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protection among the whites, since they believe that each of these creatures
was formerly a thern. Should the ape die before the end of the Martian’s
1000-year term, the soul becomes trapped for eternity in the body of a
mindless worm—hopeless creatures that even the white Martians cannot
bring themselves to honor or respect.

Alignment and Religion: White Martians are cunning and quick to
betray allies at the moment they appear to be enemies. They follow a rigid
religious system that touches nearly every aspect of their lives, making
them unusually trusting of authority right up until the moment of betrayal.
Most white Martians are lawful evil, and worship Issus, Goddess of Death
and Life Eternal.

Nearly all Barsoomians share a faith in Issus, dreaming one day to take
a pilgrimage down the sacred River Iss to the Valley Dor at the planet’s
south pole, there to receive a reward of eternal paradise after the end of
their natural lives. Far from an eternal paradise, this voyage delivers weak
and aged Barsoomians into the hands of the therns, who unleash blood-
sucking plantmen and the legendary white apes against them, reveling
in the carnage and preparing themselves to dine upon the pilgrims’
exsanguinated flesh.

The therns have secret temples hidden in nearly every city of Barsoom
from which they spread the word of Issus and keep tabs on the populace,
all the while encouraging more of the planet’s inhabitants to take the
Jjourney upon the Iss that keeps the therns fed. Decrees written in blood
upon strange parchment—apparently from Issus herself—appear as if
by magic upon the guarded altar of the high hekkador, communicating
the decrees and demands of the death goddess directly to her most
dedicated followers.

The Earthman John Carter exposed the therns and their religion as
frauds, turning public sentiment on Barsoom against them, but his was
only one of many possible Barsooms in the multiverse. Therns from
alternate Barsooms, or from periods before the exposure, have found
themselves drawn to the Worldscape for centuries. A prison-plane
populated by killers and murderers fits their nihilistic philosophy
perfectly, and the therns have thrived as their religion has spread.

Adventurers: The tight caste system and regional seclusion of
Barsoom’s white Martians provide little opportunity for adventuring in
the traditional sense. A small number of white Martians manage to find
some measure of freedom by being exiled into the south polar region for
religious heresy or captured by black Martian moon pirates on one of
their periodic airship raids of thern territory, thereafter setting out for
themselves as refugees or explorers, but few last for long. White Martians
marooned in the Worldscape face considerably greater prospects, where
their pale skin allows them to blend in with similarly complexioned
denizens of Golarion or Earth. This relative anonymity allows them
freedom from the cult of Issus, but their inherent hairlessness forever
marks them as a thern and a traitor to their fanatically faithful cousins
who remain in thrall to the Goddess of Death and Life Eternal.

White Martians tend toward martial classes like brawler, swashbuckler,
or fighter (especially with the warlord archetype presented in Pathfinder
Worldscape #3). Some Worldscape therns, having escaped from a cult of a
false goddess, eagerly devote themselves to deities with true divine power,
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TEMPLE BALCONY.
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ENCOUNTER MAP: TEMPLE BALCONY

The enclosed pull-out map depicts a wide staircase ascending to a balcony overlooking a ceremonial chamber similar to the
climactic scene of this issue. Despite its relatively small size, the arrangement offers the potential for a three-front battle,
with allies holding off enemies on the stairs while the party confronts a cult below. If you're playing a game set in the
Worldscape, populate the chapel with Holy Therns using the racial rules provided in this article. For more traditional Pathfinder
RPG campaigns, consider the acolyte (CR 1/2), cultist (CR 2), priest (CR 8), cult leader (CR 11), or high priest (CR 12) from the
GameMastery Guide, or any of the appropriate clerics presented in the NPC Codex or the Villain Codex. Give some of the chapel
combatants on the ground floor ranged weapons to harry the party from below, and try to get a higher-level leader to the
balcony level as soon as possible, either by cutting a path up the stairs or via more expedient magical methods, such as airwalk.

resulting in zealous dedication to the path of the cleric
(usually to thematically comfortable gods like Pharasma
or Urgathoa). These “true” priests pose a significant threat
to the powerless therns dedicated to Issus, and rank among
the cult’s most persecuted and hunted enemies.

White Martian Racial Traits

+2 Constitution, +2 Charisma, -2 Wisdom: White
Martians are hardy and manipulative, but lack a sense
of nuance and are themselves easily manipulated.

Medium: White Martians are Medium creatures and
have no bonuses or penalties due to their size.

Humanoid: White Martians are humanoids with the
white Martian subtype.

Normal Speed: White Martians have a base speed of 30
feet.

Arrogant: White Martians gain a +2 racial bonus on all
Bluff and Intimidate checks, as well as to all Will saves
made to resist imprisonment (such as the Will save to
resist hold person).

Cannibalistic Ritual: When white Martians consume
the blood-drained flesh of a sentient creature as part of

a ritual taking 1 hour, they gain a number of temporary
hit points equal to their character level. These temporary
hit points do not stack with those from other sources,
including further cannibalistic rituals. These temporary
hit points fade after 1 day per character level, or when
“replaced” by the temporary hit points gained from
another cannibalistic ritual. A white Martain can conduct
a cannibalistic ritual only once per day.

Detect Thoughts: White Martians possess limited
telepathy, allowing them to read the surface thoughts
of those around them. They can use detect thoughts as a
constant spell-like ability. The caster level of the spell-
like ability is equal to the user’s character level.

Skill Training: Bluff and Intimidate are always
considered class skills for white Martians.

Weapon Familiarity: White Martians are proficient
with longswords, daggers, and firearms.

Languages: White Martians begin play speaking
Common. White Martians with high Intelligence scores
can choose any languages they want (except secret
languages, such as Druidic).
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CHROMNICLES

by Erik Mona

Pathfinder Worldscape introduces a deadly prison-plane containing
the greatest warriors of Golarion, Earth, and Barsoom! In addition
to drawing in a seemingly endless number of murderous monsters
and bloodthirsty killers, the Worldscape’s dimensional web catches
practitioners of a huge variety of faiths and cultic traditions. Those
divine servants capable of casting spells, usually clerics of various deities
common to Golarion, pose the greatest risk to the power structures that
control the Worldscape, but some of the Worldscape’s most influential
priests wield no magical powers to speak of; relying instead upon
pure faith and doctrine to entice believers to their side. Foremost of
these cults is that of Issus, Barsoom’s mysterious death goddess. Even
without divine magical power, priests of Issus enjoy a political alliance
with the immortal Empress Camilla that gives them power over the
lives of denizens in all corners of the Worldscape—whether they
“believe” in Issus or not. This power—and the enticing doctrine that
the Worldscape itself'is but an illusion on the River Iss that leads to a
soul’s destiny in eternity—has brought the cult adherents from worlds
other than Barsoom, but the overwhelming majority of the clergy are
therns, white Martians virtually indistinguishable from pale-skinned
humans. But although they may look like humans, they are very much
alien creatures with their own abilities and deadly secrets.

WHITE MARTIANS

White Martians evolved upon Barsoom millions of years ago,
emerging from an early tribal culture to eventually propel Mars to
social, architectural, and cultural heights unmatched in the last 500
centuries. These early white men, known as the Orovars, were the first
of Barsoom’s residents to conquer agriculture, to tame and domesticate
wild beasts, and to build ships to cross the sea, but today they are mostly
creatures of legend, symbols of a vibrant Mars filled with ambition and
possibility. Their great empires fell as the oceans of Mars evaporated
and its atmosphere grew thin, leaving behind elaborate ruined cities
that today rise like cenotaphs jutting from the cliffsides of timelost
seaports or at the deserted hearts of long-forgotten trade routes.

Though the Orovars are long dead, degenerate white Martians live
on in secret caverns and the dark shadows of Barsoomian cities, and
while these “therns” are seldom seen, they control the levers of the cult
of Issus, and thus impact the religious lives of nearly every sentient
creature on the planet, from the savage green-skinned Tharks to the
most finely attired red Martian noble of Helium or Zodanga. The
therns’ influence continues—and even thrives—in the Worldscape,
where they evangelize in the open and form a central role in the power
structure that keeps the denizens of the plane from breaking out into
open warfare.

Physical Description: Pictographs carved into the walls of ancient
Barsoomian cities depict the Orovars with powerful, handsome features
and full heads of auburn or yellow hair. Millennia of evolutionary
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degeneration have robbed the therns of the ability to
grow hair, and thus all are completely bald—though
you'd never know by looking at them. Therns consider
their hairlessness a stigma, and hide it from each other
and from the outside world. From the lowliest servant to
the holy hekkador himself; therns adorn themselves with
elaborate light-colored wigs, with men and women bearing
luxuriously long hair dropping well below the shoulders.

On the contrary, therns in the Worldscape—often
bereft of their finery or unable to replace it (the prison-
plane being something other thanahotspot of fashion and
wig-making), embrace their true natures, rationalizing it
as a gift bestowed by Issus to further differentiate them
from the other light-skinned folk of the Worldscape. They
adorn themselves in the traditional leather harness and
shorts of most Barsoomian near-humans, and
proudly display their hairless bodies for all to see.
Higher-caste therns, often called Holy Therns
for their greater initiation in the mysteries of
Issus, often wear valuable jewels, capes, and
scarlet robes of office.

Befitting their warrior culture, most therns
also carry a longsword, short sword, dagger,
and radium pistol (Pathfinder Worldscape #2).

Society: On Barsoom, white Martians are
a society unto themselves, living in hidden
mountain complexes in the south pole where
the River Iss runs into the Valley Dor. As the
religion of Issus is so central to
their culture, priests of Issus— [
known as Holy Therns—enjoy
the highest status among the
Holy Therns further
stratify themselves based on their orders

ot

therns.

of initation—or “Circles”—with the
devotees of higher circles enjoying
greater status such as personal
wealth, servitor beasts, or slaves
culled from the choicest pilgrims
of the lesser Martian races. The
supreme ruler of the Holy Therns
holds the office of the holy
hekkador, and controls the /2~
worldwide religion of Issus
and sits at the apex of thern society.

The Worldscape currently lacks a holy hekkador,
but rumors of a blonde-haired beauty (evidently

)
X7

unwilling to give up the trappings common to her cult)
gathering therns to her side and claiming to be the daughter
of aholy hekkador—and thus by rights the hekkador of the
‘Worldscape—continue to persist throughout Shareen and
its outskirts.

White Martian society favors obedience to the doctrine
of Issus and to her perfect priesthood. Millennia of subtle
control over the “lesser” races—indeed the therns believe
that they are themselves gods in the image of Issus—has
cultivated a deep sense of arrogance and decadence that
makes therns overvalue ostentation and wealth.

Relations: Therns believe that all life on Barsoom is
created solely for their benefit, making them take a dim
view of the value of non-therns.

White and red Martians exist as
literal feeding stock—after they
reach the Valley Dor, Barsoom’s
mindless plant men drain the pilgrims
of their blood, leaving the “cleansed” flesh
behind to be devoured by the white Martians
in holy repast, a gift from Issus herself. As
a man may eat the flesh of beasts, they
reason, gods may eat the flesh of man.
As the gods of Barsoom, the therns
are entitled to devour anything they
wish. (In the Worldscape, the plant
men are rare, so the cult has taken
to more prosaic blood-draining
rituals before partaking in the flesh
of sentient creatures.)
Two of Barsoom’s native races
earnamorerespectful placeinthe
hearts of the white Martians—the
plant men and the planet’s massive
four-armed white apes. The therns
interpret ancient Barsoomian myths
of a Tree of Life to presume an evolutionary
connection between themselves and these
unusually monstrous They
believe that the souls of white Martians
who do not live out their allotted lifespan
of1000 years are reborn in the image ofa
plant man. Those reborn plant men who
die before the expiration of that original
white Martian lifespan are again reborn
in the form of a white ape, granting
both creatures significant status and

N

creatures.
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LEAVE WITHOUT...
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WORKS LIKE A
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YOU'RE LUCKY
THIS HIT YOU DOWN
HERE. WHEN RADIUM

CHRTRlDGE‘S ARE
EXPOSED TO
SIJNLIGHT, THEY
EXPLODE.

NO MORE
SHOUTING.
FINE.

SHOOTING,
ON THE OTHER
HAND...

T'VE GOT TO
GET THE RADILM
CARTRIDGE OUT OF
YOU BEFORE CAVE
SHIRSHS HEANG
Y LEAST. SALVES ON YOUR
GOT TO USE WOLND
THIS THING
BEFORE-- I'M NOT
GOING TO LIE.
THIS WILL HURT
WORSE THAN
GETTING
SHOT.

JUSTA
MOMENT
MORE. I CAN
FEEL IT ON THE
TIPS OF MY
FINGERS.

I LIKE THIS THING

MO-- TRY TO HOLD

AND
UNNGH/ WRTCH IT, STILL. GIVE THE
CRVE GIRL/ HEALING MAGIC TIME

TO WORK. ALSO, SEE
IF YOU CAN STOP
SHOUTING.
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THIS PLACE IS LIKE A
AZE. WE'VE G

RERACH THE EYE BEFORE
THE THERNS. I HAVE
NO IDER HOW WE'RE

GOING TO FIND
THAT THING.

Ll
TAKE CARE
OF THAT.

CRAWLING G i

CRERTURES OF
THE TEMPLE,
COME TO ME/

YOU'RE
CERTAIN
THESE THINGS
ARE SAFE?
THEY LOOK
RABID.

THESE
THINGS ARE
ULS10S, SONJA,
THE RAT-CREATURES
OF BARSOOM. CAVE
GIRL IS A FRIEND TO ALL
ANIMALS, REGARDLESS
OF THEIR HOME WORLD.
SO LONG AS SHE KEEPS
THEM ENTRANCED,
THEY’LL DO US
NO HARM.

COME
TO ME, MY
LITTLE FRIEND.
WE MEAN NO
HARM/

MY
NEW FRIENDS
TELL ME THE EYE
e ST
s,gﬁ%@%?ggﬁ A THREE FLIGHTS OF
LARGE GEM CRLLED THE STRIRS TROM
EYE OF IS5US. IT'S PART -
OF A BIG STATUE OF
A HUMAN WOMAN LIKE
ME. HRVE YOU
SEEN IT? THEN WE
HAVE OLR
DESTINATION.

WAIT,

REX. THERE'S
SOMETHING ELSE.
THE ULSIOS TELL ME
THERE ARE THERN
GUARDS BETWEEN
HERE AND THERE.
LOTS OF THERN
GUARDS.

LEAVE
THE GUARDS
TO ME.
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BEHIND YOI

YOU'RE TOO LATE/
THE EYE OF ISSUS
IS ALREADY OURS/
YOU'LL NEVER
ESCRPE THIS
PLACE/
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THERE,

AROLIND THE
STATUE'S NECK/
THAT'S GOT 10
BE THE EYE OF
ISSUS?

YES,

BUT THE THERNS
ARE ALREADY HERE/
WE CAN'T GIFT THEM

SOMETHING THEY ALREADY

OWN. WE'VE LOST. THE

COUNCIL WILL HRVE TO

FIND ANOTHER WRY TO

DISRUPT CAMILLA’'S

ALLIANCE.

SONJA, NO/ IF YOU
FIRE THAT GLN IT’LL
BRING EVERY THERN
IN THE COMPLEX
RUNNING IN HERE
TO STOP US.

THOUGHTS THERE, LP IN THE
EXACTLY. REX BALCONY/ SOME
1S RIGHT. FOOL IS FIRING
THEPLAN IS~ |1ig AT THE EYE OF
RUINED: ~ 1iveFdr A . 1S5Us/
NEW PLAN. IF
WE CAN'T HAVE
THE EYE, NO

ONE CAN.

THE HIGH \
THERN WILL HAVE
S US SKINNED/ HE'LL
3 EAT US ALIVE IF WE
LOSE THE GEM/
KILL THEM/
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AllYAA-HA-HAA! RISE
UP, ULSIOS! PURGE THE
INVADERS FROM YOLR
ANCIENT HOME! BITE
AND TEAR AND
SCRATCH AND
KiLL/

BETTER
CLEAR THE
STAIRWELL WITH
THAT AXE OF YOLRS,
KING REX/ WE'RE
GOING TO HAVE
VISITORS ANY

SECONI

WHERE
DID THESE

CRERTURES
COME

ULSIOS! THEY'RE
SHOOTING A
THE EYE OF

DO I?

YOU AND REX
SAID SOMETHING
ABOUT THESE RADIUM
CARTRIDGES, THAT
THEY EXPLODE WHEN
EXPOSED TO
DRAYLIGHT.

“YOU SAY ISSUS
DOESN'T GRANT
MIRACLES? SO
LET’S CRERTE ONE
OF OUR OWN/“

EMBRACE.
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TIME
TO LEAVE/
ING REX,

COMING?

WE'VE GOT TO GET OUT OF
HERE. THIS WHOLE TEMPLE
IS COMING DOWN/

WHAT
ABOUT THE
uLsios?
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BY THE SACRED SORRY ABOUT
IMAGES OF OMBRE, OH, THAT, CAVE GIRL.
WOMBAN/ YOU FIGHT THOSE POOR, BUT IF THOSE THINGS

LIKE A DEMON POOR ULSIOS. [ ARE AT ALL LIKE THE RATS

DWELLS WITHIN CRUSHED FLAT,\ OF MY WORLD, MOST

You/ LIKE SO MANY OF THEM PROBRBLY
THERNS. MANAGED TO
SURVIVE.

THOSE THAT
DIDN‘T ENTER THE
REALM OF ISSUS
RS HEROES. FLAT

LITTLE FURRY

HEROES.

GODS-
DAMNED CLEVER
DEMON, AT
THAT/

A SHAME ABOUT
THE EYE OF ISSUS, EVEN BETTER, IF | KNOW RELIGIOUS
THOUGH. IT COULD T oIp " FANRTICS—AND BELIEVE ME, I DO~

HAVE HELPED LS HELP LS WEAKEN 77/ THOSE FEW THERNS WHO MANAGE

CAMILLA’S ALLIANCE. 4 TO SURVIVE WILL TELL THE STORY
THAT THING BROUGHT / OF WHAT HAPPENED HERE TO
SCORES OF THERNS Z OTHER MEMBERS OF
TO THIS PLACE. NOW, / 2 THEIR CULT.
ALMOST ALL OF = - .
THEM ARE 0 WITHIN A FEW DAYS, EVEN
MORE THERNS WILL BE WASTING
THEIR TIME EXCRVATING THE SITE FOR A
GEM THEY MAY NEVER FIND. THAT TAKES
THEM OUT OF THE FIGHT, AND SETS US
UP FOR THE FINAL BATTLE TO COME.

DEMON OR NO, YOUR YOU COULD BE A

MIND IS AS SHARP POWERFUL ALLY TO
AS YOUR SWORD. LET

THE COLINCIL, SONJA.
US RETURN TO THE PERHAPS EVEN A

JUNGLE KINGS MEMBER. THINK OF
SINGING A SONG /4

WHRAT WE COULD
ACCOMPLISH
TOGETHER/

OF VICTORY.

THERE ARE A
LOT OF THERNS'

IN THE WORLDSCRPE,
BUT I'D SAY WE JUST
WIPED OUT ABOUT MORE EFFECTIVE

THAN THE POLITICAL
INCONVENIENCE WE
WERE SHOOTING
FOR.

Z.

YOU BOTH FOUGHT WELL,
AND I'M HONORED TO CALL
YOU FRIENDS AND ALLIES.
BUT CAMILLA HAS A TEAM OF
BOUNTY HUNTERS AFTER ME.
SHE’LL PROBRBLY TRIPLE IT
AFTER THIS. I’'D ONLY BRING
TROUBLE TO YOUR
SANCTURRY.

I'LL BE N
HONORED TO
WORK WITH YOU AND
THE COUNCIL, BUT IT'S
"\ TIME FOR ME TO STOP
RUNNING AWRY
AND HIDING.

I'VE GOT
LINFINISHED
BUSINESS IN
SHAREEN.
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“Know also, o prince, that in those unremembered days that Red Sonja walked the Worldscape, the

immortal Empress Camilla ruled the city of Shareen alongside her old enemy, Kulan Gath. On the

run after killing twenty of Camilla’s guards, Sonja found temporary sanctuary in the company of
like-minded adventurers when she made allies of the Council of Jungle Kings....”

-~the Forbidden Record of Old Quantium
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KING REX/

CAVE GIRL/ SPUR
YOUR BEASTS HARDER/
THE TEMPLE SHOULD
BE JUST AHEAD
OF us/

E E
OFF OUR THORTS
ON THAT CHIMNEY
ROCK FORMATION UP
AHEAD. THE CLIFF'S EDGE
JUST BEYOND SHOULD
GIVE US A GOOD
VIEW OF THE
TEMPLE.

WE MUST
HURRY/ WE'VE GOT
TO GET TO THE EYE OF
/SSUS BEFORE EMPRESS
CAMILLA DOES. IF WE CAN
OFFER IT TO THE HOLY THERN
DEATH CULT, IT COULD BRERK
UP HER MOST IMPORTANT
ALLIANCE BEFORE IT
TRULY BEGINS/

"oueenrMARS
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SO THIS
WOMBRN IS ISSUS,
THEN? DOESN‘T LOOK
LIKE MLICH OF A
DEATH Gop
TO ME.

SHE'S THE
PRIMARY GODDESS
OF BARSOOM,
WORSHIPED BY NEARLY
EVERYONE WHO CAME
TO THE WORLDSCHPE

FROM THE
PLAN! ET

SHE MAY NOT
HAVE A SKLILL FOR A
HEAD OR CARRY A SCYTHE
OF FIRE, BUT ALL THOSE
BARSOOMIANS MAKE ISSUS
ONE OF THE MOST POWERFLL
GODS OF THE WORLDSCRPE,
EVEN IF HER PRIESTS NEVER
PERFORM MIRACLES LIKE
THOSE OF SO MANY
OTHESOGODS

THIS MEDALLION
MUST BE A REPLICA
OF THE EYE OF ISSUS. IT
FITS THE DESCRIPTION
PROVIDED BY OLUR
SPY EXACTLY.

WELL THEN, LET'S GET ON WITH
IT. THERE ARE SO MANY TWISTS
AND TURNS TO THESE TUNNELS
IT COULD TAKE US HOURS TO
FIND ANYTHING, EVEN IF WE

KNEW WHERE WE WERE
GOING. WHICH WE

DON'T.

WE'VE
GOT TO BE
CAREFUL AS WE
GO. THIS PLACE
COULD BE
CRAWLING
WITH--
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STRANGERS
IN THE TEMPLE/
KILL THEM/

I ENVY YOU, OUTSIDER,
FOR YOU’LL SOON
FEEL THE EMBRACE

OF ISSUS. A

GRACIOUS

OFFER, BUT I
INSIST...

YOUR
PRESENCE HERE
BLASPHEMES THE
GODDESS OF
DEATH AND LIFE
ETERNAL/

You
ARE FAR MORE
WORTHY OF THAT
HONOR/

ANICE,
CLEAN BLOW,
BUT LET’'S NOT GET
OVERCONFIDENT.
CAVE GIRL, WATCH

Youl

WERPON IS
THAT?
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BHE THERNS HAVE BEAT ‘ MY AXE OF KABALA KNOWS

S HERE/ THE THREE OF N NO EQUAL, BUT I AGREE THAT
e /] NOT AL OFLIS WOULD SURVIVE.

US WILL NEVER BERBL
TO CUT THROUGH THERE MAY BE MORE THERN
ALL OF THOSE ! O BACK
< GUARDS. WE CAN'T B
|
\
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IN THE MEANTIME, LET'S
LEAD THESE THOATS BACK
TO THAT CAVE WE PRSSED TEN
MINUTES AGO. IF SOMETHING
MAKES THEM CRY OUT, IT’LL
BRING THOSE THERNS LIP HERE
AND WE’LL NEVER SEE THE
INSIDE OF THAT TEMPLE,
LET ALONE THE EYE
OF ISSus.

MRAYBE WE
DON‘T HAVE TO GO
RIGHT IN. AN OLD, HUGE
RUIN LIKE THAT IS BOUND TO
HAVE ANOTHER ENTRANCE. <
T'LL SEND MY EAGLE, ) , WE'RE
CHAREE, TO SEE IF GOING TO GET
HE CANFIND IT. I THAT GEM OR
= DIE TRYING, REX.
I'M SURE OF IT.
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YOU HAVE
A FIERCE SPIRIT,
SONJA. I AM GLAD
YOU ARE AN ALLY OF
THE COLNCIL OF
JUNGLE KINGS.

I DIDN'T EXPECT MYSELF
TO FALL IN WITH YOUR
CROWD, BELIEVE
ME. I DON'T LIKE
KINGS.

IF IT MAKES
YOU FEEL ANY BETTER,
I AM THE ONLY REAL KING
ON THE COLINCIL. THE OTHERS
JUST CALL THEMSELVES

KINGS BECAUSE THEY
LIKE THE WRY IT
SOLUNDS.

WORLDSCAPE, ON

BEFORE THE

DANGEROUS
LAND, BUT A GOOD
ONE. IT HAS A WAY

OF SEDUCING
YOu.

EARTH, I LIVED IN

FOR
GENERATIONS,
A VAST JUNGLE

WHITE-SKINNED
FOREIGNERS HAVE
COME TO MY
HOMELAND AND
CLAIMED IT AS
THEIR OWN.

IS THAT WHAT
HAPPENED TO CRVE
GIRL? THE JUNGLE

SEDUCED HER?

CRVE

GIRL'S PARENTS
CAME TO THE CONGO THE JUNGLE IS
TO STUDY, AND WERE HER HOME NOW, OF

KILLED BY NATIVES. COURSE, BUT SHE WAS

SHE WAS RAISED BY BORN TO A SIMPLER LIFE
WOLVES, AND TOOK  IN A MORE CIVILIZED LAND.

THE{E’E’&}% AS SHE CAME TO THE CONGO

A\ BY HAPPENSTANCE.

T SEE. AND WHAT
OF YOUR HANDSOME
COUNCIL-BROTHER WITH
THE DARK HAIR AND THE

SABER-TOO'
TIGER?

TARZAN? NO, NO.
THE FIRST KING IS OLD.
PERHAPS EVEN IMMORTAIL.

HE COMES FROM R TIME

WHEN MAN DID NOT SO
EASILY CONQUER
THE SKIES.

TARZAN
ACCIDENTALLY
CAME TO THE
CONGO ON A

BOAT.

HRMM.

THED WHRT ABOUT THAT
YFIRST KING” OF YOURS,
THE ONE WHO NEVER
%5;%%%3”&};}2&' ACCIDENTALLY CRASH

HE ACCIDENTALLY IN THE
CLIPPED A WING ON
A MOUINTAIN.

THUN’DA? HE
CRASH-LANDED
HIS PLANE--A KIND

CONGO
AS WELL?

TARZAN, THUN'DA,

EVEN LITTLE CAVE
GIRL--ESPECIALLY
CAVE GIRL--THEY ARE
GREAT WARRIORS
AND THE FINEST OF
FRIENDS. BUT THEY
ARE ACCIDENTAL

KINGS.

I 10O AM
A HERO. I TOO
CLAIM ALL THE JUNGLE
FOLK LUNDER MY
PROTECTION. BUT I WAS
BORN R PRINCE OF THE
RIVER BANTU PEOPLE
OF THE CONGO. AND
TODAY I AM KING.
R REAL KING.
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WHEN WHITES COME TO THE CONGO Z R TIN_
AND CALL THEMSELVES RING BECALISE CHAREE HAS DISCOVERED HOW WILL WE OUR AGENT IN
THEY DO GOOD DEEDS, I SAY THAT I

TO0 DO

GOOD DEEDS, BUT I
AM ALREADY A KING. HAVE FOUND IT, YET. IF WE'RE b /i GEM, A SYMBOL OF
CAREFLL, WE SHOULD BE y ISSLIS’S CONTROL
SO I TOOK ABLE TO MAKE IT THERE OVER THE BLOOD
A WHITE MAN’S WORD WITHOLT BEING \ OF LIFE AND
FOR KING AND RDDED [T TO DISCOVERED. _ v DEATH.
MY OWN. KING REX WOULD p K
BE TWICE THE KING THESE gl JTHEN
OUTSIDERS CLAIM LET'S LEAVE
TO BE. THE THORTS
BEHIND AND
MOVE ON.

AND T WILL WORK /
TWICE AS HARD TO EARN Y /
/’ YOUR RESPECT AND ADMIRATION. IT’S NOT SO
IT IS AN HONOR TO BRATTLE AT YOUR / COLD HERETHAT WE
SIDE, RED SONJA. YOU FIGHT WITH THE CAN PUT OUR MISSION
CONFIDENCE OF ONE WHO KNOWS AT RISK JUST TO KEEP
SHE WAS BORN TO BE A QUEEN. WARMING OUR HANDS.

=
THEN
WE CANNOT LET
TEMPLE. THEY'VE BEEN PREPARING  J2 THAT HAPPEN, EVEN IF

IT COSTS US OUR LIVES. T
THEIR OWN EXPEDITION HERE EVER
SINCE A WINDSTORM REVEALED // KNOW LITTLE OF THE WORLD OF

THE HOLY THERNS, THE DEATH
CULT’S HIGH PRIESTS, RECOGNIZED
TRAVELERS’ TALES OF THELNBURIED

GOLARION, BUT I'M ALL TOO
THEIOLD TEPLE EIGHT FAMILIAR WITH THE MAGIC
- OF CAMILLA’S COURT
v WIZARD, KULAN
GATH.,

AN UNDEAD-CRERTING
GEM IS EXACTLY THE
SORT OF THING THAT
MOTIVATES MY OLD
ENEMY TO GREATER
EVILS. SOMETIMES T
THINK T WILL NEVER
F BE FREE OF

THE
THERNS THINK
THE TEMPLE IS HALINTED.
THAT PERHAPS THE EYE OF
ISSUS CAN BE LSED WITH

SOME POTENT MAGIC
FROM GOLARION TO
GRANT THE CULT
POWER OVER THE
UNDERAD.






