Zamboula and More

Pelishti Asshuri (The City Watch)
[[[ Boxed Tex ]]]

The watchmen did not accost him but swung on down the street, while the crowd opened a lane for them. They were Pelishtim, squat, hook-nosed, with blue-black beards sweeping their mailed breasts -- mercenaries hired for work the ruling Turanians considered beneath themselves, and no less hated by the mongrel population for that reason.

Robert E. Howard, Man-Eaters of Zamboula
[[[ End Box ]]]

Medium Humanoid (Pelishtim Soldier 2); Hit Dice: 2d10+2 (13 hp); Initiative: +2 (+2 Dex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 17 (+1 level, +2 Str, +4 shield); DR:  6 (scale corselet and cylindrical helmet); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 melee; or Light Lance +4 melee; or Shemite bow +5 ranged (within 30'; -1 otherwise); Damage: Scimitar 1d8+2 /18-20 x2 /AP 4; Light Lance 1d10+2 /x3 /AP 4; or Shemite bow (+2) 1d10+2 /x3 /AP 6; Special Qualities: Pelishtim traits; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +2, Ref +1, Will -1; Abilities: Str 15, Dex 14, Con 12, Int 13, Wis 10, Cha 8; Skills:  Handle Animal +4, Intimidate +1, Knowledge (arcana) +5, Knowledge (local) +3, Ride +7, Spot +5; Feats: Mounted Combat, Point Blank Shot, Mounted Archery, Weapon Focus (Shemite bow); Reputation: 1 (Cruel); Leadership: –; Code of Honour: Mercenary; Allegiances: Captain Zelig, Turan, Zamboula; Possessions: Scale corselet, cylindrical helmet and large shield, scimitar with an iron pommel shaped as a hawk, Shemite bow (+2), quiver of 40 arrows

Medium Humanoid (Pelishtim Soldier 4); Hit Dice: 4d10+4 (26 hp); Initiative: +3 (+2 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 19 (+3 level, +2 Str, +4 shield); DR:  6 (scale corselet and cylindrical helmet); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +6 melee; or Light Lance +6 melee; or Shemite bow +7 ranged (within 30'; +6 otherwise); Damage: Scimitar 1d8+2 /18-20 x2 /AP 4; Light Lance 1d10+2 /x3 /AP 4; or Shemite bow (+2) 1d10+2 /x3 /AP 6; Special Attacks:  Formation Combat (heavy cavalry); Special Qualities: Pelishtim traits; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +3, Ref +2, Will +0; Abilities: Str 15, Dex 15, Con 12, Int 13, Wis 10, Cha 8; Skills:  Handle Animal +4, Intimidate +3, Knowledge (arcana) +5, Knowledge (local) +3, Ride +9, Spot +7; Feats: Mounted Combat, Point Blank Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Weapon Focus (Shemite bow); Reputation: 3 (Cruel); Leadership: –; Code of Honour: Mercenary; Allegiances: Captain Zelig, Turan, Zamboula; Possessions: Scale corselet, cylindrical helmet and large shield, scimitar with a bronze pommel shaped as a hawk, Shemite bow (+2), quiver of 40 arrows

Captain Zelig

Medium Humanoid (Pelishtim Soldier 6); Hit Dice: 6d10+6 (39 hp); Initiative: +5 (+3 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 21 (+4 level, +3 Str, +4 shield); DR:  6 (scale corselet and cylindrical helmet); Base Attack Bonus/Grapple: +6/+9; Attack: Scimitar +9 melee; or Light Lance +9 melee; or Shemite bow +10 ranged (within 30'; +8 otherwise); Full Attack: Scimitar +9/+4 melee; or Light Lance +9/+4 melee; or Shemite bow +10/+5 ranged (within 30'; +8/+3 otherwise); Damage: Scimitar 1d8+3 /18-20 x2 /AP 5; Light Lance 1d10+3 /x3 /AP 5; or Shemite bow (+3) 1d10+3 /x3 /AP 7; Special Attacks:  Formation Combat (heavy cavalry); Special Qualities: Pelishtim traits; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +4, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 14, Wis 11, Cha 9; Skills:  Handle Animal +4, Intimidate +3, Knowledge (arcana) +6, Knowledge (local) +4, Ride +10, Spot +7; Feats: Improved Sunder, Mounted Archery, Mounted Combat, Point Blank Shot, Power Attack, Precise Shot, Ride-by Attack, Spirited Charge, Weapon Focus (Shemite bow); Reputation: 15 (Cruel); Leadership: –; Code of Honour: Mercenary; Allegiances: Jungir Khan, Turan, Zamboula; Possessions: Scale corselet, cylindrical helmet and large shield, scimitar with a silver pommel shaped as a hawk, Shemite bow (+2), quiver of 40 arrows

The soldiers of Shem are considered to be men devoid of compassion or mercy.  These cold-blooded killers are inhumanly cruel, fighting with the ferocity and lust of wild beasts.  They do not leave fallen foes behind, but kill the wounded and the downed with pitiless intensity.  Although some of the Shemitish mercenaries are skilled with swords and spears, their archers are the most in demand.  Extremely keen of eye, the Shemites are feared for their deadly archery skills.  They are practically born with bows in hand and horses beneath them.  Dressed in scale corselets and cylindrical helmets, the sons of Shem are always ready for war.  
Their swords have pommels shaped as hawks and the material it is made of displays the prowess of the mercenary.  An asshuri with an iron hawk has killed at least ten men in battle.  A bronze hawk indicates twenty slayings in war.  A silver hawk shows fifty confirmed kills.  

Isilahi, Captain Zelig's Slave
Medium Humanoid (Darfari Barbarian 1/Thief 3); Hit Dice: 1d10+3d8 (19 hp); Initiative: +6 (+1 Dex, +5 Reflex save); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 Dodge); Parry Defence: 15 (+1 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+7; Attack: Club +8 melee; Full Attack: Club +8 melee; Damage: Club 1d8+4; Special Attacks: Bite attack, sneak attack +2d6/+2d8, sneak attack style (club); Special Qualities: Darfari traits, illiterate, track, fearless, versatility (-2 penalty), trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +3, Ref +6, Will +1 (-1 vs. Terror); Abilities: Str 18, Dex 13, Con 10,  Int 12, Wis 10, Cha 6; Skills:  Appraise +4, Bluff +5, Hide +8, Intimidate +5, Jump +7, Knowledge (local) +4, Move Silently +8, Perform (drums) +4, Profession (slave) +4, Survival +4, Tumble +4; Feats: Eyes of the Cat b, Fighting Madness, Improved Unarmed Strike, Sneak Subdual ; Reputation: 2 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Captain Zelig; Possessions: Loin-cloth, sandals, club

Zamboulan Owner-Barkeep
Medium Humanoid (Zamboulan Commoner 4); Hit Dice: 4d4-4 (6 hp); Initiative: +2 (+1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  –; Base Attack Bonus/Grapple: +2/+1; Attack: Club +1 melee; Damage: Club 1d8-1 /x2 /AP 0; Special Qualities: Zamboulan traits, illiteracy; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +0, Ref +2, Will +1; Abilities: Str 9, Dex 12, Con 8, Int 13, Wis 10, Cha 12; Skills:  Appraise +5, Bluff +5, Diplomacy +6, Gather Information+9, Knowledge (local) +4, Profession (bartending) +10, Sleight-of-Hand +4, Sense Motive +2, Spot +6; Feats: Negotiator, Skill Focus (profession (bartending)); Reputation: 5 (Talented); Leadership: –; Code of Honour: None; Allegiances: Jungir Khan, Turan, Zamboula; Possessions: Sash, loose-fitting trousers, turban, blue silk shirt, club

Katrusha, the Zamboulan Dancer

Medium Humanoid (Zamboulan Commoner 3/Temptress 3); Hit Dice: 3d4+3d6+12 (30 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +3 Dex); Parry Defence: 13 (+2 level, +1 Str); DR:  –; Base Attack Bonus/Grapple: +3/+4; Attack: Stiletto +6 melee finesse; Damage: Stiletto 1d4+1 /x4 /AP 2; Special Attack: Sneak attack +1d6; Special Qualities: Zamboulan traits, illiteracy, comeliness, savoir-faire, seductive art +1, dance of desire 1/day; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +7, Will +3; Abilities: Str 13, Dex 16, Con 14, Int 11, Wis 9, Cha 16; Skills*:  Appraise +4, Balance +12, Bluff +7, Climb +4, Diplomacy +7, Escape Artist +5, Gather Information +4, Intimidate +7, Jump +14, Perform (dance) +17, Sense Motive +0, Spot +3, Sleight-of-Hand +4, Tumble +13 (* includes synergy and seductive art bonuses); Feats: Acrobatic, Agile, Endurance, Skill Focus (perform (dance)); Reputation: 9 (Talented); Leadership: –; Code of Honour: None; Allegiances: Her backup dancers, the Looting Soldier Caravansary; Possessions:  Cloak (she wraps herself in this when not performing), stiletto, bracelets, anklets, toe ring, gold earrings

Katrusha typically earns 3d6 silver pieces per day and has several noble patrons.  She is noted for her ability to dance for hour’s non-stop.  She also has a female Darfari slave, an elderly woman with some skill with Darfari fetishes and charms.

Zamboulan Backup Dancers

Medium Humanoid (Zamboulan Commoner 3); Hit Dice: 3d4+3 (11 hp); Initiative: +3 (+2 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 12 (+1 level, +1 Str); DR:  –; Base Attack Bonus/Grapple: +1/+2; Attack: Stiletto +3 melee finesse; Damage: Stiletto 1d4+1 /x4 /AP 2; Special Qualities: Zamboulan traits, illiteracy; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +2, Ref +3, Will +0; Abilities: Str 12, Dex 14, Con 13, Int 10, Wis 8, Cha 15; Skills:  Appraise +4, Balance +4, Bluff +6, Climb +2, Jump +9, Perform (dance) +10, Spot +3, Tumble +7; Feats: Acrobatic, Skill Focus (perform (dance)); Reputation: 5 (Talented); Leadership: –; Code of Honour: None; Allegiances: Katrusha; Possessions:  Cloak (she wraps herself in this when not performing), stiletto, bracelets, anklets

Tunu, Darfari Slave-Woman Nganga
Medium Humanoid (Darfari Commoner 3/Scholar 2); Hit Dice: 3d4+2d6 (15 hp); Initiative: +2 (+1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 dodge); Parry Defence: 11 (+1 level, +0 Str); DR:  –; Base Attack Bonus/Grapple: +2/+2; Attack: Fetish-stick +4 melee finesse; Damage: Fetish-stick 1d2 /x2 /AP 0 (will break if used to cause damage); Special Attack: Bite attack; Special Qualities: Darfari traits, illiteracy, sorcery style x2, scholar, acolyte background, base power points, knowledge is power, +1 power point; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +1, Ref +2, Will +6 (+4 vs. Terror); Abilities: Str 10, Dex 13, Con 10, Int 12, Wis 14, Cha 14; Skills:  Craft (fetish) +9, Craft (herbalism) +3, Knowledge (arcana) +3, Knowledge (nature) +3, Knowledge (religion) +3, Perform (dance) +4, Perform (drums) +5, Perform (ritual) +4, Heal +12, Intimidate +4, Profession (nganga) +8, Sense Motive +4, Spot +4, Survival +6; Feats:  Self-Sufficient, Skill Focus (Heal); Reputation: 5 (Talented); Leadership: –; Code of Honour: None; Allegiances: Katrusha; Magic Attack: +3 (+1 level, +2 Cha); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles Known: Counterspells, Curses; Spells Known: Lesser ill-fortune, warding; Corruption: None; Obsession: None; Possessions: Loin-cloth, sandals, fetish-stick, big and dangling earrings, headband, various powders and herbs
Turanian Soldiers

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10+3 (21 hp); Initiative: +3 (+2 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 18 (+2 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 melee; or Light Lance +5 melee; or Hyrkanian bow +6 ranged ; Full Attack: Scimitar +5 melee; or Light Lance +5 melee; or Hyrkanian bow +6 ranged ; Damage: Scimitar 1d8+2 /18-20 x2 /AP 4; Light Lance 1d10+2 /x3 /AP 4; or Hyrkanian bow (+2) 1d10+2 /19-20 x2 /AP 5; Special Attacks: Formation Combat (Light Cavalry); Special Qualities: Turanian traits; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +3, Will +1; Abilities: Str 14, Dex 15, Con 12, Int 13, Wis 10, Cha 8; Skills:  Craft (bowyer) +3, Handle Animal +4, Intimidate +2, Ride +8, Spot +6, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 1 (Cruel); Leadership: –; Code of Honour: None; Allegiances: Jungir Khan, Turan, Zamboula; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Lubayd Ahga Salar (Leader of 100 Guardsmen)
Medium Humanoid (Turanian Nomad 2/Soldier 4); Hit Dice: 6d10+6 (42 hp); Initiative: +7 (+3 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +3 Dex, +1 favoured terrain); Parry Defence: 21 (+4 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+9; Attack: Yataghan +9 melee; or Light Lance +9 melee; or Hyrkanian bow +10 ranged ; Full Attack: Yataghan +9/+4 melee; or Light Lance +9/+4 melee; or Hyrkanian bow +10/+5 ranged; Damage: Yataghan 1d10+3 /19-20 x3 /AP 7; Light Lance 1d10+3 /x3 /AP 5; or Hyrkanian bow (+3) 1d10+5 /19-20 x2 /AP 6; Special Attacks: Formation Combat (Light Cavalry); Special Qualities: Turanian traits, favoured terrain +1, born to the saddle; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +8, Ref +7, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 14, Wis 11, Cha 9; Skills:  Craft (bowyer) +4, Handle Animal +5, Intimidate +5, Ride +12, Search +4, Spot +9, Survival +4; Feats: Mounted Combat, Far Shot, Mounted Archery, Point Blank Shot, Precise Shot, Ride-by Attack, Track, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 5 (Cruel); Leadership: –; Code of Honour: None; Allegiances: Jungir Khan, Turan, Zamboula; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, yataghan, Hyrkanian bow (+3), quiver of 40 arrows
Seneh Bak (Kibwe), Slave to Ma'ay-Kheru
Medium Humanoid (Darfari Barbarian 1/Thief 3); Hit Dice: 1d10+3d8+8 (27 hp); Initiative: +6 (+1 Dex, +5 Reflex save); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 Dodge); Parry Defence: 15 (+1 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+7; Attack: Club +8 melee; Full Attack: Club +8 melee; Damage: Club 1d8+4; Special Attacks: Bite attack, sneak attack +2d6/+2d8, sneak attack style (club); Special Qualities: Darfari traits, illiterate, track, fearless, versatility (-2 penalty), trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +6, Will +6 (+4 vs. Terror); Abilities: Str 18, Dex 13, Con 14,  Int 12, Wis 16, Cha 6; Skills:  Appraise +4, Bluff +5, Hide +8, Intimidate +5, Jump +7, Knowledge (local) +4, Move Silently +8, Perform (drums) +4, Perform (ritual) +2, Survival +7, Tumble +4; Feats: Eyes of the Cat b, Fighting Madness, Iron Will, Sneak Subdual; Reputation: 12 (Trickster); Leadership: – ; Code of Honour: None; Allegiances: Set, Ma'ay-Kheru; Possessions: Loin-cloth, sandals, club
Ma'ay-Kheru

Medium Humanoid (Stygian Temptress 5/Noble 4/Scholar 1); Hit Dice: 6d6+4d8+20 (51 hp); Initiative: +7 (+2 Dex, +5 Reflex save); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Flint dagger +8 melee finesse; Full Attack: Flint dagger +8/+3 melee finesse; Damage: Flint dagger 1d4; Special Attacks: Sneak attack +1d6; Special Qualities: Stygian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, dance of desire +1, special regional feature +1, poison use, seductive savant, social map (see Conan: Hyboria's Fallen), binding contract, art of distraction, sorcery style, scholar, lay priest background, base power point, knowledge is power; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +7, Will +13 (+11 vs. Corruption); Abilities: Str 10, Dex 14, Con 15,  Int 16, Wis 16, Cha 18; Skills*:  Bluff +16, Craft (alchemy) +5, Diplomacy +20*, Gather Information +20*, Handle Animal +7, Intimidate +20*, Knowledge (arcane) +9, Knowledge (Mystery: Derketo) +15, Knowledge (Mystery: Set) +12, Knowledge (Mystery: Hathor) +12, Knowledge (nobility) +8, Perform (dance) +14*, Perform (ritual) +17*, Profession (priestess) +7, Search +5, Sense Motive +19*, Spot +8 (* includes bonuses for seductive art and for mysteries known (see Conan: Stygia – Serpent of the South)); Feats:  Carouser, Debaucher*, Investigator, Negotiator, Ritual Sacrifice, Persuasive, Steely Gaze (* she qualifies for this feat because of her rank in Derketo's Mysteries); Reputation: 17 (Villain); Leadership: – ; Code of Honour: None; Allegiances: Maati-fem-des, Temple of Derketo, Temple of Hathor; Magic Attack: +7 (+2 level, +4 Cha, +1 special regional feature); Power Points: 7 (4 base, +3 Wis; 14 maximum); Sorcery Styles Known: Summoning; Spells Known: Demonic Pact; Corruption: 5; Obsession: None; Possessions: Wig, sheer pleated linen cloak, blue beaded dress, Stygian noble's clothing

Ma'ay-Kheru is a dusky skinned Stygian with beautiful but haunting features.  She has emerald green eyes accentuated with kohl.  She is a priestess in several temples, so her body is completely shaved of hair.  She usually wears gorgeous wigs, however.  In Utchasep, Ma'ay-Kheru is in charge of the clothing of Hathor's statues.  She is in charge of the lesser priestesses who clean, feed and maintain the statues in the Hathor temple.  In performance of her duties, she wears a sheer white linen kilt, but on social occasions likes to wear a blue beaded dress.

Ma'ay-Kheru's full title is Adept Tcheseru Priestess of the Temple of Derketo in Luxur, Overseer of the Umet Priestesses of the Temple of Hathor in Utchasep, Tscheseru Acolyte of the Temple of Set in Karnath, Keeper of the Fourth Mystery of Derketo, Keeper of the Third Mystery of Hathor, Keeper of the Second Mystery of Set, Mistress of the Secrets of Third Chamber of the Temple of Derketo in Luxur.

Ma'ay-Kheru is ambitious.  She has been playing the political game for a while, moving up in ranks in various temples.  She is trying to become a full-time priestess with a high-priestess ranking.  Her primary goal right now is to become High-Priestess of the Shrine of Derketo's Harem in the Temple of Derketo in Luxur, and from there to become the Hem Netjer of that temple, but she isn't the sort to put all of her eggs in one basket, so she is manoeuvring for power in several temples.  

Although not a member of the House of the Black Circle in any of her temples, she has managed to learn one spell from a captured Atlaian sorcerer – demonic pact.  With that spell, she summoned the mighty demon Maati-fem-des, whose eyes are like knives.  This demon, in return for sacrifices, is helping her make political and sorcerous choices.  This demon has selected the dreaming Player Character to be the next sacrifice because of a feud with the demon afflicting the Player Character.  If she has enough time, she will probably summon the demon to protect herself and her estate from vengeful Player Characters.

She keeps her pact with the demon a secret, lest the House of the Black Circle discover she has been practising without their supervision.  She does, however, hope the House of the Black Circle will accept her as a novice so she can receive formal sorcerous training.  The Temple of Derketo is currently grooming her as a full-time, fully ordained priestess as soon as she is ready (she needs to be a 4th level scholar to take the Priest feat).  She hopes to learn Hypnotism from the temple of Derketo and become ordained from there into the House of the Black Circle – if she can keep her pact secret.
2nd Unit Stygian Infantry of the Temple of Hathor in Utchasep

Medium Humanoid (Stygian (hybrid) commoner 3/soldier 3); Hit Dice: 3d4+3d10+12 (36 hp); Initiative: +3 (+1 Dex, +2 Reflex save); Speed: 25 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 19 (+3 level, +1 Str, +4 shield bonus, +1 parry); DR:  – ; Base Attack Bonus/Grapple: +4/+6; Attack: Bronze Khopesh +7 melee; Damage: Bronze Khopesh 2d4+1/ 18-20 x2/ AP 4; Special Attacks: Formation Combat (skirmisher); Special Qualities: Stygian (hybrid) qualities, farmer background skills, illiteracy; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +3, Will +2; Abilities: Str 14, Dex 12, Con 14, Int 11, Wis 10, Cha 9; Skills:  Climb +4, Handle Animal +9, Intimidate +2, Listen +4, Profession (farmer) +11, Search +3, Spot +3, Survival +2, Swim +5, Use Rope +7; Feats:  Alertness, Athletic, Endurance, Parry, Skill Focus (profession (farmer)), Weapon Focus (khopesh); Reputation: 2 (Talented) ; Leadership: –; Code of Honour: None; Allegiances: Stygian priesthood, Stygian nobility, unit commander; Possessions: Bronze dagger, bronze khopesh, steel cap, antique large shield 

2nd Unit Stygian Archers of the Temple of Hathor in Utchasep 

Medium Humanoid (Stygian soldier 3); Hit Dice: 3d10 (16 hp); Initiative: +2 (+1 Dex, +1 Ref.); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 13 (+2 level, +1 Str); DR: 0; Base Attack Bonus/Grapple: +3/+5; Attack: Stygian bow +6 ranged or bronze dagger +5 melee; Full Attack: Stygian bow +4/+4 ranged or bronze dagger +5 melee; Damage: Stygian bow 1d12+2/ 19-20 x2 / AP 4; or bronze dagger 1d4+1/ 19-20 x2/ AP 1; Special Attacks: Formation Combat (skirmisher); Special Qualities: Stygian qualities; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +3, Ref +2, Will +0 (-2 vs. Corruption); Abilities: Str 14, Dex 13, Con 11, Int 10, Wis 8, Cha 7; Skills:  Climb +5, Handle Animal +0, Jump +5, Knowledge (arcane) +4, Knowledge (local) +3, Perform (ritual) +2, Search +3; Feats:  Disciple of Archery*, Point Blank Shot, Rapid Shot, Weapon Focus (Stygian bow); Reputation: 1 (Brave); Leadership: –; Code of Honour: None; Allegiances: Unit Commander, Set, King of Stygia; Possessions:  Linen kilt, daggers, sheaf of 30 arrows, Stygian bow.   *feat from Conan: The Free Companies.  If this volume is not available, substitute Improved Initiative

Metu-Mestchetch, Adept Meshay Priest of Set, Commander of the 2nd Unit Stygian Army of the Temple of Hathor in Utchasep, Keeper of the Third Mystery of Set

Medium Humanoid (Stygian Noble 4/Scholar 3/Soldier 3); Hit Dice: 4d8+3d6+3d10 (45 hit points); Initiative: +5 (+2 Dex, +3 Ref); Speed: 30 ft.; Dodge defence: 15 (+3 level, +2 Dex); Parry defence: 21 (+5 level, +2 Str, +4 shield); DR: 6 (Bronze scale hauberk and helmet); BAB/Grapple: +8/+10; Attack: Khopesh +10 melee or Stygian Bow +12 or Alchemical weapon +10 ranged ; Full Attack: Khopesh +10/+5 melee or Stygian Bow +12/+7 ranged or Alchemical weapon +10/+5 ranged ; Damage: Khopesh 2d4+2/18-20 x2/AP 6 or Stygian Bow (+2) 1d12+2/19-20 x2/AP 4 or Alchemical weapon (varies); Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Formation combat (light cavalry); Special Qualities: Stygian traits, bonus feat in lieu of sorcery style x2, base power points, scholar, background (lay priest), knowledge is power +2, title, rank hath its privileges, special regional feature +1, social ability (ally), +1 power point, +4 skill points in lieu of advanced spells; Saves: Fort +5, Ref +5, Will +11 (+9 vs. corruption); Abilities: Str 14, Dex 14, Con 10, Int 17, Wis 16, Cha 14; Skills: Appraise +5, Bluff +11, Concentration +4, Craft (alchemy) +12, Craft (herbalism) +7, Decipher Script +9, Handle Animal +4,  Heal +5, Intimidate +16, Knowledge (arcana) +14, Knowledge (mystery: Set) +13, Knowledge (nobility) +9, Knowledge (tactics) +15, Perform (ritual) +8, Profession (priest-general) +14, Profession (scribe) +5, Ride +6, Search +5, Sense Motive +11, Sleight-of-Hand +13; Feats: Diligent, Knowledgeable, Mounted Archery, Mounted Combat, Power Attack, Improved Sunder, Skill Focus (intimidate), Skill Focus (craft (alchemy)), Steely Gaze; Code of Honour: None; Reputation: 15 (Brave); Leadership: –; Allegiances: Father Set, High Priest; Base Power Points: 8 (4 base, +3 Wis, +1 bonus; 14 maximum); Magical Attack: +5 (+2 level, +2 Cha, +1 special regional feature); Possessions: Kilt, priest's mantle, khopesh, alchemical weapons, bronze scale hauberk, bronze crested helmet, leather & wood tear-drop-shaped shield, Stygian bow, 40 arrows, chariot

Netchet-Pershät, Physician/Surgeon, Keeper of Djehuty's First Mystery

Medium Humanoid Stygian Scholar 3rd level; Hit Dice: 3d6-3 (6 hit points); Initiative: +2 (+1 Dex, +1 Ref); Speed: 30 ft.; Dodge defence: 12 (+1 level, +1 Dex); Parry defence: 11 (+1 level, +0 Str); BAB/Grapple: +2/+2; Attack: Alchemical weapon +3 ranged ; Full Attack: Alchemical weapon +3 ranged; Damage: Alchemical weapon (varies); Space/Reach: 5 ft (1)/5 ft (1); Special Qualities: Stygian traits, sorcery style, base power points, scholar, background (lay priest), knowledge is power, 2 bonus feats (instead of sorcery styles), +4 skill points (instead of advanced spells and bonus spells); Saves: Fort +0, Ref +2, Will +4 (+2 vs. corruption); Abilities: Str 10, Dex 12, Con 8, Int 15, Wis 14, Cha 13; Skills: Bluff +6, Craft (alchemy) +15, Craft (herbalism) +13, Gather Information +5, Handle Animal +3, Knowledge (arcana) +10, Knowledge (nature) +7, Knowledge (mystery: Djehuty) +7, Knowledge (mystery: Set) +4, Heal +15, Perform (ritual) +9, Profession (physician/surgeon) +6, Profession (priest) +4, Profession (scribe) +4, Sense Motive +7, Sleight-of-Hand +5; Feats: Stygian Physician, Surgery, Skill Focus (Heal), Skill Focus (craft (alchemy)), Skill Focus (craft (herbalism)); Code of Honour: None; Reputation: 8 (Talented); Leadership: –; Allegiances: Father Set, High Priest of Djehuty's Temple in Re-Hayp, Ma'ay-Kheru; Base Power Points: 7 (4 base, +2 Wisdom, +1 bonus) (14 maximum); Magical Attack: +1 (+0 level, +1 Cha); Corruption: 2; Possessions: Kilt, priest's mantle, surgeon's kit, alchemical weapon (Games Master's choice)

The physicians of Stygia are typically scholarly priests without sorcerous training, and Netchet-Pershät is no exception.  His dalliances with Ma'ay-Kheru are slowly corrupting his soul.
Huia-Asar, Scribe, Keeper of Djehuty's First Mystery

Medium Humanoid Stygian Scholar 1st level; Hit Dice: 1d6-1 (2 hit points); Initiative: +1 (+1 Dex, +0 Ref); Speed: 30 ft.; Dodge defence: 11 (+0 level, +1 Dex); Parry defence: 10 (+0 level, +0 Str); BAB/Grapple: +0/+0; Attack: Dagger +1 melee finesse or Stygian Bow +2 ranged ; Full Attack: Dagger +1 melee finesse or Stygian Bow +2 ranged; Damage: Dagger 1d4/ 19-20 x2 / AP 1 or Stygian Bow 1d12 / 19-20 x2/ AP 2; Space/Reach: 5 ft (1)/5 ft (1); Special Qualities: Stygian traits, sorcery style, base power points, scholar, background (lay priest), knowledge is power; Saves: Fort -1, Ref +1, Will +5 (+2 vs. corruption); Abilities: Str 10, Dex 12, Con 8, Int 14, Wis 14, Cha 13; Skills: Appraise +4, Concentration +3, Craft (alchemy) +10, Decipher Script +8, Gather Information +5, Handle Animal +3,  Heal +4, Intimidate +3, Knowledge (arcana) +10, Knowledge (engineering and architecture) +8, Knowledge (Mystery: Djehuty) +8, Perform (ritual) +7, Profession (scribe) +9, Sleight-of-Hand +7; Feats: Diligent, Knowledgeable, Skill Focus (profession (scribe)); Code of Honour: None; Reputation: 7 (Talented); Leadership: –; Allegiances: Father Set, High Priest of the temple of Hathor; Base Power Points: 6 (4 base, +2 Wisdom) (12 maximum); Magical Attack: +2 (+0 level, +2 Cha); Possessions: Kilt, stylus, quill, wig

Huia-Asar is a young scribe with the title Third Novice Priest of Texts in the Army of the Temple of Hathor in Utchasep, Keeper of Djehuty's First Mystery.  He is looking for a way to stand out and achieve a higher rank.  He answers primarily to the Adept Priest of Acolytes in the Army of the Temple of Hathor in Utchasep and the Overseer of the Priests of Texts in the Army of the Temple of Hathor in Utchasep.  His function is to report to the temple about the use of its troops and to keep track of all weapons allocated to the soldiers and see they are returned to the stores in Utchasep afterwards.  His father is the High Priest of Texts in the House of the Black Circle and Keeper of all Djehuty's and Seshet's Mysteries, so Huia-Asar feels he must distinguish himself soon or his father will look upon him as a failure.

Chariot Drivers

Medium Humanoid (Stygian soldier 3); Hit Dice: 3d10-3 (13 hp); Initiative: +1 (+0 Dex, +1 Ref.); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 16 (+2 level, +1 Str, +3 shield when using it to defend noble archer); DR: 0; Base Attack Bonus/Grapple: +3/+5; Attack: Unarmed Strike +5 melee; Full Attack: Unarmed Strike +5 melee; Damage: Unarmed Strike 1d4+2/ x2/ AP 0; Special Attacks: Formation Combat (heavy cavalry); Special Qualities: Stygian qualities; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +2, Ref +1, Will +0 (-2 vs. Corruption); Abilities: Str 12, Dex 11, Con 9, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +10, Knowledge (arcane) +4, Knowledge (local) +2, Perform (ritual) +5, Profession (chariot driver) +5; Feats:  Chariot Combat, Disciple of Chariots, Improved Chariot Overrun, Skill Focus (handle animal); Reputation: 4 (Brave); Leadership: –; Code of Honour: None; Allegiances: Chariot-Rider, Hathor; Corruption: 7; Possessions:  Linen kilt, shield

Mdahoma, Ngil Master

Medium Humanoid (Darfari Barbarian 5/Scholar 11); Hit Dice: 5d10+5d6+6 (51 hp); Initiative: +10 (+3 Dex, +7 Reflex save); Speed: 30 ft.; Dodge Defence: 21 (+7 level, +3 Dex, +1 Dodge); Parry Defence: 17 (+5 level, +2 Str); DR:  – ; Base Attack Bonus/Grapple: +13/+15; Attack: Club +16 melee; Full Attack: Club +16/+11/+6 melee; Damage: Club 1d8+2; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, uncanny dodge, mobility, sorcery style x4, scholar, background (acolyte), base power points, knowledge is power, +3 power points, advanced spell x9, bonus spell x3, increased maximum power points (triple); Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +7, Ref +10, Will +13 (+11 vs. Terror); Abilities: Str 15, Dex 16, Con 11,  Int 15, Wis 17, Cha 20; Skills:  Bluff +8, Concentration +5, Craft (herbalism) +10, Craft (fetish) +8, Craft (mask) +10, Hide +10, Heal +13, Intimidate +16, Knowledge (arcana) +20, Knowledge (nature) +13, Knowledge (Mystery: Ngil) +14, Listen +6, Move Silently +10, Perform (chant) +10, Perform (drums) +10, Perform (Ngil dancing) +19, Perform (ritual) +14, Sense Motive +8, Spot +6, Survival +10; Feats: Endurance, Fighting Madness, Focused Magical Link, Hexer, Iron Will, Leadership, Performer, Ritual Sacrifice, Steely Gaze, Tortured Sacrifice, Track; Reputation: 26 (Cruel); Leadership: 21 (10th level cohort; 200 1st, 8 2nd, 3 3rd, 1 4th level followers) ; Code of Honour: None; Allegiances: Ngil cult; Magic Attack: +14 (+6 level, +5 Cha, +1 bonus, +2 totem mask); Power Points: 7 (4 base, +3 Wis, +3 bonus; –3 obsession; 21 maximum); Sorcery Styles Known: Counterspells, Curses, Hypnotism, Summoning; Spells Known: Banish outsider, curse of Yizil, domination, doom of the doll, enslave, entrance, greater ill-fortune, greater warding, hypnotic suggestion, incantation of Amalric's witchman, lesser ill-fortune, mass hypnotic suggestion, master-words and signs, shamanic ecstasy, summon demon, warding; Corruption: None; Obsession: Defeating his enemy; Possessions: Loin-cloth, sandals, cudgel, body paint, fetishes, fetish-stick, Ngil fetish bones (Skill Focus (Perform (ritual)), Negotiator, Summoner), shaman's mask, totem mask
Ma'ay-Kheru's Kushite Estate Guards

Medium Humanoid (Kushite barbarian 3); Hit Dice: 3d10+3 (19 hp); Initiative: +4 (+1 Dex, +3 Reflex save); Speed: 30 ft. (x5 run feat); Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 17 (+1 level, +2 Str, +4 shield bonus); DR: 0; Base Attack Bonus/Grapple: +3/+5; Attack: Hunting Spear +5 melee; Full Attack: Hunting Spear +5 melee; Damage: Hunting Spear 1d8+3/ x2 / AP 3; Special Attacks: Crimson Mist, Versatility (-2 penalty); Special Qualities: Kushite qualities, Illiterate, Fearless, Bite Sword, Trap Sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +4, Will +0 ; Abilities: Str 14, Dex 12, Con 13, Int 10, Wis 8, Cha 9; Skills:  Hide +8, Intimidate +1, Listen +7, Move Silently +8, Spot +7, Survival +7 (Note: skills presume a hot climate, taking advantage of all racial benefits); Feats: Cleave, Endurance bonus, Fighting-Madness, Power Attack, Track bonus; Reputation: 2 (Brave); Leadership: –; Code of Honour: None; Allegiances: Jomo, Ma'ay-Kheru; Possessions: headdresses with ear guards made of monkey-skin, hunting spear, large black shield.  
These poorly trained warriors serve Ma'ay-Kheru's needs nicely.  They are tough enough to take a few charges without breaking, die quickly enough to be useful sacrifices, and obey without question.  They usually fight with Fighting Madness and full Power Attack.  Modified statistics are offered below:

Hit Points under Fighting Madness: 3d10+9 (25 hit points)

Parry Defence under Fighting Madness: 15

Attack with Full Power Attack & Fighting Madness: Hunting Spear +5 melee

Damage with Full Power Attack & Fighting Madness: Hunting Spear 1d8+8/ x2 / AP 5
Jomo, Ma'ay-Kheru's Gatekeeper

Medium Humanoid (Atlaian Barbarian 5); Hit Dice: 5d10+10 (37 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 Dodge); Parry Defence: 15 (+1 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+9; Attack: Tulwar +9 melee; Damage: Tulwar 2d8+6/ 18-20 x2/ AP 7; Special Qualities: Southern black kingdom tribesman traits, illiterate, track, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, endurance; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +1 (-1 vs. Terror); Abilities: Str 18, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Handle Animal +6, Hide +6, Intimidate +8, Jump +6, Listen +2, Move Silently +6, Perform (dance) +6, Spot +2, Survival +8; Feats: Cleave, Exotic Weapon Proficiency (Tulwar), Fighting Madness, Power Attack ; Reputation: 5 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Ma'ay-Kheru; Possessions: Stygian kilt, sandals, hunting spear

Jomo is Ma'ay-Kheru's gatekeeper.  He is an Atlaian from the Jubar clan.  He stands about 6'8" and is heavily muscled.  Jomo is typically reserved and cautious around strangers unless called to battle them.  He is utterly ferocious in combat.  He has concentric dots tattooed in circles around his eyes, giving him an almost racoon-like appearance. Typically he is stationed in area 2, but he may be anywhere the Games Master feels is appropriate.  He is the commander of the household guard.  He will almost always go into a fighting madness and use his full Power Attack when in combat.  His modified attacks and damage are listed below: 

Hit Points under Fighting Madness: 5d10+20 (47 hit points)

Dodge and Parry Defence under Fighting Madness: 13

Attack with Full Power Attack & Fighting Madness: Tulwar +6 melee

Damage with Full Power Attack & Fighting Madness: Tulwar 2d8+19/ 18-20 x2/ AP 9

Maati-fem-des

Large Outsider (demon)/Scholar 4th 

Hit Dice:  9d8+1d6+3+50 (96 hp)

Initiative:  +9 (+2 Dex, +7 Reflex)

Speed:  30 ft.

Dodge Defence:  19 (+2 Dex, +1 Dodge, +6 natural, +1 class, –1 size)

DR:  2 (demon)

Base Attack/Grapple:  +12/+23

Attack:  Gore +18 melee finesse (2d6+7) or Massive Tulwar +18 (2d10+10/18-20 x2/AP 10)

Full Attack:  Gore +18/+13 melee finesse (2d6+7) or Massive Tulwar +18/+13 (2d10+10/18-20 x2/AP 10)

Power Attack: Gore +6/+1 melee finesse (2d6+19) or Massive Tulwar +6/+1 (2d10+34/18-20 x2/AP 10)

Space/Reach:  5 ft. (1)/10 ft. (1)

Special Attacks: Eyes like knives, sorcery

Special Qualities:  Immunities, manifest, sorcery style x3, advanced spell x2, bonus spell, scholar, knowledge is power, +1 power point

Power Points:  15 (base 10, +4 Wis, +1 bonus; 30 maximum)

Magic Attack Bonus:  +11 (+4 natural, +2 class, +5 Charisma)

Saves:  Fort +12, Ref  +9, Will +14

Abilities:  Str 24, Dex 14, Con 21, Int 14, Wis 19, Cha 21

Skills:  Craft (herbalism) +18, Hide +11, Intimidate +29, Knowledge (arcana) +18, Knowledge (geography) +6, Knowledge (history) +10, Knowledge (nature) +10, Move Silently +11, Sense Motive +12

Feats:  Cleave, Dodge, Menacing Aura, Power Attack, Steely Gaze

Climate/Terrain:  Any land and underground

Organization:  Solitary

Advancement:  By character class 

Maati-fem-des appears as a hairy black rhinoceros-headed giant with four yellow eyes.  He wears a dark red kilt and dark red sandals. 

This demon, in return for sacrifices, is helping Ma'ay-Kheru make political and sorcerous choices.  This demon has selected the dreaming Player Character to be the next sacrifice because of a feud with the demon afflicting the Player Character.  However, unbeknownst to the demon, he cannot actually harm the dreaming character – his sword blows will be deflected or dodged, his spells have no effect, et. al.  This will anger the demon greatly.  Indeed, the dreaming character may discover that the strange word he has heard in his dreams, 'ehrlich hod,' is actually the true name of this demon and can be used to command the demon.  The demon can be forced to give up what it knows, which is that the dreams come from a demon of crimson mists who serves a sorcerer of Darfar.  It also knows that the sorcerer depends on a golden haired Aquilonian woman for his strength, and has her captured.  The demon suggests rescuing the girl.  If forced to accompany the Player Characters, he will try to kill all the companions of the dreaming Player Character whenever possible along the way – or hold one hostage in exchange for his release.
Maati-fem-des can be summoned with a Summon Demon spell.  He makes a good subject for a Demonic Pact spell.  Maati-fem-des has knowledge of (though not the ability to cast) the Hypnotism, Summoning and Divination sorcery styles as well as the styles he knows.
Combat

Maati-fem-des usually begins combat with his menacing aura.  He fights with a massive two-handed, blood-red tulwar – a weapon he can only wield in two hands and a mortal likely would not be able to swing effectively due to its size.  He often attacks with Power Attack: Gore +6/+1 melee finesse (2d6+19) or Massive Tulwar +6/+1 (2d10+34/18-20 x2/AP 10).  He may not hit often this way, but when he does, he usually kills his opponent.
Eyes Like Knives (Su):  Maati-fem-des can cast a modified form of Agonising Doom through his eyes (range of evil eye; no components other than his will to do it).  Instead of black tendrils of power, the power makes the subject feel as though they are being slashed by dozens of knives at once.  This power uses 4 power points per target, takes a full round action to use, and affects creatures of less than 13th level or HD.  It otherwise behaves as an Agonising Doom spell in regards to saving throws and damage.
Immunities (Su):  Maati-fem-des is immune to all physical damage, except that dealt by either fire or objects made from silver.  Silver weapons are not generally manufactured during the Hyborian Age, though improvised weapons made from silver benches, candlesticks, mugs etc. could be used. 

Manifest (Su):  As a standard action, Maati-fem-des can either leave Earth and return to its home place, or appear on Earth.  In either case, it manifests at the new location at the end of its action.  
Sorcery Styles: Nature Magic, Necromancy, Curses

Sorcery Spells Known: Agonising doom, black plague, death touch, lesser ill-fortune, raise corpse, summon beast
Skills:  Maati-fem-des’s black, horrific body and inhuman head give it a +8 bonus on Intimidate checks.  

Medium Humanoid (Darfari Barbarian 3); Hit Dice: 3d10+6 (23 hp); Initiative: +4 (+1 Dex, +3 Reflex save); Speed: 40 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 Dodge); Parry Defence: 14 (+1 level, +3 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+6; Attack: Club +7 melee; Full Attack: Club +7 melee; Damage: Club 1d8+3; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +4, Will +1 (-1 vs. Terror); Abilities: Str 17, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Bluff +2, Hide +7, Intimidate +4, Listen +1, Move Silently +7, Perform (drums) +1, Perform (ritual) +2, Spot +1, Survival +6; Feats: Endurance, Fighting Madness, Fleet-footed, Improved Unarmed Strike, Track ; Reputation: 3 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel

Medium Humanoid (Darfari Barbarian 5); Hit Dice: 5d10+10 (38 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 40 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 Dodge); Parry Defence: 15 (+1 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+9; Attack: Club +10 melee; Full Attack: Club +10 melee; Damage: Club 1d8+4; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, uncanny dodge, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +1 (-1 vs. Terror); Abilities: Str 18, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Bluff +2, Hide +8, Intimidate +4, Listen +3, Move Silently +8, Perform (chant) +1, Perform (drums) +1, Perform (ritual) +2, Spot +3, Survival +7; Feats: Endurance, Fighting Madness, Fleet-footed, Improved Unarmed Strike, Power Attack, Track ; Reputation: 5 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel

Mchungwa (Scout)

Medium Humanoid (Darfari Barbarian 3/Borderer 3); Hit Dice: 6d10+12 (45 hp); Initiative: +8 (+2 Dex, +6 Reflex save); Speed: 40 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 Dodge); Parry Defence: 16 (+2 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+10; Attack: Club +11 melee; Full Attack: Club +11/+6 melee; Damage: Club 1d8+4; Special Attacks: Bite attack, Darfari subdual combat style (no attack penalty for non-lethal attacks); Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, favoured terrain +1 (swamp or forest); Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +8, Ref +8, Will +2 (+0 vs. Terror); Abilities: Str 18, Dex 14, Con 15,  Int 13, Wis 11, Cha 7; Skills:  Bluff +2, Hide +13*, Intimidate +4, Listen +4*, Move Silently +13, Perform (chant) +1, Perform (drums) +1, Perform (ritual) +2, Spot +4*, Survival +9* (* character gains +1 bonus to these skills when in his favoured terrain); Feats: Diehard, Endurance, Fighting Madness, Fleet-footed, Power Attack, Skill Focus (survival), Stealthy, Track ; Reputation: 6 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel
Note on Mchungwa's attacks:  If Mchungwa uses Power Attack and Fighting Madness, he typically will swing his club two-handed.  At full power attack, this changes his attack and damage to Club +7/+2 melee 1d8+21 damage.  His hit points are 12 points higher but his Dodge Defence is 2 points lower.

[[[ Boxed Tex ]]]

Darfari Nature: The Darfari are quick to take offence and are fiery in temperament.  They are utterly indifferent to human life, which makes the Darfari dreaded by neighbouring tribes.  Ferocious, the Darfari treat prisoners badly, often allowing them to starve if they are not eaten.  The Darfari are also rather indolent, preferring to avoid work if possible.  The men would much rather sit in the main hut of their village (the palaver house) and make thatch or fishing lines so they can talk to any visitors and hear the news.  They will laugh at even the slightest hint of humour despite their warlike, vengeful nature.  The savage Darfari are regarded as thieves and murderers, without a hint of basic trustworthiness.  Still, they are considered valuable as slaves.  

[[[ End Box ]]]

Crimson Mist Demon

Large Outsider (demon)

Hit Dice:  8d8+8 (44 hp)

Initiative:  +11 (+5 Dex, +6 Reflex)

Speed:  40 ft.

Dodge Defence:  20 (+5 Dex, +6 natural, -1 size)

DR:  8 (billowing resilience)

Base Attack/Grapple:  +8/+17

Attack:  Crushing coils +17 melee (grapple)

Full Attack:  Crushing coils +17/+12 melee (grapple) 

Space/Reach:  10 ft. (2)/10 ft. (2)

Special Attacks:  Fearful stench, crushing grapple 1d6 + 1d4 unnameable essence, soundless screaming

Special Qualities:  Darkvision, billowing resilience, semi-intangible, manifest

Saves:  Fort +7, Ref  +11, Will +6

Abilities:  Str 20, Dex 20, Con 13, Int 8, Wis 10, Cha 18

Skills:  Climb +16, Intimidate +15, Jump +16, Listen +11, Spot +11, Survival +1

Feats:  Crushing Grip, Improved Grapple, Power Attack

Climate/Terrain:  Any land and underground

Organization:  Solitary

Advancement:  9-12 HD (Large)

The crimson mist treads with soul-shaking and elephantine movements.  It billows forth with a fearful stench in almost tangible waves, rushing headlong in a blood-like gush.  It is nearly intangible and laps its enemies with coils of death and destruction.  It is a pulsing red thing with neither shape nor earthly substance, yet it can trample foes underneath with stamping hooves that crack bones.  As the thick cloud of blood-coloured tendrils moves, it constantly changes its shape and form.

Combat

The crimson mist usually attacks with its crushing grapple, which works as a standard grapple attack except that the unnameable essence of the creature inflicts additional 1d4 damage.  

Billowing resilience (Ex):  A crimson mist demon is formed from a resilient, cobwebby stuff that springs back into place when struck, as unyielding and unharmable as air.  This makes it very difficult to harm with bludgeoning weapons, which tend to simply deform it for a moment rather than actually damage it.  Piercing and slashing weapons can cut or stab right through the cobwebby stuff, separating it or poking through into vital organs.  A crimson mist demon’s Damage Reduction is doubled (to 16) against bludgeoning attacks of any kind.  

Darkvision (Ex):  The crimson mist demon has darkvision out to 30 feet.

Fearful stench (Ex):  The vapours of a crimson mist demon are nauseating. Living creatures within 30 feet of the crimson mist become nauseated. This condition lasts as long as the creature is in the area of the creature and for 1d4+1 rounds after it leaves. (Roll separately for each nauseated character.) Any creature that succeeds on its save but remains in the cloud must continue to save each round on the crimson mist's turn.  

Manifest (Su):  As a standard action, the crimson mist demon can either leave Earth and return to its home place, or appear on Earth.  In either case, it manifests at the new location at the end of its action.  

Semi-Intangible (Su):  The crimson mist demon is immune to critical hits, as it has no true form beyond a collection of ichorous strands.  

Soundless Screaming (Su):  When a crimson mist dies, it creates a soundless scream that touches the dim vistas of the soul's consciousness and re-echoes unbearably a hideous, formless cataclysm that is the death scream of the demon.  This is treated as a Demoralise Opponent effect which lasts for an hour if successful on all creatures within 10 feet.
The Honourable Amica Micaelis

Medium Hyborian Woman Noble 5/Temptress 6

Hit Dice: 5d8+5d6+10+1 (51 hit points)
Initiative: +8 (+2 Dex, +6 Ref)
Speed: 30 ft.
Dodge Defence: 17 (+4 level, +2 Dex, +1 dodge)
Parry Defence: 14 (+4 level, +0 Str)
BAB/Grapple: +7/+7

Attack: Club +7 melee 
Full Attack: Club +7 melee 
Damage: Club 1d8+0/x2, AP 2
Space/Reach: 5 ft (1)/5 ft (1)
Special Attacks: Sneak attack +1d6, +1 special regional bonus to attack rolls with broadsword, hunting bow, heavy lance and war spear

Special Qualities: Hyborian Traits, background skills (Bluff, Diplomacy, Gather Information, Intimidate), adaptability (Bluff, Gather Information), comeliness, savoir-faire, title (the honourable), rank hath its privileges, wealth, seductive art +2, dance of desire 2/day, special regional feature +1, poison use, seductive savant (perform (dance)), social ability (social map), binding contract, art of distraction, lead by example +2

Saves: Fort +6, Ref +8, Will +14 
Abilities: Str 10, Dex 14, Con 12, Int 16, Wis 15, Cha 19

Skills: Appraise +7, Balance +4, Bluff +20, Diplomacy +22, Escape Artist +6, Gather Information +22, Intimidate +22, Knowledge (nobility) +11, Perform (dance) +16, Perform (sing) +12, Search +11, Sense Motive +20, Sleight of Hand +8, Spot +6, Tumble +8
Feats:  Agile, Dodge, Great Fortitude, Investigator, Negotiator, No Honour, Persuasive
Code of Honour: No Honour feat

Reputation: 15 (villain)
Leadership: – 
Allegiances: None

Possessions: None, nude

Madam Amica is the third daughter of Viscount Micaelis of Baraccus.  As the daughter of a viscount, she is styled as the Honourable Amica Micaelis, but addressed as Madam.  Aquilonian by birth, Madam Amica became a beautiful, if amoral, politician in Corinthia before a rival had her kidnapped and sold into slavery in Zamboula.  She passed through the hands of several masters and mistresses, all the while learning better to manipulate people.  She learned to dance and sing as a slave, and mastered her abilities to read people.  She was eventually captured by the Darfari witch.  

Madam Amica is a golden-haired beauty with a lot of personal charm.  Although quite charming, she sees herself as without morals and a willingness to do whatever is necessary to survive and win.  She knows how to get into the Tomb Beneath the Temple and she knows a secret way out of the tomb.  She also knows the weakness of the demon lord of the witch.

Mkali, The Darfari Witch

Medium Darfari Woman Scholar 16

Hit Dice: 10d6+6 (41 hit points)

Initiative: +7 (+2 Dex, +5 Ref)

Speed: 30 ft.

Dodge Defence: 18 (+6 level, +2 Dex)

Parry Defence: 18 (+6 level, +2 Str)

BAB/Grapple: +12/+14

Attack: Club +15 melee 

Full Attack: Club +15/+10/+5 melee 

Damage: Club 1d8+2/x2/AP 4

Space/Reach: 5 ft (1)/5 ft (1)

Special Attacks:  Bite, +1 racial bonus to all attack rolls with any bludgeoning weapon

Special Qualities: Darfari Traits, new sorcery style x6, advanced spells x14, bonus spells x4, +4 power points, increased maximum power points (quadruple), acolyte background, knowledge is power, scholar, one free defensive blast (master, aid me!), iron will, darkvision 30 feet.

Saves: Fort +5, Ref +7, Will +15 (+13 vs. Terror)

Abilities: Str 15, Dex 15, Con 11, Int 16, Wis 17, Cha 20

Skills: Craft (alchemy) +20, Craft (blacksmith) +7, Craft (fetish item) +22, Craft (herbalism) +20, Heal +14, Intimidate +24, Knowledge (arcana) +19, Knowledge (local) +2, Knowledge (nature) +19, Knowledge (rumours) +19, Perform (dance) +4, Perform (drums) +21, Perform (ritual) +21, Survival +7
Feats:  Hexer, Focused Magical Link, Permanent Sorcery, Poison Use, Ritual Sacrifice, Tortured Sacrifice

Code of Honour: None

Reputation: 25 (in Darfar)

Leadership: – 

Allegiances: Demon master (Neshenu Khennu)

Base Power Points: 11 (4 base, +3 Wis, +4 bonus, +4 Obsession (the girl), -4 Obsession (the Dreaming Player Character); 44 maximum)

Magical Attack: +13/+15 (+8 level, +5 Cha/+2 bonus to Curses)

Sorcery Styles:  Summoning, Divination, Curses, Nature Magic, Hypnotism, Immortality

Spells Known:  Animal ally, astrological prediction, children of the night, demonic pact, domination, doom of the doll*, draw forth the soul, dream of wisdom, entrance, eternal youth*, greater demonic pact, greater summon beast, hypnotic suggestion, lesser ill-fortune, master – aid me! (defensive blast), ranged hypnotism, summon beast, summon demon, sorcerous news, summon water elemental, unnatural strength*, vampire transformation*, visions, weapon curse (defensive blast), witch's vigour*

Corruption: 11

Insanity: None

Possessions: Porcupine quills through her nose, fetish doll (with six magical links to the dreaming Player Character(s)), copper wire wrapped around her left arm from wrist to elbow, seven golden rings, two ivory rings, three necklaces made from plaited grasses with beads, small animal hoofs, teeth, small skulls, severed fingers and colourful beans hanging from them, club, fetish wand, a pouch of dried crocodile jerky.

*  Spell from Conan: Scrolls of Skelos
Mkali is an old woman with porcupine quills through her nose.  Due to a stroke in her past, only half of her face is really mobile – the other half droops.  Her body is covered in white chalk paint.  Her fingernails curl round and round, long and rough.  The Corruption poisoning her soul has manifested itself in glowing red eyes.  She is constantly wracked by physical pain and coughs up black phlegm. Her spittle is also black, and often drools the dark liquid from the droopy side of her face. Her front teeth are filed to points.  She walks with a slouched gait and her breasts hang flat and wrinkled nearly down to her knees.  Other than her jewellery (listed under Possessions), she disdains clothing and is nude.  On her head, her hair is shaved (including eyebrows) except for a long top-knot that hangs to the ground.  The top-knot is stained red from the liberal use of cow urine.

She is centuries old, having prolonged her life through her immortality spells (see Conan: Scrolls of Skelos).  The Player Character the witch is obsessed with is the reincarnation of an old lover who once jilted her and sent her on this lonely path of sorcery and demons.  Having blamed this lover for so long has made her long for revenge, so she has summoned the reincarnated spirit of her lover (the Player Character) to her lair so she can drain him (or her) of blood and complete her Vampire Transformation spell (see Conan: Scrolls of Skelos).   Her demon has acquired six magical links that she has incorporated into the fetish doll she created (giving her a total of a +8 bonus to magically attack that character).

Mkali, like most Darfari, has a taboo food.  Her taboo is crocodile meat. While she would never eat her taboo food for sustenance, for a sorcerer, the taboo food becomes magically powerful.  She gains 2 power points while chewing crocodile meat.

Mkali also has an animal ally, a huge Stygian crocodile.

Dajan 

Huge Animal (Crocodile); Hit Dice: 18d8+90 (171 hp); Initiative: +18 (+3 Dex, +9 Ref, +2 Lightning Reflexes. +4 Improved Initiative); Speed: 20 ft. (4 squares), swim 30 ft.; Dodge Defence: 25 (–2 size, +3 Dex, +12 natural); Damage Reduction: 9 (leathery hide); Base Attack/Grapple: +14/+32; Attack: Bite +22 melee (2d8+17/ 19-20 x2/ AP 13) or tail slap +22 melee (1d12+17); Full Attack: Bite +22 melee (2d8+17/ 19-20 x2/ AP 13) or tail slap +22 melee (1d12+17); Space/Reach: 15 ft./10 ft.; Special Attacks: Improved grab, savage roll; Special Qualities: Hold breath, low-light vision, link, evasion; Saves: Fort +16, Ref +16, Will +8; Abilities: Str 33, Dex 16, Con 21, Int 1, Wis 14, Cha 4; Skills: Hide +6*, Listen +9, Spot +9, Swim +21; Feats: Alertness, Diehard, Endurance, Improved Critical (bite), Improved Initiative, Lightning Reflexes, Skill Focus (Hide) ; Environment: Warm marshes

The Acolytes of the Darfari Witch

Staajabu

Medium Darfari Woman Scholar 8; Hit Dice: 8d6-8 (20 hit points); Initiative: +3 (+1 Dex, +2 Ref); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 14 (+3 level, +1 Str); BAB/Grapple: +6/+7; Attack: Club +8 melee ; Full Attack: Club +8/+3 melee ; Damage: Club 1d8+1/x2/AP 3; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks:  Bite, +1 racial bonus to all attack rolls with any bludgeoning weapon; Special Qualities: Darfari Traits, new sorcery style x4, advanced spells x6, bonus spells x2, +2 power points, increased maximum power points (triple), acolyte background, knowledge is power, scholar, one free defensive blast (master, aid me!), iron will, darkvision 30 feet.; Saves: Fort +1, Ref +3, Will +10 (+8 vs. Terror); Abilities: Str 13, Dex 13, Con 9, Int 14, Wis 15, Cha 16; Skills: Craft (alchemy) +13, Craft (blacksmith) +4, Craft (fetish item) +13, Craft (herbalism) +13, Heal +6, Intimidate +10, Knowledge (arcana) +13, Knowledge (local) +5, Knowledge (nature) +13, Knowledge (rumours) +13, Perform (dance) +6, Perform (drums) +12, Perform (ritual) +14, Survival +6; Feats:  Hexer, Ritual Sacrifice, Tortured Sacrifice; Code of Honour: None; Reputation: 10 (in Darfar); Leadership: – ; Allegiances: Mkali, demon master (Neshenu Khennu); Base Power Points: 8 (4 base, +2 Wis, +2 bonus; 24 maximum); Magical Attack: +7/+9 (+4 level, +3 Cha/+2 bonus to Curses); Sorcery Styles:  Summoning, Nature Magic, Curses, Immortality; Spells Known:  Animal ally, animal intercessor (defensive blast), children of the night, command weather, demonic pact, greater ill-fortune, greater summon beast, lesser ill-fortune, master – aid me! (defensive blast), summon beast, spirit of the land, summon demon, witch's vigour*; Corruption: 11; Insanity: None; Possessions: One silver ring, two necklaces made from plaited grasses with beads, teeth, small skulls, severed fingers and colourful beans hanging from them, club, fetish wand, goat-skin skirt.

*  Spell from Conan: Scrolls of Skelos

Staajabu is Mkali's oldest acolyte.  Due to cranial binding when she was an infant, her head is grotesquely heart-shaped.  She shaves her head except for a long top-knot.  She has a medium python as her animal ally. She sometimes wears a goat-skin skirt, but just as often just goes around nude.  Her lips have three ivory rings through them.  Her taboo food is female human flesh.  She is apt to summon animals and/or demons to aid her when preparing for a fight.

Zuwena

Medium Darfari Woman Scholar 6; Hit Dice: 6d6-6 (15 hit points); Initiative: +3 (+1 Dex, +2 Ref); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 13 (+2 level, +1 Str); BAB/Grapple: +4/+5; Attack: Club +6 melee ; Damage: Club 1d8+1/x2/AP 3; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks:  Bite, +1 racial bonus to all attack rolls with any bludgeoning weapon; Special Qualities: Darfari Traits, new sorcery style x3, advanced spells x4, bonus spells x1 +2 power points, increased maximum power points (triple), acolyte background, knowledge is power, scholar, one free defensive blast (master, aid me!), iron will, darkvision 30 feet.; Saves: Fort +1, Ref +3, Will +9 (+7 vs. Terror); Abilities: Str 13, Dex 13, Con 9, Int 14, Wis 15, Cha 15; Skills: Craft (alchemy) +11, Craft (blacksmith) +3, Craft (fetish item) +11, Craft (herbalism) +11, Heal +6, Intimidate +7, Knowledge (arcana) +11, Knowledge (local) +4, Knowledge (nature) +11, Knowledge (rumours) +11, Perform (dance) +4, Perform (drums) +11, Perform (ritual) +11, Survival +4; Feats:  Hexer, Ritual Sacrifice, Tortured Sacrifice; Code of Honour: None; Reputation: 8 (in Darfar); Leadership: – ; Allegiances: Mkali, demon master (Neshenu Khennu); Base Power Points: 8 (4 base, +2 Wis, +2 bonus); 24 maximum); Magical Attack: +5/+7 (+3 level, +2 Cha/+2 bonus to Curses); Sorcery Styles:  Summoning, Divination, Curses; Spells Known:  Astrological prediction, channel demon, demonic pact, doom, greater ill-fortune, lesser ill-fortune, master – aid me! (defensive blast), mind-reading, visions; Corruption: 10; Insanity: None; Possessions: Two golden rings, one ivory ring, four necklaces made from plaited grasses with beads, small animal hoofs, teeth, elephant tail bristles and colourful beans hanging from them, club, fetish wand.

Zuwena has been an acolyte for several years, but not as long as Staajabu.  She is apt to channel a demon when preparing for a fight.  Her taboo food is cheese made from goat's milk.

Lalamika

Medium Darfari Barbarian 1 / Scholar 2; Hit Dice: 1d10+2d6+3 (15 hit points); Initiative: +4 (+2 Dex, +2 Ref); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 racial dodge); Parry Defence: 13 (+0 level, +3 Str); BAB/Grapple: +2/+5; Attack: Club +6 melee ; Full Attack: Club +6 melee ; Damage: Club 1d8+3/x2, AP 4; Space/Reach: 5 ft (1)/5 ft (1); Special Attacks: Bite attack, Sorcery styles; Special Qualities: Darfari Traits, Fearless, Versatility (-2 penalty), Scholar, Lay priest Background, Base Power Points, Knowledge is Power, +1 Power Point; Saves: Fort +3, Ref +4, Will +3 ; Abilities: Str 17, Dex 14, Con 13, Int 8, Wis 10, Cha 10; Skills: Bluff +8, Intimidate +8,  Knowledge (arcana) +1, Knowledge (nature) +1, Knowledge (religion) +1, Perform (dance) +4, Perform (drums) +10, Perform (ritual) +2, Survival +2; Feats: Persuasive, Ritual Sacrifice, Skill Focus (perform (drums)), Track  bonus; Code of Honour: None; Reputation: 4; Leadership: – ; Allegiances: Mkali; Base Power Points: 5 (4 base, +1 bonus, 10 maximum); Magical Attack: +1 (+1 level, +0 Cha); Sorcery Styles: Curses, Nature Magic; Spells Known: Lesser Ill-Fortune, Summon Beast; Corruption: 6; Insanity: None; Possessions: Rings of ivory in nose, club

Lalamika is heavily tattooed with a mixture of ashes and blue ink from mushrooms; the tattoos are in a repeating arrow-head pattern over her nude body.  Lalamika is Mkali's most violent acolyte, and also her newest.

Neshenu Khennu, Overthrower of Tothra

Medium Outsider (demon)

Hit Dice:  20d8+20 (110 hp)

Initiative:  +15 (+3 Dex, +12 Reflex)

Speed:  30 ft.

Dodge Defence:  28 (+3 Dex, +15 natural)

Damage Reduction:  20 (partial reality)

Base Attack/Grapple:  +20/+30

Attack:  Slam +31 (1d6+10/ 19-20 x2/ AP 15)

Full Attack:  2 slams +31 (1d6+10/ 19-20 x2/ AP 15)

Space/Reach:  5 ft. (1)/5 ft. (1)

Special Attacks:  Improved grab, spells, bring into nightmare, possession

Special Qualities:  Invisible, fuelled by fear, weakness, manifest

Power Points:  57 (base 50, +7 Wis)

Magic Attack Bonus:  +20 (+10 natural, +10 Charisma)

Saves:  Fort +13, Ref  +15, Will +21

Abilities:  Str 30, Dex 16, Con 13, Int 24, Wis 25, Cha 30

Skills:  Balance +26, Bluff +30, Climb +13, Craft (alchemy) +30, Craft (blacksmithing) +30, Craft (herbalism) +30, Decipher Script +30, Intimidate +33, Jump +33, Knowledge (arcana) +30, Knowledge (history) +30, Knowledge (religion) +30, Listen +30, Perform (ritual) +33, Sleight-of-Hand +26, Spot +30

Feats:  Power Attack, Cleave, Great Cleave, Improved Overrun, Improved Critical (slam), Weapon Focus (slam), Iron Will

Neshenu Khennu is a destructive bull spirit, a storm-demon of old, known as a protector of temples but also as a destroyer of man and bringer of nightmares.  He enjoys convincing people to rebel against those they love.  He usually takes the form of a winged bull with a bearded human head.  He nearly always wears a conical crown.  In ancient times people sacrificed their daughters to him, but the texts are unclear whether these were blood sacrifices or for his sexual use.  He often claims to have children still in the world.

Bring Into Nightmare (Sp):  With a successful grapple, Neshenu Khennu drags a person's mind into the dream realms.  This has the same effect as a visions of torment and enlightenment spell (see Conan the Roleplaying Game), except the damage (or possible enhancement bonus) is doubled.  The character will return from Neshenu's nightmare realm in Tothra in 20 minutes (unless possessed), although warding and other methods may awaken the character earlier. 

Fuelled by Fear (Su): If anyone fails a Terror of the Unknown check against Neshenu Khennu, the demon gains 20 hit points immediately (up to a maximum of 180 hit points). 

Invisible (Su):  Neshenu Khennu is normally invisible, but he does leave tracks in his wake if there is anything to leave tracks in.  When angered (or in other states of high emotion), his outline can be seen in various shades of red.

Possession (Su):  Any character subject to Neshenu Khennu's brought into nightmare power may be possessed by the demon.  The character makes a Will save (DC set by Neshenu's magical attack roll).  If the save fails, Neshenu passes into the character and takes control of his body, suppressing the nightmare-shrouded mind of the victim, ejecting its spirit into the dream-realms.  Those possessed by Neshenu Khennu take on a corpse-like pallor and their eyes turn completely milky-white.  The possession can be ended at will by Neshenu, or he can be forced out with various counterspells.  For every day the demon remains in possession of the body, the spirit of the victim wandering in the dream-realms may become lost.  If Neshenu Khennu retains control of the body for 1 day for every two points of Wisdom possessed by the victim, then the spirit of the victim is forever lost.  When Neshenu leaves the body after that point, the victim's body is effectively in a coma.

Spells:  Although Neshenu Khennu, as a demon lord, can teach any sorcery style, he can only cast spells from  Divinations, Necromancy, Prestidigitation and Weather Witching (from Conan: Pirate Isles) styles.  He knows all the spells from those styles for which he meets the prerequisites (he is considered a 20th level scholar in regards to prerequisites).

Weakness:  Neshenu Khennu is compelled to follow the dead.  If he sees a corpse move (whether it is dragged or animated), he must follow it until it stops moving.  Madam Amica knows this weakness.

Darfari Warriors

Medium Humanoid (Darfari Barbarian 1); Hit Dice: 1d10+2 (7 hp); Initiative: +3 (+1 Dex, +2 Reflex save); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 Dodge); Parry Defence: 13 (+0 level, +3 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+4; Attack: Club +5 melee; Full Attack: Club +5 melee; Damage: Club 1d8+3; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, track, fearless, versatility (-2 penalty); Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +4, Ref +3, Will +0 (-2 vs. Terror); Abilities: Str 17, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Bluff +2, Hide +5, Intimidate +2, Move Silently +5, Perform (drums) +1, Perform (ritual) +2, Survival +4; Feats: Fighting Madness, Improved Unarmed Strike ; Reputation: 1 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel

Medium Humanoid (Darfari Barbarian 3); Hit Dice: 3d10+6 (23 hp); Initiative: +4 (+1 Dex, +3 Reflex save); Speed: 40 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 Dodge); Parry Defence: 14 (+1 level, +3 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+6; Attack: Club +7 melee; Full Attack: Club +7 melee; Damage: Club 1d8+3; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +4, Will +1 (-1 vs. Terror); Abilities: Str 17, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Bluff +2, Hide +7, Intimidate +4, Listen +1, Move Silently +7, Perform (drums) +1, Perform (ritual) +2, Spot +1, Survival +6; Feats: Endurance, Fighting Madness, Fleet-footed, Improved Unarmed Strike, Track ; Reputation: 3 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel

Medium Humanoid (Darfari Barbarian 1/Thief 3); Hit Dice: 1d10+3d8+8 (27 hp); Initiative: +6 (+1 Dex, +5 Reflex save); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 Dodge); Parry Defence: 15 (+1 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+7; Attack: Club +8 melee; Full Attack: Club +8 melee; Damage: Club 1d8+4; Special Attacks: Bite attack, sneak attack +2d6/+2d8, sneak attack style (club); Special Qualities: Darfari traits, illiterate, track, fearless, versatility (-2 penalty), trap disarming, trap sense +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +6, Will +1 (-1 vs. Terror); Abilities: Str 18, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Appraise +4, Bluff +5, Hide +8, Intimidate +5, Jump +7, Knowledge (local) +4, Move Silently +8, Perform (drums) +4, Perform (ritual) +2, Survival +4, Tumble +4; Feats: Eyes of the Cat b, Fighting Madness, Improved Unarmed Strike, Sneak Subdual ; Reputation: 2 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, club

Medium Humanoid (Darfari Barbarian 5); Hit Dice: 5d10+10 (38 hp); Initiative: +5 (+1 Dex, +4 Reflex save); Speed: 40 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 Dodge); Parry Defence: 15 (+1 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+9; Attack: Club +10 melee; Full Attack: Club +10 melee; Damage: Club 1d8+4; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, uncanny dodge, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +1 (-1 vs. Terror); Abilities: Str 18, Dex 13, Con 14,  Int 12, Wis 10, Cha 6; Skills:  Bluff +2, Hide +8, Intimidate +4, Listen +3, Move Silently +8, Perform (chant) +1, Perform (drums) +1, Perform (ritual) +2, Spot +3, Survival +7; Feats: Endurance, Fighting Madness, Fleet-footed, Improved Unarmed Strike, Power Attack, Track ; Reputation: 5 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel

Medium Humanoid (Darfari Barbarian 3/Borderer 3); Hit Dice: 6d10+12 (45 hp); Initiative: +8 (+2 Dex, +6 Reflex save); Speed: 40 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 Dodge); Parry Defence: 16 (+2 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+10; Attack: Club +11 melee; Full Attack: Club +11/+6 melee; Damage: Club 1d8+4; Special Attacks: Bite attack, Darfari subdual combat style (no attack penalty for non-lethal attacks); Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, favoured terrain +1 (swamp or forest); Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +8, Ref +8, Will +2 (+0 vs. Terror); Abilities: Str 18, Dex 14, Con 15,  Int 13, Wis 11, Cha 7; Skills:  Bluff +2, Hide +13*, Intimidate +4, Listen +4*, Move Silently +13, Perform (chant) +1, Perform (drums) +1, Perform (ritual) +2, Spot +4*, Survival +9* (* character gains +1 bonus to these skills when in his favoured terrain); Feats: Diehard, Endurance, Fighting Madness, Fleet-footed, Power Attack, Skill Focus (survival), Stealthy, Track ; Reputation: 6 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, cudgel

Medium Humanoid (Darfari Barbarian 3/Thief 3); Hit Dice: 3d10+3d8+12 (42 hp); Initiative: +8 (+2 Dex, +6 Reflex save); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex, +1 Dodge); Parry Defence: 16 (+2 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+9; Attack: Club +10 melee; Full Attack: Club +10 melee; Damage: Club 1d8+4; Special Attacks: Bite attack, sneak attack +2d6/+2d8, sneak attack style (club), crimson mist; Special Qualities: Darfari traits, illiterate, track, fearless, versatility (-2 penalty), trap disarming, trap sense +2, bite sword; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +8, Will +2 (+0 vs. Terror); Abilities: Str 19, Dex 14, Con 15,  Int 13, Wis 11, Cha 7; Skills:  Appraise +4, Bluff +5, Hide +10, Intimidate +6, Jump +7, Knowledge (local) +4, Listen +1, Move Silently +10, Perform (drums) +4, Perform (ritual) +2, Spot +1, Survival +4, Tumble +5; Feats: Endurance b, Eyes of the Cat b, Fighting Madness, Improved Grapple, Improved Unarmed Strike, Sneak Subdual ; Reputation: 4 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Possessions: Loin-cloth, sandals, club

Witch-Doctor

Medium Humanoid (Darfari Barbarian 5/Scholar 5); Hit Dice: 5d10+5d6 (45 hp); Initiative: +7 (+2 Dex, +5 Reflex save); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +2 Dex, +1 Dodge); Parry Defence: 14 (+2 level, +2 Str); DR:  – ; Base Attack Bonus/Grapple: +8/+10; Attack: Club +11 melee; Full Attack: Club +11/+6 melee; Damage: Club 1d8+2; Special Attacks: Bite attack; Special Qualities: Darfari traits, illiterate, fearless, versatility (-2 penalty), bite sword, crimson mist, trap sense +1, uncanny dodge, mobility, sorcery style x3, scholar, background (acolyte), base power points, knowledge is power, +1 power points, advanced spell x3, bonus spell; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +7, Will +10 (+8 vs. Terror); Abilities: Str 14, Dex 15, Con 10,  Int 14, Wis 16, Cha 17; Skills:  Bluff +7, Concentration +5, Craft (herbalism) +7, Craft (fetish) +5, Hide +9, Heal +10, Intimidate +10, Knowledge (arcana) +7, Knowledge (nature) +7, Knowledge (any) +7, Listen +6, Move Silently +9, Perform (chant) +8, Perform (drums) +8, Perform (ritual) +14, Sense Motive +8, Spot +6, Survival +10; Feats: Endurance, Fighting Madness, Focused Magical Link, Hexer, Iron Will, Performer, Ritual Sacrifice, Tortured Sacrifice, Track; Reputation: 13 (Cruel); Leadership: – ; Code of Honour: None; Allegiances: Games Master's Discretion; Magic Attack: +6 (+3 level, +3 Cha); +8 when casting curses (+2 Hexer); Power Points: 8 (4 base, +3 Wis, +1 bonus; 16 maximum); Sorcery Styles Known: Curses, Divination, Hypnotism; Spells Known: Entrance, greater ill-fortune, hypnotic suggestion, lesser ill-fortune, psychometry, savage beast, shamanic ecstasy; Corruption: Up to the Games Master; Obsession: Up to the Games Master; Possessions: Loin-cloth, sandals, cudgel, body paint, fetishes, fetish-stick

