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Description

Nankoro is tall, slender, dark skinned, with simple, frizzy hair. He wears a long white robe and head wrap to protect himself from the dry heat of the desert. His staff is covered with arcane symbols, and he carries an assortment of fetishes made from the bodies of small animals on his staff and on his person.

Personality

Nankoro is a very personal person. He is used to few people, and speaks with each person as an individual, with something important to gain from every meeting. He wanders far and wide, offering his services and wards from the isle's wrath. He is very used to being alone, but does not necessarily cherish it. He views the land as his traveling companion.

Background

Nankoro grew up in a small, remote village along the Chul river. He was taught the ways of the hunter and gatherer, and was taught to revere the land and the spirits within. He learned how to use every part of each animal, and that the essence of a creature transcends the boundary of life and death.

Having grown up Dalishani, he sees the kingdom as valuable for peace. The balance of the land depends on peace, but the land will defend itself if necessary. He taps into the protective, restorative power of the land, and has become a wielder of magic in the process.

Nankoro has left his village. The land beckons him to follow, to see what there is to see, hear and feel the truth.

