
SAMPLE CHARACTER
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KAADAAM 
(KAH-AH-DAH-AHM)

1ST-LEVEL MALE TEMBU HUMAN GAMBA FIGHTER

CR 1; SZ M (HUMANOID); HD 1D12+2; HP 14; INIT +5 (+4 IMPROVED INITIATIVE,

+1 DEX); SPD 40 FT.; AC 14 (+1 DEX, +2 ARMOR, +1 SANGUAR); ATK +3 MELEE

(1D12+3/CRIT 20/X3, GREAT AXE), OR +2 RANGED (1D8/CRIT 20/X3, LONGBOW); FACE 5

FT. X 5 FT.; REACH 5 FT.; SA FAST MOVEMENT; SQ NONE; AL LG; SV FORT +4, REF +1,

WILL –1; STR 15, DEX 13, CON 14, INT 12, WIS 8, CHA 10

SKILLS: HANDLE ANIMAL +2, INTIMIDATE +4, INTUIT DIRECTION +3, JUMP +4, LISTEN

+3, SPOT +3, SWIM +3, WILDERNESS LORE +3

FEATS: IMPROVED INITIATIVE, TRACK, SANGUAR

LANGUAGES: KORDO, DAKA-KARA, HALFLING

KAADAAM WAS BORN AND RAISED IN THE VILLAGE OF MOUNCHILI, BUT HE

LONGS TO EXPERIENCE THE WORLD OUTSIDE HIS VILLAGE AND BUILD

HIS REPUTATION AS A GREAT WARRIOR. HE IS ESPECIALLY

INTERESTED IN JOINING THE MILITARY AND BECOMING

AN ELEPHANT ARCHER.

FAST MOVEMENT (EX): THE GAMBA HAS A

SPEED FASTER THAN THE NORM FOR HIS RACE

BY +10 FEET WHEN WEARING NO

ARMOR, LIGHT ARMOR, OR MEDIUM

ARMOR (AND NOT CARRYING A

HEAVY LOAD).

GAMBA FIGHTER: GAMBA

(GAHM-BAH) ARE VILLAGE

WARRIORS WHO PLACE A

GREATER EMPHASIS ON

STRENGTH AND TOUGHNESS

THAN ANY SORT OF FORMAL TRAIN-

ING. GAMBA ARE BRUTE-FORCE COM-

BATANTS, RELYING ON SPEED, STRENGTH, AND

POWER TO MAKE UP FOR A LACK OF TRAINING. GAMBA

ARE RAISED IN RURAL COMMUNITIES, AND MOST JOIN WAR-

RIOR SOCIETIES UPON INITIATION INTO ADULTHOOD. THESE ORGANIZATIONS PROVIDE THEM

WITH CAMARADERIE AND A MINIMAL AMOUNT OF COMBAT TRAINING. MANY GAMBA ARE ONLY

PART-TIME WARRIORS, SPENDING THE MAJORITY OF THEIR TIME HERDING OR HUNTING, AND

ONLY FIGHTING WHEN THEIR COMMUNITY NEEDS TO BE DEFENDED. THEY ARE DISTRUSTFUL OF

MAGIC, AND ARE ESPECIALLY SUSPICIOUS OF MCHAWI WIZARDS AND SEI SORCERERS. THEY GET

ALONG BEST WITH OTHER GAMBA.

ILLITERATE: NYAMBAN HUMANS ARE ILLITERATE BY DEFAULT; THE ORAL TRADITION IS

STRONG IN NYAMBE-TANDA. THEY MUST SPEND 2 SKILL POINTS TO GAIN THE ABILITY TO READ

AND WRITE ANY LANGUAGE THEY ARE ABLE TO SPEAK.

SANGUAR: GAMBA ARE ALSO PROFICIENT IN THE ART OF DODGING, COMMONLY KNOWN AS

SANGUAR. THE SANGUAR FEAT PROVIDES A DODGE BONUS TO AC BASED ON THE CHARACTER’S

BASE ATTACK BONUS; GAMBA GET THIS FEAT FREE AT 1ST LEVEL, AND KAADAAM HAS A +1

BONUS. THIS IS A NEW FEAT, FOUND IN THE NYAMBE: AFRICAN ADVENTURES SOURCEBOOK.

TEMBU HUMAN: THE TEMBU (TEHM-BOO) ARE ONE OF THE MOST WIDESPREAD PEO-

PLES IN NYAMBE-TANDA. SINCE THE TEMBU WERE INFLUENTIAL IN THE RISE OF THE EMPIRE OF

MABWE, THEY ARE ALSO ONE OF THE WEALTHIEST, AND THEIR SOCIETY IS RIGIDLY STRATIFIED.

THE DEFINING CHARACTERISTIC OF TEMBU PERSONALITY IS FLAMBOYANCE. TEMBU ENJOY

BRIGHT COLORS, FINE FOODS, STRONG DRINK, COURTLY INTRIGUE, AND SECRET ROMANCES.

TEMBU ARE DARK-SKINNED AND SHORT, BUT LONG-LIMBED. MOST TEMBU WEAR A

DASHIKI SHIRT, A SHORT SKIRT OR PANTS, AND A WIDE-BRIMMED HAT. ALL

TEMBU CLOTHING IS DYED IN COLORFUL PATTERNS, AND OFTEN INCLUDES

EMBROIDERY ALONG THE NECKLINE, SHIRT CUFFS, AND HEM. TEMBU WEAR

SHOES INSTEAD OF SANDALS. ALL TEMBU, BOTH MEN AND WOMEN, FAVOR

ELABORATE HEADDRESSES AND HAIRSTYLES. MULTIPLE LAYERS OF THIN GOLD

JEWELRY ARE VERY POPULAR WITH THE TEMBU, ESPECIALLY AMONGST

WOMEN. TEMBU CONSIDER RELIGION A VERY PERSONAL PART OF THEIR LIVES,

AND MOST TEMBU HOMES HAVE A FAMILY SHRINE DEDICATED TO THE

CELESTIAL ORISHA.

WEAPON AND ARMOR PROFICIENCY: THE

GAMBA IS PROFICIENT IN THE USE OF ALL

SIMPLE AND MARTIAL WEAPONS, LIGHT

ARMOR, AND SHIELDS. NOTE THAT

ARMOR CHECK PENALTIES FOR ARMOR

HEAVIER THAN LEATHER APPLY TO THE

SKILLS BALANCE, CLIMB, ESCAPE ARTIST,

HIDE, JUMP, MOVE SILENTLY, PICK

POCKET, AND TUMBLE.

POSESSIONS: GREAT AXE, LONG BOW, 20

ARROWS, BEADED ARMOR (BEADED

ARMOR ONLY IMPOSES A –2 CIRCUM-

STANCE PENALTY ON FORTITUDE SAVES TO AVOID HEAT EXHAUSTION INSTEAD OF THE USUAL –4

PENALTY IMPOSED BY ARMOR), TRAVELER’S OUTFIT, WOVEN BACKPACK, BOTTLE CALABASH (A

WINESKIN MADE FROM A GOURD) FILLED WITH FRESH WATER, BELT POUCH, 3 DAYS’ TRAIL

RATIONS, 50 FT. HEMP ROPE, SIGNAL WHISTLE, 21 GP, 2 SP

Note

ALL OF THE TEXT ON THIS CHARACTER SHEET IS OPEN GAME CONTENT. IF YOU DON’T HAVE

A COPY OF NYAMBE: AFRICAN ADVENTURES YET, THIS PREGENERATED CHARACTER SHOULD

ALLOW YOU TO JUMP RIGHT INTO THE STORY. IF HE GAINS A LEVEL DURING THE ADVENTURE,

SIMPLY ADVANCE HIM TO SECOND LEVEL IN A STANDARD CHARACTER CLASS SUCH AS FIGHTER.
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SAMPLE CHARACTER

NYE
(NAH-YEH)

1ST-LEVEL FEMALE NGHOI HUMAN NANALA ROGUE

CR 1; SZ S (HUMANOID); HD 1D6+1; HP 7; INIT +2 (DEX); SPD 20 FT.; AC 13 (+2

DEX, +1 SANGUAR); ATK +2 MELEE (1D6+3/CRIT 20/X3, HALFSPEAR), OR +2 RANGED

(1D6+2/CRIT 20/X3, HALFSPEAR), OR +2 RANGED (1D4/CRIT 20/X2, SLING); FACE 5 FT. X

5 FT.; REACH 5 FT.; SA NONE; SQ SNEAK ATTACK +1D6; AL N; SV FORT +1, REF +4,

WILL –1; STR 14, DEX 15, CON 13, INT 10, WIS 8, CHA 12

SKILLS: BLUFF +3, CLIMB +4, DECIPHER SCRIPT +4, DISABLE DEVICE +4,

HIDE +6, INTIMIDATE +3, JUMP +4, LISTEN +1, MOVE SILENTLY +6,

SEARCH +4, SPOT +3, SWIM +4, USE MAGIC DEVICE +5

FEATS: DODGE, SMALL STATURE, SANGUAR

LANGUAGES: KORDO, SYLVAN

NYE WAS BORN IN THE BIDA RAINFOREST, BUT HER FAMILY

RECENTLY MOVED TO THE VILLAGE OF MOUNCHILI TO BETTER

THEMSELVES. LIKE ALL NGHOI HUMANS, SHE IS QUITE SMALL,

STANDING ONLY 4-FOOT 1-INCH TALL. SHE FINDS THE VILLAGE CON-

FINING, AND IS READY TO LEAVE AND EXPLORE THE WORLD WITH A

FEW LIKE-MINDED SOULS.

NANALA ROGUE: NANALA (NAH-NAH-LAH) MEANS

“STEALTHY WALKER” IN KORDO. THE TERM IS COMMONLY

APPLIED TO ANYONE WHO SHOWS A TENDENCY TOWARD HID-

ING, ATTACKING FROM AMBUSH, OR ANY OTHER SORT OF

DECEPTION. MANY NANALA TEND TOWARD CHAOTIC

BEHAVIOR AND ARE MEMBERS OF THE LOWER CLASSES.

NANALA WITH LARCENOUS INCLINATIONS ARE

MORE LIKELY TO COME FROM CITIES THAN RURAL

AREAS, AS THEIR CRIMES ARE MORE LIKELY TO

BE DISCOVERED IN SMALL COMMUNITIES.

NANALA GET ALONG BEST WITH MCHAWI

WIZARDS, SEI SORCERERS, AND FOREIGN

ROGUES. SINCE MANY NANALA ARE LACKING IN

MORALS, THEY OFTEN FEEL UNCOMFORTABLE AROUND THE

HIGHLY RELIGIOUS N’ANGA CLERICS.

NGHOI HUMAN: THE NGHOI (NG-HOHY) ARE BEST KNOWN FOR BEING SHORT. THOUGH

HUMAN, MANY STAND LESS THAN FOUR FEET IN HEIGHT AND HAVE UNUSUALLY LARGE EARS.

SOME NGHOI WEAR EARLOBE PLUGS TO MAKE THEIR EARS APPEAR LARGER. THEY LIVE IN THE

BIDA RAINFOREST WITH THE WAKYAMBI ELVES, AND MOST OTHER HUMANS FIND THEM SOME-

THING OF A MYSTERY. NGHOI HAVE IN INSATIABLE SENSE OF CURIOSITY. THEY LOVE TO LEARN

NEW THINGS, SOLVE DIFFICULT PUZZLES, AND MEET NEW PEOPLE. NGHOI WEAR CLOTHING

MADE FROM TREE BARK AND RAFFIA PALM LEAVES. MEN WEAR SHORT PANTS OR WRAP-AROUND

SKIRTS, WHILE WOMEN WRAP A LARGER PIECE OF CLOTH AROUND THEIR BODIES. NGHOI ARE

ALSO FOND OF BODY DECORATION. THE MOST STARTLING DECORATION AMONGST THE NGHOI IS

FILED TEETH — THE FRONT TEETH ARE CAREFULLY FILED TO SHARP POINTS. SHARPENED TEETH

ARE CONSIDERED A SIGN OF VALOR AMONGST THE NGHOI, BUT ARE NOT USED FOR COMBAT.

NGHOI ALSO PRACTICE OTHER FORMS OF PERSONAL DECORATION, INCLUDING BODY PAINTING

AND RITUAL SCARRING. NGHOI HONOR THE CELESTIAL ORISHA.

SANGUAR: NANALA ARE ALSO PROFICIENT IN THE ART OF DODGING, COM-

MONLY KNOWN AS SANGUAR. THE SANGUAR FEAT PROVIDES A DODGE

BONUS TO AC BASED ON THE CHARACTER’S BASE ATTACK BONUS;

NANALA GET THIS FEAT FREE AT 1ST LEVEL, BUT NYE ONLY HAS A

+0 BONUS. THIS IS A NEW FEAT, FOUND IN THE NYAMBE:

AFRICAN ADVENTURES SOURCEBOOK.

SMALL STATURE: THE CHARACTER IS EXTREMELY SMALL FOR A

HUMAN, STANDING LESS THAN FIVE FEET IN HEIGHT. SHE IS OF

SMALL SIZE. THIS IS A NEW FEAT, FOUND IN THE NYAMBE:

AFRICAN ADVENTURE SOURCEBOOK.

SNEAK ATTACK (EX): ANY TIME YOUR TARGET WOULD

BE DENIED A DEXTERITY BONUS TO AC (WHETHER

THE TARGET ACTUALLY HAS A DEXTERITY BONUS OR

NOT), OR WHEN YOU FLANK THE TARGET, YOUR

ATTACK DEALS EXTRA DAMAGE. THE EXTRA DAM-

AGE IS +1D6 AT 1ST LEVEL.

WEAPON AND ARMOR PROFICIENCY: A

NANALA’S COMBAT TRAINING FOCUSES ON

WEAPONS SUITABLE FOR STEALTH AND

SNEAK ATTACKS. NANALA ARE PROFI-

CIENT IN THE SAP, NORMAL AND COM-

POSITE SHORTBOW, AND ALL SMALL

SIMPLE WEAPONS. NANALA ARE NOT

PROFICIENT IN ANY SORT OF SHIELD OR

ARMOR.

POSESSIONS: HALFSPEAR, SLING, 20 BULLETS,

EXPLORER’S OUTFIT, WOVEN BACKPACK, 6 TORCHES, FIRE BOW (SIM-

ILAR TO FLINT & STEEL), COMMON THIEVES’ TOOLS, 1 DAY TRAIL RATIONS, BELT POUCH, 1 FLASK

ALCHEMIST’S FIRE, 21 GP, 4 SP

Note

ALL OF THE TEXT ON THIS CHARACTER SHEET IS OPEN GAME CONTENT. IF YOU DON’T HAVE

A COPY OF NYAMBE: AFRICAN ADVENTURES YET, THIS PREGENERATED CHARACTER SHOULD

ALLOW YOU TO JUMP RIGHT INTO THE STORY. IF SHE GAINS A LEVEL DURING THE ADVENTURE,

SIMPLY ADVANCE HER TO SECOND LEVEL IN A STANDARD CHARACTER CLASS SUCH AS ROGUE.
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