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A Traveler's Guide to Samsarras
Races

The Del Harun
A Nomadic Race found primarily on the isle of Qua'Lorn;
Qua Lorn; Sub-Races are divided by Tribes
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Del Harun

I

do not fear them, as they are simple merchants. I do,
however, fear their dreams. I am almost certain that
demons visit them during the night. I have heard
their screams upon waking. I have seen one kill
another over a slight she had suffered in a dream.
They believe their nighttime visions to be real!

And yet... I have spoken to a Del Harun woman who knew
things of me she could not possibly know. She claimed to
have seen them in a dream. I am not one to be given to
superstition, but what else am I to think? My stomach
tightens as I remember her words, and I forever await the
assassins knife she foretold. Yes, I value their trade, but truly,
their nocturnal journeys make it hard for me to sleep.
-Selid Quazar, Patriarch of house Quazar
in Zan Zan Turina.

Del Harun claim to have ancient dragon blood in their veins.
While there are none who can prove or disprove this; it is
obvious to those who travel with them for any amount of time
that they are not mere humans. These desert nomads ride
their horses across the burning sands of Qua’Lorn, resting
each night to dream. They carry what they see at night into
the day.

Creating the demons did not solve Luln's loneliness, however.
Slicing his torso with the curved blade of his Khopesh, he
used his blood droplets to create the Del Harun. Together
they rode across the sands of the world he created, battling
the demons and finding companionship in each other. The
Del Harun loved Luln and wanted nothing more than to be
closer to him. Ironically, this would lead to their separation.
The Del Harun watched Luln shape reality and they desired
the same. They wanted to be like their draconic father. Luln
offered them a choice: they could continue to ride by his side
for an eternity and live forever, or he would give them what
they wanted. If he allowed them to create as he did without
restraint, they would be as powerful as their lord. They would
be able to shape the Dahlen in their dreams.
There would be a price, however. If they would wield those
forces, he would make them mortal so that one day they
might die even as he lived on. The Del Harun accepted the
offer, throwing away immortality so that they may be visitors
and architects in the Dahlen. They believe this is why Elves
do not die of old age as they do, for they do not truly slumber.
They never accepted Luln’s deal.

Riders of the Sands,

Riders of the Dahlen
To the Del Harun, dreaming life is just as important as
waking life. They call the dream realm The Dahlen, and
consider their experiences there every bit as real as their
waking ones. Although every Del Harun takes their dreams
very seriously, they know better than to blindly follow the
lessons learned in the Dahlen.
According to the Wise People of the Del Harun, the demons
of Samsarras live in the Dahlen. There, they propagate
nightmares and false dreams, meant to harm and confuse.
This is why the nomads can not believe just any dream they
have. If a Del harun has a particularly troublesome dream
and wishes to know the validity of it, they go to one of their
shamans to have the vision interpreted as to its truth and
meaning.

Blood of the First Dragon
While most cultures see Luln as an evil demon, the Del
Harun see things differently. According to them, Luln was the
first dragon and he created the Dahlen, as well as the part of
it that would be known as Samsarras. His loneliness led to
him creating the rest of demon kind, though he would soon
find that was a mistake. His progeny were evil and forever
hounded the first dragon. Luln took human form and created
a horse,endlessly fleeing before the demons.
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Home is in the Saddle
The Del Harun construct no villages and never stay in one
place for too long. Their nomadic lifestyle often puts them in
the role of merchants in eastern Qua’Lorn, trading goods
from one city to the next for supplies and wealth. They must
carry whatever they own, however, so they do not acquire
material possessions just for the sake of ownership.
Horses are an important source of pride in their culture, and
many can trace the lineage of their animals better than they
can trace their own. It is an honor to own a horse from the
bloodline of a mythic beast of times past. Such things are
often used as rewards for service to the tribe. It is one of the
highest honors to receive a foal from the Chief’s own horse.
Their ability to ride their horses is known throughout
Samsarras. There is no other group that may claim a greater
proficiency. The best among them have performed incredible
stunts for the nobles of Qua’Lorn, earning some amount of
gold in the process. It is a rare individual who would call the
horsemanship of the Del Harun into question.

The Raven’s Claw tribe has inverted the usual structure of
Del Harun tribes, with women taking on all of the leadership
roles. Because of this, women from other tribes of Del Harun
have been known to leave their people to join the Raven’s
Claw. The men of the tribe ride, fight, and live alongside the
women. While recognized and celebrated for their
contributions, they are never given positions of prominence.
Most tribes see heterosexual monogamy as a default, though
all orientations are accepted. The exception again is The
Raven’s Claw, where homosexual polyamory is the norm,
especially amongst those of the tribe that identify as women.
None of these cultural norms are law, however.
Del Harun Names
Non-Binary : Burksel, Yildiz, Safin, Illikine, Kandoon, Miron
Female :
Male :

Rua, Afsana, Zehasa, Arkow, Yelife, Bira
Hafez, Atsal, Manek, Abja, Zayet, Karatus

Del Harun Traits
Ability Score Increase

Your wisdom goes up by two.
Age

Del Harun are slightly more long lived than humans,
something that they claim points toward their draconic
heritage. On average, they live for 120 years.
Appearance
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Del Harun Names and Conventions
The majority of Del Harun tribes are patriarchal, with the
position of Chief being passed down to the eldest son along
blood lines. Each tribe also has a War Chief who is expected
to take over in times of physical strife. Traditionally, the Chief
verbally hands over control to the War Chief, who then
returns the tribe to the Chief after the tribe is safe. This is not
always the way of things, however.
Aside from the Chief and War Chief, each tribe also has a
shaman who is well versed in the Dahlen. It is left to them to
interpret the important dreams of the tribe, as well as
administer healing and herbs to aid in sleeping and
dreaming. Some few have even possessed magical abilities,
though that is the exception and not the norm. The shaman
will generally train their successor, taking on an apprentice
when they recognize someone has the aptitude. While the
shamans are mostly women, it is not a gendered position in
any official capacity.

The Del Harun claim to be descended from bronze dragons,
and point to their golden brown skin and green eyes as proof
of this. Their hair ranges from dark brown to blonde. The
nomadic lifestyle of the Del harun often leads them to have
weathered looks, as the desert sun, wind, and sand toughen
the skin.
Alignment

To the Del Harun, the tribe is life. Their ingrained loyalty
makes them tend toward lawful alignments, holding the law
and bindings of the tribe in the highest esteem. They respect
life and work freely with the other races around them,
making most Del Harun good or neutral. The exception to
this are those of the Raven’s Claw tribe. Their preoccupation
with nightmare has eroded their empathy, making it hard to
pin this tribe to any singular alignment.
Size

Del Harun are generally between 5 and 6 feet tall, though
outliers surely exist. Your size is medium.
Speed

Your base walking speed is 30 ft. When astride a horse, a Del
Harun’s ingrained connection to the animal adds 5 ft to its
movement.
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Languages

Del Harun are a nomadic folk. As such, you can speak, read,
and write Del Harun and three extra languages of your
choice. As a great multitude of Del Harun live the lives of
traders, many will learn common and gnomish, as this covers
their communication needs over a wide swath of Qua’Lorn.
Other languages are far from uncommon, with Del Harun
knowing elvish, dwarven, various human languages, and even
Orc.
Born to Ride

Del Harun characters gain expertise in animal handling,
adding double the PCs proficiency bonus to skill checks.
Traversing the Thirsty Sands

All Del harun carry hollowed gourds on their person. They
can create enough water in these gourds to supply two
medium size creatures with enough of the liquid for one day.
This ability recharges after a long rest.
A Life in Dreams

The Del Harun can seek wisdom in dreams. To do so, they
must announce their intention to the DM before a long rest
and ask the DM a single question.
The DM then secretly makes a wisdom save for the character,
using DCs based on how obscure the information is.

If the question asked would break the story, the
DM is welcome to say no information exists. They
can instead provide information that would be a
stepping stone to answering the original question
or block it outright. This should rarely be done.

Example of questions:
Where is the Ash Stone?
Is the Merchant telling the truth?
Who is seeking to betray me?

Del Harun Combat Training

Del Harun are proficient in the Khopesh and Longbow.
A People United and Divided

The Del harun are made up of five tribes. Each is on friendly
terms with the rest, as they all consider themselves one
people. Descriptions of the tribes follow.

Dream Information
DC

Obscurity

5 Obvious, confirming what the PC already knows.
10 Easy, information that is readily available.
15 Medium, information that would take some work to
uncover.
20 Hard, something that is actively being kept secret.
25 Very Hard, a deep conspiracy, the answers exist
across the world.
30 Near Impossible, No living person knows, unraveling
the secrets of the gods.

If the save is successful: the DM can roleplay a dream with
the PC that alludes to the information they seek. The better
the check, the more concrete the DM can be with that
information.
If the save fails: the DM does not inform the player. Instead,
they narrate a dream just like the PC had succeeded, but
sows it with misinformation and false leads.
If the save is a one (1): the DM then gets to run the PC
through a nightmare. Upon waking from the slumber, the
character suffers from a level of exhaustion.
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Tribes of our People
The Dream Walkers
The Dream Walkers often mesh their own beliefs with
worship of the Astar Uln. This tribe spends much time
around Therrin, where temples to that pantheon of old gods
have been erected. Most feel a particular attachment to
Silwyn, the Astar Uln goddess of travel. They say that Luln
created the world, but the Astar Uln are the ones that take an
active interest. Recognize Luln, but pray to the old gods.
This tribe also has a greater proficiency at traveling the
Dahlen. Their wise people are sought out even by the other
tribes of Del Harun. It is believed there are none that can
match their skills and insight into the realm of dreams.
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Ability Score Increase

Your Charisma increases by one (1).
Steeped in the Old Ways

You gain proficiency in Religion.

At home in the Dahlen

You act as though you are proficient in wisdom saves when
using the “A Life in Dreams” ability. If you already are
proficient in wisdom saves, you add your proficiency modifier
twice.

The Shadow Blades
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No member of The Shadow Blades is without a weapon after
the age of four. When one approaches their camps, they can
expect to hear the sounds of blade clashing against blade as
they partake in their nightly training. The War Chiefs of this
tribe inherit books of military tactics along with their
responsibilities. The Shadow Blades see martial prowess as
a way of life.
By and large, this tribe takes to the sword and bow in defense
of their livelihood. They are traders and merchants, leading
caravans from the city of ‘Un to Zan Zan Turina, selling the
finely crafted weapons of the former to the latter. The deserts
are dangerous, rife with bandits and monsters. When the
reputation of this tribe is not enough to keep danger at bay,
their skills at warfare are.
It is not uncommon to find members of this tribe among
mercenary groups in Qua’Lorn. The young will find employ
with their weaponry skills, often returning home to their tribe
when the allure of that life wanes. They are welcomed back
with open arms and encouraged to share what they have
learned of war from other cultures.

The Drake Teeth

Ability Score Increase

Your strength increases by one (1).
Weapon Training

You are proficient in martial weapons.
Adept Traders

The Drake Teeth are unique among the Del Harun in that
they do not spend their lives astride horses. While all Del
Harun are masterful riders, The Drake Teeth live much of
their lives in ironwood canoes, traveling the shorelines of
northern Qua’Lorn. They are fisherfolk, casting their nets
daily and living off the bounty of the sea. Any excess, they
bring to the markets of Therrin. Many a temple in the city has
fish on their table thanks to this tribe.
They do not travel as far and wide as the other tribes, instead
often making camp in the same places, building up some
small amount of infrastructure in each. Small totems and
trinkets decorate their tents and canoes. These superstitious
items are used to curry favor from the sea, promising
everything from a bountiful catch to protection from storms.
While not actually magical in the mechanical sense of the
game, most members of The Drake Teeth believe in them
wholeheartedly.
Outside of these settlements, members of this tribe will often
be found among sailing ships and are highly sought after as
crew. A life at sea makes them well suited to work on the
large ships of the ocean. More than one Del Harun from this
tribe have also retired to the cities, making their living in
small street side stalls that hawk the very same trinkets that
hang in their camps. While city folk may laugh, sailors are a
superstitious lot and are usually happy to drop a few silver
pieces on a little extra protection.

You act as though you are proficient in persuasion checks
when dealing with merchants or attempting a business
transaction. If you already are proficient in persuasion, you
add your proficiency modifier twice.

Ability Score Increase

Extra Languages

Adept Fisherfolk

You know two additional languages of your choice.

Your constitution increases by one.
At sea and in saddle

You gain proficiency in Vehicles, Water.
When at sea, a member of the Drake Teeth can take a short
rest. In doing so, they catch enough fish to supply two people
with food for the day.
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The Brass Shroud

The Raven’s Claw

The Brass Shroud have a very strong interest in arcane lore.
Most of the magic using Del Harun over the centuries have
belonged to the Brass Shroud. This is a relatively small
number, as they will go centuries without a sorcerer, wizard,
or warlock. When one does appear, however, The Brass
Shroud celebrate their existence.
The Brass Shroud will often travel to Varrek, the city of
magic, to both buy and sell. While they are similar to The
Shadow Blades in that they make their living as traders, the
manner of goods they hawk differ. If one sees The Brass
Shroud at market, they can expect to find all manner of herbs
with reported magical properties, trinkets from the many
lands of Samsarras, relics of bygone ages, scales from
dragons, and other such things. Trinkets, baubles, curios...
these are the domain of this tribe.
While the items they broker are interesting, the information
they have available to sell may be more so to the right
adventurer...

The Raven’s Claw are preoccupied with the dark side of the
Dahlen, which they refer to as the Kahbush. They believe that
wisdom comes from these nightmares and they willingly
subject themselves to herbal drinks that bring them about.
Oddly, they often times need stronger and stronger herbs to
induce sleep, as the nightmares constantly awake them. As
such, many members of this tribe have thick, dark circles
under their eyes and look older than they are.
Many believe the Kahbush is becoming increasingly
prophetic, warning of dark times coming to Samsarras. They
seek to explore the nightmare realm more deeply, trying to
interpret the signs to head off what they see as impending
disaster... or usher it in. Madness is no stranger to The
Raven’s Claw.
Ability Score Increase

Your intelligence increases by one (1).
Waking Nightmares

Ability Score Increase

Your intelligence increases by one (1).

Members of The Raven’s Claw see terrible visions every
night. As such, they are immune to being frightened, as they
have become accustomed to horridness.

Schooled in the Arcane

The Fear Exists in us all

You gain proficiency in Arcana.
Adept Traders

You act as though you are proficient in persuasion checks
when dealing with merchants or attempting a business
transaction. If you already are proficient in persuasion, you
add your proficiency modifier twice.

The Raven’s Claw are adept at seeing that which makes one
uncomfortable. They gain proficiency in intimidation checks,
as they leverage this information.

Knowledge of Trinkets

You may attune to a single magic item of the following
rarities, even if they normally would not be able to do so:
Rare, Uncommon, or Common. Spellcasters may instead
attune to one additional magic item.
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Licensing and Copyrights
This document uses Open Sans, seen here:
https://fonts.google.com/specimen/Op It is available through
the Apache Liscence Copyright 2018 Crumbling Keep LLC
Licensed under the Apache License, Version 2.0 (the
"License"); you may not use this file except in compliance
with the License. You may obtain a copy of the License at
http://www.apache.org/licenses/LICENSE-2.0 Unless
required by applicable law or agreed to in writing, software
distributed under the License is distributed on an "AS IS"
BASIS, WITHOUT WARRANTIES OR CONDITIONS OF
ANY KIND, either express or implied. See the License for the
specific language governing permissions and limitations
under the License.
Permission to copy, modify, and
distribute the files collectively known
as the System Reference Document 5.0
(“SRD5”) is granted solely through the
use of the Open Gaming License, Version
1.0a.

This material is being released using the Open Gaming
License Version 1.0a and you should read and understand the
terms of that license before using this material.
The text of the Open Gaming License itself is not Open Game
Content. Instructions on using the License are provided
within the License itself.
The following items are designated Product Identity, as
defined in Section 1(e) of the Open Game License Version
1.0a, and are subject to the conditions set forth in Section 7
of the OGL, and are not Open Content: Dungeons & Dragons,
D&D, Player’s Handbook, Dungeon Master, Monster Manual,
d20 System, Wizards of the Coast, d20 (when used as a
trademark), Forgotten Realms, Faerûn, proper names
(including those used in the names of spells or items), places,
Underdark, Red Wizard of Thay, the City of Union, Heroic
Domains of Ysgard, Ever-Changing Chaos of Limbo,
Windswept Depths of Pandemonium, Infinite Layers of the
Abyss, Tarterian Depths of Carceri, Gray Waste of Hades,
Bleak Eternity of Gehenna, Nine Hells of Baator, Infernal
Battlefield of Acheron, Clockwork Nirvana of Mechanus,
Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of
Celestia, Twin Paradises of Bytopia, Blessed Fields of
Elysium, Wilderness of the Beastlands, Olympian Glades of
Arborea, Concordant Domain of the Outlands, Sigil, Lady of
Pain, Book of Exalted Deeds, Book of Vile Darkness,
beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer
beast, githyanki, githzerai, mind flayer, illithid, umber hulk,
yuan-ti.
All of the rest of the SRD5 is Open Game Content as
described in Section 1(d) of the License. The terms of the
Open Gaming License Version 1.0a are as follows:

OPEN GAME LICENSE Version 1.0a The following text is
the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations
(including into other computer languages), potation,
modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or
adapted; (c) "Distribute" means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content" means the
game mechanic and includes the methods, procedures,
processes and routines to the extent such content does
not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and
means any work covered by this License, including
translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product
Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or
audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open
Game Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor
(g) "Use", "Used" or "Using" means to use, Distribute,
copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the
License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this
License.
3. Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.
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4. Grant and Consideration: In consideration for agreeing to
use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open Game
Content.
5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the
rights conveyed by this License.
6. Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing,
and You must add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent
Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or
co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another,
independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in
and to that Product Identity.
8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you
are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may
use any authorized version of this License to copy, modify
and distribute any Open Game Content originally
distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.
11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some
or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use
any Open Game Material so affected.
13. Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of
this License.
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14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to
the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE Open Game License v1.0a
Copyright 2000, Wizards of the Coast, Inc. System
Reference Document 5.0 Copyright 2016, Wizards of the
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris
Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and
Steve Townshend, based on original material by E. Gary
Gygax and Dave Arneson.
END OF LICENSE
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