Miscellaneous Splat Book Changes

pg. 46 (C11) - Terrenygit, replace endurance with owl's wisdom.

pg. 53 (C40) - Heunar, replace sleep with choke, replace Great Fortitude with Augment Summoning (reduce Fort save by 2).

pg. 54 (C44) - Slaazh, replace Alertness with Large and In Charge (reduce Spot and Listen by 2). Note that Alertness is a feat given to all trolls, so this is a "nonstandard" change.

pg. 61 (C72) - Graud, replace Dodge with Intimidating Rage.

pg. 63 (C74) - Choranth, replace Combat Casting with Heighten Turning (reduce Concentration by 4), replace spiritual weapon by knife spray.

pg. 45 (C8 ) - Mereclar, revise skills to include Ride: Heal +5, Hide +5, Listen +8, Move Silently +5, Ride (Howler) +9, Search +1, Spot +11, Wilderness Lore +9. Replace Quick Draw with Off-Hand Parry.

pg. 73 (C113) - Arlainth, replace burning hands with lesser fire orb. Replace Run with Greater Spell Focus (Evocation). Her spells lesser fire orb, flaming sphere, and fireball have a DC of 18 + spell level.

pg. 73 (C115) - Skassik, replace Sunder with Pyro. He can't sunder much with a non-magical weapon anyway, but now his tail slap will do a little extra.

pg. 73 (C116) - Zert, replace Dodge with Pyro. With two flaming weapons, this feat should make things a little more interesting.

pg. 74 (C119) - Jurrikath Musseloto, replace Ambidexterity and TWF with Extra Music and Obscure Lore. With Obscure Lore, his bardic knowledge check is +10. Replace minor image with crescendo, sleep with lullaby, and ghost sound with easy math.

Submitted By: Infiniti2000

D’Gran

D’Gran was a wanderer from the Far East, seeking wealth, knowledge, and (above all) power. In his travels, he discovered tales of an ancient entity of staggering power that was imprisoned beyond time and space. After deducing that the cult of the Elder Elemental Eye was somehow related, has allied himself with them. He is not particularly loyal to any of the elemental temples (though currently the Fire Temple pays him well enough to at least feign loyalty), but seeks to gain the attention of the Doomdreamers in hopes of being initiated into their inner circle and learning their forbidden truths.

Male Ogre Mage Wu Jen 3; CR 11; Large Giant; AL NE

Str 25 (+7), Dex 12 (+1), Con 21 (+5), Int 20 (+5), Wis 15 (+2), Cha 21 (+5); HD 5d8 + 3d4 + 40; hp 81; Init +5; Spd 40 ft, Fly 40 ft (good), AC 17 (touch 10, flat-footed 16), Melee Huge MW Naginata: +11 (2d6+10, x3), Ranged Huge MW Mighty Composite Daikyu (+4 Str bonus): +5 (2d6+4, x3); SA 10 ft reach, Spell-like abilities; SQ Darkvision 60 ft, Regeneration 2, SR 18, sudden action (+4 init, 1/day), spell secret: Silent Fire Shuriken, taboos: cannot cut hair, daily offering (blood); SV Fort +10, Ref +3, Will +6.

Skills: Concentration +17, Knowledge: Arcana +16, Listen +8, Spellcraft +16, Spot +8

Feats: Combat Casting, Expertise, Improved Initiative, Still Spell

Spell-Like Abilities: (Sor9; DC 15 + spell level; 1/day unless noted) Charm Person, Sleep, Darkness (at will), Invisibility (at will), Gaseous Form, Polymorph Self, Cone of Cold

Spells (Wu Jen 3; DC 15 + spell level; 4/5/2) *=prepared

0: arcane mark, dancing lights, daze, *detect magic, detect poison, disrupt undead, *flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, *ray of frost, read magic, *resistance 

1: *elemental burst, *hail of stone, *cobra’s breathe, *backbiter, comprehend languages, *ghost light, true strike

2: resist elements, *fire shuriken, *hold person

Possessions: Huge MW Naginata, Huge MW Mighty Composite Daikyu (+4 Str bonus), 12 large arrows, Bracers of Armor +2.

Submitted By: errant42
Lareth the Beautiful, Champion of Elemental Evil

Clr7 Medium-sized Male Half-earth/Half-air/Half-fire/Half-water Elemental; CR: 12; HD: 7d8+49 (88 hp); AL CE; Init: +9; Spd 30ft; AC: 25 (+5 Dex, +4 armor, +6 natural); Attacks: +14 melee (1d6+10, mw quarterstaff) or +13 melee (1d8+8/19-20 blade of force); +10 ranged (10d6 blast of force); Face/Reach: 5' x 5'/5'; Special Qualities: Rebuke undead 4/day, Insanity, +4 to Fortitude saves vs poison, Immune to: disease, cold effects, fire effects, water effects and earth effects; Saves: Fort +12, Ref +7, Will +10; Str: 24, Dex: 21, Con:24, Int: 15, Wis:23, Cha: 12.

Skills: Concentration +11, Diplomacy +7, Knowledge (religion) +6, Spellcraft +8.

Feats: Combat Casting, Improved Initiative, Power Attack, Weapon focus (quarterstaff).

Domains: Evil (All evil spells at +1 caster level), Madness (1/day add Insanity score to Wis-based roll).

Insanity (Ex): Insanity Score 3. Wis 26 for bonus spells and DC's, Wis 20 for all other Wis-based checks. 

Spells Prepared (6/7/6/5/4 -- DC 18 + spell level)

0th level: detect magic, guidance, inflict minor wounds, light, read magic, resistance

1st level: bane, cause fear, divine favor, doom, protection from good, sanctuary, shield of faith

2nd level: bull's strength, death knell, endurance, Tharizdun's touch (3)

3rd level: bestow curse, dispel magic, invisibility purge, rage, searing light

4th level: confusion, divine power, greater magic weapon, poison

Spell-like abilities (Sp): 1/day, as 7th level caster - obscuring mist (x2), wind wall, gaseous form, air walk, magic stone, soften earth and stone, stone shape, spike stones, burning hands, produce flame, flaming sphere, wall of fire, fog cloud, water breathing, control water.

Treasure: Ochre robes, masterwork quarterstaff, rings of force armor (any creature touching Lareth with bare flesh takes 1d4 points of damage), cloak of arachnida, rod of force (3 functions usable a total of 5 times per day in combination: Blast of force - ranged touch attack does 10d6 to a creature within 100 feet, Wall of force - as the spell cast by a 13th level mage, Blade of force - 3 foot glowing blade can be used as a +1 brilliant energy longsword for 10 rounds).

Submitted By: Thrommel
Heunar

Heunar hails from tribe of orcs in a forgotten jungle in the distant south. They worship the great carnivorous lizards native to their lands, and the tribal shamans have learned to commune with—even tame—the beasts. Not content with the petty tribal wars that his kinfolk waged, Huenar traveled north and met with an exotic wizard woman named Tippish. She took a liking to him, fascinated by his ability to control the savage beasts with which he traveled. They became lovers and partners, and gained employment with the growing cult of the Elder Elemental Eye.

Male half-orc Drd5; CR 5; Medium humanoid; AL NE

Str 15 (+2), Dex 10, Con 12 (+1), Int 10, Wis 14 (+2), Cha 8 (-1); HD 5d8+5; hp 39; Init +0; Spd 30 ft; AC 15 (touch 10, flat-footed 15); Melee MW scimitar: +7 (1d6+2, 18-20); SQ Nature sense, Woodland stride, Trackless step, Resist Nature’s Lure, Wild Shape 1/day; SV Fort +5, Ref +1, Will +6.

Skills: Animal Empathy +7, Concentration +9, Heal +6, Knowledge: Nature +4, Spellcraft +4, Wilderness Lore +6

Feats: Combat Casting, Weapon Focus: Scimitar

Spells (Drd5; DC 12 + spell level; 5/4/3/1)

0: create water, cure minor wounds, detect magic, flare, light

1: cure light wounds, endure elements, faerie fire, magic fang

2: barkskin, flame blade, heat metal

3: poison

Possessions: Hide armor, large wooden shield, MW scimitar, potion of levitate, wand of cure moderate wounds (10)

Submitted By: errant42
Ilyiskomok, AKA "Jaroo Ashstaff" 

Male Doppelganger Drd 2; CR 5; Medium-sized shapechanger; HD 4d8+4 + 2d8+2; hp 36; Init +1; Spd 30'; AC 15 (touch 11, flat-footed 14); Atk: +5 melee (1d6+1, 2 slams) or +6 melee (1d6+2, +1 darkwood quarterstaff); SA Detect thoughts; SQ Alter self, Immune to sleep and charm, Nature Sense, Woodland Stride; AL NE; SV Fort +9, Ref +6, Will +10; Str 12, Dex 13, Con 12, Int 13, Wis 14, Cha 13.

Skills & Feats: Animal Empathy +6, Bluff +12*, Disguise +12*, Listen +11, Sense Motive +6, Spot +8, Wilderness Lore +7; Alertness, Dodge, Mobility.

* +10 to Disguise when using alter self, +4 to Bluff and Disguise when detecting thoughts.

Spells Prepared (4/3; base DC = 12 + spell level): 0th - Detect Poison, Flare, Guidance, Resistance; 1st - Entangle, Pass without Trace, Shillelagh

Equipment: +1 darkwood quarterstaff, cloak of resistance.

Submitted By: ZansForCans

"Jaroo Ashstaff" 

Doppelganger Drd 3; medium-size shapechanger; HD 4d8+4+3d8+3 (39 hp); Init +1; Speed 30; AC 15 (+1 dex, +4 natural); Atk +6 melee (1d6+1, 2 slams); SQ Detect thoughts, alter self, immune to sleep and charm, nature sense, woodland stride, trackless step; AL NE; SV Fort +8, Ref +6, Will +9; Str 12, Dex 13, Con 12, Int 13, Wis 14, Cha 13.

Skills: animal empathy +4, bluff +12 (+4 DT), concentration +7, disguise +12 (+4 DT, +10 AS), listen +11, sense motive +6, spellcraft +4, spot +8, wilderness lore +5. Bluff and disguise get +4 with a successful detect thoughts. Disguise gets +10 with alter self.

Feats: alertness, dodge, mobility.

Spells: 4/3/2 (DC 12 + spell level)

0th - cure minor wounds, detect magic, guidance, resistance

1st - entangle, invisibility to animals, obscuring mist

2nd - heat metal, hold animal

Possessions: scroll of resist elements (fire), scroll of delay poison, scroll of magic fang, potion of cure light wounds (1d8+1), potion of cure moderate wounds (2d8+3), necklace of fireballs (Type I, 1 5d6, 2 3d6).

Animal Companion: Snip, Dire Weasel (MM pg. 56), hp 13

If you use the MotW, I suggest the following:

Spells: 4/3/2 (DC 12 + spell level)

0th - cure minor wounds, detect magic, guidance, dawn

1st - sandblast, regenerate light wounds, obscuring mist

2nd - briar web, hold animal

Possessions: scroll of resist elements (fire), scroll of delay poison, scroll of magic fang, potion of animal logic, potion of cure moderate wounds (2d8+3), necklace of fireballs (Type I, 1 5d6, 2 3d6).

Submitted By: Infiniti2000

Kadiss

Male elf Telepath 6; CR 6; Medium-sized humanoid (elf)

HD 6d4+18; hp 38; Init. +2; Spd 30 ft.; AC 19 (touch 12, flat-footed 16); Atk +4 melee (1d8/19-20, masterwork longsword) or +6 ranged (1d8+1/x3, longbow +1); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects, Ego Whip, Id Insinuation, Mental Barrier, Mind Blast, Psicrystal, Psion 0 level powers (9 free/day), Psychic Crush, Thought Shield, Tower of Iron Will; AL NE; SV fort +2, Ref +4, Will +7; Str 11, Dex 14, Con 11, Int 13, Wis 14, Chr 18. 

Skills and feats: Concentration +9, Diplomacy +13, Gather Information +9, Knowledge (Psionics) +7, Listen +4, Psicraft +7, Remote View +7, Search + 3, Sense Motive +8, Spot +4; Inertial Armor, Psionic Body (Chr), Psionic Focus (Telepathy). 

Powers Known (4+1, 2+1, 1+1, 0+1): 0- Catfall, Daze, Distract, Far Hand, Lesser Natural Armor; 1st- Astral Construst I, Charm Person, Disable; 2nd- Inflict Pain, Suggestion; 3rd- Crisis of Breath. 

Possesions: +1 Longbow, 20 arrows, Cloak of Charisma +2, masterwork longsword, Psicrystal (friendly).

Submitted By: Boden Blagden

Kella

Female half-elf Druid 5/Shifter 4; CR 9; Medium-size humanoid (half-elf); HD 9d8+9; hp 51; Init +3; Spd 20 ft.; AC 19 (touch 13, flat-footed 16); Atk +8/+3 melee (1d6+2/18-20, +1 scimitar) or +10/+5 ranged (1d4, sling with masterwork bullet); SQ Druid abilities, immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL NG; SV Fort +9, Ref +8, Will +8; Str 12, Dex 16, Con 13, Int 11, Wis 16, Cha 15.

Skills and Feats: Animal Empathy +8, Concentration +7, Diplomacy +8, Handle Animal +8, Heal +7, Hide +11, Intuit Direction +7, Knowledge (nature) +6, Listen +6, Ride (horse) +5, Search +1, Spot +6, Wilderness Lore +13; Alertness, Dodge, Endurance, Track.

Druid Abilities: Nature sense, woodland stride, trackless step, resist nature's lure, wild shape (1/day, Small, Medium-size).

Shifter Abilities: Greater wild shape (3/day, Tiny thru Large size, Humanoid, Animal, Monstrous Humanoid, Beast, Plant, Vermin, or Giant).

Spells Prepared (5/4/3/2; base DC = 13 + spell level): 0--create water, cure minor wounds, detect poison, light, purify food and drink; 1st-- calm animals, cure light wounds (2), summon nature's ally I; 2nd-- animal messenger, barkskin, lesser restoration; 3rd-- cure moderate wounds, stone shape

Possessions: +3 hide armor, cloak of elvenkind, +1 scimitar, sling, 10 masterwork bullets, wand of cure light wounds (12 charges, 1d8+1), and 10gp.

Submitted By: Andorax

Kellial Unm

Kellial lived in Rastor with his father, who was a miner. However, miner work was rare, so his father frequently had to do odd jobs, and occasionally left town, leaving the young (10 year old) Kellial at home alone for a week or so at a home. One day, Kellial and his two friends decided to go on a fishing trip to a nearby lake, only to have the direction of their young lives change permanently.

Two gargoyles swooped in on the unsuspecting friends and brought them to the arena in the crater ridge mines. There, they quickly learned skills that would keep them alive for a few years. One of the boys was killed at the age of 13 by a small howler. The other two boys were able to subdue the beast, but not kill it. Claaginred of course was able to give this beast to others as leverage. It now inhabits the main entrance as Mereclar's pet.

Kellial become very good and was Claaginred's favorite. The gargoyle, however, decided to pit one boy against another before they were able to team up and fight the gargoyles themselves. Facing death at the hand of the gargoyles or the unpleasant option of killing his friend, Kellial chose to kill his friend. It wasn't until he was 16 years old when Fachish decided he needed a good sword arm at his side.

Kellial now owes everything to the Air Temple priest. He briefly visited Rastor and found his father had either moved on or died; there was no word of his passing.

The young gladiator occasionally retreats to the arena, where he feels safe, and even fights in the pit for the pure joy of the crowd.

Male human Ftr5/Gladiator2; CR 7; Medium-size humanoid (human); HD 7d10+14; hp 57; Init +1; Spd 20ft; AC 21 (touch 10, flat-footed 21); Atk +12/+7 melee (1d8+5/19-20, masterwork longsword) or +9/+4 ranged (1d8+3/x3, masterwork mighty composite longbow [+3 Str bonus]); AL CE; SV Fort +10, Ref +3, Will +2; Str 16, Dex 13, Con 14, Int 13, Wis 10, Cha 11.

Skills: Bluff +6, Climb +6, Jump +6, Intimidate +6, Listen +1, Ride (horse) +5, Spot +1.

Feats: Dodge, Expertise, Mobility, Spring Attack, Weapon Focus (longsword), Weapon Specialization (longsword), Whirlwind Attack.

SQ: Improved Feint, Study Opponent +1.

Possessions: +1 half-plate (black), +1 large steel shield, masterwork longsword, masterwork mighty composite longbow (+3 Str bonus), 20 arrows, cloak of resistance +1 (black), potion of charisma, potion of cure moderate wounds, headband of ferocity, key to door to area C82a.

Note: Underlines signify changes in his possessions. He lost a fighter bonus feat, so I removed combat reflexes.

Submitted By: Infiniti2000

Lareth the Beautiful

Spells Prepared:

0 - cure minor wounds, detect magic, guidance, light, read magic, resistance

1 - bane, cure light wounds, divine favor, protection from good*, regenerate light wounds***, sanctuary, shield of faith

2 - bull's strength, death knell, divine zephyr**, endurance, owl's wisdom****, Tharizdun's touch*

3 - dispel magic, invisibility purge, rage*, spikes**

4 - confusion*, harrier**, unfailing endurance**

* domain spell, ** DotF, *** MotW, **** T&B

Possessions: as listed plus a Mark of the Apostasy (DotF), which is a symbol of the EEE, made from steel, about 8 inches across and grafted onto the solar plexus. This allows Lareth to cast spells without a holy symbol because it acts as the holy symbol and is always in contact with him. It grants fear 3/day as a 10th level wizard (DC 16).

Tactics for Battle: Every sunset, Lareth prepares for the night by casting a number of spells. He casts these spells earlier if he spots anyone approaching the herb shop. He typically spends his days on the front porch smoking a pipe and considering his fate. These spells are the long duration ones: endurance, bull's strength, owl's wisdom, and spikes. Every 7 days, he casts unfailing endurance. He has already cast it this morning. This helps him survive the difficult days and nights in Nulb. If given a few rounds to prepare for combat, he will cast invisibility purge, protection from good, shield of faith, regenerate light wounds, and then divine favor. If given extra time, he will also cast resistance and guidance. Finally, he casts harrier on a target and then rage and charges into battle. He may prefer, however, to lead off with a confusion and/or bane.

For at least the seven rounds of rage, Lareth has +19 on attacks, with damage 1d6+19/19-20x2, and 88 hps (I rolled +4 Str on bull's strength, +5 Con on endurance, and +4 Wis on owl's wisdom, really!). He generally uses the power attack, and he has a BAB +5, so that is +14 attack, damage 1d6+24/19-20x2. His saves vs. good are: Fort +15, Ref +8, Will +15. I figure he'd use the +3 from the Madness domain on his first Will save. For a really brutal Lareth, replace unfailing endurance with divine power.  This gives him +16/+11 on attacks and damage 1d6+24/19-20x2.

If in danger, he will retreat to the shop and fill it with a web from the cloak, then cast sanctuary and retreat to the ceiling for a couple of heals. He will then follow with the confusion, fear (from the Mark), poison, and Tharizdun's touch. He will not retreat further and will attack wildly after that.

If winning, he will only pursue one fleeing target, or none if at least one is left behind (even an animal companion). In general, he always attacks one enemy until that enemy is dead, likely following up with a death's knell if circumstances allow.

If the party approaches Lareth and a battle does not look likely, he may parley, as appropriate, depending on the party and the circumstances. Lareth, however, usually buffs with the long-term spells immediately, just in case. During combat, he mutters a lot, spouting odd phrases and words that have nothing to do with the combat (read the BoB for some excellent stuff).

Calculations:

+11 attack, damage 1d6+6 (normal)

+13 attack, damage 1d6+8 (bull's strength)

+15 attack, damage 1d6+15/19-20x2 (spikes)

+17 attack, damage 1d6+17/19-20x2 (divine favor)

+19 attack, damage 1d6+19/19-20x2 (rage)

+14 attack, damage 1d6+24/19-20x2 (power attack)

Fort +8, Ref +5, Will +8 (normal)

Fort +10, Ref +5, Will +8 (endurance)

Fort +12, Ref +5, Will +10 (rage)

Fort +14, Ref +7, Will +12 (protection from good)

Fort +15, Ref +8, Will +13 (resistance)

Fort +15, Ref +8, Will +15 (owl's wisdom)
They also got kind of freaked by the mark of apostasy, it was great! They must have talked about that thing for a good half hour, with the body just getting colder. To hasten things along, I just had it fizzle out in a pool of acid, leaving a gaping, seared hole in the body in the shape of an inverted 4-sider.

Submitted By: Infiniti2000
Mereclar, Wormspike, and Sascha
Hailing from the rugged lands of the north, Mereclar was always a loner, even an outcast, among the people of his small village. His father, the town constable, was an abusive drunk…this instilled a strong sense of independence and resentment toward authority figures. He ran away at age 12 after murdering his father, and grew up in the wild. He saved a wounded worg pup from a poacher’s trap, and raised her as a pet and companion. He befriended the ogre Wormspike after a chance meeting on the road nearly ended in both of their deaths—an encounter that created a strong mutual respect between them. After some time as bandits in dwarven territories, servants of the EEE recruited them. Eventually, they were promoted to guard captains in charge of the main entrance, due mostly to their highly effective teamwork.

Submitted By: errant42

Mereclar 
Mereclar is a tall, wiry man with dark brown hair and a scraggly beard. He dresses in black studded leather armor and most often wields his bow. If prepared for combat, Mereclar rides Sascha (his large worg) into battle, hanging back and firing arrows while Wormspike and any other guards present engage opponents in melee.

Male human Rgr5/ Deepwood Sniper 1; CR 6; Medium humanoid (human); HD 6d8+6; hp 45; Init +3; Spd 30 ft; AC 16 (touch 13, flat-footed 13); Atk +9/+4 melee (1d8+2, 19-20/x2, MW Longsword), ranged +12/+7 (1d8+3, 19-20/x3, +1 Mighty Composite Longbow (+2 Str bonus)); SA Favored enemies (humans +2, dwarves +1); SQ Keen arrows, +10 range increment; AL CE; SV Fort +5, Ref +9, Will +2; Str 14 (+2), Dex 16 (+3), Con 13 (+1), Int 10, Wis 12 (+1), Cha 8 (-1).

Skill and Feats: Heal +10, Hide +12, Listen +10, Move Silently +13, Ride +13, Search +9, Spot +10, Wilderness Lore +10; Track, Point Blank Shot, Precise Shot, Far Shot, Weapon Focus: Composite Longbow, Mounted Combat, Mounted Archery.

Spells (Caster level Rgr1; DC 11+lvl; spells 1): (1st) Resist Elements.

Possessions: MW Longsword, MW Arrows (20), MW Studded Leather Armor, +1 Composite Longbow (Mighty +2), +1 Arrows (20), Potion of Cure Moderate Wounds (2d8+3).

Wormspike
Wormspike is prodigally large, even for an ogre. The not-so-bright look on his face is replaced with a yellow, toothy grin when he flies into a battle rage.

Male ogre (8 ) / Bbn2; CR 4; Large giant; HD4d8+2d12+24; hp 78; Init -1; Spd 40 ft; AC 16 (touch 8, flat-footed 16); Atk +13 melee (2d6+10, huge greatclub), +4 ranged (2d6+7, huge shortspear); SA Rage (1/day); Reach 10 ft; AL CE; SV Fort +10, Ref +0, Will +1; Str 25 (+7), Dex 8 (-1), Con 16 (+3), Int 6 (-2), Wis 10, Cha 7 (-2).

Skill and Feats: Climb +8, Listen +4, Spot +3; Weapon Focus: greatclub, Power Attack, Cleave, Dwarf’s Toughness.

Possessions: Huge greatclub, huge hide armor, 4 huge shortspears, and a gold necklace (500gp).

Sascha
Female worg, advanced; CR 4; Large magical beast; HD 8d10+32; hp 80; Init +1; Spd 50 ft; AC 14 (touch 9, flat-footed 13); Atk +14 melee (1d8+7, bite); SA Trip; SQ Scent; AL NE; SV Fort +10, Ref +7, Will +4; Str 25 (+7), Dex 13 (+1), Con 19 (+4), Int 6 (-2), Wis 14 (+2), Cha 10.

Skill and Feats: Hide +4, Listen +10, Move Silently +8, Spot +10; Alertness.

4 worg pups (Rocko, Timber, Pusbucket, and Flame) – treat as noncombatants.

Sascha’s mate was killed by the troglodytes and its uncured pelt now lays across the earth temple altar.

Tessimon
Tessimon was the eldest daughter of an influential cleric of Pelor, and was groomed from a young age to join the clergy herself. Her weight problem, however, made her the focus of the other children’s teasing. She thought to threaten them with the power of Pelor, but all knew that he was a kind and forgiving god... this only made them tease her more. "Tess-i-mon, big as the sun, can't catch us, too fat to run!" 

This engendered a strong desire to gain power-- power to make them stop, to make them respect her, to get even. Pelor's church did not offer this.... so she sought another path. She found the cult of the Elder Elemental Eye. 

Currently the most powerful of the elemental temples, the Fire Temple ascended to power some time ago, and has held its position through intrigue and force of arms. Tessimon rules the temple with an iron fist, brooking no opposition to her authority. She achieved her position though intrigue and assassination. She suspected many lower-ranking Fire clerics of attempting the same, so had them “removed.” Only Firre remains, because he seems devoid of ambition, more than content to retain his position as jailer and torturer. Skassik is her most trusted (and feared) lieutenant, though Zert is the current champion of the temple and bearer of the lesser key and Sword of Fire.

She is a short, thickly built woman (she prefers the term “voluptuous”). Her long, black hair has been bleached and dyed deep red at the ends, and her skin is beginning to take on an orange tint as result of her progression as a Fire Savant. Likewise, her irises have become deep red, and the whites of her eyes are smoky orange-- features that she uses to unnerve others. Though in control of the most powerful temple in the mines, she is not content; she covets power above all, and wishes to be initiated into the inner circle. To this end, she seizes any opportunity to inflict destruction on any of the other temples, believing that this will gain the attention of the Doomdreamers and convince them to initiate her. The Earth Temple was recently routed on a whim, and is only beginning to recover under the new troglodyte clergy.

Female human Clr5/ Elemental Savant 5 [T&B]; CR 10; Medium humanoid; AL CE; Str 12 (+1), Dex 9 (-1), Con 14 (+2), Int 14 (+2), Wis 16 (+3), Cha 14 (+2); HD 5d8 + 5d4 +20; hp 69; Init -1; Spd 20 ft; AC 19 (touch 9, flat-footed 19); Melee MW heavy mace: +7 (1d8+1); Ranged MW light crossbow: +5 (1d8, 19-20); SA Rebuke undead (5/day, lvl 5, 1d20+2, 2d6+7 HD); SQ Fire resistance 10, fire focus +2, fire penetration +1; SV Fort +7, Ref +1, Will +11.

Skills: Concentration +15, Knowledge (arcane) +15, Knowledge (the planes) +15, Scry +15, Spellcraft +15

Feats: Energy Substitution (Fire) [T&B], Empower Spell, Energy Admixture (Fire) [T&B], Combat Casting, Scribe Scroll

Spells (Clr10; DC 13 + spell level [Fire: 15]; 6/ 5+1/ 5+1/ 4+1/ 3+1/ 2+1)

0: cure minor wounds (x2), detect magic, guidance, light, resistance

1: bane, cure light wounds (x2), sanctuary, shield of faith +burning hands

2: cure moderate wounds, hold person, silence, darkbolt (x2) [BoVD], +produce flame

3: cure serious wounds, dispel magic (x2), flame of faith [DotF], +magic circle against good

4: divine power, lesser planar ally, summon monster iv, +wall of fire

5: flame strike, summon monster v, +fire shield

Deity: Elder Elemental Eye (Imix). Domains: Evil (caster level 11 for Evil spells); Fire (Turn Water Elem, Rebuke Fire Elem)

Possessions: MW full plate armor, large steel shield, MW heavy mace, MW light crossbow (10 bolts), lesser tentacle rod, potion of heroism, lesser key of fire, divine scrolls: raise dead, flame strike (x2), cure moderate wounds (x2)

Submitted By: errant42

Tippesh
Tippesh was born in the northern barbarian lands, where her small village was raided and plundered by orcs. The half-orc wizard in the orc tribe took her in, as his prize, and began teaching her the ways of wizardry. He also tortured her on a regular basis, teaching her the intricacies of the flesh.

She surpassed her teacher and killed him for his spell books. She left the orc tribe, but still had a fascination for half-orcs and for cutting into her own flesh, nearly masochistically. Eventually, she learned to harness this masochistic tendency and cut into her own flesh in order to power her spells. The resistance to pain also lets her remain conscious despite grievous wounds.

Female human Evoker 5/Blood Magus 1; CR 6; Medium-size humanoid (human); HD 6d4+9; hp 24; Init +2; Spd 30ft; AC 12 (touch 12, flat-footed 10); Atk +2 melee (1d4/19-20, dagger) or +4 ranged (1d4/19-20, dagger); AL NE; SV Fort +4, Ref +3, Will +3; Str 11, Dex 14, Con 12, Int 15, Wis 9, Cha 10.

Skills: Alchemy +11, Concentration +10, Heal +5, Knowledge (arcana) +10, Spellcraft +11.

Feats: Brew Potion, Energy Substitution (sonic), Empower Spell, Scribe Scroll, Spell Focus (evocation), Toughness.

SQ: Blood Component, Stanch.

Spells Prepared (5/5/4/2, base DC = 12+spell level): 0 - detect magic, detect poison, light*, read magic, resistance; 1 - magic missile (2)*, charm person (2), lesser sonic orb; 2 - darkness*, flaming sphere (sonic)*, false life, see invisible; 3 - fireball (sonic)*, lightning bolt*.

Spell book: 0 - arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare*, ghostsound, light*, mage hand, mending, open/close, prestidigitation, read magic, resistance; 1 - alarm, charm person, identify, magic missile*, lesser sonic orb, Tenser's floating disk*; 2 - darkness*, daylight*, flaming sphere*, false life, see invisible, shatter*; 3 - dispel magic, explosive runes, fireball*, gust of wind*, lightning bolt*.

* Evocation spell: these spells have a save DC of 14 + spell level, if applicable, and is the specialized school. Prohibited school: conjuration.

Possessions: slippers of spider climbing, scroll of blink, potion of cure light wounds (1d8+1), potion of cat’s grace, potion of endurance, potion of intelligence, 2 daggers, and 15gp.
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Virith
Virith is a renegade from the elven Order of the Bow. His lack of magical aptitude kept him becoming an Arcane Archer, and his ambition prompted him to seek greater power elsewhere. After some time as a wandering mercenary and assassin, he fell in with Zert, and subsequently with the cult. He is a tall elf with blue-black hair and eyes, and stern demeanor. Though he and Zert were companions before being hired by the cult, they have no specific loyalty to one another.

Currently the most powerful of the elemental temples, the Fire Temple ascended to power some time ago, and has held its position through intrigue and force of arms. Tessimon rules the temple with an iron fist, brooking no opposition to her authority. She achieved her position though intrigue and assassination. She suspected many lower-ranking Fire clerics of attempting the same, so had them “removed.” Only Firre remains, because he seems devoid of ambition, more than content to retain his position as jailer and torturer. Skassik is her most trusted (and feared) lieutenant, though Zert is the current champion of the temple and bearer of the lesser key and Sword of Fire.

Male moon elf Ftr5/ Order of the Bow Initiate 2 [S&F]; CR 7; Medium humanoid; AL CE; Str 13 (+1), Dex 20 (+5), Con 10, Int 9 (-1), Wis 10, Cha 12 (+1); HD 7d10; hp 52; Init +5; Spd 30 ft; AC 20 (touch 15, flat-footed 15); Melee MW longsword: +9/+4 (1d8+1, 19-20); Ranged +1 keen longbow: +15/+10 [PB: +16/+11] (1d8+2 [PB: +5], 19-20/x2); SA Ranged Sneak Attack +1d6; SQ Immune to sleep, low-light vision, +2 saves vs. enchantment, Close Combat Shot; SV Fort +4, Ref +9, Will +3.

Skills: Knowledge (Religion) +1, Spot +5, Listen +5

Feats: Weapon Focus (Longbow), Point Blank Shot, Precise Shot, Rapid Shot, Weapon Specialization (Longbow), Dodge

Possessions: +1 keen longbow, +1 mithril shirt, +1 arrows (20), MW arrow (20), MW longsword
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Zert
Zert is a dark-skinned man of stocky frame, with short but unkempt dark brown hair, grey eyes, and surprising quickness and agility for his build. He hails from the coast, and was once a pirate. An inability to develop his sea legs (and a general dislike of the ocean) prompted him to seek employment inland as a mercenary. After gaining very profitable employment with the cult, he climbed the ranks quickly through his exceptional combat prowess and ruthless manner. He is a cunning warrior and demanding leader; his leadership of the Fire Temple’s forces is as responsible as anything for their climb to dominance. He doesn’t share (or even really understand) the cult’s philosophical views, but enjoys his job very much.

Currently the most powerful of the elemental temples, the Fire Temple ascended to power some time ago, and has held its position through intrigue and force of arms. Tessimon rules the temple with an iron fist, brooking no opposition to her authority. She achieved her position though intrigue and assassination. She suspected many lower-ranking Fire clerics of attempting the same, so had them “removed.” Only Firre remains, because he seems devoid of ambition, more than content to retain his position as jailer and torturer. Skassik is her most trusted (and feared) lieutenant, though Zert is the current champion of the temple and bearer of the lesser key and Sword of Fire.

Male human Ftr9/ Tempest 1 [MotW]; CR 10; Medium humanoid; AL LE; Str 17 (+3), Dex 15 (+2), Con 12 (+1), Int 13 (+1), Wis 9 (-1), Cha 10; HD 10d10 + 10; hp 80; Init +6; Spd 30 ft; AC 18 (touch 12, flat-footed 16); Melee Sword of Fire: +14/+9 (1d6+7, 17-20); +1 flaming short sword: +13/+8 (1d6+4+1d6, 17-20); SV Fort +9, Ref +5, Will +2.

Skills: Climb +13, Intimidate +7, Jump +13, Listen +10, Swim +12

Feats: Dodge, Expertise, Ambidexterity, Two-Weapon Fighting, Mobility, Spring Attack, Weapon Focus (Short Sword), Weapon Specialization (Short Sword), Improved Critical (Short Sword), Improved Initiative, (Improved Two-Weapon Fighting)

Possessions: Sword of Fire (+2), +1 flaming short sword, potion of endurance, +2 chain shirt, lesser key of fire, iron key (chest in area 116)
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