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“Welcome to our series of NPC Highlight documents de-

signed to compliment and expand upon the Organisations 

we will be bringing to you via the Libraries of Darkhold. 

The goal of these supplements is to provide the DM with 

detailed backgrounds, quest hooks, and side plots for the 

more prominent figures of an organisation. While the docu-

ment is intricately tied into the organisation and the For-

gotten Realms, the use of these NPC’s is not exclusive to 

them; feel free to use the contents however best fits your 

campaign. 

 
This document is a non-profit project that we wish to share 

with likeminded fans of the Dungeons and Dragons 3.5 role

-playing game. 

 
This material makes use of information from D&D core 

rulebooks—the Player’s Handbook, the Dungeon Master’s 

Guide, the Monster Manual, the Magic Item Compendium 

and various Forgotten Realms supplements. Essential de-

tails and simplified rules are omitted here and thus require 

you to make reference to the supplements required. 

As written, this document is tailored for the Forgotten 

Realms campaign setting but may easily be adapted to fit 

your own campaign world, or any other setting. ” 
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“The aged and astute face of a bronzed dwarf, framed in wild, 

silvery white hair stands before you.  Dressed in robes of the 

deepest blue, holy vestments laced with images of an anvil 

and hammer, he stares at you with all knowing eyes whilst 

peering over gold reading glasses that are perched on his 

nose.  He carries a small satchel of tomes and scrolls over his 

right shoulder whilst poring over an open book in his left 

hand.  Around his waist he sports a functional girdle from 

which hang numerous pouches and a finely crafted warham-

mer. Flanking the aged dwarf on both sides are two young 

acolytes in similar attire and equally burdened by satchels of 

tomes whilst furious taking notes dictated by their herald.  

They pause as their master turns and speaks to you; 

“Greetings young ones, you seek knowledge of the Soul 

Forger’s creations, yes?”” 

During his youth Malish was an adventurer of moderate abil-

ity, spending many years in the Underdark in search of an-

cient ruins, both dwarven and non-dwarven, to gain honour 

and liberate wealth for the glory of Moradin. 

Despite his moderate success and the liberation of several 

dwarven items of power, Malish realised his true calling dur-

ing the last few days of his adventuring career.  His now-

deceased partner, Dackarl Deepwalker, father to Gregor Deep-

walker, stumbled on a map to an ancient dwarven temple.  

The pair, with help from an elven ranger and a human wiz-

ard from Sembia began to seek out this temple and, after ad-

venturing for several months, finally discovered both the long

-hidden temple and an artifact contained therein that was to 

change the lives of many.  Inside the temple stood the petri-

fied forms of more than two hundred dwarven heroes whose 

names and deeds been lost to time. Each hero stood watch 

over a single artifact, a forge that still burns white hot to this 

very day, awaiting a time when their deity would recall them 

to defend the very souls of their race. 

Malish gazed into the flames and was assaulted with thou-

sands of images from hundreds of generations of dwarves.  So 

many images assailed his mind that his mind was unable to 

cope with the information being forced upon him and simply 

shut down, forcing him into a deep coma.  When he regained 

consciousness several hours later, Malish began to relay to 

his troubled companions of stories that related to long lost 

dwarven history stories that he saw through visions while in 

the presence of the forge. 

Using this knowledge the heroes began to seek 

out more and more lost dwarven artifacts – 

weapons, armour, shields and items of great 

power.  The journeys and visions became longer 

and more intense, and Malish became more and 

more transfixed by the forge that he had to re-

turn almost every day – a forge that he had named the Forge 

of the Ancestors.  With the help of his Sembian ally, the two 

built a portal to the forge and set up a base within the Great 

Rift, that base is now the home of the Guardians of the An-

cestor Forge.  From that day on, the Guardians began recruit-

ing heroes to seek out the artifacts all across Faerûn 

Malish is a bookish, scholastic and full of useful facts hidden 

in irrelevant information.  Malish is a fine scholar and re-

searcher and frequently found in Gregor’s company, whose 

own skills complement his own.  He has an uncanny knack 

for picking out much information about dwarven history and 

can discern many clues about lost dwarf holds and sites, 

most of which he suggests as locations for the Guardian’s 

many agents to search for more detail.  Malish is also a huge 

source of old legends and tales, especially those in which 

there may be a glimmer of truth.  He can be a bit scatty, in an 

absent-minded professor style, but utterly dedicated to what 

he is doing – as he has been for over two hundred years. 

Highly regarded amongst the dwarven communities in and 

around the Great Rift, Malish is the consummate scholar, a 

TREASURE AVAILABLE  AS REWARDS TO PCS 

A Bag of Tricks (Rust); 

a Cloak of Resistance +3; 

two Oil of Bless Weapon; 

a Periapt of Health; 

five potions of Barkskin +4; 

six potions of Cure Moderate Wounds; 

four potions of Water Breathing; 

a Ring of Protection +4; 

a Rod of Metamagic (Empower, Lesser); 

a scroll containing Bless Water (CL11), Detect Poison 

(CL11) and Unhallow (CL11); 

a scroll containing Commune (CL9) and Dispel Evil (CL9); 

a scroll containing Darkness (CL5), Detect Poison (CL5), 

Entropic Shield (CL5), Magic Stone (CL5), Magic Weapon 

(CL5), and Remove Disease (CL5); 

a scroll containing Deeper Darkness (CL 8), Remove Curse 

(CL8) and Silence (CL8); 

a flask of Universal Solvent; 

a Wand of Bull's Strength (CL9); 

a Wand of Cure Light Wounds (CL4); 

a Wand of Darkness (CL3); 

a Wand of Eagle's Splendour (CL9); 

a Wand of Hold Person (CL6); and 

a Wand of Restoration (CL9). 
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INTRODUCTION 

This document details the aged gold dwarf loremaster and head of the 

Guardians of the Ancestor Forge, Malish Drakeheart, a powerful Cleric of 

Moradin and keeper of lore who spends most of his days studying and 

examining the many tomes and artifacts discovered by the Guardians of 

the Ancestor Forge. 



gatherer of lost and ancient lore that has been obscured by 

time, legend and falsehood.  Many young dwarfs, and highly 

regarded allies find themselves seeking out this aged dwarf 

for knowledge of many artifacts that may still lie hidden in 

the halls of ancient dwarven communities. 

This eccentric but highly gifted dwarf often slips into deep 

states of meditation at a moment’s notice.  Many view these 

increasingly frequent blank expressions as a sign of his aging 

and failing mind.  Whilst this may sometimes be true, on 

many occasions Malish experiences visions from his deity 

that provide him with unprecedented knowledge about a 

historical subject – in fact, only a few senior members of the 

dwarven community are aware of his link, and this affords 

him great respect from them.  Many listen to Malish’s tales of 

wisdom and folly, as they invariably have a point that is rele-

vant to the situation being discussed.  Despite his moments 

of apparent absence, Malish is still strong-willed and focus-

sed, and can be quite acerbic with his tongue, especially 

when he is under pressure or a vision has been too “cloudy” 

for him to glean much detail.  Above all, he dislikes history 

repeating itself for he feels that a race can only advance if it 

learns from the mistakes of its own early experiences.  When 

his advice is ignored, he isn’t above an acidic “I told you so” 

when proven right and this hasn’t earned him much respect 

in recent years.  Even the toughest of dwarven warriors flinch 

when the old dwarf lambasts them with a vocal barrage. 

Malish Drakeheart’s venerable age and a lifetime spent delv-

ing into tomes of lore now prevent him from being any good 

in a stand up fight.  Fully realising this he will avoid combat 

at all costs wherever possible, but he is far from a coward – 

just wise to his physical failings.  Thus, whenever he is 

pressed into combat, he limits his frail form to that of a sup-

porting healer to allow others to fight for longer on his behalf.  

He is wise enough to utilise diplomacy and intimidation to 

avoid physical confrontations and often uses these same tac-

tics to halt the rise in tensions by third parties.  Malish re-

spects the might of the sword, faith and the Art however, 

especially when they are applied knowledgeably, and will 

not enter any situation unprepared. Thus he is often sur-

rounded by allies who are physically, spiritually and men-

tally adept. 

At all times Malish is accompanied by two acolytes of the 

Church of Moradin that have been assigned to him. These 

mid-level clerics serve both as protectors and porters for the 

numerous books Malish feels compelled to carry with him at 

all times.  Malish possesses a couple of magic items that pro-

vide quick escape and uses his ability the moment a situation 

turns violent with little chance of peaceful reconciliation. 

Malish also has the following contingency in effect; Malish 

will be teleported to the Grand Temple of Moradin in the 

MALISH DRAKEHEART   CR 18  

Male Dwarf, Gold (Faerûn) cleric of Moradin 14/Loremaster 4 

LG Medium humanoid, Region  Great Rift 

Init  -3; Senses  Listen +7, Spot +7; Darkvision 60ft. 

Languages  Celestial, Common, Dwarven, Terran 

AC 16, touch 10, flat-footed 16 

HP 77 (18 HD) 

Fort +16, Ref +6, Will +26 

Speed  20 ft. (4 squares) 

Melee Valôthror (+2 Adamantine warhammer) +10/+5/+0 

(1d8+2/x3) 

Space  5 ft.; Reach  5 ft. 

Base Atk  +12; Grp  +12 

Atk Options  Extend Spell, Silent Spell 

Special Actions  Turn or Rebuke Undead  

Combat Gear  Phylactery of the Priesthood, Lesser; Vest-

ment of Power, Greater 

Cleric Spells Prepared (CL 18):  

0th  (6/day) - Cure Minor Wounds; Detect Magic; Guidance; 

Light; Purify Food and Drink; Read Magic 

1st  (7/day) - Bless; Command; Comprehend Languages; 

Cure Light Wounds; Detect Evil; Magic Weapon; Shield of 

Faith 

2nd  (7/day) - Aid; Augury; Cure Moderate Wounds; Delay 

Poison; Remove Paralysis; Shield Other; Zone of Truth 

3rd  (6/day) - Cure Serious Wounds; Magic Circle against 

Evil; Meld into Stone; Remove Curse; Remove Disease; 

Summon Monster III 

4th  (6/day) - Blindsight, Greater; Cure Critical Wounds; Di-

mensional Anchor; Discern Lies; Freedom of Movement; 

Neutralise Poison 

5th  (5/day) - Commune with Earth; Dispel Chaos; Dispel Evil; 

Etherealness; Flame Strike 

6th  (4/day) - Bear's Endurance, Mass; Bull's Strength, Mass; 

Cure Moderate Wounds, Mass; Heal 

7th  (3/day) - Restoration, Greater; Resurrection; Scrying, 

Greater 

8th  (3/day) - Holy Aura; Protection from Spells; Shield of Law 

9th  (2/day) - Summon Monster IX; True Resurrection 

Abilities  Str 10, Dex 4, Con 11, Int 13, Wis 25, Cha 15 

SQ Cleric Code of Conduct, Darkvision 60ft., Granted Power 

of Good Domain, Ignore Encumbrance, Lore, More New-

found Arcana, Stability, Stonecunning, Turn or Rebuke Un-

dead. 

Feats Brew Potion, Bullheaded, Craft Magic Arms and Ar-

mour, Extend Spell, Great Fortitude, Leadership, Scribe 

Scroll, Silent Spell, Skill Focus (Knowledge [History]) 

Skills Concentration +12, Craft (Papermaking) +1, Craft 

(Stonemasonry) +6, Diplomacy +2, Heal +7, Knowledge 

(History) +21, Knowledge (Religion) +11, Sense Motive +7, 

Spellcraft +7, Spot +7, Survival +7 

Possessions Valôthror (Adamantine Warhammer +2); Belt of 

Priestly Might; Bracers of Armour +4; Periapt of 

Wisdom +2; Phylactery of the Priesthood 

(Lesser); Vestment of Power (Greater) 
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Great Rift if he is ever unwillingly affected by a necromancy 

spell. If Malish should ever be struck by an unknown attacker 

(invisible assassin, ranged sniper, or spellcaster), or become 

petrified, his attuned lifewarding candle within the Grand 

Temple of Moradin will burn with a red flame. If Malish is 

struck ill or poisoned the lifewarding candle will glow green 

and if he is affected by an energy draining attack the candle 

burns blue. Malish has a lifewarding candle active at all 

times, which is constantly monitored by an acolyte within 

the Grand Temple of Moradin.  Should he be under threat, he 

can be reinforced or allies can be directed to extricate him 

from the situation. 

Gregor Deepwalker (NG male gold dwarf rogue 10/dungeon 

delver 5) shares a relationship not dissimilar to a father-son 

relationship with Malish since the premature death of his 

own father some five decades ago.  His father had been a 

strong ally and fellow adventuring partner of Malish, having 

sworn an oath of honour to the dwarven cleric for absolving 

him of evil deeds conducted by his own hand. Whilst Gregor 

has inherited many of his father’s personality traits (both 

good and bad) and skills, he has also willingly taken on his 

father’s oath to “uncle” Malish despite Malish’s insistence to 

the contrary.  Over time Malish has grown into the bond, 

now seeing it as a relationship of equals. 

Haadi Rahman Singh (LN male human wizard 18) is a most 

unusual man, and a powerful mage within Sembia.  An old 

adventuring ally of Malish, Haadi’s grandparents arrived in 

Sembia from distant Estagund after fleeing religious persecu-

tion, and swiftly settled in cosmopolitan Saerloon.  Haadi 

proved to be talented in the Art, and progressed well under 

the uncompromising tutelage of his grandfather.  A wanderer 

by heart, and an intensely private man, Haadi is rumoured to 

be a creator of portal for certain prestigious clients as well as 

the liberal use of life extending magicks.  He still remains a 

close friend and confidante of Malish, who regularly consults 

him in esoteric matters of an arcane or planar nature. 

Auri of the Skull Wand (CE male half-orc vampire cleric of 

Orcus 15) is a fervent hater of all things dwarven, despising 

their wealth, skill at arms and craft skills.  More than once, 

he has lost followers and been deposed from various hidden 

locations by dwarven adventurers, including a certain Malish 

Drakeheart.  This anger has seethed for decades and, now 

that he has received the “gift” of vampirism from his dark 

patron, Auri has systematically hunted down every individ-

ual (or their decedents) that has slighted him and slain them, 

perversely delighting in reanimating their remains so that 

they may torment others.  It is only a matter of time before he 

seeks down and attempts to slay the aging dwarf paragon. 

Characters with ranks in Knowledge (religion) or Knowledge 

(Great Rift) can learn more about Malish Drakeheart. When a 

character makes a successful skill check, the following lore is 

revealed, including the information from lower DCs. 

DC20 The robes, weapon and symbols indicate that this 

gold dwarf is a ñSonnlinorò, a high-ranking cleric of 

the Church of Moradin, the father and creator of the 

dwarven race.  As a student of lore he can be located 

in the extensive libraries of Underhome. 

DC25 Despite his great knowledge, it is rumoured that Mal-

ish has never walked upon the surface of Faerûn. To 

gain an audience with him requires that you either be 

a dwarf resident of the Great Rift or that you are 

known as a ñdwarf-friendò and have donated substan-

tial favour (and coin) to the dwarven communities of 

the Great Rift. 

DC30 It is reported that Malish is a member of the relic-

hunting organisation known as the Guardians of the 

Ancestor Forge, where Malish is employed as a li-

brarian and master of dwarven lore, cataloguing an-

cient wisdom and artifacts reclaimed from ancient 

and fallen dwarven communities.  Malish is said to be 

part of a triad that leads the Guardians of the Ances-

tor Forge. 

The player characters are contacted by a paladin of Moradin 

to help protect a senior and highly respected member of the 

Church of Moradin – Malish.  Knowing full well that an as-

sassin stalks him and unable to trust anyone within the Great 

Rift, a trusted paladin employs the party to defend Malish 

because they are beyond suspicion. 

Travelling to the Great Rift, the party must reach Malish be-

fore the vampire is able to infiltrate the city and activate the 

portal, defending Malish before rooting out the corruption 

(and possibly other vampires) within his community. 

Malish maintains his frenzied visits to the Forge, continuing 

to catalogue his visions and his knowledge to ensure that 

items and locations of importance and value to the dwarven 

communities are saved from those who would covet or de-

spoil them, unaware that he is even hunted by the vampire 

cleric Auri of the Skull Wand till various allies and under-

lings are killed or go missing.  Malish, suddenly aware that 

an attempt is being made upon his life, travels through the 

portal with his retinue to the Forge hoping that the assassin 

will give up and leave him to continue.  Secretly, one of his 

underlings has become a thrall of Auri, and betrays the loca-

tion of the Forge and the means of activating the portal… 
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Magic Item Type:  Wondrous Item 

Price (Item Level):  45,500gp (17th) 

Body Slot:  -- 

Caster Level:  7th 

Aura:  Moderate (DC 19) divination 

Activation:  Continuous, once lit 

Weight:  9lbs 

A Candle of Lifewarding is a magic item that is created by 

many churches and faiths throughout Faerûn. Believed to 

have been invented by the runecasters of dwarven lore, each 

Candle is inscribed with a personal rune that connects it to a 

specific individual (usually an individual of significance 

within that church or faith).  The magic of the Candle is acti-

vated when the Candle is lit; this process is the final step in 

attuning the Candle to that character. 

While the Candle burns, the attuned character may be lo-

cated by a priest within the church by merely concentrating 

for one full minute on the candle’s flame.  If the attuned char-

acter should ever be struck by an unknown attacker (an in-

visible assassin, ranged sniper, or spellcaster) or become pet-

rified, his attuned Lifewarding Candle will burn with a red 

flame.  If the character is struck down by disease or poisoned 

the Lifewarding Candle will glow green and if the character is 

affected by an energy draining attack the candle burns blue.  

If the attuned character falls below 0 hit points the Candle 

will go out, only the attuned character can once again light 

the Candle. 

The Candle burns even in the strongest of winds and under 

the heaviest of rainfalls, only a hurricane force wind or sub-

mersion in water will dowse the flames. If the Candle should 

ever be extinguished or destroyed, the attuned character 

must make a Fortitude save DC 25 or suffer 50 points of sub-

dual damage. 

A Candle of Lifewarding burns for one year before its magic 

fades (with no harm to the attuned character). 

Craft Wondrous Item, Deathwatch, Detect Poison, Detect Evil/

Good/Law/Chaos, Locate Creature 

22,750gp, 1820xp, 46 days 
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“This huge candle stands upright in the corner of the 

shrine, its light shed in a clear and constant glow, seem-

ingly unaffected by the breeze within the structure. The 

wax of the candle does not drip down the candle, but 

burns fully, whilst at the base of the candle an ornate sym-

bol has been carefully impressed into the wax.” 

Knowledge (religion) would suffice in identifying frag-

ments of knowledge about this item; 

DC15 The Lifewarding Candles are used to watch over 

very important members of the clergy of various 

faiths.  They are very expensive to make, but they 

are excellent tools for watching over specific peo-

ple.  There are many different coloured candles 

and designs, for many faiths now use them. 

DC20 It was designed many years ago for a senior mem-

ber of Moradinôs clergy, who wished to keep tabs 

on a favoured apprentice as he sought more 

sources of metal and gems in the dangerous 

depths of the Underdark. 

DC25 It is said that if a lit Candle of Lifewarding is snuffed 

out before a person dies or the candle has melted 

away, that person will suffer agony as their very 

soul is distorted by the heat of the lost flame. 

Haddrum Vordainsson, in the Year of the Chaste Maiden 

(1102DR) 



Magic Item Type : Martial melee weapon (warhammer) 

Price (Item Level) : 11012gp (13th) 

Body Slot : -- (Held) 

Caster Level : 6th 

Aura : Moderate (DC 18) evocation 

Activation : -- 

Weight : 5lbs 

This masterful +2 Adamantine warhammer is light yet per-

fectly balanced, a wonder of dwarven crafting.   It is sized for 

a medium humanoid and has an eldritch glow that sheds a 

steady silvery light equivalent to a Light spell (bright light 

radius of 20ft and shadowy light out to 40ft). 

Craft Magic Arms & Armour 

4000gp (plus 3012gp for the Adamantine warhammer), 440xp 

and 12 days 
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“This silvery and slender warhammer is forged from the 

purest adamantine, and bears no blemish upon its surface.  

The head is solid and weighty, with dwarven runes of 

power etched into the surface that radiate with a gentle 

glow, whilst the haft is wrapped in leather taken from a 

deep dragon.  At the very base of the haft, a single star sap-

phire twinkles and reflects the light from the runes.” 

Knowledge (religion) or Knowledge (Great Rift) would suf-

fice in identifying fragments of knowledge about this 

weapon; 

DC20 This warhammer is quite young for a dwarven 

weapon of such quality, having been created only a 

century ago for the aged cleric Malish Drakeheart, 

upon his ascendancy to the higher mysteries of 

Moradinôs teachings. 

DC25 It is rumoured that the weapon is created from the 

purest Adamantine, and has been enchanted by 

dwarven runesmiths with runes of power that aid 

the wielder in striking their foes. 

Dagor Coppereye, in the Year of the Killing Wave(1257DR) 


