Non-Player Characters

The Non-Player Characters used in this sourcebook are not given fate points or languages.  There are several reasons for this omission.  First, if Non-Player Characters' use fate points as much as Player Characters, no one would ever get killed and the Player Characters' jobs will be that much harder.  Fate Points exist primarily as an opportunity for players to influence the game in a favourable direction.  Games Masters do not need that particular contrivance.  Second, who knows what a Non-Player character has been through in his life?  In both cases, the Games Master's discretion is required.  If the Games Master wants to give the Non-Player Characters described throughout this book Fate Points, he is at leave to do so.  Languages function in a similar manner.  If the Games Master wants a character to speak a given language or not, then the character speaks or does not speak the given language.  The needs of the game is paramount here, not a whimsical choice of mine.  Thus, both Fate Points and Languages are left off the stat blocks of the characters throughout this text.

Imperial Horsemen
The Horsemen of the Empire are an imperial cavalry unit.  They usually fight guerrilla wars or strike down foes after they have been weakened by the archers.  For the most part, they are maintained in Aghrapur, much like the Mighty Archers, although some are stationed in important cities in rotation.  They are paid a quarterly stipend.  The commanders of the Regiments are commanded by an imperial ahga.  The Horsemen are skilled archers and melee combatants.  They can fight on horseback and as an infantry.  Turan maintains six regiments of cavalry.  Each regiment is divided into a left and right segment.  

Rank & File Soldiers of the Imperial Horsemen

Non-Elite Youth Recruit
Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10 (6 hp); Initiative: +1 (+1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +2 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits; Saves: Fort +2, Ref +1, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (local) +1, Ride +3, Search +1, Survival +1; Feats: Mounted Combat, Mounted Archery; Reputation: 1 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Youth Recruit
Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10+1 (7 hp); Initiative: +2 (+2 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 16 (+0 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+3; Attack: Sabre (one-handed, mounted) +3 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +3 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +4 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +3 mêlée (1d10+3 /18-20 x2 /AP 4); Special Qualities: Turanian traits; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +3, Ref +2, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +3, Intimidate +3, Knowledge (local) +2, Ride +6, Search +4, Survival +1; Feats: Mounted Combat, Mounted Archery; Reputation: 2 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Young Soldier Trainee
Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10 (11 hp); Initiative: +1 (+1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 16 (+1 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +3 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits; Saves: Fort +3, Ref +1, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (local) +1, Ride +4, Search +1, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery; Reputation: 2 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Soldier Trainee
Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10+2 (13 hp); Initiative: +2 (+2 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 17 (+1 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+4; Attack: Sabre (one-handed, mounted) +4 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +4 mêlée (1d10+3 /18-20 x2 /AP 4); Special Qualities: Turanian traits; Saves: Fort +4, Ref +2, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +3, Intimidate +4, Knowledge (local) +2, Ride +7, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery; Reputation: 3 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Young Jinette Trainee

Medium Humanoid (Turanian Soldier 1/Nomad 1); Hit Dice: 2d10 (11 hp); Initiative: +2 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +3 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +4, Ref +3, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +5, Heal +0, Hide +2, Intimidate +2, Knowledge (local) +1, Listen +0, Move Silently +2, Ride +6, Search +2, Spot +0, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery; Reputation: 2 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Jinette Trainee

Medium Humanoid (Turanian Soldier 1/Nomad 1); Hit Dice: 2d10+2 (13 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+4; Attack: Sabre (one-handed, mounted) +4 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +4 mêlée (1d10+3 /18-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +5, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +6, Heal +0, Hide +3, Intimidate +3, Knowledge (local) +2, Listen +0, Move Silently +3, Ride +9, Search +5, Spot +1, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery; Reputation: 2 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Young Adult Professional Soldier 

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10 (17 hp); Initiative: +2 (+1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +4 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits; Saves: Fort +3, Ref +2, Will +0; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (local) +1, Ride +5, Search +1, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 3 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Adult Professional Soldier (competitor personality)
Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10+3 (20 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) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+5; Attack: Sabre (one-handed, mounted) +5 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +5 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +5 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits; Saves: Fort +4, Ref +3, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +3, Intimidate +5, Knowledge (local) +2, Ride +8, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 4 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Elite Young Adult Professional Soldier (analytical personality)

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 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +5 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +7 ranged (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:  Handle Animal +4, Intimidate +2, Knowledge (local) +3, Ride +8, Spot +6, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 2 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; 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

Non-Elite Young Adult Jinette

Medium Humanoid (Turanian Soldier 2/Nomad 1); Hit Dice: 3d10 (17 hp); Initiative: +2 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 favoured terrain); Parry Defence: 16 (+1 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +4 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +5 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +5, Ref +3, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +5, Heal +0, Hide +2, Intimidate +2, Knowledge (local) +1, Listen +0, Move Silently +2, Ride +7, Search +2, Spot +0, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge; Reputation: 3 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Adult Jinette

Medium Humanoid (Turanian Soldier 2/Nomad 1); Hit Dice: 3d10+3 (20 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+1 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+5; Attack: Sabre (one-handed, mounted) +5 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +5 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +5 mêlée (1d10+3 /18-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +6, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +7, Heal +0, Hide +3, Intimidate +3, Knowledge (local) +2, Listen +0, Move Silently +3, Ride +10, Search +5, Spot +1, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge; Reputation: 4 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Adult Professional Soldier 

Medium Humanoid (Turanian Soldier 4); Hit Dice: 4d10 (22 hp); Initiative: +3 (+2 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 18 (+3 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +5 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +8 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits; Saves: Fort +4, Ref +3, Will +0; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (local) +1, Ride +7, Search +1, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 4 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Adult Professional Soldier (competitor personality)

Medium Humanoid (Turanian Soldier 4); Hit Dice: 4d10+4 (26 hp); Initiative: +4 (+3 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +3 Dex); Parry Defence: 19 (+3 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+6; Attack: Sabre (one-handed, mounted) +6 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +6 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +9 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +6 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits; Saves: Fort +5, Ref +4, Will +0; Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +4, Intimidate +6, Knowledge (local) +2, Ride +9, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 5 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Elite Adult Professional Soldier (analytical personality)

Medium Humanoid (Turanian Soldier 4); Hit Dice: 4d10+4 (26 hp); Initiative: +4 (+3 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +3 Dex); Parry Defence: 19 (+3 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +6 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +9 ranged (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 +5, Ref +4, Will +1; Abilities: Str 14, Dex 16, Con 12, Int 13, Wis 10, Cha 8; Skills:  Handle Animal +5, Intimidate +2, Knowledge (local) +3, Ride +12, Spot +7, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 3 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; 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

Non-Elite Adult Jinette

Medium Humanoid (Turanian Soldier 2/Nomad 2); Hit Dice: 4d10 (22 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +5 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +8 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +6, Ref +5, Will -1; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +6, Heal +1, Hide +3, Intimidate +2, Knowledge (local) +1, Listen +0, Move Silently +3, Ride +9, Search +2, Spot +0, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 4 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Adult Jinette

Medium Humanoid (Turanian Soldier 2/Nomad 2); Hit Dice: 4d10+4 (26 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 18 (+2 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+6; Attack: Sabre (one-handed, mounted) +6 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +6 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +8 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +6 mêlée (1d10+3 /18-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +7, Ref +5, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 14; Skills:  Handle Animal +9, Heal +1, Hide +3, Intimidate +4, Knowledge (local) +2, Listen +0, Move Silently +3, Ride +13, Search +5, Spot +2, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 6 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Officers of the Imperial Horsemen

Non-Elite Master (Officer, Commander-of-10)

Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10 (28 hp); Initiative: +3 (+2 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 18 (+3 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +6 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +9 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +4, Ref +3, Will +0; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (local) +1, Ride +7, Search +2, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 6 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-50; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Master (competitor personality) (Officer, Commander-of-10)
Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10+5 (33 hp); Initiative: +4 (+3 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +3 Dex); Parry Defence: 19 (+3 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+7; Attack: Sabre (one-handed, mounted) +7 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +7 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +10 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +7 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +5, Ref +4, Will +0; Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +6, Intimidate +6, Knowledge (local) +2, Ride +11, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 7 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-50; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Elite Master (analytical personality) (Officer, Commander-of-10)
Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10+5 (33 hp); Initiative: +4 (+3 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +3 Dex); Parry Defence: 19 (+3 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +7 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +10 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Formation Combat (Light Cavalry); Special Qualities: Turanian traits, officer; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +5, Ref +4, Will +1; Abilities: Str 14, Dex 16, Con 12, Int 13, Wis 10, Cha 8; Skills:  Handle Animal +5, Intimidate +2, Knowledge (local) +3, Ride +12, Spot +7, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 5 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-50; 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
Non-Elite Chief Camel Driver

Medium Humanoid (Turanian Soldier 3/Nomad 2); Hit Dice: 5d10 (28 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 18 (+3 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +6 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +9 ranged (1d10+1 /19-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +6, Ref +6, Will +0; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +6, Heal +1, Hide +3, Intimidate +2, Knowledge (local) +1, Listen +0, Move Silently +3, Ride +10, Search +2, Spot +0, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 5 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Chief Camel Driver

Medium Humanoid (Turanian Soldier 3/Nomad 2); Hit Dice: 5d10+5 (33 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 19 (+3 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+7; Attack: Sabre (one-handed, mounted) +7 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +7 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +9 ranged (1d10+2 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +7 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +7, Ref +6, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 14; Skills:  Handle Animal +9, Heal +2, Hide +3, Intimidate +4, Knowledge (local) +2, Listen +0, Move Silently +3, Ride +14, Search +5, Spot +2, Survival +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 7 (Brutal); Code of Honour: None; Allegiances: King of Turan, Chief Camel Driver, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Senior Sergeant (Officer, Commander-of-50)

Medium Humanoid (Turanian Soldier 6); Hit Dice: 6d10+6 (39 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 19 (+4 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+7; Attack: Scimitar +7/+2 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +7/+2 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +10/+5 ranged (1d10+3 /19-20 x2 /AP 4) ; Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +4, Will +1; Abilities: Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +5, Intimidate +2, Knowledge (local) +2, Ride +9, Search +4, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 8 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-100; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Senior Sergeant (competitor personality) (Officer, Commander-of-50)

Medium Humanoid (Turanian 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: 20 (+4 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Sabre (one-handed, mounted) +8/+3 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +8/+3 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +11/+6 ranged (1d10+4 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +8/+3 mêlée (1d10+3 /18-20 x2 /AP 4); Power Attack: Sabre (two-handed, on foot) +2/-3 mêlée (1d10+15 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 15, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +7, Intimidate +8, Knowledge (local) +2, Ride +12, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Power Attack, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 10 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-100; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Elite Senior Sergeant (analytical personality) (Officer, Commander-of-50)

Medium Humanoid (Turanian 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: 20 (+4 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +8/+3 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +8/+3 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +11/+6 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attacks: Formation Combat (Light Cavalry); Special Qualities: Turanian traits, officer; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +2; Abilities: Str 15, Dex 17, Con 13, Int 14, Wis 11, Cha 9; Skills:  Handle Animal +5, Intimidate +2, Knowledge (local) +4, Knowledge (warfare) +3, Ride +13, Spot +8, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 7 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-100; 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

Non-Elite Senior Sergeant Major (Officer, Commander-of-100)

Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 20 (+5 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+8; Attack: Scimitar +8/+3 mêlée (1d8+1 /18-20 x2 /AP 3) or Light Lance +8/+3 mêlée (1d10+1 /x3 /AP 3) or Hyrkanian bow +11/+6 ranged (1d10+3 /19-20 x2 /AP 4) ; Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +4, Will +1; Abilities: Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +5, Intimidate +3, Knowledge (local) +2, Ride +9, Search +5, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 9 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Division Commander; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Senior Sergeant Major (competitor personality) (Officer, Commander-of-100)

Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 21 (+5 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+9; Attack: Sabre (one-handed, mounted) +9/+4 mêlée (1d10+2 /18-20 x2 /AP 4) or Light Lance +9/+4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +12/+7 ranged (1d10+4 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +9/+4 mêlée (1d10+3 /18-20 x2 /AP 4); Power Attack: Sabre (two-handed, on foot) +2/-3 mêlée (1d10+17 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 15, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +7, Intimidate +10, Knowledge (local) +2, Ride +12, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Power Attack, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 11 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Division Commander; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Elite Senior Sergeant Major (analytical personality) (Officer, Commander-of-100)

Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 21 (+5 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+9; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +9/+4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +12/+7 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +6, Ref +5, Will +2; Abilities: Str 15, Dex 17, Con 13, Int 14, Wis 11, Cha 9; Skills:  Handle Animal +5, Intimidate +4, Knowledge (local) +4, Knowledge (warfare) +4, Ride +13, Spot +8, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 8 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Division Commander; 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

Non-Elite Adjutant (Officer)

Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+4 level, +2 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +10/+5 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +12/+7 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +4, Will +1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +5, Intimidate +3, Knowledge (local) +2, Ride +10, Search +6, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 10 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Captain of the Left; 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

Elite Adjutant (competitor personality) (Officer)

Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 23 (+6 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+11; Attack: Sabre (one-handed, mounted) +11/+6 mêlée (1d10+3 /18-20 x2 /AP 5) or Light Lance +11/+6 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +13/+8 ranged (1d10+5 /19-20 x2 /AP 6) or Sabre (two-handed, on foot) +11/+6 mêlée (1d10+4 /18-20 x2 /AP 5); Power Attack: Sabre (two-handed, on foot) +3/-2 mêlée (1d10+20 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +5, Will +1; Abilities: Str 16, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +7, Intimidate +10, Knowledge (local) +2, Knowledge (warfare) +2, Ride +12, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Improved Sunder, Mounted Archery, Power Attack, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 12 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Captain of the Left; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Elite Adjutant (analytical personality) (Officer)

Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +6 (+4 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +4 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +10/+5 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +14/+9 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +7, Ref +6, Will +2; Abilities: Str 15, Dex 18, Con 13, Int 14, Wis 11, Cha 9; Skills:  Handle Animal +5, Intimidate +5, Knowledge (local) +4, Knowledge (warfare) +5, Ride +14, Spot +9, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Point Blank Shot, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 9 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Captain of the Left; 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
Non-Elite Captain (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+4 level, +2 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+11; Attack: Scimitar +11/+6 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +11/+6 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +13/+8 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1; Saves: Fort +7, Ref +5, Will +2; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +5, Intimidate +3, Knowledge (local) +2, Knowledge (warfare) +1, Ride +10, Search +7, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 11 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Captain of the Left; 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

Elite Captain (competitor personality) (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 23 (+6 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+12; Attack: Sabre (one-handed, mounted) +12/+7 mêlée (1d10+3 /18-20 x2 /AP 5) or Light Lance +12/+7 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +14/+9 ranged (1d10+5 /19-20 x2 /AP 6) or Sabre (two-handed, on foot) +12/+7 mêlée (1d10+4 /18-20 x2 /AP 5); Power Attack: Sabre (two-handed, on foot) +3/-2 mêlée (1d10+22 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1; Saves: Fort +7, Ref +6, Will +2; Abilities: Str 16, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +7, Intimidate +11, Knowledge (local) +2, Knowledge (warfare) +3, Ride +12, Search +4, Survival +1; Feats: Mounted Combat, Far Shot, Improved Sunder, Mounted Archery, Power Attack, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 13 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Captain of the Left; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Elite Captain (analytical personality) (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +7 (+4 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +4 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+11; Attack: Scimitar +11/+6 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +11/+6 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +15/+10 ranged (1d10+4 /19-20 x2 /AP 5) ; Rapid Shot: Hyrkanian bow +13/+13/+8 ranged (1d10+4 /19-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +7, Ref +7, Will +3; Abilities: Str 15, Dex 18, Con 13, Int 14, Wis 11, Cha 9; Skills:  Handle Animal +5, Intimidate +6, Knowledge (local) +4, Knowledge (warfare) +6, Ride +15, Spot +10, Survival +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Rapid Shot, Ride-by Attack, Spirited Charge, Point Blank Shot, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 10 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Captain of the Left; 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

Non-Elite Captain of the Right (Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+10 (65 hp); Initiative: +5 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 23 (+7 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+12; Attack: Scimitar +12/+7 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +13/+8 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +15/+10 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1; Saves: Fort +8, Ref +6, Will +3; Abilities: Str 15, Dex 16, Con 13, Int 11, Wis 10, Cha 12; Skills:  Handle Animal +5, Intimidate +4, Knowledge (local) +2, Knowledge (warfare) +2, Ride +10, Search +7, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (light lance), Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 13 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment; 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
Elite Captain of the Left (competitor personality) (Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +7 (+4 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+5 level, +4 Dex); Parry Defence: 24 (+7 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Sabre (one-handed, mounted) +14/+9 mêlée (1d10+3 /18-20 x2 /AP 5) or Light Lance +13/+8 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +16/+11 ranged (1d10+5 /19-20 x2 /AP 6) or Sabre (two-handed, on foot) +13/+8 mêlée (1d10+4 /18-20 x2 /AP 5); Power Attack: Sabre (two-handed, on foot) +4/-1 mêlée (1d10+24 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +7, Will +3; Abilities: Str 17, Dex 18, Con 14, Int 12, Wis 10, Cha 15; Skills:  Handle Animal +7, Intimidate +12, Knowledge (local) +3, Knowledge (warfare) +5, Ride +13, Search +5, Spot +1, Survival +2; Feats: Mounted Combat, Far Shot, Improved Sunder, Mounted Archery, Power Attack, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Focus (Sabre), Weapon Specialisation (Hyrkanian bow); Reputation: 14 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Elite Petty Officer (analytical personality) (Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +7 (+4 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+5 level, +4 Dex); Parry Defence: 24 (+7 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +13/+8 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +13/+8 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +17/+12 ranged (1d10+5 /19-20 x2 /AP 6) ; Rapid Shot: Hyrkanian bow +15/+15/+10 ranged (1d10+5 /19-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +9, Ref +7, Will +3; Abilities: Str 16, Dex 19, Con 14, Int 15, Wis 12, Cha 10; Skills:  Handle Animal +5, Intimidate +7, Knowledge (local) +4, Knowledge (warfare) +6, Ride +15, Spot +11, Survival +3; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Mounted Archery, Point Blank Shot, Rapid Shot, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 12 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment, Flag-Bearer; 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

Elite Flag-Bearer (analytical personality) (Officer)

Medium Humanoid (Turanian Soldier 5/Nomad 5); Hit Dice: 10d10+20 (75 hp); Initiative: +9 (+4 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+4 level, +4 Dex, +2 favoured terrain); Parry Defence: 22 (+5 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +13/+7 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +13/+7 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +16/+11 ranged (1d10+5 /19-20 x2 /AP 6) ; Special Attacks: Formation Combat (Light Cavalry), nomad charge +1; Special Qualities: Turanian traits, officer, track, favoured terrain +2, born to the saddle, endurance, mobility; Space/Reach: 5 ft.  (1)/5 ft.  (1); Saves: Fort +10, Ref +9, Will +3; Abilities: Str 16, Dex 18, Con 14, Int 16, Wis 12, Cha 10; Skills:  Bluff +5, Handle Animal +6, Heal +6, Hide +6, Intimidate +13, Knowledge (local) +5, Listen +3, Move Silently +6, Ride +18, Search +6, Spot +15, Survival +5; Feats: Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 12 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Steward; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Non-Elite Steward (Officer in Charge of Acquiring Food)

Medium Humanoid (Turanian Soldier 11); Hit Dice: 10d10+10+3 (68 hp); Initiative: +5 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 24 (+8 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +11/+13; Attack: Scimitar +13/+8/+3 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +14/+9/+4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +16/+11/+6 ranged (1d10+4 /19-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +8, Ref +6, Will +3; Abilities: Str 15, Dex 16, Con 13, Int 11, Wis 10, Cha 12; Skills:  Handle Animal +5, Intimidate +5, Knowledge (local) +2, Knowledge (warfare) +3, Ride +10, Search +7, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (light lance), Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 14 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment, Janitor; 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

Non-Elite Janitor (Officer in Charge of Discipline)

Medium Humanoid (Turanian Soldier 11); Hit Dice: 10d10+10+3 (68 hp); Initiative: +5 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 24 (+8 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +11/+13; Attack: Scimitar +13/+8/+3 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +13/+8/+3 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +16/+11/+6 ranged (1d10+4 /19-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +8, Ref +6, Will +3; Abilities: Str 15, Dex 16, Con 13, Int 11, Wis 10, Cha 12; Skills:  Bluff +3, Handle Animal +3, Intimidate +12, Knowledge (local) +2, Knowledge (warfare) +3, Ride +8, Search +5, Survival +1; Feats:  Mounted Combat, Far Shot, Mounted Archery, Persuasive, Ride-by Attack, Skill Focus (intimidation), Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 14 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment, Chief Janitor; 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

Non-Elite Chief Janitor (Officer in Charge of Discipline)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+10+6 (71 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 25 (+9 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +14/+9/+4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +17/+12/+7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +7, Will +4; Abilities: Str 15, Dex 16, Con 13, Int 12, Wis 10, Cha 12; Skills:  Bluff +4, Handle Animal +3, Gather Information +3, Intimidate +14, Knowledge (local) +2, Knowledge (warfare) +3, Ride +8, Search +7, Survival +1; Feats:  Mounted Combat, Far Shot, Investigator, Mounted Archery, Persuasive, Ride-by Attack, Skill Focus (intimidation), Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 18 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment; 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

Non-Elite Colonel (Officer in Charge of Carrying the Wounded to Safety)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+10+6 (71 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 25 (+9 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +15/+10/+5 mêlée (1d10+4 /x3 /AP 4) or Hyrkanian bow +17/+12/+7 ranged (1d10+4 /19-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +7, Will +4; Abilities: Str 15, Dex 16, Con 13, Int 12, Wis 10, Cha 12; Skills:  Handle Animal +5, Intimidate +6, Knowledge (local) +3, Knowledge (warfare) +6, Ride +10, Search +8, Survival +1; Feats:  Animal Affinity, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (light lance), Weapon Focus (Hyrkanian bow), Weapon Specialization (light lance), Weapon Specialisation (Hyrkanian bow); Reputation: 18 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen, Commander of the Regiment; 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

Elite Colonel (Officer in Charge of Carrying the Wounded to Safety)

Medium Humanoid (Turanian Soldier 6/Nomad 6); Hit Dice: 10d10+20+6 (81 hp); Initiative: +12 (+5 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 23 (+6 level, +5 Dex, +2 favoured terrain); Parry Defence: 24 (+7 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+15; Attack: Sabre (one-handed, mounted) +15/+10/+5 mêlée (1d10+3 /15-20 x2 /AP 5) or Light Lance +15/+10/+5 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +19/+14/+9 ranged (1d10+5 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +15/+10/+5 mêlée (1d10+4 /18-20 x2 /AP 5); Power Attack: Sabre (two-handed, on foot) +3/-2/-7 mêlée (1d10+28 /15-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +17/+17/+12/+7 ranged (1d10+5 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry), nomad charge +1; Special Qualities: Turanian traits, officer, track, favoured terrain +2, born to the saddle, endurance, mobility, diehard; Saves: Fort +12, Ref +12, Will +4; Abilities: Str 16, Dex 20, Con 14, Int 12, Wis 10, Cha 15; Skills:  Craft (herbalism) +7, Handle Animal +7, Heal +11, Hide +7, Intimidate +8, Knowledge (local) +3, Listen +2, Move Silently +7, Ride +14, Search +7, Spot +8, Survival +6; Feats:  Improved Critical (Hyrkanian bow), Improved Critical (sabre), Mounted Combat, Far Shot, Mounted Archery, Point Blank Shot, Power Attack, Rapid Shot, Ride-by Attack, Self-Sufficient, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 16 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-100; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Titled Officers of the Imperial Horsemen

Non-Elite Emir (Officer, Commander of the Regiment)

Medium Humanoid (Turanian Soldier 12/Noble 1); Hit Dice: 10d10+10+6+2 (73 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 25 (+9 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +15/+10/+5 mêlée (1d10+4 /19-20 x3 /AP 4) or Hyrkanian bow +17/+12/+7 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry, skirmisher); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth; Saves: Fort +9, Ref +7, Will +6; Abilities: Str 15, Dex 16, Con 13, Int 12, Wis 10, Cha 12; Skills:  Diplomacy +2, Handle Animal +5, Intimidate +6, Knowledge (local) +3, Knowledge (nobility) +2, Knowledge (warfare) +7, Ride +10, Search +8, Sense Motive +1, Spot +1, Survival +1; Feats:  Animal Affinity, Improved Critical (light lance), Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (light lance), Weapon Focus (Hyrkanian bow), Weapon Specialization (light lance), Weapon Specialisation (Hyrkanian bow); Reputation: 24 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen; 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

Elite Emir (competitor personality) (Officer, Commander of the Regiment)

Medium Humanoid (Turanian Soldier 10/Noble 3); Hit Dice: 10d10+20+6 (81 hp); Initiative: +8 (+4 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+6 level, +4 Dex); Parry Defence: 25 (+8 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+15; Attack: Sabre (one-handed, mounted) +16/+11/+6 mêlée (1d10+3 /18-20 x2 /AP 5) or Light Lance +15/+10/+5 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +19/+14/+9 ranged (1d10+5 /19-20 x2 /AP 6) or Sabre (two-handed, on foot) +15/+10/+5 mêlée (1d10+4 /18-20 x2 /AP 5); Power Attack: Sabre (two-handed, on foot) +4/-1 mêlée (1d10+28 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort +10, Ref +8, Will +6; Abilities: Str 17, Dex 18, Con 14, Int 12, Wis 10, Cha 16; Skills:  Diplomacy +6, Handle Animal +8, Intimidate +14, Knowledge (local) +3, Knowledge (nobility) +3, Knowledge (warfare) +10, Ride +14, Search +5, Spot +5, Survival +2; Feats: Mounted Combat, Far Shot, Improved Sunder, Leadership, Mounted Archery, Power Attack, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Focus (Sabre), Weapon Specialisation (Hyrkanian bow); Reputation: 26 (Brutal); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen; Leadership: 20/22 (10th level cohort; 250 1st level, 10 2nd level, 4 3rd level, 2 4th level, 1 5th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Elite Emir (analytical personality) (Officer, Commander of the Regiment)

Medium Humanoid (Turanian Soldier 10/Noble 2/Scholar 1); Hit Dice: 10d10+20+4+1 (80 hp); Initiative: +7 (+4 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+5 level, +4 Dex); Parry Defence: 24 (+7 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +11/+14; Attack: Scimitar +15/+10/+5 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +14/+9/+4 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +19/+14/+9 ranged (1d10+5 /17-20 x2 /AP 6) ; Rapid Shot: Hyrkanian bow +17/+17/+12/+7 ranged (1d10+5 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, scholar, independent background, base power points, knowledge is power, bonus feat (in lieu of new sorcery style); Saves: Fort +9, Ref +7, Will +8; Abilities: Str 16, Dex 19, Con 14, Int 16, Wis 12, Cha 10; Skills:  Diplomacy +4, Gather Information +4, Handle Animal +5, Intimidate +11, Knowledge (geography) +4, Knowledge (local) +5, Knowledge (nobility) +6, Knowledge (rumours) +4, Knowledge (warfare) +13, Ride +16, Search +5, Sense Motive +3, Spot +14, Survival +3; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Rapid Shot, Ride-by Attack, Skill Focus (knowledge (warfare)), Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 17 (Cruel); Code of Honour: None; Allegiances: King of Turan, Commander of the Imperial Horsemen; Power Points:  5 (4 base, +1 Wis); Magic Attack: +2 (+2 class, +0 Cha); 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

Non-Elite Ahga (Officer, Commander of the Imperial Horsemen or Satrap of a Turanian Province)

Medium Humanoid (Turanian Soldier 12/Noble 4); Hit Dice: 10d10+20+6+8 (89 hp); Initiative: +8 (+3 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+7 level, +3 Dex); Parry Defence: 28 (+11 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+18; Attack: Scimitar +19/+14/+9 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +19/+14/+9 mêlée (1d10+5 /19-20 x3 /AP 5) or Hyrkanian bow +21/+16/+11 ranged (1d10+3 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry, improved light cavalry, skirmisher); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, social ability (smear others); Saves: Fort +11, Ref +8, Will +8; Abilities: Str 16, Dex 17, Con 14, Int 13, Wis 11, Cha 14; Skills:  Bluff +5, Diplomacy +3, Handle Animal +6, Intimidate +12, Knowledge (local) +3, Knowledge (nobility) +2, Knowledge (warfare) +10, Ride +11, Search +8, Sense Motive +4, Spot +4, Survival +1; Feats:  Animal Affinity, Improved Critical (light lance), Leadership, Mounted Combat, Far Shot, Mounted Archery, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (light lance), Weapon Focus (Hyrkanian bow), Weapon Specialization (light lance), Weapon Specialisation (Hyrkanian bow); Reputation: 28 (Brutal); Code of Honour: None; Allegiances: King of Turan; Leadership: 22/20 (11th level cohort; 150 1st level, 6 2nd level, 3 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Elite Ahga (competitor personality) (Officer, Commander of the Imperial Horsemen or Satrap of a Turanian Province)

Medium Humanoid (Turanian Soldier 10/Noble 6); Hit Dice: 10d10+20+12 (87 hp); Initiative: +8 (+4 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+7 level, +4 Dex); Parry Defence: 28 (+10 level, +4 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +14/+18; Attack: Sabre (one-handed, mounted) +19/+14/+9 mêlée (1d10+6 /18-20 x2 /AP 6) or Light Lance +18/+13/+8 mêlée (1d10+4 /x3 /AP 6) or Hyrkanian bow +21/+16/+11 ranged (1d10+6 /19-20 x2 /AP 6) or Sabre (two-handed, on foot) +19/+14/+9 mêlée (1d10+8 /18-20 x2 /AP 6); Power Attack: Sabre (two-handed, on foot) +5/+0/-5 mêlée (1d10+36 /18-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, social ability (smear others), lead by example +2, enhanced leadership; Saves: Fort +11, Ref +9, Will +8; Abilities: Str 18, Dex 19, Con 15, Int 13, Wis 11, Cha 18; Skills:  Bluff +7, Diplomacy +7, Handle Animal +9, Intimidate +18, Knowledge (local) +3, Knowledge (nobility) +3, Knowledge (warfare) +10, Ride +17, Search +5, Sense Motive +3, Spot +8, Survival +2; Feats: Mounted Combat, Far Shot, Improved Sunder, Leadership, Mounted Archery, Power Attack, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Focus (Sabre), Weapon Specialisation (Hyrkanian bow), Weapon Specialization (Sabre); Reputation: 30 (Brutal); Code of Honour: None; Allegiances: King of Turan; Leadership: 24/22 (12th level cohort; 350 1st level, 14 2nd level, 5 3rd level, 2 4th level, 1 5th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+4), quiver of 40 arrows.
Elite Ahga (analytical personality) (Officer, Commander of the Imperial Horsemen or Satrap of a Turanian Province)

Medium Humanoid (Turanian Soldier 10/Noble 4/Scholar 2); Hit Dice: 10d10+20+8+2 (86 hp); Initiative: +9 (+5 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +5 Dex); Parry Defence: 25 (+8 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +14/+17; Attack: Scimitar +18/+13/+8 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +17/+12/+7 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +23/+18/+13 ranged (1d10+5 /17-20 x2 /AP 6) ; Rapid Shot: Hyrkanian bow +21/+21/+16/+11 ranged (1d10+5 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, improved light cavalry); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), social ability (secrets); Saves: Fort +10, Ref +9, Will +10; Abilities: Str 17, Dex 20, Con 15, Int 18, Wis 13, Cha 11; Skills:  Bluff +1, Diplomacy +5, Gather Information +7, Handle Animal +5, Intimidate +12, Knowledge (geography) +8, Knowledge (local) +8, Knowledge (nobility) +10, Knowledge (rumours) +8, Knowledge (warfare) +17, Ride +18, Search +9, Sense Motive +4, Spot +15, Survival +3; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Improved Critical (Hyrkanian bow), Investigator, Knowledgeable, Mounted Archery, Point Blank Shot, Rapid Shot, Ride-by Attack, Skill Focus (knowledge (warfare)), Spirited Charge, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 22 (Cruel); Code of Honour: None; Allegiances: King of Turan; Power Points:  6 (4 base, +1 Wis, +1 bonus); Magic Attack: +3 (+3 class, +0 Cha); 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

Mighty Archers

The Mighty Archers of Turan maintains itself on a war basis at all times.  Numbering no more than 30,000, they are constantly ready for action.  Since they need to be able to mobilise into war at a moment's notice, its members are forbidden to marry.  They live in barracks and train regularly.   They are expert mounted archers and lancers.  They are an elite Turanian unit designed in part to prove the superiority of modern methods of warfare. They draw their numbers from among the elite archers of the realm, and it is said they have never been beaten in battle.  Those who wear the spiral helm and leopard skin cloak of a Mighty Archer have proven, in battle, that they stand for the future.  

Mighty Archer

Medium Humanoid (Turanian 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: 20 (+4 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Sabre (one-handed, mounted) +8/+3 mêlée (1d10+2 /18-20 x2 /AP 4) or Hyrkanian bow +11/+6 ranged (1d10+4 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +8/+3 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 15, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +6, Intimidate +4, Knowledge (local) +2, Ride +11, Spot +3, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Point Blank Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 10 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Mighty Archer Officer (Master (Commander of 10), Senior Sergeant, or Senior Sergeant Major)
Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 21 (+5 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+9; Attack: Sabre (one-handed, mounted) +9/+4 mêlée (1d10+2 /18-20 x2 /AP 4) or Hyrkanian bow +12/+7 ranged (1d10+4 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +9/+4 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry, fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 15, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +6, Intimidate +4, Knowledge (local) +2, Ride +11, Spot +3, Survival +1; Feats: Mounted Combat, Far Shot, Mounted Archery, Point Blank Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 11 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Mighty Archer Adjutant (Officer)
Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +6 (+4 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +4 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Sabre (one-handed, mounted) +10/+5 mêlée (1d10+2 /18-20 x2 /AP 4) or Hyrkanian bow +15/+10 ranged (1d10+4 /19-20 x2 /AP 5) or Sabre (two-handed, on foot) +10/+5 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry, fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +6, Will +1; Abilities: Str 15, Dex 18, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +6, Intimidate +4, Knowledge (local) +2, Ride +11, Spot +4, Survival +1; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Mounted Archery, Point Blank Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 12 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Mighty Archer Captain (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +7 (+4 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +4 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+11; Attack: Sabre (one-handed, mounted) +11/+6 mêlée (1d10+2 /18-20 x2 /AP 4) or Hyrkanian bow +16/+11 ranged (1d10+4 /17-20 x2 /AP 5) or Sabre (two-handed, on foot) +11/+6 mêlée (1d10+3 /18-20 x2 /AP 4); Special Attacks: Formation combat (light cavalry, fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +7, Ref +7, Will +2; Abilities: Str 15, Dex 18, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +6, Intimidate +4, Knowledge (local) +2, Ride +11, Spot +4, Survival +1; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 13 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Mighty Archer Captain of the Right or Captain of the Left (Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +7 (+4 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+5 level, +4 Dex); Parry Defence: 24 (+7 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Sabre (one-handed, mounted) +13/+8 mêlée (1d10+3 /18-20 x2 /AP 5) or Hyrkanian bow +17/+12 ranged (1d10+5 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +13/+8 mêlée (1d10+4 /18-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +15/+15/+10 ranged (1d10+5 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +7, Will +3; Abilities: Str 16, Dex 19, Con 14, Int 12, Wis 10, Cha 15; Skills:  Handle Animal +6, Intimidate +4, Knowledge (local) +3, Knowledge (warfare) +2, Ride +12, Spot +6, Survival +2; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 16 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Mighty Archer Officer (Flag-Bearer, Steward, or Janitor)

Medium Humanoid (Turanian Soldier 11); Hit Dice: 10d10+20+3 (78 hp); Initiative: +7 (+4 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+5 level, +4 Dex); Parry Defence: 25 (+8 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +11/+14; Attack: Sabre (one-handed, mounted) +14/+9/+4 mêlée (1d10+3 /18-20 x2 /AP 5) or Hyrkanian bow +18/+13/+8 ranged (1d10+5 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +14/+9/+4 mêlée (1d10+4 /18-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +16/+16/+11/+6 ranged (1d10+5 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +7, Will +3; Abilities: Str 16, Dex 19, Con 14, Int 12, Wis 10, Cha 15; Skills:  Handle Animal +6, Intimidate +5, Knowledge (local) +3, Knowledge (warfare) +3, Ride +12, Spot +7, Survival +2; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 17 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Mighty Archer Officer (Colonel or Chief Janitor)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +9 (+5 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +5 Dex); Parry Defence: 26 (+9 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+15; Attack: Sabre (one-handed, mounted) +15/+10/+5 mêlée (1d10+3 /18-20 x2 /AP 5) or Hyrkanian bow +20/+15/+10 ranged (1d10+7 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +15/+10/+5 mêlée (1d10+4 /18-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +18/+18/+13/+8 ranged (1d10+7 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +10, Ref +9, Will +4; Abilities: Str 16, Dex 20, Con 14, Int 12, Wis 10, Cha 15; Skills:  Handle Animal +6, Intimidate +5, Knowledge (local) +3, Knowledge (warfare) +3, Ride +12, Spot +7, Survival +2; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Greater Weapon Specialization (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Precise Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 18 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers, Çorbacis of the Battalion; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Mighty Archer Officer (Çorbacis of the Battalion)

Medium Humanoid (Turanian Soldier 13); Hit Dice: 10d10+20+9 (84 hp); Initiative: +9 (+5 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +5 Dex); Parry Defence: 26 (+9 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +13/+16; Attack: Sabre (one-handed, mounted) +16/+11/+6 mêlée (1d10+3 /18-20 x2 /AP 5) or Hyrkanian bow +21/+16/+11 ranged (1d10+7 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +16/+11/+6 mêlée (1d10+4 /18-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +19/+19/+14/+9 ranged (1d10+7 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +2; Saves: Fort +10, Ref +9, Will +4; Abilities: Str 16, Dex 20, Con 14, Int 12, Wis 10, Cha 15; Skills:  Handle Animal +6, Intimidate +6, Knowledge (local) +3, Knowledge (warfare) +4, Ride +12, Spot +8, Survival +2; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Greater Weapon Specialization (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Precise Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 24 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Mighty Archer Officer (Çorbacis of the Battalion)

Medium Humanoid (Turanian Soldier 13/Noble 1); Hit Dice: 10d10+20+9+2 (86 hp); Initiative: +9 (+5 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +5 Dex); Parry Defence: 26 (+9 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +13/+16; Attack: Sabre (one-handed, mounted) +16/+11/+6 mêlée (1d10+3 /18-20 x2 /AP 5) or Hyrkanian bow +21/+16/+11 ranged (1d10+7 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +16/+11/+6 mêlée (1d10+4 /18-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +19/+19/+14/+9 ranged (1d10+7 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +2, title, rank hath its privileges, wealth; Saves: Fort +10, Ref +9, Will +6; Abilities: Str 17, Dex 21, Con 15, Int 13, Wis 11, Cha 16; Skills:  Diplomacy +4, Handle Animal +7, Intimidate +8, Knowledge (local) +3, Knowledge (nobility) +2, Knowledge (warfare) +5, Ride +12, Sense Motive +1, Spot +8, Survival +2; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Greater Weapon Specialization (Hyrkanian bow), Improved Critical (Hyrkanian bow), Mounted Archery, Point Blank Shot, Precise Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 25 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Mighty Archer Officer (Sergeant Major of the Mighty Archers)

Medium Humanoid (Turanian Soldier 13/Noble 2); Hit Dice: 10d10+20+9+4 (88 hp); Initiative: +9 (+5 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +5 Dex); Parry Defence: 27 (+10 level, +3 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +14/+17; Attack: Sabre (one-handed, mounted) +17/+12/+7 mêlée (1d10+3 /18-20 x2 /AP 5) or Hyrkanian bow +23/+18/+13 ranged (1d10+7 /17-20 x2 /AP 6) or Sabre (two-handed, on foot) +17/+12/+7 mêlée (1d10+4 /18-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +21/+21/+16/+11 ranged (1d10+7 /17-20 x2 /AP 6); Special Attacks: Formation combat (light cavalry, fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +2, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort +10, Ref +9, Will +7; Abilities: Str 17, Dex 21, Con 15, Int 13, Wis 11, Cha 16; Skills:  Diplomacy +5, Handle Animal +7, Intimidate +10, Knowledge (local) +3, Knowledge (nobility) +3, Knowledge (warfare) +5, Ride +13, Sense Motive +2, Spot +9, Survival +2; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Greater Weapon Specialization (Hyrkanian bow), Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Point Blank Shot, Precise Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 27 (Brutal); Code of Honour: None; Allegiances: King of Turan, Agha of the Mighty Archers; Leadership: 20/18 (10th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Mighty Archer Officer (Ahga of the Mighty Archers or Satrap of a Turanian Province)

Medium Humanoid (Turanian Soldier 13/Noble 3); Hit Dice: 10d10+30+9+6 (100 hp); Initiative: +11 (+6 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 23 (+7 level, +6 Dex); Parry Defence: 28 (+10 level, +4 Str, +4 shield) (does not use shield when on foot); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+19; Attack: Sabre (one-handed, mounted) +19/+14/+9 mêlée (1d10+4 /18-20 x2 /AP 6) or Hyrkanian bow +25/+20/+15 ranged (1d10+8 /17-20 x2 /AP 7) or Sabre (two-handed, on foot) +19/+14/+9 mêlée (1d10+6 /18-20 x2 /AP 6); Rapid Shot: Hyrkanian bow +23/+23/+18/+13 ranged (1d10+8 /17-20 x2 /AP 7); Special Attacks: Formation combat (light cavalry, fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +2, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort +12, Ref +11, Will +8; Abilities: Str 18, Dex 22, Con 16, Int 14, Wis 12, Cha 17; Skills:  Diplomacy +6, Handle Animal +7, Intimidate +11, Knowledge (local) +4, Knowledge (nobility) +5, Knowledge (warfare) +6, Ride +15, Sense Motive +4, Spot +11, Survival +3; Feats: Mounted Combat, Far Shot, Greater Weapon Focus (Hyrkanian bow), Greater Weapon Specialization (Hyrkanian bow), Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Point Blank Shot, Precise Shot, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 30 (Brutal); Code of Honour: None; Allegiances: King of Turan, Emir of the Imperial Armies, Imperial Chief; Leadership: 21/19 (10th level cohort; 120 1st level, 5 2nd level, 2 3rd level, 1 4th level); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, leopard-skin cloak, sabre, Hyrkanian bow (+4), quiver of 40 arrows

The Armourer Corps

Trained as infantry units with Hyrkanian bows, the Armourers are primarily charged with making the weapons used by the Mighty Archers.  They are also responsible for transporting the weapons wherever they are needed.  There are rarely more than 600 men in this corps.  A member of this corps must be a skilled weaponsmith or armourer.  

Youth Recruit

Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10+1 (7 hp); Initiative: +2 (+2 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +4 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits; Saves: Fort +3, Ref +2, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 13, Wis 8, Cha 10; Skills:  Appraise +5, Craft (bowyer) +7, Craft (weaponsmith or armourer) +7, Intimidate +4, Knowledge (local) +3, Ride +4, Survival +1; Feats:  Craftsman, Far Shot; Reputation: 1 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Young Apprentice
Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10+2 (13 hp); Initiative: +2 (+2 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 17 (+1 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits; Saves: Fort +4, Ref +2, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 13, Wis 8, Cha 10; Skills:  Appraise +5, Craft (bowyer) +8, Craft (weaponsmith or armourer) +8, Intimidate +4, Knowledge (local) +3, Ride +4, Spot +0, Survival +1; Feats:  Craftsman, Far Shot, Weapon Focus (Hyrkanian bow); Reputation: 2 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Young Adult Journeyman

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10+3 (20 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 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry); Special Qualities: Turanian traits; Saves: Fort +4, Ref +3, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 13, Wis 8, Cha 10; Skills:  Appraise +5, Craft (bowyer) +9, Craft (weaponsmith or armourer) +9, Intimidate +4, Knowledge (local) +3, Listen +1, Ride +4, Spot +3, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Weapon Focus (Hyrkanian bow); Reputation: 3 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Adult Armourer

Medium Humanoid (Turanian 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 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +8 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry); Special Qualities: Turanian traits; Saves: Fort +5, Ref +3, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 14, Wis 8, Cha 10; Skills:  Appraise +7, Craft (bowyer) +11, Craft (weaponsmith or armourer) +11, Intimidate +4, Knowledge (local) +4, Listen +1, Ride +4, Spot +4, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 4 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Adult Master Armourer (Officer, Commander-of-10)

Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10+5 (33 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 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry); Special Qualities: Turanian traits, officer; Saves: Fort +5, Ref +3, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 14, Wis 8, Cha 10; Skills:  Appraise +7, Craft (bowyer) +12, Craft (weaponsmith or armourer) +12, Intimidate +4, Knowledge (local) +4, Listen +3, Ride +4, Spot +4, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 5 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment, Commander-of-10; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Senior Sergeant Armourer (Officer)

Medium Humanoid (Turanian 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: 20 (+4 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +8/+3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +10/+5 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 15, Dex 16, Con 13, Int 15, Wis 9, Cha 11; Skills:  Appraise +8, Craft (bowyer) +16, Craft (weaponsmith or armourer) +13, Intimidate +4, Knowledge (local) +4, Listen +3, Ride +5, Spot +5, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Point Blank Shot, Skill Focus (craft (bowyer)), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 6 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Adjutant Armourer (Officer)

Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 21 (+5 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+9; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +11/+6 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry, improved light infantry); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 15, Dex 16, Con 13, Int 15, Wis 9, Cha 11; Skills:  Appraise +9, Craft (bowyer) +17, Craft (weaponsmith or armourer) +14, Intimidate +4, Knowledge (local) +4, Listen +3, Ride +5, Spot +6, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Point Blank Shot, Skill Focus (craft (bowyer)), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 7 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Armourer Captain (Officer)

Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +12/+7 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry, improved light infantry); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +5, Will +1; Abilities: Str 15, Dex 16, Con 13, Int 16, Wis 9, Cha 11; Skills:  Appraise +11, Craft (bowyer) +19, Craft (weaponsmith or armourer) +16, Intimidate +5, Knowledge (local) +5, Listen +3, Ride +5, Spot +6, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Point Blank Shot, Rapid Shot, Skill Focus (craft (bowyer)), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 8 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Armourer Captain of the Right or Captain of the Left (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+11; Attack: Scimitar +11/+6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +13/+8 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light infantry, improved light infantry); Special Qualities: Turanian traits, officer +1; Saves: Fort +7, Ref +6, Will +2; Abilities: Str 15, Dex 16, Con 13, Int 16, Wis 9, Cha 11; Skills:  Appraise +12, Craft (bowyer) +20, Craft (weaponsmith or armourer) +17, Diplomacy +1, Intimidate +6, Knowledge (local) +5, Listen +3, Ride +5, Spot +6, Survival +1; Feats:  Alertness, Craftsman, Far Shot, Point Blank Shot, Rapid Shot, Skill Focus (craft (bowyer)), Superior Armourer, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 9 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Armourer Flag-Bearer or Steward (Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 24 (+7 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +13/+7 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +14/+9 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (light infantry, improved light infantry); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +6, Will +3; Abilities: Str 16, Dex 17, Con 14, Int 17, Wis 10, Cha 12; Skills:  Appraise +12, Craft (bowyer) +21, Craft (weaponsmith or armourer) +18, Diplomacy +3, Intimidate +8, Knowledge (local) +5, Listen +4, Ride +6, Spot +7, Survival +2; Feats:  Alertness, Craftsman, Far Shot, Mounted Combat, Point Blank Shot, Rapid Shot, Skill Focus (craft (bowyer)), Superior Armourer, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 11 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Corporal or Chief Janitor (Officer)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 26 (+9 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+15; Attack: Scimitar +15/+10/+5 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +17/+12/+7 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (light infantry, improved light infantry, fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +10, Ref +7, Will +4; Abilities: Str 16, Dex 17, Con 14, Int 18, Wis 10, Cha 12; Skills:  Appraise +15, Craft (bowyer) +23, Craft (weaponsmith or armourer) +23, Diplomacy +3, Intimidate +10, Knowledge (local) +6, Listen +4, Ride +6, Search +5, Spot +7, Survival +2; Feats:  Alertness, Craftsman, Endurance, Far Shot, Mounted Combat, Point Blank Shot, Rapid Shot, Skill Focus (craft (bowyer)), Skill Focus (craft (armourer or weaponsmith)), Superior Armourer, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 15 (Skilled); Code of Honour: None; Allegiances: King of Turan, Commander of the Regiment; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Emir (Titled Officer, Commander of the Armourers)

Medium Humanoid (Turanian Soldier 12/Noble 1); Hit Dice: 10d10+20+6+2 (83 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 26 (+9 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+15; Attack: Scimitar +15/+10/+5 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +17/+12/+7 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (light infantry, improved light infantry, fighting spirit); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth; Saves: Fort +10, Ref +7, Will +6; Abilities: Str 16, Dex 17, Con 14, Int 18, Wis 10, Cha 12; Skills:  Appraise +15, Craft (bowyer) +23, Craft (weaponsmith or armourer) +23, Diplomacy +4, Gather Information +4, Intimidate +10, Knowledge (local) +6, Knowledge (nobility) +5, Listen +4, Ride +8, Search +5, Spot +8, Survival +2; Feats:  Alertness, Craftsman, Endurance, Far Shot, Mounted Combat, Point Blank Shot, Rapid Shot, Skill Focus (craft (bowyer)), Skill Focus (craft (armourer or weaponsmith)), Superior Armourer, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 20 (Skilled); Code of Honour: None; Allegiances: King of Turan, Agha of the Armourers; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Agha of the Armourers or Satrap of a Turanian Province (Titled Officer)

Medium Humanoid (Turanian Soldier 12/Noble 4); Hit Dice: 10d10+20+6+8 (89 hp); Initiative: +9 (+4 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+7 level, +4 Dex); Parry Defence: 28 (+11 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+18; Attack: Scimitar +19/+14/+9 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +22/+17/+12 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (light infantry, improved light infantry, fighting spirit); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, social ability (secrets); Saves: Fort +11, Ref +9, Will +8; Abilities: Str 17, Dex 18, Con 15, Int 19, Wis 11, Cha 14; Skills:  Appraise +18, Bluff +5, Craft (bowyer) +23, Craft (weaponsmith or armourer) +23, Diplomacy +5, Gather Information +9, Intimidate +15, Knowledge (local) +6, Knowledge (nobility) +8, Listen +4, Ride +12, Search +8, Spot +11, Survival +2; Feats:  Alertness, Craftsman, Endurance, Far Shot, Leadership, Mounted Combat, Point Blank Shot, Rapid Shot, Skill Focus (craft (bowyer)), Skill Focus (craft (armourer or weaponsmith)), Superior Armourer, Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 24 (Skilled); Code of Honour: None; Allegiances: King of Turan, Emir of the Imperial Army, Imperial Chief; Leadership: 21/20 (10th level cohort; 150 1st level, 6 2nd level, 3 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Miner Corps
The miners are tasked with laying sieges to enemy forts, castles and walled cities.  They are skilled at digging beneath walls and other strategic areas, both in terms of tunnels and ditches.  Imperial miners are split into two divisions.  One division remains with the Imperial Army and are paid a constant quarterly wage.  The other division is trained, then sent out to various provincial armies.  This latter division is paid in whatever manner the province pays its forces; they are not paid out of the king's funds beyond the training phase.

Youth Recruit

Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10+1 (7 hp); Initiative: -1 (-1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 9 (+0 level, -1 Dex); Parry Defence: 11 (+0 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3); Special Qualities: Turanian traits; Saves: Fort +3, Ref -1, Will +2; Abilities: Str 13, Dex 8, Con 12, Int 15, Wis 14, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +8, Knowledge (geography) +8, Knowledge (local) +6, Knowledge (warfare) +8, Profession (miner) +6, Ride +1, Survival +4; Feats:  Endurance, Knowledgeable; Reputation: 1 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Miner; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Young Trainee

Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10+2 (13 hp); Initiative: -1 (-1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 12 (+1 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3); Special Qualities: Turanian traits; Saves: Fort +4, Ref -1, Will +2; Abilities: Str 13, Dex 8, Con 12, Int 15, Wis 14, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +9, Knowledge (geography) +9, Knowledge (local) +6, Knowledge (warfare) +9, Profession (miner) +7, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Knowledgeable; Reputation: 2 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Miner; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Young Adult Digger

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10+3 (20 hp); Initiative: +0 (-1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 13 (+2 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits; Saves: Fort +4, Ref +0, Will +3; Abilities: Str 13, Dex 8, Con 12, Int 15, Wis 14, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +13, Knowledge (geography) +10, Knowledge (local) +6, Knowledge (warfare) +10, Profession (miner) +8, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 3 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Miner; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Adult Miner

Medium Humanoid (Turanian Soldier 4); Hit Dice: 4d10+4 (26 hp); Initiative: +0 (-1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+2 level, -1 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits; Saves: Fort +5, Ref +0, Will +3; Abilities: Str 13, Dex 8, Con 12, Int 16, Wis 14, Cha 10; Skills:  Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +14, Knowledge (geography) +11, Knowledge (local) +7, Knowledge (warfare) +11, Profession (miner) +8, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 4 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Miner; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Master Miner (Officer)

Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10+5 (33 hp); Initiative: +0 (-1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+2 level, -1 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +5, Ref +0, Will +3; Abilities: Str 13, Dex 8, Con 12, Int 16, Wis 14, Cha 10; Skills:  Gather Information +1, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +15, Knowledge (geography) +12, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (warfare) +11, Profession (miner) +9, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 5 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Senior Sergeant Miner (Officer)

Medium Humanoid (Turanian Soldier 6); Hit Dice: 6d10+6 (39 hp); Initiative: +1 (-1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+3 level, -1 Dex); Parry Defence: 16 (+4 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +8/+3 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +1, Will +4; Abilities: Str 14, Dex 9, Con 13, Int 17, Wis 15, Cha 11; Skills:  Gather Information +1, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +16, Knowledge (geography) +12, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (warfare) +11, Listen +5, Profession (miner) +10, Ride +1, Search +4, Spot +5, Survival +4; Feats:  Alertness, Blind-Fight, Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 6 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Senior Sergeant Major Miner (Officer)

Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +1 (-1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+3 level, -1 Dex); Parry Defence: 17 (+5 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+9; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +1, Will +4; Abilities: Str 14, Dex 9, Con 13, Int 17, Wis 15, Cha 11; Skills:  Gather Information +1, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +17, Knowledge (geography) +12, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (warfare) +11, Listen +6, Profession (miner) +12, Ride +1, Search +5, Spot +6, Survival +4; Feats:  Alertness, Blind-Fight, Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 7 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Adjutant Miner (Officer)

Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +1 (-1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+4 level, -1 Dex); Parry Defence: 18 (+6 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +1, Will +4; Abilities: Str 14, Dex 9, Con 13, Int 18, Wis 15, Cha 11; Skills:  Gather Information +1, Handle Animal +2, Intimidate +3, Knowledge (architecture & engineering) +19, Knowledge (geography) +13, Knowledge (local) +8, Knowledge (nature) +8, Knowledge (warfare) +12, Listen +7, Profession (miner) +13, Ride +1, Search +6, Spot +7, Survival +4; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 9 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Captain Miner (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +2 (-1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+4 level, -1 Dex); Parry Defence: 18 (+6 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+11; Attack: Scimitar +11/+6 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +7, Ref +2, Will +5; Abilities: Str 14, Dex 9, Con 13, Int 18, Wis 15, Cha 11; Skills:  Gather Information +4, Handle Animal +2, Intimidate +4, Knowledge (architecture & engineering) +20, Knowledge (geography) +14, Knowledge (local) +8, Knowledge (nature) +9, Knowledge (warfare) +12, Listen +7, Profession (miner) +14, Ride +1, Search +8, Spot +7, Survival +4; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 10 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Miners, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Captain of the Left / Captain of the Right (Miner Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+5 level, +0 Dex); Parry Defence: 20 (+7 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+12; Attack: Scimitar +12/+7 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +3, Will +6; Abilities: Str 15, Dex 10, Con 14, Int 19, Wis 16, Cha 12; Skills:  Gather Information +6, Handle Animal +3, Intimidate +5, Knowledge (architecture & engineering) +21, Knowledge (geography) +14, Knowledge (local) +8, Knowledge (nature) +10, Knowledge (warfare) +12, Listen +8, Profession (miner) +16, Ride +4, Search +8, Spot +8, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Skill Focus (knowledge (architecture & engineering)); Reputation: 12 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Miners, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Colonel (Miner Officer in Charge of Rescue)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+6 level, +0 Dex); Parry Defence: 22 (+9 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +10, Ref +4, Will +7; Abilities: Str 15, Dex 10, Con 14, Int 20, Wis 16, Cha 12; Skills:  Gather Information +6, Handle Animal +3, Heal +4, Intimidate +5, Knowledge (architecture & engineering) +23, Knowledge (geography) +15, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (warfare) +13, Listen +8, Profession (miner) +17, Ride +4, Search +10, Spot +8, Survival +6; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Run, Skill Focus (knowledge (architecture & engineering)); Reputation: 14 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Miners, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Chief Janitor (Miner Officer in Charge of Discipline)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+6 level, +0 Dex); Parry Defence: 22 (+9 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +10, Ref +4, Will +7; Abilities: Str 15, Dex 10, Con 14, Int 20, Wis 16, Cha 12; Skills:  Bluff +3, Gather Information +7, Handle Animal +3, Intimidate +10, Knowledge (architecture & engineering) +23, Knowledge (geography) +15, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (warfare) +13, Knowledge (rumours) +8, Listen +8, Profession (miner) +17, Ride +4, Search +9, Spot +8, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Persuasive, Skill Focus (knowledge (architecture & engineering)); Reputation: 14 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Miners, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Emir (Commander of a Miner Division)

Medium Humanoid (Turanian Soldier 12/Noble 1); Hit Dice: 10d10+20+6+2 (83 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+6 level, +0 Dex); Parry Defence: 22 (+9 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth; Saves: Fort +10, Ref +4, Will +9; Abilities: Str 15, Dex 10, Con 14, Int 20, Wis 16, Cha 12; Skills:  Bluff +5, Gather Information +8, Handle Animal +4, Intimidate +12, Knowledge (architecture & engineering) +23, Knowledge (geography) +15, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (nobility) +8, Knowledge (warfare) +13, Knowledge (rumours) +8, Listen +8, Profession (miner) +17, Ride +6, Search +9, Spot +8, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Persuasive, Skill Focus (knowledge (architecture & engineering)); Reputation: 20 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Miners; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Agha of the Miners (Titled Officer)

Medium Humanoid (Turanian Soldier 12/Noble 4); Hit Dice: 10d10+20+6+8 (89 hp); Initiative: +5 (+0 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+7 level, +0 Dex); Parry Defence: 22 (+11 level, +3 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+18; Attack: Scimitar +19/+14/+9 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, social ability (secrets); Saves: Fort +11, Ref +5, Will +11; Abilities: Str 16, Dex 11, Con 15, Int 21, Wis 17, Cha 14; Skills:  Bluff +7, Gather Information +10, Handle Animal +7, Intimidate +14, Knowledge (architecture & engineering) +23, Knowledge (geography) +15, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (nobility) +9, Knowledge (warfare) +14, Knowledge (rumours) +9, Listen +8, Profession (miner) +17, Ride +10, Search +9, Spot +9, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Leadership, Parry, Persuasive, Skill Focus (knowledge (architecture & engineering)); Reputation: 26 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Emir of the Imperial Army, Imperial Chief; Leadership: 22/20 (11th level cohort; 150 1st level, 6 2nd level, 3 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar
Artillery Men

The Artillery Men are a division that usually travels and trains with the Miners.  Like the miners, they are trained to carry out sieges, although instead of digging, they build and operate siege engines of all types (see Conan: The Free Companies for various siege engines available during the Hyborian age).  The Artillery Men are split into three divisions.  One division remains with the Imperial Army and are paid a constant quarterly wage.  The other division is trained, then sent out to various provincial armies.  This latter division is paid in whatever manner the province pays its forces; they are not paid out of the king's funds beyond the training phase.  The third division are stationed permanently at various forts to man the engines ahgainst enemy attack.  The third division is usually paid through land grants.  Although technically part of the imperial army, the third division is under the command of the fort commanders.
Youth Recruit

Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10+1 (7 hp); Initiative: -1 (-1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 9 (+0 level, -1 Dex); Parry Defence: 11 (+0 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3); Special Qualities: Turanian traits; Saves: Fort +3, Ref -1, Will +2; Abilities: Str 13, Dex 8, Con 12, Int 15, Wis 14, Cha 10; Skills:  Craft (siege engine) +8, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +8, Knowledge (local) +6, Knowledge (warfare) +8, Profession (siege engineer) +6, Ride +1, Survival +4; Feats:  Endurance, Knowledgeable; Reputation: 1 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Artillery Man; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Young Trainee

Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10+2 (13 hp); Initiative: -1 (-1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 12 (+1 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3); Special Qualities: Turanian traits; Saves: Fort +4, Ref -1, Will +2; Abilities: Str 13, Dex 8, Con 12, Int 15, Wis 14, Cha 10; Skills:  Craft (siege engine) +9, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +9, Knowledge (local) +6, Knowledge (warfare) +9, Profession (siege engineer) +7, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Knowledgeable; Reputation: 2 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Artillery Man; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Young Adult Artillery Man

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10+3 (20 hp); Initiative: +0 (-1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 13 (+2 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits; Saves: Fort +4, Ref +0, Will +3; Abilities: Str 13, Dex 8, Con 12, Int 15, Wis 14, Cha 10; Skills:  Craft (siege engine) +10, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +13, Knowledge (local) +6, Knowledge (warfare) +10, Profession (siege engineer) +8, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 3 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Artillery Man; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Adult Artillery Man

Medium Humanoid (Turanian Soldier 4); Hit Dice: 4d10+4 (26 hp); Initiative: +0 (-1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+2 level, -1 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits; Saves: Fort +5, Ref +0, Will +3; Abilities: Str 13, Dex 8, Con 12, Int 16, Wis 14, Cha 10; Skills:  Craft (siege engine) +11, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +14, Knowledge (local) +7, Knowledge (warfare) +11, Profession (siege engineer) +8, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 4 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Master Artillery Man; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Master Artillery Man (Officer)

Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10+5 (33 hp); Initiative: +0 (-1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+2 level, -1 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +5, Ref +0, Will +3; Abilities: Str 13, Dex 8, Con 12, Int 16, Wis 14, Cha 10; Skills:  Craft (siege engine) +12, Gather Information +1, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +15, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (warfare) +11, Profession (siege engineer) +9, Ride +1, Survival +4; Feats:  Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 5 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Senior Sergeant Artillery Man (Officer)

Medium Humanoid (Turanian Soldier 6); Hit Dice: 6d10+6 (39 hp); Initiative: +1 (-1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+3 level, -1 Dex); Parry Defence: 16 (+4 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +8/+3 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +1, Will +4; Abilities: Str 14, Dex 9, Con 13, Int 17, Wis 15, Cha 11; Skills:  Craft (siege engine) +12, Gather Information +1, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +16, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (warfare) +11, Listen +5, Profession (siege engineer) +10, Ride +1, Search +4, Spot +5, Survival +4; Feats:  Alertness, Blind-Fight, Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 6 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Senior Sergeant Major Artillery Man (Officer)

Medium Humanoid (Turanian Soldier 7); Hit Dice: 7d10+7 (46 hp); Initiative: +1 (-1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+3 level, -1 Dex); Parry Defence: 17 (+5 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +7/+9; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +1, Will +4; Abilities: Str 14, Dex 9, Con 13, Int 17, Wis 15, Cha 11; Skills:  Craft (siege engine) +12, Gather Information +1, Handle Animal +2, Intimidate +2, Knowledge (architecture & engineering) +17, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (warfare) +11, Listen +6, Profession (siege engineer) +12, Ride +1, Search +5, Spot +6, Survival +4; Feats:  Alertness, Blind-Fight, Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 7 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Adjutant Artillery Man (Officer)

Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +1 (-1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+4 level, -1 Dex); Parry Defence: 18 (+6 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +1, Will +4; Abilities: Str 14, Dex 9, Con 13, Int 18, Wis 15, Cha 11; Skills:  Craft (siege engine) +13, Gather Information +1, Handle Animal +2, Intimidate +3, Knowledge (architecture & engineering) +19, Knowledge (local) +8, Knowledge (nature) +8, Knowledge (warfare) +12, Listen +7, Profession (siege engineer) +13, Ride +1, Search +6, Spot +7, Survival +4; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 9 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Commander of the Division, Captain; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Captain Artillery Man (Officer)

Medium Humanoid (Turanian Soldier 9); Hit Dice: 9d10+9 (59 hp); Initiative: +2 (-1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+4 level, -1 Dex); Parry Defence: 18 (+6 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +9/+11; Attack: Scimitar +11/+6 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +7, Ref +2, Will +5; Abilities: Str 14, Dex 9, Con 13, Int 18, Wis 15, Cha 11; Skills:  Craft (siege engine) +14, Gather Information +4, Handle Animal +2, Intimidate +4, Knowledge (architecture & engineering) +20, Knowledge (local) +8, Knowledge (nature) +9, Knowledge (warfare) +12, Listen +7, Profession (siege engineer) +14, Ride +1, Search +8, Spot +7, Survival +4; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Skill Focus (knowledge (architecture & engineering)); Reputation: 10 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Artillery Men, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Captain of the Left / Captain of the Right (Artillery Man Officer)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+5 level, +0 Dex); Parry Defence: 20 (+7 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+12; Attack: Scimitar +12/+7 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +3, Will +6; Abilities: Str 15, Dex 10, Con 14, Int 19, Wis 16, Cha 12; Skills:  Craft (siege engine) +14, Gather Information +6, Handle Animal +3, Intimidate +5, Knowledge (architecture & engineering) +21, Knowledge (local) +8, Knowledge (nature) +10, Knowledge (warfare) +12, Listen +8, Profession (siege engineer) +16, Ride +4, Search +8, Spot +8, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Skill Focus (knowledge (architecture & engineering)); Reputation: 12 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Artillery Men, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Colonel (Artillery Man Officer in Charge of Rescue)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+6 level, +0 Dex); Parry Defence: 22 (+9 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +10, Ref +4, Will +7; Abilities: Str 15, Dex 10, Con 14, Int 20, Wis 16, Cha 12; Skills:  Craft (siege engine) +15, Gather Information +6, Handle Animal +3, Heal +4, Intimidate +5, Knowledge (architecture & engineering) +23, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (warfare) +13, Listen +8, Profession (siege engineer) +17, Ride +4, Search +10, Spot +8, Survival +6; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Run, Skill Focus (knowledge (architecture & engineering)); Reputation: 14 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Artillery Men, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Chief Janitor (Artillery Man Officer in Charge of Discipline)

Medium Humanoid (Turanian Soldier 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+6 level, +0 Dex); Parry Defence: 22 (+9 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1; Saves: Fort +10, Ref +4, Will +7; Abilities: Str 15, Dex 10, Con 14, Int 20, Wis 16, Cha 12; Skills:  Bluff +3, Craft (siege engine) +15, Gather Information +7, Handle Animal +3, Intimidate +10, Knowledge (architecture & engineering) +23, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (warfare) +13, Knowledge (rumours) +8, Listen +8, Profession (siege engineer) +17, Ride +4, Search +9, Spot +8, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Persuasive, Skill Focus (knowledge (architecture & engineering)); Reputation: 14 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Artillery Men, Commander of the Division; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Emir (Commander of a Artillery Men Division)

Medium Humanoid (Turanian Soldier 12/Noble 1); Hit Dice: 10d10+20+6+2 (83 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+6 level, +0 Dex); Parry Defence: 22 (+9 level, +2 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth; Saves: Fort +10, Ref +4, Will +9; Abilities: Str 15, Dex 10, Con 14, Int 20, Wis 16, Cha 12; Skills:  Bluff +5, Craft (siege engine) +15, Gather Information +8, Handle Animal +4, Intimidate +12, Knowledge (architecture & engineering) +23, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (nobility) +8, Knowledge (warfare) +13, Knowledge (rumours) +8, Listen +8, Profession (siege engineer) +17, Ride +6, Search +9, Spot +8, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Parry, Persuasive, Skill Focus (knowledge (architecture & engineering)); Reputation: 20 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Agha of the Artillery Men; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Agha of the Artillery Men (Titled Officer)

Medium Humanoid (Turanian Soldier 12/Noble 4); Hit Dice: 10d10+20+6+8 (89 hp); Initiative: +5 (+0 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+7 level, +0 Dex); Parry Defence: 22 (+11 level, +3 Str, +1 parry); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+18; Attack: Scimitar +19/+14/+9 mêlée (1d8+2 /18-20 x2 /AP 4); Special Attack: Formation combat (fighting spirit, improved fighting spirit, skirmisher); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, social ability (secrets); Saves: Fort +11, Ref +5, Will +11; Abilities: Str 16, Dex 11, Con 15, Int 21, Wis 17, Cha 14; Skills:  Bluff +7, Craft (siege engine) +15, Gather Information +10, Handle Animal +7, Intimidate +14, Knowledge (architecture & engineering) +23, Knowledge (local) +9, Knowledge (nature) +11, Knowledge (nobility) +9, Knowledge (warfare) +14, Knowledge (rumours) +9, Listen +8, Profession (siege engineer) +17, Ride +10, Search +9, Spot +9, Survival +5; Feats:  Alertness, Blind-Fight, Brawl, Combat Expertise, Endurance, Improved Disarm, Investigator, Knowledgeable, Leadership, Parry, Persuasive, Skill Focus (knowledge (architecture & engineering)); Reputation: 26 (knowledgeable); Code of Honour: None; Allegiances: King of Turan, Emir of the Imperial Army, Imperial Chief; Leadership: 22/20 (11th level cohort; 150 1st level, 6 2nd level, 3 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, cloak, scimitar

Provincial Army

Khans typically command a division of 10,000 horsemen, with two maliks serving them.  A Malik is a provincial Agha Commander-of-5,000.  He leads huge cavalry units.  He answers to a Khan or Satrap.  Five Amir serve under him.  An Amir is a provincial cavalry commander who leads 1,000 horsemen.  An Amir also commands ten Sipah Salar.  A Sipah Salar (sometimes called Agha Salar) commands a provincial company of 100 horsemen.  

Non-Elite Youth Recruit

Medium Humanoid (Turanian Nomad 1); Hit Dice: 1d10 (6 hp); Initiative: +3 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +3, Ref +3, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +4, Hide +2, Knowledge (local) +3, Listen +0, Move Silently +2, Ride +5, Search +0, Spot +4, Survival +4; Feats:  Far Shot, Mounted Combat; Reputation: 1 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Youth Recruit

Medium Humanoid (Turanian Nomad 1); Hit Dice: 1d10+1 (7 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +4 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +3, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +6, Search +2, Spot +4, Survival +4; Feats:  Far Shot, Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Young Trainee
Medium Humanoid (Turanian Nomad 1/Soldier 1); Hit Dice: 2d10 (11 hp); Initiative: +3 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +5, Ref +3, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +4, Hide +2, Knowledge (local) +3, Listen +0, Move Silently +2, Ride +6, Search +0, Spot +4, Survival +4; Feats:  Far Shot, Mounted Archery, Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Trainee
Medium Humanoid (Turanian Nomad 1/Soldier 1); Hit Dice: 2d10+2 (13 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +5, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +6, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +9, Search +2, Spot +4, Survival +4; Feats:  Far Shot, Mounted Archery, Mounted Combat; Reputation: 3 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Young Adult Provincial Soldier

Medium Humanoid (Turanian Nomad 1/Soldier 1/Borderer 1); Hit Dice: 3d10 (17 hp); Initiative: +5 (+1 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +1 Dex, +2 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival); Saves: Fort +7, Ref +5, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +5, Hide +3, Knowledge (local) +3, Listen +1, Move Silently +3, Ride +9, Search +1, Spot +6, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Weapon Focus (Hyrkanian bow); Reputation: 3 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Adult Provincial Soldier 

Medium Humanoid (Turanian Nomad 1/Soldier 1/Borderer 1); Hit Dice: 3d10+3 (20 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+0 level, +2 Dex, +2 favoured terrain); Parry Defence: 16 (+0 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 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival); Saves: Fort +7, Ref +6, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +6, Hide +5, Knowledge (local) +5, Listen +2, Move Silently +5, Ride +10, Search +4, Spot +6, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Weapon Focus (Hyrkanian bow); Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Adult Provincial Soldier

Medium Humanoid (Turanian Nomad 2/Soldier 1/Borderer 1); Hit Dice: 4d10 (22 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+1 level, +2 Dex, +2 favoured terrain); Parry Defence: 16 (+1 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +8 ranged (1d10+1 /19-20 x2 /AP 4) or Light Lance +5 mêlée (1d10+2 /x3 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival); Saves: Fort +8, Ref +7, Will -1; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +11, Search +1, Spot +7, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Adult Provincial Soldier 

Medium Humanoid (Turanian Nomad 2/Soldier 1/Borderer 1); Hit Dice: 4d10+4 (26 hp); Initiative: +8 (+3 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+1 level, +3 Dex, +2 favoured terrain); Parry Defence: 17 (+1 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9 ranged (1d10+2 /19-20 x2 /AP 5) or Light Lance +6 mêlée (1d10+1 /x3 /AP 3); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival); Saves: Fort +8, Ref +8, Will -1; Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +6, Hide +6, Knowledge (local) +6, Listen +2, Move Silently +6, Ride +12, Search +5, Spot +7, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 5 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Veteran Provincial Soldier

Medium Humanoid (Turanian Nomad 2/Soldier 2/Borderer 1); Hit Dice: 5d10 (28 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+2 level, +2 Dex, +2 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +9 ranged (1d10+1 /19-20 x2 /AP 4) or Light Lance +6 mêlée (1d10+2 /x3 /AP 4); Rapid Shot: Hyrkanian bow +7/+7 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival); Saves: Fort +9, Ref +7, Will -1; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +12, Search +1, Spot +7, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Rapid Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 5 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Veteran Provincial Soldier 

Medium Humanoid (Turanian Nomad 2/Soldier 1/Borderer 2); Hit Dice: 5d10+5 (33 hp); Initiative: +9 (+3 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+2 level, +3 Dex, +2 favoured terrain); Parry Defence: 18 (+2 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +10 ranged (1d10+2 /19-20 x2 /AP 5) or Light Lance +7 mêlée (1d10+2 /x3 /AP 4); Rapid Shot: Hyrkanian bow +8/+8 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Combat Style (rapid shot); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival); Saves: Fort +9, Ref +9, Will -1; Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +6, Hide +6, Knowledge (local) +7, Listen +2, Move Silently +6, Ride +13, Search +6, Spot +8, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 6 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Agha Salar; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Sipah Salar
Medium Humanoid (Turanian Nomad 3/Soldier 2/Borderer 1); Hit Dice: 6d10+6 (39 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+2 level, +2 Dex, +2 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+7; Attack: Scimitar +7/+2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +10/+5 ranged (1d10+1 /19-20 x2 /AP 4) or Light Lance +7/+2 mêlée (1d10+2 /x3 /AP 4); Rapid Shot: Hyrkanian bow +8/+8/+3 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival), endurance; Saves: Fort +10, Ref +7, Will +0; Abilities: Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +6, Listen +1, Move Silently +4, Ride +13, Search +3, Spot +8, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Rapid Shot, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 9 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Sipah Salar 

Medium Humanoid (Turanian Nomad 3/Soldier 1/Borderer 2); Hit Dice: 6d10+6 (39 hp); Initiative: +9 (+3 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+2 level, +3 Dex, +2 favoured terrain); Parry Defence: 18 (+2 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +8/+3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +11/+6 ranged (1d10+2 /19-20 x2 /AP 5) or Light Lance +8/+3 mêlée (1d10+2 /x3 /AP 4); Rapid Shot: Hyrkanian bow +9/+9/+4 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Combat Style (rapid shot); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, skill focus (survival), endurance; Saves: Fort +9, Ref +9, Will +0; Abilities: Str 15, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +7, Hide +6, Knowledge (local) +8, Listen +2, Move Silently +6, Ride +14, Search +7, Spot +9, Survival +8; Feats:  Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 10 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Agha Salar

Medium Humanoid (Turanian Nomad 4/Soldier 3/Borderer 1); Hit Dice: 8d10+8 (52 hp); Initiative: +10 (+3 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+3 level, +3 Dex, +3 favoured terrain); Parry Defence: 19 (+4 level, +1 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+9; Attack: Scimitar +9/+4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +13/+8 ranged (1d10+1 /19-20 x2 /AP 4) or Light Lance +9/+4 mêlée (1d10+2 /x3 /AP 4); Rapid Shot: Hyrkanian bow +11/+11/+6 ranged (1d10+1 /19-20 x2 /AP 4); Special Attack: Formation combat (light cavalry), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, skill focus (survival), endurance; Saves: Fort +11, Ref +10, Will +1; Abilities: Str 13, Dex 16, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +5, Hide +5, Intimidate +2, Knowledge (local) +8, Listen +2, Move Silently +5, Ride +15, Search +5, Spot +11, Survival +10; Feats:  Far Shot, Mounted Archery, Mounted Combat, Rapid Shot, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 11 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows

Elite Agha Salar 

Medium Humanoid (Turanian Nomad 4/Soldier 1/Borderer 3); Hit Dice: 8d10+8 (52 hp); Initiative: +11 (+4 Dex, +7 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+3 level, +4 Dex, +3 favoured terrain); Parry Defence: 19 (+3 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +14/+9 ranged (1d10+2 /19-20 x2 /AP 5) or Light Lance +10/+5 mêlée (1d10+2 /x3 /AP 4); Rapid Shot: Hyrkanian bow +12/+12/+7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Combat Style (rapid shot), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, skill focus (survival), endurance, diehard; Saves: Fort +10, Ref +11, Will +1; Abilities: Str 15, Dex 18, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +7, Hide +7, Knowledge (local) +10, Listen +3, Move Silently +7, Ride +16, Search +10, Spot +12, Survival +9; Feats:  Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 12 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Amir

Medium Humanoid (Turanian Nomad 5/Soldier 4/Borderer 1); Hit Dice: 10d10+10 (65 hp); Initiative: +10 (+3 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+4 level, +3 Dex, +3 favoured terrain); Parry Defence: 21 (+5 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +10/+12; Attack: Scimitar +12/+7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +15/+10 ranged (1d10+4 /19-20 x2 /AP 5) or Light Lance +12/+7 mêlée (1d10+3 /x3 /AP 5); Rapid Shot: Hyrkanian bow +13/+13/+8 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light cavalry), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, skill focus (survival), endurance, mobility; Saves: Fort +12, Ref +10, Will +2; Abilities: Str 14, Dex 17, Con 13, Int 11, Wis 10, Cha 12; Skills:  Handle Animal +6, Hide +5, Intimidate +5, Knowledge (local) +9, Listen +3, Move Silently +5, Ride +16, Search +5, Spot +13, Survival +12; Feats: Combat Reflexes, Far Shot, Mounted Archery, Mounted Combat, Rapid Shot, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 14 (cruel); Code of Honour: None; Allegiances: Satrap, Khan, Malik; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Elite Amir 

Medium Humanoid (Turanian Nomad 5/Soldier 1/Borderer 4); Hit Dice: 10d10+20 (75 hp); Initiative: +12 (+4 Dex, +8 Reflex); Speed: 30 ft.; Dodge Defence: 22 (+4 level, +4 Dex, +4 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: +10/+13; Attack: Scimitar +13/+8 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +16/+11 ranged (1d10+3 /19-20 x2 /AP 6) or Light Lance +13/+8 mêlée (1d10+3 /x3 /AP 5); Rapid Shot: Hyrkanian bow +14/+14/+9 ranged (1d10+3/19-20 x2 /AP 6); Special Attack: Combat Style (rapid shot), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +4, born to the saddle, skill focus (survival), endurance, diehard, mobility; Saves: Fort +12, Ref +12, Will +2; Abilities: Str 16, Dex 19, Con 14, Int 12, Wis 10, Cha 15; Skills:  Handle Animal +7, Hide +8, Intimidate +4, Knowledge (local) +13, Listen +5, Move Silently +8, Ride +18, Search +12, Spot +16, Survival +13; Feats: Combat Reflexes, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 15 (cruel); Code of Honour: None; Allegiances: Satrap, Khan, Malik; Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows

Non-Elite Malik (Agha Commander-of-5000)

Medium Humanoid (Turanian Nomad 6/Soldier 5/Borderer 1/Noble 1); Hit Dice: 10d10+10+6+2 (72 hp); Initiative: +11 (+3 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+5 level, +3 Dex, +3 favoured terrain); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +17/+12/+7 ranged (1d10+4 /19-20 x2 /AP 5) or Light Lance +14/+9/+4 mêlée (1d10+3 /x3 /AP 5); Rapid Shot: Hyrkanian bow +15/+15/+10/+5 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (light cavalry), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, skill focus (survival), endurance, mobility, diehard, officer, title, rank hath its privileges, wealth; Saves: Fort +13, Ref +11, Will +5; Abilities: Str 14, Dex 17, Con 13, Int 11, Wis 10, Cha 13; Skills:  Handle Animal +6, Hide +5, Intimidate +9, Knowledge (local) +10, Knowledge (nobility) +1, Listen +3, Move Silently +5, Ride +18, Search +5, Spot +14, Survival +13; Feats: Combat Reflexes, Far Shot, Leadership, Mounted Archery, Mounted Combat, Rapid Shot, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 20 (cruel); Code of Honour: None; Allegiances: Satrap, Khan; Leadership: 15/14 (7th level cohort; 50 1st level, 2 2nd level, 1 3rd level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Elite Malik (Agha Commander-of-5000)
Medium Humanoid (Turanian Nomad 6/Soldier 1/Borderer 5/Noble 1); Hit Dice: 10d10+20+6+2+10 (93 hp); Initiative: +13 (+4 Dex, +9 Reflex); Speed: 30 ft.; Dodge Defence: 23 (+5 level, +4 Dex, +4 favoured terrain); Parry Defence: 22 (+5 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +12/+15; Attack: Scimitar +15/+10/+5 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +18/+13/+8 ranged (1d10+3 /19-20 x2 /AP 6) or Light Lance +15/+10/+5 mêlée (1d10+3 /x3 /AP 5); Rapid Shot: Hyrkanian bow +16/+16/+11/+6 ranged (1d10+3/19-20 x2 /AP 6); Special Attack: Combat style (rapid shot, shot on the run), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +4, born to the saddle, skill focus (survival), endurance, diehard, mobility, toughness, title, rank hath its privileges, wealth; Saves: Fort +13, Ref +13, Will +5; Abilities: Str 16, Dex 19, Con 14, Int 12, Wis 10, Cha 16; Skills:  Gather Information +4, Handle Animal +8, Hide +8, Intimidate +10, Knowledge (local) +13, Knowledge (nobility) +2, Listen +5, Move Silently +8, Ride +20, Search +14, Spot +18, Survival +15; Feats: Combat Reflexes, Far Shot, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 22 (cruel); Code of Honour: None; Allegiances: Satrap, Khan; Leadership: 17/16 (8th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows

Non-Elite Khan (Division Commander-of-10,000)

Medium Humanoid (Turanian Nomad 6/Soldier 5/Borderer 1/Noble 4); Hit Dice: 10d10+20+6+8 (90 hp); Initiative: +13 (+4 Dex,+9 Reflex); Speed: 30 ft.; Dodge Defence: 23 (+6 level, +4 Dex, +3 favoured terrain); Parry Defence: 24 (+8 level, +2 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+17; Attack: Scimitar +18/+13/+8 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +22/+17/+12 ranged (1d10+4 /17-20 x2 /AP 5) or Light Lance +17/+12/+7 mêlée (1d10+3 /x3 /AP 5); Rapid Shot: Hyrkanian bow +20/+20/+15/+10 ranged (1d10+4 /17-20 x2 /AP 5); Special Attack: Formation combat (light cavalry), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, skill focus (survival), endurance, mobility, diehard, officer, title, rank hath its privileges, wealth, special regional ability +1, social ability (refuge); Saves: Fort +15, Ref +13, Will +8; Abilities: Str 15, Dex 18, Con 14, Int 12, Wis 12, Cha 14; Skills:  Bluff +5, Gather Information +5, Handle Animal +7, Hide +6, Intimidate +14, Knowledge (local) +11, Knowledge (nobility) +5, Listen +4, Move Silently +6, Ride +20, Search +6, Sense Motive +4, Spot +15, Survival +14; Feats: Combat Reflexes, Far Shot, Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Mounted Combat, Rapid Shot, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow), Weapon Specialisation (Hyrkanian bow); Reputation: 26 (cruel); Code of Honour: None; Allegiances: Satrap; Leadership: 20/18 (10th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows

Elite Khan (Division Commander-of-10,000)
Medium Humanoid (Turanian Nomad 6/Soldier 1/Borderer 5/Noble 4); Hit Dice: 10d10+20+6+8+10 (99 hp); Initiative: +15 (+5 Dex, +10 Reflex); Speed: 30 ft.; Dodge Defence: 23 (+5 level, +4 Dex, +4 favoured terrain); Parry Defence: 22 (+5 level, +3 Str, +4 shield); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +15/+18; Attack: Scimitar +19/+14/+9 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +23/+18/+13 ranged (1d10+3 /17-20 x2 /AP 6) or Light Lance +18/+13/+8 mêlée (1d10+3 /x3 /AP 5); Rapid Shot: Hyrkanian bow +21/+21/+16/+11 ranged (1d10+3/17-20 x2 /AP 6); Special Attack: Combat style (rapid shot, shot on the run), nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +4, born to the saddle, skill focus (survival), endurance, diehard, mobility, toughness, title, rank hath its privileges, wealth, special regional feature +1, social ability (refuge); Saves: Fort +15, Ref +15, Will +7; Abilities: Str 17, Dex 20, Con 15, Int 13, Wis 11, Cha 18; Skills:  Bluff +7, Gather Information +5, Handle Animal +9, Hide +9, Intimidate +15, Knowledge (local) +13, Knowledge (nobility) +5, Listen +5, Move Silently +9, Ride +22, Search +14, Sense Motive +6, Spot +18, Survival +15; Feats: Combat Reflexes, Far Shot, Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 36 (cruel); Code of Honour: None; Allegiances: Satrap; Leadership: 23/20 (11th level cohort; 150 1st level, 6 2nd level, 3 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, gold-spired helmet with turban, white silk shirt over sleeveless mail, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows
Turanian Nomads

Trade Guards 

Military and trade routes are protected by provisional forces.  They are usually paid for by villages who want the routes and passes protected, and the villages usually work hard to maintain and serve the Trade Guards.  These provincial forces tend to be descendants of the original Hyrkanian nomads, and they tend to be of the nomad class.  They consider themselves 'true' Hyrkanians, for they still maintain a fairly Hyrkanian-style life.  Extremely competent Trade Guards are often invited to care for the horses or falcons of Turanian nobles or for the king and the royal family.  

Trade Guards are exempt from taxation, although they are technically not part of the ruling class.  Trade Guards are allowed to charge a fee from any caravan or merchant they protect along a trade route; however, they also must pay a fair compensation to any traveller who was robbed along a protected route, giving them incentive to do their duty.  Local villages provide for the Trade Guards, not the Imperial Treasury or the provincial treasuries.  Villages that provide Trade Guards for a province are often awarded tax exemptions or reduced taxes by the provincial or fief rulers.

Non-Elite Youth Recruit

Medium Humanoid (Turanian Nomad 1); Hit Dice: 1d10 (6 hp); Initiative: +3 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +2, Ref +3, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +4, Hide +2, Knowledge (local) +3, Listen +0, Move Silently +2, Ride +5, Search +0, Spot +4, Survival +4; Feats:  Far Shot, Mounted Combat; Reputation: 1 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Youth Recruit

Medium Humanoid (Turanian Nomad 1); Hit Dice: 1d10+1 (7 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +4 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +3, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +6, Search +2, Spot +4, Survival +4; Feats:  Far Shot, Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Young Trade Guard

Medium Humanoid (Turanian Nomad 2); Hit Dice: 2d10 (11 hp); Initiative: +4 (+1 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 favoured terrain); Parry Defence: 16 (+1 level, +1 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +3, Ref +4, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +4, Hide +2, Knowledge (local) +3, Listen +0, Move Silently +2, Ride +6, Search +0, Spot +5, Survival +5; Feats:  Far Shot, Mounted Archery, Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Young Trade Guard

Medium Humanoid (Turanian Nomad 2); Hit Dice: 2d10+2 (13 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+1 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +4, Ref +5, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +4, Knowledge (rumours) +1, Listen +1, Move Silently +4, Ride +7, Search +2, Spot +5, Survival +5; Feats:  Far Shot, Mounted Archery, Mounted Combat; Reputation: 3 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Young Adult Trade Guard

Medium Humanoid (Turanian Nomad 3); Hit Dice: 3d10 (17 hp); Initiative: +4 (+1 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 favoured terrain); Parry Defence: 16 (+1 level, +1 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +5 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, endurance; Saves: Fort +3, Ref +4, Will +0; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +7, Hide +2, Knowledge (local) +3, Listen +0, Move Silently +2, Ride +11, Search +0, Spot +6, Survival +5; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat; Reputation: 3 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Young Adult Trade Guard

Medium Humanoid (Turanian Nomad 3); Hit Dice: 3d10+3 (20 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+1 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, endurance; Saves: Fort +4, Ref +5, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +8, Hide +4, Knowledge (local) +4, Knowledge (rumours) +2, Listen +1, Move Silently +4, Ride +12, Search +2, Spot +6, Survival +5; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Adult Trade Guard

Medium Humanoid (Turanian Nomad 4); Hit Dice: 4d10 (22 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+2 level, +2 Dex, +2 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +7 ranged (1d10+1 /19-20 x2 /AP 4); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, endurance; Saves: Fort +4, Ref +6, Will +0; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +7, Hide +4, Knowledge (local) +3, Listen +1, Move Silently +4, Ride +13, Search +1, Spot +8, Survival +7; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Adult Trade Guard

Medium Humanoid (Turanian Nomad 4); Hit Dice: 4d10+4 (26 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+2 level, +3 Dex, +2 favoured terrain); Parry Defence: 18 (+2 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +8 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, endurance; Saves: Fort +5, Ref +7, Will +0; Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +8, Hide +6, Knowledge (local) +5, Knowledge (rumours) +3, Listen +2, Move Silently +6, Ride +14, Search +3, Spot +8, Survival +6; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat; Reputation: 5 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Veteran Trade Guard

Medium Humanoid (Turanian Nomad 5); Hit Dice: 5d10 (28 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+2 level, +2 Dex, +2 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +8 ranged (1d10+1 /19-20 x2 /AP 4); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, endurance, mobility; Saves: Fort +4, Ref +6, Will +0; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +7, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +14, Search +2, Spot +8, Survival +7; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack; Reputation: 5 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Adult Veteran Guard

Medium Humanoid (Turanian Nomad 5); Hit Dice: 5d10+5 (33 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+2 level, +3 Dex, +2 favoured terrain); Parry Defence: 18 (+2 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, endurance; Saves: Fort +5, Ref +7, Will +0; Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +8, Hide +6, Knowledge (local) +6, Knowledge (rumours) +3, Listen +2, Move Silently +6, Ride +15, Search +4, Spot +9, Survival +6; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack; Reputation: 6 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Trade Guard Sipah Salar

Medium Humanoid (Turanian Nomad 6); Hit Dice: 6d10+6 (39 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +2 Dex, +2 favoured terrain); Parry Defence: 18 (+3 level, +1 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +6/+7; Attack: Scimitar +7/+2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +9/+4 ranged (1d10+1 /19-20 x2 /AP 4); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, endurance, mobility, diehard; Saves: Fort +6, Ref +7, Will +1; Abilities: Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +7, Hide +4, Knowledge (local) +5, Knowledge (rumours) +1, Listen +1, Move Silently +4, Ride +15, Search +3, Spot +9, Survival +8; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge; Reputation: 6 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Trade Guard Sipah Salar

Medium Humanoid (Turanian Nomad 6); Hit Dice: 6d10+6 (39 hp); Initiative: +8 (+3 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+3 level, +3 Dex, +2 favoured terrain); Parry Defence: 19 (+3 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +8/+3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +10/+5 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, endurance, diehard; Saves: Fort +6, Ref +8, Will +1; Abilities: Str 15, Dex 17, Con 13, Int 11, Wis 9, Cha 14; Skills:  Handle Animal +9, Hide +6, Knowledge (local) +7, Knowledge (rumours) +4, Listen +2, Move Silently +6, Ride +16, Search +4, Spot +10, Survival +6; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge; Reputation: 7 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Trade Guard Agha Salar

Medium Humanoid (Turanian Nomad 8); Hit Dice: 8d10+8 (52 hp); Initiative: +9 (+3 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+4 level, +3 Dex, +3 favoured terrain); Parry Defence: 19 (+4 level, +1 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +8/+9; Attack: Scimitar +9/+4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +13/+8 ranged (1d10+1 /19-20 x2 /AP 4); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, endurance, mobility, diehard; Saves: Fort +7, Ref +9, Will +1; Abilities: Str 13, Dex 16, Con 12, Int 10, Wis 9, Cha 11; Skills:  Handle Animal +7, Hide +6, Knowledge (local) +5, Knowledge (rumours) +2, Listen +2, Move Silently +6, Ride +17, Search +4, Spot +11, Survival +10; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 10 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Trade Guard Ahgah Salar

Medium Humanoid (Turanian Nomad 8); Hit Dice: 8d10+8 (52 hp); Initiative: +10 (+4 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+4 level, +4 Dex, +3 favoured terrain); Parry Defence: 20 (+4 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +14/+9 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, endurance, diehard; Saves: Fort +7, Ref +10, Will +1; Abilities: Str 15, Dex 18, Con 13, Int 11, Wis 9, Cha 14; Skills:  Gather Information +3, Handle Animal +9, Hide +8, Knowledge (local) +7, Knowledge (rumours) +4, Listen +3, Move Silently +8, Ride +19, Search +5, Spot +12, Survival +8; Feats:  Animal Affinity, Far Shot, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 12 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Trade Guard Amir

Medium Humanoid (Turanian Nomad 10); Hit Dice: 10d10+10 (65 hp); Initiative: +10 (+3 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 21/19 (+5 level, +3 Dex, +3/+1 favoured terrain); Parry Defence: 21 (+5 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +10/+12; Attack: Scimitar +12/+7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +15/+10 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, endurance, mobility, diehard, second favoured terrain +1, improved mobility; Saves: Fort +8, Ref +10, Will +3; Abilities: Str 14, Dex 17, Con 13, Int 11, Wis 10, Cha 12; Skills:  Gather Information +2, Handle Animal +8, Hide +6, Knowledge (local) +5, Knowledge (rumours) +4, Listen +3, Move Silently +6, Ride +18, Search +4, Spot +12, Survival +11; Feats:  Animal Affinity, Far Shot, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 13 (cruel); Code of Honour: None; Allegiances: Satrap, Khan, Malik; Leadership: 11/9 (5th level cohort; 12 1st level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Trade Guard Amir

Medium Humanoid (Turanian Nomad 10); Hit Dice: 10d10+20 (75 hp); Initiative: +11 (+4 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 22/20 (+5 level, +4 Dex, +3/+1 favoured terrain); Parry Defence: 22 (+5 level, +3 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +13/+8 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +16/+11 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, endurance, diehard, second favoured terrain +1, improved mobility; Saves: Fort +9, Ref +11, Will +3; Abilities: Str 16, Dex 19, Con 14, Int 12, Wis 10, Cha 15; Skills:  Gather Information +4, Handle Animal +9, Hide +8, Knowledge (local) +9, Knowledge (rumours) +5, Listen +4, Move Silently +8, Ride +20, Search +6, Spot +14, Survival +10; Feats:  Animal Affinity, Far Shot, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 14 (cruel); Code of Honour: None; Allegiances: Satrap, Khan, Malik; Leadership: 12/10 (6th level cohort; 18 1st level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Trade Guard Malik

Medium Humanoid (Turanian Nomad 12); Hit Dice: 10d10+10+6 (71 hp); Initiative: +11 (+3 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 23/20 (+6 level, +3 Dex, +4/+1 favoured terrain); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +14/+9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +17/+12/+7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Nomad charge +2; Special Qualities: Turanian traits, track, favoured terrain +4, born to the saddle, endurance, mobility, diehard, second favoured terrain +1, improved mobility; Saves: Fort +9, Ref +11, Will +4; Abilities: Str 14, Dex 17, Con 13, Int 11, Wis 10, Cha 13; Skills:  Gather Information +3, Handle Animal +8, Hide +7, Knowledge (local) +5, Knowledge (rumours) +4, Listen +4, Move Silently +7, Ride +18, Search +6, Spot +14, Survival +13; Feats:  Animal Affinity, Combat Reflexes, Far Shot, Horde, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 17 (cruel); Code of Honour: None; Allegiances: Satrap, Khan; Leadership: 15/13 (7th level cohort; 40 1st level, 1 2nd level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Trade Guard Malik

Medium Humanoid (Turanian Nomad 12); Hit Dice: 10d10+20+6 (81 hp); Initiative: +12 (+4 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 24/21 (+6 level, +4 Dex, +4/+1 favoured terrain); Parry Defence: 23 (+6 level, +3 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +12/+15; Attack: Scimitar +15/+10/+5 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +18/+13/+8 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Nomad charge +2; Special Qualities: Turanian traits, track, favoured terrain +4, born to the saddle, endurance, diehard, second favoured terrain +1, improved mobility; Saves: Fort +10, Ref +12, Will +4; Abilities: Str 16, Dex 19, Con 14, Int 12, Wis 10, Cha 16; Skills:  Gather Information +6, Handle Animal +10, Hide +9, Knowledge (local) +10, Knowledge (rumours) +5, Listen +5, Move Silently +9, Ride +20, Search +8, Spot +16, Survival +12; Feats:  Animal Affinity, Combat Reflexes, Far Shot, Horde, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 20 (cruel); Code of Honour: None; Allegiances: Satrap, Khan; Leadership: 17/14 (8th level cohort; 20 1st level, 2 2nd level, 1 3rd level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Trade Guard Khan

Medium Humanoid (Turanian Nomad 16); Hit Dice: 10d10+20+14 (89 hp); Initiative: +14 (+4 Dex,+10 Reflex); Speed: 30 ft.; Dodge Defence: 27/24 (+8 level, +4 Dex, +5/+2 favoured terrain); Parry Defence: 25 (+8 level, +3 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +16/+19; Attack: Scimitar +19/+14/+9/+4 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +22/+17/+12/+7 ranged (1d10+3 /17-20 x2 /AP 6); Special Attack: Nomad charge +2; Special Qualities: Turanian traits, track, favoured terrain +5, born to the saddle, endurance, mobility, diehard, second favoured terrain +2, improved mobility, greater mobility; Saves: Fort +12, Ref +14, Will +5; Abilities: Str 16, Dex 18, Con 14, Int 12, Wis 11, Cha 14; Skills:  Gather Information +8, Handle Animal +9, Hide +9/+5, Intimidate +5, Knowledge (local) +6, Knowledge (rumours) +9, Listen +5/+2, Move Silently +9/+6, Ride +23, Search +8/+5, Spot +19/+16, Survival +14/+11 (2nd number is for 2nd favoured terrain); Feats:  Animal Affinity, Combat Reflexes, Far Shot, Horde, Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 24 (cruel); Code of Honour: None; Allegiances: Satrap; Leadership: 19/16 (9th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Trade Guard Khan

Medium Humanoid (Turanian Nomad 16); Hit Dice: 10d10+20+14 (89 hp); Initiative: +15 (+5 Dex,+10 Reflex); Speed: 30 ft.; Dodge Defence: 28/25 (+8 level, +5 Dex, +5/+2 favoured terrain); Parry Defence: 25 (+8 level, +3 Str, +4 shield); DR: 6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +16/+19; Attack: Scimitar +19/+14/+9/+4 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +23/+18/+13/+8 ranged (1d10+3 /17-20 x2 /AP 6); Special Attack: Nomad charge +2; Special Qualities: Turanian traits, track, favoured terrain +5, born to the saddle, endurance, diehard, second favoured terrain +2, improved mobility, greater mobility; Saves: Fort +12, Ref +15, Will +5; Abilities: Str 17, Dex 20, Con 15, Int 13, Wis 11, Cha 18; Skills:  Gather Information +11, Handle Animal +11, Hide +11/+8, Intimidate +8, Knowledge (local) +10, Knowledge (rumours) +9, Listen +6/+3, Move Silently +11/+8, Ride +25, Search +13/+10, Spot +17/+14, Survival +13/+10  (2nd number is for 2nd favoured terrain); Feats:  Animal Affinity, Combat Reflexes, Far Shot, Horde, Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Spirited Charge, Trample, Weapon Focus (Hyrkanian bow); Reputation: 26 (cruel); Code of Honour: None; Allegiances: Satrap, Khan; Leadership: 22/18 (11th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Raiders 

Provincial forces along the borders tend to be light cavalry forces who are known as Raiders.  These raiders are paid to raid enemy territories for weapons, trade goods, money and slaves.  They also keep enemy kingdoms too busy to organise a force to take on the Imperial Army en masse.  They serve provincial princes and many of them live a nomadic lifestyle along the border provinces.  As raiders, they are exempt from taxation so long as they do their jobs.  They are paid by being allowed to keep anything they raid.  Their territories and duties are hereditary.  Some Raiders serve as Trade Guards during slow seasons, or to add to their incomes.  You can use the Trade Guard stats for single class nomad raiders.  The ones offered here are multi-class options I thought might be interesting.
Non-Elite Youth Recruit

Medium Humanoid (Turanian Nomad 1); Hit Dice: 1d10 (6 hp); Initiative: +3 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +2, Ref +3, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Handle Animal +4, Hide +2, Knowledge (local) +3, Listen +0, Move Silently +2, Ride +5, Search +0, Spot +4, Survival +4; Feats:  Far Shot, Mounted Combat; Reputation: 1 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Youth Recruit

Medium Humanoid (Turanian Nomad 1); Hit Dice: 1d10+1 (7 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +4 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +3, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Handle Animal +5, Hide +4, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +6, Search +2, Spot +4, Survival +4; Feats:  Far Shot, Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Young Raider

Medium Humanoid (Turanian Nomad 1/Thief 1); Hit Dice: 1d10+1d8 (10 hp); Initiative: +5 (+1 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 favoured terrain); Parry Defence: 15 (+0 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming; Saves: Fort +2, Ref +5, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Appraise +0, Gather Information +1, Handle Animal +4, Hide +2, Intimidate +1, Knowledge (local) +3, Knowledge (rumours) +1, Listen +0, Move Silently +2, Ride +5, Search +0, Spot +4, Survival +4, Tumble +2, Use Rope +2; Feats:  Far Shot, Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Young Raider

Medium Humanoid (Turanian Nomad 1/Barbarian 1); Hit Dice: 2d10+2 (12 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Versatility (-2 penalty); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival); Saves: Fort +5, Ref +6, Will -1; Abilities: Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12; Skills:  Handle Animal +6, Hide +4, Intimidate +2, Knowledge (local) +4, Listen +1, Move Silently +4, Ride +9, Search +2, Spot +5, Survival +7; Feats:  Far Shot, Mounted Combat; Reputation: 3 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Young Adult Raider

Medium Humanoid (Turanian Nomad 2/Thief 1); Hit Dice: 2d10+1d8 (16 hp); Initiative: +6 (+1 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 favoured terrain); Parry Defence: 16 (+1 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4); Point Blank Attack: Hyrkanian bow +5 ranged (1d10+2 plus possible sneak attack damage/19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming; Saves: Fort +3, Ref +6, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Appraise +0, Bluff +1, Gather Information +1, Handle Animal +5, Hide +2, Intimidate +1, Knowledge (local) +3, Knowledge (rumours) +1, Listen +0, Move Silently +2, Ride +7, Search +1, Spot +4, Survival +4, Tumble +2, Use Rope +2; Feats:  Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot; Reputation: 3 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Young Adult Raider

Medium Humanoid (Turanian Nomad 1/Barbarian 1/Thief 1); Hit Dice: 2d10+1d8+3 (19 hp); Initiative: +8 (+2 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain); Parry Defence: 16 (+0 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Light Lance +4 mêlée (1d10+2 /x3 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival); Saves: Fort +5, Ref +8, Will -1; Abilities: Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12; Skills:  Bluff +2, Gather Information +2, Handle Animal +6, Hide +5, Intimidate +3, Knowledge (local) +4, Knowledge (rumours) +2, Listen +1, Move Silently +4, Ride +9, Search +3, Spot +6, Survival +7; Feats:  Far Shot, Mounted Combat, Ride-by Attack; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Adult Raider

Medium Humanoid (Turanian Nomad 2/Thief 2); Hit Dice: 2d10+2d8 (20 hp); Initiative: +8 (+2 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4); Point Blank Attack: Hyrkanian bow +7 ranged (1d10+2 plus possible sneak attack damage/19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming, eyes of the cat; Saves: Fort +3, Ref +8, Will -1; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Appraise +1, Bluff +1, Gather Information +1, Handle Animal +5, Hide +3, Intimidate +2, Knowledge (local) +3, Knowledge (rumours) +2, Listen +1, Move Silently +3, Ride +7, Search +2, Spot +5, Survival +4, Tumble +4, Use Rope +3; Feats:  Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Adult Raider

Medium Humanoid (Turanian Nomad 2/Barbarian 1/Thief 1); Hit Dice: 3d10+1d8+4 (25 hp); Initiative: +9 (+2 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 favoured terrain); Parry Defence: 18 (+1 level, +3 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +3/+6; Attack: Scimitar +6 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +6 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +6 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival); Saves: Fort +6, Ref +9, Will -1; Abilities: Str 16, Dex 14, Con 13, Int 10, Wis 8, Cha 12; Skills:  Bluff +2, Gather Information +2, Handle Animal +6, Hide +5, Intimidate +3, Knowledge (local) +4, Knowledge (rumours) +3, Listen +1, Move Silently +4, Ride +10, Search +4, Spot +7, Survival +7; Feats:  Far Shot, Mounted Combat, Ride-by Attack, Spirited Charge; Reputation: 5 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Veteran Raider

Medium Humanoid (Turanian Nomad 3/Thief 2); Hit Dice: 3d10+2d8 (26 hp); Initiative: +8 (+2 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +7 ranged (1d10+1 /19-20 x2 /AP 4); Point Blank Attack: Hyrkanian bow +8 ranged (1d10+2 plus possible sneak attack damage/19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming, eyes of the cat, endurance; Saves: Fort +3, Ref +8, Will +0; Abilities: Str 12, Dex 14, Con 11, Int 9, Wis 8, Cha 10; Skills:  Appraise +1, Bluff +2, Gather Information +1, Handle Animal +5, Hide +3, Intimidate +2, Knowledge (local) +3, Knowledge (rumours) +2, Listen +1, Move Silently +3, Ride +7, Search +3, Spot +6, Survival +4, Tumble +4, Use Rope +3; Feats:  Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot; Reputation: 5 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Veteran Raider

Medium Humanoid (Turanian Nomad 2/Barbarian 2/Thief 1); Hit Dice: 4d10+1d8+5 (32 hp); Initiative: +10 (+2 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 18 (+1 level, +3 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +4/+7; Attack: Scimitar +7 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +7 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +7 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, crimson mist; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival), bite sword; Saves: Fort +7, Ref +10, Will -1; Abilities: Str 16, Dex 14, Con 13, Int 10, Wis 8, Cha 12; Skills:  Bluff +2, Gather Information +2, Handle Animal +6, Hide +6, Intimidate +4, Knowledge (local) +4, Knowledge (rumours) +3, Listen +1, Move Silently +4, Ride +11, Search +4, Spot +8, Survival +7; Feats:  Far Shot, Mounted Combat, Ride-by Attack, Spirited Charge; Reputation: 6 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Raider Sipah Salar

Medium Humanoid (Turanian Nomad 3/Thief 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +8 (+2 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 17 (+2 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +9 ranged (1d10+1 /19-20 x2 /AP 4); Point Blank Attack: Hyrkanian bow +10 ranged (1d10+2 plus possible sneak attack damage/19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +2d6/+2d8; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming, eyes of the cat, endurance, trap sense +1; Saves: Fort +5, Ref +8, Will +1; Abilities: Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 11; Skills:  Appraise +3, Bluff +2, Gather Information +2, Handle Animal +5, Hide +3, Intimidate +3, Knowledge (local) +4, Knowledge (rumours) +4, Listen +1, Move Silently +3, Ride +7, Search +6, Spot +7, Survival +4, Tumble +5, Use Rope +3; Feats: Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot, Weapon Focus (Hyrkanian bow); Reputation: 6 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir ; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Raider Sipah Salar

Medium Humanoid (Turanian Nomad 3/Barbarian 2/Thief 1); Hit Dice: 5d10+1d8+12 (44 hp); Initiative: +10 (+2 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 favoured terrain); Parry Defence: 18 (+1 level, +3 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +5/+8; Attack: Scimitar +8 mêlée (1d8+3 /18-20 x2 /AP 5) or Light Lance +8 mêlée (1d10+3 /x3 /AP 5) or Hyrkanian bow +8 ranged (1d10+3 /19-20 x2 /AP 6); Power Attack: Scimitar +3 mêlée (1d8+8 /18-20 x2 /AP 5) or Light Lance +3 mêlée (1d10+8 /x3 /AP 5); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, crimson mist; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival), bite sword, endurance; Saves: Fort +8, Ref +10, Will +0; Abilities: Str 17, Dex 15, Con 14, Int 11, Wis 9, Cha 13; Skills:  Bluff +2, Gather Information +2, Handle Animal +6, Hide +6, Intimidate +4, Knowledge (local) +4, Knowledge (rumours) +4, Listen +1, Move Silently +4, Ride +12, Search +5, Spot +9, Survival +7; Feats:  Far Shot, Mounted Combat, Power Attack, Ride-by Attack, Spirited Charge; Reputation: 7 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Raider Agha Salar
Medium Humanoid (Turanian Nomad 4/Thief 4); Hit Dice: 4d10+4d8+8 (48 hp); Initiative: +11 (+3 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+4 level, +3 Dex, +2 favoured terrain); Parry Defence: 19 (+4 level, +1 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +7/+8; Attack: Scimitar +8/+3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +12/+7 ranged (1d10+1 /19-20 x2 /AP 4); Point Blank Attack: Hyrkanian bow +13/+8 ranged (1d10+2 plus possible sneak attack damage/19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow, scimitar), sneak attack +2d6/+2d8, nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, trap disarming, eyes of the cat, endurance, trap sense +1, light-footed; Saves: Fort +6, Ref +11, Will +1; Abilities: Str 13, Dex 16, Con 12, Int 10, Wis 9, Cha 11; Skills:  Appraise +3, Bluff +2, Gather Information +4, Handle Animal +5, Hide +5, Intimidate +4, Knowledge (local) +5, Knowledge (rumours) +5, Listen +2, Move Silently +5, Ride +9, Search +8, Spot +10, Survival +6, Tumble +7, Use Rope +5; Feats: Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot, Weapon Focus (Hyrkanian bow); Reputation: 9 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir ; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Raider Ahgah Salar

Medium Humanoid (Turanian Nomad 4/Barbarian 3/Thief 1); Hit Dice: 7d10+1d8+16 (59 hp); Initiative: +11 (+2 Dex,+9 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +2 Dex, +2 favoured terrain); Parry Defence: 21 (+3 level, +4 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +7/+11; Attack: Scimitar +11/+6 mêlée (1d8+4 /18-20 x2 /AP 6) or Light Lance +11/+6 mêlée (1d10+4 /x3 /AP 6) or Hyrkanian bow +10/+5 ranged (1d10+4 /19-20 x2 /AP 7); Power Attack: Scimitar +4/-1 mêlée (1d8+11 /18-20 x2 /AP 6) or Light Lance +4/-1 mêlée (1d10+11 /x3 /AP 6); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, crimson mist, nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, fearless, skill focus (survival), bite sword, endurance, trap sense +1, diehard; Saves: Fort +9, Ref +11, Will +1; Abilities: Str 18, Dex 15, Con 14, Int 11, Wis 9, Cha 13; Skills:  Bluff +2, Gather Information +3, Handle Animal +6, Hide +8, Intimidate +6, Knowledge (local) +4, Knowledge (rumours) +4, Listen +2, Move Silently +5, Ride +14, Search +7, Spot +11, Survival +8; Feats:  Far Shot, Mounted Combat, Power Attack, Ride-by Attack, Spirited Charge; Reputation: 10 (cruel); Code of Honour: None; Allegiances: Khan, Malik, Amir; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+4), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Raider Amir

Medium Humanoid (Turanian Nomad 5/Thief 5); Hit Dice: 5d10+5d8+10 (60 hp); Initiative: +11 (+3 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+4 level, +3 Dex, +2 favoured terrain); Parry Defence: 20 (+4 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +8/+10; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +13/+8 ranged (1d10+2 /17-20 x2 /AP 5); Point Blank Attack: Hyrkanian bow +14/+9 ranged (1d10+3 plus possible sneak attack damage/17-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +11/+11/+6 ranged (1d10+2 /17-20 x2 /AP 5); Rapid Shot at Point Blank Range: Hyrkanian bow +12/+12/+7 ranged (1d10+3 plus possible sneak attack damage/17-20 x2 /AP 5); Special Attack: Sneak attack style (Hyrkanian bow, scimitar), sneak attack +3d6/+3d8, nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, trap disarming, eyes of the cat, endurance, trap sense +1, light-footed, mobility; Saves: Fort +6, Ref +11, Will +2; Abilities: Str 14, Dex 17, Con 13, Int 11, Wis 10, Cha 12; Skills:  Appraise +4, Bluff +5, Gather Information +6, Handle Animal +6, Hide +5, Intimidate +6, Knowledge (local) +5, Knowledge (rumours) +6, Listen +4, Move Silently +5, Ride +10, Search +9, Spot +13, Survival +7, Tumble +8, Use Rope +5; Feats: Far Shot, Improved Critical (Hyrkanian bow), Mounted Archery, Mounted Combat, Point Blank Shot, Rapid Shot, Weapon Focus (Hyrkanian bow); Reputation: 12 (cruel); Code of Honour: None; Allegiances: Khan, Malik ; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Raider Amir

Medium Humanoid (Turanian Nomad 5/Barbarian 4/Thief 1); Hit Dice: 9d10+1d8+20 (74 hp); Initiative: +13 (+3 Dex,+10 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+5 level, +3 Dex, +2 favoured terrain); Parry Defence: 21 (+3 level, +4 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +9/+13; Attack: Scimitar +13/+8 mêlée (1d8+4 /18-20 x2 /AP 6) or Light Lance +13/+8 mêlée (1d10+4 /x3 /AP 6) or Hyrkanian bow +13/+8 ranged (1d10+4 /19-20 x2 /AP 7); Power Attack: Scimitar +4/-1 mêlée (1d8+13 /18-20 x2 /AP 6) or Light Lance +4/-1 mêlée (1d10+13 /x3 /AP 6); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, crimson mist, nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, fearless, skill focus (survival), bite sword, endurance, trap sense +1, diehard, mobility, uncanny dodge; Saves: Fort +10, Ref +13, Will +2; Abilities: Str 19, Dex 16, Con 15, Int 12, Wis 10, Cha 14; Skills:  Bluff +5, Gather Information +4, Handle Animal +7, Hide +10, Intimidate +8, Knowledge (local) +5, Knowledge (rumours) +5, Knowledge (warfare) +2, Listen +3, Move Silently +6, Ride +17, Search +9, Spot +14, Survival +9; Feats:  Far Shot, Improved Sunder, Mounted Combat, Power Attack, Ride-by Attack, Spirited Charge, Trample; Reputation: 16 (cruel); Code of Honour: None; Allegiances: Satrap, Khan, Malik; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+4), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Raider Malik

Medium Humanoid (Turanian Nomad 6/Thief 6); Hit Dice: 5d10+5d8+10+3+2 (65 hp); Initiative: +14 (+4 Dex,+10 Reflex); Speed: 30 ft.; Dodge Defence: 22 (+6 level, +4 Dex, +2 favoured terrain); Parry Defence: 22 (+6 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +10/+12; Attack: Scimitar +12/+7/+2 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +16/+11/+6 ranged (1d10+2 /17-20 x2 /AP 5); Point Blank Attack: Hyrkanian bow +17/+12/+7 ranged (1d10+3 plus possible sneak attack damage/17-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +14/+14/+9/+4 ranged (1d10+2 /17-20 x2 /AP 5); Rapid Shot at Point Blank Range: Hyrkanian bow +15/+15/+10/+5 ranged (1d10+3 plus possible sneak attack damage/17-20 x2 /AP 5); Special Attack: Sneak attack style (Hyrkanian bow, scimitar), sneak attack +3d6/+3d8, nomad charge +1, special ability (crippling strike); Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, trap disarming, eyes of the cat, endurance, trap sense +2, light-footed, mobility, diehard; Saves: Fort +8, Ref +14, Will +4; Abilities: Str 14, Dex 18, Con 13, Int 11, Wis 10, Cha 12; Skills:  Appraise +5, Bluff +5, Gather Information +7, Handle Animal +6, Hide +10, Intimidate +7, Knowledge (local) +5, Knowledge (rumours) +7, Listen +4, Move Silently +6, Ride +12, Search +10, Spot +14, Survival +7, Tumble +10, Use Rope +6; Feats: Far Shot, Improved Critical (Hyrkanian bow), Mounted Archery, Mounted Combat, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Hyrkanian bow); Reputation: 18 (cruel); Code of Honour: None; Allegiances: Satrap, Khan ; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Raider Malik

Medium Humanoid (Turanian Nomad 6/Barbarian 5/Thief 1); Hit Dice: 9d10+1d8+20+6+10 (90 hp); Initiative: +14 (+3 Dex,+11 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +3 Dex, +2 favoured terrain); Parry Defence: 23 (+4 level, +5 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +11/+16; Attack: Scimitar +16/+11/+6 mêlée (1d8+5 /15-20 x2 /AP 7) or Light Lance +16/+11/+6 mêlée (1d10+5 /x3 /AP 7) or Hyrkanian bow +15/+10/+5 ranged (1d10+5 /19-20 x2 /AP 8); Power Attack: Scimitar +5/+0 mêlée (1d8+16 /15-20 x2 /AP 7) or Light Lance +5/+0 mêlée (1d10+16 /x3 /AP 7); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, crimson mist, nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +2, born to the saddle, fearless, skill focus (survival), bite sword, endurance, trap sense +1, diehard, mobility, uncanny dodge, improved mobility, toughness; Saves: Fort +11, Ref +14, Will +3; Abilities: Str 20, Dex 16, Con 15, Int 12, Wis 10, Cha 14; Skills:  Bluff +5, Gather Information +6, Handle Animal +7, Hide +10, Intimidate +10, Knowledge (local) +5, Knowledge (rumours) +5, Knowledge (warfare) +2, Listen +3, Move Silently +6, Ride +19, Search +10, Spot +16, Survival +10; Feats:  Far Shot, Improved Critical (scimitar), Improved Sunder, Mounted Combat, Power Attack, Ride-by Attack, Spirited Charge, Trample; Reputation: 18 (cruel); Code of Honour: None; Allegiances: Satrap, Khan; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+5), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Non-Elite Raider Khan

Medium Humanoid (Turanian Nomad 8/Thief 8); Hit Dice: 5d10+5d8+20+9+6 (85 hp); Initiative: +17 (+5 Dex,+12 Reflex); Speed: 30 ft.; Dodge Defence: 26 (+8 level, +5 Dex, +3 favoured terrain); Parry Defence: 24 (+8 level, +2 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +14/+16; Attack: Scimitar +16/+11/+6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +21/+16/+11 ranged (1d10+2 /17-20 x2 /AP 5); Point Blank Attack: Hyrkanian bow +22/+17/+12 ranged (1d10+3 plus possible sneak attack damage/17-20 x2 /AP 5); Rapid Shot: Hyrkanian bow +19/+19/+14/+9 ranged (1d10+2 /17-20 x2 /AP 5); Rapid Shot at Point Blank Range: Hyrkanian bow +20/+20/+15/+10 ranged (1d10+3 plus possible sneak attack damage/17-20 x2 /AP 5); Special Attack: Sneak attack style (Hyrkanian bow, scimitar, light lance), sneak attack +4d6/+4d8, nomad charge +1, special ability (crippling strike); Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, trap disarming, eyes of the cat, endurance, trap sense +2, light-footed, mobility, diehard, poison use; Saves: Fort +10, Ref +17, Will +4; Abilities: Str 15, Dex 20, Con 14, Int 12, Wis 11, Cha 13; Skills:  Appraise +8, Bluff +9, Gather Information +11, Handle Animal +6, Hide +14, Intimidate +10, Knowledge (local) +6, Knowledge (rumours) +10, Listen +5, Move Silently +8, Ride +15, Search +14, Sleight-of-Hand +7, Spot +17, Survival +10, Tumble +11, Use Rope +7; Feats: Far Shot, Improved Critical (Hyrkanian bow), Leadership, Mounted Archery, Mounted Combat, Point Blank Shot, Precise Shot, Rapid Shot, Spirited Charge, Weapon Focus (Hyrkanian bow); Reputation: 23 (cruel); Code of Honour: None; Allegiances: Satrap, Khan ; Leadership: 18/15 (9th level cohort; 60 1st level, 2 2nd level, 1 3rd level followers); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools), 20 vials of scorpion venom, 10 vials of viper venom.
Elite Raider Khan

Medium Humanoid (Turanian Nomad 10/Barbarian 5/Thief 1); Hit Dice: 9d10+1d8+30+18+10 (112 hp); Initiative: +16 (+3 Dex,+13 Reflex); Speed: 30 ft.; Dodge Defence: 24/+22 (+8 level, +3 Dex, +3/+1 favoured terrain); Parry Defence: 26 (+6 level, +6 Str, +4 shield); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +15/+21; Attack: Scimitar +21/+16/+11 mêlée (1d8+6 /15-20 x2 /AP 8) or Light Lance +21/+16/+11 mêlée (1d10+6 /19-20 x3 /AP 8) or Hyrkanian bow +19/+14/+9 ranged (1d10+6 /19-20 x2 /AP 9); Power Attack: Scimitar +6/+1/-4 mêlée (1d8+21 /15-20 x2 /AP 8) or Light Lance +6/+1/-4 mêlée (1d10+21 /19-20 x3 /AP 8); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, crimson mist, nomad charge +1; Special Qualities: Turanian traits, track, favoured terrain +3, born to the saddle, fearless, skill focus (survival), bite sword, endurance, trap sense +1, diehard, mobility, uncanny dodge, improved mobility, toughness, second favoured terrain +1, greater mobility; Saves: Fort +14, Ref +16, Will +4; Abilities: Str 22, Dex 17, Con 16, Int 13, Wis 11, Cha 15; Skills:  Bluff +5, Gather Information +10, Handle Animal +7, Hide +11, Intimidate +14, Knowledge (local) +5, Knowledge (rumours) +5, Knowledge (warfare) +2, Listen +4, Move Silently +7, Ride +23, Search +15, Spot +21, Survival +11; Feats:  Far Shot, Improved Critical (scimitar), Improved Critical (light lance), Improved Sunder, Leadership, Mounted Archery, Mounted Combat, Power Attack, Ride-by Attack, Spirited Charge, Trample; Reputation: 24 (cruel); Code of Honour: None; Allegiances: Satrap; Leadership: 19/16 (9th level cohort; 70 1st level, 3 2nd level, 1 3rd level); Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+6), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Imperial Navy
Other Turanian soldiers are employed not as cavalry but as marines, sailing the Vilayet to protect Turan's shipping and shores from the Red Brotherhood.  Most of the glory, however, goes to the land forces and the commanders of land forces.  The navy's duty is to protect shipping and transport soldiers.  Most marines are archers.  The Turanian navy has two divisions: marines and ships.  The marines are the warriors and fighters.  The ships division maintains old ships and constructs new ships.

The commander of the Turanian navy has the title of Amir al-Bahr.  He commands the officers of both divisions.  There are no officers between the Amir al-Bahr and the captains of the various ships.

Marines Division of the Turanian Imperial Navy

Marine Formation

Soldiers who wish to take to sea may gain the following new formation rather than one of the standard ones in the core rules. They may do this any time they gain the formation combat class ability.

Marine:  You are highly trained in the arts of both boarding and repelling borders. While there are at least two other soldiers with this formation combat ability in the action with you, you gain a +1 circumstance bonus to any attack roll or skill check required to execute or resist a boarding manoeuvre. This is an extraordinary ability.

Non-Elite Youth Recruit
Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10 (6 hp); Initiative: +1 (+1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 11 (+0 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits; Saves: Fort +2, Ref +1, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +3, Ride +3, Survival +1; Feats:  Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 1 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows
Elite Youth Recruit
Medium Humanoid (Turanian Soldier 1); Hit Dice: 1d10+1 (7 hp); Initiative: +2 (+2 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 12 (+0 level, +2 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits; Saves: Fort +3, Ref +2, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Craft (bowyer) +2, Intimidate +5, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Survival +1; Skills (Carpenter):  Craft (bowyer) +2, Craft (carpentry) +4, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Survival +1; Skills (Cook):  Craft (bowyer) +2, Craft (cook) +4, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Survival +1; Skills (Grapher):  Craft (bowyer) +2, Craft (cartography) +2, Craft (graphing) +2, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Survival +1; Skills (Lookout):  Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Spot +1, Survival +1; Skills (Rigger):  Climb +4, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Survival +1, Use Rope +4; Feats: Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 2 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Young Seaman

Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10 (11 hp); Initiative: +1 (+1 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 12 (+1 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +5 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits; Saves: Fort +3, Ref +1, Will -1; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +4, Ride +3, Survival +1; Feats:  Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 2 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows.
Elite Young Seaman

Medium Humanoid (Turanian Soldier 2); Hit Dice: 2d10+2 (13 hp); Initiative: +2 (+2 Dex,+0 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 13 (+1 level, +2 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits; Saves: Fort +4, Ref +2, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Climb +3, Craft (bowyer) +2, Intimidate +5, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1; Skills (Carpenter):  Craft (bowyer) +2, Craft (carpentry) +5, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1; Skills (Cook):  Craft (bowyer) +2, Craft (cook) +5, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1; Skills (Grapher):  Craft (bowyer) +2, Craft (cartography) +3, Craft (graphing) +2, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1; Skills (Lookout):  Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Spot +2, Survival +1; Skills (Rigger):  Climb +5, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1, Use Rope +4; Feats: Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 3 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows
Non-Elite Young Adult Seaman

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10 (17 hp); Initiative: +2 (+1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 13 (+2 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attack: Formation combat (marine); Special Qualities: Turanian traits; Saves: Fort +3, Ref +2, Will +0; Abilities: Str 12, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +4, Ride +3, Survival +1, Use Rope +2; Feats:  Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 3 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Adult Seaman

Medium Humanoid (Turanian Soldier 3); Hit Dice: 3d10+3 (20 hp); Initiative: +3 (+2 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 14 (+2 level, +2 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Formation combat (marine); Special Qualities: Turanian traits; Saves: Fort +4, Ref +3, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Climb +3, Craft (bowyer) +2, Intimidate +5, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Survival +1, Use Rope +3; Skills (Carpenter):  Craft (bowyer) +2, Craft (carpentry) +6, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Survival +1; Skills (Cook):  Craft (bowyer) +2, Craft (cook) +6, Knowledge (local) +2, Profession (sailor) +4, Ride +5, Survival +1; Skills (Grapher):  Craft (bowyer) +2, Craft (cartography) +3, Craft (graphing) +3, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Survival +1; Skills (Lookout):  Climb +3, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Spot +2, Survival +1, Use Rope +3; Skills (Rigger):  Climb +6, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Survival +1, Use Rope +4; Feats: Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 4 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Adult Seaman

Medium Humanoid (Turanian Soldier 4); Hit Dice: 4d10 (22 hp); Initiative: +2 (+1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +7 ranged (1d10+3 /19-20 x2 /AP 4) ; Special Attack: Formation combat (marine); Special Qualities: Turanian traits; Saves: Fort +4, Ref +2, Will +0; Abilities: Str 13, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Balance +1.5, Climb +2, Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +4, Ride +3, Survival +1; Feats:  Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 4 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Adult Seaman

Medium Humanoid (Turanian 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: 15 (+3 level, +2 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +8 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (marine); Special Qualities: Turanian traits; Saves: Fort +5, Ref +3, Will +0; Abilities: Str 15, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Climb +3, Craft (bowyer) +2, Intimidate +6, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1, Use Rope +3; Skills (Carpenter):  Craft (bowyer) +2, Craft (carpentry) +7, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1; Skills (Cook):  Craft (bowyer) +2, Craft (cook) +7, Knowledge (local) +2, Profession (sailor) +5, Ride +5, Survival +1; Skills (Grapher):  Craft (bowyer) +2, Craft (cartography) +4, Craft (graphing) +3, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1; Skills (Lookout):  Climb +3, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +3, Ride +4, Spot +3, Survival +1, Use Rope +3; Skills (Rigger):  Climb +6, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1, Use Rope +5; Feats: Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 5 (Brutal); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Veteran Sailor (Mate)
Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10 (28 hp); Initiative: +2 (+1 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +5/+6; Attack: Scimitar +7 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +8 ranged (1d10+3 /19-20 x2 /AP 4) ; Special Attack: Formation combat (marine); Special Qualities: Turanian traits, officer; Saves: Fort +4, Ref +2, Will +0; Abilities: Str 13, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Balance +2, Climb +2, Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +4, Ride +3, Survival +1; Feats:  Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 5 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Mate Veteran Sailor (Mate)
Medium Humanoid (Turanian Soldier 5); Hit Dice: 5d10+5 (33 hp); Initiative: +3 (+2 Dex,+1 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 15 (+3 level, +2 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +8 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9 ranged (1d10+4 /19-20 x2 /AP 5); Special Attack: Formation combat (marine); Special Qualities: Turanian traits, officer; Saves: Fort +5, Ref +3, Will +0; Abilities: Str 15, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills (Master of Arms' Mate):  Balance +3, Climb +3, Craft (bowyer) +2, Intimidate +7, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1, Use Rope +3; Skills (Master Carpenter's Mate):  Climb +3, Craft (bowyer) +2, Craft (carpentry) +7, Craft (cook) +1, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1; Skills (Quartermaster's Mate):  Climb +3, Craft (bowyer) +2, Diplomacy +2,  Intimidate +6, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1, Use Rope +3; Skills (Helmsman):  Balance +3, Climb +6, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +7, Ride +4, Survival +1, Use Rope +5; Feats: Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (Hyrkanian bow); Reputation: 7 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Seasoned Veteran Sailor (Mate)
Medium Humanoid (Turanian Soldier 6); Hit Dice: 6d10+6 (39 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 16 (+4 level, +2 Str); DR:  6 (sleeveless mail shirt and gold-spired helmet with turban); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +9/+4 mêlée (1d8+4 /18-20 x2 /AP 4) or Hyrkanian bow +10/+5 ranged (1d10+4 /19-20 x2 /AP 5) ; Special Attack: Formation combat (marine); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +4, Will +1; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 9, Cha 11; Skills (Seaman):  Balance +3, Climb +3, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1, Use Rope +3; Feats:  Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow); Reputation: 6 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Elite Veteran Naval Officer

Medium Humanoid (Turanian 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: 17 (+4 level, +3 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +6/+9; Attack: Scimitar +10/+5 mêlée (1d8+5 /18-20 x2 /AP 5) or Hyrkanian bow +11/+6 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (marine); Special Qualities: Turanian traits, officer; Saves: Fort +6, Ref +5, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 11, Wis 9, Cha 14; Skills (Master of Arms):  Balance +4, Climb +4, Craft (bowyer) +2, Intimidate +9, Knowledge (local) +2, Profession (sailor) +7, Ride +5, Survival +1, Use Rope +4; Skills (Master Carpenter):  Climb +4, Craft (bowyer) +2, Craft (carpentry) +7, Craft (cook) +1, Intimidate +3, Knowledge (local) +2, Profession (sailor) +7, Ride +5, Survival +1; Skills (Quartermaster):  Balance +4, Climb +4, Craft (bowyer) +2, Diplomacy +3,  Intimidate +8, Knowledge (local) +2, Profession (sailor) +6, Ride +5, Survival +1, Use Rope +4; Skills (Helmsman):  Balance +4, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +8, Ride +5, Survival +1, Use Rope +7; Feats: Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow); Reputation: 10 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Elite Veteran Naval Officer (2nd Mate, Bosun or Navigator)
Medium Humanoid (Turanian Soldier 8); Hit Dice: 8d10+8 (52 hp); Initiative: +5 (+3 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 19 (+6 level, +3 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +8/+11; Attack: Scimitar +12/+7 mêlée (1d8+5 /18-20 x2 /AP 5) or Hyrkanian bow +13/+8 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (marine, fighting spirit); Special Qualities: Turanian traits, officer; Saves: Fort +7, Ref +5, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 12, Wis 9, Cha 14; Skills (2nd Mate):  Balance +4, Climb +4, Craft (bowyer) +3, Diplomacy +3, Intimidate +11, Knowledge (local) +4, Profession (sailor) +8, Ride +5, Survival +1, Use Rope +4; Skills (Bosun):  Balance +4, Climb +4, Craft (bowyer) +3, Craft (carpentry) +8, Craft (cook) +2, Intimidate +5, Knowledge (local) +4, Profession (sailor) +7, Ride +5, Survival +1; Skills (Navigator):  Balance +4, Climb +7, Craft (bowyer) +3, Decipher Script +2, Knowledge (geography) +2, Knowledge (local) +3, Profession (sailor) +10, Ride +5, Survival +1, Use Rope +7; Feats: Endurance, Combat Reflexes, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow); Reputation: 13 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Elite Veteran Naval Officer (1st Mate)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 20 (+7 level, +3 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +14/+9 mêlée (1d8+5 /18-20 x2 /AP 5) or Hyrkanian bow +15/+10 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (marine, fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +6, Will +3; Abilities: Str 17, Dex 17, Con 14, Int 13, Wis 10, Cha 15; Skills:  Balance +4, Bluff +5, Climb +4, Craft (bowyer) +3, Diplomacy +4, Intimidate +15, Knowledge (local) +5, Profession (sailor) +10, Ride +5, Survival +2, Use Rope +4; Feats: Endurance, Combat Reflexes, Far Shot, Persuasive, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow), Web of Death; Reputation: 17 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Elite Veteran Naval Officer (Master of Sails)

Medium Humanoid (Turanian Soldier 10); Hit Dice: 10d10+20 (75 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 20 (+7 level, +3 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +14/+9 mêlée (1d8+5 /18-20 x2 /AP 5) or Hyrkanian bow +15/+10 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (marine, fighting spirit); Special Qualities: Turanian traits, officer +1; Saves: Fort +9, Ref +6, Will +3; Abilities: Str 17, Dex 17, Con 14, Int 13, Wis 10, Cha 15; Skills:  Balance +4, Climb +7, Craft (bowyer) +3, Decipher Script +3, Knowledge (geography) +4, Knowledge (local) +3, Profession (sailor) +13, Ride +5, Spot +1, Survival +2, Use Rope +7; Feats: Endurance, Combat Reflexes, Far Shot, Navigation, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow), Web of Death; Reputation: 16 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr, Captain; Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Elite Titled Naval Officer (Captain)

Medium Humanoid (Turanian Soldier 10/Noble 2); Hit Dice: 10d10+20+4 (79 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 21 (+8 level, +3 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +11/+14; Attack: Scimitar +16/+11/+6 mêlée (1d8+5 /18-20 x2 /AP 5) or Hyrkanian bow +17/+12/+7 ranged (1d10+5 /19-20 x2 /AP 6); Special Attack: Formation combat (marine, fighting spirit); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort +9, Ref +6, Will +6; Abilities: Str 17, Dex 17, Con 14, Int 13, Wis 10, Cha 16; Skills:  Balance +4, Bluff +5, Climb +4, Craft (bowyer) +3, Diplomacy +6, Intimidate +18, Knowledge (local) +5, Knowledge (nobility) +3, Knowledge (rumours) +3, Knowledge (warfare) +3, Profession (sailor) +10, Ride +6, Survival +2, Use Rope +4; Feats: Endurance, Combat Reflexes, Far Shot, Leadership, Persuasive, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow), Web of Death; Reputation: 21 (cruel); Code of Honour: None; Allegiances: King of Turan, Amir al-Bahr; Leadership: 16/15 (8th level cohort; 60 1st level, 2 2nd level, 1 3rd level); Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Amir al-Bahr (Titled Naval Officer)

Medium Humanoid (Turanian Soldier 10/Noble 6); Hit Dice: 10d10+20+12 (87 hp); Initiative: +9 (+4 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+6 level, +4 Dex); Parry Defence: 24 (+10 level, +4 Str); DR:  6 (sleeveless mail shirt and spired helmet with turban); Base Attack Bonus/Grapple: +14/+18; Attack: Scimitar +20/+15/+10 mêlée (1d8+6 /18-20 x2 /AP 6) or Hyrkanian bow +21/+16/+11 ranged (1d10+6 /19-20 x2 /AP 7); Special Attack: Formation combat (marine, fighting spirit); Special Qualities: Turanian traits, officer +1, title, rank hath its privileges, wealth, special regional feature +1, social ability (refuge – his old ship), lead by example +2, enhanced leadership; Saves: Fort +11, Ref +9, Will +8; Abilities: Str 18, Dex 18, Con 15, Int 14, Wis 11, Cha 18; Skills:  Appraise +5, Balance +5, Bluff +7, Climb +5, Craft (bowyer) +4, Diplomacy +10, Intimidate +23, Knowledge (local) +8, Knowledge (nobility) +10, Knowledge (rumours) +10, Knowledge (warfare) +10, Profession (sailor) +10, Ride +7, Survival +2, Use Rope +5; Feats: Endurance, Combat Reflexes, Far Shot, Knowledgeable, Leadership, Persuasive, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Weapon Specialization (scimitar), Weapon Specialization (Hyrkanian bow), Web of Death; Reputation: 28 (cruel); Code of Honour: None; Allegiances: King of Turan; Leadership: 24/22 (12th level cohort; 250 1st level, 10 2nd level, 4 3rd level, 2 4th level, 1 5th level followers); Possessions: Mail shirt, spired steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+4), quiver of 40 arrows

The Red Brotherhood

Many of these stats refer to people who joined pirate ships early as young escaped slaves.  Most pirates really should have levels in other classes, and then turn pirate later in their lives; a few stats representing these kinds of persons have been sprinkled in here and there.
Pirate Crewmen

Non-Elite Youth Cabin Boy
Medium Humanoid (Turanian Pirate 1); Hit Dice: 1d8 (5 hp); Initiative: +2 (+0 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +0 Dex, +1 seamanship); Parry Defence: 12 (+0 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +0/+1; Attack: Scimitar +1 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +1 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +4, Ref +2, Will +1; Abilities: Str 12, Dex 11, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Balance +3, Climb +6, Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +4, Ride +2, Survival +1, Use Rope +4; Feats:  Whip Weary; Reputation: 1 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+1) with quiver of 40 arrows

Elite Youth Cabin Boy
Medium Humanoid (Turanian Pirate 1); Hit Dice: 1d8+1 (6 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +1 Dex, +1 seamanship); Parry Defence: 13 (+0 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +0/+2; Attack: Scimitar +2 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +2 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +3, Ref +3, Will +1; Abilities: Str 14, Dex 13, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Balance +4, Climb +7, Craft (bowyer) +2, Intimidate +5, Knowledge (local) +2, Profession (sailor) +4, Ride +3, Survival +1, Use Rope +4; Skills (Carpenter):  Balance +4, Climb +7, Craft (bowyer) +2, Craft (carpentry) +4, Knowledge (local) +2, Profession (sailor) +4, Ride +3, Survival +1, Use Rope +4; Skills (Cook):  Balance +4, Climb +7, Craft (bowyer) +2, Craft (cook) +4, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1, Use Rope +4; Skills (Grapher):  Balance +4, Climb +7, Craft (bowyer) +2, Craft (cartography) +2, Craft (graphing) +2, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Survival +1, Use Rope +4; Skills (Lookout):  Balance +4, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Spot +3, Survival +1, Use Rope +4; Skills (Rigger):  Balance +4, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +4, Ride +4, Spot +3, Survival +1, Use Rope +4; Feats:  Whip Weary; Reputation: 2 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Non-Elite Young Pirate Seaman
Medium Humanoid (Turanian Pirate 2); Hit Dice: 2d8 (9 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +0 Dex, +1 seamanship); Parry Defence: 13 (+1 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +2 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Ferocious attack; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter; Saves: Fort +5, Ref +3, Will +1; Abilities: Str 12, Dex 11, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Balance +4, Climb +6, Craft (bowyer) +1, Intimidate +1, Knowledge (local) +1, Profession (sailor) +5, Ride +2, Survival +1, Use Rope +4; Feats:  Whip Weary; Reputation: 2 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+1) with quiver of 40 arrows

Elite Young Pirate Crewman

Medium Humanoid (Turanian Pirate 2); Hit Dice: 2d8+2 (11 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 seamanship); Parry Defence: 14 (+1 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +3 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious attack; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter; Saves: Fort +4, Ref +4, Will +1; Abilities: Str 14, Dex 13, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Balance +5, Climb +7, Craft (bowyer) +2, Intimidate +6, Knowledge (local) +2, Profession (sailor) +5, Ride +3, Survival +1, Use Rope +5; Skills (Carpenter):  Balance +4, Climb +7, Craft (bowyer) +3, Craft (carpentry) +5, Knowledge (local) +2, Profession (sailor) +5, Ride +3, Survival +1, Use Rope +5; Skills (Cook):  Balance +4, Climb +7, Craft (bowyer) +2, Craft (cook) +5, Knowledge (local) +3, Profession (sailor) +5, Ride +4, Survival +1, Use Rope +5; Skills (Grapher):  Balance +4, Climb +7, Craft (bowyer) +2, Craft (cartography) +3, Craft (graphing) +3, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Survival +1, Use Rope +5; Skills (Lookout):  Balance +5, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Spot +4, Survival +1, Use Rope +5; Skills (Rigger):  Balance +5, Climb +8, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Spot +3, Survival +1, Use Rope +5; Feats:  Whip Weary; Reputation: 3 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Non-Elite Young Adult Pirate Seaman

Medium Humanoid (Turanian Pirate 3); Hit Dice: 3d8 (14 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +0 Dex, +1 seamanship); Parry Defence: 13 (+1 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Ferocious Attack, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter; Saves: Fort +5, Ref +3, Will +2; Abilities: Str 12, Dex 11, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Balance +5, Climb +6, Craft (bowyer) +1, Intimidate +2, Knowledge (local) +1, Profession (sailor) +6, Ride +2, Survival +1, Use Rope +4; Feats:  Far Shot, Whip Weary; Reputation: 3 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+1) with quiver of 40 arrows

Elite Young Adult Pirate Crewman

Medium Humanoid (Turanian Pirate 3); Hit Dice: 3d8+3 (17 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 seamanship); Parry Defence: 14 (+1 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +4 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious Attack, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter; Saves: Fort +4, Ref +4, Will +2; Abilities: Str 14, Dex 13, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Balance +6, Climb +7, Craft (bowyer) +2, Intimidate +7, Knowledge (local) +2, Profession (sailor) +6, Ride +3, Survival +1, Use Rope +5; Skills (Carpenter):  Balance +5, Climb +7, Craft (bowyer) +4, Craft (carpentry) +6, Knowledge (local) +2, Profession (sailor) +6, Ride +3, Survival +1, Use Rope +5; Skills (Cook):  Balance +5, Climb +7, Craft (bowyer) +2, Craft (cook) +6, Knowledge (local) +4, Profession (sailor) +6, Ride +4, Survival +1, Use Rope +5; Skills (Grapher):  Balance +5, Climb +7, Craft (bowyer) +3, Craft (cartography) +4, Craft (graphing) +3, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Survival +1, Use Rope +5; Skills (Lookout):  Balance +6, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Spot +5, Survival +1, Use Rope +6; Skills (Rigger):  Balance +6, Climb +9, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Spot +3, Survival +1, Use Rope +6; Feats:  Far Shot, Whip Weary; Reputation: 4 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Non-Elite Adult Pirate Seaman

Medium Humanoid (Turanian Pirate 4); Hit Dice: 4d8 (18 hp); Initiative: +5 (+1 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 seamanship); Parry Defence: 14 (+2 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +5 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Ferocious Attack, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter, Uncanny Dodge; Saves: Fort +6, Ref +5, Will +2; Abilities: Str 12, Dex 12, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman):  Balance +5, Climb +6, Craft (bowyer) +1, Intimidate +3, Knowledge (local) +1, Profession (sailor) +7, Ride +2, Survival +1, Use Rope +5; Feats:  Far Shot, Whip Weary; Reputation: 4 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+1) with quiver of 40 arrows

Elite Adult Pirate Crewman

Medium Humanoid (Turanian Pirate 4); Hit Dice: 4d8+4 (22 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious Attack, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter, Uncanny Dodge; Saves: Fort +5, Ref +6, Will +2; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman):  Balance +7, Climb +7, Craft (bowyer) +2, Intimidate +8, Knowledge (local) +3, Profession (sailor) +7, Ride +4, Survival +1, Use Rope +8; Skills (Carpenter):  Balance +7, Climb +7, Craft (bowyer) +5, Craft (carpentry) +7, Knowledge (local) +2, Profession (sailor) +7, Ride +4, Survival +1, Use Rope +6; Skills (Cook):  Balance +7, Climb +7, Craft (bowyer) +2, Craft (cook) +7, Knowledge (local) +5, Profession (sailor) +7, Ride +5, Survival +1, Use Rope +6; Skills (Grapher):  Balance +7, Climb +7, Craft (bowyer) +3, Craft (cartography) +5, Craft (graphing) +4, Knowledge (local) +2, Profession (sailor) +7, Ride +5, Survival +1, Use Rope +6; Skills (Lookout):  Balance +8, Climb +8, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +7, Ride +5, Spot +6, Survival +1, Use Rope +7; Skills (Rigger):  Balance +8, Climb +9, Craft (bowyer) +2, Knowledge (local) +3, Profession (sailor) +7, Ride +5, Spot +3, Survival +1, Use Rope +8; Feats:  Far Shot, Whip Weary; Reputation: 5 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Non-Elite Adult Seaman (turned pirate after a career on a military ship)

Medium Humanoid (Turanian Soldier 3/Pirate 1); Hit Dice: 3d10+1d8 (21 hp); Initiative: +4 (+1 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 seamanship); Parry Defence: 14 (+2 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attack: Formation combat (marine), ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +5, Ref +4, Will +0; Abilities: Str 13, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills (Seaman): Balance +3, Climb +3, Craft (bowyer) +1, Knowledge (local) +1, Profession (sailor) +5, Ride +3, Spot +0, Survival +1, Use Rope +3; Feats:  Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 4 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Young Adult Crewman (turned pirate after a career on a military ship)

Medium Humanoid (Turanian Soldier 3/Pirate 1); Hit Dice: 3d10+1d8+4 (25 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Formation combat (marine), ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +6, Ref +5, Will +0; Abilities: Str 15, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman): Balance +4, Climb +4, Craft (bowyer) +2, Intimidate +5, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Spot +2, Survival +1, Use Rope +4; Skills (Carpenter): Balance +4, Climb +4, Craft (bowyer) +2, Craft (carpentry) +6, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Spot +0, Survival +1, Use Rope +4; Skills (Cook): Balance +4, Climb +4, Craft (bowyer) +2, Craft (cook) +6, Knowledge (local) +2, Profession (sailor) +5, Ride +5, Spot +0, Survival +1, Use Rope +4; Skills (Grapher): Balance +4, Climb +4, Craft (bowyer) +2, Craft (cartography) +3, Craft (graphing) +3, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Spot +0, Survival +1, Use Rope +4; Skills (Lookout): Balance +4, Climb +4, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +5, Ride +4, Spot +5, Survival +1, Use Rope +4; Skills (Rigger): Balance +3, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +6, Ride +4, Spot +2, Survival +1, Use Rope +5; Feats: Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 5 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Adult Seaman (turned pirate after a career with a military unit) 

Medium Humanoid (Turanian Soldier 3/Pirate 1); Hit Dice: 3d10+1d8 (21 hp); Initiative: +4 (+1 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 seamanship); Parry Defence: 14 (+2 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Formation combat (light cavalry), ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +5, Ref +4, Will +0; Abilities: Str 13, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Balance +3, Climb +3, Handle Animal +2, Intimidate +2, Knowledge (local) +1, Profession (sailor) +1, Ride +5, Search +1, Survival +1 Use Rope +2; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 3 (Brutal); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Adult Seaman (turned pirate after a career with a military unit) (competitor personality)

Medium Humanoid (Turanian Soldier 3/Pirate 1); Hit Dice: 3d10+1d8+4 (25 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+5; Attack: Sabre (two-handed) +5 mêlée (1d10+3 /18-20 x2 /AP 4)or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry), ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +6, Ref +5, Will +0; Abilities: Str 15, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Balance +4, Climb +4, Handle Animal +3, Intimidate +5, Knowledge (local) +2, Profession (sailor) +1, Ride +8, Search +4, Survival +1, Use Rope +4; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 5 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Elite Adult Lookout (turned pirate after a career with a military unit) (analytical personality)

Medium Humanoid (Turanian Soldier 3/Pirate 1); Hit Dice: 3d10+1d8+4 (25 hp); Initiative: +6 (+3 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+1 level, +3 Dex, +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +8 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Formation Combat (light cavalry), ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +6, Ref +6, Will +1; Abilities: Str 14, Dex 16, Con 12, Int 13, Wis 10, Cha 8; Skills:  Balance +5, Climb +4, Handle Animal +4, Intimidate +3, Knowledge (local) +3, Profession (sailor) +2, Ride +8, Spot +6, Survival +2, Use Rope +5; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow); Reputation: 3 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Adult Surgeon (turned pirate after a career with a military unit as a jinette)

Medium Humanoid (Turanian Soldier 2/Nomad 1/Pirate 1); Hit Dice: 3d10+1d8 (21 hp); Initiative: +5 (+1 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 13 (+1 level, +1 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +5 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, seamanship; Saves: Fort +7, Ref +5, Will -1; Abilities: Str 13, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Balance +3, Climb +3, Handle Animal +5, Heal +0, Hide +2, Intimidate +2, Knowledge (local) +1, Listen +0, Move Silently +2, Profession (sailor) +1, Ride +7, Search +2, Spot +0, Survival +2, Use Rope +2; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+1), quiver of 40 arrows

Elite Adult Surgeon (turned pirate after a career with a military unit as a jinette)

Medium Humanoid (Turanian Soldier 2/Nomad 1/Pirate 1); Hit Dice: 3d10+1d8+4 (25 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+1 level, +2 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 14 (+1 level, +2 Str, +1 seamanship); DR: 5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+5; Attack: Sabre (two-handed, on foot) +5 mêlée (1d10+3 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle; Saves: Fort +8, Ref +6, Will -1; Abilities: Str 15, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills: Balance +4, Climb +4, Handle Animal +7, Heal +0, Hide +3, Intimidate +3, Knowledge (local) +2, Listen +0, Move Silently +3, Profession (sailor) +1, Ride +10, Search +5, Spot +1, Survival +2, Use Rope +4; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge; Reputation: 5 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Adult Seaman (turned pirate after a career as a merchant)

Medium Humanoid (Turanian  Commoner 3/Pirate 1); Hit Dice: 3d4+1d8 (12 hit points); Initiative: +2 (+3 level, -1 Dex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, -1 Dex, +1 seamanship); Parry Defence: 12 (+1 level, +0 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); BAB/Grapple: +1/+1; Attack: Scimitar +1 mêlée (1d8+0 /18-20 x2 /AP 2) or Hyrkanian bow +1 ranged (1d10/19-20 x2 /AP 3); Special Attacks: Ferocious attack; Special Qualities: Turanian traits, seamanship +1; Saves: Fort +2, Ref +2, Will +5; Abilities: Str 10, Dex 8, Con 10, Int 13, Wis 12, Cha 11; Skills: Appraise +6, Balance +2, Bluff +5, Climb +3, Diplomacy +4, Gather Information +3, Knowledge (local) +3, Profession (merchant) +10, Profession (sailor) +3, Ride +1, Sense Motive +4, Spot +4, Survival +3, Use Rope +1 (spent 2 skill points on literacy); Feats: Diligent, Negotiator, Skill Focus (profession (merchant)); Code of Honour: None; Reputation: 5 (Talented); Leadership: –; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+0), quiver of 40 arrows, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar

Non-Elite Adult Lookout (turned pirate after a career as a raider or kozak)

Medium Humanoid (Turanian Nomad 2/Thief 1/Pirate 1); Hit Dice: 2d10+2d8 (20 hp); Initiative: +8 (+1 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 13 (+1 level, +1 Str, +1 seamanship); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +4 ranged (1d10+1 /19-20 x2 /AP 4); Point Blank Attack: Hyrkanian bow +5 ranged (1d10+2 plus possible sneak attack damage/19-20 x2 /AP 4); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +1d6/+1d8, ferocious attack; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming, seamanship +1; Saves: Fort +5, Ref +8, Will -1; Abilities: Str 13, Dex 13, Con 11, Int 9, Wis 8, Cha 10; Skills:  Appraise +0, Balance +2, Bluff +1, Climb +3, Gather Information +1, Handle Animal +5, Hide +2, Intimidate +1, Knowledge (local) +3, Knowledge (rumours) +1, Listen +0, Move Silently +2, Profession (sailor) +1, Ride +7, Search +1, Spot +5, Survival +4, Tumble +2, Use Rope +3; Feats:  Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+1), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Adult Lookout (turned pirate after a career as a raider or kozak)

Medium Humanoid (Turanian Nomad 1/Barbarian 1/Thief 1/Pirate 1); Hit Dice: 2d10+2d8+3 (23 hp); Initiative: +10 (+2 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+0 level, +2 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 13 (+0 level, +2 Str, +1 seamanship); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +5 ranged (1d10+2 /19-20 x2 /AP 5); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, ferocious attack; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival), seamanship +1; Saves: Fort +7, Ref +10, Will -1; Abilities: Str 15, Dex 15, Con 13, Int 10, Wis 8, Cha 12; Skills:  Balance +4, Bluff +2, Climb +3, Gather Information +2, Handle Animal +6, Hide +5, Intimidate +3, Knowledge (local) +4, Knowledge (rumours) +2, Listen +1, Move Silently +4, Profession (sailor) +1, Ride +9, Search +3, Spot +7, Survival +7, Use Rope +4; Feats:  Far Shot, Mounted Combat, Ride-by Attack; Reputation: 4 (cruel); Code of Honour: None; Allegiances: Khan, Amir, Sipah Salar; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Pirate Mates

Elite Veteran Pirate (Mate)

Medium Humanoid (Turanian Pirate 5); Hit Dice: 5d8+5 (28 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious Attack, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, Pirate Code, To Sail a Road of Blood and Slaughter, Uncanny Dodge, Mobility; Saves: Fort +5, Ref +6, Will +2; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 8, Cha 13; Skills (Seaman): Appraise +1, Balance +8, Climb +8, Craft (bowyer) +2, Intimidate +8, Knowledge (local) +3, Profession (sailor) +8, Ride +4, Survival +1, Use Rope +8; Skills (Carpenter):  Appraise +1, Balance +7, Climb +7, Craft (bowyer) +6, Craft (carpentry) +8, Knowledge (local) +2, Profession (sailor) +8, Ride +4, Survival +1, Use Rope +6; Skills (Cook):  Appraise +1, Balance +7, Climb +7, Craft (bowyer) +2, Craft (cook) +8, Knowledge (local) +5, Profession (sailor) +8, Ride +5, Survival +1, Use Rope +7; Skills (Grapher):  Appraise +1, Balance +7, Climb +7, Craft (bowyer) +4, Craft (cartography) +6, Craft (graphing) +4, Knowledge (local) +2, Profession (sailor) +8, Ride +5, Survival +1, Use Rope +6; Skills (Lookout):  Appraise +1, Balance +8, Climb +9, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +8, Ride +5, Spot +6, Survival +1, Use Rope +8; Skills (Rigger):  Balance +9, Climb +10, Craft (bowyer) +2, Knowledge (local) +3, Profession (sailor) +8, Ride +5, Spot +3, Survival +1, Use Rope +9; Feats:  Far Shot, Whip Weary; Reputation: 5 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows
Non-Elite Seasoned Veteran Pirate (Mate)

Medium Humanoid (Turanian Pirate 6); Hit Dice: 6d8+6 (33 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +1 Dex, +2 seamanship); Parry Defence: 16 (+3 level, +1 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +6 mêlée (1d8+1 /18-20 x2 /AP 3) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4) ; Special Attacks: Ferocious Attack, Sneak Attack +2d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +2, Pirate Code, To Sail a Road of Blood and Slaughter, Uncanny Dodge, Mobility; Saves: Fort +7, Ref +6, Will +3; Abilities: Str 13, Dex 13, Con 12, Int 10, Wis 9, Cha 11; Skills (Seaman):  Balance +8, Climb +8, Craft (bowyer) +2, Intimidate +5, Knowledge (local) +2, Profession (sailor) +10, Ride +3, Survival +1, Use Rope +8; Feats:  Far Shot, Whip Weary, Weapon Focus (scimitar); Reputation: 7 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+1) with quiver of 40 arrows

Elite Seasoned Veteran Pirate (Mate)

Medium Humanoid (Turanian Pirate 6); Hit Dice: 6d8+6 (33 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +2 Dex, +2 seamanship); Parry Defence: 17 (+3 level, +2 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +2d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +2, Pirate Code, Uncanny Dodge; Saves: Fort +6, Ref +7, Will +3; Abilities: Str 15, Dex 15, Con 13, Int 11, Wis 9, Cha 14; Skills (Seaman):  Appraise +2, Balance +9, Climb +9, Craft (bowyer) +2, Intimidate +9, Knowledge (local) +3, Profession (sailor) +10, Ride +4, Survival +1, Use Rope +9; Skills (Carpenter):  Appraise +2, Balance +7, Climb +7, Craft (bowyer) +7, Craft (carpentry) +9, Knowledge (local) +2, Profession (sailor) +9, Ride +4, Survival +1, Use Rope +7; Skills (Cook): Appraise +2, Balance +8, Climb +8, Craft (bowyer) +2, Craft (cook) +9, Knowledge (local) +7, Profession (sailor) +10, Ride +5, Survival +1, Use Rope +7; Skills (Grapher):  Appraise +2, Balance +8, Climb +8, Craft (bowyer) +4, Craft (cartography) +7, Craft (graphing) +6, Knowledge (local) +2, Profession (sailor) +9, Ride +5, Survival +1, Use Rope +7; Skills (Lookout):  Appraise +1, Balance +10, Climb +10, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +10, Ride +5, Spot +8, Survival +1, Use Rope +9; Skills (Rigger):  Balance +11, Climb +12, Craft (bowyer) +2, Knowledge (local) +3, Profession (sailor) +10, Ride +5, Spot +4, Survival +1, Use Rope +10; Feats:  Far Shot, Weapon Focus (scimitar), Whip Weary; Reputation: 8 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Non-Elite Veteran Pirate Mate (turned pirate after a career on a military ship)

Medium Humanoid (Turanian Soldier 3/Pirate 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+3 level, +2 Dex, +1 seamanship); Parry Defence: 14 (+3 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +8 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attack: Formation combat (marine), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code; Saves: Fort +7, Ref +6, Will +1; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 9, Cha 11; Skills (Seaman): Balance +6, Climb +6, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +7, Ride +4, Spot +1, Survival +1, Use Rope +5; Feats:  Combat Reflexes, Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 7 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Elite Veteran Crewman (Mate) (turned pirate after a career on a military ship)

Medium Humanoid (Turanian Soldier 3/Pirate 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +3 Dex, +1 seamanship); Parry Defence: 17 (+3 level, +3 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+8; Attack: Scimitar +9 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +10 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Formation combat (marine), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code; Saves: Fort +7, Ref +7, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 11, Wis 9, Cha 14; Skills (Seaman): Appraise +2, Balance +7, Climb +7, Craft (bowyer) +2, Intimidate +6, Knowledge (local) +2, Profession (sailor) +8, Ride +5, Spot +2, Survival +1, Use Rope +5; Skills (Carpenter): Appraise +2, Balance +5, Climb +5, Craft (bowyer) +4, Craft (carpentry) +8, Knowledge (local) +2, Profession (sailor) +8, Ride +5, Spot +0, Survival +1, Use Rope +5; Skills (Cook): Balance +5, Climb +5, Craft (bowyer) +3, Craft (cook) +8, Knowledge (local) +4, Profession (sailor) +7, Ride +5, Spot +1, Survival +1, Use Rope +5; Skills (Grapher): Appraise +2, Balance +5, Climb +5, Craft (bowyer) +3, Craft (cartography) +5, Craft (graphing) +5, Knowledge (local) +2, Profession (sailor) +7, Ride +5, Spot +0, Survival +1, Use Rope +5; Skills (Lookout): Balance +6, Climb +7, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +7, Ride +5, Spot +7, Survival +1, Use Rope +6; Skills (Rigger): Balance +7, Climb +10, Craft (bowyer) +2, Knowledge (local) +2, Profession (sailor) +8, Ride +5, Spot +2, Survival +1, Use Rope +7; Feats: Combat Reflexes, Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 9 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Non-Elite Veteran Pirate (Mate) (turned pirate after a career with a military unit) 

Medium Humanoid (Turanian Soldier 3/Pirate 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 seamanship); Parry Defence: 16 (+3 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +8 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Formation combat (light cavalry), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code; Saves: Fort +7, Ref +6, Will +1; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 9, Cha 11; Skills:  Balance +4, Climb +4, Handle Animal +2, Intimidate +4, Knowledge (local) +2, Profession (sailor) +5, Ride +6, Search +2, Survival +1 Use Rope +4; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow), Weapon Focus (scimitar); Reputation: 7 (Brutal); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Elite Veteran Pirate (Mate) (turned pirate after a career with a military unit) (competitor personality)

Medium Humanoid (Turanian Soldier 3/Pirate 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +3 Dex, +1 seamanship); Parry Defence: 17 (+3 level, +3 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+8; Attack: Sabre (two-handed) +8 mêlée (1d10+4 /18-20 x2 /AP 5) or Hyrkanian bow +10 ranged (1d10+3 /19-20 x2 /AP 6); Power Attack: Sabre (two-handed) +3 mêlée (1d10+14 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code; Saves: Fort +7, Ref +7, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 11, Wis 9, Cha 14; Skills:  Balance +6, Climb +6, Handle Animal +4, Intimidate +9, Knowledge (local) +2, Profession (sailor) +5, Ride +9, Search +4, Survival +1, Use Rope +6; Feats: Mounted Combat, Far Shot, Mounted Archery, Power Attack, Weapon Focus (Hyrkanian bow); Reputation: 9 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Elite Lookout, Rigger or Helmsman (Mate) (turned pirate after a career with a military unit) (analytical personality)

Medium Humanoid (Turanian Soldier 3/Pirate 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +7 (+3 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +3 Dex, +1 seamanship); Parry Defence: 16 (+3 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +8 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +10 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Formation Combat (light cavalry), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code; Saves: Fort +7, Ref +7, Will +2; Abilities: Str 15, Dex 17, Con 13, Int 14, Wis 11, Cha 9; Skills:  Balance +6, Climb +6, Handle Animal +4, Intimidate +5, Knowledge (local) +4, Profession (sailor) +5, Ride +8, Spot +8, Survival +2, Use Rope +6; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow), Weapon Focus (scimitar); Reputation: 6 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Non-Elite Veteran Lookout or Rigger (Mate) (turned pirate after a career as a raider or kozak)

Medium Humanoid (Turanian Nomad 2/Thief 1/Pirate 3); Hit Dice: 2d10+4d8+6 (35 hp); Initiative: +10 (+2 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +6 ranged (1d10+2 /19-20 x2 /AP 5); Point Blank Attack: Hyrkanian bow +7 ranged (1d10+3 plus possible sneak attack damage/19-20 x2 /AP 5); Special Attack: Sneak attack style (Hyrkanian bow), sneak attack +2d6/+2d8, Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Subdual; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, trap disarming, seamanship +1, pirate code; Saves: Fort +7, Ref +10, Will +0; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 9, Cha 11; Skills:  Appraise +1, Balance +5, Bluff +1, Climb +9, Gather Information +1, Handle Animal +5, Hide +3, Intimidate +1, Knowledge (local) +4, Knowledge (rumours) +2, Listen +0, Move Silently +3, Profession (sailor) +3, Ride +8, Search +2, Spot +6, Survival +4, Tumble +3, Use Rope +4; Feats:  Far Shot, Mounted Archery, Mounted Combat, Point Blank Shot, Skill Focus (climb); Reputation: 7 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+2), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Elite Veteran Lookout or Rigger (Mate) (turned pirate after a career as a raider or kozak)

Medium Humanoid (Turanian Nomad 1/Barbarian 1/Thief 1/Pirate 3); Hit Dice: 2d10+4d8+12 (41 hp); Initiative: +12 (+3 Dex,+9 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+2 level, +3 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 15 (+1 level, +3 Str, +1 seamanship); DR:  6/8 (lacquered leather armour and spired helmet with turban/+2 silk shirt vs. piercing weapons); Base Attack Bonus/Grapple: +4/+7; Attack: Scimitar +7 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +8 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Versatility (-2 penalty), sneak attack style (scimitar), sneak attack +1d6/+1d8, Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, fearless, skill focus (survival), seamanship +1, pirate code; Saves: Fort +9, Ref +12, Will +0; Abilities: Str 16, Dex 16, Con 14, Int 11, Wis 9, Cha 13; Skills:  Balance +6, Bluff +2, Climb +6, Gather Information +2, Handle Animal +6, Hide +6, Intimidate +3, Knowledge (local) +4, Knowledge (rumours) +2, Listen +1, Move Silently +5, Profession (sailor) +5, Ride +10, Search +3, Spot +7, Survival +7, Use Rope +6; Feats:  Combat Reflexes, Far Shot, Mounted Combat, Ride-by Attack; Reputation: 8 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Sash, loose-fitting trousers, spired helmet with turban, white silk shirt under lacquered leather armour, tiger-skin cloak, scimitar, shield, Hyrkanian bow (+3), quiver of 40 arrows, lasso, saddle with stirrups, saddlebags (containing a change of clothing, a cooking pot, field rations, a leather water bottle, a fishing line, files for sharpening arrows, a needle and thread and other tools).

Pirate Officers

Officers include Captain, Bosun, Master of Arms and Master of Sails.  Captain does Quartermaster duties.  Bosun, Master of Arms and Master of Sails all are at the same level.
Elite Veteran Pirate (Officer)

Medium Humanoid (Turanian Pirate 6); Hit Dice: 6d8+6 (33 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +2 Dex, +2 seamanship); Parry Defence: 17 (+3 level, +2 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +7 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +2d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +2, Pirate Code, Uncanny Dodge, Mobility; Saves: Fort +6, Ref +7, Will +3; Abilities: Str 15, Dex 15, Con 13, Int 11, Wis 9, Cha 14; Skills (Master Carpenter):  Appraise +2, Balance +7, Climb +7, Craft (bowyer) +7, Craft (carpentry) +9, Knowledge (local) +2, Profession (sailor) +9, Ride +4, Survival +1, Use Rope +7; Skills (Helmsman):  Balance +11, Climb +12, Craft (bowyer) +2, Knowledge (local) +3, Profession (sailor) +10, Ride +5, Spot +4, Survival +1, Use Rope +10; Feats:  Far Shot, Weapon Focus (scimitar), Whip Weary; Reputation: 8 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Non-Elite Quartermaster (Officer) (turned pirate after a career as a merchant)

Medium Humanoid (Turanian  Commoner 3/Pirate 3); Hit Dice: 3d4+3d8 (21 hit points); Initiative: +3 (+4 Ref, -1 Dex); Speed: 30 ft.; Dodge Defence: 13 (+3 level, -1 Dex, +1 seamanship); Parry Defence: 13 (+2 level, +0 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); BAB/Grapple: +3/+3; Attack: Scimitar +3 mêlée (1d8 /18-20 x2 /AP 2) or Hyrkanian bow +3 ranged (1d10/19-20 x2 /AP 3); Special Attacks: Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code; Saves: Fort +3, Ref +3, Will +6; Abilities: Str 11, Dex 9, Con 11, Int 14, Wis 13, Cha 12; Skills: Appraise +7, Balance +3, Bluff +6, Climb +4, Diplomacy +5, Gather Information +6, Intimidate +4, Knowledge (local) +4, Profession (merchant) +10, Profession (sailor) +7, Ride +1, Sense Motive +5, Spot +4, Survival +3, Use Rope +2 (spent 2 skill points on literacy); Feats: Combat Expertise, Diligent, Negotiator, Skill Focus (profession (merchant)); Code of Honour: None; Reputation: 8 (Talented); Leadership: –; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+0), quiver of 40 arrows, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar  (Note, most Red Brotherhood ships do not have a Quartermaster – the captain assumes those duties)
Non-Elite Surgeon (Officer) (turned pirate after a career with a military unit as a jinette)

Medium Humanoid (Turanian Soldier 2/Nomad 1/Pirate 3); Hit Dice: 3d10+3d8+6 (36 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 15 (+2 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +8 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, seamanship +1, pirate codes; Saves: Fort +11, Ref +7, Will +0; Abilities: Str 14, Dex 14, Con 12, Int 10, Wis 9, Cha 11; Skills:  Balance +5, Climb +4, Handle Animal +5, Heal +1, Hide +3, Intimidate +2, Knowledge (local) +2, Listen +0, Move Silently +3, Profession (sailor) +3, Ride +8, Search +3, Spot +0, Survival +2, Use Rope +5; Feats: Animal Affinity, Great Fortitude, Mounted Combat, Mounted Archery, Ride-by Attack, Spirited Charge; Reputation: 7 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Elite Surgeon (turned pirate after a career with a military unit as a jinette)

Medium Humanoid (Turanian Soldier 2/Nomad 1/Pirate 3); Hit Dice: 3d10+2d8+6 (36 hp); Initiative: +8 (+3 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +3 Dex, +1 favoured terrain or +1 seamanship); Parry Defence: 16 (+2 level, +3 Str, +1 seamanship); DR: 5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +5/+8; Attack: Sabre (two-handed) +8 mêlée (1d10+4 /18-20 x2 /AP 5) or Hyrkanian bow +9 ranged (1d10+3 /19-20 x2 /AP 6); Power Attack: Sabre (two-handed) +3 mêlée (1d10+14 /18-20 x2 /AP 5); Special Attacks: Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, seamanship +1, pirate codes; Saves: Fort +9, Ref +8, Will +0; Abilities: Str 16, Dex 16, Con 13, Int 11, Wis 9, Cha 14; Skills: Balance +6, Climb +6, Handle Animal +8, Heal +1, Hide +4, Intimidate +5, Knowledge (local) +2, Listen +0, Move Silently +4, Profession (sailor) +3, Ride +11, Search +5, Spot +1, Survival +2, Use Rope +6; Feats: Animal Affinity, Mounted Combat, Mounted Archery, Power Attack, Ride-by Attack, Spirited Charge; Reputation: 9 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Master of Arms' Mate (Officer) 

Medium Humanoid (Turanian Soldier 3/Pirate 5); Hit Dice: 3d10+5d8+16 (55 hp); Initiative: +8 (+3 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +3 Dex, +1 seamanship); Parry Defence: 18 (+4 level, +3 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +6/+9; Attack: Scimitar +10/+5 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +11/+6 ranged (1d10+3 /19-20 x2 /AP 6); Special Attack: Formation combat (marine), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code, uncanny dodge, mobility; Saves: Fort +9, Ref +8, Will +1; Abilities: Str 17, Dex 16, Con 14, Int 11, Wis 9, Cha 14; Skills (Seaman): Appraise +4, Balance +8, Climb +8, Craft (bowyer) +2, Intimidate +8, Knowledge (local) +2, Profession (sailor) +10, Ride +5, Spot +2, Survival +1, Use Rope +5; Feats: Combat Reflexes, Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow); Reputation: 12 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Bosun's Mate (Officer) 

Medium Humanoid (Turanian Soldier 3/Pirate 5); Hit Dice: 3d10+5d8+8 (47 hp); Initiative: +8 (+3 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +3 Dex, +1 seamanship); Parry Defence: 18 (+4 level, +3 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +6/+9; Attack: Sabre (two-handed) +9/+4 mêlée (1d10+4 /18-20 x2 /AP 5) or Hyrkanian bow +11/+6 ranged (1d10+3 /19-20 x2 /AP 6); Power Attack: Sabre (two-handed) +3 mêlée (1d10+16 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code, uncanny dodge, mobility; Saves: Fort +8, Ref +8, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 11, Wis 9, Cha 15; Skills:  Appraise +1, Balance +6, Bluff +3, Climb +6, Gather Information +3, Handle Animal +4, Intimidate +11, Knowledge (local) +2, Knowledge (rumours) +1, Profession (sailor) +7, Ride +9, Search +4, Survival +1, Use Rope +6; Feats: Mounted Combat, Far Shot, Mounted Archery, Power Attack, Weapon Focus (Hyrkanian bow); Reputation: 12 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Navigator's Mate (Officer) 
Medium Humanoid (Turanian Soldier 3/Pirate 5); Hit Dice: 3d10+5d8+8 (47 hp); Initiative: +8 (+3 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+4 level, +3 Dex, +1 seamanship); Parry Defence: 17 (+4 level, +2 Str, +1 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +11/+6 ranged (1d10+2 /19-20 x2 /AP 5) ; Special Attacks: Formation Combat (light cavalry), Ferocious Attack, To Sail a Road of Blood and Slaughter, Sneak Attack +1d6, Sneak Subdual; Special Qualities: Turanian traits, seamanship +1, pirate code, uncanny dodge, mobility; Saves: Fort +8, Ref +8, Will +2; Abilities: Str 15, Dex 17, Con 13, Int 15, Wis 11, Cha 9; Skills:  Balance +6, Climb +6, Decipher Script +4, Handle Animal +4, Intimidate +5, Knowledge (geography) +4, Knowledge (local) +4, Knowledge (rumours) +4, Profession (sailor) +9, Ride +8, Spot +8, Survival +2, Use Rope +6; Feats: Mounted Combat, Far Shot, Mounted Archery, Weapon Focus (Hyrkanian bow), Weapon Focus (scimitar); Reputation: 8 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+2), quiver of 40 arrows

Navigator's Mate (Officer)

Medium Humanoid (Turanian Pirate 8); Hit Dice: 8d8+8 (44 hp); Initiative: +8 (+2 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+6 level, +2 Dex, +2 seamanship); Parry Defence: 18 (+4 level, +2 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4) or Hyrkanian bow +9/+4 ranged (1d10+2 /19-20 x2 /AP 5); Special Attacks: Ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +2d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword, improved uncanny dodge, poison resistance +1; Saves: Fort +7, Ref +8, Will +4; Abilities: Str 15, Dex 15, Con 13, Int 11, Wis 10, Cha 14; Skills:  Appraise +2, Balance +12, Climb +13, Craft (bowyer) +2, Knowledge (geography) +2, Knowledge (local) +3, Knowledge (rumours) +2, Profession (sailor) +13, Ride +5, Spot +4, Survival +1, Use Rope +11; Feats:  Far Shot, Weapon Focus (scimitar), Whip Weary; Reputation: 12 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+2) with quiver of 40 arrows

Command Officers (Pirate)
Master of Arms (Officer) 

Medium Humanoid (Turanian Soldier 3/Pirate 7); Hit Dice: 3d10+7d8+20 (68 hp); Initiative: +9 (+3 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +3 Dex, +2 seamanship); Parry Defence: 21 (+5 level, +4 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +8/+12; Attack: Scimitar +13/+8 mêlée (1d8+4 /18-20 x2 /AP 6) or Hyrkanian bow +13/+8 ranged (1d10+4 /19-20 x2 /AP 7); Special Attack: Formation combat (marine), ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +2d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword; Saves: Fort +10, Ref +9, Will +3; Abilities: Str 18, Dex 17, Con 15, Int 12, Wis 10, Cha 15; Skills (Seaman): Appraise +5, Balance +9, Climb +10, Craft (bowyer) +3, Intimidate +10, Knowledge (local) +3, Knowledge (warfare) +3, Profession (sailor) +14, Ride +5, Spot +3, Survival +2, Tumble +7, Use Rope +6; Feats: Combat Reflexes, Endurance, Far Shot, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Web of Death; Reputation: 15 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+4), quiver of 40 arrows

Bosun (Officer) 

Medium Humanoid (Turanian Soldier 3/Pirate 7); Hit Dice: 3d10+7d8+20+10 (78 hp); Initiative: +9 (+3 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 21 (+6 level, +3 Dex, +2 seamanship); Parry Defence: 20 (+5 level, +3 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +8/+11; Attack: Sabre (two-handed) +11/+6 mêlée (1d10+4 /18-20 x2 /AP 5) or Hyrkanian bow +13/+8 ranged (1d10+3 /19-20 x2 /AP 6); Power Attack: Sabre (two-handed) +3/-2 mêlée (1d10+20 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry), ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +2d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword; Saves: Fort +10, Ref +9, Will +3; Abilities: Str 17, Dex 17, Con 14, Int 12, Wis 10, Cha 16; Skills:  Appraise +4, Balance +7, Bluff +4, Climb +7, Gather Information +6, Handle Animal +5, Intimidate +12, Knowledge (local) +3, Knowledge (rumours) +4, Profession (sailor) +11, Ride +9, Search +4, Sense Motive +2, Survival +2, Use Rope +7; Feats: Mounted Combat, Far Shot, Mounted Archery, Power Attack, Toughness, Weapon Focus (Hyrkanian bow); Reputation: 16 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Master of Sails (Navigator, Officer) 

Medium Humanoid (Turanian Soldier 3/Pirate 7); Hit Dice: 3d10+7d8+20 (68 hp); Initiative: +10 (+4 Dex,+6 Reflex); Speed: 30 ft.; Dodge Defence: 22 (+6 level, +4 Dex, +2 seamanship); Parry Defence: 20 (+5 level, +3 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +8/+11; Attack: Scimitar +12/+7 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +14/+9 ranged (1d10+3 /19-20 x2 /AP 6) ; Special Attacks: Formation Combat (light cavalry), ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +2d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword; Saves: Fort +10, Ref +10, Will +4; Abilities: Str 16, Dex 18, Con 14, Int 16, Wis 12, Cha 10; Skills:  Appraise +5, Balance +8, Climb +9, Decipher Script +7, Handle Animal +5, Intimidate +7, Knowledge (geography) +7, Knowledge (local) +5, Knowledge (rumours) +7, Profession (sailor) +13, Ride +9, Spot +9, Survival +3, Use Rope +8; Feats: Mounted Combat, Far Shot, Mounted Archery, Navigation, Weapon Focus (Hyrkanian bow), Weapon Focus (scimitar); Reputation: 12 (cruel); Code of Honour: None; Allegiances: Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Master of Sails (Navigator, Officer)

Medium Humanoid (Turanian Pirate 10); Hit Dice: 10d8+20 (65 hp); Initiative: +10 (+3 Dex, +7 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+7 level, +3 Dex, +2 seamanship); Parry Defence: 18 (+5 level, +3 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +7/+10; Attack: Scimitar +11/+6 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +11/+6 ranged (1d10+3 /19-20 x2 /AP 6); Special Attacks: Ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +3d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword, improved uncanny dodge, poison resistance +1, improved mobility, navigation; Saves: Fort +11, Ref +10, Will +5; Abilities: Str 16, Dex 16, Con 14, Int 12, Wis 11, Cha 15; Skills:  Appraise +3, Balance +13, Climb +14, Craft (bowyer) +3, Decipher Script +3, Intimidate +4, Knowledge (geography) +5, Knowledge (local) +4, Knowledge (rumours) +5, Profession (sailor) +15, Ride +6, Spot +4, Survival +2, Use Rope +12; Feats:  Endurance, Far Shot, Weapon Focus (scimitar), Whip Weary; Reputation: 15 (cruel); Code of Honour: None; Allegiances:  Captain; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+3) with quiver of 40 arrows

Captain (Officer)  (Masterful Personality)
Medium Humanoid (Turanian Soldier 3/Pirate 10); Hit Dice: 3d10+7d8+20+6 (74 hp); Initiative: +10 (+3 Dex,+7 Reflex); Speed: 30 ft.; Dodge Defence: 22 (+7 level, +3 Dex, +2 seamanship); Parry Defence: 22 (+6 level, +4 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +9/+13; Attack: Scimitar +14/+9 mêlée (1d8+4 /18-20 x2 /AP 6) or Hyrkanian bow +14/+9 ranged (1d10+4 /19-20 x2 /AP 7); Special Attack: Formation combat (marine), ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +3d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword, improved mobility, navigation; Saves: Fort +11, Ref +10, Will +4; Abilities: Str 18, Dex 17, Con 15, Int 12, Wis 10, Cha 16; Skills (Seaman): Appraise +8, Balance +9, Climb +10, Craft (bowyer) +3, Diplomacy +6, Gather Information +4, Intimidate +14, Knowledge (geography) +2, Knowledge (local) +3, Knowledge (rumours) +3, Knowledge (warfare) +3, Profession (sailor) +16, Ride +5, Spot +3, Survival +2, Tumble +7, Use Rope +6; Feats: Combat Reflexes, Endurance, Far Shot, Leadership, Weapon Focus (scimitar), Weapon Focus (Hyrkanian bow), Web of Death; Reputation: 22 (cruel); Leadership: 17/16 (8th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers); Code of Honour: None; Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+4), quiver of 40 arrows

Captain (Officer) (Competitive Personality)
Medium Humanoid (Turanian Soldier 3/Pirate 10); Hit Dice: 3d10+7d8+20+10+6 (84 hp); Initiative: +11 (+3 Dex,+8 Reflex); Speed: 30 ft.; Dodge Defence: 23 (+8 level, +3 Dex, +2 seamanship); Parry Defence: 22 (+7 level, +3 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +10/+13; Attack: Sabre (two-handed) +13/+8 mêlée (1d10+4 /18-20 x2 /AP 5) or Hyrkanian bow +15/+10 ranged (1d10+3 /19-20 x2 /AP 6); Power Attack: Sabre (two-handed) +3/-2 mêlée (1d10+24 /18-20 x2 /AP 5); Special Attacks: Formation combat (light cavalry), ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +3d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword, improved uncanny dodge, poison resistance +1, improved mobility, navigation; Saves: Fort +12, Ref +11, Will +4; Abilities: Str 17, Dex 17, Con 14, Int 12, Wis 10, Cha 17; Skills:  Appraise +7, Balance +7, Bluff +4, Climb +7, Gather Information +6, Handle Animal +5, Intimidate +15, Knowledge (geography) +2, Knowledge (local) +3, Knowledge (rumours) +5, Profession (sailor) +14, Ride +9, Search +4, Sense Motive +3, Survival +2, Use Rope +7, Tumble +6; Feats: Mounted Combat, Far Shot, Leadership, Mounted Archery, Power Attack, Toughness, Weapon Focus (Hyrkanian bow); Reputation: 27 (cruel); Code of Honour: None; Leadership: 18/16 (9th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers); Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, sabre, Hyrkanian bow (+3), quiver of 40 arrows

Captain (Officer) (Analytical personality)

Medium Humanoid (Turanian Soldier 3/Pirate 10); Hit Dice: 3d10+7d8+20+6 (74 hp); Initiative: +12 (+4 Dex, +8 Reflex); Speed: 30 ft.; Dodge Defence: 24 (+8 level, +4 Dex, +2 seamanship); Parry Defence: 22 (+7 level, +3 Str, +2 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +10/+13; Attack: Scimitar +14/+9 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +16/+11 ranged (1d10+3 /19-20 x2 /AP 6) ; Special Attacks: Formation Combat (light cavalry), ferocious attack (additional attack), to sail a road of blood and slaughter, sneak attack +3d6, sneak subdual; Special Qualities: Turanian traits, seamanship +2, pirate code, uncanny dodge, mobility, bite sword, improved uncanny dodge, poison resistance +1, improved mobility, navigation; Saves: Fort +12, Ref +12, Will +5; Abilities: Str 16, Dex 18, Con 14, Int 16, Wis 12, Cha 11; Skills:  Appraise +8, Balance +8, Climb +9, Decipher Script +10, Handle Animal +5, Intimidate +10, Knowledge (geography) +10, Knowledge (local) +5, Knowledge (rumours) +10, Profession (sailor) +16, Ride +9, Spot +9, Survival +3, Use Rope +8, Tumble +7; Feats: Mounted Combat, Far Shot, Leadership, Mounted Archery, Navigation, Weapon Focus (Hyrkanian bow), Weapon Focus (scimitar); Reputation: 19 (cruel); Code of Honour: None; Leadership: 14/13 (7th level cohort; 40 1st level, 1 2nd level followers); Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers, scimitar, Hyrkanian bow (+3), quiver of 40 arrows

Captain (Officer)

Medium Humanoid (Turanian Pirate 13); Hit Dice: 10d8+20+6 (71 hp); Initiative: +11 (+3 Dex, +8 Reflex); Speed: 30 ft.; Dodge Defence: 25 (+9 level, +3 Dex, +3 seamanship); Parry Defence: 22 (+6 level, +3 Str, +3 seamanship); DR:  5 (leather jerkin with steel cap); Base Attack Bonus/Grapple: +9/+12; Attack: Scimitar +13/+8 mêlée (1d8+3 /18-20 x2 /AP 5) or Hyrkanian bow +13/+8 ranged (1d10+3 /19-20 x2 /AP 6); Special Attacks: Ferocious attack (additional attack, stun, blood & slaughter), to sail a road of blood and slaughter, sneak attack +4d6, sneak subdual; Special Qualities: Turanian traits, seamanship +3, pirate code, uncanny dodge, mobility, bite sword, improved uncanny dodge, poison resistance +1, improved mobility, navigation; Saves: Fort +12, Ref +11, Will +6; Abilities: Str 16, Dex 16, Con 14, Int 12, Wis 11, Cha 16; Skills:  Appraise +6, Balance +14, Climb +15, Craft (bowyer) +3, Decipher Script +6, Intimidate +8, Knowledge (geography) +5, Knowledge (local) +4, Knowledge (rumours) +5, Profession (sailor) +19, Ride +6, Spot +4, Survival +2, Use Rope +13, Tumble +6; Feats:  Endurance, Far Shot, Leadership, Weapon Focus (scimitar), Whip Weary; Reputation: 22 (cruel); Code of Honour: None; Leadership:  17/16 (8th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers); Possessions: Leather jerkin, steel cap, turban wrap, sash, loose-fitting trousers and scimitar or Hyrkanian bow (+3) with quiver of 40 arrows
Turanian Nobles
The Kahye

The kahye are the secretaries of state or advisors to viziers and are the basis for nobility in Turan.  A secretary of state serves as an official liaison and diplomat, both for the satrap and for the king of Turan.  The kahye include secretaries of state, advisors, retired generals, pages, stewards, and personal inspectors of the king.  The Kahye are the advisors to the viziers and are minor nobles in Turan. A sirdar is a Kahye title similar to a count.  A bey  is a military commander of a small regiment; sometimes used as a title for a governor of a district or small province.
Non-Elite Kahye Youth (Persuader Personality)
Medium Humanoid (Turanian Noble 1); Hit Dice: 1d8-1 (4 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +0/-1; Attack: Scimitar -1 mêlée (1d8-1 /18-20 x2 /AP 1) or Yataghan -1 mêlée (1d10-1/ 19-20 x3/ AP 3) or Hyrkanian bow +2 ranged (1d10/19-20 x2 /AP 2) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth; Saves: Fort -1, Ref +1, Will +2; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 13; Skills:  Bluff +5, Handle Animal +5, Diplomacy +3, Intimidate +3, Knowledge (local) +2, Ride +5, Sense Motive +4, Survival +2; Feats:  Mounted Combat; Reputation: 2 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear
Elite Kahye Youth (Evaluator Personality)
Medium Humanoid (Turanian Noble 1); Hit Dice: 1d8-1 (4 hp); Initiative: +2 (+2 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 11 (+0 level, +1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +0/+1; Attack: Tulwar +1 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +1 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +3 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth; Saves: Fort -1, Ref +2, Will +2; Abilities: Str 12, Dex 14, Con 8, Int 13, Wis 10, Cha 15; Skills:  Appraise +5, Bluff +6, Handle Animal +6, Diplomacy +6, Intimidate +4, Knowledge (local) +3, Knowledge (nobility) +3, Ride +6, Survival +2; Feats:  Mounted Combat; Reputation: 3 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear
Non-Elite Young Kahye (Persuader Personality)
Medium Humanoid (Turanian Noble 2); Hit Dice: 2d8-2 (7 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +1/+0; Attack: Scimitar +1 mêlée (1d8-1 /18-20 x2 /AP 1) or Yataghan +0 mêlée (1d10-1/ 19-20 x3/ AP 3) or Hyrkanian bow +4 ranged (1d10/19-20 x2 /AP 2) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort -1, Ref +1, Will +3; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 13; Skills:  Bluff +5, Diplomacy +4, Handle Animal +6, Intimidate +4, Knowledge (local) +2, Knowledge (nobility) +1, Ride +9, Sense Motive +4, Survival +2; Feats:  Mounted Combat; Reputation: 3 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Elite Young Kahye (Evaluator Personality)
Medium Humanoid (Turanian Noble 2); Hit Dice: 2d8-2 (7 hp); Initiative: +2 (+2 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 12 (+1 level, +1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +1/+2; Attack: Tulwar +3 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +2 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +5 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort -1, Ref +2, Will +3; Abilities: Str 12, Dex 14, Con 8, Int 13, Wis 10, Cha 15; Skills:  Appraise +6, Bluff +6, Handle Animal +7, Diplomacy +8, Intimidate +5, Knowledge (local) +3, Knowledge (nobility) +3, Ride +10, Survival +2; Feats:  Mounted Combat; Reputation: 4 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Non-Elite Young Adult Kahye (Persuader Personality)
Medium Humanoid (Turanian Noble 3); Hit Dice: 3d8-3 (11 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +2/+1; Attack: Scimitar +2 mêlée (1d8-1 /18-20 x2 /AP 1) or Yataghan +1 mêlée (1d10-1/ 19-20 x3/ AP 3) or Hyrkanian bow +5 ranged (1d10/19-20 x2 /AP 2) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort +0, Ref +2, Will +3; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 13; Skills:  Bluff +5, Diplomacy +6, Handle Animal +6, Intimidate +4, Knowledge (local) +2, Knowledge (nobility) +2, Ride +10, Sense Motive +4, Survival +2; Feats:  Mounted Combat, Mounted Archery; Reputation: 4 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Elite Young Adult Kahye (Evaluator Personality)
Medium Humanoid (Turanian Noble 3); Hit Dice: 3d8-3 (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:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +2/+3; Attack: Tulwar +4 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +3 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +6 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1; Saves: Fort +0, Ref +3, Will +3; Abilities: Str 12, Dex 14, Con 8, Int 13, Wis 10, Cha 15; Skills:  Appraise +7, Bluff +6, Handle Animal +7, Diplomacy +8, Intimidate +7, Knowledge (local) +3, Knowledge (nobility) +4, Ride +11, Survival +2; Feats:  Mounted Combat, Mounted Archery; Reputation: 5 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Non-Elite Adult Kahye (Persuader Personality)
Medium Humanoid (Turanian Noble 4); Hit Dice: 4d8-4 (15 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +3/+2; Attack: Scimitar +3 mêlée (1d8-1 /18-20 x2 /AP 1) or Yataghan +2 mêlée (1d10-1/ 19-20 x3/ AP 3) or Hyrkanian bow +6 ranged (1d10/19-20 x2 /AP 2) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (improved standing); Saves: Fort +0, Ref +2, Will +4; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 14; Skills:  Bluff +7, Gather Information +3, Diplomacy +8, Handle Animal +7, Intimidate +6, Knowledge (local) +2, Knowledge (nobility) +2, Ride +10, Sense Motive +4, Survival +2; Feats:  Mounted Combat, Mounted Archery; Reputation: 8 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Elite Adult Kahye (Evaluator Personality)
Medium Humanoid (Turanian Noble 4); Hit Dice: 4d8-4 (15 hp); Initiative: +3 (+2 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 13 (+2 level, +1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +3/+4; Attack: Tulwar +5 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +4 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +7 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (savoir-faire); Saves: Fort +0, Ref +3, Will +4; Abilities: Str 12, Dex 14, Con 8, Int 14, Wis 10, Cha 15; Skills:  Appraise +9, Bluff +6, Handle Animal +7, Diplomacy +9, Gather Information +3, Intimidate +7, Knowledge (local) +4, Knowledge (nobility) +6, Knowledge (rumours) +3, Ride +11, Search +3, Survival +2; Feats:  Mounted Combat, Mounted Archery; Reputation: 6 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Non-Elite Veteran Kahye (Persuader Personality)

Medium Humanoid (Turanian Noble 5); Hit Dice: 5d8-5 (18 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  1 (gold-spired helmet); Base Attack Bonus/Grapple: +3/+2; Attack: Scimitar +3 mêlée (1d8-1 /18-20 x2 /AP 1) or Yataghan +2 mêlée (1d10-1/ 19-20 x3/ AP 3) or Hyrkanian bow +6 ranged (1d10/19-20 x2 /AP 2) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (improved standing), lead by example +2; Saves: Fort +0, Ref +2, Will +4; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 14; Skills:  Bluff +8, Gather Information +3, Diplomacy +9, Handle Animal +7, Intimidate +8, Knowledge (local) +2, Knowledge (nobility) +2, Ride +10, Sense Motive +4, Survival +2; Feats:  Mounted Combat, Mounted Archery; Reputation: 9 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear

Elite Veteran Kahye (Evaluator Personality)

Medium Humanoid (Turanian Noble 5); Hit Dice: 5d8-5 (18 hp); Initiative: +3 (+2 Dex, +1 Reflex); Speed: 25 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 13 (+2 level, +1 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +3/+4; Attack: Tulwar +5 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +4 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +7 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (savoir-faire), lead by example +2; Saves: Fort +0, Ref +3, Will +4; Abilities: Str 12, Dex 14, Con 8, Int 14, Wis 10, Cha 15; Skills:  Appraise +10, Bluff +6, Handle Animal +7, Diplomacy +10, Gather Information +3, Intimidate +7, Knowledge (history) +3, Knowledge (local) +4, Knowledge (nobility) +7, Knowledge (rumours) +4, Ride +11, Search +4, Survival +2; Feats:  Mounted Combat, Mounted Archery; Reputation: 7 (cruel); Code of Honour: None; Allegiances:  Family; Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk
Non-Elite Seasoned Veteran Kahye (Persuader Personality)

Medium Humanoid (Turanian Noble 6); Hit Dice: 6d8-6 (21 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 25 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +4/+4; Attack: Scimitar +5 mêlée (1d8 /18-20 x2 /AP 2) or Yataghan +4 mêlée (1d10/ 19-20 x3/ AP 4) or Hyrkanian bow +7 ranged (1d10/19-20 x2 /AP 3) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (improved standing), lead by example +2, enhanced leadership; Saves: Fort +1, Ref +3, Will +5; Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 15; Skills:  Bluff +11, Gather Information +4, Diplomacy +10, Handle Animal +7, Intimidate +10, Knowledge (local) +3, Knowledge (nobility) +4, Ride +10, Sense Motive +5, Survival +2; Feats:  Leadership, Mounted Combat, Mounted Archery, Persuasive; Reputation: 10 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 9/8 (4th level cohort; 8 1st level followers); Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk
Elite Seasoned Veteran Kahye (Evaluator Personality)

Medium Humanoid (Turanian Noble 6); Hit Dice: 6d8-6 (21 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 25 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 14 (+3 level, +1 Str); DR:  7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +4/+5; Attack: Tulwar +6 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +5 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +8 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +1, social ability (savoir-faire), lead by example +2, enhanced leadership; Saves: Fort +1, Ref +4, Will +5; Abilities: Str 13, Dex 15, Con 9, Int 15, Wis 11, Cha 16; Skills:  Appraise +13, Bluff +7, Handle Animal +8, Decipher Script +5, Diplomacy +12, Gather Information +5, Intimidate +8, Knowledge (history) +3, Knowledge (local) +4, Knowledge (nobility) +8, Knowledge (rumours) +5, Ride +11, Search +4, Survival +2; Feats:  Diligent, Leadership, Mounted Combat, Mounted Archery; Reputation: 9 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 10/9 (5th level cohort; 12 1st level followers); Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk
Non-Elite Master Kahye (Persuader Personality)

Medium Humanoid (Turanian Noble 7); Hit Dice: 7d8-7 (25 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 25 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +5/+5; Attack: Scimitar +7 mêlée (1d8 /18-20 x2 /AP 2) or Yataghan +5 mêlée (1d10/ 19-20 x3/ AP 4) or Hyrkanian bow +9 ranged (1d10/19-20 x2 /AP 3) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (improved standing), lead by example +2, enhanced leadership; Saves: Fort +1, Ref +3, Will +5; Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 15; Skills:  Bluff +12, Gather Information +5, Diplomacy +11, Handle Animal +7, Intimidate +11, Knowledge (local) +3, Knowledge (nobility) +5, Knowledge (rumours) +2, Ride +11, Sense Motive +5, Survival +2; Feats:  Leadership, Mounted Combat, Mounted Archery, Persuasive; Reputation: 11 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 11/9 (5th level cohort; 12 1st level followers); Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk
Elite Master Kahye (Evaluator Personality)

Medium Humanoid (Turanian Noble 7); Hit Dice: 7d8-7 (25 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 25 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 14 (+3 level, +1 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +5/+6; Attack: Tulwar +8 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +6 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +10 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (savoir-faire), lead by example +2, enhanced leadership; Saves: Fort +1, Ref +4, Will +5; Abilities: Str 13, Dex 15, Con 9, Int 15, Wis 11, Cha 16; Skills:  Appraise +14, Bluff +7, Handle Animal +8, Decipher Script +6, Diplomacy +13, Gather Information +5, Intimidate +9, Knowledge (history) +3, Knowledge (local) +4, Knowledge (nobility) +9, Knowledge (rumours) +6, Ride +12, Search +5, Survival +2; Feats:  Diligent, Leadership, Mounted Combat, Mounted Archery; Reputation: 10 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 11/10 (5th level cohort; 18 1st level followers); Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk
Elite Master Kahye (Controller Personality)

Medium Turanian Noble 7; Hit Dice: 7d8+14 (50 hit points); Initiative: +6 (+4 Dex, +2 Ref) ; Speed: 25 ft. ; Dodge Defence: 16 (+2 level, +4 Dex); Parry Defence: 15 (+3 level, +2 Str); DR:  7 (+6 Superior mail hauberk, +1 dome-shaped and gold-chased helmet); Base Attack Bonus/Grapple: +5/+7; Attack: Sabre (two-handed) +8 mêlée (1d10+3/ 18-20 x2/ AP 4); Special Attacks: +2 regional bonus to attack rolls with Hyrkanian longbow, scimitar and tulwar, +1 racial bonus to attack rolls with all bows, bonus to damage with bows; Special Qualities: Turanian traits, title (shah), rank hath its privileges, wealth, special regional feature +2 (bonus to Intimidate and Ride), social ability (refuge), lead by example +2, enhanced leadership; Saves: Fort +4, Ref +6, Will +6 (+4 vs. Hypnotism); Abilities: Str 15, Dex 18, Con 14, Int 14, Wis 13, Cha 16; Skills: Appraise +7, Craft (bowyer) +4, Handle Animal +8, Intimidate +15, Knowledge (nobility) +12, Knowledge (warfare) +12, Ride +17, Sense Motive +6, Spot +6, Survival +5 (gains a +2 bonus to Diplomacy, Gather Information and Intimidate if he has a visible weapon); Feats:  Leadership, Mounted Combat, Ride-by Attack, Weapon Focus (sabre); Reputation: 11 (Brave); Leadership: 12/16 (6th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers) ; Code of Honour: None; Allegiances:  King of Turan; Possessions:  Superior mail hauberk, dome-shaped and gold-chased helmet, sabre

Non-Elite Master Kahye (Persuader Personality)

Medium Humanoid (Turanian Noble 8); Hit Dice: 8d8-8 (28 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 25 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 14 (+4 level, +0 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +6/+6; Attack: Scimitar +8/+3 mêlée (1d8 /18-20 x2 /AP 2) or Yataghan +6/+1 mêlée (1d10/ 19-20 x3/ AP 4) or Hyrkanian bow +10/+5 ranged (1d10/19-20 x2 /AP 3) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (improved standing), lead by example +2, enhanced leadership; Saves: Fort +1, Ref +3, Will +6; Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 16; Skills:  Bluff +14, Gather Information +7, Diplomacy +13, Handle Animal +8, Intimidate +12, Knowledge (local) +3, Knowledge (nobility) +5, Knowledge (rumours) +3, Ride +11, Sense Motive +6, Survival +2; Feats:  Leadership, Mounted Combat, Mounted Archery, Persuasive; Reputation: 13 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 13/11 (6th level cohort; 25 1st level followers); Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Master Kahye (Evaluator Personality)

Medium Humanoid (Turanian Noble 8); Hit Dice: 8d8 (36 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 25 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 15 (+4 level, +1 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +6/+7; Attack: Tulwar +9/+4 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +7/+2 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +11/+6 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (savoir-faire), lead by example +2, enhanced leadership; Saves: Fort +2, Ref +4, Will +6; Abilities: Str 13, Dex 15, Con 10, Int 15, Wis 11, Cha 16; Skills:  Appraise +14, Bluff +7, Handle Animal +8, Decipher Script +6, Diplomacy +13, Gather Information +5, Intimidate +9, Knowledge (history) +3, Knowledge (local) +4, Knowledge (nobility) +9, Knowledge (rumours) +6, Ride +12, Search +5, Survival +2; Feats:  Diligent, Leadership, Mounted Combat, Mounted Archery; Reputation: 11 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 13/11 (6th level cohort; 25 1st level followers); Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Viziers

Led by the Grand Vizier, the viziers are the closest advisors to the king.  The Grand Vizier leads the Imperial Council, which is comprised by the viziers, their kahye, important military leaders and selected administrators.

Viziers of the Divan:  These are the four most important viziers after the Viziers of the Dome.  They serve with the Viziers of the Dome as a high council to advise the Sultan.

Viziers of the Dome:  These are the three most important viziers after the Grand Vizier.  They are the most important of the king's servants and ministers.  Along with the Viziers of the Divan, the Viziers of the Dome help the Sultan rule Turan.  The Viziers of the Dome have the authority to carry out the Sultan's orders as if the Sultan himself were present.

Grand Vizier:  The prime advisor to the Sultan is the grand vizier.  His duty is to inform the Sultan of the opinion of the combined Viziers of the Dome and Viziers of the Divan.  Although the Sultan is under no compulsion to listen to his viziers, he usually does. 

Non-Elite Vizier (Persuader Personality)

Medium Humanoid (Turanian Noble 9); Hit Dice: 9d8-9 (32 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 25 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 14 (+4 level, +0 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +6/+6; Attack: Scimitar +8/+3 mêlée (1d8 /18-20 x2 /AP 2) or Yataghan +6/+1 mêlée (1d10/ 19-20 x3/ AP 4) or Hyrkanian bow +10/+5 ranged (1d10/19-20 x2 /AP 3) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (improved standing, smear others), lead by example +2, enhanced leadership; Saves: Fort +2, Ref +4, Will +6; Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 16; Skills:  Bluff +14, Gather Information +7, Diplomacy +15, Handle Animal +8, Intimidate +12, Knowledge (local) +3, Knowledge (nobility) +5, Knowledge (rumours) +3, Ride +11, Sense Motive +8, Survival +2; Feats:  Leadership, Mounted Combat, Mounted Archery, Negotiator, Persuasive; Reputation: 14 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 15/13 (7th level cohort; 40 1st level, 1 2nd level followers); Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Vizier (Evaluator Personality)

Medium Humanoid (Turanian Noble 9); Hit Dice: 9d8 (41 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 25 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 15 (+4 level, +1 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +6/+7; Attack: Tulwar +9/+4 mêlée (2d8+2 /18-20 x2 /AP 4) or Yataghan +7/+2 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +11/+6 ranged (1d10+1 /19-20 x2 /AP 4); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (savoir-faire, gift-giving), lead by example +2, enhanced leadership; Saves: Fort +3, Ref +5, Will +6; Abilities: Str 13, Dex 15, Con 10, Int 15, Wis 11, Cha 16; Skills:  Appraise +15, Bluff +8, Handle Animal +8, Decipher Script +6, Diplomacy +14, Gather Information +6, Intimidate +9, Knowledge (history) +3, Knowledge (local) +4, Knowledge (nobility) +10, Knowledge (rumours) +7, Ride +12, Search +5, Survival +2; Feats:  Combat Expertise, Diligent, Leadership, Mounted Combat, Mounted Archery; Reputation: 12 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 15/13 (7th level cohort; 40 1st level, 1 2nd level followers); Possessions: Hyrkanian bow (+1), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Non-Elite Vizier of the Divan (Persuader Personality)

Medium Humanoid (Turanian Noble 10); Hit Dice: 10d8 (45 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 25 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 15 (+5 level, +0 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +7/+7; Attack: Scimitar +9/+4 mêlée (1d8 /18-20 x2 /AP 2) or Yataghan +7/+2 mêlée (1d10/ 19-20 x3/ AP 4) or Hyrkanian bow +12/+7 ranged (1d10/19-20 x2 /AP 3) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (improved standing, smear others), lead by example +4, enhanced leadership; Saves: Fort +3, Ref +5, Will +8; Abilities: Str 11, Dex 14, Con 10, Int 13, Wis 12, Cha 17; Skills:  Bluff +15, Gather Information +8, Diplomacy +16, Handle Animal +8, Intimidate +13, Knowledge (local) +3, Knowledge (nobility) +5, Knowledge (rumours) +4, Ride +12, Sense Motive +9, Survival +3; Feats:  Leadership, Mounted Combat, Mounted Archery, Negotiator, Persuasive; Reputation: 15 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 16/14 (8th level cohort; 50 1st level, 2 2nd level, 1 3rd level followers); Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Vizier of the Divan (Evaluator Personality)

Medium Humanoid (Turanian Noble 10); Hit Dice: 10d8 (45 hp); Initiative: +6 (+3 Dex, +3 Reflex); Speed: 25 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 17 (+5 level, +2 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +7/+9; Attack: Tulwar +11/+6 mêlée (2d8+3 /18-20 x2 /AP 5) or Yataghan +9/+4 mêlée (1d10+2/ 19-20 x3/ AP 6) or Hyrkanian bow +13/+8 ranged (1d10+2 /19-20 x2 /AP 5); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +2, social ability (savoir-faire, gift-giving), lead by example +4, enhanced leadership; Saves: Fort +3, Ref +6, Will +8; Abilities: Str 14, Dex 16, Con 11, Int 16, Wis 12, Cha 17; Skills:  Appraise +17, Bluff +8, Handle Animal +8, Decipher Script +7, Diplomacy +15, Gather Information +6, Intimidate +9, Knowledge (history) +4, Knowledge (local) +6, Knowledge (nobility) +11, Knowledge (rumours) +8, Knowledge (warfare) +4, Listen +2, Ride +13, Search +6, Sense Motive +2, Spot +2, Survival +3; Feats:  Combat Expertise, Diligent, Leadership, Mounted Combat, Mounted Archery; Reputation: 13 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 16/14 (8th level cohort; 50 1st level, 2 2nd level, 1 3rd level followers); Possessions: Hyrkanian bow (+2), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Non-Elite Vizier of the Dome (Persuader Personality)

Medium Humanoid (Turanian Noble 13); Hit Dice: 10d8+6 (51 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 25 ft.; Dodge Defence: 16 (+4 level, +2 Dex); Parry Defence: 16 (+6 level, +0 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +9/+9; Attack: Scimitar +11/+6 mêlée (1d8 /18-20 x2 /AP 2) or Yataghan +8/+3 mêlée (1d10/ 19-20 x3/ AP 4) or Hyrkanian bow +14/+9 ranged (1d10/19-20 x2 /AP 3) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +3, social ability (improved standing, smear others), lead by example +4, enhanced leadership, do you know who I am?; Saves: Fort +4, Ref +6, Will +9; Abilities: Str 11, Dex 14, Con 10, Int 13, Wis 12, Cha 18; Skills:  Bluff +18, Gather Information +8, Diplomacy +19, Handle Animal +8, Intimidate +17, Knowledge (local) +3, Knowledge (nobility) +5, Knowledge (rumours) +4, Knowledge (any mundane) +4, Ride +13, Sense Motive +12, Survival +3; Feats:  Far Shot, Leadership, Mounted Combat, Mounted Archery, Negotiator, Persuasive; Reputation: 19 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 22/19 (11th level cohort; 120 1st level, 5 2nd level, 2 3rd level, 1 4th level followers); Possessions: Hyrkanian bow (+0), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Vizier of the Dome (Evaluator Personality)

Medium Humanoid (Turanian Noble 13); Hit Dice: 10d8+6 (51 hp); Initiative: +7 (+3 Dex, +4 Reflex); Speed: 25 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 18 (+6 level, +2 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +9/+11; Attack: Tulwar +14/+9 mêlée (2d8+3 /18-20 x2 /AP 5) or Yataghan +11/+6 mêlée (1d10+2/ 19-20 x3/ AP 6) or Hyrkanian bow +16/+11 ranged (1d10+2 /19-20 x2 /AP 5); Power Attack: Tulwar +5/+0 mêlée (2d8+21 /18-20 x2 /AP 5) or Yataghan +2/-3 mêlée (1d10+11/ 19-20 x3/ AP 6); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +3, social ability (savoir-faire, gift-giving), lead by example +4, enhanced leadership, do you know who I am?; Saves: Fort +4, Ref +7, Will +9; Abilities: Str 14, Dex 16, Con 11, Int 16, Wis 12, Cha 18; Skills:  Appraise +20, Bluff +9, Handle Animal +9, Decipher Script +10, Diplomacy +16, Gather Information +10, Intimidate +11, Knowledge (history) +4, Knowledge (local) +6, Knowledge (nobility) +14, Knowledge (rumours) +8, Knowledge (warfare) +4, Listen +2, Ride +14, Search +9, Sense Motive +8, Spot +2, Survival +3; Feats:  Combat Expertise, Diligent, Leadership, Mounted Combat, Mounted Archery, Power Attack; Reputation: 17 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 22/19 (11th level cohort; 120 1st level, 5 2nd level, 2 3rd level, 1 4th level followers); Possessions: Hyrkanian bow (+2), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Vizier of the Dome (Counsellor Personality)

Medium Humanoid (Turanian Noble 9/Scholar 6); Hit Dice: 5d8+5d6+8+1 (49 hit points); Initiative: +7 (+2 Dex, +5 Ref); Speed: 30 ft.; Dodge Defence:  17 (+5 level, +2 Dex); Parry Defence:  17 (+6 level, +1 Str); DR: –; Base Attack Bonus/Grapple: +10/+11; Attack: Jambiya +12/+7 mêlée finesse (1d4+1 /18-20 x2 /AP 3); Special Attacks:  +2 to attack with Hyrkanian longbow, scimitar and tulwar; Special Qualities: Hyrkanian traits, title, rank hath its privileges, wealth, special regional feature +2 (to Intimidate and Ride), social ability (etiquette, ally), enhanced leadership, lead by example +2, +10 skill points (in lieu of advanced & bonus spells), +3 bonus feats (in lieu of new sorcery styles), scholar, independent background, knowledge is power; Saves: Fort +5, Ref +7, Will +20 (+23 vs. Corruption, +18 vs. hypnotism); Abilities: Str 13, Dex 15, Con 11, Int 20, Wis 18, Cha 16; Skills:  Appraise +15, Bluff +23, Craft (bowyer) +7, Decipher Script +14, Diplomacy +26, Gather Information +26, Intimidate +10, Knowledge (local) +28, Knowledge (nobility) +17, Knowledge (geography) +11, Knowledge (history) +13, Knowledge (tactics) +17, Knowledge (engineering) +13, Listen +16, Ride +3, Search +23, Sense Motive +24, Survival +6; Feats:  Diligent, Investigator, Iron Will, Knowledgeable, Leadership, Negotiator, Persuasive, Skill Focus (diplomacy), Skill Focus (gather information), Skill Focus (knowledge (local)), Skill Focus (search), Skill Focus (sense motive); Reputation: 28 (Scholar) (+4 bonus to Diplomacy and Intimidate Checks); Leadership: 23 (11th level cohort; 300 1st level, 12 2nd level, 4 3rd level, 2 4th level and 1 5th level followers) ; Code of Honour: Civilised; Allegiances:  King of Turan; Possessions:  Jambiya, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar

Elite Legendary Provincial Vizier (Competitor Personality)

Medium Humanoid Turanian Noble 7/Nomad 7/Thief 1; Hit Dice: 7d10+3d8+20+10 (68 hp); Initiative: +14 (+5 Dex, +9 Reflex save); Speed: 30 ft.; Dodge Defence: 20/22 (+5 level, +5 Dex) (+2 dodge in favoured terrain); Parry Defence: 19 (+6 level, +3 Str) ; DR: ​7 (+6 mail hauberk, +1 helmet); Base Attack Bonus/Grapple: +12/+15; Attack: Scimitar +17/ +12 mêlée (1d8+3/ 18-20x2/ AP 5); Hyrkanian bow +20/+15 ranged (1d10+3/ 17-20 x2/ AP 6) (+1 attack and damage within 30 feet); Special Attacks: +2 bonus to attack with Hyrkanian longbow, scimitar and tulwar, sneak attack style (Hyrkanian bow), sneak attack +1d6/+1d8; Special Qualities: Turanian qualities, track, favoured terrain +2, endurance, nomad charge +1, mobility, diehard, title, rank hath its privileges, wealth, special regional feature +2, social ability (smear others), lead by example +2, enhanced leadership, trap disarming; Saves: Fort +9, Ref +14, Will +7 (+5 vs. Hypnotism); Abilities: Str 17, Dex 21, Con 15, Int 15, Wis 11, Cha 17; Skills:  Bluff +13, Diplomacy +8*, Disguise +18, Forgery +8, Gather Information +10*, Handle Animal +8, Intimidate +13*, Knowledge (local) +4, Knowledge (nobility) +7, Knowledge (rumours) +7, Ride +20, Sense Motive +8, Spot +9, Survival +5; Feats:  Deceitful, Far Shot, Improved Critical (Hyrkanian bow), Improved Precise Shot, Mounted Archery, Mounted Combat, Point Blank Shot, Precise Shot, Ride-by Attack, Weapon Focus (Hyrkanian bow); Reputation: 72 (Spy) (He may add a +8 bonus to his Bluff, Intimidate, Perform and Gather Information checks); Leadership:  ; Code of Honour: None ; Allegiances:  King of Turan of Turan; Possessions:. Helmet, scimitar, cloak, Turanian mail, rich Iranistani clothing, Hyrkanian bow (+3)

Non-Elite Grand Vizier (Persuader Personality)

Medium Humanoid (Turanian Noble 16); Hit Dice: 10d8+12 (57 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 25 ft.; Dodge Defence: 18 (+6 level, +2 Dex); Parry Defence: 19 (+8 level, +1 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +12/+13; Attack: Scimitar +15/+10/+5 mêlée (1d8+1 /18-20 x2 /AP 3) or Yataghan +13/+8/+3 mêlée (1d10+1/ 19-20 x3/ AP 5) or Hyrkanian bow +17/+12/+7 ranged (1d10+1/19-20 x2 /AP 4) ; Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +3, social ability (improved standing, smear others, secrets), lead by example +6, enhanced leadership, do you know who I am?, rally; Saves: Fort +5, Ref +7, Will +11; Abilities: Str 12, Dex 15, Con 11, Int 14, Wis 13, Cha 20; Skills:  Appraise +5, Bluff +22, Gather Information +12, Diplomacy +23, Handle Animal +9, Intimidate +21, Knowledge (local) +4, Knowledge (nobility) +9, Knowledge (rumours) +5, Knowledge (any mundane) +5, Ride +13, Sense Motive +12, Survival +3; Feats:  Far Shot, Leadership, Mounted Combat, Mounted Archery, Negotiator, Persuasive, Steely Gaze; Reputation: 26 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 28/24 (14th level cohort; 350 1st level, 14 2nd level, 5 3rd level, 2 4th level, 1 5th level followers); Possessions: Hyrkanian bow (+1), 36 arrows, yataghan or scimitar, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Grand Vizier (Evaluator Personality)

Medium Humanoid (Turanian Noble 16); Hit Dice: 10d8+10+12 (67 hp); Initiative: +8 (+3 Dex, +5 Reflex); Speed: 25 ft.; Dodge Defence: 19 (+6 level, +3 Dex); Parry Defence: 20 (+8 level, +2 Str); DR: 7 (superior mail hauberk and gold-spired helmet); Base Attack Bonus/Grapple: +12/+14; Attack: Tulwar +17/+12/+7 mêlée (2d8+3 /18-20 x2 /AP 5) or Yataghan +14/+11/+4 mêlée (1d10+2/ 19-20 x3/ AP 6) or Hyrkanian bow +19/+14/+9 ranged (1d10+2 /19-20 x2 /AP 5); Power Attack: Tulwar +5/+0 mêlée (2d8+27 /18-20 x2 /AP 5) or Yataghan +2/-3 mêlée (1d10+14/ 19-20 x3/ AP 6); Special Qualities: Turanian traits, title, rank hath its privileges, wealth, special regional feature +3, social ability (savoir-faire, gift-giving, etiquette), lead by example +6, enhanced leadership, do you know who I am?, rally; Saves: Fort +6, Ref +8, Will +11; Abilities: Str 15, Dex 17, Con 12, Int 17, Wis 13, Cha 20; Skills:  Appraise +20, Bluff +10, Handle Animal +10, Decipher Script +10, Diplomacy +20, Gather Information +14, Intimidate +12, Knowledge (history) +7, Knowledge (local) +9, Knowledge (nobility) +17, Knowledge (rumours) +11, Knowledge (warfare) +7, Listen +2, Ride +14, Search +9, Sense Motive +8, Spot +2, Survival +3; Feats:  Combat Expertise, Diligent, Improved Sunder, Leadership, Mounted Combat, Mounted Archery, Power Attack; Reputation: 26 (cruel); Code of Honour: None; Allegiances:  Family; Leadership: 28/24 (14th level cohort; 350 1st level, 14 2nd level, 5 3rd level, 2 4th level, 1 5th level followers); Possessions: Hyrkanian bow (+2), 36 arrows, tulwar or yataghan, dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar, gold-spired helmet, horse and riding gear, superior mail hauberk

Elite Grand Vizier (Counsellor Personality)

Medium Humanoid (Turanian Noble 16); Hit Dice: 10d8+12 (57 hit points); Initiative: +8 (+3 Dex, +5 Ref); Speed: 25 ft.; Dodge Defence:  18 (+6 level, +2 Dex (maximum Dex bonus when wearing armour)); Parry Defence:  23 (+8 level, +2 Str, +3 targe); DR: 9 (+8 chain hauberk with steel plates across the midriff, +1 turban helmet); Base Attack Bonus/Grapple: +12/+14; Attack: Scimitar +17 melee; or Hyrkanian bow +20 ranged; Full Attack: Scimitar +17/+12/+7 melee; or Hyrkanian bow +20/+15/+10 ranged; Damage: Scimitar 1d8+2 /18-20 x2 /AP 4; or Hyrkanian bow (+2) 1d10+2 /19-20 x2 /AP 5; Special Attacks:  +3 to attack with Hyrkanian longbow, scimitar and tulwar; Special Qualities: Hyrkanian traits, title, rank hath its privileges, wealth, special regional feature +3 (to Intimidate and Ride), social ability (family ties, ally, reputation), lead by example +6, enhanced leadership, do you know who I am?, rally; Space/Reach: 5 ft./5 ft.; Saves: Fort +5, Ref +8, Will +17 (+20 vs. Corruption, +15 vs. hypnotism); Abilities: Str 15, Dex 16, Con 11, Int 14, Wis 18, Cha 20; Skills:  Bluff +10, Craft (bowyer) +4, Diplomacy +10, Handle Animal +10, Intimidate +27, Knowledge (local) +9, Knowledge (tactics) +11, Ride +27 (includes synergy bonus), Sense Motive +20, Spot +8, Survival +6; Feats:  Far Shot, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Steely Gaze, Weapon Focus (Hyrkanian bow); Reputation: 31 (Villain) (+4 bonus to Bluff, Gather Information and Intimidate Checks); Leadership: 26/28 (13th level cohort; 800 1st level followers, 32 2nd level followers, 8 3rd level followers, 4 4th level followers, 2 5th level followers, 1 6th level follower) ; Code of Honour: Civilised; Allegiances:  King of Turan; Possessions:  Chain hauberk with steel plates across the midriff, turban helmet, scimitar, Hyrkanian bow (+2), 20 arrows, baggy trousers and tiger-skin cloaks (when not in armour, he wears a turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar (all expensively made), along with a scimitar).

King Yezdigerd

The Grand Monarch, Sultan and Caliph of the Turanian Empire

Medium Humanoid (Turanian Noble 20)
Hit Dice: 10d8+20+10 (75 hit points)

Initiative: +9 (+3 Dex, +6 Ref)

Speed: 30 ft.

Dodge Defence:  20 (+7 level, +3 Dex)

Parry Defence:  23 (+10 level, +3 Str)

DR: 1 (+1 turban helmet)

Base Attack Bonus/Grapple: +15/+18

Attack: Scimitar +22 melee; or Hyrkanian bow +24 ranged

Full Attack: Scimitar +22/+17/+12 melee; or Hyrkanian bow +24/+19/+14 ranged

Damage: Scimitar 1d8+3 /18-20 x2 /AP 5; or Hyrkanian bow (+3) 1d10+3 /19-20 x2 /AP 6

Special Attacks:  +4 to attack with Hyrkanian longbow, scimitar and tulwar

Special Qualities: Hyrkanian traits, title, rank hath its privileges, wealth, special regional feature +4 (to Intimidate and Ride), social ability (family ties, ally, reputation, smear others), lead by example +8, enhanced leadership, do you know who I am?, rally, absolute power

Space/Reach: 5 ft./5 ft.

Saves: Fort +7, Ref +9, Will +19 (+22 vs. Corruption, +17 vs. hypnotism)

Abilities: Str 16, Dex 17, Con 12, Int 15, Wis 19, Cha 22

Skills:  Bluff +15, Craft (bowyer) +4, Diplomacy +25, Handle Animal +11, Intimidate +20, Knowledge (local) +9, Knowledge (nobility) +11, Knowledge (tactics) +20, Ride +20 (includes synergy bonus), Sense Motive +24, Spot +12, Survival +6

Feats:  Far Shot, Leadership, Mounted Archery, Mounted Combat, Ride-by Attack, Skill Focus (Knowledge (tactics)), Steely Gaze, Weapon Focus (Hyrkanian bow)

Reputation: 86 (Villain) (+9 bonus to Bluff, Gather Information and Intimidate Checks)

Leadership: 34/40 (17th level cohort; 800 1st level followers, 160 2nd level followers, 40 3rd level followers, 10 4th level followers, 4 5th level followers, 2 6th level follower) 

Code of Honour: Civilised

Allegiances:  Turan

Possessions:  Turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar (all expensively made), scimitar, Hyrkanian bow, 30 arrows, helmet.

King Yezdigerd was a swarthy giant of a man with a short black beard and a thin, cruel mouth.  Although the debauchery of the Turanian court had wrought pouches under his glittering eyes, and lines crisscrossed his stern and gloomy features ten years too early, his hard-muscled, powerful body bore witness that self-indulgence had not sapped his immense vitality.

~Bjorn Nyberg, The Return of Conan

Cruel and gloomy Yezdigerd is the king of Turan, the mightiest monarch of the known world during the Hyborian age – certainly he is the most well-known.  The son of weak King Yildiz, Yezdigerd is a thin, dashing giant with a goatee and a cruel mouth.  Yezdigerd is regarded as a brilliant strategist with a greedy heart for plunder.  Yezdigerd has more than doubled the size of Turan and wrings tribute from Brythunia and eastern Shem.  He has stolen provinces from Zamora and defeated armies out of Stygia and Hyperborea.  He is described in one story as having the deceptive mien of a resting panther.  Yezdigerd has a standing reward out for the capture or death of Conan the Cimmerian, now king of Aquilonia.   

When he knows he is about to enter combat, Yezdigerd dons silvered mail, shield and a gold-spired helmet; he is known as a fierce warrior.  Even in his throne room, he wears a helmet beneath his turban, a habit that saved his life in Bjorn Nyberg's 'The Return of Conan.'  Yezdigerd is a conqueror.  He punishes the slightest failure harshly and swiftly.  He likes to keep his allies fighting themselves so they won't rally together to oppose him.  He expects his barest of favours to be treated as munificent rewards, worthy of much gratitude.  

Turanian Nazir

The administrators of Turan, the nazir, are slaves that various rulers have appointed as magistrates, officials and administrators of the Empire.  They control the ministries and are an important part of the bureaucracy.  King Yildiz's grandfather instituted this practice in order to weaken the nobles and to provide an alternative voice in Imperial politics.  King Yezdigerd continues this practice, playing the governmental administrators off the nobles and vice versa as needed to achieve his own ends.  The ministers supply the viziers with information, rumours and advice.  The Naziri in charge of the palace guards is known as the Swordmaster.  Those with a military function are also known as Aghas (replace Knowledge (religion) with Knowledge (warfare)).  
Kalfas:  The kalfas are the clerks of the ministries, in charge of all the record-keeping of the Empire.

Kethüdar:  The Kethüdar are officials in the ministries.  They are assistants to the ministers, in charge of the kalfas.

Non-Elite Kalfas Youth (Expert Personality)

Medium Humanoid (Turanian Scholar 1); Hit Dice: 1d6-1 (3 hp); Initiative: +0 (+0 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Dagger -1 mêlée (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x1 (in lieu of new sorcery style); Saves: Fort -1, Ref +0, Will +3; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 13, Cha 10; Skills:  Bluff +4, Handle Animal +2, Decipher Script +5, Diplomacy +2, Gather Information +4, Knowledge (local) +7, Knowledge (religion) +7, Knowledge (rumours) +7, Profession (bureaucrat) +8, Ride +2, Search +5, Sense Motive +5, Survival +3; Feats:  Knowledgeable, Skill Focus (Profession (bureaucrat)); Reputation: 1 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 5 (4 base, +1 Wis; 10 maximum); Magic Attack: +0 (+0 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.
Elite Kalfas Youth (Investigator Personality)

Medium Humanoid (Turanian Scholar 1); Hit Dice: 1d6 (4 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Dagger -1 mêlée (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x1 (in lieu of new sorcery style); Saves: Fort +0, Ref +1, Will +4; Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 13; Skills:  Bluff +3, Handle Animal +3, Gather Information +7, Intimidate +5, Knowledge (local) +6, Knowledge (religion) +6, Knowledge (rumours) +6, Listen +8, Profession (bureaucrat) +6, Ride +3, Search +8, Sense Motive +6, Spot +8, Survival +4; Feats:  Alertness, Investigator, ; Reputation: 2 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 6 (4 base, +2 Wis; 12 maximum); Magic Attack: +1 (+0 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.
Non-Elite Young Kalfas (Expert Personality)

Medium Humanoid (Turanian Scholar 2); Hit Dice: 2d6-2 (5 hp); Initiative: +0 (+0 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Dagger +1 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point; Saves: Fort -1, Ref +0, Will +4; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 13, Cha 10; Skills:  Appraise +3, Bluff +5, Handle Animal +2, Decipher Script +8, Diplomacy +2, Gather Information +5, Knowledge (local) +8, Knowledge (religion) +8, Knowledge (rumours) +8, Profession (bureaucrat) +9, Ride +2, Search +6, Sense Motive +6, Survival +3; Feats:  Diligent, Knowledgeable, Skill Focus (Profession (bureaucrat)); Reputation: 2 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +1 (+1 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Young Kalfas (Investigator Personality)

Medium Humanoid (Turanian Scholar 2); Hit Dice: 2d6 (7 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Dagger +1 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point; Saves: Fort +0, Ref +1, Will +5; Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 13; Skills:  Appraise +4, Bluff +3, Decipher Script +5, Handle Animal +3, Gather Information +8, Intimidate +5, Knowledge (local) +7, Knowledge (religion) +7, Knowledge (rumours) +7, Listen +9, Profession (bureaucrat) +7, Ride +3, Search +9, Sense Motive +7, Spot +9, Survival +4; Feats:  Alertness, Diligence, Investigator; Reputation: 3 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +2 (+1 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Young Adult Kalfas (Expert Personality)

Medium Humanoid (Turanian Scholar 3); Hit Dice: 3d6-3 (8 hp); Initiative: +1 (+0 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point, +2 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell); Saves: Fort +0, Ref +1, Will +4; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 13, Cha 10; Skills:  Appraise +3, Bluff +5, Handle Animal +2, Decipher Script +9, Diplomacy +2, Gather Information +6, Knowledge (local) +12, Knowledge (nobility) +8, Knowledge (religion) +9, Knowledge (rumours) +9, Profession (bureaucrat) +10, Ride +2, Search +7, Sense Motive +7, Survival +3; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Profession (bureaucrat)); Reputation: 3 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +1 (+1 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Young Adult Kalfas (Investigator Personality)

Medium Humanoid (Turanian Scholar 3); Hit Dice: 3d6 (11 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 dodge); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point, +2 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell); Saves: Fort +1, Ref +2, Will +5; Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 13; Skills:  Appraise +4, Bluff +3, Decipher Script +5, Handle Animal +3, Gather Information +9, Intimidate +5, Knowledge (history) +4, Knowledge (local) +8, Knowledge (nobility) +5, Knowledge (religion) +8, Knowledge (rumours) +8, Listen +10, Profession (bureaucrat) +8, Ride +3, Search +10, Sense Motive +8, Spot +10, Survival +4; Feats:  Alertness, Diligence, Dodge, Investigator; Reputation: 4 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +2 (+1 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Adult Kalfas (Expert Personality)

Medium Humanoid (Turanian Scholar 4); Hit Dice: 4d6-4 (10 hp); Initiative: +1 (+0 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +3 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell); Saves: Fort +0, Ref +1, Will +6; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 14, Cha 10; Skills:  Appraise +3, Bluff +6, Handle Animal +2, Decipher Script +10, Diplomacy +2, Gather Information +7, Knowledge (local) +13, Knowledge (nobility) +10, Knowledge (religion) +13, Knowledge (rumours) +10, Profession (bureaucrat) +12, Ride +2, Search +8, Sense Motive +9, Survival +4; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (religion)), Skill Focus (Profession (bureaucrat)); Reputation: 4 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +2 (+2 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Adult Kalfas (Investigator Personality)

Medium Humanoid (Turanian Scholar 4); Hit Dice: 4d6 (14 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 dodge); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell); Saves: Fort +1, Ref +2, Will +7; Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 13; Skills:  Appraise +4, Bluff +4, Decipher Script +5, Handle Animal +3, Gather Information +10, Intimidate +7, Knowledge (history) +4, Knowledge (local) +9, Knowledge (nobility) +5, Knowledge (religion) +9, Knowledge (rumours) +9, Listen +12, Profession (bureaucrat) +13, Ride +3, Search +11, Sense Motive +10, Spot +12, Survival +5; Feats:  Alertness, Diligence, Dodge, Investigator, Skill Focus (Profession (bureaucrat)); Reputation: 5 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 8 (4 base, +3 Wis, +1 bonus; 16 maximum); Magic Attack: +3 (+2 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Veteran Kalfas or Minor Kethüdar (Expert Personality)

Medium Humanoid (Turanian Scholar 5); Hit Dice: 5d6-5 (13 hp); Initiative: +1 (+0 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +3 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +6 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will; Saves: Fort +0, Ref +1, Will +8; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 14, Cha 10; Skills:  Appraise +3, Bluff +8, Handle Animal +2, Decipher Script +11, Diplomacy +2, Gather Information +8, Knowledge (local) +14, Knowledge (nobility) +11, Knowledge (religion) +14, Knowledge (rumours) +11, Profession (bureaucrat) +13, Ride +2, Search +9, Sense Motive +10, Survival +4; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (religion)), Skill Focus (Profession (bureaucrat)); Reputation: 5 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +2 (+2 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Veteran Kalfas or Minor Kethüdar (Investigator Personality)

Medium Humanoid (Turanian Scholar 5); Hit Dice: 5d6 (18 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 dodge); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +6 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will; Saves: Fort +1, Ref +2, Will +9; Abilities: Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 13; Skills:  Appraise +5, Bluff +5, Decipher Script +5, Handle Animal +3, Gather Information +11, Intimidate +8, Knowledge (history) +4, Knowledge (local) +10, Knowledge (nobility) +5, Knowledge (religion) +10, Knowledge (rumours) +10, Listen +13, Profession (bureaucrat) +14, Ride +3, Search +12, Sense Motive +11, Spot +13, Survival +5; Feats:  Alertness, Diligence, Dodge, Investigator, Skill Focus (Profession (bureaucrat)); Reputation: 6 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 8 (4 base, +3 Wis, +1 bonus; 16 maximum); Magic Attack: +3 (+2 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Kethüdar (Expert Personality)

Medium Humanoid (Turanian Scholar 6); Hit Dice: 6d6 (21 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +5 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +8 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +9; Abilities: Str 9, Dex 12, Con 10, Int 13, Wis 15, Cha 11; Skills:  Appraise +3, Bluff +9, Handle Animal +2, Decipher Script +12, Diplomacy +3, Gather Information +9, Knowledge (local) +15, Knowledge (nobility) +12, Knowledge (religion) +15, Knowledge (rumours) +15, Profession (bureaucrat) +14, Ride +3, Search +10, Sense Motive +11, Survival +4; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)); Reputation: 7 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 8 (4 base, +2 Wis, +2 bonus; 24 maximum); Magic Attack: +3 (+3 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Kethüdar (Investigator Personality)

Medium Humanoid (Turanian Scholar 6); Hit Dice: 6d6 (21 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 dodge); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +5 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +8 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +2, Ref +3, Will +10; Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 17, Cha 14; Skills:  Appraise +5, Bluff +6, Decipher Script +10, Handle Animal +4, Gather Information +13, Intimidate +10, Knowledge (history) +4, Knowledge (local) +11, Knowledge (nobility) +5, Knowledge (religion) +11, Knowledge (rumours) +11, Listen +14, Profession (bureaucrat) +15, Ride +3, Search +13, Sense Motive +12, Spot +14, Survival +5; Feats:  Alertness, Diligence, Dodge, Investigator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)); Reputation: 9 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 27 maximum); Magic Attack: +5 (+3 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Veteran Kethüdar (Expert Personality)

Medium Humanoid (Turanian Scholar 7); Hit Dice: 7d6 (25 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+4; Attack: Dagger +6 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +10 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +9; Abilities: Str 9, Dex 12, Con 10, Int 13, Wis 15, Cha 11; Skills:  Appraise +4, Bluff +10, Handle Animal +2, Decipher Script +13, Diplomacy +3, Gather Information +10, Knowledge (local) +16, Knowledge (nobility) +13, Knowledge (religion) +16, Knowledge (rumours) +16, Profession (bureaucrat) +15, Ride +3, Search +11, Sense Motive +12, Survival +4; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)); Reputation: 8 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 8 (4 base, +2 Wis, +2 bonus; 24 maximum); Magic Attack: +3 (+3 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Veteran Kethüdar (Investigator Personality)

Medium Humanoid (Turanian Scholar 7); Hit Dice: 7d6 (25 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 dodge); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+4; Attack: Dagger +6 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +10 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +2, Ref +3, Will +10; Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 17, Cha 14; Skills:  Appraise +6, Bluff +7, Decipher Script +11, Handle Animal +4, Gather Information +14, Intimidate +11, Knowledge (history) +4, Knowledge (local) +12, Knowledge (nobility) +6, Knowledge (religion) +12, Knowledge (rumours) +12, Listen +15, Profession (bureaucrat) +16, Ride +3, Search +14, Sense Motive +13, Spot +15, Survival +5; Feats:  Alertness, Diligence, Dodge, Investigator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)); Reputation: 10 (professional); Code of Honour: None; Allegiances:  Turan, Master; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 27 maximum); Magic Attack: +5 (+3 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Minister (Expert Personality)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +12 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +10; Abilities: Str 9, Dex 12, Con 10, Int 14, Wis 15, Cha 11; Skills:  Appraise +6, Bluff +11, Handle Animal +2, Decipher Script +15, Diplomacy +4, Gather Information +11, Knowledge (local) +18, Knowledge (nobility) +18, Knowledge (religion) +18, Knowledge (rumours) +18, Profession (bureaucrat) +16, Ride +3, Search +13, Sense Motive +13, Survival +4; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (nobility)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)); Reputation: 11 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 8 (4 base, +2 Wis, +2 bonus; 24 maximum); Magic Attack: +4 (+4 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Minister (Investigator Personality)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 dodge); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +12 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +2, Ref +3, Will +11; Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 17, Cha 14; Skills:  Appraise +6, Bluff +9, Decipher Script +12, Diplomacy +4, Handle Animal +4, Gather Information +15, Intimidate +11, Knowledge (history) +4, Knowledge (local) +13, Knowledge (nobility) +6, Knowledge (religion) +13, Knowledge (rumours) +13, Listen +16, Profession (bureaucrat) +17, Ride +3, Search +15, Sense Motive +12, Spot +16, Survival +5; Feats:  Alertness, Diligence, Dodge, Investigator, Negotiator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)); Reputation: 13 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 27 maximum); Magic Attack: +6 (+4 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Veteran Minister (Expert Personality)

Medium Humanoid (Turanian Scholar 9); Hit Dice: 9d6 (32 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +14 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +3, Ref +4, Will +10; Abilities: Str 9, Dex 12, Con 10, Int 14, Wis 15, Cha 11; Skills:  Appraise +8, Bluff +14, Handle Animal +2, Decipher Script +16, Diplomacy +4, Gather Information +12, Intimidate +2, Knowledge (local) +19, Knowledge (nobility) +19, Knowledge (religion) +19, Knowledge (rumours) +19, Profession (bureaucrat) +17, Ride +3, Search +14, Sense Motive +14, Survival +4; Feats:  Diligent, Knowledgeable, Persuasive, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (nobility)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)); Reputation: 12 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 8 (4 base, +2 Wis, +2 bonus; 24 maximum); Magic Attack: +4 (+4 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Veteran Minister (Investigator Personality)

Medium Humanoid (Turanian Scholar 9); Hit Dice: 9d6 (32 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 dodge); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +14 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +3, Ref +4, Will +11; Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 17, Cha 14; Skills:  Appraise +8, Bluff +9, Decipher Script +12, Diplomacy +4, Handle Animal +4, Gather Information +15, Intimidate +11, Knowledge (history) +6, Knowledge (local) +15, Knowledge (nobility) +8, Knowledge (religion) +15, Knowledge (rumours) +15, Listen +16, Profession (bureaucrat) +17, Ride +3, Search +15, Sense Motive +12, Spot +16, Survival +5; Feats:  Alertness, Diligence, Dodge, Investigator, Knowledgeable, Negotiator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)); Reputation: 14 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 27 maximum); Magic Attack: +6 (+4 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Grand Minister (Expert Personality)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6 (35 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +8/+3 mêlée finesse (1d4/19-20 x2 /AP 1); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +3 power point, +16 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +3, Ref +4, Will +12; Abilities: Str 10, Dex 13, Con 11, Int 15, Wis 16, Cha 12; Skills:  Appraise +10, Bluff +16, Handle Animal +3, Decipher Script +17, Diplomacy +5, Gather Information +14, Intimidate +3, Knowledge (local) +20, Knowledge (nobility) +20, Knowledge (religion) +20, Knowledge (rumours) +20, Profession (bureaucrat) +19, Ride +3, Search +15, Sense Motive +16, Survival +5; Feats:  Diligent, Knowledgeable, Persuasive, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (nobility)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)); Reputation: 15 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 10 (4 base, +3 Wis, +3 bonus; 30 maximum); Magic Attack: +6 (+5 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Grand Minister (Investigator Personality)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6+10 (45 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 dodge); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +9/+4 mêlée finesse (1d4 /19-20 x2 /AP 1); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +3 power point, +16 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +4, Ref +5, Will +13; Abilities: Str 10, Dex 14, Con 12, Int 16, Wis 18, Cha 15; Skills:  Appraise +11, Bluff +9, Decipher Script +13, Diplomacy +4, Handle Animal +4, Gather Information +16, Intimidate +12, Knowledge (history) +7, Knowledge (local) +16, Knowledge (nobility) +9, Knowledge (religion) +17, Knowledge (rumours) +17, Knowledge (warfare) +5, Listen +18, Profession (bureaucrat) +19, Ride +4, Search +17, Sense Motive +14, Spot +18, Survival +6; Feats:  Alertness, Diligence, Dodge, Investigator, Knowledgeable, Negotiator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)); Reputation: 16 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 11 (4 base, +4 Wis, +3 bonus; 33 maximum); Magic Attack: +7 (+5 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Turanian Kadis & Kadiaskers
The local judges, or kadis, are considered members of the religious ruling class, although they need not be priests.  A kadi enforces religious laws and secular laws – and can enforce the laws against commoners and the ruling classes alike.  The kadis do not like professional litigators and often forbid them into their courts.  The kadi hire their own investigators and enforcers, paying for them from their own pocket; however, local police and guards often help them.  The king or the ministry of justice in Aghrapur rarely overturn a local kadi's judgement, although they have the right to do so.  If a kadi cannot make a decision, he may submit the case to a fakih, who is a legal expert in Aghrapur who issues binding statements on the law.  Kadis also supervise the administrators and nazir in their districts, and supervise the agha in their peace-keeping activities in the districts.  Kadis have the power to dismiss officials from their duties and act in their stead until a replacement from Aghrapur arrives.

The most a kadi is allowed to earn from his district's taxation is 150 silver coins per day (except in Aghrapur, where the limit is 500 per day), although this can be supplemented by fines and fees.  The average income from his district's taxes for a kadi is 40 silver coins per day.  

In the major cities, kadis are required to attend a mid-week meeting of the viziers council to hear complaints against decisions kadis have made throughout the region administered by the urban kadis.  The kadis also supervise the guilds and markets, all building regulations and even sanitation compliance.  Candidates are chosen from lists of qualified applicants.  There are also travelling kadi who investigate alleged violations by provincial aghas, kadis, nazir and other members of the ruling classes against the common people.  A travelling kadi might make an excellent adventurer, sent on all manner of adventures involving corruption and injustice.

Kadis:  The kadis are civil judges serving in the ministry of justice.

Kadiaskers:  The kadiaskers are military judges serving in the ministry of justice.

Adliye Naziri:  The Adliye Naziri is the minister of justice, who oversees the kadis (civil judges) and the kadiaskers (military judges).  The minister of justices is the second highest judicial authority of Turan, following the Seyhulturim.

Seyhulturim:  The Seyhulturim is the highest judicial authority in Turan, in charge of religious crimes.

Non-Elite Kadi or Kadiasker (Expert Personality)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +12 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +11; Abilities: Str 9, Dex 12, Con 10, Int 13, Wis 16, Cha 11; Skills:  Appraise +4, Bluff +11, Handle Animal +2, Decipher Script +13, Diplomacy +3, Gather Information +11, Knowledge (local) +17, Knowledge (nobility) +13, Knowledge (religion) +17, Knowledge (rumours) +17, Profession (bureaucrat) +16, Profession (kadi or kadiasker) +10, Ride +3, Search +12, Sense Motive +14, Survival +5; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)); Reputation: 12 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 24 maximum); Magic Attack: +4 (+4 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Kadi or Kadiasker (Investigator Personality)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +1 Dex, +1 dodge); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +12 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +2, Ref +3, Will +12; Abilities: Str 9, Dex 13, Con 11, Int 15, Wis 18, Cha 14; Skills:  Appraise +6, Bluff +7, Decipher Script +11, Handle Animal +4, Gather Information +14, Intimidate +12, Knowledge (history) +4, Knowledge (local) +13, Knowledge (nobility) +7, Knowledge (religion) +13, Knowledge (rumours) +13, Listen +17, Profession (bureaucrat) +17, Profession (kadi or kadiasker) +11, Ride +3, Search +15, Sense Motive +15, Spot +17, Survival +6; Feats:  Alertness, Diligence, Dodge, Investigator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)); Reputation: 14 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 10 (4 base, +4 Wis, +2 bonus; 30 maximum); Magic Attack: +6 (+4 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Veteran Kadi or Kadiasker (Expert Personality)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6 (35 hp); Initiative: +3 (+4 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +8/+3 mêlée finesse (1d4 /19-20 x2 /AP 1); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +3 power point, +16 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +3, Ref +4, Will +12; Abilities: Str 10, Dex 13, Con 11, Int 14, Wis 17, Cha 12; Skills:  Appraise +5, Bluff +14, Handle Animal +3, Decipher Script +16, Diplomacy +4, Gather Information +14, Knowledge (local) +20, Knowledge (nobility) +16, Knowledge (religion) +20, Knowledge (rumours) +20, Profession (bureaucrat) +16, Profession (kadi or kadiasker) +16, Ride +3, Search +15, Sense Motive +19, Survival +5; Feats:  Diligent, Knowledgeable, Skill Focus (Knowledge (local)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)), Skill Focus (sense motive); Reputation: 15 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 10 (4 base, +3 Wis, +3 bonus; 27 maximum); Magic Attack: +6 (+5 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Veteran Kadi or Kadiasker (Investigator Personality)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6+10 (45 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 dodge); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +9/+4 mêlée finesse (1d4 /19-20 x2 /AP 1); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +3 power point, +16 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased power points (triple); Saves: Fort +4, Ref +5, Will +13; Abilities: Str 10, Dex 14, Con 12, Int 16, Wis 19, Cha 15; Skills:  Appraise +7, Bluff +10, Decipher Script +12, Handle Animal +4, Gather Information +16, Intimidate +12, Knowledge (history) +5, Knowledge (local) +16, Knowledge (nobility) +10, Knowledge (religion) +16, Knowledge (rumours) +16, Listen +19, Profession (bureaucrat) +17, Profession (kadi or kadiasker) +17, Ride +4, Search +18, Sense Motive +17, Spot +19, Survival +6; Feats:  Alertness, Diligence, Dodge, Investigator, Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)), Steely Gaze; Reputation: 16 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 11 (4 base, +4 Wis, +3 bonus; 33 maximum); Magic Attack: +7 (+5 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Adliye Naziri (Non-Elite, Expert Personality)

Medium Humanoid (Turanian Scholar 13); Hit Dice: 10d6+3 (38 hp); Initiative: +5 (+1 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+4 level, +1 Dex); Parry Defence: 14 (+4 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +9/+9; Attack: Dagger +10/+5 mêlée finesse (1d4 /19-20 x2 /AP 1) or Scimitar +9/+4 mêlée (1d8/ 18-20 x2/ AP 2); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x5 (in lieu of new sorcery style), +3 power point, +22 skill points (in lieu of an advanced spell), +4 skill points (in lieu of a bonus spell), iron will, increased maximum power points (quadruple); Saves: Fort +4, Ref +5, Will +13; Abilities: Str 10, Dex 13, Con 11, Int 15, Wis 17, Cha 12; Skills:  Appraise +12, Bluff +14, Handle Animal +3, Decipher Script +16, Diplomacy +4, Gather Information +14, Knowledge (local) +20, Knowledge (nobility) +20, Knowledge (religion) +20, Knowledge (rumours) +20, Profession (bureaucrat) +16, Profession (kadi or kadiasker) +16, Ride +3, Search +15, Sense Motive +19, Survival +5; Feats:  Diligent, Knowledgeable, Martial Weapon Proficiency (scimitar), Skill Focus (Knowledge (local)), Skill Focus (Knowledge (nobility)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)), Skill Focus (sense motive); Reputation: 15 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 10 (4 base, +3 Wis, +3 bonus; 36 maximum); Magic Attack: +7 (+6 class, +1 Cha); Possessions: Dagger, scimitar, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Adliye Naziri (Elite, Investigator Personality)

Medium Humanoid (Turanian Scholar 13); Hit Dice: 10d6+10+3 (48 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +2 Dex, +1 dodge); Parry Defence: 14 (+4 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +9/+9; Attack: Dagger +11/+6 mêlée finesse (1d4 /19-20 x2 /AP 1) or Scimitar +9/+4 mêlée (1d10/ 18-20 x2/ AP 2); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x5 (in lieu of new sorcery style), +3 power point, +22 skill points (in lieu of an advanced spell), +6 skill points (in lieu of a bonus spell), iron will, increased power points (quadruple); Saves: Fort +5, Ref +6, Will +14; Abilities: Str 10, Dex 14, Con 12, Int 17, Wis 19, Cha 15; Skills:  Appraise +11, Bluff +12, Decipher Script +12, Handle Animal +4, Gather Information +18, Intimidate +18, Knowledge (history) +5, Knowledge (local) +18, Knowledge (nobility) +10, Knowledge (religion) +18, Knowledge (rumours) +18, Listen +21, Profession (bureaucrat) +17, Profession (kadi or kadiasker) +19, Ride +4, Search +20, Sense Motive +22, Spot +21, Survival +6; Feats:  Alertness, Diligence, Dodge, Investigator, Martial Weapon Proficiency (scimitar), Skill Focus (decipher script), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)), Skill Focus (sense motive), Steely Gaze; Reputation: 21 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 11 (4 base, +4 Wis, +3 bonus; 44 maximum); Magic Attack: +8 (+6 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Seyhulturim (Expert Personality)

Medium Humanoid (Turanian Scholar 16); Hit Dice: 10d6+10+6 (51 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+6 level, +2 Dex); Parry Defence: 16 (+6 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +12/+12; Attack: Dagger +14/+9/+4 mêlée finesse (1d4 /19-20 x2 /AP 1) or Scimitar +12/+7/+2 mêlée (1d8/ 15-20 x2/ AP 2); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x6 (in lieu of new sorcery style), +4 power point, +28 skill points (in lieu of an advanced spell), +6 skill points (in lieu of a bonus spell), iron will, increased maximum power points (quadruple); Saves: Fort +6, Ref +7, Will +16; Abilities: Str 11, Dex 14, Con 12, Int 16, Wis 18, Cha 14; Skills:  Appraise +24, Bluff +18, Handle Animal +4, Decipher Script +20, Diplomacy +5, Gather Information +21, Knowledge (local) +24, Knowledge (nobility) +24, Knowledge (religion) +24, Knowledge (rumours) +24, Profession (bureaucrat) +17, Profession (kadi or kadiasker) +20, Ride +4, Search +19, Sense Motive +23, Survival +6; Feats:  Diligent, Improved Critical (scimitar), Knowledgeable, Martial Weapon Proficiency (scimitar), Skill Focus (Gather Information), Skill Focus (Knowledge (local)), Skill Focus (Knowledge (nobility)), Skill Focus (Knowledge (religion)), Skill Focus (Knowledge (rumours)), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)), Skill Focus (sense motive); Reputation: 26 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 12 (4 base, +4 Wis, +4 bonus; 48 maximum); Magic Attack: +10 (+8 class, +2 Cha); Possessions: Dagger, scimitar, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Seyhulturim (Investigator Personality)

Medium Humanoid (Turanian Scholar 16); Hit Dice: 10d6+10+9 (54 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+6 level, +2 Dex, +1 dodge); Parry Defence: 16 (+6 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +12/+12; Attack: Dagger +14/+9/+4 mêlée finesse (1d4 /19-20 x2 /AP 1) or Scimitar +12/+7/+2 mêlée (1d10/ 18-20 x2/ AP 2); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x6 (in lieu of new sorcery style), +4 power point, +28 skill points (in lieu of an advanced spell), +8 skill points (in lieu of a bonus spell), iron will, increased power points (quadruple); Saves: Fort +6, Ref +7, Will +17; Abilities: Str 11, Dex 15, Con 13, Int 18, Wis 20, Cha 16; Skills:  Appraise +12, Bluff +16, Decipher Script +16, Handle Animal +5, Gather Information +22, Intimidate +22, Knowledge (history) +10, Knowledge (local) +22, Knowledge (nobility) +15, Knowledge (religion) +25, Knowledge (rumours) +22, Listen +25, Profession (bureaucrat) +18, Profession (kadi or kadiasker) +23, Ride +4, Search +24, Sense Motive +26, Spot +25, Survival +7; Feats:  Alertness, Diligence, Dodge, Investigator, Martial Weapon Proficiency (scimitar), Menacing Aura, Skill Focus (decipher script), Skill Focus (Knowledge (religion)), Skill Focus (Profession (bureaucrat)), Skill Focus (Profession (kadi or kadiasker)), Skill Focus (sense motive), Steely Gaze; Reputation: 26 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 13 (4 base, +5 Wis, +4 bonus; 52 maximum); Magic Attack: +11 (+8 class, +3 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Turanian Muctahits & Fakihs

Muctahits: A muctahits is a scholar who does little to earn a living but think about law, especially its application and interpretation.  They gather the decisions of the kadis and assemble them into lore books of precedents.  They are the ultimate in legal experts.  They are paid by the government to do little else but analyze the law and the decisions of kadis across the Turanian Empire.  While a kadi is appointed by the government, muctahitsi are self-appointed – they just need people to recognize their expertise and be willing to pay them a fee for their legal advice.  Having the opinion of a muctahits is of considerable value in swaying the decision of the kadis – although the other side may also acquire their own muctahits opinions in contradiction.  The position and reputation of the muctahits often determines which one the kadi gives the most weight to when contradicting opinions are presented.  The opinion of a fakih will always outweigh the opinion of a common muctahits.

Fakih:  A fakih is a government-appointed muctahits who has the authority to actually issue a statement of interpretation on the law that must be followed by the kadi.  Often a private person consults a fakih in order to receive legal authority or support to do something.  If a fakih agrees to support a position or action, few kadis will dispute it without a contrary statement from another fakih.  Honest fakihs will rarely issue a statement except to a kadi who needs it to authoritatively decide a tough case.  Essentially, a fakih is an officially recognised muctahits.

Non-Elite Muctahits Youth (Analyst Personality)

Medium Humanoid (Turanian Scholar 1); Hit Dice: 1d6-1 (3 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Dagger -1 mêlée (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x1 (in lieu of new sorcery style); Saves: Fort -1, Ref +1, Will +2; Abilities: Str 8, Dex 12, Con 9, Int 13, Wis 11, Cha 10; Skills:  Decipher Script +5, Gather Information +6, Handle Animal +2, Knowledge (history) +7, Knowledge (local) +7, Knowledge (nobility) +5, Knowledge (religion) +7, Knowledge (rumours) +7, Profession (muctahits) +4, Ride +3, Search +7, Sense Motive +4, Survival +2; Feats:  Investigator, Knowledgeable ; Reputation: 2 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 4 (4 base, +0 Wis; 8 maximum); Magic Attack: +0 (+0 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Muctahits Youth (Consultant Personality)

Medium Humanoid (Turanian Scholar 1); Hit Dice: 1d6 (4 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Dagger -1 mêlée (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x1 (in lieu of new sorcery style); Saves: Fort +0, Ref +1, Will +3; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 14; Skills:  Appraise +4, Craft (alchemy) +4, Craft (herbalism) +4, Decipher Script +4, Diplomacy +4, Gather Information +4, Handle Animal +4, Heal +3, Knowledge (architecture and engineering) +6, Knowledge (geography) +6, Knowledge (history) +6, Knowledge (local) +6, Knowledge (nature) +6, Knowledge (nobility) +6, Knowledge (religion) +6, Knowledge (rumours) +9, Knowledge (warfare) +6, Listen +3, Profession (muctahits) +3, Ride +3, Search +4, Sense Motive +3, Survival +3; Feats:  Knowledgeable, Skill Focus (knowledge (rumours)); Reputation: 2 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 5 (4 base, +1 Wis; 10 maximum); Magic Attack: +2 (+0 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Young Muctahits (Analyst Personality)

Medium Humanoid (Turanian Scholar 2); Hit Dice: 2d6-2 (5 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Dagger +2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point; Saves: Fort -1, Ref +1, Will +3; Abilities: Str 8, Dex 12, Con 9, Int 13, Wis 11, Cha 10; Skills:  Decipher Script +5, Gather Information +7, Handle Animal +2, Knowledge (history) +8, Knowledge (local) +8, Knowledge (nobility) +6, Knowledge (religion) +8, Knowledge (rumours) +11, Profession (muctahits) +5, Ride +3, Search +8, Sense Motive +5, Survival +2; Feats:  Investigator, Knowledgeable, Skill Focus (knowledge (rumours)) ; Reputation: 2 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Magic Attack: +1 (+1 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Young Muctahits (Consultant Personality)

Medium Humanoid (Turanian Scholar 2); Hit Dice: 2d6 (7 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Dagger +2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point; Saves: Fort +0, Ref +1, Will +4; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 14; Skills:  Appraise +4, Craft (alchemy) +4, Craft (herbalism) +4, Decipher Script +4, Diplomacy +6, Gather Information +5, Handle Animal +4, Heal +3, Knowledge (architecture and engineering) +6, Knowledge (geography) +6, Knowledge (history) +7, Knowledge (local) +7, Knowledge (nature) +6, Knowledge (nobility) +7, Knowledge (religion) +7, Knowledge (rumours) +10, Knowledge (warfare) +7, Listen +4, Move Silently +2, Profession (muctahits) +4, Ride +3, Search +4, Sense Motive +5, Survival +3; Feats:  Knowledgeable, Negotiator, Skill Focus (knowledge (rumours)); Reputation: 4 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +3 (+1 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Young Adult Muctahits (Analyst Personality)

Medium Humanoid (Turanian Scholar 3); Hit Dice: 3d6-3 (8 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point, +2 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell); Saves: Fort +0, Ref +2, Will +3; Abilities: Str 8, Dex 12, Con 9, Int 13, Wis 11, Cha 10; Skills:  Appraise +6, Decipher Script +8, Gather Information +8, Handle Animal +2, Knowledge (history) +9, Knowledge (local) +9, Knowledge (nobility) +7, Knowledge (religion) +9, Knowledge (rumours) +12, Profession (muctahits) +6, Ride +3, Search +9, Sense Motive +6, Survival +2; Feats:  Diligent, Investigator, Knowledgeable, Skill Focus (knowledge (rumours)) ; Reputation: 3 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Magic Attack: +1 (+1 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Young Adult Muctahits (Consultant Personality)

Medium Humanoid (Turanian Scholar 3); Hit Dice: 3d6 (11 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point, +2 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell); Saves: Fort +1, Ref +2, Will +4; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 14; Skills:  Appraise +4, Bluff +3, Concentration +2, Craft (alchemy) +4, Craft (herbalism) +4, Decipher Script +4, Diplomacy +6, Gather Information +6, Handle Animal +4, Heal +4, Knowledge (architecture and engineering) +6, Knowledge (geography) +6, Knowledge (history) +7, Knowledge (local) +8, Knowledge (nature) +7, Knowledge (nobility) +7, Knowledge (religion) +8, Knowledge (rumours) +11, Knowledge (warfare) +8, Listen +5, Move Silently +2, Profession (muctahits) +5, Ride +3, Search +5, Sense Motive +5, Survival +3; Feats:  Combat Expertise, Knowledgeable, Negotiator, Skill Focus (knowledge (rumours)); Reputation: 5 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +3 (+1 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Adult Muctahits/ Fakih (Analyst Personality)

Medium Humanoid (Turanian Scholar 4); Hit Dice: 4d6-4 (10 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell); Saves: Fort +0, Ref +2, Will +4; Abilities: Str 8, Dex 12, Con 9, Int 14, Wis 11, Cha 10; Skills:  Appraise +8, Decipher Script +10, Gather Information +9, Handle Animal +2, Knowledge (history) +10, Knowledge (local) +11, Knowledge (nobility) +9, Knowledge (religion) +13, Knowledge (rumours) +14, Listen +1, Profession (muctahits) +7, Ride +5, Search +10, Sense Motive +7, Survival +2; Feats:  Diligent, Investigator, Knowledgeable, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)) ; Reputation: 4 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Magic Attack: +2 (+2 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Adult Muctahits/ Fakih (Consultant Personality)

Medium Humanoid (Turanian Scholar 4); Hit Dice: 4d6 (14 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell); Saves: Fort +1, Ref +2, Will +5; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 14; Skills:  Appraise +4, Bluff +3, Concentration +2, Craft (alchemy) +4, Craft (herbalism) +4, Decipher Script +5, Diplomacy +6, Gather Information +7, Handle Animal +4, Heal +4, Knowledge (architecture and engineering) +6, Knowledge (geography) +6, Knowledge (history) +7, Knowledge (local) +8, Knowledge (nature) +7, Knowledge (nobility) +7, Knowledge (religion) +9, Knowledge (rumours) +12, Knowledge (warfare) +9, Listen +6, Move Silently +3, Profession (muctahits) +9, Ride +3, Search +5, Sense Motive +6, Survival +3, Use Rope +3; Feats:  Combat Expertise, Knowledgeable, Negotiator, Skill Focus (knowledge (rumours)), Skill Focus (profession (muctahits)); Reputation: 6 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +4 (+2 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Veteran Muctahits/ Fakih (Analyst Personality)

Medium Humanoid (Turanian Scholar 5); Hit Dice: 5d6-5 (13 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell), iron will; Saves: Fort +0, Ref +2, Will +6; Abilities: Str 8, Dex 12, Con 9, Int 14, Wis 11, Cha 10; Skills:  Appraise +8, Decipher Script +11, Gather Information +10, Handle Animal +2, Knowledge (history) +10, Knowledge (local) +12, Knowledge (nobility) +9, Knowledge (religion) +16, Knowledge (rumours) +15, Listen +2, Profession (muctahits) +8, Ride +5, Search +11, Sense Motive +8, Survival +2; Feats:  Diligent, Investigator, Knowledgeable, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)); Reputation: 5 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Magic Attack: +2 (+2 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Veteran Muctahits/ Fakih (Consultant Personality)

Medium Humanoid (Turanian Scholar 5); Hit Dice: 5d6 (18 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell), iron will; Saves: Fort +1, Ref +2, Will +7; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 14; Skills:  Appraise +4, Bluff +3, Concentration +2, Craft (alchemy) +4, Craft (herbalism) +4, Decipher Script +6, Diplomacy +6, Gather Information +7, Handle Animal +4, Heal +4, Knowledge (architecture and engineering) +7, Knowledge (geography) +6, Knowledge (history) +7, Knowledge (local) +9, Knowledge (nature) +7, Knowledge (nobility) +8, Knowledge (religion) +13, Knowledge (rumours) +13, Knowledge (warfare) +10, Listen +6, Move Silently +4, Profession (muctahits) +7, Ride +3, Search +5, Sense Motive +6, Spot +1, Survival +3, Use Rope +3; Feats:  Combat Expertise, Knowledgeable, Negotiator, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)); Reputation: 6 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +4 (+2 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Seasoned Veteran Muctahits/ Fakih (Analyst Personality)

Medium Humanoid (Turanian Scholar 6); Hit Dice: 6d6 (21 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +5 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +8 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +8; Abilities: Str 9, Dex 13, Con 10, Int 15, Wis 12, Cha 11; Skills:  Appraise +9, Decipher Script +12, Gather Information +11, Handle Animal +2, Knowledge (history) +10, Knowledge (local) +13, Knowledge (nobility) +11, Knowledge (religion) +17, Knowledge (rumours) +16, Listen +4, Profession (muctahits) +13, Ride +5, Search +12, Sense Motive +10, Survival +3; Feats:  Diligent, Investigator, Knowledgeable, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)), Skill Focus (profession); Reputation: 6 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 7 (4 base, +1 Wis, +2 bonus; 21 maximum); Magic Attack: +3 (+3 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Seasoned Veteran Muctahits/ Fakih (Consultant Personality)

Medium Humanoid (Turanian Scholar 6); Hit Dice: 6d6 (21 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +6 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +8 skill points (in lieu of advanced spell), +2 skill points (in lieu of bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +8; Abilities: Str 9, Dex 14, Con 11, Int 16, Wis 13, Cha 15; Skills:  Appraise +5, Bluff +3, Concentration +2, Craft (alchemy) +5, Craft (herbalism) +5, Decipher Script +7, Diplomacy +6, Gather Information +8, Handle Animal +4, Heal +4, Knowledge (architecture and engineering) +8, Knowledge (geography) +7, Knowledge (history) +8, Knowledge (local) +11, Knowledge (nature) +8, Knowledge (nobility) +10, Knowledge (religion) +15, Knowledge (rumours) +15, Knowledge (warfare) +12, Listen +7, Move Silently +6, Profession (muctahits) +7, Ride +4, Search +6, Sense Motive +7, Sleight-of-Hand +4, Spot +3, Survival +3, Use Rope +4; Feats:  Combat Expertise, Improved Disarm, Knowledgeable, Negotiator, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)); Reputation: 8 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 7 (4 base, +1 Wis, +2 bonus; 21 maximum); Magic Attack: +5 (+3 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Master Muctahits/ Fakih (Analyst Personality)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +7/+2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +12 skill points (in lieu of advanced spell), +4 skill points (in lieu of bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +9; Abilities: Str 9, Dex 13, Con 10, Int 16, Wis 12, Cha 11; Skills:  Appraise +10, Decipher Script +13, Gather Information +13, Handle Animal +2, Knowledge (history) +11, Knowledge (local) +16, Knowledge (nobility) +12, Knowledge (religion) +20, Knowledge (rumours) +19, Knowledge (warfare) +11, Listen +6, Move Silently +3, Profession (muctahits) +16, Ride +5, Search +15, Sense Motive +15, Spot +5, Survival +3; Feats:  Diligent, Investigator, Knowledgeable, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)), Skill Focus (profession), Skill Focus (sense motive) ; Reputation: 8 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 7 (4 base, +1 Wis, +2 bonus; 21 maximum); Magic Attack: +4 (+4 class, +0 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Master Muctahits/ Fakih (Consultant Personality)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +8/+3 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +2 power point, +12 skill points (in lieu of advanced spell), +4 skill points (in lieu of bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +3, Will +9; Abilities: Str 9, Dex 14, Con 11, Int 17, Wis 13, Cha 15; Skills:  Appraise +5, Balance +3, Bluff +5, Concentration +4, Craft (alchemy) +6, Craft (herbalism) +6, Decipher Script +7, Diplomacy +6, Gather Information +8, Handle Animal +4, Heal +4, Jump +1, Knowledge (architecture and engineering) +9, Knowledge (geography) +8, Knowledge (history) +8, Knowledge (local) +12, Knowledge (nature) +8, Knowledge (nobility) +10, Knowledge (religion) +15, Knowledge (rumours) +15, Knowledge (warfare) +12, Listen +8, Move Silently +7, Profession (muctahits) +10, Ride +5, Search +7, Sense Motive +7, Sleight-of-Hand +4, Spot +4, Survival +3, Use Rope +4; Feats:  Combat Expertise, Improved Disarm, Knowledgeable, Negotiator, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)), Skill Focus (profession (muctahits)); Reputation: 10 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 7 (4 base, +1 Wis, +2 bonus; 21 maximum); Magic Attack: +6 (+4 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Great Muctahits/ Fakih (Analyst Personality)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6 (35 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +9/+4 mêlée finesse (1d4 /19-20 x2 /AP 1); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +3 power point, +16 skill points (in lieu of advanced spell), +4 skill points (in lieu of bonus spell), iron will, increased maximum power points (triple); Saves: Fort +3, Ref +5, Will +10; Abilities: Str 10, Dex 14, Con 11, Int 17, Wis 13, Cha 12; Skills:  Appraise +12, Decipher Script +15, Gather Information +18, Handle Animal +2, Knowledge (history) +11, Knowledge (local) +18, Knowledge (nobility) +12, Knowledge (religion) +22, Knowledge (rumours) +21, Knowledge (warfare) +13, Listen +8, Move Silently +7, Profession (muctahits) +18, Ride +5, Search +17, Sense Motive +17, Spot +7, Survival +3; Feats:  Diligent, Investigator, Knowledgeable, Skill Focus (gather information), Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)), Skill Focus (profession), Skill Focus (sense motive); Reputation: 11 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 8 (4 base, +1 Wis, +3 bonus; 24 maximum); Magic Attack: +6 (+5 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Great Muctahits/ Fakih (Consultant Personality)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6+10 (45 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +9/+4 mêlée finesse (1d4 /19-20 x2 /AP 1); Special Qualities: Turanian traits, scholar, independent background, base power points, knowledge is power, bonus feat x4 (in lieu of new sorcery style), +3 power point, +16 skill points (in lieu of advanced spell), +4 skill points (in lieu of bonus spell), iron will, increased maximum power points (triple); Saves: Fort +4, Ref +5, Will +11; Abilities: Str 10, Dex 15, Con 12, Int 18, Wis 14, Cha 16; Skills:  Appraise +7, Balance +4, Bluff +7, Concentration +6, Craft (alchemy) +7, Craft (herbalism) +7, Decipher Script +8, Diplomacy +7, Gather Information +11, Handle Animal +5, Heal +5, Jump +4, Knowledge (architecture and engineering) +10, Knowledge (geography) +9, Knowledge (history) +9, Knowledge (local) +15, Knowledge (nature) +9, Knowledge (nobility) +11, Knowledge (religion) +18, Knowledge (rumours) +18, Knowledge (warfare) +13, Listen +9, Move Silently +9, Profession (muctahits) +13, Ride +6, Search +12, Sense Motive +10, Sleight-of-Hand +6, Spot +7, Survival +4, Tumble +4, Use Rope +4; Feats:  Combat Expertise, Improved Disarm, Investigator, Knowledgeable, Negotiator, Skill Focus (knowledge (religion)), Skill Focus (knowledge (rumours)), Skill Focus (profession (muctahits)); Reputation: 13 (professional); Code of Honour: None; Allegiances:  Turan; Base Power Points: 9 (4 base, +2 Wis, +3 bonus; 27 maximum); Magic Attack: +8 (+5 class, +3 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Turanian Priests

The leaders of the Living Tarim, Erlik and other religions often ply for the king's attentions, especially in his role as Caliph.  Many of these religious leaders are actually spies for the Black Circle in Vendhya.  In charge of overall culture, the religious class includes the priests of Turan's various religions.  Although the Turanians worship the Tarim and Erlik, many of the indigenous peoples conquered by the Hyrkanians do not.  Turan places the priests in positions of real authority to keep stability throughout the empire.  Turanians do not force conquered persons to convert to a new religion, as that is an unstable practice.  The religious ruling caste is in charge of various regions, districts and provinces of Turan, ensuring everyone in their religious community pays their taxes and obeys the laws of Turan.  The religious class is also in charge of education, health and justice in their districts.  They also are charged to ensure that those who are deserving rise and those who are undeserving fall.  Ultimately, the religious ruling caste makes sure the indigenous populations and the conquering Hyrkanian populations do not come into internal strife and weaken the empire.  Those who are learned in the law of the Tarim are given the title of effendi.

A priest given official permission to supervise a district as its religious leader is permitted to keep a portion of the taxes he collects in his district.  This constitutes his salary.  This induces the priests to motivate his 'flock' to be as efficient as possible, for the more taxes he collects, the higher his salary.  Underling priests and acolytes are paid for by the supervising priest in charge of the district.  An official priest is permitted to hire as many underling priests as he can afford.

Non-Elite Lay Priest Youth (Relentless Personality)

Medium Humanoid (Turanian Scholar 1); Hit Dice: 1d6 (4 hp); Initiative: -1 (-1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 9 (+0 level, -1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Dagger -1 mêlée (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x1 (in lieu of new sorcery style); Saves: Fort -1, Ref -1, Will +3; Abilities: Str 9, Dex 8, Con 11, Int 10, Wis 13, Cha 12; Skills:  Appraise +2, Bluff +5, Decipher Script +2, Gather Information +2, Handle Animal +3, Intimidate +7, Knowledge (arcana) +4, Knowledge (history) +2, Knowledge (local) +2, Knowledge (religion) +4, Knowledge (rumours) +2, Perform (ritual) +5, Ride +1, Search +1, Sense Motive +3, Sleight-of-Hands +3, Survival +3; Feats:  Diligent, Persuasive; Reputation: 2 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest, Official Priest; Base Power Points: 5 (4 base, +1 Wis; 10 maximum); Magic Attack: +1 (+0 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Lay Priest Youth (Mediator Personality)

Medium Humanoid (Turanian Scholar 1); Hit Dice: 1d6 (4 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Dagger +1 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x1 (in lieu of new sorcery style); Saves: Fort +0, Ref +1, Will +4; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 15, Cha 14; Skills:  Appraise +3, Bluff +6, Decipher Script +3, Diplomacy +8, Gather Information +6, Handle Animal +4, Knowledge (arcana) +5, Knowledge (local) +5, Knowledge (religion) +5, Knowledge (rumours) +5, Perform (ritual) +6, Ride +3, Sense Motive +8, Sleight-of-Hands +3, Survival +4; Feats:  Diligent, Negotiator; Reputation: 3 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, High Priest, Official Priest; Base Power Points: 6 (4 base, +2 Wis; 12 maximum); Magic Attack: +2 (+0 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Acolyte (Relentless Personality)

Medium Humanoid (Turanian Scholar 2); Hit Dice: 2d6 (7 hp); Initiative: -1 (-1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 9 (+0 level, -1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Dagger +0 mêlée (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point; Saves: Fort -1, Ref -1, Will +4; Abilities: Str 9, Dex 8, Con 11, Int 10, Wis 13, Cha 12; Skills:  Appraise +2, Bluff +5, Decipher Script +2, Gather Information +4, Handle Animal +3, Intimidate +8, Knowledge (arcana) +5, Knowledge (history) +2, Knowledge (local) +2, Knowledge (religion) +5, Knowledge (rumours) +3, Perform (ritual) +6, Ride +1, Search +4, Sense Motive +4, Sleight-of-Hands +4, Survival +3; Feats:  Diligent, Investigator, Persuasive; Reputation: 3 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest, Official Priest; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +2 (+1 class, +1 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Acolyte (Mediator Personality)

Medium Humanoid (Turanian Scholar 2); Hit Dice: 2d6 (7 hp); Initiative: +1 (+1 Dex, +0 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Dagger +2 mêlée finesse (1d4-1 /19-20 x2 /AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point; Saves: Fort +0, Ref +1, Will +5; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 15, Cha 14; Skills:  Appraise +3, Bluff +6, Decipher Script +4, Diplomacy +12, Gather Information +7, Handle Animal +4, Knowledge (arcana) +6, Knowledge (local) +5, Knowledge (religion) +6, Knowledge (rumours) +6, Perform (ritual) +7, Ride +3, Sense Motive +9, Sleight-of-Hands +4, Survival +4; Feats:  Diligent, Negotiator, Skill Focus (diplomacy); Reputation: 4 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, High Priest, Official Priest; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +3 (+1 class, +2 Cha); Possessions: Dagger, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Initiate (Relentless Personality)

Medium Humanoid (Turanian Scholar 3); Hit Dice: 3d6 (11 hp); Initiative: +0 (-1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +1 mêlée (1d4-1 /19-20 x2 /AP 0) or Heavy Mace +1 mêlée (1d10-1/ x2/ AP 3); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point, +2 skill points (in lieu of an advanced spell); Saves: Fort +1, Ref +0, Will +4; Abilities: Str 9, Dex 8, Con 11, Int 10, Wis 13, Cha 12; Skills:  Appraise +2, Bluff +6, Decipher Script +4, Gather Information +4, Handle Animal +3, Intimidate +8, Knowledge (arcana) +8, Knowledge (history) +4, Knowledge (local) +4, Knowledge (religion) +8, Knowledge (rumours) +6, Perform (ritual) +7, Ride +1, Search +5, Sense Motive +5, Sleight-of-Hands +5, Survival +3; Feats:  Diligent, Investigator, Knowledgeable, Persuasive; Reputation: 4 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest, Official Priest; Base Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Magic Attack: +2 (+1 class, +1 Cha); Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Initiate (Mediator Personality)

Medium Humanoid (Turanian Scholar 3); Hit Dice: 3d6 (11 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Dagger +3 mêlée finesse (1d4-1 /19-20 x2 /AP 0) or Staff +3 mêlée finesse (2d4-1/ x2/ AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x2 (in lieu of new sorcery style), +1 power point, +2 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell); Saves: Fort +1, Ref +2, Will +5; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 15, Cha 14; Skills:  Appraise +5, Bluff +7, Decipher Script +6, Diplomacy +13, Gather Information +7, Handle Animal +4, Knowledge (arcana) +7, Knowledge (local) +6, Knowledge (religion) +7, Knowledge (rumours) +7, Perform (ritual) +8, Ride +3, Sense Motive +13, Sleight-of-Hands +6, Survival +4; Feats:  Diligent, Negotiator, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 5 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, High Priest, Official Priest; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +3 (+1 class, +2 Cha); Possessions: Dagger, staff, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Underling Priest (Relentless Personality)

Medium Humanoid (Turanian Scholar 4); Hit Dice: 4d6 (14 hp); Initiative: +0 (-1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +2 mêlée (1d4-1 /19-20 x2 /AP 0) or Heavy Mace +2 mêlée (1d10-1/ x2/ AP 3); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of an advanced spell); Saves: Fort +1, Ref +0, Will +6; Abilities: Str 9, Dex 8, Con 11, Int 10, Wis 14, Cha 12; Skills:  Appraise +2, Bluff +7/+8, Decipher Script +4, Gather Information +5/+6, Handle Animal +3, Intimidate +10/+11, Knowledge (arcana) +9, Knowledge (history) +4, Knowledge (local) +4, Knowledge (religion) +9, Knowledge (rumours) +7, Perform (ritual) +8, Ride +1, Search +5, Sense Motive +7, Sleight-of-Hands +6, Survival +4  (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Investigator, Knowledgeable, Persuasive, Priest; Reputation: 6 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest, Official Priest; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +3 (+2 class, +1 Cha); Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Underling Priest (Mediator Personality)

Medium Humanoid (Turanian Scholar 4); Hit Dice: 4d6 (14 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0) or Staff +4 mêlée finesse (2d4-1/ x2/ AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +4 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell); Saves: Fort +1, Ref +2, Will +7; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 16, Cha 14; Skills:  Appraise +5, Bluff +8/+9, Craft (herbalism) +3, Decipher Script +6, Diplomacy +14/+15, Gather Information +8/+9, Handle Animal +4, Knowledge (arcana) +8, Knowledge (local) +6, Knowledge (nature) +3, Knowledge (religion) +8, Knowledge (rumours) +8, Perform (ritual) +9, Ride +3, Sense Motive +15, Sleight-of-Hands +6, Survival +5 (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Negotiator, Priest, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 7 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, High Priest, Official Priest; Base Power Points: 8 (4 base, +3 Wis, +1 bonus; 16 maximum); Magic Attack: +4 (+2 class, +2 Cha); Possessions: Dagger, staff, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Underling Bashaw Priest (Relentless Personality)

Medium Humanoid (Turanian Scholar 5); Hit Dice: 5d6 (18 hp); Initiative: +0 (-1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +2 mêlée (1d4-1 /19-20 x2 /AP 0) or Heavy Mace +2 mêlée (1d10-1/ x2/ AP 3); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +6 skill points (in lieu of an advanced spell), iron will; Saves: Fort +1, Ref +0, Will +8; Abilities: Str 9, Dex 8, Con 11, Int 10, Wis 14, Cha 12; Skills:  Appraise +2, Bluff +7/+8, Decipher Script +4, Gather Information +5/+6, Handle Animal +3, Intimidate +11/+12, Knowledge (arcana) +10, Knowledge (history) +4, Knowledge (local) +6, Knowledge (religion) +10, Knowledge (rumours) +8, Perform (ritual) +9, Ride +1, Search +6, Sense Motive +8, Sleight-of-Hands +7, Survival +4  (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Investigator, Knowledgeable, Persuasive, Priest; Reputation: 7 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest, Official Priest; Base Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Magic Attack: +3 (+2 class, +1 Cha); Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Underling Bashaw Priest (Mediator Personality)

Medium Humanoid (Turanian Scholar 5); Hit Dice: 5d6 (18 hp); Initiative: +2 (+1 Dex, +1 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Dagger +4 mêlée finesse (1d4-1 /19-20 x2 /AP 0) or Staff +4 mêlée finesse (2d4-1/ x2/ AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +1 power point, +6 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will; Saves: Fort +1, Ref +2, Will +9; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 16, Cha 14; Skills:  Appraise +5, Bluff +9/+10, Craft (herbalism) +3, Decipher Script +6, Diplomacy +15/+16, Gather Information +9/+10, Handle Animal +4, Knowledge (arcana) +9, Knowledge (local) +6, Knowledge (nature) +6, Knowledge (religion) +9, Knowledge (rumours) +9, Perform (ritual) +10, Ride +3, Sense Motive +16, Sleight-of-Hands +6, Survival +5 (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Negotiator, Priest, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 8 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, High Priest, Official Priest; Base Power Points: 8 (4 base, +3 Wis, +1 bonus; 16 maximum); Magic Attack: +4 (+2 class, +2 Cha); Possessions: Dagger, staff, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Dewan Priest (Relentless Personality)

Medium Humanoid (Turanian Scholar 6); Hit Dice: 6d6+6 (27 hp); Initiative: +1 (-1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+2 level, -1 Dex); Parry Defence: 12 (+2 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+4; Attack: Dagger +4 mêlée (1d4 /19-20 x2 /AP 1) or Heavy Mace +4 mêlée (1d10/ x2/ AP 4); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +8 skill points (in lieu of an advanced spell), iron will, increased maximum spell points (triple); Saves: Fort +3, Ref +1, Will +9; Abilities: Str 10, Dex 9, Con 12, Int 11, Wis 15, Cha 13; Skills:  Appraise +2, Bluff +8/+9, Decipher Script +5, Gather Information +6/+7, Handle Animal +3, Intimidate +12/+13, Knowledge (arcana) +11, Knowledge (history) +4, Knowledge (local) +8, Knowledge (religion) +11, Knowledge (rumours) +9, Perform (ritual) +9, Profession (official priest) +3, Ride +1, Search +6, Sense Motive +8, Sleight-of-Hands +7, Survival +4  (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Investigator, Knowledgeable, Persuasive, Priest, Ritual Sacrifice; Reputation: 8 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest; Base Power Points: 8 (4 base, +2 Wis, +2 bonus; 24 maximum); Magic Attack: +4 (+3 class, +1 Cha); Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Dewan Priest (Mediator Personality)

Medium Humanoid (Turanian Scholar 6); Hit Dice: 6d6 (21 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Dagger +6 mêlée finesse (1d4-1 /19-20 x2 /AP 0) or Staff +6 mêlée finesse (2d4-1/ x2/ AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +8 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple); Saves: Fort +2, Ref +4, Will +10; Abilities: Str 9, Dex 14, Con 11, Int 13, Wis 17, Cha 15; Skills:  Appraise +5, Bluff +9/+10, Craft (herbalism) +3, Decipher Script +7, Diplomacy +16/+17, Gather Information +10/+11, Handle Animal +4, Knowledge (arcana) +10, Knowledge (local) +6, Knowledge (nature) +6, Knowledge (religion) +10, Knowledge (rumours) +10, Perform (ritual) +11, Profession (official priest) +6, Ride +3, Sense Motive +18, Sleight-of-Hands +6, Survival +5 (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Negotiator, Priest, Ritual Sacrifice, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 9 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, High Priest; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 27 maximum); Magic Attack: +5 (+3 class, +2 Cha); Possessions: Dagger, staff, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Gramarye Priest (Relentless Personality, Necromancer)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6+8 (36 hp); Initiative: +1 (-1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+3 level, -1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Dagger +6/+1 mêlée (1d4 /19-20 x2 /AP 1) or Heavy Mace +6/+1 mêlée (1d10/ x2/ AP 4); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +10 skill points (in lieu of an advanced spell), iron will, increased maximum spell points (triple), advanced spell x1, new sorcery style x1; Saves: Fort +3, Ref +1, Will +11; Abilities: Str 10, Dex 9, Con 12, Int 11, Wis 16, Cha 13; Skills:  Appraise +2, Bluff +9/+10, Decipher Script +6, Gather Information +8/+9, Handle Animal +3, Intimidate +13/+14, Knowledge (arcana) +13, Knowledge (history) +5, Knowledge (local) +8, Knowledge (religion) +13, Knowledge (rumours) +10, Perform (ritual) +10, Profession (official priest) +8, Ride +1, Search +6, Sense Motive +10, Sleight-of-Hands +8, Survival +5  (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Investigator, Knowledgeable, Persuasive, Priest, Ritual Sacrifice; Reputation: 11 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik, High Priest; Base Power Points: 9 (4 base, +3 Wis, +2 bonus; 27 maximum); Magic Attack: +5 (+4 class, +1 Cha); Sorcery Styles Known: Necromancy; Spells Known: Chill of the Grave, Raise Corpse, The Dead Speak; Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Gramarye Priest (Mediator Personality, Diviner)

Medium Humanoid (Turanian Scholar 8); Hit Dice: 8d6 (28 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Dagger +8/+3 mêlée finesse (1d4-1 /19-20 x2 /AP 0) or Staff +8/+3 mêlée finesse (2d4-1/ x2/ AP 0); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +2 power point, +10 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple), advanced spell x1, new sorcery style x1; Saves: Fort +2, Ref +4, Will +12; Abilities: Str 9, Dex 14, Con 11, Int 13, Wis 18, Cha 15; Skills:  Appraise +5, Bluff +9/+10, Craft (herbalism) +4, Decipher Script +7, Diplomacy +18/+19, Gather Information +10/+11, Handle Animal +4, Knowledge (arcana) +12, Knowledge (local) +6, Knowledge (nature) +6, Knowledge (religion) +12, Knowledge (rumours) +12, Perform (ritual) +13, Profession (official priest) +10, Ride +3, Sense Motive +20, Sleight-of-Hands +7, Survival +5 (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Negotiator, Priest, Ritual Sacrifice, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 12 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, The Master of Yimsha, High Priest; Base Power Points: 10 (4 base, +4 Wis, +2 bonus; 30 maximum); Magic Attack: +6 (+4 class, +2 Cha); Sorcery Styles Known: Necromancy; Spells Known: Astrological prediction, not this day, visions;  Possessions: Dagger, staff, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite Archgramarye Priest (Relentless Personality, Necromancer)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6+10 (45 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+3 level, +0 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +7/+2 mêlée (1d4 /19-20 x2 /AP 1) or Heavy Mace +7/+2 mêlée (1d10/ x2/ AP 4); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +3 power point, +12 skill points (in lieu of an advanced spell), iron will, increased maximum spell points (triple), advanced spell x2, new sorcery style x1; Saves: Fort +4, Ref +3, Will +12; Abilities: Str 11, Dex 10, Con 13, Int 12, Wis 17, Cha 14; Skills:  Appraise +3, Bluff +10/+11, Decipher Script +9, Gather Information +11/+12, Handle Animal +4, Intimidate +16/+17, Knowledge (arcana) +16, Knowledge (history) +7, Knowledge (local) +10, Knowledge (religion) +16, Knowledge (rumours) +13, Perform (ritual) +13, Profession (official priest) +12, Ride +2, Search +8, Sense Motive +10, Sleight-of-Hands +10, Survival +5  (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Investigator, Knowledgeable, Persuasive, Priest, Ritual Sacrifice, Tortured Sacrifice; Reputation: 14 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik; Base Power Points: 10 (4 base, +3 Wis, +3 bonus; 30 maximum); Magic Attack: +7 (+5 class, +2 Cha); Sorcery Styles Known: Necromancy; Spells Known: Chill of the Grave, Death Touch, Raise Corpse, The Dead Speak; Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Archgramarye Priest (Mediator Personality, Diviner)

Medium Humanoid (Turanian Scholar 10); Hit Dice: 10d6+10 (45 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +7/+7; Attack: Dagger +9/+4 mêlée finesse (1d4 plus poison /19-20 x2 /AP 1) or Staff +9/+4 mêlée finesse (2d4/ x2/ AP 1); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +3 power point, +10 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (triple), advanced spell x2, new sorcery style x1; Saves: Fort +4, Ref +5, Will +13; Abilities: Str 10, Dex 15, Con 12, Int 14, Wis 19, Cha 16; Skills:  Appraise +6, Bluff +12/+13, Craft (herbalism) +5, Decipher Script +10, Diplomacy +21/+22, Gather Information +11/+12, Handle Animal +5, Knowledge (arcana) +15, Knowledge (local) +8, Knowledge (nature) +8, Knowledge (religion) +15, Knowledge (rumours) +15, Perform (ritual) +15, Profession (official priest) +12, Ride +3, Sense Motive +20, Sleight-of-Hands +9, Survival +5 (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Negotiator, Poison Use, Priest, Ritual Sacrifice, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 15 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, The Master of Yimsha, High Priest; Base Power Points: 11 (4 base, +4 Wis, +3 bonus; 33 maximum); Magic Attack: +8 (+5 class, +3 Cha); Sorcery Styles Known: Necromancy; Spells Known: Astrological prediction, dream of wisdom, not this day, sorcerous news, visions; Possessions: Dagger, staff, various poisons, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Non-Elite High Priest (Relentless Personality, Necromancer)

Medium Humanoid (Turanian Scholar 13); Hit Dice: 10d6+10+3 (48 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+4 level, +0 Dex); Parry Defence: 14 (+4 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +9/+9; Attack: Dagger +9/+4 mêlée (1d4 /19-20 x2 /AP 1) or Heavy Mace +9/+4 mêlée (1d10/ x2/ AP 4); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +3 power point, +14 skill points (in lieu of an advanced spell), iron will, increased maximum spell points (quadruple), advanced spell x4, new sorcery style x2, +2 skill points (in lieu of a bonus spell); Saves: Fort +5, Ref +4, Will +14; Abilities: Str 11, Dex 10, Con 13, Int 12, Wis 18, Cha 14; Skills:  Appraise +5, Bluff +10/+11, Decipher Script +14, Gather Information +14/+15, Handle Animal +4, Intimidate +19/+20, Knowledge (arcana) +19, Knowledge (history) +7, Knowledge (local) +10, Knowledge (religion) +19, Knowledge (rumours) +16, Perform (ritual) +16, Profession (official priest) +15, Ride +2, Search +11, Sense Motive +10, Sleight-of-Hands +10, Survival +5  (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Investigator, Knowledgeable, Leadership, Persuasive, Priest, Ritual Sacrifice, Tortured Sacrifice; Reputation: 21 (relentless); Code of Honour: None; Allegiances:  Temple of Erlik; Leadership: 18/18 (9th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level followers); Base Power Points: 11 (4 base, +4 Wis, +3 bonus; 44 maximum); Magic Attack: +8 (+6 class, +2 Cha); Sorcery Styles Known: Necromancy, Divination; Spells Known: Agonising doom, astrological prediction, chill of the grave, death touch, raise corpse, sorcerous news, the dead speak; Possessions: Dagger, heavy mace, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.

Elite Archgramarye Priest (Mediator Personality, Diviner)

Medium Humanoid (Turanian Scholar 13); Hit Dice: 10d6+10+3 (48 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+4 level, +2 Dex); Parry Defence: 14 (+4 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +9/+9; Attack: Dagger +11/+6 mêlée finesse (1d4 plus poison /19-20 x2 /AP 1) or Staff +11/+6 mêlée finesse (2d4/ x2/ AP 1); Special Qualities: Turanian traits, scholar, lay priest background, base power points, knowledge is power, bonus feat x3 (in lieu of new sorcery style), +3 power point, +12 skill points (in lieu of an advanced spell), +2 skill points (in lieu of a bonus spell), iron will, increased maximum power points (quadruple), advanced spell x5, new sorcery style x2, bonus spell x1; Saves: Fort +5, Ref +6, Will +15; Abilities: Str 10, Dex 15, Con 12, Int 14, Wis 20, Cha 16; Skills:  Appraise +6, Bluff +15/+16, Craft (herbalism) +5, Decipher Script +13, Diplomacy +24/+25, Gather Information +14/+15, Handle Animal +5, Knowledge (arcana) +18, Knowledge (local) +8, Knowledge (nature) +8, Knowledge (religion) +18, Knowledge (rumours) +18, Perform (ritual) +18, Profession (official priest) +16, Ride +3, Sense Motive +21, Sleight-of-Hands +12, Survival +6 (numbers after the slash indicate the score used when dealing with Turanians or other followers of Erlik or Tarim); Feats:  Diligent, Leadership, Negotiator, Poison Use, Priest, Ritual Sacrifice, Skill Focus (diplomacy), Skill Focus (sense motive); Reputation: 22 (mediator); Code of Honour: None; Allegiances:  The Living Tarim, The Master of Yimsha; Leadership: 19/19 (9th level cohort; 120 1st level, 5 2nd level, 2 3rd level, 1 4th level followers); Base Power Points: 12 (4 base, +5 Wis, +3 bonus; 48 maximum); Magic Attack: +9 (+6 class, +3 Cha); Sorcery Styles Known: Necromancy, Hypnotism; Spells Known: Astrological prediction, domination, dream of wisdom, entrance, hypnotic suggestion, not this day, sorcerous news, visions, visions of torment and enlightenment; Possessions: Dagger, staff, various poisons, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar.
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The Imperial Harem

The harem are the concubines of the sultan and his favoured concubines have his ear and can often manage political clout.  The Harem is an important power of the Turanian court.  It is presided by the mother of the Sultan (she has the title of Baş Kadın).  The Baş Kadın wields supreme executive power over the Harem and has status in the imperial court.  She is almost always involved in imperial politics and can apply a lot of pressure on the Sultan.  Beneath the Baş Kadın is the Hasseki Sultana, who is the mother of the Sultan's first born son.  The next rank in the Harem include the four other official wives of the Sultan, called the Hasseki Kadın.  Next, the Sultan's eight favourite concubines, the hassodaliks, hold power over the Harem.  Any other concubines in favour of the Sultan, called gözde, follow the hassodaliks.  The following rank are the concubines of officials.  Acemi and şahgird come next in the ranking as either girls waiting to be married off or are new to the Harem.  The Harem is served by two ranks of eunuchs.  The highest rank are the Black Kingdom slaves who serve the concubines and chamber maids of the palace; they are led by the Kızlar Aghası (Chief Black Eunuch), who is part of the imperial court.  The rank below them are eunuchs who are not from the Black Kingdoms.  They serve the new recruits of the Harem.  

· Şahgird: The şahgird are girls new to the Harem.  They are essentially apprentice Harem girls.

· Acemi:  The acemi are Harem girls who have passed their apprenticeship and are considered acolytes.  Many of these will simply be married off to a noble
· Gözde: The gözde are girls favoured by the Sultan in the Harem.

· Hassodaliks:  The Sultan's eight favourite concubines.

· Hasseki Kadın:  This is the title shared by the four official secondary wives of the Sultan.

· Hasseki Sultana: The title of the primary wife of the Sultan, the mother of the firstborn son of the Sultan; the equivalent of a queen.

· Baş Kadın: The mother of the king of Turan holds this title.  She has a voice in the Imperial Court and has absolute power over the Harem.

· Kızlar Aghası:  This is the chief black eunuch of the Harem.  He is a member of the Imperial Court.

Non-Elite Sahgird (Counsellor Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6 (4 hp); Initiative: +2 (+0 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +0 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort +0, Ref +2, Will +3; Abilities: Str 8, Dex 11, Con 10, Int 9, Wis 12, Cha 13; Skills:  Balance +2, Diplomacy +4, Gather Information +4, Handle Animal +3, Knowledge (local) +2, Knowledge (rumours) +3, Perform (dance) +7, Perform (sing) +7, Ride +2, Sleight-of-Hand +3, Survival +3, Tumble +4; Feats:  Performer; Reputation: 4 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Sahgird (Facilitator Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6 (4 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort +0, Ref +4, Will +3; Abilities: Str 8, Dex 14, Con 10, Int 12, Wis 13, Cha 15; Skills:  Balance +6, Diplomacy +6, Gather Information +6, Handle Animal +4, Intimidate +6, Knowledge (local) +3, Perform (dance) +8, Perform (sing) +8, Perform (any musical instrument) +8, Ride +4, Sleight-of-Hand +6, Survival +3, Tumble +4; Feats:  Performer; Reputation: 5 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.
Non-Elite Acemi Acolyte (Counsellor Personality)

Medium Humanoid (Turanian Temptress 2); Hit Dice: 2d6 (7 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day; Saves: Fort +0, Ref +3, Will +4; Abilities: Str 8, Dex 11, Con 10, Int 9, Wis 12, Cha 13; Skills:  Balance +4, Diplomacy +6, Gather Information +6, Handle Animal +3, Intimidate +2, Jump +1, Knowledge (local) +2, Knowledge (rumours) +3, Perform (dance) +9, Perform (sing) +9, Ride +2, Sense Motive +3, Sleight-of-Hand +4, Survival +3, Tumble +5; Feats:  Performer; Reputation: 6 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Acemi Acolyte (Facilitator Personality)

Medium Humanoid (Turanian Temptress 2); Hit Dice: 2d6 (7 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day; Saves: Fort +0, Ref +5, Will +4; Abilities: Str 8, Dex 14, Con 10, Int 12, Wis 13, Cha 15; Skills:  Balance +8, Diplomacy +8, Gather Information +8, Handle Animal +4, Intimidate +7, Jump +2, Knowledge (local) +3, Move Silently +3, Perform (dance) +10, Perform (sing) +10, Perform (any musical instrument) +10, Ride +4, Sense Motive +2, Sleight-of-Hand +7, Survival +3, Tumble +5; Feats:  Performer; Reputation: 7 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Acemi (Counsellor Personality)

Medium Humanoid (Turanian Temptress 3); Hit Dice: 3d6 (11 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (trusted counsellor); Saves: Fort +1, Ref +3, Will +4; Abilities: Str 8, Dex 11, Con 10, Int 9, Wis 12, Cha 13; Skills:  Balance +4, Diplomacy +7, Gather Information +6, Handle Animal +3, Intimidate +2, Jump +3, Knowledge (local) +2, Knowledge (rumours) +4, Perform (dance) +10, Perform (sing) +10, Ride +2, Sense Motive +4, Sleight-of-Hand +5, Survival +3, Tumble +8; Feats:  Acrobatic, Performer; Reputation: 7 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Acemi (Facilitator Personality)

Medium Humanoid (Turanian Temptress 3); Hit Dice: 3d6 (11 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +4 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (entertainer); Saves: Fort +1, Ref +5, Will +4; Abilities: Str 8, Dex 14, Con 10, Int 12, Wis 13, Cha 15; Skills:  Balance +9, Diplomacy +9, Gather Information +9, Handle Animal +4, Intimidate +7, Jump +4, Knowledge (local) +3, Move Silently +4, Perform (dance) +11, Perform (sing) +11, Perform (any musical instrument) +11, Ride +4, Sense Motive +2, Sleight-of-Hand +8, Survival +3, Tumble +8; Feats:  Acrobatic, Performer; Reputation: 8 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Gözde (Counsellor Personality)

Medium Humanoid (Turanian Temptress 4); Hit Dice: 4d6 (14 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+2 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (trusted counsellor), seductive savant (diplomacy); Saves: Fort +1, Ref +4, Will +5; Abilities: Str 8, Dex 11, Con 10, Int 9, Wis 12, Cha 14; Skills:  Balance +4, Diplomacy +9, Gather Information +7, Handle Animal +4, Intimidate +3, Jump +3, Knowledge (local) +2, Knowledge (rumours) +4, Perform (dance) +11, Perform (sing) +11, Ride +2, Sense Motive +4, Sleight-of-Hand +5, Survival +3, Tumble +8; Feats:  Acrobatic, Performer; Reputation: 10 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Gözde (Facilitator Personality)

Medium Humanoid (Turanian Temptress 4); Hit Dice: 4d6 (14 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +5 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (entertainer), seductive savant (perform); Saves: Fort +1, Ref +6, Will +5; Abilities: Str 8, Dex 14, Con 10, Int 12, Wis 13, Cha 16; Skills:  Balance +9, Diplomacy +11, Gather Information +11, Handle Animal +5, Intimidate +9, Jump +5, Knowledge (local) +3, Move Silently +5, Perform (dance) +14, Perform (sing) +14, Perform (any musical instrument) +14, Ride +4, Sense Motive +2, Sleight-of-Hand +8, Survival +3, Tumble +11; Feats:  Acrobatic, Performer; Reputation: 11 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Veteran Gözde (Counsellor Personality)

Medium Humanoid (Turanian Temptress 5); Hit Dice: 5d6 (18 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+2 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract; Saves: Fort +1, Ref +4, Will +5; Abilities: Str 8, Dex 11, Con 10, Int 9, Wis 12, Cha 14; Skills:  Balance +4, Diplomacy +10, Gather Information +8, Handle Animal +4, Intimidate +3, Jump +3, Knowledge (local) +2, Knowledge (rumours) +5, Perform (dance) +12, Perform (sing) +11, Perform (musical instrument) +5, Ride +2, Sense Motive +5, Sleight-of-Hand +6, Survival +3, Tumble +9; Feats:  Acrobatic, Performer; Reputation: 11 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Veteran Gözde (Facilitator Personality)

Medium Humanoid (Turanian Temptress 5); Hit Dice: 5d6 (18 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +5 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +1, compelling performance 1/day, secret art (entertainer), seductive savant (perform), binding contract; Saves: Fort +1, Ref +6, Will +5; Abilities: Str 8, Dex 14, Con 10, Int 12, Wis 13, Cha 16; Skills:  Balance +9, Diplomacy +12, Gather Information +12, Handle Animal +5, Intimidate +9, Jump +6, Knowledge (local) +3, Move Silently +6, Perform (dance) +15, Perform (sing) +15, Perform (any musical instrument) +15, Ride +4, Sense Motive +2, Sleight-of-Hand +9, Survival +3, Tumble +12; Feats:  Acrobatic, Performer; Reputation: 12 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Seasoned Veteran Gözde (Counsellor Personality)

Medium Humanoid (Turanian Temptress 6); Hit Dice: 6d6 (21 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +5 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract; Saves: Fort +2, Ref +6, Will +6; Abilities: Str 9, Dex 12, Con 11, Int 10, Wis 13, Cha 15; Skills:  Balance +5, Diplomacy +14, Gather Information +10, Handle Animal +4, Intimidate +4, Jump +3, Knowledge (local) +4, Knowledge (rumours) +7, Perform (dance) +14, Perform (sing) +13, Perform (musical instrument) +7, Ride +3, Sense Motive +9, Sleight-of-Hand +7, Survival +3, Tumble +10; Feats:  Acrobatic, Negotiator, Performer; Reputation: 12 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Seasoned Veteran Gözde (Facilitator Personality)

Medium Humanoid (Turanian Temptress 6); Hit Dice: 6d6 (21 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +6 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (entertainer), seductive savant (perform), binding contract; Saves: Fort +2, Ref +7, Will +7; Abilities: Str 9, Dex 15, Con 11, Int 13, Wis 14, Cha 17; Skills:  Balance +9, Diplomacy +14, Gather Information +14, Handle Animal +5, Intimidate +10, Jump +7, Knowledge (local) +3, Move Silently +7, Perform (dance) +20, Perform (sing) +17, Perform (any musical instrument) +17, Ride +4, Sense Motive +4, Sleight-of-Hand +10, Survival +4, Tumble +13; Feats:  Acrobatic, Performer, Skill Focus (perform (dance)); Reputation: 13 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.
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Non-Elite Hassodaliks (Counsellor Personality)

Medium Humanoid (Turanian Temptress 7); Hit Dice: 7d6 (25 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+4; Attack: Jambiya +4 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +6 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract, improved secret art (secrets), admirers; Saves: Fort +2, Ref +6, Will +6; Abilities: Str 9, Dex 12, Con 11, Int 10, Wis 13, Cha 15; Skills:  Balance +5, Diplomacy +15, Gather Information +11, Handle Animal +4, Intimidate +4, Jump +3, Knowledge (local) +5, Knowledge (rumours) +8, Perform (dance) +15, Perform (sing) +14, Perform (musical instrument) +8, Ride +3, Sense Motive +9, Sleight-of-Hand +8, Survival +3, Tumble +10; Feats:  Acrobatic, Negotiator, Performer; Reputation: 15 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Hassodaliks (Facilitator Personality)

Medium Humanoid (Turanian Temptress 7); Hit Dice: 7d6 (25 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+4; Attack: Jambiya +4 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +7 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (entertainer), seductive savant (perform), binding contract, improved secret art (improved standing), admirers; Saves: Fort +2, Ref +7, Will +7; Abilities: Str 9, Dex 15, Con 11, Int 13, Wis 14, Cha 17; Skills:  Balance +9, Diplomacy +15, Gather Information +15, Handle Animal +5, Intimidate +10, Jump +8, Knowledge (local) +3, Move Silently +8, Perform (dance) +21, Perform (sing) +18, Perform (any musical instrument) +18, Perform (story-telling) +9, Ride +4, Sense Motive +4, Sleight-of-Hand +10, Survival +4, Tumble +14; Feats:  Acrobatic, Performer, Skill Focus (perform (dance)); Reputation: 18 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Hassodaliks (Counsellor Personality)

Medium Humanoid (Turanian Temptress 8); Hit Dice: 8d6 (28 hp); Initiative: +7 (+1 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+4 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +7/+2 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract, improved secret art (secrets), admirers, inspire; Saves: Fort +2, Ref +7, Will +7; Abilities: Str 9, Dex 12, Con 11, Int 10, Wis 13, Cha 16; Skills:  Balance +5, Diplomacy +18, Gather Information +13, Handle Animal +5, Intimidate +5, Jump +3, Knowledge (local) +6, Knowledge (rumours) +9, Perform (dance) +17, Perform (sing) +15, Perform (musical instrument) +10, Perform (story-telling) +6, Ride +3, Sense Motive +9, Sleight-of-Hand +9, Survival +3, Tumble +10; Feats:  Acrobatic, Negotiator, Performer; Reputation: 17 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Hassodaliks (Facilitator Personality)

Medium Humanoid (Turanian Temptress 8); Hit Dice: 8d6 (28 hp); Initiative: +8 (+2 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+4 level, +2 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +8/+3 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (entertainer), seductive savant (perform), binding contract, improved secret art (improved standing), admirers, inspire; Saves: Fort +2, Ref +8, Will +8; Abilities: Str 9, Dex 15, Con 11, Int 13, Wis 14, Cha 18; Skills:  Balance +9, Diplomacy +17, Gather Information +17, Handle Animal +6, Intimidate +11, Jump +9, Knowledge (local) +3, Move Silently +9, Perform (dance) +24, Perform (sing) +21, Perform (any musical instrument) +21, Perform (story-telling) +12, Ride +4, Sense Motive +4, Sleight-of-Hand +10, Survival +4, Tumble +15; Feats:  Acrobatic, Performer, Skill Focus (perform (dance)); Reputation: 20 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Hasseki Kadın (Counsellor Personality)

Medium Humanoid (Turanian Temptress 9/Noble 1); Hit Dice: 9d6+1d8+10 (46 hp); Initiative: +7 (+1 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+4 level, +1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +7/+2 mêlée finesse (1d4/ x4/ AP 1) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract, improved secret art (secrets), admirers, inspire, outrageous flattery, title, rank hath its privileges, wealth; Saves: Fort +4, Ref +7, Will +10; Abilities: Str 10, Dex 13, Con 12, Int 11, Wis 14, Cha 17; Skills:  Balance +5, Diplomacy +20, Gather Information +14, Handle Animal +5, Intimidate +5, Jump +4, Knowledge (local) +7, Knowledge (nobility) +3, Knowledge (rumours) +10, Perform (dance) +18, Perform (sing) +16, Perform (musical instrument) +10, Perform (story-telling) +8, Ride +3, Sense Motive +11, Sleight-of-Hand +10, Survival +4, Tumble +10; Feats:  Acrobatic, Leadership, Negotiator, Performer; Reputation: 20 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Leadership: 16/15 (8th level cohort; 60 1st level, 2 2nd level, 1 3rd level followers); Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Elite Hasseki Kadın (Facilitator Personality)

Medium Humanoid (Turanian Temptress 9/Noble 1); Hit Dice: 9d6+1d8+10 (46 hp); Initiative: +9 (+3 Dex, +6 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +3 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +9/+4 mêlée finesse (1d4/ x4/ AP 1); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +2, compelling performance 2/day, secret art (entertainer), seductive savant (perform), binding contract, improved secret art (improved standing), admirers, inspire, outrageous flattery, title, rank hath its privileges, wealth; Saves: Fort +4, Ref +9, Will +10; Abilities: Str 10, Dex 16, Con 12, Int 14, Wis 15, Cha 19; Skills:  Appraise +3, Balance +10, Diplomacy +18, Gather Information +18, Handle Animal +6, Intimidate +12, Jump +10, Knowledge (local) +4, Move Silently +11, Perform (dance) +26, Perform (sing) +23, Perform (any musical instrument) +23, Perform (story-telling) +15, Ride +5, Sense Motive +4, Sleight-of-Hand +12, Survival +4, Tumble +16; Feats:  Acrobatic, Leadership, Performer, Skill Focus (perform (dance)); Reputation: 22 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Hasseki Sultana; Leadership: 17/16 (8th level cohort; 70 1st level, 3 2nd level, 1 3rd level followers); Possessions: Jambiya, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Hasseki Sultana (Counsellor Personality)

Medium Humanoid (Turanian Temptress 11/Noble 1); Hit Dice: 9d6+1d8+10+2 (48 hp); Initiative: +8 (+1 Dex, +7 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+5 level, +1 Dex); Parry Defence: 14 (+4 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +8/+8; Attack: Jambiya +8/+3 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +9/+4 mêlée finesse (1d4/ x4/ AP 1) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +3, compelling performance 3/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract, improved secret art (secrets), admirers, inspire, outrageous flattery, title, rank hath its privileges, wealth, advanced secret art (smear others), exquisite; Saves: Fort +4, Ref +8, Will +11; Abilities: Str 10, Dex 13, Con 12, Int 11, Wis 14, Cha 18; Skills:  Balance +5, Diplomacy +27, Gather Information +18, Handle Animal +6, Intimidate +7, Jump +4, Knowledge (local) +9, Knowledge (nobility) +5, Knowledge (rumours) +12, Perform (dance) +22, Perform (sing) +18, Perform (musical instrument) +12, Perform (story-telling) +12, Ride +3, Sense Motive +14, Sleight-of-Hand +10, Survival +4, Tumble +10; Feats:  Acrobatic, Leadership, Negotiator, Performer, Skill Focus (diplomacy); Reputation: 25 (pleasing); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın; Leadership: 19/18 (9th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level followers)
Possessions: Jambiya, khalat, bedlah, jewellery, headband, skirt, pants and veil.

Elite Hasseki Sultana (Facilitator Personality)

Medium Humanoid (Turanian Temptress 11/Noble 1); Hit Dice: 9d6+1d8+10+2 (48 hp); Initiative: +10 (+3 Dex, +7 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 14 (+4 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +8/+8; Attack: Jambiya +8/+3 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +11/+6 mêlée finesse (1d4/ x4/ AP 1); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +3, compelling performance 3/day, secret art (entertainer), seductive savant (perform), binding contract, improved secret art (improved standing), admirers, inspire, outrageous flattery, title, rank hath its privileges, wealth, advanced secret art (ally), exquisite; Saves: Fort +4, Ref +10, Will +11; Abilities: Str 10, Dex 16, Con 12, Int 14, Wis 15, Cha 20; Skills:  Appraise +4, Balance +10, Bluff +6, Diplomacy +20, Gather Information +20, Handle Animal +7, Intimidate +14, Jump +10, Knowledge (local) +4, Move Silently +12, Perform (dance) +29, Perform (sing) +26, Perform (any musical instrument) +26, Perform (story-telling) +20, Ride +5, Sense Motive +5, Sleight-of-Hand +12, Survival +4, Tumble +17; Feats:  Acrobatic, Combat Expertise, Leadership, Performer, Skill Focus (perform (dance)); Reputation: 27 (graceful); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın; Leadership: 21/19 (10th level cohort; 120 1st level, 5 2nd level, 2 3rd level, 1 4th level followers); Possessions: Jambiya, khalat, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Baş Kadın (Counsellor Personality)

Medium Humanoid (Turanian Temptress 15/Noble 1); Hit Dice: 9d6+1d8+10+6 (52 hp); Initiative: +11 (+2 Dex, +9 Reflex); Speed: 30 ft.; Dodge Defence: 19 (+7 level, +2 Dex); Parry Defence: 15 (+5 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +11/+11; Attack: Jambiya +11/+6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +13/+8/+3 mêlée finesse (1d4/ x4/ AP 1) ; Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +4, compelling performance 4/day, secret art (trusted counsellor), seductive savant (diplomacy), binding contract, improved secret art (secrets), admirers, inspire, outrageous flattery, title, rank hath its privileges, wealth, advanced secret art (smear others), exquisite, use weakness as strength; Saves: Fort +6, Ref +11, Will +13; Abilities: Str 11, Dex 14, Con 13, Int 12, Wis 15, Cha 20; Skills:  Balance +6, Diplomacy +33, Gather Information +27, Handle Animal +7, Intimidate +9, Jump +4, Knowledge (local) +13, Knowledge (nobility) +9, Knowledge (rumours) +16, Perform (dance) +24, Perform (sing) +20, Perform (musical instrument) +17, Perform (story-telling) +20, Ride +4, Sense Motive +18, Sleight-of-Hand +11, Survival +4, Tumble +11; Feats:  Acrobatic, Leadership, Negotiator, Performer, Skill Focus (diplomacy), Skill Focus (gather information); Reputation: 30 (pleasing); Code of Honour: None; Allegiances:  King of Turan; Leadership: 25/23 (12th level cohort; 300 1st level, 12 2nd level, 4 3rd level, 2 4th level, 1 5th level followers); Possessions: Jambiya, khalat, bedlah, jewellery, headband, skirt, pants and veil.

Elite Baş Kadın (Facilitator Personality)

Medium Humanoid (Turanian Temptress 15/Noble 1); Hit Dice: 9d6+1d8+10+6 (52 hp); Initiative: +12 (+3 Dex, +9 Reflex); Speed: 30 ft.; Dodge Defence: 20 (+7 level, +3 Dex); Parry Defence: 15 (+5 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +11/+11; Attack: Jambiya +11/+6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +14/+9/+4 mêlée finesse (1d4/ x4/ AP 1); Special Qualities: Turanian traits, comeliness, savoir-faire, seductive art +4, compelling performance 4/day, secret art (entertainer), seductive savant (perform), binding contract, improved secret art (improved standing), admirers, inspire, outrageous flattery, title, rank hath its privileges, wealth, advanced secret art (ally), exquisite, use weakness as strength; Saves: Fort +6, Ref +12, Will +14; Abilities: Str 11, Dex 17, Con 13, Int 15, Wis 16, Cha 22; Skills:  Appraise +9, Balance +10, Bluff +7, Diplomacy +22, Gather Information +22, Handle Animal +8, Intimidate +16, Jump +10, Knowledge (local) +4, Move Silently +13, Perform (dance) +32, Perform (sing) +29, Perform (any musical instrument) +29, Perform (story-telling) +26, Ride +5, Sense Motive +7, Sleight-of-Hand +12, Survival +5, Tumble +17; Feats:  Acrobatic, Combat Expertise, Leadership, Performer, Skill Focus (perform (dance)), Skill Focus (perform (story-telling)); Reputation: 32 (graceful); Code of Honour: None; Allegiances:  King of Turan; Leadership: 27/24 (13th level cohort; 350 1st level, 14 2nd level, 5 3rd level, 2 4th level, 1 5th level followers); Possessions: Jambiya, khalat, bedlah, jewellery, headband, skirt, pants and veil.

Kızlar Aghası (Relentless Personality)
Medium Humanoid (Southern Black Kingdom Soldier 5/Thief 5); Hit Dice: 5d10+5d8+30 (80 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 17 (+4 level, +1 Dex, +1 racial, +1 light-footed); Parry Defence: 20 (+5 level, +5 Str); DR:  – ; Base Attack Bonus/Grapple: +8/+13; Attack: Tulwar +14/+9 mêlée (2d8+9/ 15-20 x2/ AP 8); Power Attack: Tulwar +6/+1 mêlée (2d8+25/ 15-20 x2/ AP 8); Special Attack: Formation combat (skirmisher), sneak attack style (tulwar), sneak attack +4d6/+4d8; Special Qualities: Southern black tribesman traits, officer, trap disarming, eyes of the cat, trap sense +1, light-footed; Saves: Fort +8, Ref +6, Will +4; Abilities: Str 21, Dex 12, Con 16, Int 11, Wis 14, Cha 13; Skills:  Bluff +6, Hide +3, Intimidate +15, Knowledge (local) +2, Knowledge (rumours) +5, Knowledge (warfare) +2, Listen +3, Move Silently +6, Perform (dance) +5, Search +5, Sense Motive +7, Spot +4, Survival +4, Tumble +6  ; Feats:  Exotic Weapon Proficiency (tulwar), Greater Sunder, Improved Critical (tulwar), Improved Sunder, Power Attack, Weapon Focus (tulwar), Weapon Specialisation (tulwar); Reputation: 13 (protector); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Imperial Harem; Possessions: Tulwar, loin-cloth.
Harem Guard (Relentless Personality)
Medium Humanoid (Southern Black Kingdom Soldier 2/Thief 2); Hit Dice: 2d10+2d8+8 (28 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +0 Dex, +1 racial); Parry Defence: 16 (+2 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+7; Attack: Tulwar +8 mêlée (2d8+6/ 15-20 x2/ AP 7); Power Attack: Tulwar +5 mêlée (2d8+12/ 15-20 x2/ AP 7); Special Attack: Sneak attack style (tulwar), sneak attack +1d6/+1d8; Special Qualities: Southern black tribesman traits, officer, trap disarming, eyes of the cat; Saves: Fort +5, Ref +3, Will +1; Abilities: Str 18, Dex 10, Con 14, Int 9, Wis 12, Cha 11; Skills:  Bluff +2, Intimidate +7, Knowledge (local) +1, Knowledge (rumours) +1, Move Silently +2, Perform (dance) +4, Search +1, Sense Motive +3, Spot +3, Survival +3, Tumble +2  ; Feats:  Exotic Weapon Proficiency (tulwar), Improved Sunder, Power Attack, Weapon Focus (tulwar); Reputation: 4 (protector); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Imperial Harem; Possessions: Tulwar, loin-cloth.

Veteran Harem Guard

Medium Humanoid (Southern Black Kingdom Soldier 3/Thief 3); Hit Dice: 3d10+3d8+12 (42 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +0 Dex, +1 racial); Parry Defence: 17 (+3 level, +4 Str); DR:  – ; Base Attack Bonus/Grapple: +5/+9; Attack: Tulwar +9 mêlée (2d8+6/ 15-20 x2/ AP 7); Power Attack: Tulwar +5 mêlée (2d8+16/ 15-20 x2/ AP 7); Special Attack: Sneak attack style (tulwar), sneak attack +2d6/+2d8, formation combat (skirmisher); Special Qualities: Southern black tribesman traits, officer, trap disarming, eyes of the cat, trap sense +1; Saves: Fort +6, Ref +4, Will +3; Abilities: Str 19, Dex 11, Con 15, Int 10, Wis 13, Cha 12; Skills:  Bluff +4, Hide +1, Intimidate +9, Knowledge (local) +2, Knowledge (rumours) +3, Move Silently +3, Perform (dance) +5, Search +3, Sense Motive +5, Spot +5, Survival +4, Tumble +3  ; Feats:  Exotic Weapon Proficiency (tulwar), Improved Sunder, Power Attack, Weapon Focus (tulwar); Reputation: 7 (protector); Code of Honour: None; Allegiances:  King of Turan, Baş Kadın, Imperial Harem; Possessions: Tulwar, loin-cloth.
Turanian Temptresses
The Turanian kings are harsh taskmasters, permitting no rebellions, uprising or dissension.  This creates a breeding ground for temptresses, who refuse to bow to the dictates of men.  Empire building may be a game for the men of Turan, but the temptresses of Turan insist on playing as well.  Noble temptresses hide children who might be put to death when the oldest ascends to a throne or position of authority.  Turanian women tend to be tall, dark and slender.   Turanian temptresses often refuse to wear veils and khalats.

Temptress – Noble Multiclass

These may be minor nobles, daughters of kahye, or kahye themselves.

Non-Elite Manipulator Youth (Persuader Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6-1 (3 hp); Initiative: +2 (+0 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +0 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort -1, Ref +2, Will +2; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 10, Cha 13; Skills:  Bluff +7, Diplomacy +5, Disguise +2, Gather Information +5, Handle Animal +3, Intimidate +6, Knowledge (local) +5, Knowledge (rumours) +5, Perform (any) +5, Ride +4, Sleight-of-Hand +4, Survival +2, Tumble +4  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Persuasive; Reputation: 4 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Manipulator Youth (Masterful Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6 (4 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort +0, Ref +4, Will +3; Abilities: Str 8, Dex 14, Con 10, Int 13, Wis 12, Cha 15; Skills:  Bluff +8, Diplomacy +6, Disguise +3, Gather Information +6, Handle Animal +4, Intimidate +7, Knowledge (local) +5, Knowledge (rumours) +5, Perform (any) +6, Ride +6, Sleight-of-Hand +6, Survival +3, Tumble +6 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Persuasive; Reputation: 5 (masterful); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Young Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 1/Noble 1); Hit Dice: 1d6+1d8-2 (6 hp); Initiative: +2 (+0 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +0 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth; Saves: Fort -1, Ref +2, Will +4; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 10, Cha 13; Skills:  Bluff +8, Diplomacy +6, Disguise +2, Gather Information +5, Handle Animal +3, Intimidate +7, Knowledge (local) +5, Knowledge (nobility) +2, Knowledge (rumours) +5, Perform (any) +6, Ride +4, Sleight-of-Hand +4, Survival +2, Tumble +4  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Persuasive; Reputation: 5 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Young Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 1/Noble 1); Hit Dice: 1d6+1d8 (8 hp); Initiative: +4 (+2 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth; Saves: Fort +0, Ref +4, Will +5; Abilities: Str 8, Dex 14, Con 10, Int 13, Wis 12, Cha 15; Skills:  Bluff +8, Diplomacy +7, Disguise +3, Gather Information +6, Handle Animal +4, Intimidate +8, Knowledge (local) +5, Knowledge (nobility) +2, Knowledge (rumours) +5, Perform (any) +7, Ride +6, Sleight-of-Hand +6, Spot +2, Survival +3, Tumble +6 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Persuasive; Reputation: 6 (masterful manipulator); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Young Adult Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 2/Noble 1); Hit Dice: 2d6+1d8-3 (9 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day; Saves: Fort -1, Ref +3, Will +5; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 10, Cha 13; Skills:  Bluff +9, Diplomacy +8, Disguise +5, Forgery +4, Gather Information +6, Handle Animal +3, Intimidate +8, Knowledge (local) +5, Knowledge (nobility) +2, Knowledge (rumours) +6, Perform (any) +8, Ride +5, Sense Motive +3, Sleight-of-Hand +4, Survival +2, Tumble +5  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Persuasive; Reputation: 6 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Young Adult Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 2/Noble 1); Hit Dice: 2d6+1d8 (12 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day; Saves: Fort +0, Ref +5, Will +6; Abilities: Str 8, Dex 14, Con 10, Int 13, Wis 12, Cha 15; Skills:  Bluff +8, Diplomacy +10, Disguise +4, Gather Information +8, Handle Animal +5, Intimidate +10, Knowledge (local) +5, Knowledge (nobility) +2, Knowledge (rumours) +6, Perform (any) +9, Ride +6, Sense Motive +5, Sleight-of-Hand +6, Spot +3, Survival +3, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Negotiator, Persuasive; Reputation: 7 (masterful manipulator); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Adult Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 2/Noble 2); Hit Dice: 2d6+2d8-4 (12 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1; Saves: Fort -1, Ref +3, Will +6; Abilities: Str 8, Dex 11, Con 9, Int 12, Wis 10, Cha 14; Skills:  Bluff +10, Diplomacy +10, Disguise +6, Forgery +4, Gather Information +7, Handle Animal +5, Intimidate +11, Knowledge (local) +5, Knowledge (nobility) +3, Knowledge (rumours) +6, Perform (any) +9, Ride +6, Sense Motive +4, Sleight-of-Hand +4, Survival +2, Tumble +5  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Persuasive; Reputation: 8 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Adult Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 2/Noble 2); Hit Dice: 2d6+2d8 (16 hp); Initiative: +5 (+2 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +4 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1; Saves: Fort +0, Ref +5, Will +7; Abilities: Str 8, Dex 14, Con 10, Int 13, Wis 12, Cha 16; Skills:  Bluff +9, Diplomacy +11, Disguise +5, Gather Information +9, Handle Animal +6, Intimidate +12, Knowledge (local) +5, Knowledge (nobility) +2, Knowledge (rumours) +6, Perform (any) +10, Ride +7, Sense Motive +5, Sleight-of-Hand +6, Spot +3, Survival +3, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Negotiator, Persuasive; Reputation: 9 (masterful manipulator); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Veteran Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 3/Noble 3); Hit Dice: 3d6+3d8 (24 hp); Initiative: +5 (+1 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+2 level, +1 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +5 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1, secret art (secrets); Saves: Fort +2, Ref +5, Will +6; Abilities: Str 9, Dex 12, Con 10, Int 13, Wis 11, Cha 15; Skills:  Bluff +11, Diplomacy +15, Disguise +7, Forgery +5, Gather Information +8, Handle Animal +5, Intimidate +13, Knowledge (local) +5, Knowledge (nobility) +4, Knowledge (rumours) +7, Perform (any) +10, Ride +8, Sense Motive +6, Sleight-of-Hand +5, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Persuasive, Skill Focus (diplomacy); Reputation: 10 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Veteran Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 3/Noble 3); Hit Dice: 3d6+3d8 (24 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +6 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1, secret art (improved standing); Saves: Fort +2, Ref +6, Will +7; Abilities: Str 9, Dex 15, Con 11, Int 14, Wis 13, Cha 17; Skills:  Bluff +9, Diplomacy +13, Disguise +5, Gather Information +9, Handle Animal +6, Intimidate +14, Knowledge (local) +6, Knowledge (nobility) +5, Knowledge (rumours) +8, Listen +2, Perform (any) +12, Ride +8, Sense Motive +6, Sleight-of-Hand +7, Spot +5, Survival +3, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Leadership, Negotiator, Persuasive; Reputation: 13 (masterful manipulator); Code of Honour: None; Allegiances:  None; Leadership: 11/9 (5th level cohort; 12 1st level followers); Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Master Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 4/Noble 4); Hit Dice: 4d6+4d8 (32 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +6/+1 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1, secret art (secrets), seductive savant (bluff), social ability (social map*); Saves: Fort +2, Ref +6, Will +8; Abilities: Str 9, Dex 12, Con 10, Int 13, Wis 11, Cha 16; Skills:  Bluff +15, Diplomacy +18, Disguise +9, Forgery +6, Gather Information +10, Handle Animal +6, Intimidate +16, Knowledge (local) +5, Knowledge (nobility) +6, Knowledge (rumours) +8, Perform (any) +12, Ride +8, Sense Motive +7, Sleight-of-Hand +5, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Persuasive, Skill Focus (diplomacy); Reputation: 13 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

* see Hyboria's Fallen, page 94-95, otherwise use etiquette
Elite Master Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 4/Noble 4); Hit Dice: 4d6+4d8 (32 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +8/+3 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1, secret art (improved standing), seductive savant (intimidate), social ability (social shockwave*); Saves: Fort +2, Ref +7, Will +9; Abilities: Str 9, Dex 15, Con 11, Int 14, Wis 13, Cha 18; Skills:  Bluff +11, Diplomacy +16, Disguise +7, Gather Information +12, Handle Animal +9, Intimidate +18, Knowledge (local) +6, Knowledge (nobility) +6, Knowledge (rumours) +8, Listen +3, Perform (any) +15, Ride +11, Sense Motive +6, Sleight-of-Hand +7, Spot +6, Survival +3, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Leadership, Negotiator, Persuasive; Reputation: 16 (masterful manipulator); Code of Honour: None; Allegiances:  None; Leadership: 14/12 (7th level cohort; 22 1st level, 1 2nd level followers); Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

* see Hyboria's Fallen, page 95, otherwise use ally.  Face down from Hyboria's Finest, page 53, is also a good alternative.

Non-Elite Heroic Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 5/Noble 5); Hit Dice: 5d6+5d8 (40 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+3 level, +1 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1plus poison /18-20 x2 /AP 1) or Stiletto +7/+2 mêlée finesse (1d4 plus poison/ x4/ AP 1) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1, secret art (secrets), seductive savant (bluff), social ability (social map*), binding contract, lead by example +2; Saves: Fort +2, Ref +6, Will +9; Abilities: Str 10, Dex 13, Con 11, Int 14, Wis 12, Cha 17; Skills:  Bluff +15, Diplomacy +18, Disguise +10, Forgery +8, Gather Information +10, Handle Animal +6, Intimidate +16, Knowledge (local) +6, Knowledge (nature) +6, Knowledge (nobility) +9, Knowledge (rumours) +11, Perform (any) +12, Ride +9, Sense Motive +9, Sleight-of-Hand +6, Survival +3, Tumble +7  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Persuasive, Poison Use, Skill Focus (diplomacy); Reputation: 15 (persuasive); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison
* see Hyboria's Fallen, page 94-95, otherwise use etiquette
Elite Heroic Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 5/Noble 5); Hit Dice: 5d6+5d8+10 (50 hp); Initiative: +8 (+3 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +3 Dex); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +9/+4 mêlée finesse (1d4/ x4/ AP 1); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +1, compelling performance 1/day, special regional feature +1, secret art (improved standing), seductive savant (intimidate), social ability (social shockwave*), binding contract, lead by example +2; Saves: Fort +3, Ref +8, Will +12; Abilities: Str 10, Dex 16, Con 12, Int 15, Wis 14, Cha 19; Skills:  Bluff +13, Diplomacy +18, Disguise +8, Gather Information +14, Handle Animal +9, Intimidate +20, Knowledge (local) +6, Knowledge (nobility) +8, Knowledge (rumours) +10, Listen +5, Perform (any) +16, Ride +12, Sense Motive +7, Sleight-of-Hand +8, Spot +8, Survival +4, Tumble +8 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Iron Will, Leadership, Negotiator, Persuasive; Reputation: 18 (masterful manipulator); Code of Honour: None; Allegiances:  None; Leadership: 17/14 (8th level cohort; 50 1st level, 2 2nd level, 1 3rd level followers); Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

* see Hyboria's Fallen, page 95, otherwise use ally.  Face down from Hyboria's Finest, page 53, is also a good alternative.
Non-Elite Heroic Manipulator (Persuader Personality)

Medium Humanoid (Turanian Temptress 6/Noble 6); Hit Dice: 5d6+5d8+4 (44 hp); Initiative: +8 (+1 Dex, +7 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+5 level, +1 Dex); Parry Defence: 15 (+5 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +8/+8; Attack: Jambiya +8/+3 mêlée (1d4+1plus poison /18-20 x2 /AP 1) or Stiletto +9/+4 mêlée finesse (1d4 plus poison/ x4/ AP 1) ; Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +2, compelling performance 2/day, special regional feature +1, secret art (secrets), seductive savant (bluff), social ability (social map*), binding contract, lead by example +2, enhanced leadership; Saves: Fort +4, Ref +8, Will +11; Abilities: Str 10, Dex 13, Con 11, Int 14, Wis 12, Cha 18; Skills:  Bluff +20, Diplomacy +20, Disguise +12, Forgery +12, Gather Information +12, Handle Animal +7, Intimidate +18, Knowledge (local) +8, Knowledge (nature) +6, Knowledge (nobility) +10, Knowledge (rumours) +12, Perform (any) +15, Ride +10, Sense Motive +10, Sleight-of-Hand +6, Survival +3, Tumble +8  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Persuasive, Poison Use, Skill Focus (diplomacy), Striking Cobra; Reputation: 18 (persuasive); Code of Honour: None; Allegiances:  None; Leadership: 21/18 (10th level cohort; 100 1st level, 4 2nd level, 2 3rd level, 1 4th level followers); Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison
* see Hyboria's Fallen, page 94-95, otherwise use etiquette
Elite Heroic Manipulator (Masterful Personality)

Medium Humanoid (Turanian Temptress 6/Noble 6); Hit Dice: 5d6+5d8+10+4 (54 hp); Initiative: +10 (+3 Dex, +7 Reflex); Speed: 30 ft.; Dodge Defence: 18 (+5 level, +3 Dex); Parry Defence: 15 (+5 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +8/+8; Attack: Jambiya +8/+3 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +11/+6 mêlée finesse (1d4/ x4/ AP 1); Special Qualities: Turanian traits, comeliness, savoir-faire, title, rank hath its privileges, wealth, seductive art +2, compelling performance 2/day, special regional feature +1, secret art (improved standing), seductive savant (intimidate), social ability (social shockwave*), binding contract, lead by example +2, enhanced leadership; Saves: Fort +5, Ref +10, Will +14; Abilities: Str 10, Dex 16, Con 12, Int 15, Wis 14, Cha 20; Skills:  Bluff +15, Diplomacy +23, Disguise +10, Gather Information +17, Handle Animal +10, Intimidate +22, Knowledge (local) +8, Knowledge (nobility) +10, Knowledge (rumours) +12, Listen +7, Perform (any) +20, Ride +12, Sense Motive +9, Sleight-of-Hand +8, Spot +10, Survival +4, Tumble +8 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Iron Will, Leadership, Negotiator, Persuasive, Skill Focus (diplomacy)**, Striking Cobra; Reputation: 21 (masterful manipulator); Code of Honour: None; Allegiances:  None; Leadership: 22/19 (10th level cohort; 120 1st level, 5 2nd level, 2 3rd level, 1 4th level followers); Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

* see Hyboria's Fallen, page 95, otherwise use ally.  Face down from Hyboria's Finest, page 53, is also a good alternative.

** bonus for already having the Leadership feat

Temptress – Thief Multiclass

These "black widow" statistics use the variant rules found in Hyboria's Fallen, pages 105-106.

Non-Elite Black Widow Youth (Controller Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6-1 (3 hp); Initiative: +7 (+1 Dex, +2 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort -1, Ref +3, Will +2; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 13; Skills:  Bluff +5, Disguise +2, Gather Information +3, Handle Animal +3, Hide +2, Intimidate +4, Knowledge (local) +3, Knowledge (rumours) +3, Move Silently +2, Perform (any) +5, Ride +4, Sleight-of-Hand +4, Survival +2, Tumble +4  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative; Reputation: 4 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Black Widow Youth (Relentless Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6 (4 hp); Initiative: +7 (+1 Dex, +2 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort +0, Ref +3, Will +4; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 15, Cha 14; Skills:  Bluff +6, Disguise +3, Gather Information +6, Handle Animal +4, Intimidate +5, Knowledge (local) +5, Knowledge (rumours) +5, Perform (any) +6, Ride +5, Sleight-of-Hand +5, Sense Motive +6, Survival +4, Tumble +5 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative; Reputation: 5 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Young Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 1/Thief 1); Hit Dice: 1d6+1d8-2 (6 hp); Initiative: +9 (+1 Dex, +4 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, comeliness, savoir-faire, poison use; Saves: Fort -1, Ref +5, Will +2; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 13; Skills:  Bluff +5, Disguise +3, Gather Information +3, Handle Animal +3, Hide +3, Intimidate +5, Knowledge (local) +3, Knowledge (rumours) +4, Move Silently +3, Perform (any) +6, Ride +4, Sleight-of-Hand +5, Survival +2, Tumble +5  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative; Reputation: 5 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Young Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 1/Thief 1); Hit Dice: 1d6+1d8 (8 hp); Initiative: +9 (+1 Dex, +4 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, comeliness, savoir-faire, poison use; Saves: Fort +0, Ref +5, Will +4; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 15, Cha 14; Skills:  Bluff +7, Disguise +4, Gather Information +7, Handle Animal +5, Intimidate +6, Knowledge (local) +5, Knowledge (rumours) +6, Perform (any) +7, Ride +5, Sleight-of-Hand +6, Sense Motive +6, Survival +4, Tumble +6 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative; Reputation: 6 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.
Non-Elite Young Adult Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 2/Thief 1); Hit Dice: 2d6+1d8-3 (9 hp); Initiative: +10 (+1 Dex, +5 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 light-footed); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +2d6/+2d8 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day; Saves: Fort -1, Ref +6, Will +3; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 13; Skills:  Bluff +5, Diplomacy +2, Disguise +3, Gather Information +4, Handle Animal +3, Hide +5, Intimidate +6, Knowledge (local) +3, Knowledge (nobility) +1, Knowledge (rumours) +5, Move Silently +5, Perform (any) +8, Ride +5, Sense Motive +1, Sleight-of-Hand +6, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Light-Footed; Reputation: 6 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Young Adult Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 2/Thief 1); Hit Dice: 2d6+1d8 (12 hp); Initiative: +10 (+1 Dex, +5 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +1 Dex, +1 light-footed); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +2d6/+2d8 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day; Saves: Fort +0, Ref +6, Will +5; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 15, Cha 14; Skills:  Bluff +8, Diplomacy +3, Disguise +5, Forgery +2, Gather Information +8, Handle Animal +6, Intimidate +7, Knowledge (local) +5, Knowledge (nobility) +2, Knowledge (rumours) +6, Perform (any) +9, Ride +7, Sleight-of-Hand +7, Sense Motive +8, Survival +4, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Light-Footed; Reputation: 7 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.
Non-Elite Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 2/Thief 2); Hit Dice: 2d6+2d8-4 (12 hp); Initiative: +11 (+1 Dex, +6 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 light-footed); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +2d6/+2d8 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, eyes of the cat; Saves: Fort -1, Ref +7, Will +3; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 14; Skills:  Bluff +7, Diplomacy +3, Disguise +5, Forgery +1, Gather Information +6, Handle Animal +4, Hide +6, Intimidate +8, Knowledge (local) +3, Knowledge (nobility) +2, Knowledge (rumours) +5, Move Silently +6, Perform (any) +9, Ride +5, Sense Motive +1, Sleight-of-Hand +6, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Light-Footed; Reputation: 8 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 2/Thief 2); Hit Dice: 2d6+2d8 (16 hp); Initiative: +11 (+1 Dex, +6 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 light-footed); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +2d6/+2d8 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day; Saves: Fort +0, Ref +7, Will +6; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 16, Cha 14; Skills:  Bluff +8, Diplomacy +3, Disguise +6, Forgery +3, Gather Information +8, Handle Animal +6, Intimidate +8, Knowledge (local) +6, Knowledge (nobility) +3, Knowledge (rumours) +7, Perform (any) +10, Ride +7, Sleight-of-Hand +8, Sense Motive +10, Survival +5, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Light-Footed; Reputation: 8 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Non-Elite Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 3/Thief 2); Hit Dice: 3d6+2d8-5 (15 hp); Initiative: +11 (+1 Dex, +6 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 light-footed); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +4 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +3d6/+2d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, eyes of the cat, secret art (sneak attack); Saves: Fort +0, Ref +7, Will +3; Abilities: Str 9, Dex 12, Con 8, Int 11, Wis 10, Cha 14; Skills:  Bluff +8, Diplomacy +3, Disguise +6, Forgery +2, Gather Information +7, Handle Animal +5, Hide +6, Intimidate +9, Knowledge (local) +3, Knowledge (nobility) +3, Knowledge (rumours) +6, Move Silently +6, Perform (any) +9, Ride +5, Sense Motive +1, Sleight-of-Hand +6, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Light-Footed; Reputation: 9 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 3/Thief 2); Hit Dice: 3d6+2d8 (20 hp); Initiative: +11 (+1 Dex, +6 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 light-footed); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +4 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +3d6/+2d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, secret art (sneak attack); Saves: Fort +1, Ref +7, Will +6; Abilities: Str 8, Dex 13, Con 10, Int 12, Wis 16, Cha 14; Skills:  Appraise +2, Bluff +9, Diplomacy +3, Disguise +6, Forgery +3, Gather Information +8, Handle Animal +6, Intimidate +9, Knowledge (local) +7, Knowledge (nobility) +4, Knowledge (rumours) +8, Listen +4, Perform (any) +10, Ride +7, Sleight-of-Hand +8, Search +2, Sense Motive +10, Spot +4, Survival +5, Tumble +7 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Light-Footed; Reputation: 9 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Non-Elite Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 3/Thief 3); Hit Dice: 3d6+3d8-6 (18 hp); Initiative: +11 (+1 Dex, +6 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +1 Dex, +1 light-footed); Parry Defence: 12 (+2 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+4; Attack: Jambiya +4 mêlée (1d4+1 plus poison /18-20 x2 /AP 1) or Stiletto +4 mêlée finesse (1d4 plus poison/ x4/ AP 1) ; Special Attacks: Sneak attack style (poison), sneak attack +4d6/+3d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, eyes of the cat, secret art (sneak attack), trap sense +1; Saves: Fort +1, Ref +7, Will +4; Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 15; Skills:  Appraise +2, Bluff +9, Diplomacy +3, Disguise +9, Forgery +6, Gather Information +8, Handle Animal +5, Hide +6, Intimidate +10, Knowledge (local) +4, Knowledge (nobility) +5, Knowledge (rumours) +8, Move Silently +6, Perform (any) +10, Ride +5, Sense Motive +1, Sleight-of-Hand +6, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Improved Initiative, Light-Footed; Reputation: 10 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 3/Thief 3); Hit Dice: 3d6+3d8 (24 hp); Initiative: +12 (+2 Dex, +6 Reflex, +4 imp. Init); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 light-footed); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +6 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison), sneak attack +4d6/+3d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, secret art (sneak attack), trap sense +1; Saves: Fort +2, Ref +8, Will +9; Abilities: Str 9, Dex 14, Con 11, Int 13, Wis 17, Cha 15; Skills:  Appraise +3, Bluff +10, Diplomacy +3, Disguise +6, Forgery +4, Gather Information +8, Handle Animal +6, Hide +3, Intimidate +10, Knowledge (local) +7, Knowledge (nobility) +5, Knowledge (rumours) +8, Move Silently +3, Listen +4, Perform (any) +10, Ride +8, Sleight-of-Hand +10, Search +2, Sense Motive +10, Spot +5, Survival +5, Tumble +8 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Iron Will, Light-Footed; Reputation: 10 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Non-Elite Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 4/Thief 4); Hit Dice: 4d6+4d8-8 (24 hp); Initiative: +13 (+1 Dex, +8 Reflex, +4 imp. Init); Speed: 40 ft.; Dodge Defence: 16 (+4 level, +1 Dex, +1 light-footed); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 plus poison /18-20 x2 /AP 1) or Stiletto +7/+2 mêlée finesse (1d4 plus poison/ x4/ AP 1) ; Special Attacks: Sneak attack style (poison, stiletto), sneak attack +4d6/+3d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, eyes of the cat, secret art (sneak attack), trap sense +1, fleet-footed, seductive savant (intimidate); Saves: Fort +1, Ref +9, Will +5; Abilities: Str 10, Dex 13, Con 9, Int 12, Wis 11, Cha 16; Skills:  Appraise +4, Bluff +11, Diplomacy +3, Disguise +11, Forgery +8, Gather Information +8, Handle Animal +5, Hide +8, Intimidate +13, Knowledge (local) +4, Knowledge (nobility) +7, Knowledge (rumours) +10, Move Silently +8, Perform (any) +10, Ride +5, Sense Motive +1, Sleight-of-Hand +6, Survival +2, Tumble +6  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Improved Initiative, Light-Footed; Reputation: 13 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 4/Thief 4); Hit Dice: 4d6+4d8 (32 hp); Initiative: +14 (+2 Dex, +8 Reflex, +4 imp. Init); Speed: 40 ft.; Dodge Defence: 17 (+4 level, +2 Dex, +1 light-footed); Parry Defence: 12 (+3 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 plus poison /18-20 x2 /AP 0) or Stiletto +8/+3 mêlée finesse (1d4-1 plus poison/ x4/ AP 0) ; Special Attacks: Sneak attack style (poison, stiletto), sneak attack +4d6/+3d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, secret art (sneak attack), trap sense +1, seductive savant (intimidate), fleet-footed; Saves: Fort +2, Ref +10, Will +10; Abilities: Str 9, Dex 14, Con 11, Int 13, Wis 17, Cha 16; Skills:  Appraise +5, Bluff +11, Diplomacy +4, Disguise +9, Forgery +6, Gather Information +11, Handle Animal +7, Hide +5, Intimidate +14, Knowledge (local) +7, Knowledge (nobility) +5, Knowledge (rumours) +8, Move Silently +5, Listen +6, Perform (any) +11, Ride +8, Sleight-of-Hand +10, Search +2, Sense Motive +10, Spot +7, Survival +5, Tumble +8 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Iron Will, Light-Footed; Reputation: 13 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Non-Elite Black Widow (Controller Personality)

Medium Humanoid (Turanian Temptress 5/Thief 5); Hit Dice: 5d6+5d8 (40 hp); Initiative: +14 (+2 Dex, +8 Reflex, +4 imp. Init); Speed: 40 ft.; Dodge Defence: 17 (+4 level, +2 Dex, +1 light-footed); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 plus poison /18-20 x2 /AP 1) or Stiletto +8/+3 mêlée finesse (1d4 plus poison/ x4/ AP 1) ; Special Attacks: Sneak attack style (poison, stiletto), sneak attack +5d6/+4d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, eyes of the cat, secret art (sneak attack), trap sense +1, fleet-footed, seductive savant (intimidate), binding contract; Saves: Fort +2, Ref +10, Will +6; Abilities: Str 11, Dex 14, Con 10, Int 13, Wis 12, Cha 17; Skills:  Appraise +5, Bluff +12, Diplomacy +3, Disguise +12, Forgery +8, Gather Information +9, Handle Animal +5, Hide +10, Intimidate +14, Knowledge (local) +4, Knowledge (nobility) +8, Knowledge (rumours) +10, Move Silently +10, Perform (any) +11, Ride +5, Sense Motive +2, Sleight-of-Hand +7, Survival +3, Tumble +7  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Deceitful, Improved Initiative, Light-Footed, Steely Gaze; Reputation: 15 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Elite Black Widow (Relentless Personality)

Medium Humanoid (Turanian Temptress 5/Thief 5); Hit Dice: 5d6+5d8+10 (50 hp); Initiative: +14 (+2 Dex, +8 Reflex, +4 imp. Init); Speed: 40 ft.; Dodge Defence: 17 (+4 level, +2 Dex, +1 light-footed); Parry Defence: 13 (+3 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 plus poison /18-20 x2 /AP 1) or Stiletto +8/+3 mêlée finesse (1d4 plus poison/ x4/ AP 1) ; Special Attacks: Sneak attack style (poison, stiletto), sneak attack +5d6/+4d8+1d6 (light-footed); Special Qualities: Turanian traits, comeliness, savoir-faire, poison use, seductive art +1, compelling performance 1/day, secret art (sneak attack), trap sense +1, seductive savant (intimidate), fleet-footed, binding contract; Saves: Fort +3, Ref +10, Will +11; Abilities: Str 10, Dex 15, Con 12, Int 14, Wis 18, Cha 17; Skills:  Appraise +8, Bluff +11, Diplomacy +4, Disguise +9, Forgery +7, Gather Information +11, Handle Animal +7, Hide +5, Intimidate +16, Knowledge (local) +10, Knowledge (nobility) +8, Knowledge (rumours) +11, Move Silently +7, Listen +9, Perform (any) +12, Ride +8, Sleight-of-Hand +11, Search +5, Sense Motive +11, Spot +10, Survival +6, Tumble +8 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Improved Initiative, Iron Will, Light-Footed, Steely Gaze; Reputation: 15 (cruel); Code of Honour: None; Allegiances:  None; Possessions: Poisoned jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil, poison.

Temptress – Scholar Multiclass

These temptresses use variant rules for temptress/scholars found on page 102 of Hyboria's Fallen.  

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6-1 (3 hp); Initiative: +2 (+0 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +0 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort -1, Ref +2, Will +3; Abilities: Str 8, Dex 10, Con 9, Int 12, Wis 13, Cha 11; Skills:  Bluff +4, Craft (herbalism) +8, Gather Information +4, Handle Animal +2, Heal +5, Knowledge (arcana) +5, Knowledge (local) +5, Knowledge (rumours) +5, Perform (sexy movements) +4, Ride +4, Sleight-of-Hand +4, Survival +3  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Skill Focus (Craft (herbalism)); Reputation: 3 (herbalist expert); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 1); Hit Dice: 1d6 (4 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire; Saves: Fort +0, Ref +3, Will +3; Abilities: Str 8, Dex 13, Con 10, Int 14, Wis 12, Cha 15; Skills:  Appraise +6, Bluff +6, Diplomacy +6, Gather Information +6, Handle Animal +4, Intimidate +4, Knowledge (arcana) +6, Knowledge (local) +6, Knowledge (rumours) +6, Perform (any) +6, Ride +5, Sense Motive +3, Sleight-of-Hand +5, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Combat Expertise; Reputation: 5 (seductive); Code of Honour: None; Allegiances:  None; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 1/Scholar 1); Hit Dice: 2d6-2 (5 hp); Initiative: +2 (+0 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 10 (+0 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +0 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x1, kiss, independent background, base power points, knowledge is power; Saves: Fort -1, Ref +2, Will +5; Abilities: Str 8, Dex 10, Con 9, Int 12, Wis 13, Cha 11; Skills:  Bluff +5, Craft (herbalism) +9, Gather Information +5, Handle Animal +2, Heal +6, Knowledge (arcana) +6, Knowledge (local) +6, Knowledge (rumours) +6, Perform (sexy movements) +5, Ride +4, Sleight-of-Hand +5, Survival +3  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Skill Focus (Craft (herbalism)); Reputation: 4 (seductive expert); Code of Honour: None; Allegiances:  None; Magic Attack: +0 (+0 level, +0 Cha) (+4 if delivered with a kiss); Power Points: 5 (4 base, +1 Wis; 10 maximum); Sorcery Styles: Hypnotism; Spells Known: Entrance, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 1/Scholar 1); Hit Dice: 2d6 (7 hp); Initiative: +3 (+1 Dex, +2 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +0/-1; Attack: Jambiya -1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x1, kiss, independent background, base power points, knowledge is power; Saves: Fort +0, Ref +3, Will +5; Abilities: Str 8, Dex 13, Con 10, Int 14, Wis 12, Cha 15; Skills:  Appraise +7, Bluff +6, Diplomacy +7, Gather Information +6, Handle Animal +4, Intimidate +4, Knowledge (arcana) +7, Knowledge (local) +6, Knowledge (nature) +3, Knowledge (rumours) +7, Perform (any) +7, Perform (ritual) +6, Ride +5, Sense Motive +3, Sleight-of-Hand +5, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Combat Expertise; Reputation: 6 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+0 level, +2 Cha) (+4 if delivered with a kiss); Power Points: 5 (4 base, +1 Wis; 10 maximum); Sorcery Styles: Divination; Spells Known: Astrological prediction, not this day; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 2/Scholar 1); Hit Dice: 3d6-3 (8 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +1 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x1, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day; Saves: Fort -1, Ref +3, Will +6; Abilities: Str 8, Dex 10, Con 9, Int 12, Wis 13, Cha 11; Skills:  Bluff +6, Craft (herbalism) +10, Diplomacy +1, Gather Information +7, Handle Animal +2, Heal +7, Intimidate +1, Knowledge (arcana) +9, Knowledge (local) +9, Knowledge (rumours) +9, Perform (sexy movements) +7, Ride +4, Sense Motive +2, Sleight-of-Hand +6, Survival +3  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Knowledgeable, Skill Focus (Craft (herbalism)); Reputation: 5 (alchemy expert); Code of Honour: None; Allegiances:  None; Magic Attack: +0 (+0 level, +0 Cha) (+4 if delivered with a kiss); Power Points: 5 (4 base, +1 Wis; 10 maximum); Sorcery Styles: Hypnotism; Spells Known: Entrance, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 2/Scholar 1); Hit Dice: 3d6 (11 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+0; Attack: Jambiya +0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x1, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day; Saves: Fort +0, Ref +4, Will +6; Abilities: Str 8, Dex 13, Con 10, Int 14, Wis 12, Cha 15; Skills:  Appraise +8, Bluff +7, Diplomacy +9, Gather Information +8, Handle Animal +4, Intimidate +5, Knowledge (arcana) +8, Knowledge (local) +7, Knowledge (nature) +4, Knowledge (rumours) +7, Perform (any) +8, Perform (ritual) +8, Ride +5, Sense Motive +5, Sleight-of-Hand +5, Spot +2, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Combat Expertise, Improved Disarm; Reputation: 7 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+0 level, +2 Cha) (+4 if delivered with a kiss); Power Points: 5 (4 base, +1 Wis; 10 maximum); Sorcery Styles: Divination; Spells Known: Astrological prediction, not this day; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 2/Scholar 2); Hit Dice: 4d6-4 (10 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +2 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x2, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power points; Saves: Fort -1, Ref +3, Will +8; Abilities: Str 8, Dex 10, Con 9, Int 12, Wis 14, Cha 11; Skills:  Bluff +7, Craft (herbalism) +11, Diplomacy +1, Gather Information +7, Handle Animal +2, Heal +9, Intimidate +1, Knowledge (arcana) +9, Knowledge (local) +9, Knowledge (nature) +7, Knowledge (rumours) +9, Perform (sexy movements) +7, Perform (ritual) +3, Ride +4, Sense Motive +3, Sleight-of-Hand +6, Survival +4  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Knowledgeable, Skill Focus (Craft (herbalism)); Reputation: 6 (expert); Code of Honour: None; Allegiances:  None; Magic Attack: +1 (+1 level, +0 Cha) (+4 if delivered with a kiss); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, Nature Magic; Spells Known: Entrance, summon beast, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 2/Scholar 2); Hit Dice: 4d6 (14 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +2/+1; Attack: Jambiya +1 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x2, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power point; Saves: Fort +0, Ref +4, Will +7; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 15; Skills:  Appraise +8, Bluff +7, Diplomacy +9, Gather Information +9, Handle Animal +4, Intimidate +5, Knowledge (arcana) +9, Knowledge (local) +8, Knowledge (nature) +5, Knowledge (rumours) +8, Perform (any) +9, Perform (ritual) +9, Ride +5, Search +3, Sense Motive +6, Sleight-of-Hand +6, Spot +2, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Combat Expertise, Improved Disarm; Reputation: 8 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +3 (+1 level, +2 Cha) (+4 if delivered with a kiss); Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Sorcery Styles: Divination, curses; Spells Known: Astrological prediction, lesser ill-fortune, not this day; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 3/Scholar 2); Hit Dice: 5d6-5 (13 hp); Initiative: +3 (+0 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+1 level, +0 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +3 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x2, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power points, secret art (sorcery: curses); Saves: Fort +0, Ref +3, Will +8; Abilities: Str 8, Dex 10, Con 9, Int 12, Wis 14, Cha 11; Skills:  Bluff +8, Craft (herbalism) +12, Diplomacy +1, Gather Information +8, Handle Animal +2, Heal +10, Intimidate +1, Knowledge (arcana) +10, Knowledge (local) +10, Knowledge (nature) +7, Knowledge (rumours) +10, Perform (sexy movements) +8, Perform (ritual) +3, Ride +4, Sense Motive +3, Sleight-of-Hand +7, Survival +4  (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Knowledgeable, Skill Focus (Craft (herbalism)); Reputation: 7 (expert); Code of Honour: None; Allegiances:  None; Magic Attack: +1 (+1 level, +0 Cha) (+4 if delivered with a kiss); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, Nature Magic, Curses (secret art); Spells Known: Entrance, lesser ill-fortune, summon beast, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 3/Scholar 2); Hit Dice: 5d6 (18 hp); Initiative: +4 (+1 Dex, +3 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +3/+2; Attack: Jambiya +2 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +4 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x2, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power point, secret art (sorcery: hypnotism); Saves: Fort +1, Ref +4, Will +7; Abilities: Str 8, Dex 13, Con 10, Int 15, Wis 12, Cha 15; Skills:  Appraise +9, Bluff +8, Diplomacy +10, Gather Information +9, Handle Animal +4, Intimidate +5, Knowledge (arcana) +10, Knowledge (local) +8, Knowledge (nature) +5, Knowledge (rumours) +8, Perform (any) +10, Perform (ritual) +10, Ride +5, Search +4, Sense Motive +7, Sleight-of-Hand +7, Spot +3, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part); Feats:  Combat Expertise, Improved Disarm; Reputation: 9 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +3 (+1 level, +2 Cha) (+4 if delivered with a kiss); Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Sorcery Styles: Divination, curses, hypnotism (secret art); Spells Known: Astrological prediction, entrance, lesser ill-fortune, not this day; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 3/Scholar 3); Hit Dice: 6d6 (21 hp); Initiative: +4 (+0 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+2 level, +0 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +4 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x2, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power points, secret art (sorcery: curses), advanced spell x1, seductive; Saves: Fort +2, Ref +4, Will +8; Abilities: Str 9, Dex 11, Con 10, Int 13, Wis 15, Cha 12; Skills:  Bluff +10/+14, Craft (herbalism) +13, Diplomacy +2/+6, Gather Information +10/+14, Handle Animal +3, Heal +11, Intimidate +2, Knowledge (arcana) +11, Knowledge (local) +10, Knowledge (nature) +8, Knowledge (rumours) +11, Perform (sexy movements) +10/+14, Perform (ritual) +4/+8, Ride +4, Sense Motive +4, Sleight-of-Hand +7, Survival +4  (+2 bonus to Cha-based skills where her appearance may play a part; number after slash is for checks against those of the opposite sex); Feats:  Hexer, Knowledgeable, Skill Focus (Craft (herbalism)); Reputation: 9 (expert); Code of Honour: None; Allegiances:  None; Magic Attack: +2/+3 (+1 level, +1 Cha; +1 with curses) (+4 if delivered with a kiss); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, Nature Magic, Curses (secret art); Spells Known: Entrance, ill-fortune, lesser ill-fortune, summon beast, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 3/Scholar 3); Hit Dice: 6d6 (21 hp); Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 14 (+2 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +4/+3; Attack: Jambiya +3 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +6 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x2, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power point, secret art (sorcery: hypnotism), advanced spell x1, seductive; Saves: Fort +2, Ref +6, Will +7; Abilities: Str 9, Dex 14, Con 11, Int 16, Wis 13, Cha 16; Skills:  Appraise +10, Bluff +9/+13, Diplomacy +11/+15, Gather Information +10/+14, Handle Animal +5, Hide +4, Intimidate +6/+10, Knowledge (arcana) +11, Knowledge (local) +9, Knowledge (nature) +6, Knowledge (rumours) +9, Move Silently +4, Perform (any) +11/+15, Perform (ritual) +11/+15, Ride +6, Search +5, Sense Motive +7, Sleight-of-Hand +8, Spot +3, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part; number after slash is for checks against those of the opposite sex); Feats:  Combat Expertise, Improved Disarm, Stealthy; Reputation: 11 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +4 (+1 level, +3 Cha) (+4 if delivered with a kiss); Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Sorcery Styles: Divination, curses, hypnotism (secret art); Spells Known: Astrological prediction, entrance, lesser ill-fortune, not this day, psychometry; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 4/Scholar 4); Hit Dice: 8d6 (28 hp); Initiative: +5 (+0 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+3 level, +0 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +6/+1 mêlée finesse (1d4-1/ x4/ AP 0) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x3, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power points, secret art (sorcery: curses), advanced spell x2, seductive, seductive savant (perform); Saves: Fort +2, Ref +5, Will +10; Abilities: Str 9, Dex 11, Con 10, Int 14, Wis 15, Cha 12; Skills:  Bluff +12/+16, Craft (herbalism) +15, Diplomacy +2/+6, Gather Information +12/+16, Handle Animal +3, Heal +13, Intimidate +2, Knowledge (arcana) +14, Knowledge (local) +11, Knowledge (nature) +11, Knowledge (rumours) +15, Perform (sexy movements) +13/+17, Perform (ritual) +7/+11, Ride +4, Sense Motive +4, Sleight-of-Hand +9, Survival +4  (+2 bonus to Cha-based skills where her appearance may play a part; number after slash is for checks against those of the opposite sex); Feats:  Hexer, Knowledgeable, Skill Focus (Craft (herbalism)); Reputation: 11 (expert); Code of Honour: None; Allegiances:  None; Magic Attack: +4/+5 (+3 level, +1 Cha; +1 with curses) (+4 if delivered with a kiss); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, Nature Magic, Curses (secret art), Divination; Spells Known: Astrological prediction, entrance, hypnotic suggestion, ill-fortune, lesser ill-fortune, summon beast, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 4/Scholar 4); Hit Dice: 8d6 (28 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 11 (+2 level, -1 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+5; Attack: Jambiya +5/+0 mêlée (1d4+0 /18-20 x2 /AP 0) or Stiletto +8/+3 mêlée finesse (1d4-1/ x4/ AP 0); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x3, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power point, secret art (sorcery: hypnotism), advanced spell x2, seductive, seductive savant (sense motive); Saves: Fort +2, Ref +7, Will +9; Abilities: Str 9, Dex 14, Con 11, Int 16, Wis 13, Cha 17; Skills:  Appraise +12, Bluff +11/+15, Diplomacy +13/+17, Gather Information +10/+14, Handle Animal +5, Hide +6, Intimidate +6/+10, Knowledge (arcana) +13, Knowledge (local) +9, Knowledge (nature) +8, Knowledge (rumours) +11, Move Silently +6, Perform (any) +12/+16, Perform (ritual) +12/+16, Ride +6, Search +7, Sense Motive +8, Sleight-of-Hand +10, Spot +3, Survival +3 (+2 bonus to Cha-based skills where her appearance may play a part; number after slash is for checks against those of the opposite sex); Feats:  Combat Expertise, Improved Disarm, Stealthy; Reputation: 13 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +6 (+3 level, +3 Cha) (+4 if delivered with a kiss); Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Sorcery Styles: Divination, curses, hypnotism (secret art), nature magic; Spells Known: Astrological prediction, entrance, lesser ill-fortune, mind-reading, not this day, psychometry, summon beast; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Non-Elite Vamp (Expert Personality)

Medium Humanoid (Turanian Temptress 5/Scholar 5); Hit Dice: 10d6 (35 hp); Initiative: +6 (+1 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+3 level, +1 Dex); Parry Defence: 12 (+2 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +7/+2 mêlée finesse (1d4/ x4/ AP 1) ; Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x3, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power points, secret art (sorcery: curses), advanced spell x3, seductive, seductive savant (perform), binding contract, force of will (1d4+5 points of Cha for 10 minutes +1 minute per power point spent); Saves: Fort +2, Ref +6, Will +11; Abilities: Str 10, Dex 12, Con 11, Int 15, Wis 16, Cha 13; Skills:  Bluff +14/+18, Craft (herbalism) +17, Diplomacy +2/+6, Gather Information +14/+18, Handle Animal +3, Heal +16, Intimidate +2, Knowledge (arcana) +16, Knowledge (local) +13, Knowledge (nature) +13, Knowledge (rumours) +15, Perform (sexy movements) +15/+19, Perform (ritual) +9/+13, Ride +5, Sense Motive +5, Sleight-of-Hand +12, Survival +5  (+2 bonus to Cha-based skills where her appearance may play a part; number after slash is for checks against those of the opposite sex); Feats:  Hexer, Knowledgeable, Skill Focus (Craft (herbalism)), Sorcerer's Boon; Reputation: 13 (expert); Code of Honour: None; Allegiances:  None; Magic Attack: +4/+5 (+3 level, +1 Cha; +1 with curses) (+4 if delivered with a kiss); Power Points: 8 (4 base, +3 Wis, +1 bonus; 16 maximum); Sorcery Styles: Hypnotism, Nature Magic, Curses (secret art), Divination; Spells Known: Astrological prediction, domination, entrance, hypnotic suggestion, ill-fortune, lesser ill-fortune, sorcerous garden, summon beast, terrible fascination; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Elite Vamp (Evaluator Personality)

Medium Humanoid (Turanian Temptress 5/Scholar 5); Hit Dice: 10d6+10 (45 hp); Initiative: +7 (+2 Dex, +5 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+3 level, +2 Dex); Parry Defence: 12 (+2 level, +0 Str); DR:  – ; Base Attack Bonus/Grapple: +6/+6; Attack: Jambiya +6/+1 mêlée (1d4+1 /18-20 x2 /AP 1) or Stiletto +8/+3 mêlée finesse (1d4/ x4/ AP 1); Special Qualities: Turanian traits, comeliness, savoir-faire, new sorcery style x3, kiss, independent background, base power points, knowledge is power, seductive art +1, compelling performance 1/day, +1 power point, secret art (sorcery: hypnotism), advanced spell x3, seductive, seductive savant (sense motive), binding contract, force of will (1d4+5 points of Cha for 10 minutes +1 minute per power point spent); Saves: Fort +3, Ref +7, Will +10; Abilities: Str 10, Dex 15, Con 12, Int 17, Wis 14, Cha 18; Skills:  Appraise +14, Bluff +12/+16, Diplomacy +14/+18, Gather Information +11/+15, Handle Animal +6, Hide +8, Intimidate +7/+11, Knowledge (arcana) +15, Knowledge (local) +11, Knowledge (nature) +10, Knowledge (rumours) +13, Move Silently +10, Perform (any) +13/+17, Perform (ritual) +13/+17, Ride +6, Search +9, Sense Motive +9, Sleight-of-Hand +12, Spot +6, Survival +4 (+2 bonus to Cha-based skills where her appearance may play a part; number after slash is for checks against those of the opposite sex); Feats:  Combat Expertise, Improved Disarm, Sorcerer's Boon, Stealthy; Reputation: 15 (seductive); Code of Honour: None; Allegiances:  None; Magic Attack: +7 (+3 level, +4 Cha) (+4 if delivered with a kiss); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Divination, curses, hypnotism (secret art), nature magic; Spells Known: Astrological prediction, entrance, lesser ill-fortune, mind-reading, not this day, psychometry, summon beast, visions, visions of torment and enlightenment; Possessions: Jambiya or stiletto, bedlah, jewellery, headband, skirt, pants and veil.

Turanian Dervish

Rules concerning dervishes are found in Hyboria's Fallen, pages 106-109.  These characters presume they are in their favoured terrain.  If they are not in their favoured terrain, remember to subtract their bonus from their dodge and the relevant skills.
Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 1); Hit Dice: 1d10+1d6 (9 hp) [+4 hp when in a holy fervour]; Initiative: +5 (+1 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 12/10 (+0 level, +1 Dex, +1 favoured terrain/-2 when in a holy fervour); Parry Defence: 11 (+0 level, +1 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+2; Attack: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3); Holy Fervour Attack: Scimitar +4 mêlée (1d8+3 /18-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour; Saves: Fort +2 (+4), Ref +5, Will +2 (+4)  (number in parenthesis apply when characters is in a holy fervour); Abilities: Str 12, Dex 13, Con 11, Int 8, Wis 10, Cha 9; Skills:  Diplomacy +0, Handle Animal +1, Hide +2, Knowledge (local) +1, Knowledge (religion) +2, Listen +1, Move Silently +2, Perform (dance) +4, Perform (ritual) +2, Ride +5, Search +0, Sleight-of-Hand +2, Spot +1, Survival +4, Tumble +2; Feats:  Combat Reflexes, Performer; Reputation: 1 (fervent); Code of Honour: None; Allegiances:  None; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar
Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 1); Hit Dice: 1d10+1d6+2 (11 hp) [+4 hp when in a holy fervour]; Initiative: +6 (+2 Dex, +4 Reflex); Speed: 30 ft.; Dodge Defence: 13/11 (+0 level, +2 Dex, +1 favoured terrain/-2 when in a holy fervour); Parry Defence: 12 (+0 level, +2 Str); DR:  – ; Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +5 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour; Saves: Fort +3 (+5), Ref +6, Will +3 (+5); Abilities: Str 14, Dex 15, Con 12, Int 8, Wis 13, Cha 10; Skills:  Diplomacy +1, Handle Animal +2, Hide +3, Knowledge (local) +1, Knowledge (religion) +2, Listen +2, Move Silently +3, Perform (dance) +5, Perform (ritual) +3, Ride +6, Search +0, Sleight-of-Hand +3, Spot +2, Survival +5, Tumble +3; Feats:  Combat Reflexes, Performer; Reputation: 2 (fervent); Code of Honour: None; Allegiances:  None; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2); Hit Dice: 1d10+2d6 (13 hp) [+6 hp when in a holy fervour]; Initiative: +6/+8 (+1 Dex, +5 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 13/11/15 (+1 level, +1 Dex, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 11/13 (+0 level, +1 Str/+3 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3); Holy Fervour Attack: Scimitar +6 mêlée (1d8+3 /18-20 x2 /AP 5); Whirling Frenzy Attack: Scimitar +4/+4 mêlée (1d8+3 /18-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day; Saves: Fort +2 (+4), Ref +6 [+8], Will +3 (+5)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 12, Dex 13, Con 11, Int 8, Wis 10, Cha 9; Skills:  Diplomacy +1, Handle Animal +1, Hide +2, Knowledge (local) +1, Knowledge (religion) +3, Listen +1, Move Silently +3, Perform (dance) +5, Perform (ritual) +3, Ride +5, Search +0, Sleight-of-Hand +2, Spot +1, Survival +4, Tumble +3; Feats:  Combat Reflexes, Performer, Weapon Focus (scimitar); Reputation: 2 (fervent); Code of Honour: None; Allegiances:  None; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2); Hit Dice: 1d10+2d6+3 (16 hp) [+6 hp when in a holy fervour]; Initiative: +7/+9 (+2 Dex, +5 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 14/12/16 (+1 level, +2 Dex, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 12/14 (+0 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +7 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +5/+5 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day; Saves: Fort +3 (+5), Ref +7 [+9], Will +4 (+6) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 14, Dex 15, Con 12, Int 8, Wis 13, Cha 10; Skills:  Diplomacy +2, Handle Animal +2, Hide +3, Knowledge (local) +1, Knowledge (religion) +3, Listen +2, Move Silently +4, Perform (dance) +6, Perform (ritual) +4, Ride +6, Search +0, Sleight-of-Hand +3, Spot +2, Survival +5, Tumble +4; Feats:  Combat Reflexes, Performer, Weapon Focus (scimitar); Reputation: 3 (fervent); Code of Honour: None; Allegiances:  None; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2/Scholar 1); Hit Dice: 1d10+3d6 (16 hp) [+8 hp when in a holy fervour]; Initiative: +6/+8 (+1 Dex, +5 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 13/11/15 (+1 level, +1 Dex, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 11/13 (+0 level, +1 Str/+3 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3); Holy Fervour Attack: Scimitar +6 mêlée (1d8+3 /18-20 x2 /AP 5); Whirling Frenzy Attack: Scimitar +4/+4 mêlée (1d8+3 /18-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x1, scholar, independent background, base power points, knowledge is power; Saves: Fort +2 (+4), Ref +6 [+8], Will +5 (+7)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 13, Dex 13, Con 11, Int 8, Wis 10, Cha 9; Skills:  Diplomacy +2, Handle Animal +1, Hide +2, Knowledge (arcana) +1, Knowledge (local) +2, Knowledge (religion) +4, Listen +1, Move Silently +3, Perform (dance) +6, Perform (ritual) +4, Ride +5, Search +0, Sleight-of-Hand +2, Spot +1, Survival +4, Tumble +3; Feats:  Combat Reflexes, Performer, Weapon Focus (scimitar); Reputation: 3 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: -1 (+0 level, -1 Cha); Power Points: 4 (4 base, +0 Wis, +0 bonus; 8 maximum); Sorcery Styles: Hypnotism; Spells Known: Entrance, terrible fascination; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2/Scholar 1); Hit Dice: 1d10+3d6+4 (20 hp) [+8 hp when in a holy fervour]; Initiative: +7/+9 (+2 Dex, +5 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 14/12/16 (+1 level, +2 Dex, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 12/14 (+0 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +7 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +5/+5 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x1, scholar, independent background, base power points, knowledge is power; Saves: Fort +3 (+5), Ref +9 [+11], Will +6 (+8) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 14, Dex 15, Con 12, Int 8, Wis 13, Cha 11; Skills:  Diplomacy +3, Handle Animal +2, Hide +3, Knowledge (arcana) +1, Knowledge (local) +1, Knowledge (religion) +4, Listen +2, Move Silently +4, Perform (dance) +7, Perform (ritual) +5, Ride +6, Search +0, Sleight-of-Hand +4, Spot +2, Survival +5, Tumble +4; Feats:  Combat Reflexes, Performer, Weapon Focus (scimitar); Reputation: 4 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +0 (+0 level, +0 Cha); Power Points: 5 (4 base, +1 Wis, +0 bonus; 10 maximum); Sorcery Styles: Hypnotism; Spells Known: Entrance, terrible fascination; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2/Scholar 1/Barbarian 1); Hit Dice: 2d10+3d6 (22 hp) [+10 hp when in a holy fervour]; Initiative: +8/+10 (+1 Dex, +7 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 13/11/15 (+1 level, +1 Dex, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 11/13 (+0 level, +1 Str/+3 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3); Holy Fervour Attack: Scimitar +7 mêlée (1d8+3 /18-20 x2 /AP 5); Whirling Frenzy Attack: Scimitar +5/+5 mêlée (1d8+3 /18-20 x2 /AP 5); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x1, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty); Saves: Fort +4 (+6), Ref +8 [+10], Will +5 (+7)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 13, Dex 13, Con 11, Int 8, Wis 10, Cha 9; Skills:  Diplomacy +2, Handle Animal +1, Hide +2, Jump +2, Knowledge (arcana) +1, Knowledge (local) +2, Knowledge (religion) +4, Listen +1, Move Silently +3, Perform (dance) +7, Perform (ritual) +5, Ride +5, Search +0, Sleight-of-Hand +2, Spot +1, Survival +7, Tumble +3; Feats:  Combat Reflexes, Performer, Weapon Focus (scimitar); Reputation: 4 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: -1 (+0 level, -1 Cha); Power Points: 4 (4 base, +0 Wis, +0 bonus; 8 maximum); Sorcery Styles: Hypnotism; Spells Known: Entrance, terrible fascination; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2/Scholar 1/Barbarian 1); Hit Dice: 2d10+3d6+5 (27 hp) [+10 hp when in a holy fervour]; Initiative: +9/+11 (+2 Dex, +7 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 14/12/16 (+1 level, +2 Dex, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 12/14 (+0 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +6 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +8 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +6/+6 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x1, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty); Saves: Fort +5 (+7), Ref +9 [+11], Will +6 (+8) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 14, Dex 15, Con 12, Int 8, Wis 13, Cha 11; Skills:  Diplomacy +3, Handle Animal +2, Hide +3, Jump +3, Knowledge (arcana) +1, Knowledge (local) +1, Knowledge (religion) +4, Listen +2, Move Silently +4, Perform (dance) +8, Perform (ritual) +6, Ride +6, Search +0, Sleight-of-Hand +4, Spot +2, Survival +8, Tumble +4; Feats:  Combat Reflexes, Performer, Weapon Focus (scimitar); Reputation: 5 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +0 (+0 level, +0 Cha); Power Points: 5 (4 base, +1 Wis, +0 bonus; 10 maximum); Sorcery Styles: Hypnotism; Spells Known: Entrance, terrible fascination; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2/Scholar 2/Barbarian 1); Hit Dice: 2d10+4d6+6 (31 hp) [+12 hp when in a holy fervour]; Initiative: +9/+11 (+2 Dex, +7 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 15/13/17 (+1 level, +2 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 12/14 (+0 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +9 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +7/+7 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point; Saves: Fort +5 (+7), Ref +9 [+11], Will +6 (+8)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 14, Dex 14, Con 12, Int 9, Wis 11, Cha 10; Skills:  Diplomacy +4, Handle Animal +2, Hide +3, Jump +3, Knowledge (arcana) +3, Knowledge (local) +2, Knowledge (religion) +5, Listen +1, Move Silently +3, Perform (dance) +10, Perform (ritual) +7, Ride +6, Search +0, Sleight-of-Hand +3, Spot +1, Survival +7, Tumble +4; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar); Reputation: 6 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +1 (+1 level, +0 Cha); Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Sorcery Styles: Hypnotism, Divination; Spells Known: Astrological prediction, entrance, terrible fascination; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar
Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 2/Scholar 2/Barbarian 1); Hit Dice: 2d10+4d6+6 (31 hp) [+12 hp when in a holy fervour]; Initiative: +10/+12 (+3 Dex, +7 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 16/14/18 (+1 level, +3 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 12/14 (+0 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +4/+6; Attack: Scimitar +7 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +9 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +7/+7 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point; Saves: Fort +5 (+7), Ref +10 [+12], Will +8 (+10) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 15, Dex 16, Con 13, Int 9, Wis 14, Cha 12; Skills:  Diplomacy +5, Handle Animal +3, Hide +4, Jump +3, Knowledge (arcana) +3, Knowledge (local) +2, Knowledge (religion) +5, Listen +3, Move Silently +5, Perform (dance) +10, Perform (ritual) +8, Ride +7, Search +0, Sleight-of-Hand +5, Spot +3, Survival +9, Tumble +5; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar); Reputation: 7 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+1 level, +1 Cha); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, divination; Spells Known: Astrological prediction, entrance, terrible fascination; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 3/Scholar 2/Barbarian 1); Hit Dice: 2d10+5d6+7 (36 hp) [+14 hp when in a holy fervour]; Initiative: +9/+11 (+2 Dex, +7 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 15/13/17 (+1 level, +2 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 13/15 (+1 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +8 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +10 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +8/+8 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells); Saves: Fort +6 (+8), Ref +9 [+11], Will +6 (+8)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 14, Dex 14, Con 12, Int 9, Wis 11, Cha 10; Skills:  Diplomacy +5, Handle Animal +2, Hide +3, Jump +3, Knowledge (arcana) +3, Knowledge (local) +2, Knowledge (religion) +6, Listen +2, Move Silently +4, Perform (dance) +11, Perform (ritual) +7, Ride +6, Search +0, Sleight-of-Hand +3, Spot +1, Survival +7, Tumble +5; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar); Reputation: 7 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +1 (+1 level, +0 Cha); Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Sorcery Styles: Hypnotism, Divination, Counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 3/Scholar 2/Barbarian 1); Hit Dice: 2d10+5d6+7 (36 hp) [+14 hp when in a holy fervour]; Initiative: +10/+12 (+3 Dex, +7 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 16/14/18 (+1 level, +3 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 13/15 (+1 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +5/+7; Attack: Scimitar +8 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +10 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +8/+8 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells); Saves: Fort +6 (+8), Ref +10 [+12], Will +8 (+10) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 15, Dex 16, Con 13, Int 9, Wis 14, Cha 12; Skills:  Diplomacy +6, Handle Animal +3, Hide +4, Jump +3, Knowledge (arcana) +3, Knowledge (local) +3, Knowledge (religion) +6, Listen +3, Move Silently +6, Perform (dance) +11, Perform (ritual) +8, Ride +7, Search +0, Sleight-of-Hand +5, Spot +3, Survival +9, Tumble +6; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar); Reputation: 8 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+1 level, +1 Cha); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, divination, counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 3/Scholar 2/Barbarian 2); Hit Dice: 3d10+5d6+8 (42 hp) [+16 hp when in a holy fervour]; Initiative: +10/+12 (+2 Dex, +8 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 16/14/18 (+2 level, +2 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 13/15 (+1 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +6/+8; Attack: Scimitar +9/+4 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +11/+6 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +9/+9/+4 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells), bite sword, crimson mist; Saves: Fort +7 (+9), Ref +10 [+12], Will +6 (+8)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 15, Dex 14, Con 12, Int 9, Wis 11, Cha 10; Skills:  Diplomacy +5, Handle Animal +2, Hide +3, Jump +3, Knowledge (arcana) +3, Knowledge (local) +2, Knowledge (religion) +7, Listen +2, Move Silently +4, Perform (dance) +12, Perform (ritual) +7, Ride +6, Search +0, Sleight-of-Hand +3, Spot +1, Survival +7, Tumble +5; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar); Reputation: 8 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +1 (+1 level, +0 Cha); Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Sorcery Styles: Hypnotism, Divination, Counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 3/Scholar 2/Barbarian 2); Hit Dice: 3d10+5d6+8 (42 hp) [+16 hp when in a holy fervour]; Initiative: +11/+13 (+3 Dex, +8 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 17/15/19 (+2 level, +3 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 14/16 (+1 level, +3 Str/+5 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +6/+9; Attack: Scimitar +10/+5 mêlée (1d8+3 /18-20 x2 /AP 5); Holy Fervour Attack: Scimitar +12/+7 mêlée (1d8+5 /18-20 x2 /AP 7); Whirling Frenzy Attack: Scimitar +10/+10/+5 mêlée (1d8+5 /18-20 x2 /AP 7); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells), bite sword, crimson mist; Saves: Fort +7 (+9), Ref +11 [+13], Will +8 (+10) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 16, Dex 16, Con 13, Int 9, Wis 14, Cha 12; Skills:  Diplomacy +6, Handle Animal +3, Hide +4, Jump +4, Knowledge (arcana) +3, Knowledge (local) +3, Knowledge (religion) +7, Listen +3, Move Silently +6, Perform (dance) +12, Perform (ritual) +8, Ride +7, Search +0, Sleight-of-Hand +5, Spot +3, Survival +9, Tumble +6; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar); Reputation: 9 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+1 level, +1 Cha); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, divination, counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 3/Scholar 3/Barbarian 2); Hit Dice: 3d10+6d6+9 (46 hp) [+18 hp when in a holy fervour]; Initiative: +11/+13 (+2 Dex, +9 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 17/15/19 (+3 level, +2 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 14/16 (+2 level, +2 Str/+4 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +7/+9; Attack: Scimitar +10/+5 mêlée (1d8+2 /18-20 x2 /AP 4); Holy Fervour Attack: Scimitar +12/+7 mêlée (1d8+4 /18-20 x2 /AP 6); Whirling Frenzy Attack: Scimitar +10/+10/+5 mêlée (1d8+4 /18-20 x2 /AP 6); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells), bite sword, crimson mist, advanced spell x1; Saves: Fort +8 (+10), Ref +11 [+13], Will +6 (+8)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 15, Dex 14, Con 12, Int 9, Wis 11, Cha 10; Skills:  Diplomacy +6, Handle Animal +2, Hide +3, Jump +3, Knowledge (arcana) +7, Knowledge (local) +2, Knowledge (religion) +8, Listen +2, Move Silently +4, Perform (dance) +13, Perform (ritual) +7, Ride +6, Search +0, Sleight-of-Hand +3, Spot +1, Survival +7, Tumble +5; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar), Web of Death; Reputation: 9 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +1 (+1 level, +0 Cha); Power Points: 5 (4 base, +0 Wis, +1 bonus; 10 maximum); Sorcery Styles: Hypnotism, Divination, Counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, visions, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 3/Scholar 3/Barbarian 2); Hit Dice: 3d10+6d6+9 (46 hp) [+18 hp when in a holy fervour]; Initiative: +12/+14 (+3 Dex, +9 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 18/16/20 (+3 level, +3 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 15/17 (+2 level, +3 Str/+5 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +7/+10; Attack: Scimitar +11/+6 mêlée (1d8+3 /18-20 x2 /AP 5); Holy Fervour Attack: Scimitar +13/+8 mêlée (1d8+5 /18-20 x2 /AP 7); Whirling Frenzy Attack: Scimitar +11/+11/+6 mêlée (1d8+5 /18-20 x2 /AP 7); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells), bite sword, crimson mist, advanced spell x1; Saves: Fort +8 (+10), Ref +12 [+14], Will +8 (+10) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 16, Dex 16, Con 13, Int 9, Wis 14, Cha 12; Skills:  Diplomacy +7, Handle Animal +3, Hide +4, Jump +4, Knowledge (arcana) +7, Knowledge (local) +3, Knowledge (religion) +8, Listen +3, Move Silently +6, Perform (dance) +13, Perform (ritual) +8, Ride +7, Search +0, Sleight-of-Hand +5, Spot +3, Survival +9, Tumble +6; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar), Web of Death; Reputation: 10 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+1 level, +1 Cha); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, divination, counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, visions, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Non-Elite Dervish (Mediator Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 4/Scholar 3/Barbarian 2); Hit Dice: 3d10+7d6+10 (51 hp) [+20 hp when in a holy fervour]; Initiative: +12/+14 (+2 Dex, +10 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 18/16/20 (+4 level, +2 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 15/17 (+2 level, +3 Str/+5 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +8/+11; Attack: Scimitar +12/+7 mêlée (1d8+3 /18-20 x2 /AP 5); Holy Fervour Attack: Scimitar +14/+9 mêlée (1d8+5 /18-20 x2 /AP 7); Whirling Frenzy Attack: Scimitar +12/+12/+7 mêlée (1d8+5 /18-20 x2 /AP 7); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells), bite sword, crimson mist, advanced spell x1, whirlwind attack; Saves: Fort +8 (+10), Ref +12 [+14], Will +8 (+10)  (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 16, Dex 15, Con 13, Int 10, Wis 12, Cha 11; Skills:  Diplomacy +7, Handle Animal +2, Hide +3, Jump +4, Knowledge (arcana) +8, Knowledge (local) +3, Knowledge (religion) +10, Listen +4, Move Silently +5, Perform (dance) +14, Perform (ritual) +8, Ride +6, Search +1, Sleight-of-Hand +3, Spot +2, Survival +8, Tumble +6; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar), Web of Death; Reputation: 10 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +2 (+2 level, +0 Cha); Power Points: 6 (4 base, +1 Wis, +1 bonus; 12 maximum); Sorcery Styles: Hypnotism, Divination, Counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, visions, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Elite Dervish (Relentless Personality)

Medium Humanoid (Turanian Nomad 1/Temptress 4/Scholar 3/Barbarian 2); Hit Dice: 3d10+7d6+20 (61 hp) [+20 hp when in a holy fervour]; Initiative: +13/+15 (+3 Dex, +10 Reflex/+2 in a whirling frenzy); Speed: 30 ft.; Dodge Defence: 19/17/21 (+4 level, +3 Dex, +1 dodge, +1 favoured terrain/-2 when in a holy fervour/+2 in a whirling frenzy); Parry Defence: 15/17 (+2 level, +3 Str/+5 Str in a whirling frenzy); DR:  – ; Base Attack Bonus/Grapple: +8/+11; Attack: Scimitar +12/+7 mêlée (1d8+3 /18-20 x2 /AP 5); Holy Fervour Attack: Scimitar +14/+9 mêlée (1d8+5 /18-20 x2 /AP 7); Whirling Frenzy Attack: Scimitar +12/+12/+7 mêlée (1d8+5 /18-20 x2 /AP 7); Special Qualities: Turanian traits, track, favoured terrain +1, born to the saddle, frenzied dance, holy fervour, whirling frenzy, compelling performance 1/day, new sorcery style x2, scholar, independent background, base power points, knowledge is power, skill focus (survival), fearless, versatility (-2 penalty), +1 power point, secret art (sorcery: counterspells), bite sword, crimson mist, advanced spell x1, whirlwind attack; Saves: Fort +9 (+11), Ref +13 [+15], Will +9 (+11) (number in parenthesis apply when characters is in a holy fervour; the number in brackets apply to characters in a whirling frenzy); Abilities: Str 17, Dex 17, Con 14, Int 10, Wis 15, Cha 13; Skills:  Diplomacy +7, Handle Animal +3, Hide +4, Jump +4, Knowledge (arcana) +8, Knowledge (local) +4, Knowledge (religion) +9, Listen +3, Move Silently +6, Perform (dance) +13, Perform (ritual) +8, Ride +7, Search +1, Sleight-of-Hand +5, Spot +3, Survival +9, Tumble +6; Feats:  Combat Reflexes, Dodge, Performer, Weapon Focus (scimitar), Web of Death; Reputation: 11 (fervent); Code of Honour: None; Allegiances:  None; Magic Attack: +3 (+2 level, +1 Cha); Power Points: 7 (4 base, +2 Wis, +1 bonus; 14 maximum); Sorcery Styles: Hypnotism, divination, counterspells (secret art); Spells Known: Astrological prediction, entrance, terrible fascination, visions, warding; Possessions (Female): Scimitar, bedlah, jewellery, headband, skirt, pants and veil; Possessions (Male): Sash, loose-fitting trousers, scimitar

Turanian Thieves

Non-Elite Burglar, Cut-Purse or Goniff (shop-lifter)
Medium Humanoid (Turanian Thief 1); Hit Dice: 1d8 (5 hp); Initiative: +3 (+1 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 11 (+0 level, +1 Dex); Parry Defence: 9 (+0 level, -1 Str); DR: – ; Base Attack Bonus/Grapple: +0/-1; Attack: Scimitar -1 mêlée (1d8-1 /18-20 x2 /AP 1) or Sap -1 mêlée (1d4-1/x2 / –); Special Attacks: Sneak attack style (sap), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, trap disarming; Saves: Fort +0, Ref +3, Will -1; Abilities: Str 9, Dex 13, Con 10, Int 11, Wis 8, Cha 12; Skills (Burglar):  Appraise +1, Climb +1, Disable Device +2, Escape Artist +5, Handle Animal +3, Hide +7, Intimidate +3, Knowledge (local) +2, Listen +2, Move Silently +7, Open Locks +4, Ride +3, Search +4, Spot +2, Survival +1, Use Rope +3; Feats (Burglar): Stealthy; Skills (Cut-Purse):  Appraise +3, Bluff +5, Handle Animal +3, Hide +5, Intimidate +3, Knowledge (local) +2, Move Silently +5, Ride +5, Search +4, Sense Motive +1, Sleight-of-Hand +7, Spot +3, Survival +1, Use Rope +4; Feats (Cut-Purse): Deft Hands; Skills (Goniff):  Appraise +3, Bluff +5, Handle Animal +3, Hide +5, Intimidate +3, Knowledge (local) +2, Move Silently +4, Profession (goniff) +3, Ride +3, Search +4, Sense Motive +1, Sleight-of-Hand +7, Spot +3, Survival +1, Use Rope +3; Feats (Goniff): Deft Hands; Reputation: 2 (cruel); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Forger, Kidnapper, or Smuggler
Medium Humanoid (Turanian Thief 1); Hit Dice: 1d8 (5 hp); Initiative: +4 (+2 Dex,+2 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 11 (+0 level, +1 Str); DR: –; Base Attack Bonus/Grapple: +0/+1; Attack: Scimitar +1 mêlée (1d8+1 /18-20 x2 /AP 3) or Sap +1 mêlée (1d4+1/x2 / –); Special Attacks: Sneak attack style (sap), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, trap disarming; Saves: Fort +0, Ref +4, Will -1; Abilities: Str 12, Dex 14, Con 10, Int 13, Wis 8, Cha 15; Skills (forger):  Appraise +5, Craft (any artistic) +5, Decipher Script +5, Disguise +8, Forgery +7, Handle Animal +4, Intimidate +4, Knowledge (local) +5, Knowledge (nobility) +5, Knowledge (rumours) +5, Profession (forger) +3, Ride +6, Survival +1; Feats (forger): Deceitful; Skills (kidnapper):  Bluff +6, Diplomacy +8, Disguise +4, Forgery +3, Gather Information +6, Handle Animal +4, Heal +3, Intimidate +6, Knowledge (local) +5, Knowledge (nobility) +3, Knowledge (rumours) +3, Perform (acting) +6, Ride +4, Sense Motive +5, Survival +1; Feats (kidnapper): Negotiator; Skills (smuggler):  Bluff +6, Disguise +6, Escape Artist +6, Handle Animal +4, Hide +8, Intimidate +6, Knowledge (local) +5, Knowledge (rumours) +5, Move Silently +8, Profession (smuggler) +3, Ride +4, Sleight-of-Hand +6, Survival +1; Feats (smuggler): Stealthy; Reputation: 3 (discrete); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Robber/Mugger
Medium Humanoid (Turanian Thief 1); Hit Dice: 1d8+1 (6 hp); Initiative: +8 (+2 Dex,+2 Reflex, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 12 (+0 level, +2 Dex); Parry Defence: 12 (+0 level, +2 Str); DR: –; Base Attack Bonus/Grapple: +0/+2; Attack: Scimitar +2 mêlée (1d8+2 /18-20 x2 /AP 4) or Sap +2 mêlée (1d4+2/x2 / –); Special Attacks: Sneak attack style (scimitar), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, trap disarming; Saves: Fort +1, Ref +4, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Bluff +5, Handle Animal +3, Hide +6, Intimidate +5, Knowledge (local) +4, Listen +3, Move Silently +6, Ride +4, Search +4, Sense Motive +3, Spot +3, Survival +1; Feats: Improved Initiative; Reputation: 2 (Brutal); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Non-Elite Burglar, Cut-Purse or Goniff (shop-lifter)
Medium Humanoid (Turanian Thief 2); Hit Dice: 2d8 (9 hp); Initiative: +4 (+1 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR: – ; Base Attack Bonus/Grapple: +1/+0; Attack: Scimitar +0 mêlée (1d8-1 /18-20 x2 /AP 1) or Sap +0 mêlée (1d4-1/x2 / –); Special Attacks: Sneak attack style (sap), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, trap disarming, eyes of the cat; Saves: Fort +0, Ref +4, Will -1; Abilities: Str 9, Dex 13, Con 10, Int 11, Wis 8, Cha 12; Skills (Burglar):  Appraise +2, Climb +2, Disable Device +2, Escape Artist +6, Handle Animal +3, Hide +8, Intimidate +3, Knowledge (local) +2, Listen +2, Move Silently +8, Open Locks +5, Ride +3, Search +5, Spot +3, Survival +1, Use Rope +3; Feats (Burglar): Stealthy; Skills (Cut-Purse):  Appraise +4, Bluff +6, Handle Animal +3, Hide +6, Intimidate +3, Knowledge (local) +2, Move Silently +6, Ride +6, Search +4, Sense Motive +2, Sleight-of-Hand +8, Spot +4, Survival +1, Use Rope +4; Feats (Cut-Purse): Deft Hands; Skills (Goniff):  Appraise +4, Bluff +6, Handle Animal +3, Hide +6, Intimidate +3, Knowledge (local) +2, Move Silently +5, Profession (goniff) +4, Ride +3, Search +5, Sense Motive +2, Sleight-of-Hand +8, Spot +3, Survival +1, Use Rope +3; Feats (Goniff): Deft Hands; Reputation: 3 (cruel); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Forger, Kidnapper, or Smuggler
Medium Humanoid (Turanian Thief 2); Hit Dice: 2d8 (9 hp); Initiative: +5 (+2 Dex,+3 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: Scimitar +2 mêlée (1d8+1 /18-20 x2 /AP 3) or Sap +2 mêlée (1d4+1/x2 / –); Special Attacks: Sneak attack style (sap), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, trap disarming, eyes of the cat; Saves: Fort +0, Ref +5, Will -1; Abilities: Str 12, Dex 14, Con 10, Int 13, Wis 8, Cha 15; Skills (forger):  Appraise +6, Craft (any artistic) +6, Decipher Script +6, Disguise +9, Forgery +8, Handle Animal +4, Intimidate +4, Knowledge (local) +6, Knowledge (nobility) +6, Knowledge (rumours) +6, Profession (forger) +4, Ride +6, Survival +1; Feats (forger): Deceitful; Skills (kidnapper):  Bluff +7, Diplomacy +9, Disguise +4, Forgery +3, Gather Information +7, Handle Animal +4, Heal +3, Intimidate +7, Knowledge (local) +6, Knowledge (nobility) +4, Knowledge (rumours) +4, Perform (acting) +7, Ride +4, Sense Motive +6, Survival +1; Feats (kidnapper): Negotiator; Skills (smuggler):  Bluff +7, Disguise +6, Escape Artist +7, Handle Animal +4, Hide +9, Intimidate +6, Knowledge (local) +6, Knowledge (rumours) +6, Move Silently +9, Profession (smuggler) +4, Ride +5, Sleight-of-Hand +7, Survival +1; Feats (smuggler): Stealthy; Reputation: 4 (discrete); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Robber/Mugger
Medium Humanoid (Turanian Thief 2); Hit Dice: 2d8+2 (11 hp); Initiative: +9 (+2 Dex,+3 Reflex, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 13 (+1 level, +2 Str); DR: –; Base Attack Bonus/Grapple: +1/+3; Attack: Scimitar +3 mêlée (1d8+2 /18-20 x2 /AP 4) or Sap +3 mêlée (1d4+2/x2 / –); Special Attacks: Sneak attack style (scimitar), sneak attack +1d6/+1d8; Special Qualities: Turanian traits, trap disarming, eyes of the cat; Saves: Fort +1, Ref +5, Will -1; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Bluff +6, Handle Animal +3, Hide +7, Intimidate +6, Knowledge (local) +5, Listen +4, Move Silently +7, Ride +5, Search +5, Sense Motive +4, Spot +3, Survival +1; Feats: Improved Initiative; Reputation: 3 (Brutal); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Non-Elite Burglar, Cut-Purse or Goniff (shop-lifter)
Medium Humanoid (Turanian Thief 3); Hit Dice: 3d8 (14 hp); Initiative: +4 (+1 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 12 (+1 level, +1 Dex); Parry Defence: 10 (+1 level, -1 Str); DR: – ; Base Attack Bonus/Grapple: +2/+1; Attack: Scimitar +1 mêlée (1d8-1 /18-20 x2 /AP 1) or Sap +1 mêlée (1d4-1/x2 / –); Special Attacks: Sneak attack style (sap), sneak attack +2d6/+2d8; Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +1; Saves: Fort +1, Ref +4, Will +0; Abilities: Str 9, Dex 13, Con 10, Int 11, Wis 8, Cha 12; Skills (Burglar):  Appraise +3, Climb +3, Disable Device +5, Escape Artist +7, Handle Animal +3, Hide +9, Intimidate +3, Knowledge (local) +3, Listen +2, Move Silently +9, Open Locks +7, Ride +3, Search +6, Spot +3, Survival +1, Use Rope +3; Feats (Burglar): Nimble Fingers, Stealthy; Skills (Cut-Purse):  Appraise +4, Bluff +7, Handle Animal +4, Hide +9, Intimidate +3, Knowledge (local) +2, Move Silently +9, Ride +7, Search +4, Sense Motive +3, Sleight-of-Hand +9, Spot +5, Survival +1, Use Rope +4; Feats (Cut-Purse): Deft Hands, Stealthy; Skills (Goniff):  Appraise +5, Bluff +7, Handle Animal +3, Hide +7, Intimidate +3, Knowledge (local) +2, Move Silently +6, Profession (goniff) +5, Ride +3, Search +5, Sense Motive +3, Sleight-of-Hand +12, Spot +4, Survival +1, Use Rope +3; Feats (Goniff): Deft Hands, Skill Focus (sleight-of-hand); Reputation: 4 (cruel); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Forger, Kidnapper, or Smuggler
Medium Humanoid (Turanian Thief 3); Hit Dice: 3d8 (14 hp); Initiative: +5 (+2 Dex,+3 Reflex); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 12 (+1 level, +1 Str); DR: –; Base Attack Bonus/Grapple: +2/+3; Attack: Scimitar +3 mêlée (1d8+1 /18-20 x2 /AP 3) or Sap +3 mêlée (1d4+1/x2 / –); Special Attacks: Sneak attack style (sap), sneak attack +2d6/+2d8; Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +1; Saves: Fort +1, Ref +5, Will +0; Abilities: Str 12, Dex 14, Con 10, Int 13, Wis 8, Cha 15; Skills (forger):  Appraise +7, Craft (any artistic) +7, Craft (herbalism) +2, Decipher Script +7, Disguise +9, Forgery +12, Handle Animal +4, Intimidate +4, Knowledge (local) +7, Knowledge (nobility) +7, Knowledge (rumours) +7, Profession (forger) +5, Ride +6, Survival +1; Feats (forger): Deceitful, Skill Focus (forgery); Skills (kidnapper):  Bluff +8, Diplomacy +10, Disguise +5, Forgery +3, Gather Information +8, Handle Animal +4, Heal +3, Intimidate +8, Knowledge (local) +6, Knowledge (nobility) +5, Knowledge (rumours) +5, Perform (acting) +8, Ride +4, Sense Motive +7, Survival +1; Feats (kidnapper): Negotiator, Sneak Subdual; Skills (smuggler):  Bluff +8, Disguise +7, Escape Artist +8, Handle Animal +4, Hide +10, Intimidate +6, Knowledge (local) +7, Knowledge (rumours) +7, Move Silently +10, Profession (smuggler) +5, Ride +6, Sleight-of-Hand +7, Survival +1; Feats (smuggler):  Run, Stealthy; Reputation: 4 (discrete); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Robber/Mugger
Medium Humanoid (Turanian Thief 3); Hit Dice: 3d8+3 (17 hp); Initiative: +9 (+2 Dex,+3 Reflex, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 13 (+1 level, +2 Dex); Parry Defence: 13 (+1 level, +2 Str); DR: –; Base Attack Bonus/Grapple: +2/+4; Attack: Scimitar +4 mêlée (1d8+2 /18-20 x2 /AP 4) or Sap +4 mêlée (1d4+2/x2 / –); Special Attacks: Sneak attack style (scimitar), sneak attack +2d6/+2d8; Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +1; Saves: Fort +2, Ref +5, Will +0; Abilities: Str 14, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Bluff +7, Handle Animal +4, Hide +8, Intimidate +7, Knowledge (local) +5, Listen +4, Move Silently +8, Ride +6, Search +5, Sense Motive +5, Spot +4, Survival +1; Feats: Improved Initiative, Sneak Subdual; Reputation: 4 (Brutal); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Non-Elite Burglar, Cut-Purse or Goniff (shop-lifter)
Medium Humanoid (Turanian Thief 4); Hit Dice: 4d8 (18 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 light-footed); Parry Defence: 11 (+2 level, -1 Str); DR: – ; Base Attack Bonus/Grapple: +3/+2; Attack: Scimitar +2 mêlée (1d8-1 /18-20 x2 /AP 1) or Sap +2 mêlée (1d4-1/x2 / –); Special Attacks: Sneak attack style (sap, scimitar), sneak attack +3d6/+3d8 (light-footed bonus included); Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +1, light-footed; Saves: Fort +1, Ref +6, Will +0; Abilities: Str 9, Dex 14, Con 10, Int 11, Wis 8, Cha 12; Skills (Burglar):  Appraise +3, Climb +3, Disable Device +6, Escape Artist +8, Handle Animal +3, Hide +11, Intimidate +3, Knowledge (local) +3, Listen +2, Move Silently +11, Open Locks +8, Ride +4, Search +6, Spot +3, Survival +1, Use Rope +4; Feats (Burglar): Nimble Fingers, Stealthy; Skills (Cut-Purse):  Appraise +4, Bluff +7, Handle Animal +4, Hide +11, Intimidate +3, Knowledge (local) +2, Move Silently +11, Ride +8, Search +4, Sense Motive +3, Sleight-of-Hand +10, Spot +5, Survival +1, Use Rope +5; Feats (Cut-Purse): Deft Hands, Stealthy; Skills (Goniff):  Appraise +6, Bluff +8, Handle Animal +3, Hide +9, Intimidate +3, Knowledge (local) +2, Move Silently +8, Profession (goniff) +6, Ride +4, Search +6, Sense Motive +3, Sleight-of-Hand +14, Spot +5, Survival +1, Use Rope +4; Feats (Goniff): Deft Hands, Skill Focus (sleight-of-hand); Reputation: 5 (cruel); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Forger, Kidnapper, or Smuggler
Medium Humanoid (Turanian Thief 4); Hit Dice: 4d8 (18 hp); Initiative: +6 (+2 Dex,+4 Reflex); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 light-footed); Parry Defence: 13 (+2 level, +1 Str); DR: –; Base Attack Bonus/Grapple: +3/+4; Attack: Scimitar +4 mêlée (1d8+1 /18-20 x2 /AP 3) or Sap +4 mêlée (1d4+1/x2 / –); Special Attacks: Sneak attack style (sap, scimitar), sneak attack +3d6/+3d8 (light-footed bonus included); Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +1, light-footed; Saves: Fort +1, Ref +6, Will +0; Abilities: Str 12, Dex 14, Con 10, Int 13, Wis 9, Cha 15; Skills (forger):  Appraise +8, Craft (any artistic) +8, Craft (herbalism) +3, Decipher Script +8, Disguise +9, Forgery +13, Handle Animal +4, Hide +3, Intimidate +4, Knowledge (local) +8, Knowledge (nobility) +8, Knowledge (rumours) +8, Move Silently +3, Profession (forger) +6, Ride +6, Survival +1; Feats (forger): Deceitful, Skill Focus (forgery); Skills (kidnapper):  Bluff +9, Diplomacy +11, Disguise +6, Forgery +3, Gather Information +9, Handle Animal +4, Heal +3, Hide +4, Intimidate +9, Knowledge (local) +6, Knowledge (nobility) +5, Knowledge (rumours) +5, Move Silently +4, Perform (acting) +8, Ride +5, Sense Motive +8, Survival +1; Feats (kidnapper): Negotiator, Sneak Subdual; Skills (smuggler):  Bluff +9, Disguise +8, Escape Artist +9, Handle Animal +5, Hide +12, Intimidate +6, Knowledge (local) +8, Knowledge (rumours) +7, Move Silently +11, Profession (smuggler) +6, Ride +7, Sleight-of-Hand +8, Survival +1; Feats (smuggler):  Run, Stealthy; Reputation: 6 (discrete); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Elite Robber/Mugger
Medium Humanoid (Turanian Thief 4); Hit Dice: 4d8+4 (22 hp); Initiative: +10 (+2 Dex,+4 Reflex, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 15 (+2 level, +2 Dex, +1 light-footed); Parry Defence: 14 (+2 level, +2 Str); DR: –; Base Attack Bonus/Grapple: +3/+5; Attack: Scimitar +5 mêlée (1d8+2 /18-20 x2 /AP 4) or Sap +5 mêlée (1d4+2/x2 / –); Special Attacks: Sneak attack style (sap, scimitar), sneak attack +3d6/+3d8 (light-footed bonus included); Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +1, light-footed; Saves: Fort +2, Ref +6, Will +0; Abilities: Str 15, Dex 15, Con 12, Int 10, Wis 8, Cha 13; Skills:  Bluff +8, Handle Animal +4, Hide +10, Intimidate +8, Knowledge (local) +6, Listen +4, Move Silently +10, Ride +6, Search +6, Sense Motive +6, Spot +4, Survival +1, Tumble +3; Feats: Improved Initiative, Sneak Subdual; Reputation: 5 (Brutal); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Non-Elite Burglar, Cut-Purse or Goniff (shop-lifter)
Medium Humanoid (Turanian Thief 6); Hit Dice: 6d8 (27 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 light-footed); Parry Defence: 13 (+3 level, +0 Str); DR: – ; Base Attack Bonus/Grapple: +4/+4; Attack: Scimitar +4 mêlée (1d8 /18-20 x2 /AP 2) or Sap +4 mêlée (1d4/x2 / –); Special Attacks: Sneak attack style (sap, scimitar), sneak attack +4d6/+4d8 (light-footed bonus included); Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +2, light-footed, special ability (skill mastery); Saves: Fort +2, Ref +7, Will +1; Abilities: Str 10, Dex 15, Con 11, Int 12, Wis 9, Cha 13; Skills (Burglar):  Appraise +4, Climb +6*, Disable Device +8*, Escape Artist +10, Handle Animal +3, Hide +13, Intimidate +3, Jump +3, Knowledge (local) +5, Listen +2, Move Silently +13*, Open Locks +10*, Ride +4, Search +9, Spot +4, Survival +1, Use Rope +4, Tumble +5; Feats (Burglar): Acrobatic, Nimble Fingers, Stealthy; Skills (Cut-Purse):  Appraise +7, Bluff +9, Handle Animal +4, Hide +13*, Intimidate +3, Knowledge (local) +5, Move Silently +13*, Ride +8, Search +7*, Sense Motive +5, Sleight-of-Hand +12*, Spot +7, Survival +1, Use Rope +5; Feats (Cut-Purse): Deft Hands, Run, Stealthy; Skills (Goniff):  Appraise +9*, Bluff +10, Handle Animal +3, Hide +11*, Intimidate +3, Knowledge (local) +5, Listen +1, Move Silently +10, Profession (goniff) +8, Ride +4, Search +9, Sense Motive +3, Sleight-of-Hand +16*, Spot +8*, Survival +1, Use Rope +4; Feats (Goniff): Alertness, Deft Hands, Skill Focus (sleight-of-hand); Reputation: 7 (cruel); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch
* skills marked with an asterisk are considered mastered, and the thief may take 10 on these checks even if distracted or stressed.
Elite Forger, Kidnapper, or Smuggler
Medium Humanoid (Turanian Thief 6); Hit Dice: 6d8 (27 hp); Initiative: +7 (+2 Dex,+5 Reflex); Speed: 30 ft.; Dodge Defence: 16 (+3 level, +2 Dex, +1 light-footed); Parry Defence: 14 (+3 level, +1 Str); DR: –; Base Attack Bonus/Grapple: +4/+5; Attack: Scimitar +5 mêlée (1d8+1 /18-20 x2 /AP 3) or Sap +5 mêlée (1d4+1/x2 / –); Special Attacks: Sneak attack style (sap, scimitar), sneak attack +4d6/+4d8 (light-footed bonus included); Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +2, light-footed, special ability (forger: jack-of-all-trades; kidnapper: crippling strike; smuggler: skill mastery); Saves: Fort +2, Ref +7, Will +2; Abilities: Str 13, Dex 15, Con 11, Int 14, Wis 10, Cha 16; Skills (forger):  Appraise +13, Craft (any artistic) +13, Craft (herbalism) +8, Decipher Script +13, Disguise +10, Forgery +16, Handle Animal +5, Hide +4, Intimidate +5, Knowledge (local) +11, Knowledge (nobility) +11, Knowledge (rumours) +11, Move Silently +4, Profession (forger) +11, Ride +6, Survival +2; Feats (forger): Deceitful, Diligent, Skill Focus (forgery); Skills (kidnapper):  Bluff +14, Diplomacy +14, Disguise +9, Forgery +4, Gather Information +12, Handle Animal +5, Heal +4, Hide +6, Intimidate +14, Knowledge (local) +8, Knowledge (nobility) +7, Knowledge (rumours) +8, Move Silently +6, Perform (acting) +9, Ride +5, Sense Motive +11, Survival +2; Feats (kidnapper): Negotiator, Persuasive, Sneak Subdual; Skills (smuggler):  Bluff +12*, Disguise +11, Escape Artist +11*, Handle Animal +6, Hide +12*, Intimidate +7, Knowledge (local) +9, Knowledge (rumours) +8, Listen +4, Move Silently +11*, Profession (smuggler) +9, Ride +8, Search +6, Sleight-of-Hand +11*, Spot +6, Survival +2; Feats (smuggler):  Alertness, Run, Stealthy; Reputation: 9 (discrete); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

* skills marked with an asterisk are considered mastered, and the thief may take 10 on these checks even if distracted or stressed.
Elite Robber/Mugger
Medium Humanoid (Turanian Thief 6); Hit Dice: 6d8+6 (33 hp); Initiative: +12 (+3 Dex,+5 Reflex, +4 imp. Init.); Speed: 30 ft.; Dodge Defence: 17 (+3 level, +3 Dex, +1 light-footed); Parry Defence: 16 (+3 level, +3 Str); DR: –; Base Attack Bonus/Grapple: +4/+7; Attack: Scimitar +7 mêlée (1d8+3 /18-20 x2 /AP 5) or Sap +7 mêlée (1d4+3/x2 / –); Special Attacks: Sneak attack style (sap, scimitar), sneak attack +4d6/+4d8 (light-footed bonus included); Special Qualities: Turanian traits, trap disarming, eyes of the cat, trap sense +2, light-footed, special ability (crippling strike); Saves: Fort +3, Ref +8, Will +1; Abilities: Str 16, Dex 16, Con 13, Int 11, Wis 9, Cha 14; Skills:  Bluff +11, Handle Animal +7, Hide +13, Intimidate +11, Knowledge (local) +6, Listen +4, Move Silently +13, Ride +9, Search +9, Sense Motive +6, Spot +6, Survival +1, Tumble +6; Feats: Improved Initiative, Sneak Subdual, Striking Cobra; Reputation: 8 (Brutal); Code of Honour: None; Allegiances: None; Possessions: Sash, loose-fitting trousers, turban, thieves' tools, scimitar, sap, dagger, pouch

Turanian Merchants

Apprentice Merchant: Medium Turanian  1st level Commoner; Hit Dice: 1d4-1 (2 hit points); Initiative: -1 (+0 level, -1 Dex); Speed: 30 ft.; Dodge Defence: 9 (+0 level, -1 Dex); Parry Defence: 10 (+0 level, +0 Str); BAB/Grapple: +0/+0; Attack: Hatchet +0 melee; Damage: Hatchet 1d6/ x3 / AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Qualities: Illiteracy, Turanian traits, weapon familiarity (tulwar, Hyrkanian bow); Saves: Fort -1, Ref -1, Will +4 (+7 vs. corruption, +2 vs. Hypnotism); Abilities: Str 10, Dex 8, Con 9, Int 13, Wis 12, Cha 11; Skills:  Appraise +3, Bluff +4, Craft (bowyer) +3, Diplomacy +1, Gather Information +2, Knowledge (local) +3, Profession (merchant) +8, Ride +1, Sense Motive +2, Spot +4, Survival +3; Feats:  Skill Focus (profession); Code of Honour: Civilised; Reputation: 4 (Talented); Leadership: –; Allegiances: As needed by Games Master; Possessions: Hatchet, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar

Average Merchant: Medium Turanian  3rd level Commoner; Hit Dice: 3d4-3 (4 hit points); Initiative: +0 (+1 level, -1 Dex); Speed: 30 ft.; Dodge Defence: 10 (+1 level, -1 Dex); Parry Defence: 11 (+1 level, +0 Str); BAB/Grapple: +1/+1; Attack: Dagger +1 melee; Damage: Dagger 1d4/19-20 x2 / AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Qualities: Turanian traits, weapon familiarity (tulwar, Hyrkanian bow); Saves: Fort +0, Ref +0, Will +5 (+8 vs. corruption, +3 vs. Hypnotism); Abilities: Str 10, Dex 8, Con 9, Int 13, Wis 12, Cha 11; Skills:  Appraise +4, Bluff +5, Diplomacy +4, Gather Information +3, Knowledge (local) +3, Profession (merchant) +10, Ride +1, Sense Motive +4, Spot +4, Survival +3 (spent 2 skill points on literacy); Feats: Negotiator, Skill Focus (profession); Code of Honour: Civilised; Reputation: 5 (Talented); Leadership: –; Allegiances: As needed by Games Master; Possessions: Dagger, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar

Experienced Merchant: Medium Turanian  5th level Commoner; Hit Dice: 5d4-5  (7 hit points); Initiative: +0 (+1 level, -1 Dex); Speed: 30 ft.; Dodge Defence: 11 (+2 level, -1 Dex); Parry Defence: 12 (+2 level, +0 Str); BAB/Grapple: +2/+2; Attack: Dagger +2 melee; Damage: Dagger 1d4/19-20 x2 / AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Qualities: Turanian traits, weapon familiarity (tulwar, Hyrkanian bow), skill focus (see feats); Saves: Fort +0, Ref +0, Will +5 (+8 vs. corruption, +3 vs. Hypnotism); Abilities: Str 10, Dex 8, Con 9, Int 13, Wis 12, Cha 12; Skills:  Appraise +5, Bluff +10, Craft (bowyer) +3, Diplomacy +5, Gather Information +4, Knowledge (local) +5, Profession (merchant) +12, Ride +1, Sense Motive +6, Spot +5, Survival +3 (spent 2 skill points on literacy); Feats: Negotiator, Skill Focus (bluff), Skill Focus (profession); Code of Honour: Civilised; Reputation: 8 (Talented); Leadership: –; Allegiances: As needed by Games Master; Possessions: Dagger, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar

Master Merchant: Medium Turanian 7th level Commoner; Hit Dice: 7d4 (17 hit points); Initiative: +1 (+2 level, -1 Dex); Speed: 30 ft.; Dodge Defence: 12 (+3 level, -1 Dex); Parry Defence: 13 (+3 level, +0 Str); BAB/Grapple: +3/+3; Attack: Dagger +3 melee; Damage: Dagger 1d4/19-20 x2 / AP 1; Space/Reach: 5 ft (1)/5 ft (1); Special Qualities: Turanian traits, weapon familiarity (tulwar, Hyrkanian bow), skill focus (see feats); Saves: Fort +2, Ref +1, Will +6 (+9 vs. corruption, +4 vs. Hypnotism); Abilities: Str 11, Dex 9, Con 10, Int 14, Wis 13, Cha 13; Skills:  Appraise +10, Bluff +12, Craft (bowyer) +4, Diplomacy +7, Gather Information +5, Knowledge (local) +7, Profession (merchant) +14, Ride +1, Sense Motive +7, Spot +5, Survival +3 (spent 2 skill points on literacy); Feats: Negotiator, Skill Focus (appraise), Skill Focus (bluff), Skill Focus (profession); Code of Honour: Civilised; Reputation: 10 (Talented); Leadership: –; Allegiances: As needed by Games Master; Possessions: Dagger, turban, gömlek, kherkah, entari, yelek, kaftan, sash and shalvhaar

Weapons of Turan

Although Turanian weapons are often adorned as Western weapons are, the true beauty of a weapon is in the texture of the steel.  A Turanian will distinguish quality from common by examining the 'watering' of the blade.

Yataghan:  A yataghan is a one-handed, forward-curving sabre used by Turanian infantry soldiers.  The back of the blade is typically made of iron but the sharpened part of the blade is forged of steel.  The pommel splits like a hoof, spreading out like a pair of wings to prevent the blade from slipping out of the hand (+1 vs. disarm attempts).  The weapon is weighted toward the point, and the final third of the blade is wider than the rest of the weapon.  Although a sword, the weapon is effectively an axe.  It is not suited for fencing, defensive manoeuvres, or finesse attacks.  The yataghan is not a graceful weapon by any means – it is a brutal weapon.  An effective attack with this weapon is known as the Draw-Cut, wherein the blade is drawn toward the wielder, and the forward curve cuts into the foe.  It is useful to chop around a large shield (+1 to attack foes using a Parry defence).  Although a slashing weapon, the cruel impact of the weapon also effectively deals bludgeoning damage.

Martial Weapon (d20)

	Weapon
	Cost
	Damage
	Critical
	Armour
Piercing
	Hardness
	Hit
Points
	Weight
	Type

	Yataghan
	125 sp
	1d10
	19-20/ x3
	4
	10
	8
	4 lb.
	Slashing/Bludgeoning


Turanian Precedence

	Position
	Control Over
	Primary Arena
	Social Status

	King (Sultan, Caliph)
	Imperial Court
	Political
	6

	Grand Vizier
	Imperial Court
	Political
	5

	Baş Kadın
	Harem
	Social
	5

	Sons of the Sultan
	Imperial Court
	Political
	5

	Viziers of the Dome 
	Imperial Court
	Political
	4

	Viziers of the Divan
	Imperial Court
	Political
	4

	Pasha
	Imperial Court
	Political
	4

	Kızlar Aghası
	Harem, Imperial Court
	Social
	4

	Hasseki Sultana
	Harem
	Social
	4

	Satrap (Khan)
	Satrapy
	Social & Military
	4

	Amir al-bahr
	Navy
	Military
	4

	Malik (Amir-i-tuman)
	5,000 horsemen
	Military
	4

	Amir
	1,000 horsemen
	Military
	3

	Seyhulturim
	Religious Judges
	Social
	3

	Adliye Naziri
	Judges
	Social
	3

	Nazir (Ministers)
	Kethüdar
	Social, Military or Economic
	3

	Agha Salar
	100 horsemen
	Military
	3

	Kahye
	Nobility
	Social
	3

	Hasseki Kadın
	Harem
	Social
	3

	Hassodaliks
	Harem
	Social
	2

	Gazi
	Military
	Military
	2

	Kadis
	Civil Court
	Social
	2

	Kadiaskers
	Military Court
	Military
	2

	Kethüdar
	Kalfas
	Social, Military or Economic
	2

	Gözde
	Harem
	Social
	2

	Imperial Herald
	Messages
	Social
	1

	Kalfas
	Records
	Social, Military or Economic
	1

	Palace Stewards, Kapıcı and Çikadar
	Palace
	Social or Economic
	1

	Pages of the Sultan
	Varies
	Social or Economic
	1

	Chamber of the Campaign
	The Sultan's Needs
	Social
	1

	Acemi
	Harem
	Social 
	1

	Şahgird
	Harem
	Social
	0


Pasha:  A pasha is a general, a veteran military Naziri who now advises the King.  He is part of the Agha class, the military leaders of Turan.  This is also non-hereditary title given to civilians for exemplary service to Turan.

Satrap (Agha, Khan):  This is a provincial or city governor.  They rule over the satrapies in the name of the Sultan.  They are usually Aghas, or military commanders.  Many take the title of Khan and append it to their name. Khosru Khan is named as governor of Secunderam in Robert E. Howard's The People of the Black Circle.  Jehungir Agha ruled Khawarizm in The Devil in Iron. Some Khans do not have particular territories, but are such powerful commanders they are in charge of imperial regiments.  Khans typically commands a division of 10,000 horsemen, with two maliks serving them.  The relatives of the khans are often appointed as Nazir.  Some land owners take the title of Khan.

Imperial Herald (Divan Çavısı):  The Imperial Herald is trusted by the Sultan for certain tasks involving announcements, such as informing people who are to attend court or the Divan.  He is drawn from the Çikadar. 

Gazi:  The gazi are military heroes decorated for valour.

Palace Stewards: Palace stewards take care of the palace, carrying food, water and wood where needed.  They light the fires of the hearths and in the braziers.

Kapıcı:  The Kapıcı are the corps of doorkeepers.  They are charged with opening the doors throughout the palace.  They number in the hundreds.  

Çikadar:  The Çikadar are the palace and city messengers.

The Pages of the Sultan: Hordes of pages serve in the kitchens, larders, the Treasury and the Armoury in the service of the Sultan.

Chamber of Campaign:  These are the pages and servants who travel with the Sultan and his court when they leave Aghrapur.  The six best servants are chosen to serve the Sultan in person.

