya that eventually the Aeriad will have to defend their homeland from these barbarians who claim to be civilized. Until that day he has honed his skills on ranged one shot kills. This has caused the unwanted attention of an Armite merchant.

Option C: On the eastern borders Caw-Kya is a legend with his bow, dropping targets with single shots. For an Aeriad he has been hardened by the death and betrayal that has ravished the outposts. Caw-Kya trick shooting has caused some to speculate on why he has became so friendly with a nomadic Armite Merchant that has been in camp for the last year. Caw-Kya is a Revenant and he has been for the last 6 months. The merchant recruited him with the lure of power for protection of his people. Currently Caw-Kya has been doing minor work, although a few travelers have ended up with an arrow lodged out of their left eye socket. 

