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ft ,h;lllun of my tribe. I hOl~e nuny dullu: recording
blrthJI and dt<lth~. hea.lln~ the sid. and injured. ioter­
prthnp: orntns, making spooky Jcwelry from teeth,

rhloring the vis;agc of our [c.aflame god when the paint
starts \0 p(C'J. and supervising potOlto,sOick races. Upon this
already tTUSS1Ve mound of obligations. our be.lovcd clutf­
lain h:.los piled Yll't "-nother l:lsk; writing ecology rc:ports for
iIlilel'1ltc 1r.obolds. Oh joy and Min. Who news to sleep?
Not me, .1p~rc:nlly.

II you. like everyo~ kobold, cannot distingUish 01 ...·onl
lmm a b«t1e sqlWihed on the p,attt', ple.uc' rome by my
office. I own a rare: pair of~ rfliltraCJ. You c;m', bor·
l'O'l" them, but you can <IIdmirc:!he ~Iodtd silver and dec­
trum d\t'U I keep Uw:m in.

HIlTORI Of 1lI1 <RIfT Of mnJl
Our tribe ~ in~bittd the Crypt of Cp;tus sineI' time
im~rW. Slmihrly. ad'"CIturt'T'S b.liH b«n raiding this

dungt:OD since time unmemorial minus two fhyll, Luckily.
until recently, the r.J1<U ,,,ere ustncted 10 one per year.

When Cystul built Ihis vast, magnificent dunil~on, he' had
th~ foresi8ht to e'nchant the front door so that it could only
be opC'n~d on the nmth day of the eighth month, the' :mni­
versary ofhb divorce from Rita the lWgue', and then only if
one knocked three times and shouted. while drunk, "It's me.

Rita... thC' harpyr1bis fabulous safeguard kept the numbC'r
ofadvC'ntunng partin usaulting this pl~C' down to a mUll'
mum.. Not too I~bby, and f.u (",,"-T than the' sixty,sorfM:­
Ihing Tlmh thC' poorly located Tomb o( Horron endure'S
CYt':ry yur_ (Cy~luS, unlike Al:eTU3k, (dt no need to build hiS
dungron 1rithin .rnking disUncc ofa bUtry.)

By all accounts, until tbrtt mont ago our Inbe ""as

thriving in Ihl. massl'-e Cl'}-pt. I'm nol saYlfig there "':150'1
room for unprovemC'ot. mind you. There "'eTe nuny rou·
line dan~" here, such as w:mdering monstel'5 ,lnd Ponri
schemes, P1u . at lust t1uft: kobolds bled 10 dotb C\'ery



(by in my 1\~iting room ...hile I took
m)' ~ftemoon n~p_ And, of cou~,

the ~nnu~l ~d"enturin8 p:uty rald.
Still, OUf tri~ 1\'U Ihn\'lng ~nd doing
preny ",ell. Muth ~tter th~n now,
th~t'$ for ttrt;ain,

As I'm sure you know, Cystus's ul"e­
guard W;lS OHKome three months
ago when an adventurer propped the
front door Optn with ~ th~ir. Sinte
then, adventurers of .dl types h~\'e

b«-n pouring in: wrcerers, r;ll~din!>,

unne ~rchers. bards-yoll n;lme it.
They come ;It the IOIte of onr ~d'en·

turing ~rty prr day, ;md ~ll of them
repe~t the $.:Ime rumor: that Cystus
finally succumbed to chronic osteo·
porosis. May~ it's true; I don't know.
The l;lst time anybody on Ollr level
$;IW Cy:;tllS was fi"e years ago. when hc
arne up here looking for his cal. Wh~t
t do know, howevtr, IS th~t our war·
riors arc ~in8 killrd by the truckl~d

(to USf: a popubr ~nathronism I don't
undrrst;lnd~ Were it not for thr hassle
of packing and moving wholt must be
douns of boxes of stuff, I would sug­
gtslto the thieftJut our tri~ relor:.1te
to a 101\oc:r, deadlier Irvrl ...herr, ironi­
aUy, 1\'e'd~ safer.

So here we are and here we renulO,
drfrnding our home against ad'-rntur­
ers on a d~ily basis and worrying about
the survival ofour tribe, W~it, did t uy
"worrying?" Why should anyone "'ony?
Afl ..r ~1I, is it el'tn possible for ~dven­

tu!'tl'$ to destroy ~ kobold tribe thllt}u.s
survived a millennium in this }u.unted
crypt through drtennination. courage,
and IOIpld breeding alone? Sony, 1don't
}u.1·r time- to answer tlut question. I'm
too busy sumping the chieftain's ~al

on piles ofde~th certioolt'S.

PlJOIOlOCY Of IHI RDYOOURIR
Killing kobolds has al'll,ays been an
obsnsion for :advmturrI'S, or :at le2St
a re~lIy had habiL Some days it S«ntS

a kobold ca.n't pbce a piece of qua.rtt
on ... stool without ~n ;l(iH'ntu.rtr
sbughtering him, $luling the qua.nt.
and St'lling fire to the stool Nonethe­
los, the true- rta50n tholt .K!lenturers
be:gin ...d,·enturing is not md neva
has bt-en ...bout kobold.s. Athenturers
go mto dungeons for ...noth..r reason
entirely-~nd the reason isn't tre~surr,

iflhat's what )'{lu're thinking.
Several ye;l!"S ago. I sm:ez,ro wbilr

pronouncing the truc~ fin~l sylbblc
of ~ summon mo,,)ltr I sprlJ ~nd ~ome'

how accident~lly tdeported my:;dfinto
~ t;ll'em fuJI of adventurers. Several
of them promptly brat me into he-lp.
lessnrss and draggtd me upSlairs to ...
room filled with ob"iously worthless
copprr pieces, cOlSloff everyday weap·
ons. ~nd minor m~gic items. Their
lnder st;lred me de3d in tbe eye'S and
saId, "Explain your ~ppt~rance in this
t:llemJ" I replied, "Pretty much the ....~y
I look no", only 'IIoith less bruises.~One
of them yanked off the tip of my bit
:lJ'ld fed it to mc. S....~lIo ....;ng qUickly,
I boldly ;asked their leader, -Why do
;ld,oc:nturers go into dungeonsr' The
room brame- sile-nt. Their lude-r
sptnt sC'\"t'ral minutt'$ cogluhng.
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then smilcd .lnd replied. -For fun.
So that is the 3115.....cr, str:llight from
the $OUlce. Advcnlurcf'$ go inlO dun­
geom for (un, To them. advcnlunng
is a pm... it IS wmclhing they pby.

I t:u.\l! dinded a<M:Dtut1:l'S into lhrte
datmct typn,~ on their approach
10 fun- I call thnt groupmp Garms!.
~MntlVJSt. ..nd Simul.otion-
1St EVtt)' .idvwtu~rfiu

cleanly mto one ofth~ three atqo­
tin.. lIo;thout overbp.

GHWIII
C..mist ..d"cnluR'n uc the m, I
deadly typt of adventurn, .as tb IT

C"ouy thought centers upon dutn
IIOD~d competItion. Ifa gamut fails

to kill mon: crutures in a b.1tllc
than his comp;t.nion5, hc

will rip off h" D"'T1 bud
in humil~tioD and

hurl it against a ..;&1\.
Gamists ~ mnlen
of the sword and
bow, but arc no less
fonnidablc when
wielding improvistd
weapons, such at

cbalns. table legs. or bllgs full of lnt­
tltOs. Unlike othn advcnturu types,
pmists nc.'cr speal;.

MHRRlInllII
'arnthist ad"cnturcrs an' the Ibmk­
tn in the~ and lo"~ agonlring
o'u .. lut a right and wrong. Not
surpnliingly. nUTllllvists U~ also Ih~

nsin:t to kill. "The Nckpolck ora typi_
cal IUrntivist contains a map, a jour­
nal, a m~menlo from his dad parents.
t1lllO or three ....om books, a corsage'
from his junior prom. 5Om~ 1~ltfiS

from th~ family whon~ him, a }Oo

pound tom~ of his lnie family's his·
tory, the last t....~nty-two issues of his
ra"orit~ magazin~, a pair of bron~ed

~by booties, a library card, receipts,
and a miniatun globe. Everything thai
happens to the party is r«:orded by the
narntivist in hisjournal. The quickest



way to kill a narrativist in battle is 10
diSIr.l.ct him with a qucstion about
his background. He will usually slop
att;lcking 10 e:ll"pl;lin his CO;lI-or-;lnns
or why he is weuing a c:unalion in
his buttonhole.

II~UIRIIO"1TI
Siffiulalionist adventurers are pre­
pared for anything and nevcr carry
less than 2.00 pounds of gear (not
counting annor and weapons~ Atypi­
cal simul;ltioni~1 curies a 10-fOOl alu­
minum pole, a comb. a mirror, wolfs­
banc, g.ulic,a pound ofs.alt, 400 feel of
knotted rope. a DedrolL flannel p:l.ja­
mas. a 15-foot pole, a 7 I/l-foot pole,
a favoritc pillow. two carrier pigeons,
brc;lth mints. a padlock. ;I first <Lid
kit. a sccond aid kil. a laminated c;ard
ll.lIming .sevenl people to conbcl
in the event of:m emergency, a dog

whistle, a anister of lamp oil, a por_
nographic drawing of an elf maiden.
and so forth. Simulationists. Deing
more curious than gamists or nan;a­
livisls, an sometimes be lured into
traps, ambushes, and sm;all obvious
c;ages. For re;asons unknow' . all simu­
lationists have difficulty speaking in a
nonnal fashion. lnslud of saying "I
sec a chesl," for c:ll"3mple, they might
say. ·Verily, a chest!" or ~Arrr, there be
a chest. says I."

PHYlIOIOCY Of THE RDIlKTURER
Allhough it pains me to admit it. we
kobolds have more in common with
ad\'cnlurers than we do wilh our crypl­
mates. Ha\'e you noticed that ropers.
d2rkmantlcs. and oozes don't even
h;ave laundry~ Adventurers. on the
other hand, have lWO eye~, a nose. and
lack tentades-just like all of us (nol

counting limp, of course; sorry about
lhat potion, Jimp~ I'm nol saying that
adventure:rs are in any way prefe:rahle
to our crypt-mates. not at all. But at
least I can imagine how 10 go about
torturing one.

In many import:1.TI1 ways, howcYer,
we are erneme.ly different. Consider
the ;ld,'enlurcr's diet. One might
assume each ad\'enturer consumes 900
pounds of nw flesh every d2.y based
uPQn the numberof treatures they kill,
but this is not the case. Advenlurers
only cat desiccaled nlions. which they
bring with them. I know lhis sounds
implausible. but trusl me. an adven­
turer has never set foot in a dungeon
in search of moist delicious food. My
mOlher has had her kitche:n ransacked
by ad,'enture:rs no fewer than cleven
times and nol once: did they even force:
he:r to make: sandwiches.
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Because of the numcrous dud
crutures left in the wOlke of <Id"C'n­
turing parties. scavenging vermin
have experienced massive population
surges in the crypt. This is becoming
a problem. so ifyou see :my vermin
breeding, stomp your fool and sene
thcm apart. Currently, I estimilte
no fe.....er than two hundred gnome5
roaming our corridors.

ImPOHl Of IHE HOmTURfR
When not plundering dungeons.
ad\'cntuccI'll live in b"ems on the sur­
fir,~. where thq spend their time ~­
aring new. deadlier weapons to usc in
plundering dungeons. ()o,er tht yUN,

the swords and arrow~ of :l.dvcnturers
hilve become so powerful that kobold
warriors h<lve sl.O.rtcd wearing annor
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to impress women rather Ih:ln for any
measurable protection. Concerned,
our masler annorcr h:lmmererl
together a speci:l\ oaken shield thick
enough 10 deflect ;at least one blow
from their btest super-weapons,
Unfortun:ltely. at 2.} Inches thick, it
proved too heavy to lift.

At the ntt things :Ire gOing-tht
imagination of adventurtr5 being
outweighed only by their bloodlust­
eventually all ad.-enturer will arrive in
our dungeon with a weapon 50 lethal
that it kills any kobold approaching
within 30 fl'et of it. At that moment,
....e will know the days ofour tribl' :He
truly numberl'd and without hope.
Oh wait, nl'ver mind. An adventurer
brandishing a dagger Ukl' that came
through last week.

Ifl<TICI Of THE HOY!lITURER
Ad\'enturers are resourceful. They
fumk, sneak atuck, levitate their
archers above the reach ofour s....ord~,
throw glass flasks that release eight­
headed hydras, cast somcally-substi­
tutedjirt"bttlls. open massive gates into
the Lower Plmes behind legions of
kobolds then sc.are them into flight
with symbob offlor, and so on. Their
most infuriating tactic. however. is not
destructin:: it is their applic.ation of
resuITt'Clion magic on their dad, ~ri­
ously, that spell infuriates me, I've seen
it happen over and over, Wa\'e afler
W,lve of kobold warriors Slre.am .at an
adventuring party until finally we kill
onl' ofthl'm, and then tomotTQw I see
that same advenlUrrr perched on lhl'



st:atu~ of th~ king, prying th~ rubi~s

out orits ey~ sock~ts.

Th~ chi~fonc~ asked m~ what kobold
warriors on do to counl~r thl' beties of
adventurtts. All I could come up with
W2S, "Kill themsdves to d~priv~ th~

adventurers of the pleasure.~ Lucky for
me his royal pompousness thought I
was jolting,

lOME PO~mE ffilff
Adventur~rs are a c;urse upon dung~on

dwell~rs and we must recommit our·
seh'es daily to Iheir swift and m~rd·

less destroctjOD before they succ;eed in
enditating us c;ompletdy. But let's nol
go overboard. Adventurers are respon­
sible for sevual good things, too.

For starters, they c;ull from the­
Iribe- our we-ak. our sick. and our not·
e-xac;t Iy.sick.but· tak ing.vi tam in· B·
Just·in·case-, As a shaman de-dicate-d
to ke-e-ping the tribC' he-althy, this cC'r­
lainly IightC'ns my workload.

Furthermore, because so many war­
riors ha~ died in countless In.ttles
ove-r the- pasl few months, the- lady
koboIds now outnumber the- male-s
e-1C'Ve-n to one-. As tragic as this is from
a military perspedive, one- can't hclp
but notice- tb2t coven the- shortC'st, ugli.
tst kobold warrior now e-njoys at IC'ast
five- adoring wive-s... and most have far
more! Mysdf. I have- altracte-d thirty.
one-. I would be lhe- happiest kobold in
the- tribe we-re it not for that spike-d pit
ac;cide-nl a fe-w years back.

One would also be crazy to overlook
the benefit of magie items. Adven­
turers bring these wonde-rs into our
shadowy world. not the othe-r way
around. The- same- goe-s for gold. We­
aU hale adventurers, bul whose- coins
do we use whe-n we wanl 10 purchase
sausages from the illith.ids? Not kuo­
toa darnsbells. that's for sure-.

Lastly, I must mention our generous
pension pbn. I fe-cl morbid saying it, but
it n::mains ...·e-U·funded only bc:eausc: so
few kobolds live- long enough to coUect.

Ifyou ~ ...·onde-ring wby I\'e- me-no
Iioned bene-fits de-rived fromoure-ne-my,
I don'l know. I might have- a fe-\·e-r. Or
maybe I'm looking for the- mver lining
in a dark, imposing doud that hate-s us

and wants to blast us Wlth sonic;illy­
substituted, e-mpolVC'red li,ghlnfns bollJ.

""fll l1tOIIGHll
Spe-aking as a fellow kobold, 111 be' as
dirttt as possibk. The odds ofyou dying
by adventurer are high. So high, in f.tct,
that ifyou aa::idenb1ly dnnJr. a qum of
poison it would only n::duce- your c;hanc:e
of dying al the- hands of an adve-nturer
by five pem:nl. Despair not. though, and
mort importantly, oompbin not, as the
king says any diSSC'nl undC'nllin.-s the­
war e-ffort and give'S him a hC'adache-. So
sh:l.rpen your gnome-.sticl«:r and nC'\'e-r
forget: We kobolds have ixIltled a(h-en­
turtrs sma bC'fon:: the- <b"'11 of time-I We­
an:: due for a ...in.

Wh.en you finally meet your foe, roar
like a desce-nding dngon ;md attack
him with all lhe- fury of our e-ntin::
remaining population. Ifall gOC's well,
you mighl qualify for a me-dOll. If all
dOC'sn'l go wdl, you'll likely find your­
selfdying on thC' C'old slone- floor, one
of many kobolds whose broken bodies
form a palhe'lic; ble-e-ding ring around
a de-fiant scimitar.whirling cyclone- of
de-ath. Wh.e-n that time comC's, do Dol
ponde.r the hope-lessness of c;alling
out for medical aid, bUl instnd die­
in pe-ace-, comforte-d by the- knowle-dge­
that I, Mokumok the- Shaman, will
n::oord your dC'ath for postC'rity;md the­
chief, as always. :IpprC'ciale-s your sacri­
fice-prob:l.bly. ;::
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Ecology of the Death Knight

Ecology of the Death Knight 
by Matthew Sernett

“From the dark into the light, 
From the small unto the great, 
From the valleys dark I ride 
O’er the hills to conquer fate!” 
— “Horseman Springing,” Lilla Cabot Perry

None can win the war with death, but losing the war does not 
mean the combatants have seen their last battle. Warriors who 
wish to fight beyond the limitations of flesh and blood can seek 
a forbidden way to steal their souls from fate. The cost of this 
immortality is death, but the fearless few who pay this price 
become death’s allies. Indeed, death bestows power upon 
them. Their fleshless bones clad in skins of armor, their brittle 
fingers clasping weapons with a grip of iron, these knights of 
death take command of their souls and their destinies. When 
they charge from the shadowy afterlife into the lands of the 
living, death knights ride to wage war upon life itself.

History

The origin of the death knight lies in a period so ancient that 
only legends can speak of it with authority. Each race has its 
own version of the story.

For elves, the first death knight was a tragic figure who was tricked into becoming a death knight in order to win 
his love from the clutches of a rapacious rival. In this version, lies lead the story’s hero to death. His rival is not a 
villain. His lady doesn’t truly love him. The wicked fey creature who offers the hero a path to power leads him 
instead to damnation. After killing his apparent foe and learning the truth of his supposed love, the death knight 
embraces the flame of darkness in his heart by slaying the lady and turning his grief and rage upon the rest of 
the world.

To dwarves, the first death knight was a greedy king who could not release his grip on the throne. The king 
sullied his clan, his kingdom, and the many honored dead who passed on before him by seeking unnatural 
means of extending his life. Seeing foes and rivals everywhere, he arranged for his children, his relatives, and 
those who refused his commands to die in battle or exile. With no heirs and no kin, he claimed his throne for 
eternity by becoming a death knight and transforming his loyal retainers into undead servitors. Dwarven legend 
says the death knight still sits on his throne and rules over a kingdom of undead, entombed behind miles of rock 
by those few dwarves who escaped his reign alive.

Humans relate several competing legends of the first death knight, but all bear a common theme: A man or 
woman wanted power and received it, and with that dark power, the newly made death knight accomplished its 
goals. The death knight might have been tricked or cursed, but in these tales the means are unimportant when 
compared to the ends. Sometimes tragic, sometimes triumphant, these stories teach that great power allows the 
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wielder to achieve great things, even if the price is cursed immortality.

Halfling legend tells what might be the oldest story of the first death knight, and the story is so simple it might be 
closest to the truth. They say the first death knight arose in service to Orcus, Demon Prince of Undead. The 
tale's protagonist, a human warrior of considerable skill and renown, was plagued with an unquenchable thirst 
for vengeance. When denied a position of power he felt was his right, he sought revenge but was denied 
satisfaction. Bloodied and disgraced, he fled to fell lands inhabited by demons. There he proved his worth to 
Orcus first by defeating the Demon Prince’s minions and then by killing Orcus’s enemies. When cultists of Orcus 
offered the man the power to avenge the slights against him, he readily accepted and became the first death 
knight.

Knowledge of the Death Knight

The following table shows the results of a Religion check as it relates to death knights.

Religion DC Result

15 Death knights are skeletal warriors who retain the intelligence and combat skills they had in life. 
They often lead other undead soldiers in a war against the living.

20
Death knights are warriors who chose to become undead. Often they have a specific goal or 
vendetta that provoked their transformations, but some simply fear the afterlife so much that they 
instead choose an eternal living death.
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25

A death knight carries its soul in its weapon. This weapon has the power to become ghostly and 
pierce armor as if it was not there. If you take a death knight’s weapon, you weaken the knight. A 
death knight can also surround itself in a burst of unholy fire that burns the living and wreathes 
undead in dangerous green and black flames.

30
A death knight’s soul weapon weakens anyone else who wields it as long as the death knight has 
not been destroyed. If you break a death knight’s weapon, the knight can restore it with a touch. 
Death knights bolster nearby undead allies, so it’s best to separate the knight from its minions.

Becoming a Death Knight

Those who desire the dark powers of a death knight in death must first perform the proper ritual. Discovering the 
right ritual to become a death knight can be extraordinarily hazardous. Good-intentioned individuals often 
destroy copies when they find them, and the most fanatical will kill those who seek its secrets rather than allow 
knowledge of the ritual to spread. False rituals abound—traps laid for the unwise and unwary by those who seek 
souls for other dark purposes.

Despite this, working versions of the ritual exist, each with its own peculiar requirements. One ritual might simply 
demand that the performer sacrifice a loved one, while another might stipulate that the caster must die in battle 
at the hands of a foe while in a graveyard or tomb. Frequently, the supplicant must have spilled the blood of 
innocents with the weapon that will become the soul weapon.

The rarity of the true ritual drives many to seek it from a surer source, such as the cultists of Orcus. These vile 
madmen despise the gods and bow only to Orcus, who they believe will one day make eternal undead of them 
all. As worshipers of destruction, demons, and undeath, cultists of Orcus can never be trusted . . . but they enjoy 
seeing destructive undead unleashed upon the world, and few undead can be as dangerous as a death knight. 
The demands made of supplicants are a mystery, but the rites are terrible enough that even most Orcus cultists 
avoid this particular fate. Perhaps they do not feel worthy, or maybe, like many, they simply fear death.

Fear of death is a luxury those seeking undead knighthood cannot afford. Instead, they must seek death out. 
They must hunger for it. They must embrace death to gain its power. Through death, they become death.

Soul Weapons

The ritual to become a death knight tears the ritual caster’s 
soul from his body and binds it to the weapon used in the 
ritual. The ritual caster dies as the living parts of the body 
are consumed in unholy green fire. From that conflagration 
rise the soulless bones of the living person, guided by an 
evil intelligence that no longer needs a brain for its vile 
thoughts and an endless hatred that no longer requires a 
heart to drive its dark passion.

A soul weapon is similar to a lich’s phylactery in that the 
death knight’s soul resides there instead of in its body. But 
in most other ways, the soul weapon is the opposite of a 
phylactery. For a lich its phylactery is a weakness that 
allows its permanent destruction, but the soul weapon is 
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the death knight’s greatest strength. A death knight literally 
wields its soul as a weapon. The soul weapon's strikes 
burn with death, and at the death knight's command it can 
become immaterial, passing through armor and shields to 
strike at its foes' unprotected flesh.

A death knight need never fear its soul weapon’s 
destruction, for with a thought the knight can restore the weapon to wholeness and unwholesome power. If the 
weapon is taken, a death knight becomes weakened and distracted, distraught by the loss of its soul and 
consumed by the need to recover it. However, no other creature can wield a death knight’s soul weapon without 
feeling despair, so few can withhold a soul weapon from a death knight indefinitely.

Physiology

Death knights have no flesh and blood and thus lack the needs of a living body. They are tireless warriors who 
only desire vengeance, conquest, and other bloody evils. Despite lacking muscle and heart, death knights 
maintain the strength and vigor they had in life.

Like many of the living dead, death knights can be destroyed by damaging their bodies. Although they feel little 
pain, enough punishment can break their bones. Unlike a lich, a death knight cannot take refuge in a phylactery, 
and it does not reform from its soul weapon. When its earthly body is destroyed, a death knight’s soul leaves its 
weapon and travels to whatever dire fate awaits it in the afterlife. None can say with assurance what happens to 
the souls of death knights. Some death knights might believe they know the fate of their souls, and that 
knowledge spurs them to maintain their undead existence by any means. For the rest, the afterlife is an 
intangible and terrifying unknown. If no devil or vile deity seizes a death knight’s soul, the knight can expect no 
quarter when its soul is weighed by the gods.

Psychology and Society

Those who seek knighthood in death tend to be courageous and ambitious individuals. Either loners or leaders 
in life, in death they become both, leading lesser undead but isolated from mortal society. A group of death 
knights might form a cadre of dark riders, but even among such a collusion of evil, one death knight typically 
assumes leadership over the rest. The most ancient among them might even have been the one to corrupt the 
rest, creating a society of undeath.

Although on rare occasions a person has been transformed into a death knight through accident, deception, or 
outside force, most death knights hunted for their undead fate. They might have been motivated by fear of the 
afterlife, but those who seek to deny gods or devils their souls cannot be considered cowards. Rather, the desire 
for knighthood in death stems largely from a desire for power. Those who become death knights are often 
already powerful warriors, so the temptation of undeath must offer them something mortality cannot: power 
unmitigated by age.

Most who turn to death as a means of power are frustrated in life, thwarted in their efforts to achieve their 
ambitions. Defeat is less tolerable than death, and they are willing to trade flesh and life for the power to avenge 
themselves or to accomplish a goal. Upon achieving unholy knighthood, such individuals relentlessly pursue the 
cause of their rage. Continued failure results in greater frustration and anger and drives the death knight to 
marshal superior forces. Since time has little meaning to a death knight, it might return for revenge generations 
after those who wronged it are buried and gone. Success provides a death knight only fleeting happiness, for 

http://www.wizards.com/default.asp?x=dnd/dreo/20071003a&pf=true (4 of 9) [10/2/2008 7:55:03 PM]



Ecology of the Death Knight

after achieving its goal, a death knight can only look forward to a cold eternity of endless struggle.

Whatever their personalities in life, death knights become brooding and wrathful in death. They carry their souls 
in their bony hands, a constant reminder of a bargain that cannot be undone. For power to accomplish a single 
goal, death knights forego all other joys. That choice weighs upon its every immortal moment.

Newly made death knights and those who regret their decision usually act alone, but with time most death 
knights accept their status among the undead and use it as a tool for power. Death knights can command lesser 
undead, and though they will work with dim-witted creatures such as zombies, most prefer minions that can 
accept and act upon complex commands. In particular, death knights prefer the services of undead that behave 
like warriors. Humanoid skeletons, battle wights, and sword wraiths serve them well as foot soldiers, captains, 
and bodyguards.

Of course, death knights are rarely welcome among the living, and as they gather forces about themselves, they 
must stay on the move or find refuge lest an army be brought to bear upon them before they are ready for battle. 
A death knight might take command of a ruined castle, or it might raid and claim a fortress from its inhabitants. If 
the death knight thirsts for conquest, such conquered territory might become the heart of a dark empire. If the 
death knight is still marshalling forces or nursing anger about a past defeat, the fortress might remain a haunted 
ruin, a source of dark rumors and whispered tales.

Although the majority of death knights work alone or as leaders, some become followers to greater forces. 
Death knights who became undead unwillingly or at the behest of others attach themselves to a superior who 
shows great purpose and initiative. Sometimes this is another death knight, but it might be a powerful undead 
such as a lich or vampire, or even a mortal who holds influence over the undead. Death knights might serve 
another for years or even centuries, but most eventually turn against their erstwhile masters, waiting until they 
are weak due to some loss. A death knight’s loyalty and sense of honor can last far longer than any living 
person’s, but with its soul in hand as eternity stretches out before it, a death knight finds few promises worth 
keeping and morality a farce.

If a death knight makes any long-term connection with a creature, it is most likely to be with a favored mount. 
Few horses can stand to carry such a horror, but evil beasts such as nightmares and undead mounts willingly 
carry a death knight into battle. The teamwork necessary for rider and mount to act as one is often a death 
knight’s only source of lasting pleasure.

Monster Evolution

The death knight has been making fearsome appearances in Dungeons 
& Dragons games for over 25 years. Since its creation, the concept of 
the death knight has appeared in novels, role-playing games, and 
computer games.

Mechanics

Until 3rd Edition, the death knight changed little from its original form as 
envisioned by Charles Stross (also the creator of the githyanki) for the 
original Fiend Folio, published in 1981. Stross designed the death knight 
as an armor-wearing lich with a sword. It could cast eleven different 
spells, including wall of ice at will, a 20d6 fireball, and gate to bring in 

http://www.wizards.com/default.asp?x=dnd/dreo/20071003a&pf=true (5 of 9) [10/2/2008 7:55:03 PM]



Ecology of the Death Knight

demon allies. When the death knight reappeared in 2nd Edition, it lost the 
gate spell but retained virtually every other aspect of its mechanics. The 
death knight’s translation into a template for 3rd Edition gave the lich 
some space by removing nearly all the death knight’s spells, but it didn’t 
really define the death knight as something other then an undead with a 
fear aura and 20d6 fiery blast.

In designing the death knight for 4th Edition, we originally developed the concept without including any kind of 
fiery blast or spellcasting. We wanted the death knight to feel more like an undead knight, so we gave it special 
weapon and shield abilities, an ability that activates when foes flank it, a special mount power, and a melee-
oriented fear ability. Development of the concept stripped away some of the complexity, because the NPC that 
becomes a death knight should have interesting melee powers just like the NPC turned into a lich should have 
interesting spellcasting powers. The second design also brought back 3rd Edition’s abyssal blast and added 
undead leadership powers. Yet that version of the monster still didn’t feel right. It didn’t emphasize melee, and it 
felt too much like a lich because the death knights employed phylacteries.

The final mechanics for the death knight template are easy to use and reinforce the death knight as a significant 
melee threat. The melee-oriented abilities augment any capabilities the NPC already has, rather than making a 
DM choose between using a death knight power or an NPC power. The death knight retains its supernatural 
nature without having abilities that feel like spells, and it can be a great leader of undead without necessitating 
undead minions. The new soul weapon concept gives the death knight its own space in mechanics and story, 
bringing new life to this decades-old undead.

Appearance

The death knight has always been an armored warrior with a 
fleshless head, changing little in basic appearance since its 
original Fiend Folio depiction. The most significant change 
came with 3rd Edition’s Monster Manual II. There the death 
knight clearly had green fleshy forearms and appeared to have 
similarly colored skin on its face. For 4th Edition’s depiction, we 
returned to the classic appearance of the most famous image of 
a death knight, Keith Parkinson’s Lord Soth’s Charge. You can 
see one result of that effort on the cover of this issue.

Famous Death Knights

The first named death knight was Saint Kargoth, introduced in a 
1983 Dragon article, but the most famous by far is Lord Soth of 
the Dragonlance campaign setting. Here’s a primer on some of 
the death knights D&D has named over the years.

Saint Kargoth: First introduced in Dragon and then adopted by 
the Greyhawk campaign setting, Saint Kargoth was a noble 
human knight who, along with thirteen fellow knights, became a death knight after being corrupted by 
Demogorgon. Kargoth was jealous that another knight was chosen to lead the Great Kingdom’s knight 
protectors, and his fury and envy lead him to seek the power of undeath to pursue his revenge. He became a 
hero to the worshipers of Hextor, hence his appellation as a saint.
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Lord Soth: Like Kargoth, Lord Soth was also a great 
knight, but Soth’s transformation into a death knight is 
a far more twisted tale. Soth’s wife gave birth to a 
monster that was a representation of Lord Soth’s soul. 
Thinking his wife had been unfaithful, Lord Soth 
murdered her and his child, even though Lord Soth 
was himself unfaithful to his wife. When his crime was 
discovered, Lord Soth was spirited away from his 
execution by knights loyal to him.

While besieged with his knights, Lord Soth was 
informed that he could save the world from a great 
cataclysm. He left to pursue the quest that would save 
the world, but he turned back when told lies about his 
new wife’s fidelity. Soth confronted his new wife and 
their child while the cataclysm occurred, refusing to 
save them from a fiery death. The fire that killed them 
engulfed the whole keep, killing Lord Soth and his 
allies, but the cursed Lord Soth arose as a death 
knight and his followers joined him in undeath.

Miltiades: Although not specifically referred to as a 
death knight, a skeletal undead paladin named 
Miltiades appears in the Forgotten Realms campaign 
setting. Cursed by Tyr, god of justice, after dishonorably slaying a foe, Miltiades sought to do good even after 
death. Tyr restored Miltiades to life after suitable heroics.

Savage Tide adventure path (Warning: spoilers below)

Sample Death Knights

Death knights can be used in many ways in a D&D game, as minions of a greater foe or as a main villain. As 
NPCs with an applied template, death knights have any number of options. Below are a few ideas to inspire you 
when you create a death knight for your game.

King of Brigadoon: The death knight might be the lord of a roaming fortress that appears at certain times in 
particular places. The death knight and his minions can threaten the PCs wherever they are, and the haunted 
ruin of the castle can offer an unexpected opportunity for exploration and adventure. It might be like Brigadoon, 
appearing for a time and then vanishing for years, or perhaps it’s like the flying citadel of Dragonlance fame. The 
Ravenloft setting offers obvious possibilities, but if your players are familiar with Lord Soth’s time in that land, 
you might want to try something different.
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Ring Wraiths: In its initial inception D&D borrowed a lot from J.R.R. Tolkien, so consider borrowing a bit more. 
The ring wraiths, or Nazgûl, were kings transformed into undead by the corrupting influence of the rings they 
wore and the One Ring. However they came about, you can arrive at the awesome image of a half-dozen death 
knight charging across the landscape. Your dark riders might be a legion of evil seeking to bring their brand of 
justice to the PCs, or they might be the servants of a more powerful master.

The Headless Horseman: The Headless Horseman from Washington Irving’s The Legend of Sleepy Hollow 
could very well have been a death knight. A dejected death knight might become the unseen menace of an area 
that the PCs frequent. Based on the PCs' actions in the area, the death knight might gain a purpose and 
abandon random murders in favor of a more strategic effort against the PCs.

King Haggard: Like King Haggard in Peter S. Beagle’s The Last Unicorn, a death knight could be the lord of a 
desolate kingdom that guards something the PCs need. The death knight might even have mortal servants who 
are not evil but serve out of a sense of loyalty to the former living knight. Dealing with this minion of evil without 
unduly harming his misguided followers could present an interesting challenge to players.

The Black Knight: A death knight ably fills the role of a stereotypical Black Knight. This 
works best if you disguise the death knight’s status as an undead warrior, and the death 
knight works as an ally of the PCs for a time. Like some of the black knights of literature 
and legend, the death knight might follow a strict code of honor despite his villainous 
nature.

Genghis Khan: If you really want the death knight to make an impact on your players, 
put it at the head of an undead army. Your death knight might be like Genghis Kahn, 
gathering warriors of the conquered nations into its army as it moves. These warriors 
might be the dead of the conquered, risen as undead warriors, or even living warriors 
who believe that serving the death knight offers a better chance of survival than 
opposing it.

Blackrazor: The adventure White Plume Mountain introduced Blackrazor, a magic 
sword that stole a character's soul and made him subject to its whims. In your game, 
you might use Blackrazor or invent a different magic weapon that steals its wielder’s 
soul and transforms the person into a death knight. The magic weapon might be the 
true villain, with the death knight as its hapless pawn.

Lancelot and Guinevere: Consider pairing your death knight with an evil partner. 
Perhaps your death knight is a version of Lancelot who has fallen for an evil Guinevere, 
or your Guinevere might the death knight and Lancelot an evil lord. One might be a 
vampire or demon who leeches off of the unrequited love of the other. In a dark turn on 
the Arthurian legend, Guinevere is secretly a vampire or succubus who preys upon the 
enthralled king while her dark knight Lancelot does her bidding, turning the shining 
kingdom into a growing blight of darkness and despair.
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Ihe ~coloqQ 01 the

\\1:
0 does not fear the great unknown that is the night,

when spectral winds carry strange sounds from the dark­
ness? That time when dread clutches the stomach and

fear tingles along the spine of even the most stout-hearted;
where every mundane shadow becomes a sinister, alien visi­
tor. Night terrors have haunted the living since time began.

and with good reason, for manyim:1gined fears are all too
real. None, though, commands the dark of midnight skies
and abyssal caverns with the horror and the authority ofLhe

immortal night dragon-the drncolich. The most powerful
creatures of nature and magic tr:msformed into ever-living.
undead monstrosities, they are threats to all who fall under
their sway and few can flee beyond their skeletal claws.
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1IlSI0fty Of ill DIlMOUOl
Many sages and magical praclitioners-"experts" in the
realm of dragons......daim that Falazure the Night Dragon
created the first dracoliches. There might be some truth
to this, considering that "night dragon" is a commonly
accepted term when referring to a dracolich. As wholly
unnatural, created beings, however, a common heritage is
hard to trace. The origins of dracoliches are as varied as
the locales in which they appear, whether they come about
through the machinations of madmen and demented
cu1ts or by dragons instigating the unnatural process
through their own arrogance and naked ambition.



.... ' fa (, _Is",
DC -.
IS Adracolich is afea~ foe combining all the ~rful abilities a

dragon enjoyed in life with those granted by an undC'ad C'lI'istconce As
skeleul bC'ings, they are most vulnerable (0 bludgC'Oning weapons.

20 OJ "hesae lldc. ,......... i aIId.........
tfI_ _aflad" 5 -..._
........,. i ali 'afds _ ".~=--f

25 uke- limes. dl'ilcoliches hide their life force in phyiaderiC's. Only rf the'
phylactery is found and destroyed can a drxolich be' permanently slain.

30 o.ocJid... ate _ af.......~.,.-aIlzll.."'_ anoI
~__undead_A tbe

body of any d__wfthIn uhlllt_n<eafils pI'J' : ~

35 When inhabiting a body other than its own, a dl'ilcolich spends a few
days as a weakened proto-dracolich.lfthe proto-dracolich un be' found
during this time it is more easily destroyed and might serve as a clue to
the hidin8...f!lace of its phylactery.

Thco coarlicost known dracolich, thco
infamous Dragotba, was crcoalcod from
thco body of ODCO ofTiamaL's favorcod
consorts. Thco god ofundcoath, Kyuss,
grantcod him unlife in coxchange for
hi.s eternal servitudco. Since then,
mortal ad copts have devC'.1oped dim
cochocos of Kyuss' magics in the form
of a powerful ritual accompanie-d by
the consumption of a foul magical.
concoction-part poison to slay the
imbiber and part dixir to bring about
the cold rnst:ence ofundeaLh-called
The Damnable Libation, or more
simply, dracolich bmu.

One othe-r commonality in the ori­
gins of dracoliches is their absolute­
reliancco: on a magical phylactery in
which to store their souls. In this they
parallel their huma.noid counterpart
in uodeath, the lich. No one is sure
how they came to follow this path and
no other form orundead is so rdiant
upon such a receptade---e:xce-pt per­
haps vampires' conncoctions to their
coffins. P~ha.ps dracolicbes rely
upon these essential repositories for
their nigh invulnerability, although

thco:y tradC' it for extreme vulnerability
at the hands of anyone who should
locale thcoir soul-storing phylactery.
Pco:rhaps this crucial vulnC'rability

holds somco: symbolic significance,
such as being a representation of the
Hades Pyxis, the receptacle of Fala­
zUJ"e bidden somewhere within the
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shadowed plains of the Gray Waste:
and said to hold the accumulated
knowledge of all dead dragons.

rmlOUlliY Of IDt D~\[nUlli
Dracoliches have no metabolism and
therefore DO need to eat. Old habits die
hard, however, and the desire and racial
hunger to consume lesser creatures
might still exist. Some dracoliches still
carry out the function of devouring
prey, but the flesh simply falls tluougb
their rotting skeletal forms, leaving
mountains ofmangled corpses. Some­
times, a dracolicb eats foes simply
Qut of malice or to feed parasites that
cling to its remaining flesh. A dracol­
ich is aware that its maw IIUkes for a
fearsome weapon-wb.at better way
to make an example out of an enemy
than consume him before his friends'
eyes? In all other physiological aspects
dracoliches follow the same path as
limes, having no need to eat nor hav­
ing any inescapable cr:lvings or depen­
dency on diets. Dracoliches are magi­
cally created and, therefore, have no
ability to propagate.

mOlOUlliY MIl ~lKmY Of
IIIt DIWllUlli
Consider a creature that lives almost
forever agreeing to its own excruci2ting
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murder to assure complete immortal­
ity. Could it be that all dr.lgons, tor­
tured by the knowledge of their own
transience, face this death gladly? Could
their near endlessness be a living curse;
the very nearness of inunortality being
.a m.adness th.at mortal minds cannot
conceive? Dare: they trust those who
promise the.m immortality in the final
moments before their deaths?

Some believe th.at.a dr.acolich must,
by necessity, be insane: a dragon
driven by such insati.able need and
ego th.at il c.annot perceive its own
de.ath .and is willing go to any lengths
to avoid it-including the tortuous
titu.al ofde.ath followed by an app.aU­
ing undead rebirth. Others s.ay that
lichdom is something most dragons
some day strive for,.as the thought of
their own mortality is unbearable to
such n.arcissistic creatures. Perhaps
they are to be pitied-creatures so
un.able to f.ace rest that they will­
ingly go to any lengths to avoid it, so
fuelled by greed and desire that they
cannot conceive of such hungers
ending. Avoiding death becomes an
obsession, a need so great that it
causes them to face their own a.go­
nizing poisoning to achieve it.

Dracoliches, as creatures of great
intelligence, are consumed by needs
and que~ driven by the knowledge

that one day they will succeed in all
the.ir goals and face the ultimate terror
of torpidity. They are thus creatures of
great distraction, able to juggle a thou­
sand plots at any time, almost needing
to do so. They are also, therefore, many
things to many people: a tyrant rul­
ing a kingdom, a benefactor to sages
engaged in unfathomable studies,
a fearsome battle lord conquering
vast territories, and a terrible legend.
Uniquely driven, dracoliches are ler­
rible creatures indeed, sometimes
seemingly mad in their goals and
desires-which are almost as endless
as their own lives.

When two or more of thest: fero­
dous, proud, and terribit: creatu.res
meet, such engagements frequently
end in one's destruction. A dracolich
is a tt:rrifying foe, and other dracoli­
ches r.ightly avoid theiI own kind for
fear of being matched. As such, they
use their ancient cunning to lure oth­
ers to do their dirty work for them,
spreading rumors of boundless trea­
sure along with their opponents' pos­
sible weaknesses; all the while dou·
bling and redoubling their a.l.ready
obsessively thorough defenses.

The one true weakness of a dracol­
ich is its phylactery. As the destruc­
tion of this relic spells calamity for its
d.raconic owner, a dracolich obsesses
about its phylactery and weaves plots
of astonishing complexity around
its whereabouts. The destruction of
a kingdom or loss of a hoard means
nothing to the d.ra.colich compared to
the sa.fety of its precious soul.

Dracoliches thus devise an amazing
arra.y of lies and ruses, rumors, false
leads, and fakes to prevent their true
phylacteries trom f.alling into the wrong
hands. Alternatively, some dracolicbes
prefer to keep their phylacteries with
them-ronningly hidden beneath the
strongest meWs, or Q-eld within their
form-sometimes melded to appear
like parts of their own skeletal bodies.
Other dracoliches prefer more obvious
approaches, like horrendously trapped
dungeons guarded by the toughest



monsters. Some prefa the double bluff
approach-hiding their phylactuies
in places so obvious that no one would
think to find them-wreathed beneath
protection spells within a cathedral, for
example, or pubaps built into the foun­
dations of some huge civic building in
the centa ofa city.

Phylacteries art: as unique as the
dracolich to which thq belong; aam­
pies include sheets of paper-thin iron
covered in sigils and bizarre illustrations,
a length ofhorn from some impossible
creature woven into an incredible knot
of nme-inlaid ivory, or a stone puzzle­
box with a hundred different possible
shapes. Regardless of how a phylactery
looks, most possesses the same statis­
tics-a Tiny object with 40 bp, hardness
20, a break DC of 40, and immunity
or resistance to a variety of energies,
often related to the color the dracol·
ich possessed in life. If the phylactery
is destroyed, the dracolich suffers no
physical harm but it is unable to cnoate
a new phylactery. Thus, if it is sl.ain., its
death is permanent (More on dracolich

phylacteries can be found on page uo
ofthe Dmronomicon.)

No two dracoliches are alike, either
physica.lly or mentally. and each indi­
vidual creature makes a special lair
with unique followers, and shaped
by its motives and desires. In creat­
ing lairs for dracoliches, bear in mind
that such places are littered with so
many potential escape routes that
reaching their residents at all could
be a task worthy ofseveral adventures.
Such lairs are guarded not only by the
d.cacolich but by the surrounding ter­
rain and devout followers both secret
and overt.

DR DllLIIftfJI Of lOCOY~
At the heart of the rainforest lies a
sleep hill strangled by twisting jungle
boughs. This hill is ali,", • brooding
draconic terror that merely appears to
be held amid the overgrowth. Yellow
bones and decaying greUi flesh fester
in the vines-a rotting olive spider in

the heart of its web, a living building of
bone, deC3¥, and hate. Vast canvases of
skin flap from the frame, like sails on
some huge vessel, and ribs lle towers
rise sharply upward to a gablelike back
and a great greUi bead. 1'9.'0 huge black­
ened sockets stand like aves at the top
of this terrible foon, and from ,,"ithin

thon bums a malicious green fire.
The Breather of .Locusts is an

evolved great wynn green dracolich
(see Libris Mortis) capable of vomiting
from its rotting stomach huge plagues
of blood6e.nd locusts (10 swa.nns at a
time~ Of almost un..fIthomable age, it
dwells in th. legend>'}' Twiligbt Mrres,

part of a great rainforest from where
it plans, occasionally sending its chil·
dren-swarms ofbloodfie.nd locusts or
hullathoin (both from the Fiend Folio~

into the world to do its bidding.
The 1\vilight Mites are a nightmare

land of bottomless, sucking pools, of
floating bogs where whole horizons
seem to sway like bloated skins, of riv·
en that twist like mazes through dttp
canyons, and twisted rainforests fill~
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with ancient trees that weep in the
dark. In the deepest quicksand abyss
of this place the Breather of Locusts
hides his phylactery, a sphere of fused
a.ni..m2l skulls. Nothing else lives in the
forest, its floor of fallen leaves hiding
Wlcountable numbers ofbones.

Sin Feaster-lhe LychSpider, Slayer of
Harvests, the Nightmare that Watches
and Waits-dwel1s in an abandoned
cathedr.tl on the edges of a cliff over­
looking the ruins of a city the dracol­
ich destroyed on a whim. The Feaster, a

cOmlpted wyrm black dragon dracolich
(see the Book ofVite Darkness1 has made
an alliance with the followers of Lolth
and claims to be a consort of the Spi­
der Queen herself Its ruinous

cathedral is choked with vast
webs, with the dracolich lair­
ing in the spire itself, hundreds
of feet up, where it watches and

broods over its phylactery, an
iron sphere that sits at the top of

the spire. Driders and spiders live
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in vast numbers in the dreadful city of
webs, making it a nightmare ofarachnid

horrors. The spiders have spread their
influt:nce over the rocky bills and deep

valleys, giving the region its name: the
ill~Wo\lenVales.

AUfifilllfilUSA
Within the lost dwarven city of
Thunclerhome-a realm she person­
ally destroyed-the shadow dragon
dracolich Au.rgloroasa scrys all
those she calls foes. V:l.in and
powerful, Aurgloroasa is
!I-D obsessive schemer
and calculating adver­
sary-traits exem·
plified by her

fixation with collecting every scale

she has ever lost and fusing each
brittle obsidian shard back onto her

undead form, partially disguising her
undead nature. Through her suhtle
manipulations from deep within

tbr: mountain, Aurgloroasa controls
a vast network of worshipful agents,
dictating events through them and

from the shadows that cloak her every
movement. The poisoned whispers
she hisses from the darkness and her

mastery ofshadows have led her to be
known as the Sibilant Shade.

AURGlOROASA

Female ancient shOidow dragon
drOicolich

CE Huge undeOid
Droconomicon 146 and 191

Init +2; Senses blindsense 60 ft.,
darkvision 120 ft.; Usten +31, Spot +29

Aura frightful presence (300 ft., Will

DC 35)
LanguageAbyssOlI, CelestiOlI,

Common, Draconic, Dwarf, Elven,
Gnome, Goblin, InfernOlI, Terran,

Undercommon .
AC 52, touch 8, flat-footed 52

hp 387 (31 HD); DR IS/magic Olnd
5/bludgeoning

Immune cold, electricity, energy drain,

paralysis, polymorph, sleep;
undead trOlits

SR 33

Fort +22,



Ref +19, will +26

Spd 80 II. (6 "luu,,). ISO II. Ay (poo,)

Melee bite +40 (2d8+10 plus Id6 cold

plus pUOIlysis) OInd

2 daws +37 (2d6+5 plus Id6 cold plus

pualysis) OInd

2 wings +37 (ld8+5 plus Id6 cold

plus paralysis) and

t'lil slOlp +37 (2d8+12 plus Id6 cold

plus par;llysis)

Space 15 ft.; Reach 10 ft.
Base Atk +31; Grp +49

SpeciOll Actions breOith '«apan (50·

foot cone, 6 negati~ levels, DC 37).

pOiralyzing g;aze

Spells Known (CL 13th, +29 r,1Oge<! touch)

6th (5/day}-create undead, disintegrate
(DC 26)

5th {8/dOly}-magicjar (DC 27), mind
fog, ptrsistent imoge (DC 25)

4th (8/day}-bestow cum (DC 26),

crushing desfXlir (DC 24~ summon
monsUr IV, unholy blight (DC 24)

3rd (16/day}-c1airaudience/
doit'llOyance, dispel mag;c,pttboll
(DC 23), roy ofohoustion (DC 25)

2nd (8/daYr-a/1er self, blindness!
deafness (DC 24), dorlmess, d6tcrote,
~b(DC22)

1st (9/day}-chm touch (DC 23),

magic missile, obscuring mist, raj of
enfublemenl (DC 23), shield

o(6/dOly}-atcone mark, dancing
lights. dolt (DC 20). detect magic,
ghost sound, mage hand, message,

prestidigitation, reod magic
Spell-Like Abilities (CL 13th)

3/day-mirror image, nondetedion
2/dOly--dimetuion door
l/day--shodow wolk

SpeU-Like Abilities (CL 15th)

1[3 days--conlrol undead
Abilities Str 31, Dex 10, Con , Int 28,

Wis 28, ChOi 31

SQ invulner.tbility, shOidow blend

Futs Blind-Fight, Flyby Atbck, GreOiler

Spell Focus (n«romOlncy~ Hover,

Improve InitiOitive, Lightning Rdex~

MultiOltbd, Quicken Spell, Silent

Spell, Spell Focus (necromancy).

Weapon Focus (bite)

Skills Apprllise +24, Bluff+44,

Concentl'2tion ...25, Diplomacy +35,

Gather Information +40, Hide +30,

Intimid~te +44, Knowledge (arana)

+39, Knowledge(dungeoneering)+34,

Knowledge (history) +H, Knowledge

Qoal) +24, Knowledge (nOlttJre) +24,

Knowledge (religion) +43, Knowledge

(the planes)+43, Listen +31, Move

Silently +35, Sense Motive +39,

SpellcrOift. +43, Spot +29

Possessions bracers ofarmar +8,
crystal ball with true seeing, darkskutl,
gem ofsuing, ring ofwizarc:ty /II, wand
o[qentle rtpose(44 chuges)

BreOIth We'lpon (Su) AurgloroOlSOl's

brcOlth weapon is a so-foot cone of

billowing smoky shOidows. Those

OIff~ed by this breath OIttOick ~in

6 neg~tive 1~ls. Those who make

a successful DC rJ Reflex save gain

only 3 negative levels. Removing a

negative level requires a DC 37 For­

titude save 2.4 hour.;: later (see the

rules for energy drain on page 308

of the Monstu Manual).
Pial'Ollyzing GOIze (Su) Aurglorwg's gaze

an par.tlyze victims within 40~

who fait a DC 35 Fortitude gve If the

SOlving throw is successful, W victJm is

fo~r immune to her gOile. Ifit fails,

the victim is par.tlyzed for 2d6 rounds.

The save DC is Charisma-based.

Piaralyzing Touch (Su) Any creature struck

by one of Aurgloroasa's physial attacks

must make 01 DC 35 Fortitude save or
be pal'21yzed for 2d6 rounds. The SOlve

DC is Charisma-based.

Invulnerability If AurgloroOiSOI is slain,

her spirit immediately returns to her

phybctery,OI single unrem;arhble

onyx gem she hides in plOlin sight

upon a towering obsidian pillar

within her 100ir. If no dr.tgon-type

corpse lies within 90 feet for her

spirit to posess, the dracolich is

trapped within her phylOictery

until such 01 time----if evt:r-that

a corpse becomes availOible.lfher

phylactery is destroyed while it

cont"Olins the dr.tcolich's spirit and 01

suitable corpse is not within rlInge,

Aurgloroasa is permOinently slOlin.

Likewise, she is unllble to possess

the corpses ofother drllgons ifher

phylOictery is destroyed.

Shadow Blend (Su) In any condition

ofilluminmon other thOin full
daylight,AurgloroOisa an diSOlppear

into the ShOidows, giving her total

conceOilment ArtificiOit illumination,

even a light or continualjlame spell,

does not negate this OIbility. A daylight
spell, however, does.

Duonmfi AOIlAWLIOI
Although the dracoIich brew and accom­

panying ritual is by far the most com­

mon method ofbecorning 01 dca.colich

(ifsuch a thing Clll be considered com­

mon1 there an: other, even less-known.

paths to this form of immorblity.

The WeD of DragODS: Hidden in an
ancient caldtla deep within a range

ofviolently active volcanic spires, the

Well of Dragons is difficult to reach

even by draconic stmdards. This stag­

nant lake has been a dragon grave­

yard for untold ce.nturies, its murky

black waters riddled with ash and

islands ofdragon bones. Unlike other

dragon graveyards, though, this place

has been forsaken by all goodly drag.
ons, and thus only chromatic dngons

come here to die.

Acursed place said to have once hem
a brooding pit of the great dragon Th­
mat, the dragon mother beckons her

most powedi.tl children back to the

Well ofDragons as they near the times
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oftb~i.r deaths. The: Chromatic Dragon
is Dot a nurturing mothu, though. and
seeks the: service of ber spawn even
in death. Most dragons who drink
dirtttly from the: Well of Dragons are
stricken down and die: immediately,
animating as mindless zombie drag·
om (see the Draconomicon, p.age 198)
in ld4 d.ays. Those: with exceptionally
powerful pusonalities (Charisma of 25
or greater) sometimes manage to retain
their minds, awaking in lcLt days as
dracoliches, the skulls of nc:arby lesser
dragons spontaneously becoming their
phylacteries. The waters of the Wdl of
Dragons havc: no dfect ifremoved from
their tainted caldera.

Through the centuries the Well of
Dragons has bc=come a legend among
dragonkind, leading countless wyrms
on fruitless and oRen fatal~es for
its location. Th~ who find the cal·
den must still contend with the dead
wynns that han come ooore th~
now total staves to Thmat's will and
protectors of the foul well.

Spiritgorgers: Aftu uncounted eons
of uncleath some liehes'-and even
some dracolichc:s'-physical forms
decay to dust, leaving only their phy­
lacteries behind. In most cases such
undead reform in some hateful new
body, refreshed and more powerful

~ DRAGON 344 ..knr

than ever-but occasionally they return
to their phylacteries as trapped souls.
Such phylacteries, known as spiritgorg­
ers, are dangerous to deal with. The
hateful unlife within the phylacteries
whisper and make promises to anyone
who has the misfortune to find them.
If the owner Irulkes a willing pact with
the phylactery he curses himself with
limdom-his physical form is instmtly
destroyed and he rises as a lich with
two minds in one corrupt body. Such
schizop~c :abhorrences are usu.illy
dri,"C) mad by their impossible double
mind or are wholly overwhelmed by the
lich's woent sentience.

Ib.re ClSeS exist of demented macoU­
ches being created in such a way. The
mad dracolich of the Corusk Mountains
calling himself the [n{ernal Skald is one
such example ofthis sort, combining the
essence of the ancient dragon Prystis-

these the Vlhite with tm frost giant
sorcttt.rfbard Beostagg.

Able to assume other
fo= th< Skald

Dmr.olith
fhQloaerQ

alternates between visiting the giantholds
of the mountains as a lorekeeper and
entertainer or razing them as :a draconic
attacker-often both on the same lodge
within a week.

Soul Substitution: On very rare
occasions, when the circumstances
are just right, a dragon skeleton that
has been necromantic:al1y charged
and kept in long proximity with a
receptacle holding the essence of
some powerful evil being-such as an
entrapped fiend or bound soul-a.n
spontaneously arise as a dn.colich.
One occurrence of this phenomenon
bides its time at the Silphar Royal
Museum in the Kingdom of Raoke.
For long years this museum has dis­
played the treasures of the ancient
priest-king Ramaket, looted from his
hidden burial site by graverobbers.
Among these treasures is ajeweled urn
said to hold Ramaket's ashes. Yet also
within the urn resides Ramaket's soul.
which has been helplessly imprisoned
in the vessel for millennia. In :an adj:a­
cent gallery hangs a display featuring
the mounted ske.1eton of an old blue
dragon. The curator of the museum,
a sorcerer, secretly cast animate dwd
on the ske.1eton to guard the tre:asures
of the museum against thieves. Unbe­
knownst to the curator, the powerful
will of Ramaket's entrapped soul has
slowly begun influencing the necro­
mantic magic animating his mindless
guardian, gradually transforming the
undead thing jnto a dracolich with
the mind of the evil priest.king-the
ancient urn serving as its phylactery.
It is onJy a mater of time before the
soul will have attained sufficient con­
trol ofits new body to launch a second
reign of Ramaket. ;:















































Ecology of the Fire Archon

Ecology of the Fire Archon 
by Matthew Sernett

"Souls made of fire, and children of the sun, 
With whom revenge is virtue." 
--The Revenge, Edward Young

Living flames forged by blazing magic, fire archons exist to destroy. Overrun and consume, take all and leave 
nothing but ashes -- these are the desires that burn within fire archons' incandescent souls from their first 
moments. Always hungry for conquest, these elemental mercenaries work for anyone with power and the 
promise of many victories.

History

In an ancient time, when the world had hardly been formed, primordial beings battled the gods for control of 
creation. In this cataclysmic conflict, the deific host marshaled armies of angels and cadres of exarchs, and 
though the primordials could call forth titanic beasts and their giant children, they could not muster a true military 
to face their enemies. To match their foes, the consummate creators gave being to a means by which elemental 
creatures could be recreated -- reshaped and hammered into soldiers. The warriors formed through this process 
were the first archons.

Fire archons believe that the honor of being the primordials' first soldiers belongs to them, but that is a secret 
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only the gods and primordials remember. Regardless of which type was first, the presence of the archons turned 
the tide of battle in the primordials' favor. Given life, the archons could reproduce themselves, building armies 
faster than giants could be born or angels ordained. Their uncontrolled creation pleased the primordials and 
worried the gods.

Thus it was that one deity devised the plan that would starve the archon armies of troops. Rather than combat 
the archons directly, the gods' forces attacked the creatures and energies that served as the archons' source. 
To create an archon, one needs another elemental being. Virtually any kind will do. That creature is then 
remade into an archon in a magic foundry built upon a well of elemental power. The angels, exarchs, and gods 
set about destroying any elementals they encountered and diverting or ruining the largest sources of elemental 
energy in the Elemental Chaos. 

Some reshaped the elemental spirits rather than destroy them. Medusas are said by some to be earth spirits 
reformed by Zehir. Others blame doppelgangers upon Sehanine's reshaping of water elementals. Yet the vast 
majority of elementals were slain. Whole races were snuffed out or driven so far to the brink that none have 
seen one of them to this day. Efreeti remember this time as the Desolation in their legends, and they believe that 
the Elemental Chaos still hasn't recovered. 

The gods might have done more damage, but their defeat of the primordials made continued conflict wasteful. 
Without the gods' forces to fight, and with no clear direction, the archons began to clash with one another. Some 
fell into ranks behind powerful archon leaders. Others aligned with powerful children of the primordials who tried 
to fill the power void left by their creators. The once innumerable archons ground down their number and might 
have disappeared altogether had not some races, such as the efreeti, preserved the means for their renewal.

Today, archons are just one type of creature among the countless beings that inhabit the Elemental Chaos. 
Their numbers wax and wane as different armies of archons go through cycles of creation and conflict, flaring up 
and burning themselves out as they prepare for war and engage in it.

Knowledge of the Fire Archon

The following table shows the results of a Knowledge (the planes) check as it relates to fire archons. A result 
provides the information at the given DC and the information from all lower DCs.

DC Result

12 Fire archons are a warlike race of fiery elemental beings. Roughly humanoid in shape, they wield weapons 
and wear armor.

15 There are other archons consisting of other elemental forces. They seem similar in many respects besides 
the elemental material encased in their armor.

20
Unlike aimless elementals, fire archons have a militaristic culture based on continual conquest. This seems 
to be true of all fire archons from the moment of their creation. Other archons are militaristic, but none are 
as rampantly destructive as the fire archons.

25
Fire archons can be created through a difficult ritual involving the use of a special forge built upon a 
concentration of elemental fire. Once created, a fire archon owes no fealty to its creator, but a person with 
the power to subdue the fire archon can control it through intimidation.
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30

Fire archons were created by the primordials in their war against the gods. The secret of creating fire 
archons was stolen by the efreeti and it disseminated from them to others. Most fire archons are now either 
created by other fire archons or the efreeti. When archons created by the efreeti build upon and alter the 
lands they conquer, they try to recreate the greatest of the efreeti cities, the City of Brass.

Physiology

Fire archons exist as creatures of living flame, but their 
bodies aren't so mutable as a flickering fire. Every fire 
archon has two arms, a torso, and a head. Their lower 
bodies take the form of single conflagrations rather than 
separate legs.

Despite lacking a skeletal structure, their upper bodies 
conform in motion to human norms. Their arms are 
equivalent to a human's, with clearly positioned shoulders, 
elbows, and hands. Fire archon fingers seem to blend 
together into a mittenlike form or separate into true digits 
depending on their need. Whether this is due to the 
obscuring effect of the flames or a true joining of fiery flesh 
is unclear, but no fire archon has ever been seen to be 
missing a finger or limb. If such a member is severed, the 
fire archon instantly grows another while the severed part 
burns away in a swirl of fire and smoke. The only 
exceptions seem to be the head and the torso. Severing 
these parts from the body is damage sufficient to kill a fire 
archon instantly.

A fire archon's head has a defined front and back, but it 
typically lacks facial features. Brighter eyelike points can 
appear on their faces when they become agitated or angry, 
and they see as well as most humanoids. Their bodies 
typically provide light equivalent to a bonfire, and thus they 
illuminate any darkened area they enter, obviating the need 
for darkvision. Fire archons seem incapable of diminishing 
the light their bodies emit, and thus they would find hiding 
from foes difficult in most situations. However, fire archons 
aren't inclined toward stealth even when it would benefit 
them, preferring instead to alert their foes to their presence 
by sending up columns of smoke from things and creatures 
they burn. The lower body of a fire archon is one large flame rather than legs. As with other archons, fire 
archons glide about on a column of their constituent element. The exact method of this locomotion is poorly 
understood, but it is assumed to resemble a slug's movement, with the fire archon somehow gliding over a thin 
layer of super-heated air.

Although made of transparent and flickering flames, and apparently empty of organs, a fire archon has a solid 
form. Those brave enough to have touched a fire archon's body describe it as being like holding a boiling bag of 
writhing snakes. A fire archon held in this way is certainly very hot, but it does not truly burn. The archon can set 
things ablaze with its body, but this seems to require some concentration -- something that a fire archon is 
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incapable of while wrestling or in combat. This solidity gives the archon a weight roughly equivalent to an elf of 
similar stature, but since they tend to stand close to 7 feet tall, they often weigh close to 200 pounds.

Fire archons must "breathe" in the sense that a fire needs air. Without it, they dwindle and die, suffocated by the 
lack of fuel. Similarly, fire archons must "eat." Periodically, they must concentrate on burning an object 
completely to ash. A fire archon might accomplish this by holding the item, standing over it, or even placing it 
within the fire archon's face and "swallowing" it. Yet like other elementals, fire archons shall never know the joy 
of dreams or the terror of nightmares for they do not sleep. 

Psychology 

The primordials created fire archons to be their soldiers, and they come into being with a soldier's mindset. From 
their first conscious thought, fire archons expect battle and are ready to serve in war. Fire archons seem to 
recognize the authority of other fiery creatures automatically and fall into ranks for them. Yet others who 
summon or create them must first cow them by some show of superior force. Once they know their place, fire 
archons serve willingly so long as their needs are met, particularly the need for conquest.

Fire archons think of everything in terms of conflict. They remain ever aware of what side they are on, their 
subordinates and commanders, what creatures are current foes, and which enemies are ones they must face in 
some later fight. This extreme perspective might make them appear brutish, but they possess astonishing 
cunning and a general's grasp of tactics. Underestimating a fire archon is a sure way to see it gain the upper 
hand.

Just as a fire archon must breathe and eat, so must they conquer and destroy. Such activity nourishes and 
energizes them. Without it, they grow restless at first and then careless and sluggish. This need for new 
ventures keeps fire archons on the move and on the offensive. Defeats, the need to build and train forces, and 
planning can cause them to stop for long periods, but unless a foe can destroy them utterly, it's often best to 
attempt to redirect their fury toward easier targets. 

Society

Left to their own devices, fire archons adopt a society based on a rough military structure. Physical and strategic 
contests, usually not lethal, are used to determine rank. Fire archons are quick to acknowledge superior power 
and intellect in another fire creature, so competitions tend to be few and brief unless there are several 
contestants of very similar power. Despite their warlike natures, fire archons aren't inclined toward fractiousness 
and infighting. Fire archons on the opposite sides of a conflict will happily slaughter one another, but within a 
force, fire archons prefer to focus their aggression outward.

The number of "ranks" in a fire archon society depends upon how many fire archons there are. A leader has five 
followers, who each in turn have five followers. This structure flows downward to the lowest rank. Each member 
in a group of five takes its orders from any of the members of a group of five individuals of the next highest rank. 
Uneven numbers of groups are placed in the lowest rank. Any odd number in a rank filters in as extra members 
of one of the other groups rather than forming a group of less than five. Similarly, attrition results in eventual 
redistribution into groups of five. Thus a hundred fire archons would typically have one leader, five 
subcommanders, twenty-five captains, and sixty-nine members in its lowest rank. 

Scholars can't be certain of the significance of the number five, and fire archons themselves simply see it as 
"natural" and "efficient." In numbers less than five, fire archons see themselves as individuals rather than 
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brethren, and they become less efficient and less willing to work as a team. Those who seek to subjugate fire 
archons should keep this in mind. Similarly, the rank structure of fire archons doesn't allow an outsider to elevate 
a favored archon above its personal merits. Doing so can result in the archons flouting commands while they 
follow the old structure, or the favored member might be ostracized from the ranks, resulting in a reorganization 
and poor cooperation with the favored member. Material goods, particularly weapons and armor that can make 
a favored archon more powerful, presents a much better way to reward service.

All fire archon societies inevitably strike outward, and the leader determines the direction and target. When they 
do, the archons seek to lay waste to nearly everything they encounter. Archons tend to avoid building or creating 
anything, but they will make fortifications when fighting a long-term conflict or to protect a valuable resource, 
such as a fire font and foundry. Fire archons prefer not to do such work themselves, and when possible, they 
enslave conquered people and use them for forced labor. Such slaves face a bleak existence held by captors 
that have no empathy and no use for them once the job is done. Slaves with an interest in their future therefore 
find ways to remain useful, playing upon the fire archon's sense of superiority and concern about foes.

Many fire archons owe their existence to the efreeti, and these archons seek to emulate their creators, even 
long after being freed from their control. They are far more inclined to take and keep slaves, build structures, 
and secure territory. They often attempt to create an environment similar to that which surrounds the City of 
Brass -- a task aided by the effect the presence of fire archons can have on the environment.

When fire archons gather in numbers, they set fire to things and their bodies produce heat, but these factors 
cannot explain the drought that presages the army's march or the eruption of long-dormant volcanoes. It seems 
that simply having fire archons in an area creates a sympathetic link to the qualities of heat and flame. Created 
by elemental flame and composed of it, fire archons seem to form a peculiar gateway for the power of fire in the 
Elemental Chaos. It's said that within a mile of even a single fire archon, a candle flame burns an inch higher 
and a single spark can kindle a coal.

Creating a Fire Archon

Fire archons cannot reproduce by any typical means. Instead, they are created from another elemental's body 
and spirit. To accomplish this, a ritual must be performed in a magic foundry infused with elemental fire. The 
nature of the elemental summoned by the ritual is not important. It might be a dumb earth beast or a highly 
intelligent elemental with ties to water. The ritual taps into the creative and recreative power of the primordials, 
wholly transforming that creature's form and soul. Needless to say, most consider the creation of a fire archon a 
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wholly evil act.

A foundry must be constructed upon a powerful font of elemental fire. That kind of upwelling of fiery energy can 
be found in the Elemental Chaos as rivers of fire hurtling through space, lakes of molten air flickering in glowing 
caverns, or great crystals brilliant with internal infernos. Fire fonts can be found on other planes as well. They 
are most common in places such as volcanoes or tunnels where magma flows, but fire fonts aren't beholden to 
other sources of heat. A fire font might act as a gateway to the Elemental Chaos or from it to another plane. Or a 
fire font can be a concentration of elemental energy native to the plane on which it is found. One might be a 
holdover from the days of creation, a seam in the plane that was never sown shut. Another might be a weakness 
in danger of widening or perhaps a vent to let power escape so that it is does not build. In all cases, fire fonts 
are miraculous places of fantastic appearance.

Fire archon foundries vary in appearance, but all have two elements in common: a summoning crucible and a 
forge. The summoning crucible serves as the transformation space for the summoned elemental creature. It 
must be large enough to hold the elemental and have the power of the fire font coursing through it. The 
summoning crucible must have elements designed to focus the fire energy and use it as a binding force. Held in 
place and infused with this energy, the summoned creature can then be destroyed and reincarnated by the 
ritual. It must then be encased in armor from the forge. 

Although a fire archon can remove its armor and wear different armor during its life, the encasement of its 
energies in armor from the foundry's forge is a crucial element of the ritual. Without that final step, the fire 
archon might expire or lack the intelligence and soldier's mindset at best, and at worst, it might grow into 
something powerful and uncontrollable that seeks revenge for its torturous transformation.

The forge itself rarely appears like a common forge. Using the fire font as a source of heat and flame and 
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elemental energies as hammers and forms, the forge can be an unrecognizable contraption of magic and 
arcane elements.

A working foundry can produce fire archons as often as the ritual can be performed and for as long as the 
foundry's resources are maintained. The power of the fire font the foundry is built upon determines the type of 
fire archon created. As the fire energy fluctuates in strength, so too do the results of the ritual. A fire font at ebb 
generates basic fire archons, while at high flow it produces the more powerful fire archons, such as blazesteels 
or ash disciples. Creatures without fiery souls should beware creating fire archons beyond their ability to quell.

Fire Fonts as Adventure Locations

A fire font presents a great opportunity for a cool 
adventure location. Let your imagination run wild. Put 
it anywhere you like, and use it as an excuse to make 
a truly magical location. Flame throwers in the walls 
and floor, flying bonfires, jets of fire that leap from 
place to place, buildings of flickering crystal, inferno 
tornadoes that carry creatures about, stairs of smoke, 
blazes that act as teleport pads -- whatever you want.

The location might be a landmark in your campaign 
known half the world around for its miraculous 
powers. Or maybe it's a hidden resource jealously 
guarded beneath the ziggurat of some mortal ruler. It 
could be an ancient and lost mystery like the Fountain 
of Youth or it might have thrust itself up from the earth 
with cataclysmic suddenness.

Of course, it doesn't have to be all about fire damage. 
Some of the fires might not harm anything and instead 
act more like continual flame spells. Other fires might 
deal another type of damage, such as cold or acid. 
Use color to indicate what the fires do, but allow the 
players to experiment and learn. A blue flame might 
be cold and a black one negative energy. An upside-
down fire might indicate a teleporter, while a fire that 
doesn't flicker might be solid as a rock.

A fire font gives you a dramatic backdrop and an 
excuse to plan some very dynamic encounters. Use 
the environment like monster in the fight. Allow it to 
become a character in the story of the adventure. You 
won't regret it.

Fire Archon Weapons and Armor

The fury of a fire archon's form is contained by its 
armor, and its first suit of armor is integral to its being 
inasmuch as a human or elf must have skin and bones. 
After time however, a fire archon can change its 
original armor for new should it choose to do so. Many 
never see the need, but fire archons that evolve or gain 
levels often perceive the value of a different armor 
strategy. 

Fire archons choose a new armor for the armor's 
capabilities or they may pick a piece to replace a 
sundered piece. Armor generally takes the form of a 
breastplate and pauldrons, but other elements such as 
bracers, girdles, vambraces, and helms are not 
uncommon. Breastplate, full plate, chain mail, and 
chain shirts are most common. Nonmagic organic 
materials such as leather are destroyed over time 
because a fire archon unconsciously burns the material 
when it eats.

Fire archons craft weapons and armor of amazing 
quality and stunning appearance. Using instinctual 
knowledge of metallurgy, fire archons craft only items 
of masterwork quality. Their work is on par with that of 
dwarves, but of course, the two are easy to tell apart. A 
flame motif decorates nearly everything a fire archon 
crafts, and its work looks seamless because it is. 

Fire archons can use many different weapons, but they 
prefer those that remind them of the flickering tongues 
of fire. Thus they avoid heavy or bludgeoning 
weapons, and enjoy scimitars, falchions, and even 
lighter weapons such as rapiers. Metal weapons are a 
must, since most fire archons can transfer the heat of their bodies through weapons to burn foes -- an 
impractical attack if the medium for that transference turns to ash.

Behind the Scenes: Monster Evolution 
The fire archon derives its origin from two places: the desire for more interesting elemental monsters and 
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Dreamblade. When we sat down to discuss which creatures would carry forward to the new edition, what would 
be in the first Monster Manual, and what would inhabit the various planes in the new cosmology, the need for 
more interesting elemental foes came up again and again. This problem first reared its head in the bland nature 
and conflicting natures of elementals of 3rd Edition.

Out with the Old

The elementals of 3rd Edition have no needs, no clear desires or motivations, and no culture, yet they attain 
human Intelligence, speak, and can manipulate objects. They exist in limitless numbers on the elemental planes, 
but they build nothing and make no lasting impression upon the game. Mechanically, they exist as neat 
creatures to summon or put in a dungeon and nothing more. What do they do on the elemental planes besides 
attack interlopers? What do they care about? In 3rd Edition, we have only vague ideas that they fight each other. 
If they were dumb beasts, they would make more sense. If they had a culture and did interesting things like 
invade the Material Plane, they would be better. But the elementals of 3rd Edition don't do either. Most creatures 
of the elemental type follow suit, and you have to look at outsiders such as salamanders and genies for 
interesting creatures with elemental themes. 

Add to this the fact that the elementals' mechanics are either boring or complex. Most of them simply walk up to 
a PC and hit the character with a fist. Fire elementals at least do fire damage, but it hardly screams cool to face 
an elemental and have it act like an ogre without Power Attack. It doesn't even whisper it. The flip side of this 
includes mechanics such as the air elemental's whirlwind. Any mechanic that makes a person look up weather 
conditions in the Dungeon Master's Guide is just begging to be "forgotten" by the DM.

We tried to rectify this in the late stages of 3rd Edition. You can see various attempts in Monster Manuals III, IV, 
and V, the most successful probably being the avatars of elemental evil of Monster Manual IV. Yet such 
inventions were a band-aid on a scar over thirty years old. The new edition offered a chance to shuffle thing up a 
bit, give elementals a new hand, and deal in some new players.

In With the New

Of course, elementals -- those beings of the four elements that exist so people can summon them and put them 
in dungeons -- still exist in 4th Edition. We've given them a new story and some clean but cool mechanics, but 
this article isn't about them. It's about how else we filled the void for interesting elementally based creatures. The 
upcoming edition uses an altered list of creature types and uses type quite differently when it comes to 
mechanics. Thus creatures that seemed like they should be elementals (efreeti, salamanders, and so on) bear 
that type now. Yet even after reshuffling things, the game still cried out for more elemental baddies.

That's where Dreamblade comes in. The Flame Harrower caught the eye of several folks in R&D when it came 
out, and Bill Slavicsek mentioned that he wanted something like that in 4th Edition. On a purely aesthetic level, 
the combination of a largely transparent miniature with some metallic parts is pleasing to the eye. It's like looking 
at jewelry or candy. However, we all agreed that the "metal underpants" were not a positive feature. To fix that, 
we decided that the future monster would have a lower body of solid elemental material.

So we had a hole to fill and a visual cool concept to fill it. All that remained were the name, flavor, and 
mechanics. The mechanics evolved over time. In fact, as I write this, we are playtesting, and I can't be sure that 
the current 4th Edition mechanics will remain. The flavor evolved somewhat, but we knew that we wanted them 
to see a lot of use, so we always planned on them being a somewhat mercenary force. The name was an easy 
choice, if a bit controversial to some.
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Early on in the process of designing 4th Edition, we had many discussions of the elements of 3rd Edition that we 
could carry forward. We took a long look at which cows really were sacred and which would make fine rump 
roast. The animal-headed archons weren't high on anyone's list. They exist to fill out an alignment wheel of 
outsiders -- a dubious purpose -- and they're an inherently strange concept. In D&D's universe, why do some 
angelic beings have horse heads? What population besides werebears and normal bears do bear angels serve? 
Add to their innate weirdness the fact that alignment and the planes work differently in 4th Edition, and there 
simply wasn't reason enough to preserve them.

Yet the word "archon" is powerful, and we knew we wanted 4th Edition to use it in a cooler way that would be 
more likely to see play than the angelic furries. Giving it to the new elemental beings we wanted in the game 
seemed a perfect fit. There could be no confusing them with the old archons, and using a cool word that would 
be familiar to many players would raise their profile.

Sample Fire Archons

The following statistics present three fire archons using 3rd Edition rules. The first fire archon has statistics 
similar to the Fire Archon miniature from the Desert of Desolation set. The second and third fire archons use 3rd 
Edition mechanics to mimic the fire archon's 4th Edition rules.

Fire Archon CR 6 
hp 68 (8 HD); death throes 

 
Often CE Medium elemental (extraplanar, fire) 
Init +7; Senses darkvision 60 ft.; Listen +8, Spot +9 
Languages Common, Ignan 

 
AC 18, touch 13, flat-footed 15 
(+3 Dex, +5 armor) 
Immune critical hits, fire, flanking, paralysis, poison, sleep, stunning 
Fort +6, Ref +13, Will +7 
Weakness vulnerability to cold 

 
Speed 30 ft. in breastplate (6 squares), base speed 40 ft. {{see skill points below; original text just said 30 ft. (6 
squares)}} 
Melee mwk scimitar +14/+9 (1d6+6 plus 1d6 fire/18-20) or 
mwk scimitar +10/+5 (1d6+6 plus 1d6 fire/18-20) and 
mwk scimitar +10 (1d6+3 plus 1d6 fire/18-20) 
Base Atk +6; Grp +12 
Special Actions death throes, fire burst 

 
Abilities Str 23, Dex 24, Con 19, Int 13, Wis 16, Cha 16 
SQ darkvision 60 ft., immunities, vulnerability to cold 
Feats Iron Will, Two-Weapon Fighting, Weapon Focus (scimitar) 
Skills Intimidate +14, Jump +14, Listen +8, Spot +9 {{numbers I come up with if speed is base 30 ft (20 ft. with 
armor): 14/8/8/9; if speed is base 40 ft (30 ft. with armor), then these numbers work; I'm making the assumption 
that the base speed is 40 feet above based on the stats here.}} 
Possessions 2 masterwork scimitars, masterwork breastplate 

 
Fire Burst (Su) Three times per day as a standard action, a fire archon can unleash a 10-foot radius burst of fire 
centered on itself. The fire causes 3d8 points of fire damage to creatures in the area (Reflex DC 18 for half). 
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Death Throes (Su) When a fire archon is reduced to 0 hit points, it explodes. Treat this effect as a fire burst 
attack that causes 5d8 points of damage. 
 
Vulnerability to Cold (Ex) A fire archon takes half again as much (+50%) damage as normal from cold attacks.

Fire Archon Blazesteel CR 7 
hp 105 (10 HD); wounded burst 

 
Often CE Medium elemental (extraplanar, fire) 
Init +8; Senses darkvision 60 ft.; Listen +12, Spot +12 
Languages Common, Ignan, Terran 

 
AC 20, touch 14, flat-footed 16 
(+4 Dex, +4 armor, +2 shield) 
Immune critical hits, fire, flanking, paralysis, poison, sleep, stunning 
Fort +9, Ref +11, Will +8 
Weakness vulnerability to cold 

 
Speed 40 ft. (8 squares) 
Melee mwk scimitar +16/+11 (1d6+7 plus 1d6 fire/18-20) 
Base Atk +7; Grp +14 
Combat Options flanking fire 
Special Actions wounded burst 

 
Abilities Str 25, Dex 19, Con 22, Int 14, Wis 16, Cha 15 
SQ darkvision 60 ft., immunities, vulnerability to cold 
Feats Combat Reflexes, Improved Initiative, Iron Will, Weapon Focus (scimitar) 
Skills Balance +5, Intimidate +15, Jump +21, Listen +12, Spot +12, Tumble +15 
Possessions masterwork scimitar, masterwork chain shirt, masterwork heavy steel shield 

 
Wounded Burst (Su) If a fire archon blazesteel is reduced to half its hit points or reduced to 0 hit points, it 
unleashes a 10-foot radius burst of fire centered on itself. The fire causes 5d8 points of fire damage to creatures 
in the area (Reflex DC 21 for half). 
 
Flanking Fire (Ex) When a fire archon blazesteel flanks a foe, it may make an extra basic attack against that 
foe whenever it attacks. In addition, the fire archon blazesteel's attacks against the flanked foe cause +1d6 
points of fire damage for every other fire archon adjacent to the flanked target. 
 
Vulnerability to Cold (Ex) A fire archon takes half again as much (+50%) damage as normal from cold attacks.

Fire Archon Ash Disciple CR 8 
hp 119 (14 HD); death throes 

 
Often CE Medium elemental (extraplanar, fire) 
Init +10; Senses darkvision 60 ft.; Listen +12, Spot +12 
Languages Common, Ignan, Terran 

 
AC 21, touch 16, flat-footed 15 
(+6 Dex, +5 armor) 
Immune critical hits, fire, flanking, paralysis, poison, sleep, stunning 
Fort +8, Ref +15, Will +9 
Weakness vulnerability to cold 

 
Speed 40 ft. (8 squares); flame step 
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Melee slam +16 (1d6+5 plus 1d6 fire and target catches fire) 
Ranged fire bolt +16 (50-ft. range; 8d6+5 fire and foe catches fire; creatures adjacent to target take 1d6 fire) 
Base Atk +10; Grp +15 
Atk Options Point Blank Shot, Precise Shot 
Special Actions cinder burst, death throes, flame step, flame wave 

 
Abilities Str 21, Dex 23, Con 19, Int 15, Wis 16, Cha 17 
SQ darkvision 60 ft., flame step, immunities, vulnerability to cold 
Feats Improved Initiative, Iron Will, Point Blank Shot, Precise Shot, Weapon Focus (slam) 
Skills Balance +8, Intimidate +18, Jump +26, Knowledge (the planes) +7, Listen +12, Spot +12, Survival +3 (+5 
on other planes), Tumble +23 
Possessions +1 mithral shirt 

 
Cinder Burst (Su) Once per encounter as a standard action, a fire archon ash disciple can unleash a 10-foot 
radius burst of fire centered on itself. The fire causes 8d8 points of fire damage to creatures in the area and 
blinds them for 1 round (Reflex DC 21 for half and to avoid blindness). 
 
Death Throes (Su) When a fire archon ash disciple is reduced to 0 hit points, it explodes. Treat this effect as a 
cinder burst attack that causes 10d8 points of damage. 
 
Flame Step (Su) As a move action, a fire archon ash disciple can teleport to within 15 feet of any fire creature 
within 100 feet. 
 
Flame Wave (Su) Once per encounter, a fire archon can unleash a wave of flames in a 30-ft. cone. Creatures in 
the area take 8d8 points of fire damage (Reflex DC 21 for half) and are pushed back two squares (no save). 
 
Vulnerability to Cold (Ex) A fire archon takes half again as much (+50%) damage as normal from cold attacks.
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~ by David Noonan· illustrated by Peter Ber,gtin,g

Implacable agents of law, the inevitables dispense justice
\1,'ithout regard to nee, creffi, or station. If )'ou mll'C' bro­
ken one of the natur:alla~;; of the multi.."erse the~ might

be;rn inevitable on your trail right novo.

HIITORY Of IHE IHEYlInBlB
By the standards of the eons-old multi\'crse, the rise of the
inevitablcs is a relati\'ely recent occurrence. Some historical
tats (most notl.blyGanthros the Elder's Acrountill9 ciflht Rtalms
Btyond and Hannak Lalhar's VustS oJrlle Blood Wary trace their
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emergence to 10,000 years ago. At that time, :mgdic ~atures

called aphma.cts called the plane of Mechanus home. Ambi­
tious and~d v.ith justice, the aphamcts n.~ grc:;.at
4mlies that crusaded on other planes, bringing ..-as! swaths of
the multi\'crse under lhrir rigid code oflaws.

Ganthros's writing hints that the deities themsdvcs ended
the aphanact crusades, while L.1thar posits an alliance of
convenience among lhe fiends of the Lower Planes and the
archoru.. angels, and el.adrins ofthe UPIXT Planes. In any cast".

e\'ery last i1phanact disappeared 10,000 yeMS ago.



In their place rose the first inevit<l­
bles. Massi\-e, fortre-sslike cr~che-forges

<lppeared amid the spinning gears of
Mechanus. For a decade they sofUy
hummed, impervious to :my e!lort to
penetrate them or divine- their purpose.
Then mamts started to emerge from
the creche-forges, striding ..cross the
planes.. Other sorts of ine\'itables fol­
lowed in centuriros to come.

Ne-ither Ganthros lhe- Elder nor
Hann..k uthar can ide-nhf)' the cre­
ators of the cr~che-forges (and con­
sequently the inevitables) with .my
certainty. That d~sn't stop lhem
from speculating. of course. The ine\­
itables ba\-e no larger society. their
application ofjuslice is absolutely;m
individual one. Each inevitable has :I

tightly de-lined purpose :lnd no inter­
est in malters beyond the next target
brought to justice. Thus, planar his­
torians speculate that whomever cre·
ated the inevitablcs wanted to avoid
:I re-peat of the aphanact crusades.

Without broad ambition or the- incli­
nalion to organize in groups, the- ine-\'­
itables remain individually powerful,
but collectively dormant.

Whethe-r one god, many deities, or
other powe-rful denizens of the outer
planes cre-ated the inevitables remains
;I. mystery. Because ine\'itables peri­
odically return to their creche-forge
to have- the-ll memories remo\"l~d, e-ve-n
the first ine\itables dOD't remember
who created them.

lifE (Yill Of THI IHEYITIIBLI
When ;m ine\it;lble flfSt eme-rges
from :I creche--forgro on Mech.a.nus, it
seems to possess "cry little knowledge
beyond the identity of its first target
and a sense of how its powers work. II
speaks little ;l.nd ge-ne-rally re:fuses to
interact with b)-standers unless they
directly aid or hinde-r its current mis­
sion of justice-. Muuls, quaruts, and
varakhuts plant shifl to the appropri­
ate plane to begin the-ir mission, while

zelekhuls ;'Ind kolyaruts start seeking
a natur:ll portal to the rele\"ant plane.

Because pltlne shift is imprecise and
portals rarely cme-rge :It a convenient
spot, the inevitable- ofte-n has a long
journey :lhcad of it-even if the- first
target isn't on the: move. During this
journey, the ineviUble obser:c:s its
surroundings, recording its obse-rva­
tions 3nd ~03king up information !.ike
a sponge. It starts 10 intro.racl mo~
with p3ssersby in simplro. w....}"s, asking
for directions ;l.nd qut'Stioning wit·
nrosse-s. An ine\;table's first inte-rac·
lions are often awMrd. as the ine';­
table stmgglc:s to make itself unde-r·
stood and tries to deal with CTnture-s
that don't share its single-minded
purpose:. Inevitables are re-asonably
intelligent. so lhe-y develop rudimen·
tary conversation skills within a fe-w
weeks ortravcl in popul<lted are-as.

When an inevitable's first mission
is complete, it uses what it's learned
:lboul its surroundings to identify
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a new target. Sometimes the iden­
tification is instantaneous. If a
ze1ekhut tracks a fugiti\'c to a hid­
den colony of exiles under the city,
it might apprehend a second fugitive
mere seconds afier thl:: first, because
the exile colony is essentially an
immense cluster of fugitives. Some­
times, catching anath!!r fugitive can
take weeks, months, or years. In one

notable example, the roaru! known
as Gantrenachl wa.its outside the
ruined walls of the Crucible of Fears
because it knows the prophecy thai
every 500 years, a lich-lord emerges
from the crucible.

lnevitables arc capable of learning
and remembering. so some of them
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recall transgressors they meet in the
course of a mission and revisit the
wrongdoers once the mission is com­
plete. This is more common among
im:vitables that ha\'e been away from
the creche-forges of Mechanus for
a long time. FaT example, shortJy
before its return to Mel:hanus, the
kolyarut known as Janu-Harim told
the viziers of Queen Marnau III Ulat
it had prioritized !42 contract·break­
ers on a mental list and was bringing
each "hack into compliance." Some
inevitables, especially newer ones,
ignore all other transgressions until
their current missions are complete
and then seize the next transgressors
they come across.

Regardless of how they acquire
new targets, inevitables ceaselessly
seek out each wrongdoer in turn. As
they grow more experienced, they
grow more comfortable working with
other creatures toward a common
purpose-as long as the purpose
puts the inevitable tangibly closer to
its target. An inevitable starts to refer
10 itselfby a name (one given by oth­
ers or one it invents itself) at some
point. It also develops the rudiments
of a distinctive personality, shaped
by interactions with other creatures.
lnevitables remain totally singular
of purpose and largely emotionless,
but they can evince basic empathy or
hostility toward allies or enemies.

An inevitable's personality develops
onlyso far. With each successful mission,
the drive to return to the creche-forge
grows slightly stronger. E\'entually, an
inevitable stops chasing transgressors
and starts its journey back to Mechanus
with the same single-minded purpose
it displayed during its missions. When
Ule inevitable gets back to the creche·
forge, it is swallowed up and emerges
weeks later, remembering nothing of
its pre\ious existence. Whether the
creche·forge ,vipes away those memo·
ries, stores them, or transfers them to
another entity is unknown.

PSYCHOlOGY AND SOClfTY
Of THE INEVITABLE
Inevitables have no culture oftheir own,
and they're too single-minded to fit
well in the societies or other creatures.
A typical inevitable leads a lonely ens­
tence, making friends only when con­
venient and having no enemies bl'yond
the current target. !l's a creature ofsuch
singular purpose th,lt emotions a.nd
moods are irrelevant. although some
inevilables feel a vague, brief sense of
satisf:1ction when they bring someone
tojustice.

'rne mind ofan inevitable is the mind
ofa hunter-an endlessly patient hunter
willing to overcome any hardship or
obstacle to reach its prey. Even inevi­
tables that have developed a mea-'iUTe of
self-awareness and personality put that
personality to work in the service of Ull:



single-minded pursuit of enforcing a
natural law ofthe universe.

Kolyarut: Both written and oral
contracts are the purview of the
kolyarut, which regards itself as an
impartial "enforcement clause" for
that contracl. A kolyarut undertakes
a mission only when it has a com­
plete understanding of the contract.
Sometimes these inevitables study
an actual copy of the contract or is
present when the oral bargain is
made, but more often it acquires a
mystical understanding of the terms
of the contract in a flash of inspira­
tion. This instinctive understanding
of the terms is beyond the control of
the ko1yarut, but it seems to require a
degree ofproximity to one of the par­
ties to the contract, oath, or bargain.
Thus, a kolyarut in search of its next
mission tends to gravitate to royal
courts, magistrates' benches, temples,
and other places where oaths are fre­
quently sworn and contracts made.

Because it regards itselfas part ofthe
contract, a kolyarut is simultaneously
the easiest and most difficult kind of
inevitable to negotiate with. Akolyarut
won't be swayed by an oathbreaker's
claim of "extenuating circumstances."
The kolyarut, if given to conversation,
would reply: "The circumstances are
indeed e>.i.enuating, but they aren't
part of the contTact. You are thus in
breach." Avoiding a confrontation with
a kolyarut is as simple as returning to
compliance, or (ifit's a two-party con­
tract) pro\'iding convincing evidence
that the other party has also bro­
ken its part of the deal. Kolyaruts
simply walk away !Tom situa­
tions where both sides have
broken a bargain.

Kolyaruts rarely kill except
in self-defense; their concept
of what constitutes appropriate
justice is usually spelled out in the
oath, bargain, or contract. They use
suggestion, mark of jl4stice, and neasl
quest to compel compli-
ance, resorting to ~-....
violence only
ifsuch mea­
sures fail

or lethal force is part of the bargain to
begin with (like an oath on one's life
that is subsequently broken).

Matut Maruts, almost always enforce
their natural laws by killing transgres­
sors. They hunt down those who would
cheat death by extending their lifespans
unnaturally. Some =ts also hringjus­
tice to those who engage in large-scale
necromancy (raising undead armies, for
example~ because doing so cheats the
inevitability ofdeath fOr others.

The quarry of a marut is, by defi­
nition, powerful enough to keep the
grave at bay. The marut's foe is also
either immortal or very long-lived. So a
marut must be patient itself, spending
yens or decades on a single foe such
as a necromancer, lich, or cult leader
seeking immortality.

The target of a mamt is often set
apart from society by the
nature of the transgres­
sion, so maruts get little
practice interacting

~ith other creatures. Thus, they
develop distinctive personalities much
more slowly than other ine",itables.

Quarut: The target of a quarut is also
a potent foe, capable ofreordering time
and space in dramatic, dangerous ways.
A quarut's target list consists of crea­
hues that can stop the flow oftime itself
or wish a new reality into existence, so
it approaches its targets with patience
and caution. A quamt is unlikely to
stride into the archmage's floating tower,
shackles in hand. Instead, the quarut
interrogates former associates and min­
ions, seeking out weaknesses. The quarut
employs proxies to engage the archmage
in battle, using the opportunity to assess
the capabilities ofits quarry.

While some transgressors are able to
defeat the quamt in battle, others are
able to reach accommodation with the

inevitable by setting aright whatever
dramatic change they made to space
or time. Simply undoing the change
in reality is rarely enough to satisfY a

quamt, however. A transgressor eager
to be free of a tenacious quarut must

rework time itself so that the change in
reality was never made in the first place.

Varakhut Those who seek mere
immortality are the province of the
Illdnlts, but those who seek godhood

are considered transgressors to
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the varakhuts. A rare Iypl= of llnitable,

varakhuts hunt down those who rn2ke a
credible bid for godhood.

To attract the interest of a
varakhul, the attempt at god­
hood must be legitimate. Not every
two-bit cult leader and would·be
demigod is subject to the justice
of a vardkhut, only those on the cusp
of becoming true deities. In some
cases, powerful outsiders or would­
be godlings intentionally antagonize
"arakhuts in an attempt to kgitimize
their bids for godhood.

Once a varakhut identifies a cred­
ible attempt at godhood, it stud­
ies its enemies like a quarut dOC'S,
learning as much as it on about
its target before making a direct
confrontation. The ....aI'2khut pre­
fers to thwart wou1d-~ deities by
eliminating them directly, but it
isn't above destroying artifact­
level power sources or wreaking
h:l.VOC on minions and worship­
ers if doing so weakens the
prospective godling.
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Only two ways of rorestalling a
varakhut exisl. The first is obvious:
destroying it. The second way is to
actually achieve deityhood. Once a
creature becomes a demigod, vara­
khuls regard the o('w deity as part
of the natural order they're charged
with enforcing.

While most varakhuts search the
cosmos fOT those trying to join the
pantheon of deities, occasionally
varakhuts target those attempting
the reverse: deicide, the act of killing
a deity.

Ze.lekhut: B~usc they'rt charged
with hunting down fugitives, zdekhuts
sprnd more time traveling and doing
detective work. More so than the tar­
gets of other inevitables, the quarry of
a zelekhut certainly doesn't want to be
found. Zelekhuts thus interact with

q



passersby more than other inel"'
itables and develop distinctive

personalities faster. A zekkhut

often brings a fugitive back to
authorities alive, employing mark of

justice and lesser lJeas to augment the
mundane shackles ;md other restraints
on the prisoner.

A zelekhut often has to inter­
rogate 'witnesses who might know
something about the whereabouts

of its quarry. A zelekh\lt recently
_ ---.... emerged from its creche­
~ forge asks direct ques­t:::::::- ~ bons and might resort

--.- -

to physical violence if it thinks it'll
gain better information that way. A

more experienced zelekhut is a sub­
tler interrogator, using Sense MoLive
to ferret out witnesses who are with­

holding information important to
the zelekhut's search.

ORDER Of IMEYlTftBlE JUHlCE
"Same seek to uphold tile law or enforce
Ihr !aw, lVe IIJmH to become the law."

-Andrinn d'Vascou, Lord Knight
ofSen:nity Fortress

The knightly Order of Inevita­
ble Justice are mortals who seek to

emulate the single-minded tenacit}'
ofinevitables, undertaking the cause
of enforcing the natural laws of the
universe. Members of the order
undertake quests to bring justice to
places where neither spiritual nor
temporal justice can reach.

The order has no ceremonial
duties or leisure activities; such idle­

ness has no place in a cosmos crying
out for inevitable justice. The order
is thus relatively free of internal pol­
iticking; even the hint of such things
is unlike the constructs that mem­

bers of the order emulate.
Fortresses: The Order ofInevitable

Justice has one or more fortresses on
each nonchaotic plane and two or
three per continent on the Material
Plane. Most are imposing structnres,
but a few are hidden in lands under
the sway of rulers the order consid­
ers unjust.

Members of the order and those
who can prove that they are devout
sen'ants ofjustice can find aid at any
of the group's numerous fortresses.
Each fortress is the functional equiv­
alent of a small city for the purpose
ofhuying and selling items, enlists a
13th-levd cleric (ora god with the Law
domain) who can perform needed
spellcasting for 80% of the standard
NPC price, and houses order sages
and diviners who can pro\'ide mem·
bers with information on "known law­
breakers in the general area.

Missions: Each member of the
order ~pecializes in a type of justice
that corresponds with a particular
type of inevitable. Some members,
for example, hunt undead as mam!s
do, while olhers seek out fugitives as
zelekhuts. Just as inevitables under­
take missions \vithQut regard for

how long they'll take to complete,
so too do members o[ the Order of

Tnevitable Justice leave the fortress
[or months or el"en years without

consequence. As long as members
don't engage in lawbreaking them­
sch'es and attempt to uphold the
same ideals as the inevitables, they
remain members in good standing
oftbe order.;::'
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they appear without warning, demanding answers and
enforcing silence. Their expressions grim, their rruLn­

, nerisms inhuman, their very presence unsettling and
unnatural-the' few who dare speak of these men in

black know them only by their unnerving moniker. the
keepers. A faceless collective ofquestionable intentions and
druded methods, they seek information and secrets while
offering none in relurn. Their very nature is eVCf shrouded
in myslcl)'-be they the lingering demons ofan overzeal­
ous crulor, servants ofa dead god, or beings from another
reality altogether? As with every detail oftheir existence, the
truth is yd another oftbe secrets they kcl':p.

11l1li
Keepas fixate on secrtts and secrecy, ~cially in ttg2Ids to
their own origins, holding their race's past among the darkest
cflhe lore they hide. While scho\ar.; dissrnrinate stories and leg­
ends about them, the veracity of such myths prm~ difficult to
judge-just the way the keepers like it, ofoowse.

~ CRAyON JSJ March 2007

Ofthe stories told about the keepers, perhaps the mostcom­
pelling tale puts their cre::'Ition roughly thirteen hundred years
ago at the hands of a singularly talented wizard, aitematdy
placing him in tile Fortress of Enlightened Discipline on the
plane ofMechanus or within Sigil, the City ofDoors. Hungrier
for secrets than power, this fanatical scholar obsessed over
scattered bits ofobscure and hidden lore. Through his work he
hOPl=d to gather a palette ofsecrets, step back, and gain some
profound insight into the very nature ofreality.

Covetous aCknowledge as he was, he was only one man,
and he lacked any sort of followers or apprentices upon
whom he could rely to further his pursuits. Of course,
had he either, his secretive nature would have precluded
granting them any trust. So be solved his problems in
a most elaborate way: be created the kerpen, a wholly
uniqur .r.nd specially suited racr oflike-minded serv.mts.

From tbere, the tale grows muddied, as some tdlings
claim the keepers were found, rather than made. These
versions claim the wizard C2lIed them into the world from



somewhere else, some alternate reality
of bizarre and alien law that he either
discovered or created ITom nothing.
Whatever the specifics, ifhe found the
keepers already extant, or created them
from a malleable void or potential, the
legends agree that when he called out
the keepers responded.

Ultimately, though, after the wizard
had gathered hundreds, maybe even
thousands of blank-faced keepers,
his obsession turned to paranoia and
began to gnaw at him. Concerned that
his enemies, real or perceived, might
come to understand the secret pro­
cess by which he had found the keep­
ers and bound them to his will, he
instructed them to destroy or silence
any source of that knowledge.

Of course, given their nature, they
dispasSionately complied by immedi­
ately killing him.

The first thing most people notice about
a keeper's physical appearance is a con­
trast of pale fl~h and dark clothing.
Looking closer, though, one begins Lo
notice the incongruities-the things

that stand out as disturbing. and hint
at something terribly amiss.

The typical keeper dresses to cover
as much of its body as possible, usu­
ally only showing its face and hands,
obscuring the rest beneath heavy
cloaks or greatcoats, boots,and op<lque
goggles OT dark spectacles. And all

for good reason. Devoid of its heavy
clothing, a keepu SefitlS like less a liv­
ing being than a half-completed artist's
modd given life by some fickle demi­
urge. The gray, glossy flesh of a keeper
is smooth, hairless, and lacks any sense
of musculature beneath the surface.
When a keeper mo"es, it displays
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none of the hallmarks of typical
humanoid motion. The joints seem
far 100 flexible, sometimes flexing in
wholly wrong directions, and its limbs
show a disturbingly amorphous, liq­
uid ripple, as though the creature's
body was nothing but:1 thin, rubbery
membrane barely containing a vol­
ume ofbomogenous protoplasm.

Their odd, rubbery flesh can can·
geal and shift form into myriad simple
shapes. If pressed inlo combat, rather
than drawing a weapon a keeper
fonus onc from its own flesh.
When it does so, its hand seems to
melt away, hardening, and reform­
ing into knots of dense, heavy
bone for a club, or elongating to
fashion a blade.

Most disturbingly, though,
keepus lack eyes. Hidden
beneath thm ubiquitous dark
eyewear is naught but the smooth,
gray sheen of their skin strdched over
shallow, ~pty depressions. Despite
this defect, though. their vision seems
unimpeded, suggesting that they utilize
either some [ann of quasi-telepathic
mindsight or navigat~by a combination
of vibration. smdl. ilnd an mhanc~d

s~nseoftouch.
While all of these traits hint toward

some complex, alien internal struc­
ture, th~ sp~cifics of keeper anat­
omy prove impossible to dete.rmine
through normal dissection. When
a keeper dies, becomes magically
imprisoned, or succumbs to any other
situation that would leave it vulnerable
to revealing its secrets, it undergoes a
process of dissolution. mdting into a
poisonous biological slurry. Some hav~

been known to vomit gouts ofthe dis­
gusting stuff, using it to debilitate
pr~y. Those cover~d in the reeking,
alien humor are typically disgusted,
while some exposed to heavy doses
are mortally poison~d.

With alien thoughts swi.m.m.ing
within the anomalous hollows where
their brains should reside. keepers
inst~ad possess some powerful tele­
pathic cells. Allowing them to com­
municate tdepatbically over a range
ofapproximately a tenth of a mile, the

shared thoughts provide individuals
with ddaili of the activities, needs,
and experiences of their nearby breth­
ren. This intimate mental conn~c­

tion se~ to be fundamentalIy tied
to another unusual trail. the ability of
mentally linked kt':epers to simultane­
ously telt':port. spontaneously swap·
ping places with one another. With
each keeper serving as a destination
for the tdeportation, wounded or hin­
dered keepers can retreat. filling their
position "With a healthy reinforcement
or sacrificing a mortally wounded
peer. Often, groups of keepers assault
foes one at a time, exchanging places
as their resources are expended, their
victim possibly not even aware that his
opponent has been replaced.

In addition, keepers seem to lack gen­
der, or any differentiation based on age
or maturity, so the question of keeper
procreation has lingued in the minds of
scholars for centuries. K~pers might be
unable to form more of their kind, but
other theories suggm that once a group
ofk«:pers :urives at somt critical mass
of knowledge, the group goathers to pool
what it learned and. through some alien
processes, summons another ofits kind
into being. Many scholars discount this
theory, lending popularity to the idea
that keepers are a dying-<>r at the very

least, stranded-race, and one of the
secrets they hope to collect in their end­
less searching is for a Vt?y to reproduce.

Keepers organiu within hundreds, pos­
sibly thousands of distinct, intensdy
compartmentalized groups. Assuming
truth in the tales of their original cre·
ation, each group of keepers was col­
lectively spawned or summoned and
subsequently tasked to a specific goal,

seeded with instructions still being
processtd after centuries. While
none can know how many keep­
ers exist, they are most com-
monly encountered in groups
of three to thirteen members,
although largu groups(or~con­

spiracies") with twenty-three or
mort members are known to

exist. In every case, the number orkeep­
ers in a group consists ofan odd num­
ber ofindividuals and seems to directly
relate to the importance or obscurity of
the knowledgt they $ttL

Each small, cloistered sect of keep­
ers has no males or females, no old or
young, and no appaunt hierarchy. In
these groups, each keeper functions as
a limb or exltnsion of the group. each
being an interchangeable fraction of
a shared hive mind. Because of this,
keepers have extreme difficulty func­
tioning outside of their groups. The
concept of a solit:try existence seems to
terrify them, and if a group of keepers
beMs some harm, leaving only one left
alive, the survivor almost inevitably dis­
solves. unwilling or unable to exist in
the absence of its fellows.

Linked by their own group mind,
keepers fail to truly understand nor­
mal society and socialization. They go
about tht motions of normality and
fitting in-as they perceive such-act­
ing as iftbey belong. but their horribly
superficial efforts betray a frightening,
puppetlike lack ofempathy or cultural
knowledge. A group of nin~ k~epers

might purchase food in a market­
place and laler eal raw, uncleaned fish
while drinking flasks oflamp oil in the
common room of a tavern, silent :md
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un<lvnre of the incongruity they pres­
ent to their SUIToundings.

The keeper mental organi.zation
seems to preclude individuality in the
seIlS( that most mortals possess. Keep­
ers distinguish one another by some
set order, seemingly unrelated to age
or accomplishments. As such, while
they do not have names, per se, they are
called "First" or "Second," or another
numerical designation. Within a group,
there is no need for any further suffix to
this, but when groups ofkeepttS gather,.
or refer to keepers ofgroups other than
their own. they use very specific titles
for those other groups that inV<Uiably
refer to the type of secrtts they were
originally tasked to discover. For exam­
ple, a keeper known as "Twenty-Three"
to those ofits group might be ~1\venty­

Three of the Darkened Sun" to othen.
A few noted names of keeper groups
include: the Apotheosis, the Draeden,
the Final Gate, the lIon Flask, the Maze,
the Mists, the Gray Path, the
Seven Parts, the Ur-Fiend, ;md
the Untiring God

The only time keepers are
found away from their typiru
pursuit of others' knowledge
is in the depths of the Ethereal
Plane. Although normally isolated
from one another, multiple groups
ofkeepers irregularly congregate
and converse in the most remote
portions of the Ethereal Plane,
gathering around features known
as ether gaps. These gaps resemble
holes in the fabric of the plane itself,
wounds in the essence of the c:ther,
pbces where the raw probability win­
nows down to nolbing and vanishes to
some unknoV<"able elsewhere. Groups
of keepers flOOlt silently around the
margins of these ether gaps, just out­
side of the reach of the tidal forces.
They linger there for days or weeks on
end, unmoving, deep in meditation
and mental conversation, filling the
ether with a material hum from their
telepathic banter, speaking with one
another, and possibly with something
from beyond the ether gap speaking
back to them. The purpose of these
strange gatherings, the schedule on

which they occur, and their COIWec­
tion to the ether gaps are simply more
secrets these strange collectors keep....
As keepers age, gaining further expo­
sure to various mortal and immortal
cultures and societies, their normally
rigid mind» become more adaptable
to new situations, allowing them to
:l.dvance by chaIacter class. Most often,
as to best aide their subterfuge, they take

-.-
levC'1s of rogue, although

rare kC'epas Uke levels in
sorcCff:r, typically learning

spells th:tt bC'nefit and support their
group as a whole.

Third ofthe Colorless Pool hashuntC'd
for various seads revolving around :I.

legendary and unique color pool on the
Astral Plane for more than six hundred
years. As the oldest surviving member
of his cloister, he has increasingly con­
centrated upon the practice of inter­
rog:l.tion tluough intimidation and the
often-bloody erasure of secrets ooce
they've been gained
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SR 13
fort +8"', Ref +17, Will +S

"'+1 against poison

Speed 40 ft. (8 squares~ dimb 20 ft.

Melee +2 ~uhi +17 (ld4-t4/18-20)

Melee warh~mmer(mimic) +13 (ldM)

~nd wamammer (mimic) +13 (ld8+2)

Base Atk +9; Grp +13

Atk Options Combat Reflexeo, Spring

An~ck, death attack (DC 16), sneak

attack +Sd6

Speci~1 Actions body switch, mimic

weapon, poison spit

Comb~t Gear potion ofClJre serious

wounds, polion ofshield offoith
Assassin Spells Known (CL 3rd)

2nd (1/day)-inui.sibility

Ist (3/day)- dis9uise self,feother
foil, true strike

change places with ~ny other keeper

within 500 feet as per the spell

teleport without error. The other keeper

is inst~nt~neously moved to the sp~ce

Third of the Colorless Pool occupied

before using this ~bility.

Mimic We~pon (Ex) Third of the

Colorless Pool can form its anns

into any melee we~pon (even an

90tic we~pon) it has witnessed in

use and then wield the weapon with

proficiency. It c~n form either arm

into any Medium melee weapon,

or fuse both arms into a Large or

double-weapon. A keeper cannot fonn

weapons larger than it could normally

wield. A mimicked weapon has all

the properties ofa standard weapon

of that type. A keeper's attacks with

a mimicked weapon ~re treated as

natural weapons; thus a keeper does

not incur the normal penalties for

fighting with two weapons, cannot be
disa.rmed, and does not g~in iterative

atl~cks with its mimicked weapons.

Poison Spit (E:o;) Once ~ry Id4 roonds,

Third of the Colorless Pool can spit

a nauseating cont~ct poison in a

lO-foot cone. Contact, Fortitude DC

14, initial damage nauseated for 2d6

rounds; secondary damage ld6 Con.

Dissolution (E:o;) When Third of the

Colorless Poot dies or is captured,

pinned, or held helpless for 10

rounds, it dissolves into a 5-foot­

wide puddle of the same cont~ct

poison it spits. The puddle and any

poison taken from its evaporates

in 4 rounds-a DC 20 Craft

(poison making) check made during

that time preserves one dose. Any

creature that touches the puddle or

the dissolving keeper(such ~s with

~ n~tural attack th~t de~lt the death

blow) must make a Fortitudt. save to

avoid the poison's effects.

Skills Keepers h~ve ~ -t8 racial bonus on

Climb checks and can always ch~

to takt. 10 on Climb checks, even if

rushed or threatened. Their mallt.able

physiology also grants keepers a +8
racial bonus on Escape Artist ~nd

Jump checks. "'Keepers are not limited

by their heights when determining the

distance they can jump.II

Blindsight (u) Keepers possess a

special, non-visual ~y of sensing
their surroundings. The spell silen'e

negates this ability and effectively
blinds a keeper.

Hive Mind (Ex) AU keepers within SOO

fed of e;lch other ~re in const~nt

communiution. If one is ~w~re of ~

p~rticulard~nger, they ~II are. In one

in the group is not fl~l-footed, none of

them are. No keeper within range is

considered flanked unless they all are.

Body Switch (Su) As a standard action,

Third of the Colorless Pool can

Possessions +3 leother armor, +2 kukri,

qes ofthe eogle
eR 12

Abilities Str 18, Dex 23, Con 14, Int

17,Wis8,ChalO

SQ dissolution, outsider traits,

poison use, trapfinding, trap

sense +1

Feats Combat Reflexes, Dodge,

Improved Initi~tive, Mobility,

Spring AttackB, Weapon

Fineose

Skills Balance +19,

dimb +23, Concentration.,.7, Craft

(poisonmaking)+8, Escape Artist

+17, Hide +17,Jump +17, Listen +10,
KoowIedge{~rcan~)+14, Knowledge

(the planes) +14, Move Silently+l7,

Open Lock +17, Search +9, spellcraft

+10, Spot +15, Tumble .,.19

THIRD OFTHE

COLORLESS POOL

Keeper rogue S, aSS<assin 3
NE Medium outsider (extlOlplanar)
Fiend Folio III
lnit +10; Senses blindsight 200 ft" hive

mind sao ft., scent; listen +10, Spot +15
L,inguagcs Ce1estiill, Common,lnfcrnill
AC 25, touch 16, flat-footerlI9; Dodge,

Mobility e~sion, unanny dodge
hp 70 hp(12 HD); DR 10/+1
Immune ability damage, ability drain,

criticlll hits, death effects, death
from musive damage, disease,

energy drain, mind-affecting effects,
par.lysis, poison, nonlethal damage

sleep, sneak attacks, stunning
Resist acid, cold, fire, electricity, and

sonic 10
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THE ECOLOGY OF THE

M
auiVC: and alien, rumored and (cared, where the
sludow ofa moonalffalls, tragedy follows. The: living
tool5 ofbeings distant and unflthomablc, these flying

tCrrors--INSSCS ofwings. tcnUdes. and 50pping rubbery
f1~h-posscssgreat intellect and even greater powers.
Beholden ofphilosophi~ 8<Ws. and moh~lions incorn­
prcheru:iblt 10 any humanoid race, th~ cling to the highest
rncbes orlhe world. yqtching and 1'niting. nulformed
voywrs and harbinge:rs ofdoom..

HIITORI Of THE lIOOM<IIlf
It i$ no SUI'pI'Uc thai moonca1\"eS seem otherworldly. for
that rxW origins tra« Net to beings beyond any world.
From thr:~ l'Oids br:tMm worlds. titanic things of
immense power known only u-momlgO(b· c::ame mlo bw1&

While other races first developed :l.w;ucnU$ on worlds nur­

tured by tnlcr, air, and earth, only endlc" expanses ofcold
and witness nursed the moongods. Lnming from the
motion orlhc SlUs, their thoughts formed in...ays utterly
alien to any creature bound bc-:ncath a lingle sky, harml»
nhing lhem to the I«I'W5 ofhuvenly motions. Thus. the
moongodli Ikvcloped astrology before any otha an., holdtng
the consteJhtions tbansdves as dettics ofa hnd.

GuidM by their uettd stars. the moongods drifted
throuKb the YOid. eventlu1ly coming upon whole worlds
ofother brings. Fascin.lIted by these blue.grttn orbs, tht
moongods sought to explore them but discovem:llhq­
could DOt 5umve in the thick cMmlcals of.au;wd v.lleL
OvcrIycuri0u5. though, DWly moongods peered 100 c10K,
bring dr::nm to lheir dath5likr mot.bslO.a thnK.



ThuJ, tht moongods crc..ted
moollahn-Iesser up«lS ofthem­
sd\'a----better rolted to nplore these
worlds. The moonalves were gwen
wings to fly through the thick resis­
tance ofair,.1IS ",eU .as forms tn.1bling
them to survl\'e md experienee these
0"' exp.ao a of wft wetness.. Birthed
mto tbe upper re.1lChes ofeach world
the moongoch wished to e:lplore.
th~ t'rt.1lturu-h.7olfchildren, IuIf
living tool_were left to rrI.1Ike wh..t­
ever di coveries they could. As such,
the first moonul~es (;une to ground,
fully :n~Olre oftheir ncia.l quest, the
orph..ns of8rt.. t powers th..t they
only in~tinclu~lIy understand and
un never re..ch.

PllymlOGY Of THE MOOMOIlf
Winged, tentacled masses ofmusde,
cartil~,MId mucu$, moooalves
afC horron to behold Bulbous and
unt'Vm. their bodies resemble large
bnins fUed WIth dead white eyes.
t1vo thick tentadt$ longer than their
wingspan. md a protedive duster
ofoumerous un.lIller tenbele;mns.
Nestled at the but oftln£ IIW;$ of
souJIer lcntxles is a razor-sharp buk
wnib:r to a sqUId's, WIthin which coil
a pair of long. ""hIp-thin tongues.

The flesh ofa moonc:i.l.f is much
denser th.l.ll moslleJTt§tri:i.l. crea­
lures, mUlOg it stl'OlDgdy rcsisbnt to
nonmagiw attacks. ....wkward flyers,
moonulvcsJerlr. about like b:l.lt d2ll'
gling on m invisible lure, bul tbeir
powerful wings .7olioIlI. them to moV'C
like this ..t greOlt sp«ds.. ill OldOlpted
to ground mO'emcnt, earthbound
moonalves \«m vulnenble. In truth
their long tentac::les have more thm
enough $\:rnlgtb to drag tbeir bodies

about in swift, yet ung:unly twitches
and wtt Rops. .... typiul moonulrs
core body measures 8 fcd in du.m­
etcr, with a total body ..eight of
~pprorimately600 paunch.

MoonCOl1ves don't lave dietary
Deem like other CI'tiItwU. Rather
thin rTquiring cefbin rnateriah
and ffilnenls to SUrYhe, moona.lves
f10unsb by consuming my sub­
sUnCt-OfPIlic or inorpnic. While
they still starve ifthcy don't consume



:l.t lust their body weight in I1l:I.teri­
:I.1s every week. such :I. possibility
seems unlikely. Moonc:l.lves prefer:l.
variety offood sources, and actively
avoid ating the ume m:oI.\eriallwice.
Living organisms, however, seem to
prove different enough that a moon­
calfcoosiders two dilferwt beings
two different meals. Those few who
have examined dead mooncalves
have found that their bodies arc
essentially alchemical laboratories,
capable of distilling and dissolving
nearly any substance the creatures
consume. In effect. they can digest
nearly anything that they can eat.
Thorough physical uamin:l.tion :l.nd
observation ortheir eating habits,
some schol:l.rs ha.\'e proposed that
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mooncalves arc cap:l.ble of~memo­

ri:ting~ wh:l.tever they e:l.t. becoming
familiar with nnt Just their muls'
tastes and texture,. but gaining inti­
m:l.te knowledge ofevery element :l.nd
chemical that comprised the sub·
slance or being.

These powers of perception also
reveal themselves in mooncalves'
lelep:l.thy, allowing them to ,om­
munic:l.le with any being within 100

feet. Although they rarely converse
with cre:l.tures they deem food or
part oflheir experiments, more
cunning mooncalvcs sometimes
usc this :l.bility to m:l.nipulate lesser
beings. Their stnnge minds also
provide them with a variety of pow­
erful abilities, allowing them to

domin:l.te the senses ofweu-willed
creatures and even alter their envi­
ronments, either to better suit tbeir
needs or drive offthruts.

Mooncalves do not sleep, although
they h:l.ve no immunity to magical
sleep. Many mooncalvcslly con­
stantly, spending days or even weeks
in the :l.ir. On worlds where low.
h:l.nging moons or lloating chunks
ofland nn be reached through
flight, mooncalves prefer these as
homes, but otherwise they find high
mountains. hills, or ominous aban­
doned towers to serve as tbci.r lairs.

No young mooncalves have ever
been sighted, luding to the belief
that all mooncalvC$ arc the urnc
:l.ge, sp:l.WI1ed from the s:l.me single



mass birth. Only slighl color Vllria·
tion$, diflering numbers oftenta­
c1e~. and size distrnguish betl\'een
individuals. Size variation among
mooncalve$ alqj provu strange, as
It appears to relate to uperientt,
events witne~d, and Y:lricty ofcrea­
lures oonsumed. In short, every tid­
bll ofinfonnation a mooncalfgath.
en scelllJ to Lmpc:rccptibly add to il$

bulk. eventually adding up, incrus·
ing its si~e as well as its already con·
Slderable powers as a moonlord.

PlYOIOlOCY HMO loom
Of TlIE IiIOOIICRlf
Moonalvn "'err $p3.WOM fully
mo.l«i~ablt and alll~ ofthtrr
uncaring god5. £.ach inherited the
drive to 00se1'Vf' and the dispaMio~IC

~uperiority its p.1.rents hold OH'r all
other living creatures. As such, they
often nek homes upon high moun­
taiM or spirc~omfortcdby the
neUDC'SS oflhc sws-don to uus
densely popubtcd WIth animals and
scnticnt creatures, between which
they m<tkc no distinction.

Thus, moonahC'S s~nd their
1i\C'S in rC'Search and obsCO<lhon,
but they arc rarely uoobtrusi\'c
onlookers. Moonah'u s«& to wit­

DeloS Jn3.jor t.'ents-puticululy
conflicts. While a small skirmish or
mmor fire might ute thtir curiosIty
fOf a few days. mooncalvC'S seck truly
('pic baltiC'S, natural diustcn, and
uphcav:.als of broad scope. As they
come to understand the beings they

observe more thoroughly, they
grow in cunning and power,

learning to engineer such
events. Some eHn tum to

divination magic and
astrology 10 predict
such cab5trophu.
raoging far to wit­
ness hU.nic calami·
ties. Regudlus
of their method~
th~who know of
mooncalves Ienow

them as harbingers
ordrndful e\'cnts

With no necd
for tools., equipmcnt.

companionship or
dl\'cllings. mooncahn

ha\c no need to de\'c1op ill

society ortheir own, never
seek companionship, :md :.Ire nOI

known 10 m:.lte. Rarely, more experi­
enced mooncalvcs build cults or nel·
works orSpItS to help them lind or
(rule the disasters they seck. Besides
such exceptions, however, the only
company mooncalves long ror is the
return of the moongods and the cold
embrace ofthe stan abcnc:.

IiIOOIIlORDI
Although all mooncalvcs bc:gin life as
Luge creatures, as long as th~ con·
tinue l\itncssing and upc.rienci.ng
new CYenbi they never stop growing.
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Some mooncalves h2ve been docu­
mented as having grown to nearly 10
feci in diameter with tenlades more

than So feet long. As the creature
grows, it becomes more and more
like the unknoWlible moongods ~t
spawned ii, gaining a touch oftheir
othtrworldly abilities. Many moon·
c:Lives turn to spellcasting at some

point in their lives. channeling their
innate power into magic. Tho~ that
don't, however, eventually become
Gargantuan and arc considered
moonlords, c:rcatuns th2t challenge
c:ven evil dragons as thrCilts to the:
world around them.

HftRBIMCER FEftii
Upon advancing to 1.8 Hit Dice, a
mooncalfbc:comcs a moonlord and
illins the potential to actually bring
about evil omens. These arc acquired
in the form of harbinger (cals, motes
ofotherworldly power moonlords
usc to tap into thc:ir moongod heri·
tage. All harbinger fcats arc super­
natural abilities. and require an hour
to usc, creating an aura centered on
the moonlord th:at l:asts for 2.4 hours.
A moonlord can only usc one harbin­
ger feat per week. Characters within
an affected area may make:a DC 2S
Knowledge (arcana) check to real·
ize the omens they are seeing point
toward a single, magical source for
lhe ill fortune befalling lhe area.

MIXED OMfliI
Multiple Ind signs appear throughoul
the land.

Prerequisite: Any three harbinger
fe:ats, mooncalf, 18 HD.

Bencfit: A moonc:alfwith Mixed
Omens can use two different harbin­
ger feats in one week. The feats may
be used concurrently.

Normal: Amooncalfcan only use
one harbinger feal a wcek.

OMfli Of BOKE!
Af.uDt breath of rot pervades the land.

Pruequisite: Mooncalf, 18 He.
Benefit: A mooncalf with this

rut t:IinlS the region in aD aun of
death. All undead within a so-mile



radius gain tum resistance "'Z. This
stacks with a.ny turn resistance the
cruture might already possess.

Ghostly glimpses, dlstorted rdlec­
tions, and eerie mirages haunt an
area under an Omen of Bonn.

0111" Of (ROWl
The land seems dark. as though it
were but one vast graveyard.

Prerequisite: Mooncalf. z8 HD.
Benefit: A mooncalfwith Omen of

Crows can create an .:lura th.:lt d.:lJ1lp­
ens healing magic. Within.:l so-mile
radius. all CUrt spells heal one less hit
point ofdamage per casting.

An Uta under an Omen ofCrows
is often infested with crows or similar
scavenging birds.

0111" Of EU£!
Pestilence spreads through the land.

Pu:requisile: Moonca1f,:z8 HD.
Benefit: A moonc.:l1fwith Omen of

Flies can create an 2ura that strength.
ens diseases ofall kinds. within.:l So­
mile radius, all saving throws against
disease take a -z penalty.

An arc:a under an Omen ofFlies is
often infested with rues, I1l.:lggots, and
other insect.i.le vennin.

OMI" Of lOll
Memories become lost ,and history
fades away.

Prerequisite: Mooncalf.:z8 HD.
Benefit: A mooncalfwith Omen of

Loss can create an aura offorgetful­
ness. All creatures within a so-mile
radius take a -z penalty on all budic
knowledge rolls and Knowledge
skill checks.

Athick mist 2nd haunting lights
settle over a land afl1icted by an Omen
of Loss.

OMI" Of I"Rm
Poison becomes more viruJent.

Prerequisite: Mooncalf,:z8 HD.
Benefit: A moonc21fwith Omen

of Snakes can create an aura that
strengthens poisons .:lnd venoms of
all kinds. Within a so.mile radius, all
uving throws against poison take a
-1 penalty.

An ut2 under an Omen of Snakes
is often infested with snakes.

OIIE" Of nORM!
A feeling ofdread settles over the land.

Prerequisite: Mooncalf,:z8 HD.
Benefit: A mooncalfwith Omen of

Storms can create an aun that spre2ds
feu and unease. Within 2 so-mile
radius all creatures with an Intelli­
gence score of3 or lower must make
a DC lS Will save or be shaken for the
whole day.

An ue.:l under 2 Omen ofStonns
has cloudy, stormy \\·eather.

nlTERHnmlMOOH(JUf ORJ(;11Il
The ide.:l ofmooncal\'ts being
spawned by a race ofalien gods that
exist in the void between worlds isn't
appropri.:lte for all cosmologies. With­
out changing their basic behavior, it's
possible to usc an alternative origin
for mooncalves to bring them more
in-line with any campaign world. A
few examples are presented here;

AbtmlOt Creations: Although
mooncalves believe themselves to be
the spawn ofotherworldly deities, they
might in truth have bee.n constructed
as servants ofillithids, gre.ll, or any
number ofother abernnt creature.s.
Mooncalves might have eSC.:lped their
original masters, or they might be.
unknowingly vulnerable to the magic
or psionic powers their progenitors
use to secretly control them.

Alternatively, within recent memory
the ilIithid god MunucorUn W2S

destroyed. The moongods might
embody the lingering fragments
ofthat deity's sundered divinity, or
be the remnants ofMaanzecorian's
orphaned herald.

Fiendish Origins: The moongods
might actu.:llly be a single evil deity
who uses mooncalves as its pri.
mary agents in the mortal realm.
Alternatively, mooncalves might be
a new breed of fie.ndisb inhabit.:lnt
belched from the pits of Carceri,
Gehenna, or Hades.

Other Planes: The unknowable
creatures that created the moonC.:llves

might actually be natives ofthe Astral
Plane. It's not the sp2ce between
worlds they inhabit, but the space
between rt.:llities. Moonca.!ves seek
high places because the rarified air
is more like astra.! space. which they
have no innate way of returning to.

Altem;a\ively, mooncalves arc
inscrutable, a.!ien horrors, ma.lring
them perfect vanguard agents ofsome
intelligence from either the depths of
the Etherea.! Plane or the Fu Realm
(see DllA-CON :lt330~ ~
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C
ursed by shadow, the shadar-kai hunt in twilight. They
$Cek revenge for somc half-forgollen wrong, emerging
to stul power and information thcn slipping back into

the shadows. Thc shadar-hi, a.lso known a.s the shadow
fey, ha\'c a great affinity for subtlcty, croelty, and stealth,
yet they also carry a deildly curse, a curse thill dooms their
souls to a netherworld ofshadows. Like many fey, they
are bound to nillure and despise those ..ho despoil it, but
..here other fcy protect natucc for its own sake. the shadar­
hi do so that they alone might dn.. upon nature's ..·eaIth
and pD1IIocr.

HlITORT Of THE IHBDIIR-KBI
Wba.tJOyand light once d..·dt withm the hearts ofthe
shildar-bi wu long ago lost to the shadows oftbeir own
history. In the early days ofthe world the shadar-Iai livrd

as other fey, bound in peace to nature and life. Yet always
shadow and shadar-kai were as one, the pale-skinned fey
harboring secrets ofand influence over the mysterious
Plane of Shadows. As eons passed and mortal creatures
began to rise in power. the greatest spellca5lers of the
shadar-hi gaud deep into the swirling, timeless tides
ofthat darkened plane, revealing a prophetic vision of
nature pillaged by the mercurial whims oflesser races.
The mighty among the shadow fcy called for $Orne strike
agmst the races that would one day wreak this dcstroc­
tion. but the shadar·hi were ne\-cr great in number and
they could not through might or guile alone pte\'CDt 1M
future tbey foma.....

Thus, "'hile theu goal to pte\-rnt a ruinous fut~ might
ha\'e ir:emed mnocenl. thrir solution ..":IS not. Calling upon
thrir innate intimacies with shadow and potent magical



skills. the shadar-k.1i sought a way to
duken the world.

The legends ofthe shadar·k:li tell
ora hundred shadow rey---each a
master orandent magks-joining
together to perfonn a ritual, one that
would irTeversibly bind the world
ormort.als and the Plane of Shadow
together. From this twilight, their
innate bond with shadow and their
long-practiced rituals would give
the shadow fey mastery over this
new environment, allowing them to
s«ure the sanctity of nature as they
saw fit.

Yet even the shadar-kai could not s«
the dangers lurking within the shadow.

As their mighty ritual progressed,
the shadow fey stared into the depths
of the realm ofshadow and learned
that they as an entire race would
become that place's conduit into their
world. Fonning a darkened nexus
upon the Plane ofSludow, the shadow
~ges'magics bound the souls of
every living shadar-kai to this single
point. At the culmination oftheir
great ritual, the very essences ofthe
shadar-kai would drag this shadowy

anchor inlO Iht' Material Plane along
wilh Ihe entire dark realm.joining
the two forever.

1bere were those. however. who
opposed the sludow fey. Heroes of
this forgotten age, servants of prime­
Yal ordt'rs, and outsiders guarding
what their masters had created sought
to stop the shadar·JW and their dark
ritual. Through countless shadow

fey guardi:ms. these bygone warriors
e!jtt'tt'd the Plane ofShadow and found
the cyst the shadar-kai were creating.
the naus ofcxlnplanar darkness
bound to the very souls ofthe shadow
fey. At the apex ofthe shadow mages'
ritual the opposing heroes made a
pat and forgotten sacrifice, inter·
rupting the rite to bind the two realms.
The resulting magical backJash was
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with tach gcne-nllan. the: shadH-bi
have largely become a nee of$CaY­

tngcn and unrepentant murderers,
all dcspenlcly searching for some
mtans to kttp their souls from the
shadow's gr.up.

PHYlIOlOGY Of THE IHHDIIR-IHI
Shadu·!ai m.nd slightly ul1tt than
thea~ human and rnQYC with a
spetd and grace lhat few mortals an
hope to match. The ,lenda shadow fey
-18b aboullo pounds lightCT than
humans ofcqiW height and their long
limbs an!: ''''ift and flexible rather than
cklialc. The s~·bi ~ extremely
keen vision. illotooi.n& them to 5C'C tW:c
~ 1M lhtough shadow or wuk Iigbt
U t'Vm thc mo5t kC'cn-sightcd~
Belng fey CfUrutn, lbhr-kai.~
incmtibly Iona tife sparu.. possibly evm
bordering on immortality. Ahbough
no-or utremdy few sbd:>r-bJ $liD
live wbo remember the li~wbcn
the shadow wne 1VU bestg,ved upon
thcir rate, there are many ..bo beard
the ancient talc from their :meestor'S
first lund.

bound to the souls ofthr l~dar·1ai
Te\"rrstd thw pull, dragging thrir very
t$Inlct! into thr re~ thty had hoptd
10 msbve, fol'e\'tt corrupting thr bond
into thtd~wdo.... runt.

Today, their homes deayiJll and
empty as their popubtions an claim«I
by a darkened nethel'W'Orld the
shadow fey obstss ovu their p3S1

foUy and &ilure. 'I'umins crurlu

tiunic, scattering and killing count­
less slud:u·ul:md 5COUring bolh
plan~ ohny o1dence ofthe sinister
shad:u-bi m.:Ig« and the marUI
re;dm', champions.

While lhe etenW twilight ofthe
Pbne ofSh...dow rrnu.ined apart from
the morbl rulm, w~l tits the ~c;hr­
hi Iud fOrged could not be undone.
onlyaltc:rtd.1be~clWll5



Darkn~ 15 always with the sluchr­
bJ ;and tbeu bond Ml.h the twilight
1.1 cur to scc. Shadows seem to bend
to coll<eal the soft movements oftbe
twe ftoy and with the slightcst effor1
thtoy can wr;ap this slude around
tbem. This ;almost physical nunipull­
bon of sh;adow allows the shadar·kai
to Ix- SC1!n only when they wish, and
C"o'en the most~ sentries have
W1ed to notice group! ofshadar-bi
slipping by in the darkness.

Yet, despite their control oyer
dMkneu, cvtry slulhr-bi liycs In

feu of the debilitating sh;adow I;Une
and the ghostly Plane ofSh.adow.
As mutN visions and dulled scnu­
tions ptl'V1de the rutm ofslwiow,
the sh.tchr-blluve fouod that Vlyid
and sh.trp seflUlioDS senor:ll pre­
aous lundholds to the Material
P1aoe. While moments ofecstuy
and joy might scrve their needs, the
embillered mindsct oflhe shadow
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fey Makes extreme pain one oflhc
most useful tools for keeping their
souls anchored to the mortal realm.
As such. shadar-kOli regularly scar
themselves with deep and complex
tattoos, pierce their bodies with
hoops and nails, ;lna cuI their fluh
with blades of cold iron-the bane
of all fey. The last of the shadow
mages have tllen invented wC;lublc
torture devices called gal-rabns,
excruciating cold iron armlets
enchanted to further aid their slfUg­

glc to remain on this world (see
page lSI of the Fiend Folio~

Shad:lr·kai bunt and cat much:lS
m:l.ny hum,lnoids do. With their bod­
ies numbed by the toum ofshadow,
they seck out the strongest flavors
and bstes they c;.tn find. Even the
most powerful spices seem bland and
disUnt 10 the shadow fey, though.
and few lue to food with any joy.
For sbadar-kai, eating is but another
reminder that they will someday be
drawn into shadow.

rn~~~~~r HMD IO<IETY Of THE
The shadow fey were ne\'eT great in
number. raising only a handful of
small hidden cites even at the height
ofthdr numbers. Once the shadow
cum took hold the shachr-ka.j's
spat">ely populated holdings began to
empty and deay. Now, what shadar­
kai rtdoubts remain are elegant half
nlintd dwellings cut into the sides
ofshadowy clilTs and slender towers
rising beneath the densest forest cano­
pies, home only to the oldest and most
=ed shadow fey.

In the centuries since the fall of
their homes, the shadar-kai have
lived on the fringes ofother societies,
clustered in small groups and cabals.
often led by skilled shadow I1l3ges.
These groups ofspies, assassins, and
the occasional spcllca.ste.rs haunt the
shadows, hunting for any means of
escaping lhe shadow curse. Rarely
numbering more than fifty members.
they iteal what they need to survive,
eagerly attacking any humanoids they
encounter along th(' way.

...DRAGON 337 ~ber200S

Despite the bloodthirstiness
they indulge upon others. shadow
fey bands are savagdy loyal 10 one
another. like tnumatized siblings
clinging to their orphaned brethren.
Passions run deep between shadar­
kai, but the heights oftenderness
this might manifest as in some races

instead gives ris<: to masochistic rela·
tionships, sometimes between merely
two individuals butJust as likely
incorponting an entire band, These
affairs culminate in agonizing orgies
ofuttooing. pie«:ing. sc.arific;liion,
and mutilation. Ycl, despite their pain­
ful nature, these trysts prove just as



r

Gal-Ralao

intimate and cherished to the slu.du­
k.ai as do the romances ofother races.

As passionately as sh:l.dar-kai guard
ODCO another, centuries onass and
festering anger have left the shadar­
bi intent on taking rcvrngt': on the
civilized [Xes thai drove them to thc:ir
doom. That the shadar·k.;U brought the
shadow curse upon themselves is of
little import to the cunning hunters
and dfflOUS adepts ofthe shadow fey.
It was the: pain ofnature giving way
to younger nccs that caused the stu­
dar-kai 10 seck aid in sh:l.dow and it is

th~ younger races that the: shadar·kai
bbme for their curse.

Regardless ofthcir belt ofr:u::c-wide
o~tion, the shadow fey have: uni­
vus:illy adopted the spiked ch:rin as
their weolpon ofchoice. Both a tool and a
symbol ofthcir WI:lthful crusade: apinst
the younger rxes, the shac:br-kai delight
in the: spiked chain's versatility to mete
ou\ a variety ofpainful deaths, from
brutal st:r.ulgulations 10 slowly am'cd
mutibtiol1$. As such, all shadow fey an:
skilltd in the: use oftbcse v.~pons.

[H[NIB flHO fllLlB Of THl
lHflDflR-KRI
As a result ofthcir attempt to radically
alter the natural world, even ifjust
to protect it, shadar-kai are not well
liked by other fey. While the shadar-kai
still respect and honor their people
and their courts, the shadow fey have
been disowned from the hearts and
minds oftheir brethren. At. such, the
shadar·kai ha\'e little to do with other

fey, instead
uti.1iring a wide

variety ofother shad­
owy creatures in thcir plots.

While shadow mastiffs most
commonly appear alongside shadar­
kai hunters, shadow asps (see 1M Finld
Folio) and creatures with the shadow
template (see the Monlllli rflhe Planes)
might also be trained to serve the
shadow fey. Powerful shadow creatures.
like darkweavers (see the Fiend FoIio~

shadow dragons (see the Dmconomicon~

and shadow fhmds {see the Book rfWe
!)(Irlmw, mature audience only) ha\'e
also been known to bend shadow fey to
their whims, at least for a time. Shadar·
kai ally with humanoids only when
it serves some greater purpose or to
eventually betray and steal from them.

Ofall the fey, only the murder·
ous redcaps (see the MOI1SIrr M(lnlllll
Ill)willingly have dealings with the
shadar-kai, but only out oftheir wild
bloodlust and not out ofany sense of
kinship. Embodiments ofrage and
natural bloodletting. redcaps eagerly
indulge the shadow fey's fall into frus.
lr.Ition and revenge. Sadistic voyeurs,
redcaps flock to groups ofshadar-kai,
opportunistical.ly hoping to hathe
themselves in the \'engeful ways of
shadow fey wa.rriors.

Despite their overlapping tactics and
abilities, dark ones (see the Fiend..FoIio
and "'The Ecology ofthe Dark One" in
DUCON .tn:zz) and shadar-kai share.ll
violent hatred ofone another. While
the dark ones revile the sh.lldow fey out
ofjealousy and their isolationist ten­
dencies, the sh:ldar-kai s«.m to hold a
deeper grudge. Some researchers spec'
ulate that this hatred perhaps ties to
some new shadar-kai revrlation ofthe

future or the dad!:
ones' own inscrul.llble connection to
the Plane of Sh.lldow. Others, however,
hold that the dark ones' mysterious
history might lie with the andent mor­
lal heroes who thwarted the shadar-kai
adepts'dark ritual so long .lIgo and that
a potent racial enmity rem.llins.

IHRDflR-Kfll TflCTIa
As skilled as they are stealthy, many of

a shadow fey's opponents never even
see their attacker,.lIl least not until
they're restrained for a protracted and
agonizing revenge.

Adwnced Ambushers: Both cunning
and ste.llilhy, the sh.lld.ar-kai use their
hide in plain sight.llbility to bunch
surprise atucks whenever possible,
appearing and sneak attacking only to
melt into the shadows. The shadar·kai
regularly repeat this t.llctic, dropping
foes one by one over the course of
multiple ambush encounters, each
lasting little more than a single round.
Such ambushes most commonly occur
in shadowy surroundings as shadar·
kai gain a significant bonus 10 hiding
in such areas.

Cursed Combatants: Above all
things, shadar-kai fear the shadow
curse, Forced to make DC IS Will saves
or suffer negative levds whenever
they are stunned, dazed. staggered,
or unconscious, shadow fey adepts
constantly seek out spdls like owl's
wisdom and magic items like c100ks rf
misronce, ptritIprs ofWisdom, various
ioun slorlt.l, and similar saving-throw
augmenting and Wisdom-bolstering
magics. Shadar·kai swiftly flee from
opponents, making use ofspells such
as dou, sound burst, or word ofcluJos
th.llt capitalize upon this failing.;:















Magic is th~ birthright of many creatures; powers in

ncns ofmost mortals' llbililics that M'cm to gromt
tlKm dominion over I~r r:lICtj", Dngons. behold·

en., tib.ns: th~ beings all rmrnpubtt the world through
~al might. but none hold nustuy over lind rdinc
th6r po..-eT'$ to the dqrff oftM C'niRJ1Uhc and clusiw
~pt'U "'fi!vtn.. N;llunJ sorcCl'«S, u potent as lhq-~ alien,
spt'U ..-eavC'J'S an: the orplu.ns ofan :ancient nnpire. roin~
S«ffilOgly try happt'nstuIC~ CoU«ton, lndCI"I, and lnsr,·
gato", spcU"'ca,-cl'S rvn #ell: a ~y to ~lupc the p~nt.
""hicb Ius perhaps gone terribly wrong.

HlllORY Of THE IPEll WEHlER
Only sten on rare oco.sions. and ..11'0.11)' b«<tu~ of their
in,'ohtmCnl on '>Qffit MCbrIDe to obl:lin m~ic Items b)
tndc, peou~lon.or force. spell "'c:a\'cn art a myslcnous
DCI:' of powulul sorcc:rus. These dusl"c MlnjitS C"idcnu
the lut dC'S<"C'ndanls 01 an ancient. nupnlly "d'7lnct'd
empire' lh.&t, milltnnu a~. sp:mnrd numcrou .. ("Orld
;lind plan",

In lhl lorgoltcn timc'. tht spell .'ca\o:r o:mpllT (Olal IN
of<II vut Inguo: or(olonlC'S, allo:d nod~ .. hich )p:lIIIn~

1M mullilt·r'§e Hul{C pyro.mids ofSIOII<' :lOd ~I('d po..-cnd



by gipntic magial l'iunac:es, tMR
nodes~ WIdely ~puated. often
with only one aUting 00 any single
world or pllone ofabtmce.. All of
them. h(nlo'ner. «lOnmed to onc
mother throush a complcI m:l.t:riJ:

ofmlogical porUls. ThUs, each node
served as a huge pbnar travcl instal.
blinn, capablc cvcn of instantly mo,'­
109 wilh all of its inhabitants to othcr
lOOltions or pbncs,

Thc liD-caIlcd spell wcaver empire
was Largely a noninvuive one-an
~l'ancedcommunity ofintcUcetuai
"';llchcn; ""ho only occasionally sub­
jugated moft primitive crutures 10
r:2Tf'J out mmW chores and hard boor.
\l,bat '"" races they mcountaed that
posed threats the spcll ..nven; gifted
with poooorttfuI magic it~ and mi­

lM=ts. allowing these cuJtluc$ to destroy
tbemschu from "Ilthm (an act somc
spclIllI'Uftrs still practi« in modem
times~Yd. above all. thc spcIJ"'ell\~

wrre mtcftStcd in semantia, a subject
they lud~ fOl' thcJugmb of
ynrs. traveling through thc multiversc
to mm .100 005t'1'VC' neatly ncry cuJ·
tUft inuglluble.. Through the tireless
study and practice of innumenble
symbol and bnguagc codes, thc spell
wcaven; Icarned to lo'~ tbcmseh'u of
thcir physical altribuI~ and n:ltunJ
talcnts like no other nce. d('Veloping
an unc;anny telep;ithy and thc ;ability to
cast multiple spells at ona:.

fcw know ifthe spellwe;aver plan
to acquIre totlol !mo""ledgc ohll
txisting communio.tion w;as thcir
ultimatc goal or ifthe~' had somc
othcr purpose, \llh;at ~ koo'lOll is
thJlt. Jltthc heIght oflheir prospt'r­
Ily, thc spell wca'Cni conducted ;a
gnndiosc lond dangao\» txpt'ri­
menl, possibly an lollempt to alter
rulity.lCr05S Ihe enurc multi"crst.
This txpt'rimenl. howC"u. met ""ith
Ingle f"ilure "nd nused lo nlu-

lraphe ofcolossal proportions. For
uDuplained reOl5Ons.lhe fumJlcn
within every spt'll wcaver node
exploded one after the other ID "

terrible ch.n.n re"ction. oblitent-
ing thc pyramid,,1 colonies and all
their inhahitants within seconds.
etfecti"cly purging the muthverse of
the spell "'eloVer cmpirc in a singlc
moment. Only thc few mcmbers or
the racc who ..'crc away from the
nodcs sum'·ed. bccoming the ances­
tors ofaU modem spcll ....ca,·crs.

PHYllOlOCY Of THE lPilllYEllYfR
Averaging 5 fcet in height and 100

pounds, spt'll ""eavcrs aN: six-Mmed
"hcn.looking Crelltura. Thcir gendcr­
Ins boclie~~ smooth and lu.i.rlen,
nryi"8 brh"«n numerous sh.lldn
ofgray and occasiOnally splolcbrd
or sprdlcd ,.,ith light colo~ such.u
bc~. plllk. or ydl(nlo'. Thcir nccb uc
10"8 and CJ:ceptionally nimble. a110Tt'-
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KNOWLEDGE OF THE SPELL WEAVER
The follOWing fible shows the results of a Knowledge (nature) check related
to spell weive~. Those most likely to know such information are the few peo­
ple who have resear<:hed the ancient spell weaver empire or have knOWingly
done bUsiness with them. Other sourtes of Information might also uist near
the site of,\ node's destruction, wastebnds usually marked by a crater or rIA
ofsome sort.

A:> spell weavers are an extremely ~re rate, Knowledge checks resulting
in tess than DC 1S reveal no information '\bout them. Also, considering their
ancientness and magical aptitude, OMs might wish to change the skill check
reqUired to learn ibout spell weavers from the standard for monstrous human.
oids-Knowledge (nature)-to Knowledge (arcana) or Knowledge (history).

Knowledge (nature)
DC Result
15 Spell weavers are uotic, si~·armedsorcerers who constantly search for

magic items.
20 Spell weavers are silent and aloofcreatures. They sometimes enslave

phYSically powerful monsters to serve them. Spell weavers excel HI maglal
combat and an sling many spells slmuhaneously.

2S Spell weavers are powerful telepaths, although they seem to shun
contact with all but their own kind. Part of spell weaver communicatlOIl
relies on the shifting colors of their strange chromatic disks.

30 Spell _,Ivers can rejuvenate themselves multiple times, each potentlilly
living multiple lives. New spell weavers are sp,\wned through a complu
fltual in which an elder spell weaver dies.

35 The telepathic powelS ofspell wea~elS includes the ability to read the
~memories-of certain magical objects. Their race-wide search
for such items is likely tied to some gre,\ter. mysterious purpose.

ECOLOGY

ing speUweavers 10 turn their huds
completely around with no effort. Fur­
ther adding to their alien nature, spdl
wt~ver blood is metallic blue in color,
similar to quicksilver.

All spell weavers carry chromatic
disks, thin, g-inch·di:r.metcr circular
objects made ofa silvery substance
that is stronger than sleel. At a spell
weaver's will, the disk e:om change
tolor and show a variety ofpattems
and designs on its d:uk surface. These
objects are intimate creations ofspell
we:IVers, actual living elrtensions of
thdr ~in8$. In the nrc case that a
chromatic disk is lost or destroyed.
a spell We:lvt:r can quickly replace it
through meditation. exuding blood
and fluids from the palm ants hands
in the form ofa metallic resin. The
resin is tmnipubtcd to fonn the disk
shape and solidifies quickly. This pro­
cess lakes only an hour but ]c<lves the
spell WC;I\'cr exhllusted.

SpeJl weaven are extremely long.
lived crcatures, with a lifespan near
six centuries. Age d~s not seem to
significantly afft'ct tht'ir physical
abilities, and only lighter skin tones
distinguish older individuals from
younger ont's. Aging. however. is
directly tied to reproduction for spell
weavers in a complex and mysterious
pair ofrituals.

Upon reaching the end onts Iife-a
time spell weal'en seem to instinctu­
ally know~n elder spelll\'eaver can
rejuvenate its body through a special
hibemation trance requiring the
dr.lining ofa near-priceless amount of
ma.gic items. In prepar.ltion, the spell
weaver sacrifices the energies within
its accumulated magic treasures.
destroying them to create a cylindrical
"coffin.~ It then finds a secure lorn.­
lion, as the rite leaves it effectively
helpless for the trance's entire dur.l­
tion. Upon sealing itselfwithin the

coffin, the spell weaver enters a state
of suspended animation from which
it cannot be amkened. This process
usually takes only 11 month, but some­
times lasts far longer, with evidence of
spe.ll weavers 13.nguishing within their
coffins for centuries at a time. At the
end of this ritual, the spell weaver is
physically restored, its skin darkened
and its life rencwed for another six
centuries. This restorative proct'ss
only seems to function for spell Weal­
ers. yet e'"en so they keep its specifics
a mystery from all other races. This
tr2Jlce only functions six times, pro·
viding no benefit beyond that. Despite
their lengthy lifespans and these
renewing trances, however, spell weav­
ers are far from immortal.

To reproduce-an act that is for
spell weavers little more than a final
act ofself-regeneration-an elder
specimcn who has gone through all
sill" rejuvenation processes may per.
form a complex, ritual self-sacrifice
that results in the "birth~of six new
adult spell weal·ers. The rite requires
a special array of breeding vessels
found only in a few rare spell wuver
sites. To perform the ceremony, the
parent creates six new chromatic
disks and places them into the ves­
sels where the new individuals form
and grow in a few hours. During that
time, the parent dies and decays,
eventually disappearing into uoth­
ingness. The newborn spell weavers
rise from the vessels with the fuJI
memories and mental abilities of
the parent.

Spell weavers do not speak, for
their law forbade speech millennia
ago as part oCthe training to develop
their telepathic faculties. They sel­
dom emit noises,:md only as a con­
sequence. When they suffer pain. for
example, they might squeal or grunt
in a high-pitched tone, but nothing
more. Spell weavers have their own
incredibly comple" language ofclicks
and whistles, which they know only
from distant memories. In modem
times, the spell we,\ver language is
experienced only in its written form,
as node hieroglyphs.

-
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PlYOlOlOCY ft"D loom Of TIlE
\pm WIftYlR
Although they still comply with the
dogmtltic prohibition not to spe:lk,
modem spell wc~¥('rs ;1ft fret from
the r181d social struclun ofthe.ir
ancient empire. Sometimu a few
individlUols band together 10 pursue
!he common p! ohcQUiriD8 magic
lltmt, but most members ofihc ra<:C'

are tJ!lenti.al.ly loneT'S.
Spdl ,. elI\~haw two wmplemnJ­

tary~ 10 cornmunif;:;atC' aclu.si\'tly
amongthemKh~ sign Iangu.age
that mUr'S US(' oftheif fkxibk norl and
w-hands and a \i5wl~ bucd
on the colon ofthcir chronutic disks.
Both ofthesc commUftic:;ilion nlC'thods
em COtl\'t}' YC'ry complcx ;md articubtc

meanings, and art totally inromprmen.
sible to otha r.u:cs, Thcyate not m:lun·
chnt, though, for through the combuu.
tion ofsign langu:1gc. chromatic disks,
and tclcp:lthy, spell wavers can deliver
hours oftxpbll:ltion and dialogue in a
few minutes.

Spell weavers ha\~ no religion and
aclil'dy shun the worship ofdei·
t1«. ",(Ul1Dg these brings' divinity
and mysteriously hinting at some
undermining Kcret artheir P09;Crs.
Dtspitc this disbelief. spell wu\'C'n
do revere their ancestors and often
medItate to better understand the
\\ill ofJWt ~neratioM.As all sptJI
\\'u\ers shan: the memories oftheir

forebun:n, tha spirituality is less
like ullW devotion;md mon: a kind

ofpiOUS reminiscence.

DUringlhcsc r«olleetions. spell
W(OI.vo=rs often recall the Time of
Nodes, tM golden age oftheir race
\\hen their pynmicW cities still

uisted.. They n:fer to the CllwlrOphe
that \\ipC'd out tbo=it o=mpin:;IS tho=

Disjunction. and the following age.
up to the present cby.u the Scnb­
bling. In the hopes of reslonng thd
Time ofNoon. ipcU WCll'"o=t'I i«k
out particular rMgic items or, mon:
spccifinlly, aooent gems ImbuC'd
with ~memories"that spcllWC'aven

nn tdo=palhically n:ad. By insp«tmg
these ran: and specific go=ms, many
spcll wca.'ers try to coUect pieces of
what they call the Code of Reversion,
:J magical fonnula dcviso=d bo=fore
the final experiment that destroyed
the spcll weaver empire. The pieces
ofthe fonnula wen: psychomeln­
(lilly inscribed on a series of pn:­
clous stones for security reasons,

:lnd disttibutC'd in multiple copies
to ditrerent keepers throughout the
empire, Any spc:lI \\~aver could acti­

\':lte the fonnub.. but it had to read
and memorize all the pieces first.
The Code of Ro=version C5SCnlWly
fonno=d an incn:dibly powo=rful mul­
tipart spc:U. designed to J'C\'el1lime
in the entire multivo=tsC to the point
when the fonnula \\':lS inscribed.
Awan oftho= risb involvo=d in their
fin..1experiment, the spcllWC'..vers

devised the Code of Reversion as

a cmnce to testore their empire if
something wo=nt wrong. The cat;lstro·
phe, howo=ver, uceeded their worst
expcctations, and tho= inscribed gems
wen: scatlered and 1051. As such,
no spdl wcavn has yet been able

to locate and perfonn the Code of
Reversion. Even the spell \\'eavers arc

not sun: ir:l complete copy ofthe
fonnula has tUM\"ed, :Jnd most gems

sutrer gaps in their memory that
annot be filled. Needless to uy, the

succusful activation ofthe Code of
Rcvo=rsion would incvibbly mun tbo=
erasure ofthousands ofyean ofhl.$­
tory;md the etrective annihi1alJon of

all pn:sent thmgs.
'01 ill spell WC':l\~rs obKss over 1M

put.~. \\-'bile some acupt the
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NODE HIEROGLYPHS
The node-dwelling spell we~vers of ~ncient times used spec;i~1 hieroglyphs to
rec;ord the spec;ifics of their lives, their t",vels, ~nd their rese~rch. Since most
spell we<lver t~blet.s d~te to this TIme of Nodes, they ~re often bl~ckened ~nd

b~dly d~m~ged. The spell we~vers of modem times mely use node hieroglyphs,

but can still undersbnd them perfectly. The hieroglyphs can be re~d ~Ioud with
spells like compre~end !onguoglS. but the text is encoded in ~ w~y th~t its lite",1
tr~nsbtion inevit~bly reYeals nonsense to non-spell weavers. To successfully
make sense oflhe text, a reader must succeed at a DC 1S Decipher Script dleck
In conjunction with comprehend IDnguDglS.

Spell weavers sometimes iUust",ted their tablets with simple line block draw­
ings. The tablet presented here is the Breeding Tablet, one of the most f.!mDUS
spell weaver documents eYer discovered. It shows the sequence of a spell weav­
er's six-life cyde and its final self-sacrifice.

1'Ilin ofthcir civilization and alternpt
to lhc peacefully, others stri,'c to
rebuild the spell ....eaver empire.. To
them, the greatest impediment to
renewed spell weaver mastery is the
,,'orld's infestation by innumerable
humanoid r,lces, which dominate it
through their ,'enninous fecundity
alone. Heukening back to offensive

strategies utilized dUring the Time
ofNodes, these spell weavers are all
too glad to supply such races with the
instruments oftheir ~nnihilation.

THE DIIJUKCIIOK
No spell wea\'er or researcher from
~ny other race knows what accident
uused the ruin ofthe spell weaver

empire and brought about the end of
the Time ofNodes. While spell wea\'­
ers acknowledge that their leaders

were attempting some far-re~ching

magical feat, they n::main unh·ers.al.J.y
secretive ofits specifics. Two com­
monly held possibilities follow.

Ascension: Through their study of
language, spell weavers discovered the
prime form ofcommunicalion, words

ofreality capable offlUnipuL1ting all
emtence. Revealing that deities wen::

little more than bickering entities with
knowledge ofthislanguage. the spell
.....ea'·ers attempted to take their place
1mOng the powers en masse. Their
intentions discovered by the existing
deities. these covetous beings warped
the spell weavers' attempt to c1CV;l\e

the popubtion ofan entire node, cre­
~ting a magical backlash that rippled.
through and destroyed the sJXII .....eaver

NODE NUMBERS
Numbers---espec:ially the number
six-are ~cred 10 spell weavers,
and they have a senarr numeri-
cal system. Spell weavers also
have a decimal system, developed
to cooperate with the ner", (the
enigmatic rulers of the Plane of

Mirrors; su page 117 of Ihe Fiend
Folio) at some point of their his­
torr. The purpose of this coop'
eration was the con$\rudion of a
mirror-b~sed. short-nnge telepor­
tation device. This device consisted
of seYeral pentagonal gates that
connected spell weaver nodes
with selected locations In the sur­
rounding arus. Successful transit

through the gates was achieved
by navigating through a mue of
extradimension~1rooms, using a
numerical code for direction (see
the ShDck!ed City Adlllnlure PDth
for more on this and other spell
weaver artifacts).

empire, along with all knowledge of

the prime language.
Unifieation: Spell .....C;lver$ came to

believe th.1t,at the btginningofcreation,
all ofthe pbnes :md countlCS5 ....,orlds
were in fact one single, balanced n::a.lity.
11lis equilibrium, howe'Ier, "''35 shat­
tered hy the mercurial whims oCthe dei·

ties. Traveling to all ofth~ tngmented
existences md creating their nodcs u
anchol'S, the spell we:'sers hoped to cast
a multiversc-spanning spell capable

ofdrawing the shattered pJanes back
together. The po.....erofinfinite infini·

Ad.....nced Spell Wunr of Legend AIThmag~ 3
M~diurll Oulsid~r (Augll1~nled 1\lonstl'<lu.~

Humanoid. Nlltinl

Ilil nice: 3d4+3Od8+198 (340 hpj
Initiali,'~: +13
Spud: 30 It
Armar Class: 38 (+9 [)ex. + 10 nmural. -M annor.
+2 d..ncclion. +1 insighl). louch 22. nal-footed 29
Rase .\lIacklGrapple: +311+34
Allack: Slam +34 m..lee (ld6+3)
Full Altark: 2 slams +34 m..lee (ld6+3)
Span/R~ach: 5 1\.15 ft.
Spuial ,\lIacks: Frighlful pri'5ence. sf"'II-likt'
abilities. sf"'lIs
Spuial Qualili~s: Arcm", r..ach 30 ft.• chromallc
disk. darkvision60 It. fasl h..aling 5, fire resistance
10. immune to mind-affecllng ell"e<:ts. maslt'1)' of
elem..nls. masl..1)' ofshapmg. r..nccllvt' hide.
shielded mind, sf"'l1 weaving. SR32. lelepathy
Sa,'~s: Fon+20. R..f+30. Will +27
Ahilili~s: SIr 17. Dcx 28. Con 23.lnI22. Wis 19.
Cha 32
Skills: Concentration +26. Diplomacy +23.
Knowledge (arcana) +37. Knowledge (planes) + 15.
List..n +20. Move Silenlly +20. S..nse MOllYe +20.
Sf"'l1craft +48. Spol +37. Tumble +15. Use Magic
[)evice+44
Fnls: Empower Sf"'I1. Improved Initlal"e (8).

MaxImize Spell. QUlCk..n Spell. SkIll Focus
(spellcrall). Spell Focus (conjuration). Spell Focus
(evocation). Still Spell
Epic F~als: Aulomatic Quicken Spell (0-3). EpIC
Spel1casting.lmproved Memmagic. Mullispdl (x2)
Chall~ng~ Raling: 21
Trtllsu~: Ring ofprolection +2. ring of minor fire
resislance. dusty rose loun Slone. dook of charisma
+2. gloves ofdexterity +2. amulN of h..alth +2.
wand ofcure serious wounds
Alignmenl: Usually n..ulral

Fril:hlrull)~s~nc~ (E~): All cr"alur"" wilhin 20 n
muSI make a DC36 Will savt' or bl'come shaken for
as long as Ihey Slay within 20 ft. Cr"alures with 30
.1D or more are immunl'.

R~ntrlin .1id~ (Su): This monSler of legend has a
permal1t'lIl .lpelllllrnmg ..ffccl.

Spdl_lik~ .\bililits: Always active - see i""isibllil)':
at will- detect magic. i""isibllil)': llday - phme
sl,ijI CL3S.

Spdl.~ (6/9991887n67IJ): As 35th·lev..1sorcerer.
DC21 + spelll.."el + 1 for t'vocalion and conJuralion
spells (.). It can caSl 3l'J'ic sf"'l1s per day II can
caSl 3 quickened spells per round (excluding spell
wea,'ing) and all 01h·3rd level spells are
aUlomatlcally quickened. All metamagic sf"'lIle"el
adjuslmems ar.. reduced by 1 (min -t 1).
Typical Kno\\11 Sf"'l1s: Olh - acid spla.,h·. deteet
poisoll. read magir. dallci"g lights·. ra)' 0ffrrw·,
gho." .muml. mage hami. me:,sage. 0l",,,klose: lsl­
bumlllg 1",,,,ls·. mag'c lIIi.ulle·. obscurillg ",iSI·,
ra)' ofe"feeblelllelll, .,Meld: 2nd -lOCale objer/.
Irideous laugluer. mirrrJl·,,,,age. /Ouch ofidiocy.
scon;:hillg rllY·: 3rd - grealer mage omlOr· (already
cast},ftreball·.j/y. sugge.llio,,: 41h -Ioe-me
creature, clmrm lIIollsler.fire slrie"'·, gremer
im·isibilil)'. Slh - C()1Je ofcold·.feeble ",i"d.
teleport·. woll offmre·: 6th - clIOill Iighmi"g·.
disimegrate. grealer dislJeI ""'gic: 71h - fi"ger of
death. force cage·. ",oge's $1I'orrl·: 8th - ma:e·,
polor ra)'·, trap Ihe soul·: 91h - gme·, meteor
swan,,·. li",e .'/Op: Epic -lei go ofme. lorrlof
"ightmores·. rui".

For olher spell " ..aVt'r abilllies. sec th.. fnllowing
page. 11igh arcana abIlities are delailed in DMG



ECOLOGY

ADVANCED SPELL WEAVER

BATTLE WEAVER

Setldng to master Ift*t fNIic, most spell~ acMnoe IS so~rsor wiards,
~nl the ¥dlmqe or~ ;my prestige cbs$ from Comp!m AiaJne natu~1 ~ths

for marlY. Adhering to a strict atheism. spell~ nCYer ~nce ~ defies. More
1'N~1Iy minded spell weavers benefil: greatly from the e1dntch knight arid spells.
word(sce~~rrior)~~

SomespelwetvefStrain ttll!l,lSdvts to make uset:lan extra ~;r of~nds in comM-.
~SpelI~r.StrlS-

Benefit: Spell weavers with this felot g~;n two additiorl..1slam attacks. These
addition..1attiIcks are primary attacks and ha~ tile ~me att..ck bonus as the
spell WUYel"s othet' slam attacb.

NormII: Spell wsvets an normally only make two slam atlicks.
SpKt.1: Aspell_an take this feat twice, allowing II to make use of all

six arms in mmbat. This feat mak~ spell weavers eligible for the Multiweapon
Fighting feat (see p,a")04 of the Monster MonulIl).

lPm WBlYIR RUlIIl
Rav:lged by the Disjunction. the mins
ofspell weaver nodes are thousands of
yurs old-relia ofan empire lost to
time. Extraordimrily scarce, multiple
nodes rarely exist on a single wodd and
never on the same continenl

Evc.ry node has a similar structure,
with a main pyramid that towers more
tl1m 500 feet WI. At the top perches a
great crystaJ lamp on«: capable ofillu·
minating the surrounding landscape:
with a pulsingaxure light. With all prob­
ability, thtse lamps acted as a magical
homing beacon for other spell wea\"tr
planar travel &cilitits.

Inside, the most important room
of any node was the breeding
chamber, the home of the magic
cylinders necessary for spell ""eav­
ers to reproduce. Only a few of
these rooms survived the Disjunc­
tion intact, and they are desperately
sought out and jealously guarded
by modern spell weavers. Secondary
10 the breeding chamber was the
mortuary, a many-floored hall that
protected spell weavers undergoing
their rejuvenating stasis. Deeper
than these rooms slept the heart of
the node, a gigantic magical fur,
nace. While those in every node ever
discovered have been destroyed, an
active spell weaver furnace is capa·
ble of producing effects on par with
the powers of the deities. As such,
spell weavers throughout the planes
dream of finding a near-mythic live
node furnace.

to the FORGOTTEN REALMS, the
Tortured ~ds and the Fillen Lands
both make likely spots for spell weaver
ruins. to ElIHUON, a spell weaver
node might appear somewhere in the
Demon Wastes or deep within mysteri­
ous Xen'drik. The Shadilal OtyAdvm.

tl.<n Auh and the adventure "The Spire
of Long Sh:ldows,~ in DIJNC[ON #130,

aJso suggest further spdl weaver plots
and designs.. ;:'

ties proved too~t for even the bold
spcll wea\'eI'S, though, and their first trW
wiped their empire from the ~ity they
hopM to save.

otbilltiB Str 14, Delt H, Con I3,Int 20, WI$"
19,CN16

SQ dlromatic disk, immunity to mind dfed$,j

shklded mind.~1I_ng
F.m ~WUller,Empower Spell,

Enlarge Spell, &tend Spell, Helgtlten
Spell. Mult~fIOn Fighting, Spell Focus
(abju~lion~ Spell FoaJs(eYOClItIon~ Spell
PenetratIOn, WUfIOn For:us (Iongsword).
Wupon Spedalizortlon (long sword)

SkIh Oimb +n, intimidate +IS,Jump +10,
KlIOWledge (arcana) +19,KnowIedge
(histoly) +IS. KnowIed~ (religion) +10.
Knowledge (the planes)+IS. Listen +13,
5or.In:h +9, ~1CT.Ift +19, Spot +14, Use

Magic: Device..14

Pcls-'ons +4 mithrol shirl, +2 spal storing

bng$lll(ll'd, J +11on9~ omultr of
noWrlIJ ormor +2. chromatic disk, Wpadt

cmom.tlc Dille Xh<M3's dlromaticdrsk I
holds ten additional spell~ ofenelJY.

By holding the disk in one hand the spell
we;aYerl:ilnl:ilSla~1I th~tit k~~nd

expend spelt Ievds lfom the disk ...lh~
INn from its number ofspell slots

Shielded MInd (Ex) Sh<M3's mind l:iInnot be
read by ~ny muns.. Those tN! try must
make a DC 11 Will Pte or be eot1jiMd for
Id6d~ys.

Spell Www/ns(Ex)Sh<M3l:i1ncastmultJple
spells at ~ time;n long;n the sum of their

spelllevds ~~ equal to or less than !he
number ofhands it has free

Telepathy (S4I) In addition to the bask
effects of telepathy, Shav~ can
communiate by thought with any oth~

spell weaver within 1,000 miles.

SCHAYRA CR 12
SpelI_fight!!, 4
N Medium monstrous humal'lOld
Mo:InsW MrlIIlllIIIIIIJ7
Wt+l;s.-~6011,

~Ustm+l1.Spol+ll

Spd 30 ft. (6 squms)
~ +2 speIl.storing /ongswoId

+15/+10/+5 (2d6+6/ll-2O)ancll +1
/oogsIuor'ds ..14 (2d6+5f18-1O)

...AIIt+14;Grp+16

SpecW Attd. $fIdI-lilce ~ities, spells
e-bIIe;., pociofI cfllull's SfwlgIIl

s,.k "'-(Cl16lh, romp touch +16~

6Ih (Sf<by)---cflGitl JigI¢ning(DC 20).
WCIIlcfirott
5th (6/Wt)---cfmkl (DC 1~

~"a,~'$

4ttI(~~(DC 17),
dimInsion doot,/ft sIIiIId, stonr sIOO

3rt! (6/d~}-di$pd rrt(JfJk,frJ,1lc2su. rage
2nd (6/d~}--4Ittr sdf. blur, wdl (DC 15),
~~, sc:ordIirIg 'l!J' (IX: 16)
ht(6/d~)-bumins 1llInds(DC IS~

idcrTqy,jump, ""'9'K missiIc, shitdd
0(6/~~ IigMs,dtt«l magic.

jkrR, light. mogc /lQnd, ..-.~ if
fiosl, cood!r!ftrtigue (DC 13~~

SpeI.iIrIt AblIItIes (CL 16th~
~ iId__ ilWisibllity

At wilJ.....deuct f!109i(, Il7IIisilNlity

11_....

ItA: 11, touch 12, fbt..footed 2~

hp85{14 HD)
SUI
Im_mincHf5:cll"l efa::Is
foft+8,W..9. WII +14
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