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AD&DsE GAME TERMS

The following are some terms and acronyms used and what
they mean.

Ability Score Adjustment (ASA). Raises the maximum an
ability score can be increased to.

Ability Score Improvement (ASI). Increases an ability
score by the stated amount, but does not raise the maximum
the ability score can be increased to.

Ability Score Maximum (ASM). The maximum an ability
score can be increased naturally. All player character's ability
scores have a natural maximum of 20.

Racial Ability Score Adjustment (RASA). The ability
score adjustment your character receives for being a member
of a certain race, subrace, and/or variant options.

Racial Ability Score Improvement (RASI). Increases the
chosen ability score by the amount given, but does not raise
the maximum the ability score can be increased to.

Racial Ability Score Maximum (RASM). The maximum
an ability score can be increased naturally beyond 20 as a
result of your race, subrace, and/or variant options.

CusTOMIZING YOUR RACE

You can use your RASI's to customize your ability scores
outside of your race's norm, but your RASM does not deviate
from your RASA.

ALTERNATIVE GAME TERMS

While some players may have particular sensitivities or
triggers in regards to the term "race" and "subrace", the
following alternatives can be used to mean the same thing:
Origin = Race, and Lineage = Subrace.

Origin Ability Score Adjustment (OASA). The ability
score adjustment your character receives for being a member
of a certain origin, lineage, and/or variant options.

Origin Ability Score Improvement (QASE). Increases the
chosen ability score by the amount given, but'does not raise
the maximum the ability score can be increased to.

Origin Ability Score Maximuim (OASM). The maximum
an ability score can be increaged naturally beyond 20as a
result of your origin, lineage, and/or varianteptions.

CUSTOMIZING YOUR ORIGIN

You can use yout OASI'S to customize,your ability scores
outside of your origin's naorm,, but your OASM does not
deviate from your OASA.




KHENRA

The khenra of Amonkhet are tall and lean, with graceful
bodies and heads that strongly resemble jackals. Their
snouts are long and sharp, and their angular ears rise
straight above their heads. Their bodies are covered in dark,
sleek hair that ranges from the brown of the desert sands to
ebony black. Despite their sharp teeth, they consider biting to
be an uncouth and unworthy combat tactic.

Nearly every khenra is born a fraternal or identical twin,
and a pair of khenra twins forms an extremely close
emotional bond unknown to most other residents of
Amonkhet. The death of one twin in training or the trials
causes a tremendous shock to the survivor, who typically
grows more aggressive and foolhardy in battle. The rare
khenra who are born without twins are believed to have killed
their siblings in the womb, and are thus viewed as natural-
born initiates, sure to achieve a glorified death in the Trial of
Zeal

STRENGTH AND ZEAL

Many khenra believe that they are created in the image of
Hazoret, and though they venerate all five gods in the manner
of all citizens of Naktamun, they have a special affinity for the
teachings and philosophy of the god of zeal. These khenra
share a deep love of combat, especially hand-to-hand fighting,
and they devote themselves to their training with particular
intensity.

The familial bond experienced in the Family Temple of
Hazoret’'s monument is a part of every khenra’s experiefice as
one of a pair of twins. As such, these khenra sometimes think
of themselves as Hazoret’s children even before they finish
the fourth trial For her part, Hazoret seems to faver khenra
among her viziers, and some say that she shows particular
favor to khenra initiates who survive to séachithe Trial'of
Zeal

Other khenra choose to distance themselves from Hazoret
and the reckless battle frenzy she encourages. They dévote
themselves instead to honing/their physieal strength,
resilience, and adaptabilitypinspired and'guided by the
teachings of Rhonas. These khenra have a great fondness for
wrestling (or tussling, as they oftén call it) and'they keep
careful track of thé matehes they win and lose against other
initiates. They6ften seek out matches against minotaurs,
enjoying the ¢hallengef pitting their sinewy strength against
the,brute musele of darger and héavier opponents.

CoMBAT CLASSES

Khenra, especially those devoted to Hazoret, are particularly
drawn to hand-to-hand combat styles. But the other styles
each have their own appeal, and khenra initiates might find
themselves specializing in any of the three.

Khenra who focus on hand-to-hand combat often wield the
khopesh—a large sickle-bladed sword —as their weaponfof
choice (treat as a longsword). Khénra wield these blades with
devastating accuracy and power, landing one crushing blow
after another in a hail of fufieus attacks. They favor
lightweight armor that doesn’t impede their movement, often
comparing fighting inforganized ranks to wearing a leash that
limits their ability to charge; lunge, and roll away frem
danger. Their natural aggfession makesithem ideal shock
troops, scouts, and skirmishers. And that aggression is even
more pronounced in'khenra who have already lost their twin,
and who sometimes lose any sense of self-preservation as a
result.

Khenra who focus on long-range eombat prefer hurled
weapons=spears and javelins—over bows and slings, and
theyare known and feared for their deadly accuracy. They
carry small cases of javelins into combat, and feel ashamed if
they reachéthe end of a battle with any weapons left
unthrown. A khenra might ride on a chariot as a spear
thrower, Semetimés augmenting attacks with minor spells of
fite magic.

Many khenra mages specialize in fire spells, creating
blades or hails of flame to sear and scorch their foes. Their
strategy emphasizes overwhelming initial assaults, in
magical emulation of Hazoret’s battle frenzy. Others prefer
magic that augments their natural speed and strength,
bolsters their endurance, or drains strength from their
enemies. They work to hone their spells alongside their
bodies, incorporating elements of hand-to-hand combat into
their spellcasting.



