
NON-PLAYER CHARACTERS
Here are some typical NPCs that may be found throughout the Westlands, and beyond.
Note, these are mainly nonheroic characters, because these are meant to be "average"
characters, not primary or even secondary characters.

Aes Sedai
Aes Sedai can be found throughout the Westlands in roles varying from court advisor to
healer, in all seeming walks of life. Accepted are extremely rare outside the White
Tower, but in the White Tower they are plentiful.

Sisters can be found throughout the Westlands, and have much more freedom than
Accepted do. Most Aes Sedai outside the Red Ajah will have a warder, and many
members of the Green Ajah will have two or more warders.

Accepted
Medium nonheroic 3 {Aes Sedai}
Init +1; Senses Perception +1

Defenses Ref 10 (flat-footed 10), Fort 10, Will 10
hp 8; Threshold 10

Speed 6 squares
Melee unarmed +1 (1d4-1)
Base Atk +2; Grp +2
Weaves Known (General): Manipulate Air, Manipulate Fire, Manipulate Water

Abilities Str 8, Dex 10, Con 10, Int 13, Wis 11, Cha 14
Feats Channeler, Remove Block, Skill Training (Focus)
Skills Channel +8, Focus +6, Knowledge (academics) +7
Possessions Accepted dress

Sister
Medium nonheroic 6 {Aes Sedai}
Init +3; Senses Perception +4

Defenses Ref 10 (flat-footed 10), Fort 10, Will 11
hp 15; Threshold 10
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Here are some typical NPCs that may be found throughout the Westlands, and beyond.
Note, these are mainly nonheroic characters, because these are meant to be "average"

Aes Sedai can be found throughout the Westlands in roles varying from court advisor to
healer, in all seeming walks of life. Accepted are extremely rare outside the White

Sisters can be found throughout the Westlands, and have much more freedom than
Most Aes Sedai outside the Red Ajah will have a warder, and many

Manipulate Air, Manipulate Fire, Manipulate Water

Speed 6 squares
Melee unarmed +3 (1d4-1)
Base Atk +4; Grp +4
Weaves Known (Advanced Air, Conjuncture, General, Healing, Warding

Warder, Circle of Silence, Cut Weave, Delve, Dream Shield, Fo
Manipulate Air, Manipulate Fire, Manipulate Water
Renew, Shield, Trace, Ward against Shadowspawn, Ward Bore

Abilities Str 8, Dex 10, Con 10, Int 13, Wis 12, Cha 14
Feats Channeler, Extra Talent, Remove Block, Skill Training (focus)
Skills Channel +10, Focus +9, Knowledge (academics) +9
Possessions Serpent ring

Algai'd'siswai
The spear dancers of the Aiel Waste are tenacious fighters, with dangerous quickness and
survival skills. Typical algai'd'siswai make up around ninety percent of a typical Aiel
army, and the ones shown below can represent ones from any warrior society.

Advanced algai'd'siswai are the minority, tougher soldiers but still not at the same level
as heroic spear dancers.

Algai'd'siswai
Medium Aiel nonheroic 3 {any Aiel warrior society}
Init +8; Senses Perception +7

Defenses Ref 12 (flat-footed 10), Fort 11, Will 11
hp 11; Threshold 11

Speed 6 squares
Melee shortspear +2 (1d6)
Base Atk +2; Grp +4

Abilities Str 10, Dex 14, Con 12, Int 12, Wis 12, Cha 8
Feats Skill Training (Acrobatics, Endurance, Perception, Survival), Weapon Proficiency

(Simple Weapons, Spears)

Conjuncture, General, Healing, Warding): Bond
Warder, Circle of Silence, Cut Weave, Delve, Dream Shield, Foretell Weather, Heal,
Manipulate Air, Manipulate Fire, Manipulate Water, Master Ward, Move Clouds,
Renew, Shield, Trace, Ward against Shadowspawn, Ward Bore

Str 8, Dex 10, Con 10, Int 13, Wis 12, Cha 14
, Skill Training (focus)

, Knowledge (academics) +9

The spear dancers of the Aiel Waste are tenacious fighters, with dangerous quickness and
p around ninety percent of a typical Aiel

army, and the ones shown below can represent ones from any warrior society.
Advanced algai'd'siswai are the minority, tougher soldiers but still not at the same level

{any Aiel warrior society}

, Cha 8
Skill Training (Acrobatics, Endurance, Perception, Survival), Weapon Proficiency



Skills Acrobatics +8, Endurance +7 (may reroll and keep second result), Initiative +8,
Perception +7, Stealth +8 (+13 in deserts, +10 in other environments when wearing
cadin'sor), Survival +7 (may reroll and keep second result)

Possessions shortspear, cadin'sor

Algai'd'siswai, Advanced
Medium Aiel nonheroic 6 {any Aiel warrior society}
Init +10; Senses Perception +9

Defenses Ref 12 (flat-footed 10), Fort 11, Will 11; Dodge
hp 21; Threshold 11

Speed 6 squares
Melee shortspear +2 (1d6)
Base Atk +4; Grp +6

Abilities Str 10, Dex 14, Con 12, Int 12, Wis 13, Cha 8
Feats Dodge, Skill Training (Acrobatics, Endurance, Perception, Survival), Weapon

Proficiency (Simple Weapons, Spears)
Skills Acrobatics +10, Endurance +9 (may reroll and keep second result), Initiative +10,

Perception +9, Stealth +10 (+15 in deserts, +12 in other environments when wearing
cadin'sor), Survival +8 (may reroll and keep second result)

Possessions shortspear, cadin'sor

Asha’man
Asha’man can be found throughout the Westlands, normally searching for other male
channelers, and if not, they are normally on a special assignment from their superiors,
perhaps even the Dragon Reborn himself. Before the Breaking, most are insane to some
degree, whereas afterwards, much more are insane.

Soldiers are the basest Asha’man, and are normally found at the Black Tower near
Andor. Dedicated are more advanced Asha’man, and are also commonly found at the
Black Tower, though are more common than Soldiers outside that area.

Soldier
Medium nonheroic 3 {Asha’man}
Init +1; Senses Perception +2

Defenses Ref 10 (flat-footed 10), Fort 11, Will 11
hp 11; Threshold 11

Speed 6 squares
Melee shortsword +2 (1d6)
Base Atk +2; Grp +2

Weaves Known (General, Traveling): Create Gateway, Manipulate Air, Manipulate
Earth, Manipulate Fire

Abilities Str 10, Dex 10, Con 13, Int 10, Wis 13, Cha 11
Feats Channeler, Remove Block, Weapon Proficiency (light blades)
Skills Channel +8
Possessions Asha’man attire

Dedicated
Medium nonheroic 6 {Asha’man}
Init +3; Senses Perception +4

Defenses Ref 10 (flat-footed 10), Fort 11, Will 11
hp 21; Threshold 11

Speed 6 squares
Melee unarmed +3 (1d4)
Base Atk +4; Grp +4
Weaves Known (Advanced Earth, Advanced Fire, General, Healing, Traveling,

Warding): Circle of Silence, Create Gateway, Cut Weave, Delve, Dream Shield,
Fireball, Flame Surge, Grenade, Heal, Immolate, Wand of Fire, Manipulate Air,
Manipulate Earth, Manipulate Fire, Master Ward, Renew, Riven Earth, Shield, Strike
of Death, Ward against Shadowspawn, Ward Bore

Abilities Str 10, Dex 10, Con 13, Int 10, Wis 13, Cha 12
Feats Channeler, Remove Block, Weapon Proficiency (heavy blades, light blades)
Skills Channel +11
Possessions Serpent ring

Children of the Light
The Children of the Light are among the most powerful independent military forces in the
Westlands. Typical children of the light are powerful lance-bearing horsemen.

Advanced Children of the Light are much more well-trained and able to hold their own
in battles, though they are still much weaker than heroic characters.

Hundredmen are minor captains, the first rank above soldiers.
Questioners are a different breed from the Children of the Light, responsible for getting

confessions from suspected Darkfriends through torture and interrogation.

Child of the Light
Medium nonheroic 3 {Children of the Light}
Init +2; Senses Perception +2

Defenses Ref 16 (flat-footed 15), Fort 11, Will 10



hp 11; Threshold 14

Speed 6 squares
Melee lance +3 (1d8+1)
Melee dagger +3 (1d4+1)
Base Atk +2; Grp +3

Abilities Str 13, Dex 12, Con 13, Int 10, Wis 10, Cha 10
Feats Armor Proficiency (light, medium), Skill Proficiency (Persuasion), Weapon

Proficiency (lances, simple weapons)
Skills Persuasion +6, Ride +7
Possessions lance, dagger, breastplate, large steel shield, simple warhorse

Child of the Light, Advanced
Medium nonheroic 6 {Children of the Light}
Init +4; Senses Perception +4

Defenses Ref 16 (flat-footed 15), Fort 11, Will 10
hp 21; Threshold 14

Speed 6 squares
Melee lance +6 (1d8+2) or
Melee lance +6 (1d10+2) with Momentum Strike
Melee dagger +6 (1d4+2)
Base Atk +4; Grp +6

Abilities Str 14, Dex 12, Con 13, Int 10, Wis 10, Cha 10
Feats Armor Proficiency (light, medium), Momentum Strike, Skil

(Persuasion), Weapon Proficiency (lances, simple weapons)
Skills Persuasion +8, Ride +9
Possessions lance, dagger, breastplate, large steel shield, simple warhorse

Child of the Light, Hundredman
Medium nonheroic 6/ armsman 2/ commander 1 {Children of the Light}
Init +5; Senses Perception +5

Defenses Ref 16 (flat-footed 15), Fort 16, Will 17
hp 40; Threshold 19

Speed 6 squares
Melee lance +8 (1d8+3) or
Melee lance +8 (1d10+3) with Momentum Strike
Melee longsword +8 (1d8+3)
Base Atk +6; Grp +8

Abilities Str 14, Dex 12, Con 14, Int 10, Wis 10, Cha 11

Armor Proficiency (light, medium), Skill Proficiency (Persuasion), Weapon

lance, dagger, breastplate, large steel shield, simple warhorse

Armor Proficiency (light, medium), Momentum Strike, Skill Proficiency

lance, dagger, breastplate, large steel shield, simple warhorse

ildren of the Light}

Feats Armor Proficiency (light, medium), Momentum Strike, Shield Proficiency, Skill
Proficiency (Persuasion), Weapon Proficiency (heavy blades, lances, simple weapons)

Skills Persuasion +9, Ride +10
Possessions lance, longsword, breastplate, large steel shield, simple warhorse

Child of the Light, Questioner
Medium nonheroic 6 {Children of the Light}
Init +4; Senses Perception +4

Defenses Ref 16 (flat-footed 15), Fort 11, Will
10

hp 21; Threshold 14

Speed 6 squares
Melee short sword +5 (1d6)
Melee dagger +5 (1d4)
Base Atk +4; Grp +5

Abilities Str 12, Dex 12, Con 12, Int 10, Wis
10, Cha 13

Feats Armor Proficiency (light), Skill Focus
(Persuasion), Skill Proficiency (Gather
Information, Persuasion), Weapon
Proficiency (light blades, simple weapons)

Skills Gather Information +9, Persuasion +9, Ride +9
Possessions short sword, dagger, chain shirt, simple riding horse

Ogier
In recent times, Ogier only rarely emerge from their
magnificent stoneworks and tended to wondrous groves of trees. Most Ogier
found outside the stedding are going between Ogier meetings. Those who know about
Ogier societies know that the wisdom of Ogier Elders is years of patient, brill

Ogier Traveler
Large Ogier nonheroic 1
Init -2; Senses Perception +0 (may reroll)

Defenses Ref 7 (flat-footed 7), Fort 12, Will 10
hp 3; Threshold 15

Speed 8 squares
Melee staff +2 (1d8+2)

Armor Proficiency (light, medium), Momentum Strike, Shield Proficiency, Skill
Proficiency (Persuasion), Weapon Proficiency (heavy blades, lances, simple weapons)

lance, longsword, breastplate, large steel shield, simple warhorse

Gather Information +9, Persuasion +9, Ride +9
short sword, dagger, chain shirt, simple riding horse

In recent times, Ogier only rarely emerge from their stedding, but in times past they built
magnificent stoneworks and tended to wondrous groves of trees. Most Ogier travelers

between Ogier meetings. Those who know about
Ogier societies know that the wisdom of Ogier Elders is years of patient, brill iant advice.



Base Atk +2; Grp +4

Abilities Str 14, Dex 7, Con 11, Int 12, Wis 10,
Cha 10

Feats Skill Focus [Knowledge (academics)]
Skills Knowledge (academics) +10,

Knowledge (nature) +5
Possessions staff

Ogier Elder
Large Ogier nonheroic 10
Init +1; Senses Perception +6 (may reroll)

Defenses Ref 6 (flat-footed 6), Fort 11, Will
10

hp 25; Threshold 15

Speed 8 squares
Melee staff +7 (1d8)
Base Atk +7; Grp +7

Abilities Str 11, Dex 4, Con 8, Int 15, Wis 12, Cha 13
Feats Old Tongue, Skill Focus [Knowledge (academics)], Skill Training [Knowledge

(health)]
Skills Knowledge (academics) +17, Knowledge (nature) +12, Perception +11, Persuasion

+11
Possessions staff

BEASTS

BEARS

Ursine Traits
Low-Light Vision: Bears ignore partial concealment from light (though not total

concealment).
Mauling Attack: Any time a bear spends a full-round action to make an attack, its

Strength modifier is doubled. This modification applies before any additional multipliers
or modifiers are applied.

Scent: At close range, (within 10 squares), bears ignore concealment and cover for
purposes of Perception checks, and they take no penalty from poor visibility when
tracking.

, Skill Training [Knowledge

Perception +11, Persuasion

Bears ignore partial concealment from light (though not total

round action to make an attack, its
Strength modifier is doubled. This modification applies before any additional multipliers

At close range, (within 10 squares), bears ignore concealment and cover for
eption checks, and they take no penalty from poor visibility when

Ursine Skills: Bears may take 10 on Athletics checks made to climb and swim, even
when threatened or distracted.

Ursine Vigor: Bears gain 1d10 hit points per level, rather than t
beasts.

Average Black Bear
Large Beast 3
Init +2; Senses Low-light vision, scent, Perception +8

Defenses Ref 10 (flat-footed 10), Fort 14, Will 12
hp 27; Threshold 19

Speed 6 squares
Melee bite +7 (1d6+4)
Melee claw +7 (1d6+4) or
Melee claw +7 (2d6+8) with Mighty Swing
Base Atk +3; Grp +7
Attack Options Mighty Swing

Abilities Str 19, Dex 10, Con 18, Int 2, Wis 14, Cha 11
Special Qualities Ursine traits
Feats Mighty Swing, Skill Training (Survival)
Skills Perception +8, Survival +8

Average Giant Bear
Huge Beast 6
Init +3; Senses Low-light vision, Perception +10

Defenses Ref 10 (flat-footed 10), Fort 15, Will 12
hp 63; Threshold 25

Speed 8 squares
Melee bite +11 (1d8+7)
Melee claw +11 (1d8+7) or
Melee claw +11 (2d8+14) with Mighty Swing
Base Atk +4; Grp +11
Attack Options Mighty Swing, Power Attack

Abilities Str 25, Dex 10, Con 20, Int 2, Wis 14, Cha 11
Special Qualities Ursine traits
Feats Mighty Swing, Power Attack, Skill Training (Survival)
Skills Perception +10, Survival +10

Bears may take 10 on Athletics checks made to climb and swim, even

Bears gain 1d10 hit points per level, rather than the standard 1d8 for

ght vision, scent, Perception +8

Str 19, Dex 10, Con 18, Int 2, Wis 14, Cha 11

Str 25, Dex 10, Con 20, Int 2, Wis 14, Cha 11

Mighty Swing, Power Attack, Skill Training (Survival)



CATS

Feline Traits
Extraordinary Agility: They may make an Acrobatics check (DC 15) to remain on

their feet if an effect causes them to be knocked prone.
Feline Reflexes: Cats gain a +1 bonus to their Reflex Defense.
Feline Skills: Cats are always trained in Athletics, Acrobatics, and Stealth.
Low-Light Vision: Cats ignore partial concealment from light (though not total

concealment).

Average Mountain Cat
Medium Beast 3
Init +4; Senses Low-light vision, Perception +9

Defenses Ref 14 (flat-footed 11), Fort 11, Will 13
hp 17; Threshold 11

Speed 8 squares
Melee bite +4 (1d4+2)
Melee claw +4 (1d4+2) or
Melee claw +4 (2d4+2) with Rapid Strike
Base Atk +2; Grp +5
Attack Options Rapid Strike

Abilities Str 15, Dex 16, Con 13, Int 2, Wis 16, Cha 11
Special Qualities Feline traits
Feats Rapid Strike, Skill Training (Survival)
Skills Athletics +8, Acrobatics +9, Perception +9, Stealth +9, Survival +9

DOGS

Canine Traits
Canine Bite: Dogs gain a +1 bonus to attack rolls and damage rolls made when using

their bite attack.
Canine Skills: Dogs may reroll Perception checks made to hear distant or ambient

noises and to search and keep the better result.
Low-Light Vision: Dogs ignore partial concealment from light (though not total

concealment).
Pack Hunter: Dogs deal an additional 2 points of damage to opponents they flank.

Scent: At close range, (within 10 squares), dogs ignore concealment and cover for
purposes of Perception checks, and they take no penalty from poor visibility when
tracking.

Average Wolf
Medium Beast 3
Init +3; Senses Perception +10

Defenses 12 (flat-footed 10), Fort 12, Will 14
hp 20; Threshold 12

Speed 8 squares
Melee bite +5 (1d4+3)
Melee claw +4 (1d4+2)
Base Atk +2; Grp +4
Attack Options Coordinated Attack

Abilities Str 15, Dex 14, Con 15, Int 2, Wis 18, Cha 13
Special Qualities Canine traits
Feats Coordinated Attack, Skill Training (Survival)
Skills Perception +10, Survival +10
Wolf Dream: Wolves may enter the Dream World when sleeping as a full-round action

by making a successful Charisma check (DC 20). Wolves in the Dream World may
"leap" a distance equal to 10 leagues x their level, and may reroll Perception checks
while in the Dream World, but must keep the second result.

HORSES

Equine Traits
Allowance of Control: Whenever a horse is serving as a mount, the rider is in control.

The rider’s Initiative check supersedes the horse’s.
Equine Carry: Horses can carry a load in pounds equal to the square of double their

Strength score.
Equine Senses: Because they have lateral vision, horses may reroll any Perception

check made to avoid surprise.
Equine Skills: Horses are always trained in the Endurance skill. Also, they may

always reroll Acrobatics checks to maintain their balance.
Hoof: Horses deal double damage dice with hoof attacks.



Light Horse
Large Beast 2
Init +1; Senses Perception +9

Defenses 9 (flat-footed 9), Fort 13, Will 13
hp 20; Threshold 13

Speed 10 squares
Melee bite +5 (1d6+4)
Melee hoof +5 (2d6+4)
Base Atk +1; Grp +5

Abilities Str 18, Dex 10, Con 17, Int 2, Wis 16, Cha 11
Special Qualities Equine traits
Feats Skill Training (Perception)
Skills Endurance +9, Perception +9

Heavy Horse
Huge Beast 2
Init +1; Senses Perception +9

Defenses 8 (flat-footed 8), Fort 14, Will 13
hp 22; Threshold 14

Speed 10 squares
Melee bite +7 (1d8+6)
Melee hoof +7 (2d8+6)
Base Atk +1; Grp +7

Abilities Str 22, Dex 10, Con 19, Int 2, Wis 16, Cha 11
Special Qualities Equine traits
Feats Skill Training (Perception)
Skills Endurance +9, Perception +9

Racehorse
Large Beast 4
Init +1; Senses Perception +9

Defenses 9 (flat-footed 9), Fort 12, Will 13
hp 36; Threshold 12

Speed 12 squares
Melee bite +5 (1d6+4)
Melee hoof +5 (2d6+4)
Base Atk +3; Grp +7

Abilities Str 18, Dex 10, Con 15, Int 2, Wis 16, Cha 11
Special Qualities Equine traits
Feats Burst of Speed*, Skill Training (Perception)
Skills Endurance +10, Perception +10
Racer: Any time a racehorse is involved in a skill challenge involving Ride checks made

to race, the rider gains a +2 bonus to any Ride checks made.
* see page 21 of Scum and Villainy

Warhorse
Huge Beast 6
Init +1; Senses Perception +9

Defenses 8 (flat-footed 8), Fort 15, Will 13
hp 72; Threshold 15

Speed 10 squares
Melee bite +11 (1d8+7)
Melee hoof +11 (2d8+7)
Base Atk +4; Grp +11

Abilities Str 24, Dex 10, Con 21, Int 2, Wis 16, Cha 11
Special Qualities Equine traits
Feats Armor Proficiency (light), Fearless, Skill

Training (Perception)
Skills Endurance +12, Perception +12

Bela
Large Beast 7
Init +1; Senses Perception +9

Defenses 10 (flat-footed 10), Fort 14, Will 14
hp 70; Threshold 14

Speed 10 squares
Melee bite +5 (1d6+4)
Melee hoof +5 (2d6+4)
Base Atk +1; Grp +5

Abilities Str 18, Dex 10, Con 17, Int 2, Wis
16, Cha 11

Special Qualities Equine traits
Feats Improved Defenses, Shake It Off, Skill

Training (Perception)
Skills Endurance +9, Perception +9

Str 18, Dex 10, Con 15, Int 2, Wis 16, Cha 11

Any time a racehorse is involved in a skill challenge involving Ride checks made
to race, the rider gains a +2 bonus to any Ride checks made.

, Int 2, Wis 16, Cha 11



SHADOWSPAWN
The Shadowspawn are creatures of the Dark One. Aginor, of the Forsaken, created the
Shadowspawn during the War of Power using human and animal stock.

Shadowspawn cannot Travel, and instantly die if they pass through a gateway. They
are universally loyal to the Dark One.

Darkhound
Darkhounds resemble large wolves. They have charcoal-black hides and glowing eyes.
They serve as the scouts of the Dark One, seeking and killing difficult
the Shadow. However, they do not like water, and will be stopped entirely
thunderstorms or running water. They have a sulfuric scent to them.

Wherever they go, Darkhounds never leave footprints, except when t
ground. They have sharp fangs that carry deadly venom that can quickly kill even the
hardiest of men, and some greater specimens can only be killed by powerful weaves.
Their blood is also poisonous. Greater Darkhounds regenerate normal da
incredibly fast rate, and cannot be killed without use of the One Power.

Darkhounds typically run in packs of four or more. About one in ten Darkhounds is a
greater Darkhound.

The Shadowspawn are creatures of the Dark One. Aginor, of the Forsaken, created the
Shadowspawn during the War of Power using human and animal stock.

Shadowspawn cannot Travel, and instantly die if they pass through a gateway. They

black hides and glowing eyes.
They serve as the scouts of the Dark One, seeking and killing difficult-to-find enemies of

ill be stopped entirely by
thunderstorms or running water. They have a sulfuric scent to them.

Wherever they go, Darkhounds never leave footprints, except when they step on stone
m that can quickly kill even the

hardiest of men, and some greater specimens can only be killed by powerful weaves.
Their blood is also poisonous. Greater Darkhounds regenerate normal damage at an

the One Power.
Darkhounds typically run in packs of four or more. About one in ten Darkhounds is a

Lesser Darkhound
Medium Beast 6
Init +6; Senses Perception +10

Defenses 13 (flat-footed 10), Fort 14, Will 12; Dodge
hp 60; Threshold 14

Speed 8 squares
Melee bite +8 (1d4+4 plus venom)
Base Atk +4; Grp +8
Attack Options Coordinated Attack

Abilities Str 18, Dex 16, Con 18, Int 5, Wis 14, Cha 8
Special Qualities Canine traits
Feats Dodge, Mobility, Skill Training (Survival)
Skills Perception +10, Survival +10
Venom: Any being damaged by a lesser Darkhound’s bite is also attacked by

venom. For lesser darkhounds, this attack roll gains no bonus. If the attack roll
exceeds the target’s Fortitude Defense, the target is infected by
1d4 points of Strength damage each round thereafter. Once the target reaches a
Strength rating of zero, he dies. This venom can be extracted with a successful Heal
weave, or alternately with a Treat Injury check, but the DC for the Tr

; Dodge

, Con 18, Int 5, Wis 14, Cha 8

Any being damaged by a lesser Darkhound’s bite is also attacked by a deadly
venom. For lesser darkhounds, this attack roll gains no bonus. If the attack roll
exceeds the target’s Fortitude Defense, the target is infected by the venom and takes
1d4 points of Strength damage each round thereafter. Once the target reaches a
Strength rating of zero, he dies. This venom can be extracted with a successful Heal
weave, or alternately with a Treat Injury check, but the DC for the Treat Injury check



is 30. If one of these methods is successful, the victim discontinues to take Strength
damage, and he regains them at a rate of 1 point per day. He can spend a Hero Point
each day to restore one additional point each day.

Any being who simply touches a Darkhound’s venomous saliva takes 1d8 points of
damage (though this damage cannot reduce the victim below 1 hit point.

Poisonous Blood: A Darkhound’s blood is poisonous. Anyone who damages a lesser
Darkhhound with a melee or unarmed attack or otherwise comes in contact with its
blood is attacked by the blood. There is no bonus to this attack roll, but if the attack is
successful, the target takes 1 point of Constitution damage each round for 1d6 rounds.
A damaged victim heals Constitution damage at a rate of 1 point per day and can heal
one additional point per day if he spends a Hero Point each day.

Greater Darkhound
Medium Beast 8
Init +7; Senses Perception +10

Defenses 13 (flat-footed 10), Fort 15, Will 12; Dodge
hp 95; Threshold 15

Speed 8 squares
Melee bite +11 (1d4+5 plus venom)
Base Atk +6; Grp +11
Attack Options Coordinated Attack

Abilities Str 20, Dex 16, Con 20, Int 7, Wis 14, Cha 8
Special Qualities Canine traits
Feats Dodge, Improved Defenses, Mobility, Skill Training (Survi

is 30. If one of these methods is successful, the victim discontinues to take Strength
damage, and he regains them at a rate of 1 point per day. He can spend a Hero Point

o simply touches a Darkhound’s venomous saliva takes 1d8 points of
damage (though this damage cannot reduce the victim below 1 hit point.

Anyone who damages a lesser
or otherwise comes in contact with its

blood is attacked by the blood. There is no bonus to this attack roll, but if the attack is
successful, the target takes 1 point of Constitution damage each round for 1d6 rounds.

ion damage at a rate of 1 point per day and can heal
one additional point per day if he spends a Hero Point each day.

Skill Training (Survival)

Skills Perception +11, Survival +11
Venom: Any being damaged by a lesser Darkhound’s bite is also attacked by a deadly

venom. For greater darkhounds, this attack roll gains
exceeds the target’s Fortitude Defense, the target is inf
1d6 points of Strength damage each round thereafter. Once the target reaches a
Strength rating of zero, he dies. This venom can be extracted with a successful Heal
weave, or alternately with a Treat Injury check, but the DC for the Treat Injury check
is 30. If one of these methods is successful, the victim discontinues to take Strength
damage, and he regains them at a rate of 1 point per day. He can spend a Hero Point
each day to restore one additional point each day.

Any being who simply touches a Darkhound’s venomous saliva takes 1d8 points of
damage (though this damage cannot reduce the victim below 1 hit point.

Poisonous Blood: A Darkhound’s blood is poisonous. Anyone who damages a
Darkhhound with a melee or unarmed attack or otherwise comes in contact with its
blood is attacked by the blood. There is no bonus to this attack roll, but if the attack is
successful, the target takes 1 point of Constitution damage each round for 1d8
A damaged victim heals Constitution damage at a rate of 1 point per day and can heal
one additional point per day if he spends a Hero Point each day.

Regeneration: A greater Darkhound regenerates all damage taken by ordinary weapons
at a rate of 4 points per round. No matter how much damage the Darkhound takes, if
none of the damage was caused by the One Power, it will regenerate the damage
eventually.

Draghkar
Draghkar are Shadowspawn that serve the Dark One as scouts and assassins. They
resemble pale, gaunt humans with large, leathery wings they normally wear like cloaks.
They have sharp talons on their fingers and unnaturally large eyes

Draghkar lure their victims into a hypnotic state with an unnaturally dulling song, then
embrace them fatally, stealing the victim’s soul and leaving them hollow, soulless husks.
They typically work alone

Draghkar Traits
All Draghkar have the following traits:

Ability Modifiers: -2 Constitution, +2 Charisma. Draghkar are naturally haunting and
captivating, but tend to be frail.

Medium Size: Draghkar gain no special benefits or penalties due to their size.
Speed: Draghkar base speed is 6 squares. Their flying speed is 8 squares.
Captivating Song: As a standard action, a Draghkar can make a special attack against

any creature within twelve squares with a bonus equal to one

Any being damaged by a lesser Darkhound’s bite is also attacked by a deadly
darkhounds, this attack roll gains a +5 bonus. If the attack roll

arget is infected by the venom and takes
points of Strength damage each round thereafter. Once the target reaches a

Strength rating of zero, he dies. This venom can be extracted with a successful Heal
but the DC for the Treat Injury check

is 30. If one of these methods is successful, the victim discontinues to take Strength
damage, and he regains them at a rate of 1 point per day. He can spend a Hero Point

day.
Any being who simply touches a Darkhound’s venomous saliva takes 1d8 points of

damage (though this damage cannot reduce the victim below 1 hit point.
A Darkhound’s blood is poisonous. Anyone who damages a greater

or otherwise comes in contact with its
blood is attacked by the blood. There is no bonus to this attack roll, but if the attack is

tution damage each round for 1d8 rounds.
ictim heals Constitution damage at a rate of 1 point per day and can heal

one additional point per day if he spends a Hero Point each day.
A greater Darkhound regenerates all damage taken by ordinary weapons

No matter how much damage the Darkhound takes, if
none of the damage was caused by the One Power, it will regenerate the damage

Draghkar are Shadowspawn that serve the Dark One as scouts and assassins. They
s with large, leathery wings they normally wear like cloaks.

They have sharp talons on their fingers and unnaturally large eyes.
Draghkar lure their victims into a hypnotic state with an unnaturally dulling song, then

ictim’s soul and leaving them hollow, soulless husks.

2 Constitution, +2 Charisma. Draghkar are naturally haunting and

Draghkar gain no special benefits or penalties due to their size.
Their flying speed is 8 squares.

As a standard action, a Draghkar can make a special attack against
ithin twelve squares with a bonus equal to one-half the Draghkar’s



character level plus his
Charisma modifier. If the
attack defeats the target’s
Fortitude Defense, the target
moves one step down the
Condition Track. Once the
target reaches the bottom o
Condition Track, rather than
falling unconscious, the target
becomes mesmerized by the
Draghkar, losing all actions and
becoming prone as long as the
Draghkar is present up to a
number of rounds equal to 10 +
the Draghkar’s Charisma
modifier.

Low
Draghkar
concealment from light (though
not total concealment).

Natural Weapons
Draghkar has natural weapons
in the form of sharp talons.
When making an unarmed
attack, a Draghkar can use his
natural weapons, dealing 1d4
points
instead of normal unarmed

damage. Draghkar are always considered armed with their natural weapons.
Soul-Stealing Embrace: As a standard action, the Draghkar can steal the soul of any

conscious victim. If the target is not affected by the Draghkar’s Captivating Song ability
(above), he must make an attack roll and takes a -10 penalty to the roll.

The victim of this ability takes 1d4 points of Wisdom damage each round the embrace
continues, and the Draghkar gains one temporary hit point per point of Wisdom taken.
These temporary hit points last a number of rounds equal to 10 + his Constitution
modifier. Once the target is reduced to a Wisdom score of zero, the Draghkar gains a
Hero Point (even if he has no heroic levels). A target reduced to a Wisdom score of zero
is soulless and no longer playable.

character level plus his
Charisma modifier. If the
attack defeats the target’s
Fortitude Defense, the target
moves one step down the
Condition Track. Once the
target reaches the bottom of the
Condition Track, rather than
falling unconscious, the target
becomes mesmerized by the
Draghkar, losing all actions and
becoming prone as long as the
Draghkar is present up to a
number of rounds equal to 10 +
the Draghkar’s Charisma
modifier.

Low-Light Vision:
Draghkar ignore partial
concealment from light (though
not total concealment).

Natural Weapons:
Draghkar has natural weapons
in the form of sharp talons.
When making an unarmed
attack, a Draghkar can use his
natural weapons, dealing 1d4

of slashing damage
instead of normal unarmed

damage. Draghkar are always considered armed with their natural weapons.
As a standard action, the Draghkar can steal the soul of any

the Draghkar’s Captivating Song ability
10 penalty to the roll.

The victim of this ability takes 1d4 points of Wisdom damage each round the embrace
per point of Wisdom taken.

These temporary hit points last a number of rounds equal to 10 + his Constitution
modifier. Once the target is reduced to a Wisdom score of zero, the Draghkar gains a

ced to a Wisdom score of zero

Draghkar
Medium nonheroic 4
Init +9; Senses Perception +13

Defenses Ref 13 (flat-footed 11), Fort 10, Will 12; Dodge
hp 8; Threshold 10

Speed 6 squares, fly 8 squares
Melee unarmed +3 (1d4)
Base Atk +3; Grp +5

Abilities Str 10, Dex 14, Con 8, Int 10, Wis 13, Cha 17
Feats Improved Defenses, Skill Focus (Perception, Stealth), Skill Training (

Stealth)
Skills Initiative +9, Perception +13, Stealth +14

Gholam
Gholam are special, boneless, humanoid assassins for the Dark One. They resemble
ordinary humans, though are much stronger and faster. Only six were ever mad
male and three female, and at least one made it to the Third Age.

Gholams are able to squeeze through spaces a
one-sixteenth of an inch and are immune to the One Power.
They are vulnerable to ter’angreal that provide protection
from the One Power.

Gholam (L9)
Medium wanderer 3 / scout 3 / armsman 3
Init +19; Senses Perception +16

Defenses Ref 26 (flat-footed 21), Fort 26, Will 22
Dodge

hp 118; Threshold 26
Hero 9

Speed 6 squares
Melee dagger +13 (1d4+9)
Base Atk +7; Grp +12

Abilities Str 21, Dex 20, Con 20, Int 13, Wis 14, Cha 12
Talents Devastating Attack, Hidden Movement,

Improved Initiative, Improved Stealth, Sneak Attack
(+2d6)

Feats Acrobatic Strike, Dodge, Extra Second Wind,

; Dodge

Str 10, Dex 14, Con 8, Int 10, Wis 13, Cha 17
Skill Focus (Perception, Stealth), Skill Training (Initiative,

less, humanoid assassins for the Dark One. They resemble
though are much stronger and faster. Only six were ever made, three

male and three female, and at least one made it to the Third Age.
Gholams are able to squeeze through spaces as small as

sixteenth of an inch and are immune to the One Power.
that provide protection

footed 21), Fort 26, Will 22;

Str 21, Dex 20, Con 20, Int 13, Wis 14, Cha 12
Devastating Attack, Hidden Movement,

d Stealth, Sneak Attack

Acrobatic Strike, Dodge, Extra Second Wind,



Melee Defense, Power Attack, Triple Crit, Skill Focus (Acrobatics, Initiative,
Perception, Stealth), Skill Training (Athletics), Weapon Focus (light blades), Weapon
Proficiency (light blades, simple weapons)

Skills Acrobatics +19, Athletics +14, Focus +11, Initiative +19, Perception +16, Stealth
+19

Possessions dagger
Boneless: Gholams may fit through any opening as long as there is at least one-sixteenth

of an inch space for them to pass through. They are immune to critical hits.
Damage Reduction: Gholams have damage reduction 4.
Ter’angreal Vulnerability: Ter’angreal that create immunity to the One Power, such as

the foxhead medallion, burn gholams, inflicting 2d4 points of damage to them as
though it was burning hot.

Weave Immunity: The One Power cannot directly touch the gholams.

Gray Man
Gray Men, who are also known as the Soulless are Shadowspawn who have given their
souls to the Dark One. Because they have no soul, they are extremely difficult to notice,
even in crowded rooms. Because of this, the Dark One uses them primarily as assassins.

Gray Men are rare, and it is unknown how many there are.

Gray Man Traits
All Gray Men have the following traits:

Ability Modifiers: None.
Medium Size: Gray Men gain no special benefits or penalties due to their size.
Speed: Gray Man base speed is 6 squares.
Beneath Notice: Gray Men gain a +10 bonus to Stealth checks.

Gray Man (L7)
Medium scout 1 / wanderer 5 / armsman 1
Init +16; Senses Perception +9

Defenses Ref 21 (flat-footed 19), Fort 19, Will 17; Dodge
hp 64; Threshold 19
Hero 7

Speed 6 squares
Melee dagger +7 (1d4+4)
Base Atk +4; Grp +6

Abilities Str 14, Dex 15, Con 13, Int 8, Wis 10, Cha 8
Talents Devastating Attack, Improved Stealth, Sneak Attack (+3d6)

Feats Dodge, Mobility, Power Attack, Skill Focus (Athletics, Initiative, Stealth), Skill
Training (Athletics), Triple Crit, Weapon Focus (simple weapons), Weapon
Proficiency (light blades, simple weapons)

Skills Athletics +16, Initiative +16, Perception +9, Stealth +26 (may reroll and keep
second result)

Possessions dagger

Myrddraal
Also called Fades, Eyeless, Halfmen, Shadowmen, Lurks, and Fetches, Myrddraal are
human-throwback offspring of trollocs. They are more fearsome and intelligent,
typically leading groups of trollocs in battle and performing other tasks for the Dark One
that require more cleverness or finesse than could otherwise be handled by a trolloc.

Myrddraal resemble tall, pale, eyeless humans. Despite their lack of eyes, they are
able to see just fine, and their gaze causes terror in all but the most resolute people. Their
cloaks do not move in the wind, and they are able to enter shadows and reappear through
another. Like Darkhounds, they have acidic blood.

Trollocs will often become linked psychologically with a Myrddraal, at the Halfman’s
choice. Any trollocs linked to a Fade who dies will fall into convulsions and die within a
few rounds. Killing a Myrddraal is a difficult task, because even when killed, it will
randomly lash out with uncontrolled ferocity until the next setting of the sun.

Some, though not all, Myrddraal carry shadow-blades. All Fades are male.

Myrddraal Traits
All Myrddraal have the following traits:

Ability Modifiers: +2 Strength, +2 Dexterity, +2 Constitution.
Medium Size: Myrddraal gain no special benefits or penalties due to their size.
Speed: Myrddraal base speed is 6 squares.
Halfman Vitality: Myrddraal do not die when they are brought to the bottom of the

Condition Track and zero hit points. Instead, when this happens, they flail randomly and
ceaselessly until the next sunset, at which point they finally cease. Anyone struck by the
Halfman during this time takes damage as normal.

Poisonous Blood: A Myrddraal’s blood is poisonous. Anyone who damages a Fade
with a melee or unarmed attack or otherwise comes in contact with its blood is attacked
by the blood. There is no bonus to this attack roll, but if the attack is successful, the
target takes 1 point of Constitution damage each round for 1d6 rounds. A damaged
victim heals Constitution damage at a rate of 1 point per day and can heal one additional
point per day if he spends a Hero Point each day.



Shadow Walk:
through shadows (though not its own). It
enters one shadow as a move action, and
reappears instantly through another shadow.
The distance this reappearance can be is up
to a number of miles equal to 10 x the
Fetch’s Wisdom modifier.

Myrddraal (L8)
Medium armsman 7 / noble 1
Init +8; Senses Perception +12

Defenses Ref 27 (flat
Will 22

hp 107; Threshold 23
Hero 7

Speed 6 squares
Melee Shadow-blade
Base Atk +7; Grp +11

Abilities Str 18, Dex 17, Con 16, Int 11, Wis
14, Cha 14

Talents Armored Defense, Battle Analysi
Improved Armored Defense,
Gaze, Trolloc Hoard

Feats Armor Proficiency (light, medium),
Cleave, Combat Reflexes, Double Attack,
Mighty Swing, Power Attack, Skill Training
(Persuasion), Weapon Focus (heavy blades),
Weapon Proficiency (heavy bla
blades, spears and lances)

Skills Perception +11
+12

Possessions Shadow

MYRDDRAAL TALENT TREE
A heroic Myrddraal can take the following
talents any time he would be allowed to take
talents.

FADE AND TROLLOC
EQUIPMENT

Some trollocs carry scytheswords, which
are exotic weapons in the heavy blades
weapon group. They deal 1d12 damage,
and large creatures such as trollocs must
hold them with two hands. As with other
swords, scytheswords have may have
two modifications done with the craft
specialist feat.

Myrddraal sometimes carry Shadow-
blades. These vicious weapons are
longswords crafted on the slopes of
Shayol Ghul, dipped in the tainted water
of that mountain and used in a sacrifice
of a human life. Damage dealt by these
blades doesn’t heal naturally.
Furthermore, any being damaged by a
Shadow-blade is also attacked by a
festering disease. This attack roll is
1d20+10. If the attack roll exceeds the
target’s Fortitude Defense, the target is
infected by the disease and takes 1d4
points of Constitution damage each
round thereafter. Once the target reaches
a Strength rating of zero, he dies.
Anyone besides a Shadowspawn who
carries a Shadow-blade's Fortitude is
attacked by the weapon (1d20) each day.
If the attack succeeds, the carrier loses
one point of Constitution that day.

A Myrddraal can travel
through shadows (though not its own). It
enters one shadow as a move action, and
reappears instantly through another shadow.
The distance this reappearance can be is up
to a number of miles equal to 10 x the
Fetch’s Wisdom modifier.

Medium armsman 7 / noble 1
rception +12

(flat-footed 24), Fort 23,

23

blade +12 (1d8+8)
+11

Str 18, Dex 17, Con 16, Int 11, Wis

Armored Defense, Battle Analysis,
Improved Armored Defense, Terrifying

Trolloc Hoard
Armor Proficiency (light, medium),

Cleave, Combat Reflexes, Double Attack,
Mighty Swing, Power Attack, Skill Training
(Persuasion), Weapon Focus (heavy blades),
Weapon Proficiency (heavy blades, light
blades, spears and lances)

11, Persuasion +11, Ride

Shadow-blade, scale mail

MYRDDRAAL TALENT TREE
A heroic Myrddraal can take the following
talents any time he would be allowed to take

Increased Trolloc Hoard: When
determining the number of Trollocs
attuned by the Trolloc Hoard ability
(below), their total heroic levels may
equal up to ten times your heroic
level, rather than four.

Prerequisite: Trolloc Hoard.
Terrifying Aura: You may use

the Terrifying Gaze ability (below)
against all targets within 10 squares
of you simultaneously as a full-round
action. You still need line of sight,
and any you fail to terrify may be
targeted again, at the same penalty as
Terrifying Gaze.

Prerequisite: Terrifying Gaze.
Terrifying Gaze: As a standard

action, you may make a special
attack against any one target within
line of sight. Make a Persuasion
check versus the target's Will
Defense. If this check is successful,
the target may only make a swift
action until your next turn and
moves -1 step on the Condition Track.

A character may only suffer these effects once per encounter, though multiple beings
may be targeted. If your check fails, you may try again against the target, but each
attempt after suffers a -5 penalty per attempt (-5 for the second attempt,
etc.)

Trolloc Hoard: By spending a Hero Point and spending a full
a group of Trollocs to you. You automatically succeed any attempts to use Deception or
Persuasion checks with these Trollocs, and any mind
automatically succeed as well.

The number of Trollocs you may attune is decided by their levels versus your heroic
level. In total, the Trollocs' total number of heroic levels may
heroic level. Note that four non-heroic levels equals one heroic level.

If you die, these Trollocs die within 1d4 rounds. This attunement lasts a number of
days equal to your heroic level plus your Charisma modifier, or until you
swift action.

A character may only suffer these effects once per encounter, though multiple beings
may be targeted. If your check fails, you may try again against the target, but each

5 for the second attempt, -10 for the third,

By spending a Hero Point and spending a full-round action, you attune
a group of Trollocs to you. You automatically succeed any attempts to use Deception or

checks with these Trollocs, and any mind-affecting effects you use on them

The number of Trollocs you may attune is decided by their levels versus your heroic
level. In total, the Trollocs' total number of heroic levels may be up to four times your

heroic levels equals one heroic level.
If you die, these Trollocs die within 1d4 rounds. This attunement lasts a number of

days equal to your heroic level plus your Charisma modifier, or until you dismiss it as a



Trolloc
Trollocs are the brutish ground
troops of the Dark One, the ones
tasked with fighting and killing on
the battlefield or in raids. They are
generally unintelligent, but make up
for it with incredible strength and
toughness.

Trolloc Traits
Ability Modifiers: +4 Strength,

+2 Constitution, -4 Intelligence, -2
Wisdom, -2 Charisma.

Large Size: As Large creatures,
Trollocs take a -1 size penalty to
Reflex Defense and a -5 size penalty
on Stealth checks. Their lifting and
carrying limits are double those of
Medium characters.

Speed: Trolloc base speed is 6
squares.

Darkvision: Trollocs ignore concealment (even total concealment) from darkness.
Light Sensitivity: A Trolloc suffers a -2 penalty to attack rolls in bright l

are exposed to sudden bright light, they are attacked by the light (1d20 + [10 to 25
depending on the brightness] versus their Fortitude Defense. Success means they are
blinded for 2d4 rounds.

In addition to the above traits, Trollocs gain one of the following traits.
Bear-Like: Once per encounter, the Trolloc may spend a swift action to gain a +5

bonus to damage with one successful melee attack roll.
Boar-Like: Once per encounter, when an attack exceeds the Trolloc's damage

threshold, it does not bring the Trolloc a step down the Condition Track.
Goat-Like: The Trolloc has natural weapons, in the form of horns. When the Trolloc

makes an unarmed attack, it may choose to use its natural weapons, dealing 1d8 points of
piercing damage with that instead of normal unarmed damage. Goat
always considered armed with their natural weapons.

Ram-Like: Any time the Trolloc charges, he gains a +4 bonus to damage on the first
attack made after the charge.

Trollocs ignore concealment (even total concealment) from darkness.
2 penalty to attack rolls in bright light. If they

are exposed to sudden bright light, they are attacked by the light (1d20 + [10 to 25
depending on the brightness] versus their Fortitude Defense. Success means they are

ne of the following traits.
Once per encounter, the Trolloc may spend a swift action to gain a +5

Once per encounter, when an attack exceeds the Trolloc's damage
oes not bring the Trolloc a step down the Condition Track.

The Trolloc has natural weapons, in the form of horns. When the Trolloc
makes an unarmed attack, it may choose to use its natural weapons, dealing 1d8 points of

t instead of normal unarmed damage. Goat-like Trollocs are

Any time the Trolloc charges, he gains a +4 bonus to damage on the first

Raven-Like: The Trolloc only takes a -5 penalty to Perception checks made to notice
targets for every 40 squares of distance between the Trolloc and the target.

Wolf-Like: The Trolloc may reroll Perception checks made to avoid surprise,
eavesdrop, hear distant or ambient noises, or notice targets, but must keep the second
result, even if it is worse.

Trolloc
Large nonheroic 3
Init +7; Senses Perception +0

Defenses Ref 11 (flat-footed 10), Fort 11, Will 9
hp 13; Threshold 11

Speed 6 squares
Melee scythesword +4 (2d4+2)
Base Atk +2; Grp +3

Abilities Str 16, Dex 12, Con 13, Int 5, Wis 8, Cha 6
Feats Power Attack, Skill Training (Initiative, Survival), Weapon Proficiency (heavy

blades, simple weapons)
Skills Initiative +7, Stealth +7, Survival +5
Possessions scythesword

CHARACTERS FROM THE WHEEL OF TIME SERIES
Following are some of the main protagonists and antagonists from the Wheel of Time
series. They are given at the levels they would be in The Gathering Storm (or at their
peak before they left the series for whatever reason).

Rand al’Thor
Rand al’Thor is the Car’a’carn, the Caramoor, and the Dragon Reborn. He is the one
destined to battle against the Dark One in the Last Battle. He is a powerful
immensely powerful channeler, founder of the Asha’man, and a blademaster

Rand al’Thor (L20)
Medium Two Rivers scout 1 / armsman 3 / initiate 3 /

blademaster 1 / Asha’man 1
Destiny 8; Hero 17; ta’veren, reborn Dragon; Madness
Init +12; Senses Perception +19

Defenses Ref 37 (flat-footed 35), Fort 37, Will 40
hp 213; Threshold 37; permanent injury (permanent

Speed 6 squares

5 penalty to Perception checks made to notice
targets for every 40 squares of distance between the Trolloc and the target.

The Trolloc may reroll Perception checks made to avoid surprise,
tice targets, but must keep the second

, Wis 8, Cha 6
Power Attack, Skill Training (Initiative, Survival), Weapon Proficiency (heavy

E WHEEL OF TIME SERIES
Following are some of the main protagonists and antagonists from the Wheel of Time

they would be in The Gathering Storm (or at their
peak before they left the series for whatever reason).

, and the Dragon Reborn. He is the one
Last Battle. He is a powerful ta’veren, an

immensely powerful channeler, founder of the Asha’man, and a blademaster.

Medium Two Rivers scout 1 / armsman 3 / initiate 3 / noble 1 / advanced channeler 10 /

Madness 16 (Hallucinations)

37; permanent injury (permanent -1 on condition track)



Melee Callandor +20 (1d8+14)
Base Atk +13; Grp +15
Affinities Air, Earth, Fire, Spirit
Weaves Known (weaves per hour 42): Advanced Air: Compress Air,

Advanced Earth: Grenade, Magma Torrent, Riven Earth, Stone Slam;
Fire: Arrows of Fire, Blossoms of Fire, Fireball, Flame Surge, Immolate, Wand of
Fire; General: Manipulate Air, Manipulate Earth, Manipulate Fire, Manipu
Heal: Delve, Heal, Rend, Renew, Touch of Agony; Illusions:
Folded Light, Mask of Mirrors, Mirror of Mists, Voice of Power;
Gateway, Deathgate, Skimming, Use Portal Stone; Warding:
of Silence, Cut Weave, Dream Shield, Fire Trap, Master Ward, Sever, Shield, Strike of
Death, Ward against Creatures, Ward against the One Power, Ward Bore

Channeling Techniques Channeling Might (+4), Heroic Channeler (d12s)

Abilities Str 12, Dex 14, Con 18, Int 13, Wis 19, Cha 20
Talents Advanced Channeling, Asha’man Warrior, Battle Analysis, Defensive Form,

Empower Weave, Fringe Savant, Great Capacity, Improved Channeling Durability,
Improved Focus, Inspire Confidence, Maximize Weave, Overchanneling Mastery
Weave Focus (Gateway)

Feats Blade Techniques, Channeler, Extra Affinity (Air, Earth),
Defense, Remove Block, Shake It Off, Skill Focus (Channel),
Tie Off Weave, Weapon Focus (heavy blades), Weapon Proficiency (
blades, spears and lances)

Skills Athletics +16, Channel +25, Endurance +19, Focus +24, Perception +19, Ride +17
Possessions Callandor, noble attire

Matrim Cauthon
Mat Cauthon is the leader of the Band of the Red Hand, and is a powerful
has the Dark One’s Own Luck, and the Old Blood flows strongly within him. During
visits to the Aelfinn and Eelfinn, he gained his ashandarei and Foxhead Medallion.

Matrim Cauthon (L19)
Medium Two Rivers wanderer 9 / armsman 5 / commander 5
Destiny 5; Hero 15; ta’veren, reborn commander
Init +17; Senses Perception +14

Defenses Ref 35 (flat-footed 32), Fort 34, Will 31; Foxhead Medallion
hp 171; Threshold 34

Speed 6 squares
Melee ashandarei +19 (1d10+11 / 1d6+11) or

Compress Air, Lightning;
Grenade, Magma Torrent, Riven Earth, Stone Slam; Advanced

Arrows of Fire, Blossoms of Fire, Fireball, Flame Surge, Immolate, Wand of
Manipulate Air, Manipulate Earth, Manipulate Fire, Manipulate Water;

Illusions: Cloak, False Trail,
Folded Light, Mask of Mirrors, Mirror of Mists, Voice of Power; Traveling: Create

Warding: Barrier to Sight, Circle
f Silence, Cut Weave, Dream Shield, Fire Trap, Master Ward, Sever, Shield, Strike of

Death, Ward against Creatures, Ward against the One Power, Ward Bore
Channeling Might (+4), Heroic Channeler (d12s)

Advanced Channeling, Asha’man Warrior, Battle Analysis, Defensive Form,
Improved Channeling Durability,

Improved Focus, Inspire Confidence, Maximize Weave, Overchanneling Mastery,

Extra Affinity (Air, Earth), Extra Talent, Melee
Skill Focus (Channel), Strong Channeler (x4),

pon Proficiency (bows, heavy

, Perception +19, Ride +17

Mat Cauthon is the leader of the Band of the Red Hand, and is a powerful ta’veren. He
has the Dark One’s Own Luck, and the Old Blood flows strongly within him. During

and Foxhead Medallion.

; Foxhead Medallion

Melee ashandarei +14/+14 (1d10+11 / 1d6+11) with Double Attack
Melee dagger +19 (1d4+9)
Base Atk +14; Grp +17

Abilities Str 10, Dex 16, Con 14, Int 16*, Wis 11, Cha 19

/ 1d6+11) with Double Attack

, Wis 11, Cha 19



Talents Battle Analysis, Born Leader, The Dark One’s Own Luck, Fool’s Luck,
Gambler, Improved Dark One’s Own Luck, Old Blood, Period of Luck, Tactics
Expert, Weapon Defense (polearms, +2)

Class Abilities Assist Army
Feats Dodge, Double Attack (polearms), Exotic Weapons Proficiency (

Heroic Focus, Improved Defenses, Jack-of-All-Trades, Latent Ability (Dark One’s
Own Luck, Old Blood), Melee Defense, Skill Focus (Deception, Gather Information,
Knowledge [tactics], Persuasion), Staffmaster, Weapon Finesse, Weapon Focus
(polearms), Weapon Proficiency (bows, simple weapons, polearms)

Skills Deception +23, Gather Information +23, Initiative +17, Knowledge (tactics) +
Perception +14, Persuasion +23, Ride +17, Survival +14

Possessions Ashandarei, Foxhead Medallion, dagger, noble attire
* Mat takes a -5 penalty to all Intelligence checks made to remember life events

Perrin Aybara
Perrin Aybara is the reluctant Lord of the Two Rivers, and is also
He is a Wolfbrother.

Perrin Aybara (L19)
Medium Two Rivers scout 5 / armsman 9 / latent hero 5
Destiny 12; Hero 15; ta’veren; Madness 7
Init +17; Senses Perception +14, Wolf Hearing, Wolf Scent, Wolf Vision

Defenses Ref 33 (flat-footed 32), Fort 36, Will 37
hp 254; Threshold 41

Speed 6 squares
Melee heavy hammer +22 (1d6+13) or
Melee heavy hammer +17/+17 (1d6+13) with Double Attack or
Melee heavy hammer +22 (2d6+13) with Mighty Swing or
Melee heavy hammer +17 (2d6+18) with Mighty Swing and Power Attack
Base Atk +17; Grp +21

Abilities Str 18, Dex 13, Con 18, Int 11, Wis 20, Cha 14
Talents Acute Senses, Control Self, Dreamer, Dream Vision, Pack Hunter, Wolf Alph

Wolf Hearing, Wolf Scent, Wolf Vision, Wolfbrother, Wolfspeak
Class Abilities Latent Blessing 2/day
Feats Bull Rush, Craft Specialist, Double Attack (axes picks and hammers)

Second Wind, Improved Damage Threshold, Improved Defenses,
(Wolfbrother), Mighty Swing, Power Attack, Shake It Off,
Perception), Skill Training (Perception, Persuasion), Toughness,

Battle Analysis, Born Leader, The Dark One’s Own Luck, Fool’s Luck,
od, Period of Luck, Tactics

, Exotic Weapons Proficiency (ashandarei),
Latent Ability (Dark One’s

Skill Focus (Deception, Gather Information,
Staffmaster, Weapon Finesse, Weapon Focus

simple weapons, polearms)
, Initiative +17, Knowledge (tactics) +23,

, Foxhead Medallion, dagger, noble attire
5 penalty to all Intelligence checks made to remember life events

also a powerful ta’veren.

, Wolf Hearing, Wolf Scent, Wolf Vision

heavy hammer +17 (2d6+18) with Mighty Swing and Power Attack

Acute Senses, Control Self, Dreamer, Dream Vision, Pack Hunter, Wolf Alpha,
Wolf Hearing, Wolf Scent, Wolf Vision, Wolfbrother, Wolfspeak

(axes picks and hammers), Extra
Second Wind, Improved Damage Threshold, Improved Defenses, Latent Ability

Shake It Off, Skill Focus (Craft,
), Toughness, Weapon Focus (axes

picks and hammers), Weapon Proficiency (axes picks and hammers, bows
weapons)

Skills Athletics +18, Craft +19, Endurance +18, Perception
+15, Stealth +15, Survival +20

Possessions Heavy hammer, traveler’s gear

Egwene al’Vere
Egwene al’Vere is the Amyrlin Seat. She is an adept Dreamer and a powerful channeler
as well.

Egwene al’Vere (L19)
Medium Two Rivers noble 3 / initiate 5 / latent hero 3 / ad

1
Destiny 10; Hero 13
Init +9; Senses Perception +18

Defenses Ref 32 (flat-footed 32), Fort 34, Will 40
hp 140; Threshold 34

Speed 6 squares
Base Atk +10; Grp +10
Affinities Air, Earth, Spirit, Water
Weaves Known (weaves per hour 27): Advanced Air:

Foretell Weather, Lightning, Move Clouds; Advanced
Earth: Grenade; Advanced Fire: Fireball, Wand of
Fire; Aligning the Matrix: Create Cuendillar
Conjunction: Bond Warder, Pass Bond, Trace;
General: Manipulate Air, Manipulate Earth,
Manipulate Fire, Manipulate Water; Heal: Delve,
Heal, Heal the Mind, Renew; Illusions: Cloak, False
Trail, Folded Light, Mask of Mirrors, Mirror of Mists,
Voice of Power; Traveling: Create Gateway,
Skimming; Warding: Barrier to Sight, Circle of
Silence, Cut Weave, Dream Shield, Fire Trap, Master
Ward, Sever, Shield, Ward against Creatures, Ward
against the One Power, Ward Bore

Channeling Techniques Channeling Precision
Heroic Channeler (d8s)

Abilities Str 8, Dex 10, Con 14, Int 15, Wis 19, Cha 18

Weapon Proficiency (axes picks and hammers, bows, simple

, Perception +25, Persuasion +16, Ride

Egwene al’Vere is the Amyrlin Seat. She is an adept Dreamer and a powerful channeler

latent hero 3 / advanced channeler 5 / Aes Sedai

Advanced Air:
Advanced

Fireball, Wand of
Create Cuendillar,

Bond Warder, Pass Bond, Trace;
Manipulate Air, Manipulate Earth,

Delve,
Cloak, False

Trail, Folded Light, Mask of Mirrors, Mirror of Mists,
eway,

Barrier to Sight, Circle of
Silence, Cut Weave, Dream Shield, Fire Trap, Master
Ward, Sever, Shield, Ward against Creatures, Ward

Channeling Precision (+2),

, Con 14, Int 15, Wis 19, Cha 18



Talents Advanced Channeling, Affinity Power (Earth), Channeling Secrets, Control Self,
Dreamer, Dreamport, Dreamvision, Enter Dream, Improved Dreamer, Master of
Tel’aran’rhiod, Presence

Feats Affluent, Channeler, Extra Affinity (Air, Water), Extra Talent, Heroic Focus,
Improved Defenses, Latent Ability, Rapport, Remove Block, Skill Focus (Channel,
Focus, Persuasion), Strong Channeler (x3), Tie Off Weave,
(simple weapons)

Skills Channel +23, Endurance +16, Focus +23, Knowledge (culture) +16, Knowledge
(health) +16, Perception +18, Persuasion +23, Ride +14, Treat Injury +16

Possessions Serpent Ring, Amyrlin Stole, noble attire

Nynaeve al’Meara
Nynaeve al’Meara is an Aes Sedai of the Yellow Ajah and former Wisdom of Emond’s
Field. She is an extremely powerful channeler.

Nynaeve al’Meara (L18)
Medium Two Rivers scout 7 / initiate 5 / advanced channeler 6
Destiny 9; Hero 12, Heroic Focus
Init +9; Senses Perception +16

Defenses Ref 30 (flat-footed 30), Fort 32, Will
35

hp 175; Threshold 32

Speed 6 squares
Base Atk +12; Grp +12
Affinities Air, Earth, Fire, Spirit, Water
Weaves Known (weaves per hour 29):

Advanced Air: Alter Weather, Foretell
Weather, Lightning, Move Clouds; Advanced
Earth: Grenade; Advanced Fire: Fireball,
Wand of Fire; Aligning the Matrix: Create
Cuendillar, Conjunction: Bond Warder, Pass
Bond, Trace; General: Manipulate Air,
Manipulate Earth, Manipulate Fire,
Manipulate Water; Heal: Delve, Heal, Heal
the Mind, Renew, Restore the Power;
Illusions: Cloak, False Trail, Folded Light,
Mask of Mirrors, Mirror of Mists, Voice of

Advanced Channeling, Affinity Power (Earth), Channeling Secrets, Control Self,
Dreamer, Dreamport, Dreamvision, Enter Dream, Improved Dreamer, Master of
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, Tie Off Weave, Weapon Proficiency
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Treat Injury +16

ara is an Aes Sedai of the Yellow Ajah and former Wisdom of Emond’s

Power; Traveling: Create Gateway, Skimming;
Silence, Cut Weave, Dream Shield, Fire Trap, Master Ward, Sever, Shield, Ward
against Creatures, Ward against the One Power, Ward Bore

Channeling Techniques Channeling Power (+4), Heroic Channeler (d8s)

Abilities Str 10, Dex 10, Con 16, Int 13, Wis 14, Cha 19
Talents Advanced Channeling, Affinity Power (Spirit), Empower Weave, Expert

Tracker, Fringe Savant, Great Capacity, Maximize Weave, Weave Focus (Heal),
Weave Focus (Restore the Power), Weave Student

Feats Channeler, Extra Affinity (Earth, Fire, Water), Extra Talents,
Heroic Focus, Remove Block, Skill Focus (Channel, Survival
Training (Craft, Knowledge [nature], Perception),
Proficiency (simple weapons)

Skills Channel +23, Craft +15, Endurance +17, Knowledge (nature) +15, Percep
Persuasion +18, Ride +14, Survival +21, Treat Injury

Possessions Serpent Ring, noble attire

Moiraine Damodred
Moiraine Damodred is an Aes Sedai of the Blue Ajah. She devoted her life to finding the
Dragon Reborn, and succeeded in doing so.

Moiraine Damodred (L18)
Medium Cairhienin initiate 9 / Aes Sedai 9
Destiny 5; Hero 10
Init +8; Senses Perception +16

Defenses Ref 29 (flat-footed 29), Fort 28, Will 37
hp 123; Threshold 28

Speed 6 squares
Base Atk +10; Grp +10
Affinities Air, Fire, Spirit, Water
Weaves Known (weaves per hour 24): Advanced Air:

Move Clouds; Advanced Earth: Grenade; Advanced Fire:
Conjunction: Bond Warder, Fear, Pass Bond, Trace;
Manipulate Air, Manipulate Earth, Manipulate Fire, Manipulate Water;
Heal, Heal the Mind, Renew; Illusions: Cloak, Eavesdrop,
Mask of Mirrors, Mirror of Mists, Voice of Power;
of Silence, Cut Weave, Dream Shield, Fire Trap, Master Ward, Sever, Shield, Ward
against Creatures, Ward against the One Power, Ward Bore

; Warding: Barrier to Sight, Circle of
, Master Ward, Sever, Shield, Ward

against Creatures, Ward against the One Power, Ward Bore
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Skill Focus (Channel, Survival, Treat Injury), Skill
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