
Ardan, Half-Elf Rng7; Med-Sized Humanoid; HD 7d8+7; hp 48; AL NG; Init +2; Spd 30 ft; AC 15 (+2 Dex, +3 Studded Leather), ff 13, t 12; Attacks +8/+3 melee (1d8+1/19-20, Long Sword) or +10/+6 ranged (1d6/x3, Long Bow); SA Favored Enemies; SQ Half-Elf Traits, Wild empathy, Woodland Stride; SV Fort +5, Ref +7, Will +4; Str 12, Dex 14, Con 12, Wis 14, Int 11, Cha 11.


Skills: Survival +12, Knowledge (Nature) +5, Heal +6, Knowledge (geography) +5, Listen +11, Move Silently +10, Hide +10, Spot +5, Ride +6, Swim +5, Climb +5, Sense Motive +5, Search +1, Diplomacy +2, Gather Information +2.


Feats: Track, Endurance, Point Blank Shot, Rapid Shot, Precise Shot, Many Shot, Weapon Focus (Long Bow).


Spells: (2) Save DC = 12 + spell level.


Spells Known: 0 – Longstrider, Jump, Delay Poison.

Possessions: Long Sword, Long Bow, Studded Leather Armor, 60 Arrows, 20 Arrows +1, 8 Arrows +2, Bedroll, Backpack, Explorer’s Outfit, Flint and Steel, 14 Days Rations and Water.

SA – Favored Enemies: Ardan’s favored enemies are Knights of Neraka and Dragons. He gets a +4 to damage and the mentioned skills against Knights of Neraka, and a +2 against Dragons. The Skills are: Bluff, Listen, Sense Motive, Spot, and Survival. 

SQ – Half-Elf Traits: Immune to sleep spells and similar spells. +2 racial bonus to saves versus enchantments. Elvensight: Lowlight Vision, can see twice as far as humans in starlight. Can distinguish color and detail in these conditions. Darkvision up to 30 feet.  


SQ – Wild Empathy: Ardan my use the diplomacy skill to improve the mood of animals. 


SQ – Woodland Stride: At 7th level a ranger make move through undergrowth, overgrowth, thorns, briars, and similar conditions while still using his base land speed and taking no damage.


Ardan has always loved nature and has tried to steer his life away from getting involved with the gods and the wars that have encompassed the land. None of the wars have come close enough to him to bother him, and as such Ardan has been able to live a relatively peaceful life. In his early years, Ardan was raised in Qualinesti and grew closely with a Qualinesti friend of his named Arilistan. As the great forest was taken over by the Green Dragon overlord, Beryllinthranox, Arilistan and Ardan escaped from the forest. The two of them, unbeknownst to what has befallen the area, plan to take a ship to Southern Ergoth. Storms and very poor weather conditions put the ship far of course and It crashes near to Chisel. There were few survivors of the crash and and many were wounded and had no idea where they were. Ardan took control of the situation and used his knowledge of nature and the land to lead them a great distance north. The band managed to miss the civilizations of Chisel, Lemish, and Fangoth entirely in their trek north. They thought themselves in untamed lands until Ardan led them proudly into the town of Kyre. After the people from the ship had started anew in nation of Solamnia, Arilistan informed Ardan of his magical abilities. He had managed to keep it secret from all those about him for some time. With the gods of magic returning about this time, Arilistan feared the Orders of High Sorcery, classifying him as a renegade. Knowing they needed to start fresh, Ardan led his friend northeast to a land of new possibilities, Nightlund. Ardan feels for the people of Qualinesti but had no special attachment to the place and was happy to be trekking into a world of new possibilities. On their way to Nightlund, and ultimately Kalaman, Ardan and Arilistan encountered a road-worn and disgruntled traveler. The dwarf, Duncan Axelhammer, had been robbed of all of his worldly possessions. Not believing that he, and old experienced dwarf, was the target of a successful robbery, he reluctantly asked the passersby for their assistance. After tracking down and ferreting out the bandits for this impoverished dwarf, Arilistan and Ardan returned him his possessions and his dignity by letting him fight beside them while doing it. Thankful to his new friends Duncan decided to follow these two to Kalaman, because as he says “it is the way I was headed anyway.” 


Arilistan, Qualinesti Wiz5; Med-Size Humanoid; HD 5d4+10; hp 20; AL N; Init +7; Spd 30; AC 15 (+3 Dex, +2 Ring of Protection +2), ff 10, t 13; Attacks +3 melee (1d6+1, quarterstaff) or +5 ranged (1d4+1, Dart); SQ Elf Traits; SV Fort +3, Ref +4, Will +6; Str 13, Dex 17, Con 14, Int 18, Wis 15, Cha 15.


Skills: Knowledge (Arcana) +14, Knowledge (History) +10, Spellcraft +14, Concentration +8, Listen +4, Search +4, Spot +4, Diplomacy +3, Sense Motive +3.


Feats: Scribe Scroll, Enlarge Spell, Improved Initiative, Spell Focus (Enchantment).


Spells: (4/4/3/2); Save DC = 14 + spell level, except Enchantment which is 14+ spell level.


Spells Known: 0 – Resistance, Daze, Light, Mage Hand, Arcane Mark, Detect Magic, Read Magic, Flare; 1 – Magic Missile, Disguise Self, Cause Fear, Sleep, Hypnotism, Charm Person, Identify, Mage Armor; 2 – Stone Shards, Daze Monster, Mirror Image, Shocking Spark, Fox’s Cunning, Protection from Arrows; 3 – Earthen Shield, Lightning Bolt, Flame Arrow, Deep Slumber.


Possessions: Ring of Protection +2, Quarterstaff, 20 Darts, Bedroll, Backpack, Ink, Paper, Quill, Explorer’s Outfit, Spellbook.


SQ – Elf Traits: Immune to magic sleep effects, +2 to saves versus enchantment spells, Secret Doors Sense. Elvensight: Lowlight Vision, can see twice as far as humans in starlight. Can distinguish color and detail in these conditions. Darkvision up to 30 feet.


Arilistan’s story starts in the elven home of Qualinesti. Arilistan was always a fairly quiet and thoughtful individual, but he never hesitated to show his prowess in all things, athletics included. He and his close half-elven friend Ardan tried to live a peaceful life in their homeland but this was not as fate would have it. As the dragon overlord Beryllinthranox moved to take over Qualinesti, Ardan and Arilistan were escaping together. The two of them, unbeknownst to what had befallen the Southern Ergoth decided to take a ship there. Poor weather and storms put the ship far off course and it eventually crashed near the town of Chisel. Arilistan was shocked by the whole situation and he used some of the training one of his mentors gave him in secret while he lived back in Qualinesti. In his situation Arilistan was extremely docile and following during the trip from the crash site to the town of Kyre. In fact Arilistan barely remembers the journey, as Ardan led him and the other crash survivors to safety living off the land all the while. At Kyre Ardan and Arilistan rested and regained their strength. At this time Arilistan told Ardan about his special training as a wizard. Both of them knew with the reformation the Orders of High Sorcery Arilistan may be in trouble, acquiring status as a “renegade.” Ardan and Arilistan decided to travel to Kalaman in search of oppourtunities in the newly unveiled Nightlund. They set out and along the way encounterd a Dwarf, robbed and battered on the side of the road. He gruffly asked for their assistance and Ardan and Arilistan, not being in a rush to get to Kalaman decided to help the dwarf. Duncan Axelhammer, as they learned the dwarf’s name to be, had been robbed while he was traveling the road. Ardan tracked the thugs and the three of them together managed to take back Duncan’s things. Joining them Duncan claimed that he was “headed in that direction anyway” when he came with them to Kalaman.   


Duncan Axelhammer, Mountain Dwarf Ftr7; Med-Size Humanoid; HD 7d10+21; hp 63; AL CN; Init 0; Spd 20 ft; AC 15 (+5 Breastplate) t 10, ff 15; Attacks +12/+7 (1d10+6/x3, Dwarven Waraxe +2); SQ Dwarf Traits; SV Fort +8, Ref +2, Will +3; Str 15, Dex 10, Con 16, Int 10, Wis 12, Cha 9.


Skills: Spot +5, Listen +5, Intimidate +3, Survival +5, Search +4.


Feats: Weapon Focus (Dwarven Waraxe), Weapon Specialization (Dwarven Waraxe), Power Attack, Improved Bull Rush, Endurance, Die Hard, Blind-Fighting.


Possessions: Dwarven Waraxe +2, Breastplate, Backpack, Bedroll, Flint and Steel, Chalk, Explorer’s Outift.


SQ – Dwarf Traits: Darkvision 60 ft, +2 to notice unusual stonework this uses the search skill, +4 to checks vs. tripping and bull rushing, +2 to saves vs poison, +2 to saves vs spells or spell-like abilities, +1 to attack vs Orcs and Goblinoids, +4 to AC versus all monsters of the Giant type, +2 to craft all things metal or stone.


Duncan was born in the mountain city of Thorbardin about the time of the War of the Lance. He learned the art of fighting from his father and other dwarven ancestors. He was unusual of most mountain dwarves as he was curious about the world beyond the gates. When the gates were opened in the later times of the War, Duncan slipped out as best as he could… he has disconnected himself from the Dwarven way and is considered dead my all he once knew, he told no one of his plans or curiosity. Duncan wandered away from his mountain home as quickly as he could getting experience in the world and meeting people. He was still a dwarf however, and his friendships were few and far between. Accompanied only by his drink the Dwarf wandered about the southern half of Ansalon. One fateful day while Duncan was totally inebriated, he met a gray-robed man beside a rive near Pax-Tharkas. The elderly man made a bet with the drunken Duncan and Duncan’s subsequent loss landed him a ride on a boat, which he detested wholeheartedly. Duncan is not proud of this event and, has never told anyone about it. Duncan doesn’t remember most of the trip… and it seemed that a long while had passed when he awoke in the town of Harbor. The unnatural trip shook Duncan, but there was nothing he could do now so he let it go and began to travel again. His travels about Taman, Kern, and Nordmaar have taught Duncan even more about the surface races he was so curious about. On his way to Kalaman Duncan was surprised and robbed. After being robbed Duncan was stumbled upon by Ardan and Arilistan. Swallowing his pride Duncan asked the two of them for their assistance in retrieving his items. To his surprise the two accepted. Ardan efficiently tracked down the bandits and the three of them took his stuff back. Duncan learned of Arilistan’s magic and promised he would not reveal it, as payment for retrieving his things it was the least Duncan could do. Duncan found a place in his heart for the two elf-types (not something he’d ever admit) and decided to travel with them to Kalaman, their next destination.    


Sir Derek Akershaw, Human Ftr4/Crown2; Medium-Sized Humanoid; HD 6d10+6; hp 44; AL LG; Init 0; Spd 20 ft; AC 15 (-1 Dex, +5 Breastplate, +1 Steel Shield), ff 15, t 9; Attacks +11/+7 melee (1d10+6/19-20, Bastard Sword +1); SQ Knightly Courage, Strength of Honor; SV Fort +7, Ref 0, Will +1; Str 16, Dex 8, Con 12, Int 10, Wis 10, Chr 14.


Skills: Ride +3, Diplomacy +4, Knowledge (Religion) +2, Knowledge (Nobility and Royalty) +2, Listen +2, Spot +1.

Feats: Honor-Bound, Weapon Proficiency (Bastard Sword), Weapon Focus (Bastard Sword), Weapon Specialization (Bastard Sword), Quick Draw, Mounted Combat, Power Attack.

Possessions: Bastard Sword +1, Breastplate, Light Steel Shield, Backpack, Bedroll, Iron Pot, 50 ft of Rope, Traveler’s Outfit, 14 Days Rations and Water.

SQ – Knightly Courage: A knight of the Crown applies his charisma modifier (if positive) as a morale bonus to all saving throws versus fear effects.

SQ – Strength of Honor: Once per day Derek can gain a +4 bonus to strength for 3 + charisma modifier rounds. 

Derek hails from the heart of the nation of Solamnia, Solanthus. He grew up in an honor-bound family and early on knew that his life’s journey would follow that of the knights that this region was renowned for. At a young age he met Ulstaff, a strange boy whose introverted manner intrigued Derek. After Derek was well on his way to becoming a Squire of the crown and even a Knight did him and Ulstaff begin to become friends. Ulstaff also held his spiritual life close to him, though he spoke little of his past. Despite this, they were fast friends finding their different manners of approaching good and worship to be complimentary. Before long Derek found Ulstaff as his traveling companion on his first knightly quest. Leaving Solanthus, Ulstaff and Sir Derek fought Knights of Neraka and worked to free Solamnic prisoners and help those oppressed by the Knights of Neraka. While in Palanthas, in disguise, Ulstaff and Derek were attempting to attain some important Solamnic artifacts when they met Tobias Quickstep, a kender. Tobias almost instantly considered Derek and Ulstaff friends and they even found a place in their hearts for the little kender, especially after he was instrumental in attaining the artifacts that Derek and Ulstaff sought. The three of them excitedly returned to Solanthus with their success. The knighthood freed Derek of specific duties and instructed him to present to them his destination and outline of his plans. Consulting his friends, Tobias and Ulstaff, Derek came up with a plan. He presented it to the order and they approved. Derek set out for Nightlund and Kalaman. After the eternal darkness has been lifted from the area Derek is going to survey the land and go to check in on the Solamnic outposts about the area. 

Sir Derek lives by the oath Est Sularus oth Mithas, which means “My honor is my life.” Derek believes wholeheartedly in the cause of good and justness. Derek is, as any good Solamnic Knight should be, an epitome of honor and chivalry. Evil must be defeated, the defenseless must be defended. Those who are brave and true of heart will attain honor. Derek worships Kiri-Jolith, the god of the Solamnic Knights. He believes for the most part in the dogma of Kiri-Jolith. Sir Derek does realize there is a time to leave a battle to fight another day, unless the defenseless are to be defended, in which case Derek values the lives of others over his own.      


Tobias Quickstep, Kender Rog6; Small Humanoid; HD 6d6-6; hp 23; AL CG; Init +4; Spd 20 ft; AC 17 (+4 Dex, +2 Leather, +1 Size), t 15, ff 13; Attacks +5 melee (1d6/x3, hoopak spear end) or +5 (+1/-3) melee (1d4, hoopak quarterstaff) or +9 ranged (1d3, hoopak sling end) or +5 melee (1d3, dagger) or +9 ranged (1d3, dagger); SA Sneak Attack, Taunt; SQ Kender Traits, Evasion, Trap Finding, Uncanny Dodge, Trap sense; SV Fort +2, Ref +10, Will +1; Str 10, Dex 18, Con 9, Int 13, Wis 7, Cha 11. 


Skills: Sleight of Hand +15, Open Lock +15, Disable Device +10, Move Silently +13, Hide +17, Search +10, Bluff +5, Diplomacy +3, Tumble +11, Listen +2, Spot +4, Sense Motive +2, Concentration –5.


Feats: Dodge, Mobility, Spring Attack. 


Possessions: Hoopak, Leather Armor, Dagger, Bedroll, Backpack, Kender Outfit.


SA – Sneak Attack: The rogue deals an extra 3d6 damage to targets that would be denied their dexterity bonus or that are flanked.


SA – Taunt: Kender receive a +4 racial bonus to use the bluff skill to taunt their opponents.


SQ – Kender Traits: Kender are immune to fear, magical or otherwise. 


SQ – Evasion: If the rogue makes a saving throw that normally allows half damage on a successful save, then the rogue takes zero damage. This ability doesn’t function if the rogue wears armor that is not light.


SQ – Trap Finding: A rogue may use his search skill to find traps.


SQ – Uncanny Dodge: The rogue retains the dexterity bonus to AC even when flat-footed.


SQ – Trap Sense: The rogue gets +2 to reflex saves made to avoid traps.

 
Tobias grew up in Hylo as interested in the outside world as any Kender is. He had a peaceful, normal, kender life until the wanderlust took him. He left Hylo and traveled to Solamnia. Tobias has been a very recent addition to the world at large, and his travels have been relatively few. While in Palanthus Tobias met up with his now two closest friends, Sir Derek and Ulstaff. Tobias was always interested in Knights of Solamnia, he liked their sense of honor and was always curious about their inner thoughts. The had him inspect some interesting items that he later learned were Solamnic artifacts. Tobias then traveled to Solanthus with his new found friends. After attending the exciting and interesting knighting ceremony of Sir Derek Tobias aided in the decision to go to Kalaman.


Ulstaff, Human Clr5; Med-Size Humanoid; HD 5d8+5; hp 34; AL LG; Init +2, AC 15 (+2 Dex, +3 Leather Armor +1), t 12, ff 15; Attacks +5 (1d4-1, fist); SA Turn Undead; SV Fort +5, Ref +3, Will +7; Str 9, Dex 15, Con 12, Int 15, Wis 17, Cha 13.


Skills: Knowledge (Religion) +8, Knowledge (History) +6, Tumble +8, Spellcraft +4, Concentration +5.


Feats: Improved Unarmed Strike, Weapon Finesse (Fists).


Possessions: Leather Armor +1, Backpack, Bedroll, Robes.


Spells: (5/4/3/2); Save DC 13+ spell level


Domains: Law, Meditation .1 – Comprehend Languages, Protection from Chaos; 2 – Calm Emotions, Owl’s Wisdom; 3 – Magic Circle Against Chaos, Locate Object.


Spells Known: 0 – Create Water, Detect Magic, Detect Poison, Light, Guidance, Mending, Resistance, Cure Minor Wounds; 1 – Cure Light Wounds, Entropic Shield, Divine Favor, Cause Fear, Magic Weapon, Obscuring Mist, Remove Fear, Doom; 2 – Cure Moderate Wounds, Bull’s Strength, Sound Burst, Shield Other, Hold Person, Remove Paralysis; 3 – Cure Serious Wounds, Water Breathing, Magic Vestment, Searing Light.


SQ – Empower Spell: Once per day Ulstaff may cast one spell as though it had the Empower spell feat applied to it. This use does not require the caster to know the feat or use up a spell slot any amount of levels higher or change the duration or casting time of the spell.


SQ – Law: Ulstaff casts all Law spells at +1 caster level.  


Ulstaff was born an raised mostly in the Ergothian city of Lancton. At a young age he was very introspective and ponderous. He began to worship Majere at a young age, even though the Gods had left the world. Ulstaff’s parents were killed when he was thirteen and he gathered what money was left and decided to leave Northern Ergoth. He traveled south to Gwynned where he took a ship to the mainland. Ulstaff was fleeing Ergoth and the tragedy of his parent’s death, he continued to bottle it up inside of him through out his journey from Portsmith to Solanthus. At Solanthus, Ulstaff spent much time in quiet introspection and even once considered joining the Solamnic Knights. He decided against it, however, deciding to follow Majere’s teachings. Ulstaff seemed to have almost forgotten about his parents (through repression of the memories) by the time he met Derek Akershaw in Solanthus. They slowly became good friends and Ulstaff often counseled Derek along his path to become a Solamnic knight. After Derek was accepted into the order as a squire, Ulstaff and Derek took up a quest to travel to Palanthas in search of artifacts that had fallen under the control of the Knights of Neraka that were occupying Palanthas. The return of the Gods around this time strengthened Ulstaff’s faith and his realization of his destiny as a cleric of the God he had followed since he was young. During their mission the two met up with their soon to be kender friend, Tobias Quickstep. Tobias aided them greatly in the accomplishment of their mission. The three returned to Solanthus, and after Derek was knighted they decided to set out to Kalaman to survey the lands after the eternal darkness had been lifted. 


Ulstaff tries with his life to follow the teachings of Majere. He lives by the dogma of Majere when possible but realizes there are exceptions to every rule, but only in appropriate circumstances will he disobey the premise of his god’s word.   

Dogma of Majere: All souls are called to holiness and purity of life. Attainment of this is a mortal’s highest calling. Seek holiness both by overcoming the evil within and opening yourself to good. Discipline the unruly passions of the body, and look within to find your own faults and strengths. Seek not glory or perishable things, but eternal joy of light. Obey those properly set above you, and be gentle but firm to those below. Pray always, and always seek the truth. Look to the world around you; in the order of Creation you will find keys to holiness. Help call others to virtue but do so through teaching and example, not force and fear. Oppose evil with fervor, but not with hatred. Show mercy when possible, but be hard when necessary. Above all things have faith. There is and order and purpose to creation, and as long as you do not turn your back on goodness, your life shall not be in vain.   

