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INTRODUCTION

You hold in your hands a guide to the enigmatic world of the underdark — the
massive network of caverns that laces the earth’s crust under the surface world of
your fantasy campaign. The underdark is far more than just dungeons and caves. It is
a veritable underground continent, populated by advanced civilizations, ancient ruins,
sunless seas, alien magic, bizarre creatures, and the horrid denizens of the gloom. The
standards of the surface world hold no sway in the underdark, and its mysteries,
ferocity, and danger will challenge even the hardiest of adventurers.

This book is a guide to creating characters and campaigns based in the under-
dark. It can be used to generate a compelling underdark world and intriguing charac-
ters to adventure there. Underdark adventures are easy to integrate with an existing
campaign, as the very nature of the underdark lends itself to layering — simply arrange
for the discovery of a subterranean portal, and the land beneath your existing cam-
paign has a new life.

The Underdark Adventure Guide is divided into four chapters. The first chapter
examines the characters of the underdark, especially among the most populous races:
the drow, duergar, derro, svirfneblin, and troglodytes. This section defines the most
renowned traits of these races, introduces a variety of new prestige classes, then con-
cludes with new equipment, feats, and skill applications useful to everyone. Some
new races and concepts are also introduced, such as the gloom barbarians and
radiomancer class. You can use this section to create PC adventurers or flesh out the
NPCs they will face.

Chapter two introduces a variety of new monsters suitable to life in the under-
dark, while chapter three provides guidelines for creating an underdark campaign.

' These guidelines are mostly for inspiration — a collection of keywords and ideas that
can help you get started on a new campaign, or tie together elements of an existing
one.

The book concludes with chapter four, which describes several points of interest
in great detail. These cities, camps, and other locations can be dropped into your own
campaign as needed, or inserted in their totality as an already-defined area.
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CHAPTER 1

UNDERDARK CHARACTERS

_ Every fantasy campaign eventually encounters tilfbred (a character raised by a race other than the
underdark, though each knows it by a different namane that spawned him). All allow characters from evil
~To some, it is nothing more than the typical dungeoraces to be played with non-evil alignments. ~
\where adventurers never question the source of the But before we get to the templates, let’s look at the
“lvibrant dark life living under cold stone ceilings. Taaces. The following racial descriptions apply to the A
others, it is the hell beneath the surface world, whegical members of the most common underdark races:” »/ ;/ 4
‘the darkest, deepest dungeons break through to uwhstdeep dwarves, derro, drow, duergar, gloom barbar-*\‘%
underground chasms. To still others, it is an alien lanians, half-drow, svirfneblin, and troglodytes.
scape whose well-hidden secrets are worth their

Weigglztintr?grlg’.s one aspect of the underdark that's Ncm R“ccg

understood by adventurers in all realm: evil and every-
thing that comes with it. The sunless nether regions are
full of cruelty and depredation unknown anywhere
else. The vengeful drow, mad derro, and primal ﬂEEp mlmRF
troglodytes inhabit a savage land. Every day is a fight
for survival; every passing moment, an opportunity to
(/kill or be killed. In the underdark, even the hunters are The “standard” dwarf is actually a subspecies
/" hunted. known as the hill dwarf. The hill dwarf is closest to the
This chapter looks at the characters who surviweirface and thus the most common type encountered |
in such realms. Each of the common underdark radss surface dwellers. As one descends deeper into the
is described below for use as player characters wrderdark, many other kinds of dwarves become com-"
NPCs: the deep dwarves, derro, drow, duergar, gloanon. The mountain dwarves live deeper under the-
barbarians, half-drow, svirfneblin, and troglodytes. mountains than hill dwarves and are smaller and_',.
Despite the evil lands in which they were moldedighter in appearance, but retain the same basic traits.j- A
characters from these races need not be evil. In fa8till further underground, in the underdark proper, are ¥
they shouldn’t be; adventuring is far more heroic witthe deep dwarves and their evil cousins, the gray-":é,
" noble characters. To handle the possibility of charadwarves or duergar. Still one more variety of dwarf,
/! ters whose backgrounds are radically different than ttree mad, degenerate corruption of the base dwarven’
usual for their race, we present a new character cateck known as the derro, can also be found deep W&
cept called the racial template. Just as with a monsterderground.
template, this is a tool for customizing a race to fit a Of all the underdark dwarf subraces, the deep
specific role in your campaign. Each racial templatwarves are most like their surface cousins. Physical-»
,.gives a new spin to a character’s racial backgrourig, they are the same height and only slightly leaner.” 1
~. replete with new abilities and opportunities, but with &heir large eyes are washed out in appearance, and . \§
cost. their hair tends be brighter, including shades of red and
The racial templates are described in detail diionde. The biggest differences are in fact cultural
page 16. They are the exile (a character rejected by t@ther than physical; the deep dwarves are isolationist
&  race for his differences), the vindicator (a charactand standoffish toward non-dwarves. Their main con- Wk
| caught in an eternal struggle with his own dark naturéjct with the outside world comes from trade with their. "
.~ the shadowkin (a character whose family ties and logrountain and hill dwarf cousins, who in turn ferry -
alty are too strong to break, but whose different worl@oods to other races.
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“underdark campaign can choose to be a deep dwarfcém sometimes push them to take a risk. Normally, th
¢ all respects except the following, they are like their hifirst few days of an internal power struggle are marked W
dwarf cousins. with fear and tension. They wait for a clear victor to
’ emerge in a struggle, then quickly pile on to claim
™ DEEP DWARF RACIAL TRANS alliance with the victors and mark their share of the
spoils. The loser in a derro power struggle invariably
Deep dwarves are like regular (hill) dwarves in alkies alone.
= respects except the following traits. In battle, the derro organize themselves into a/
Their racial bonus to saves against spells anigid military hierarchy despite their chaotic align-
spell-like abilities increases to +3. ment. With the individual derro too weak and puny to
Their racial bonus on Fortitude saves against pdight well on his own, this race long ago learned tha
sons increases to +3. the leadership of a savant goes a long way toward \
increasing their combat effectiveness. When facghf
with an enemy, the derro rely on ranged attacks, o) \ i
Light Sensitivity: Deep dwarves are dazzled igon, and magic to overwhelm their enemies. Few derro J
bright sunlight or in the radius ofdaylightspell. carry weapons heavier than a dagger, as they are to
small and weak to handle larger arms.
Physical Description: Superficially derro resem-
DE““U ble a strange variety of dwarf. They are short like th, i
cousins, but are noticeably thinner and weaker. At4HE
same time they are much more nimble. Their Sk_l_
These petty, debased dwarf-human hybrids forwhite with a bluish tone, and their staring eyes'al
I cruel empires that seek to subjugate all they encounsalid white globes with no irises or pupils. They ha__,
A derro’s value is measured in the strength and skill béimanlike body hair, but their facial hair is markedly:
those he can brutalize and command. Led by twistdiiferent from the dwarves; while they have long mus
spelicasters and scholars known as savants, the deéaahes, they never have beards. Their clothes are .n
campaigns of conquest against their neighbors are ofiym animal hides, often the reptilian creatures of the Y
halted when internal dissension within their ranksnderdark, and their armor is leather studded with cops:
grinds their attacks to a halt and splinters their socigtgr or brass.
.jinto warring factions. Relations: When dealing with other races, the

They have darkvision out to 90 feet.

who relies on a small core of students and soldiersttzes merely as a ruse to buy time for an attack. WH
1. keep him secure. By supplying his closest core of fotormally timid and cowardly, the derro are too ambj&#
' lowers with loot and slaves, a savant can buy their loyeus and greedy to remain peacefully in their realms®
‘alty and bend them to his will. Within that core, théor long. They may have nonaggressive relations with
derro struggle to earn the savant’s favor while simultaeighbors at any one time, but this never lasts.
\ neously plotting to overthrow him and seize his posi- While as a whole derro have no friends, individual
\, tion. Most derro make an effort to put forth an amicaavants sometimes seek other creatures as allies. Eye §
\ ble face towards their fellows, hoping that should tgrants sometimes work with them, using the derro as
revolt occur they have not needlessly antagonized thgies and scouts in their schemes. Some of the mo :
‘group that comes out on top. accomplished assassins in the underdark are derro. ;
Personality: Derro are above all else cautious, Most derro savants seek to seize magical weaporiga

= their greed and hatred being the only two things thad arcane lore from their enemies in order to impro [ .




ke Abilities: At will — darkness, ghost =

¢their hold on power. Items that deal with enchantmente Spell-li

spells such asharm persoror dominate persorare sound 1/day —daze(DC 13), sound burstDC

particularly valued, as they can be used to ensure a fol- 13). Caster level 3rd.

lower's onalty.. _ _ « The derro are accustomed to fighting in the dark-
Alignment: With markedly few exceptions, derro gt quarters. They receive the Blind-Fight feat for

are chaotic evil. free at first level.

Derro Lands: Derro live in chaotic warrens that . . )
are usually won through conquest. They do not build” Stealth: Derrp feceive a +4 racial bonus on Bee
strongholds of their own, preferring to take what they and Move Silently checks.
can through might, magic, or subterfuge. By their * Automatic Languages: Dwarven, Undercommon.
nature they are restless, and they will occasionally pick Bonus Languages: Common, Elven, Gnome,
up and move camp quite suddenly, especially if their Goblin, Terran.

L savants sense an opportunity or divine a threat. e ECL: +2.

Religion: Derro revere chaotic deities, usually

“those devoted to cruelty and magic. There are few cler-

Fics among the derro, but those that do exist usually Imﬂm (ﬂﬂﬂ" ELVEQ)

- .choose two of the domains of Chaos, Destruction,

\\Evil, or Trickery.

Language: Derro speak a corrupted version of  As cruel and deadly as surface elves are happy
~Dwarven that can be understood by normal speakesfid mirthful, the dreaded dark elves are the harsh mas-
They themselves can also understand Dwarvesrs of vast underdark caverns. Merciless in battle,
Undercommon is also common among their numbergunning in trade, and always ready to slip a dagger

Adventurers: As the savants hold most pOliticalbetween an unsuspecting rival’s ribS, the drow
power, some derro rebel against this order by leaviggitomize all that men and elves fear of the
their society and seeking their fates elsewhere. Thegfierdark. The drow are pure, unfettered evil.
rogue derro are even more cruel, vicious, and greegile a few among them may grow to throw
than normal, as they possess the rare courage gfctheir evil ways, most deeply enjoy inflict-

inventiveness to stand alone. ing pain and crushing others on their road to § 2 : Z \
power and wealth. The cruelest bandit king, v
DERRD RACIAL TRANS the most loathsome human priest of a black J

Derro as monsters are often inflicted with a for od = these villains have nothing on e

' of racial madness. This gives them certain immunities°™- S
. ; . Drow society is founded on the rule of
(to confusionand insanity spells, for example), but . ,
. those wily enough to play the dark elves
makes them unsuitable for use as player CharaCteraborate deadlv political aames. A single
Derro PCs are considered sane. They possess all %56 ' y P 9 ' 9

usual traits of dwarves, in addition to the following. misstep in supporting the W“’”? priestess or
archmage can lead to a noble’'s death at the

* Ability scores: Derro are scrawnier and smallefands of a royal assassin. Unlike surface elves,
than surface dwarves, but more agile. Instead @ drow breed in great numbers. Living in the
the usual dwarf ability bonuses, they receive a sfamped, resource-poor confines of the underdark,
bonus to Dexterity and Constitution. they ruthlessly cull their ranks of those who lack the

« Spell resistance 15. intelligence, skill, and political acumen to survive. In

keepin with this, all drow have the same opportunity to

. N ) rise through society’s ranks. In regions where religion

* Sunlight vulnerability (Ex): Derro take 1 point of yjays g critical role in drow society females enjoy a
temporary Constitution damage for every hoypaior advantage over males, but in most underdark
they are exposed to sunlight, dying when thejgaims hoth men and women in drow society have equal
Con reaches 0. Constitution points are recovergge-ess to power. However, drow women by traditioci' :
at the rate of 1 per day out of the sun. Nonnatuiighiq several important advantages described below. = /!
light of exceptional brilliance mqkes them severe- A grow inherits the goods, position, and rights of *
ly uncomfortable, but unless it is the strength of fe|iow dark elf should he kill him. For example, the """
the sun they do not suffer any specific ill effectsqeen of a dark elf realm inherits her station when she ‘&f y

« Proficient in all exotic weapons of derro origin,personally kills the former queen. In this manner, dark
including stone fang crossbow bolts. Derro are netves at all levels continually work to defend them-*
proficient with the dwarven waraxe or dwarverselves against those below them while scheming to
urgrosh. topple those who stand above them. While in theory

» Darkvision out to 30 feet.
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instability, in practice murder is treated as a seriou® better than animals, though they are capable
undertaking. A soldier who kills a merchant may inheing their disdain long enough to cheat them of t
it his business, but if he runs it poorly and costs himluables, sabotage their defenses, conquer
investors money, he is soon killed and replaced byaamies, and enslave their citizens. Warfare is an impo&s
more adept dark elf. Successfully slaying a rival tant part of drow culture, as a successful military cone
only half the battle. Once a murder is completed, mander can claim new territories and booty to he
dark elf must have the talent and foresight to hold diolster his prestige and power.
to his newly won position. While the drow can restrain their inherent maleVis
: As a drow advances in society, she gains a widéence to deal with other races, when faced with s E
/y/ range of responsibilities and positions. A young drovace elves their blood lust overwhelms them. The drows
may kill a merchant, an ambassador, and finally ldame their cousins for their current state. Accordings |
courtier to earn a position in the royal court. Obvious$e legend, the drow once ruled the surface world. f\ A
ly, a single person would have trouble holding on tithe smartest, most beautiful, and deadliest of the elves ‘V
“ those jobs. Thus, the drow developed a second mettiody were the favored worshippers of a few elven r ;
» for advancement in society. A drow can legally handgods. Interestingly enough, some sages amongst su ‘.;
‘position she has earned to a follower or ally, helpirfgce elves support this history. Where the two groups
her supporters rise in the ranks with her and buyirge at odds is how the dark elves ended up in the
™. their loyalty. Of course, the drow are fickle and prongnderdark. The drow maintain that the surface elves
" to turn against those who have aided them in the pasetrayed them with an elaborate ruse that turned the
Personality: Drow are the ultimate egotists.gods against them. The surface elves claim that the
Many of them consider other living creatures, evetark elves grew spoiled by the gods’ favor. In truth, a }
other drow or their own children, to be mere tools @reat civil war amongst the elven pantheon led to the
- playthings. The typical drow acknowledges his owdark elves’ banishment. A few vain, greedy deities )\
sentience but cannot comprehend that other creatuneaped many gifts upon the drow and encouraged
have emotions, desires, or beliefs. Some sages posiiem to establish their dominance over other elves and
~late that this view is a minor form of madness, one thiareign races. As the drow grew more aggressive ai
\ drove the dark elves to the underdark when they foughpacious, the other elf deities begged their kin |l
their good-aligned cousins. Others believe that thestrain their followers and prevent war. Already, the
drow elves’ dark gods instilled that belief into their folgods of the humans and dwarves had threatened ig :
lowers, ensuring that the drow would remain faithfudeclare a divine war against them. Enraged that t
to the cause of evil despite their elven heritagkin would betray them, the gods of the drow swore
Regardless, the result is straightforward: the drow allestroy them. The great civil war that erupted d
_"evil right down to the core. They have no moral comnated the elf races. In the end, the drow were force
1 (straints whatsoever; survival is their only motive.  the underdark. Since then, they have sworn to &
Physical Description: Drow have jet-black skin themselves against their surface kin and the ott
I.: and pale hair, with white being common. They tend tmated races that dwell beneath the sun.

-
-

be smaller and thinner than other sorts of elves, and Alignment: Drow are invariably neutral evil. A‘
their eyes are usually a vivid red. Their clothing an@w are chaotic; even fewer are lawful. AlImost none—
armament frequently exhibits an arachnid or insectodde anything but evil.

theme, including everything from jewelry to armor  Drow Lands: The drow rule vast underdark hold-

y founded on dishonesty couched in political poweng them.
" ploys. Religion: Drow worship a variety of deities, but
Drow are too greedy and opportunistic to engadkeir patron is the great Spider Goddess. The hideous
in the same mindless campaigns of conquest as otBeider Goddess grants access to two of the following

\ races. They gladly engage in trade and commerdemains: Chaos, Destruction, Evil, or Trickery.

\. However, just as all drow who are close in power Language: Drow speak their own language, a
eventually turn against each other, so too do the drowgenerate version of Elven that has been separatd
‘slowly prepare to conquer and enslave their trade pdrom its mother tongue for so long that its origin is
“ners and non-drow allies. Drow have enough troub&rely recognizable. Speakers of Elven can still comi:
thinking of members of their own race as sentient cre@unicate with drow, and vice versa, but the commu EF :




¥ ‘cation is awkward and slow. For game purposes, the of an elf.

drow language is considered Elven. ~« Automatic Languages: Common, Elven, Under- -,
Adventurers: Adventuring is a part of drow soci- common. Bonus Languages: Abyssal, Aquan

ety. The scheming drow houses are constantly maneu- praconic. Drow Sign Language, Gnome, Goblin.
vering for a better position, and this often involves
power brokering, alliances with other factions, and
quests for powerful magical items that may increase dazzled : h J he
the house’s power. At the same time, drow are always ?ri azzled as long as they are exposed to thewy
pursuing trading missions to increase their house’s ignt.
wealth, as well as raiding enemies where it is prof-* Favored class: Cleric (female) or wizard (male).
itable. On top of all this, individual drow often adven- « gcL: +2.
ture to become more experienced so they can better
their chances in drow society.
I\ There is one final reason why drow adventure.
L Their primary deity, the Spider Goddess, demands a [mcn[mn (Bnng [mmnvcg)
test of her most faithful followers. When an above-
-.average drow reaches sixth level and shows great - .
. . Tough, vicious, and prone to outbursts of vio- (.
\"promise (as most PC adventurers generally do), hq is 4 AR
; ence, the duergar rank below only the drow in terms ¢ /) |
sent on a quest by the Spider Goddess. The nature fo ) . g o L il
: : of the pain and misery they inflict on other races of the ~ »
~the quest varies considerably from one drow to th . O
! . . . éep realms. Duergar society holds that there are two*\
next, but it always furthers the interest of drow in gens T ) : . | ;
d . ! classes of individuals: those who live to inflict pain, 2
eral and the Spider Goddess in particular. In a sense . . : LA
. . nd those who live to suffer it. Torture is a vocation in =/
the quest is simply an elaborate test of the drow’s ab?jl— : . :
. . . ergar society that they pursue with a passion second '/
ities. If the drow passes the test, it advances in level . )
. . , ora]y to their love of gold.
and is marked as one of the Spider Goddess’ favore
Duergar, also known as gray dwarves, are\ -~

children (a status that confers no special abilities paerrranged in a strict caste system. The four castes A& 28y

se, but can occasionally be useful). If the drow fails, . . . 3
: . . Ppriest, scholar, warrior, and craftsman. The priests
however, he becomes a drider (as described in f?} . . .
! : attend to the worship of dark gods and devils, particu-
MM). Driders are hateful, spiteful creatures — even : o , /
) Jlarly those diabolic fiends who command Hell's great:
more so than drow — and as failed drow they enjo
. : eapon shops. Legend holds that the duergar were
nothing better than to watch the suffering of drow who . )
. \ once normal dwarves who, blinded by their love of
completed their quests. ’ : -
U gold and endless quest to perfect their metalworking E
A A skills, sold their souls into Hell's service in return for
DROW RACIAL TRAITS the devils’ secrets of weapon and armor crafting.
Drow possess all the usual traits of e|VeS, in adthether this Story is true or not is debatable, but What
tion to the following. cannot be denied is that derro clerics commonly offer "

Jprayers to the dukes of Hell and regularly call forth '_.’ B

Ability scores: Drow are similar to their surfac . S of
cousins in many ways. They receive a +2 bonus guis to serve them. N
' The scholar caste deals with all forms of knowl- &

Dexterity and a —2 penalty to Constitution. Drow . . . o 7
: : dge, such as arcane studies, history, and military sci-#
also receive a +2 bonus to Intelligence, and malg ) . .

: : -ence. Torturers, executioners, and spies also fall into*
drow receive a -2 penalty to Charisma whil

. : this caste, as their work is considered a scholarly art’
female drow receive a +2 bonus to Charisma. ) A
from that encompasses anatomy, physiology, and the |
Darkvision to 120 feet. This replaces elven Iovvstudy of foreign lands respectively. Wt
light vision. The warrior caste is made up of the fighters, bar-/ /&
Spell resistance of 11 + class level. barians, rangers, and blackguards who form the bulk-
rﬂ; the duergar legions. Fearless in battle and com- /.
manded with a chilling precision by their battle-hard- &8

) o ) ] ened war captains, the duergar legions are perhaps the "
Spell-like abilities: 1/day -dancing lights, dark- ,qst feared hosts of the underdark.

ness andfaerie fire as cast by a sorcerer of the  The final and most important caste is the crafts- ‘—_:'

drow’s character level. men. Responsible for forging weapons, armor, and ¥ k7
Proficient with the hand crossbow, rapier, andther items, members of this caste are the only duergar. s 4
short sword, as well as all exotic weapons of droallowed to keep slaves. Serving as a sort of nobility, a 6
origin, including the qui-jhus rakkha and spideprosperous duergar craftsman may have several house

fang. This replaces the usual weapon proficiencibsld clerics who call on devils to advise him on his®

 Light Blindness (Ex): Abrupt exposure to bright
light blinds a drow for 1 round. Thereafter, they

+2 racial bonus to Will saves against spells a
spell-like abilities.
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investigation. Duergar are placed into communal
after birth, usually in a settlement far from their p
of birth. This tradition makes family bonds utterf
unknown, leading the duergar to place their loyalty
the state and its masters above all else. I
All young duergar begin their lives as members ¢S
the military caste. Only those who prove talents
other areas, such as magic or torture, are given acce
to other castes. In any case, a young duergar mus
the support of an elder member of a caste before he
enter it. The youngster serves as his sponsor’s appr
tice and heir, with successful duergar taking on |
dozen such followers over the course of their lives and 4
lesser ones taking on one or none. Competition ‘V
amongst apprentices is vicious and deadly. Murder isH r ;
encouraged to ensure that the most skilled and deadly#
duergar survive to take their master’s place.
Physical Description:Duergar are emaciated and
nasty-looking, with gray hair and skin. Most are bald
(even females). They dress in drab clothing that is
designed to blend into stone. Despite their love of
gold, they rarely display ornamentation; they only /
wear jewelry in their lairs, and even then it is always 3
kept dull and simple. ,
Relations: Duergar are perhaps hated even moreg
than the drow, for they are more prone to torture and$
painful enslavement. A drow warband may slay eve

living creature in a town, but the duergar will go oné

| craft and rule, scholars to help him forge magical itemge further: enslaving them and then working them 'to
and warriors to defend his ore caravans and his estajgath. Except in exceptional times of common interest;

- Slaves include all captives taken on raids angduergar settlement never has good relations withaf

~~duergar who fail to find a place in the four castegther race. Even the devils and other creatures

‘ These wretched creatures are forced to toil in tRerve and trade with the duergar regard them with §§

_“mines for their masters, where many of them agfcion and malice; each partner in a duergar trad

worked to death, animated as zombies, and set baclémays ready to seal the deal in blood if the other$

= digging. makes the wrong move. Duergar characters will f

¥ Duergar society is vicious and cruel. Its ironclagonstant suspicion and dislike from other races, €

I laws strictly define each dwarf’s rights and responsiose of the underdark.

' pilities based on their caste and position. Slaves have Alignment: Duergar come from organized socit!-
no formal role in society. As they are seen as propergfies with reprehensible philosophies. They are ovekj["
the duergar treat them more like objects than livinghelmingly lawful evil. ‘#
things. Given that the duergar hold that all non-duergar Duergar Lands: Duergar cities are carved out of ||

| are simply slaves who have not yet been bound inee hardest rock and the deepest caves. They prefer

*\ chains, they frequently invade their neighbors and exge |ocated near other societies (the better to conquer

!/ cute or enslave anyone foolish enough to enter thgiem), but they do not like to occupy large, spacio§
realms. caverns. The more wide open an area, the more né

Crippled, old, or permanently injured duergar argus the duergar get. A dead-end tunnel carved out

. forced into slavery. In some ways, duergar slaves aigrd rock is easily defended and hard to locate — a

" treated even worse than those taken from other raa@sis the kind of place the duergar prefer to settle.

The duergar see such wretches as the failures of their Religion: The duergar worship a joyless god who
race. Those who embody everything that is weak agémands constant toil, as well as a lesser pantheon of

\ Useless must be purged from the race in order to allaggressive, evil conqueror-gods. Their close contact

\ It to take its rightful place as rulers of the world.  with devils and other creatures of Hell often leads

' Personality: Advancing in duergar society is athem to worship such creatures as well. A number o
‘matter of murdering those above you while evadirguergar clerics are acolytes of dark devil gods. _

Z"undue suspicion. Assassination is commonplace, with Language: Duergar speak their own language;
few murders drawing anything more than a cursobastardized form of Dwarven, as well as other co

W
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’mon languages of the underdark. The duergar ldife in the underdark. The earliest gloom barbari
guage is considered Dwarven for all practical purpogere not one race, but many different human tribes !
es, as communication between the two tongues is pfis€ed into the underdark for their own reasons. Some
sible, albeit slow and halting. were escaped slaves; others, refugees whose surface

Adventurers: Duergar adventurers are frequentlgocieties had been ransacked. Still others were adven-
escaped slaves. Being bound into servitude by ydurers who settled underground or failed explorers
own race is enough to make anyone think twice abdotced to eke out an existence after becoming lost in
how they were raised. Other duergar adventurers #ne endless tunnels.
slavers who grew tired of their profession, or losers in  Over time, the perpetual gloom and the proximity.- |
a power struggle who face enslavement if they retuof underdark radiation wrought changes upon these.*}
home. In every case, duergar adventurers are forcedtmnans. They developed low-light vision and then {4
leave home by circumstances, rather than choosingdtirkvision. The absence of light turned their skin

L. do so; it is extremely rare to encounter a duergar withite. Unlike the drow, whose genetic propensity.

4" an alignment more benevolent than neutral, and eveward dark skin is a mark of favor from their god, the " //]

. the few neutrally aligned duergar slow a strong meafowly mutating humans had no divine patron. They
streak. were twisted and corrupted, rendered savage by the
primal necessities of underdark life. Physical changes - :
' DUCAEAR RACIAL TRAIS matched the mental ones, and the gloom barbarians' @
_ were born. B .
: .D_uergar possess all the usual traits of dwarves, in Now the gloom barbarians are a recognized fac: \‘
“addition to the following. tion in the underdark, though they are considered scat—'*i

Ability scores: Duergar appear emaciated but atered and weak. Their tribes scurry about the larger &

not as unhealthy as they look. Instead of the usisaicieties, scavenging where they can and fighting
dwarf ability bonuses, they receive a —4 penalty tehere they cannot. Unbeknownst to those who would

Charisma and a +2 bonus to Constitution. dismiss them as rats scurrying amongst the wolves, the/ |

gloom barbarians know far more than they let on. ' 17

vsi h q ) IThough disorganized and without a homeland of their 7%
Immune to paralysis, phantasms, and magica n, they have the power of underdark radiation on

alchemical poisons (but not normal poisons). Th{ﬁeir side. Over time, they will be like the rats that ~

FERRCe t_he standard dwarven racial bonus §Bread a fatal disease, undermining the most powerful
saves against poison. of their doubters.

Spell-like Abilities: 1/day —enlarge persorand Personality: Gloom barbarians are dour and
invisibility as a wizard twice the duergar’s leverim. They are suspicious of strangers and distrustful

%
Y

Darkvision up to 120 feet.

and whatever he is carrying.
Proficient in all exotic weapons of duergar originsiders. Among the tribe, when times are good, they are’

inc|uding the axe hook. Duergar are not proficieHﬂnOWn to have festivals and celebrations. But this side;
with the dwarven waraxe and dwarven urgrosh. is rarely evident.

Light Sensitivity (Ex): Duergar are dazzled in Physical Description: Gloom barbarians are %
bright sunlight or within the radius ofdaylight clearly of human stock, though far removed from sur- L/

spell face humans. Their skin is a pale, ghostly white, q 1
' almost translucent in bright light. Their hands have.
+4 bonus to Move Silently checks. become gnarled, and their nails are long and clawlike.. 1y
+1 bonus to Listen and Spot checks. They are hunched and stocky. Gloom barbarians are ! I-..' /

Automatic Languages: Common, Dwarven, Urfe_tlways filthy, with matted hair and dirt-strewn faces. ||

dercommon. Bonus Languages: Draconic Giar;l{hey do this intentionally to blend in, for it is only by
Goblin. Orc .Terran ' ' stealth that they have lived as long as they have in the ™

] deadly gloom.

Favored class: Fighter. Relations: Gloom barbarians are hunted as food

ECL: +1 or slaves by most of the underdark races. Their feral :
nature and natural suspicion has prevented them fromsi§
forming alliances with the few races that might take . /. &

Glﬂﬂm Qﬂﬂnﬁﬂmﬂg them in, such as the svirfneblin and deep dwarves. 'f

With simple tribes as their largest social unit, they: o
have a hard time wielding any sort of organized power. _

The gloom barbarians are a race of savage, atavisthe few cases where they are on good terms with ~ %2

) tic humans who have been altered by generationstioéir neighbors, it is due to some unusual situation, like 7
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a powerful mage within the tribe. ¢ Endurance feat for free at first level. Gloom b
Alignment: Gloom barbarians are usually chaotic  barians have had to learn to cope with the myl
neutral, with a tendency toward evil. Their evil streak threats the underdark has to offer.
is due more to self-preservation than anything else; in, Gioom barbarians receive 4 extra skill points
the world of the underdark, a reputation for ferocity st level, like all humans. 1
can go a long way toward living another day. . o e
Gloom Barbarian Lands: The gloom barbarians ° Mutation: Forced to I|ve_ in the worst radiatio
are among the weakest of the underdark peoples, and weIIs,_ the gloom barbanains frequently devel
they have been relegated to the worst lands. At first mutations. Agloom b-arbanan glways has onels =
_/they were isolated nomads who banded together for domly determined minor mutation (see page 98
// protection whenever they chanced upon each others Darkvision out to 60 feet.
Even now, with tribes that number in the hundreds,. nght Sensitivity (Ex): Gloom barbarians are daz t‘
they often must move frequently to avoid predators zled in bright sunlight or within the radius of a |3
and slavers. They have lived beside the hottest magma gaylightspell. E
" pools, in the deepest radiation wells, and under the,
2 most deadly stalactites. Now they are marked by their
‘frequent contact with underdark radiation, and in many
cases the gloom barbarians are warped and mutated by
'\ such contact. In some ways, it has become their saving Favored Class: Barbarian.
~" grace; they spread radiation sickness to those who
»~ would oppress them, and as their radiomancers grow Hﬂ[F"Uﬂﬂm
# in number, they become more powerful as a people. /
( Religion: Gloom barbarians worship a wide array £
. of gods. Originally the human gods held some sway i
L
\

.:-\_

Automatic Languages: Undercommon. Bonus Er 4
Languages: Common, Elven, Dwarf, Gnome, ¥
Goblin Orc, Terran, Troglodyte.

y

-
-

among those who remembered them, but over time the The underdark analogue of the half-elf is the half-
influence of duergar captors or drow overlords wash&ow. In the sunless realms, however, the half-drow’
“-away such memories. The gloom barbarians as tHefier parent is often not a human. Halfbreeds of gotgss
are now known usually worship contorted versions §f1, demonic, or other parentage are common. THg§
| the human gods, with some other racial gods mixed fRomplete Guide to Drow discusses these and other
Language: All gloom barbarians speak Under-varieties of half-drow in detail. Due to space con-
~ common. They also speak the languages of the créfaints, this book focuses on the half-human h
" tures whose territories neighbor theirs. drow, which although rare does occur — someti
Adventurers: Gloom barbarians have no choicdrom affairs involving human slaves and adventur
but to adventure. Every day is a struggle for survivand other times as the byproduct of drow surfa
for them, in the most basic sense. Those who leave failers’ liaisons in the sunlit lands. -
~tribe to pursue solitary adventure usually do so Personality: Half-drow are no more ethical than§" 1§}
1 because they see it as their best chance for survif@gir drow parent. Whether raised by human or dafi_1
| Some remember the stories of their elders, who disc@s they retain the egocentric worldview and survival;_J|
why gloom barbarians were changed from their hum&ased moral code of the drow heritage. Comparedyte
stock, and they desire to take vengeance against By&ebred drow they are gregarious and friendly; *
duergar and other races that caused the gloom bartiémans, they are cold and standoffish.
| ians. A few have heard ancient legends of the surface Half-drow have the same difficulty fitting in as do |,
| world and the normal human stock from which thBalf-elves, but even worse. They tend to be loners an

" gloom barbarians are descended, and they hungefsgjationists, with no confidantes to truly understandj
' find the truth. their situation. z

Physical Description:Half-drow tower over their &
drow relatives, receiving the benefit of the human’
larger stature. They retain the true black skin of

Gloom barbarians possess the following traits. drow, but have human hair coloration, ranging from
o Medium size. brown to blonde. Their eyes are usually red, and their
ears pointed. It is impossible to mistake a half-drow

» Base speed of 30 feet. .
for human, but at the same time no drow would ever
« Abilities: +2 Constitution, -2 WiSdom, -2 Intelli- confuse a half-drow for a purebred_

gence. Gloom barbarians are hardened to the dif- Relations: In drow society, half-drow are consid-
ficult life of the underdark, but surviving for soered inferior to pure drow. If their human parent was A
long in the uncivilized depths has cost them somgave it is likely that they will be one, too, though the ;

of their humanity. drow traits coursing through their blood may ensurgis

= L3
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"'the ability to rise above a slave’s lot. Even if that hap-+ Automatic Languages: Common, Elven, Under- -
pens, they will still remain always on the lowest rung common. Bonus Languages: Draconic, Drow
of drow society. Sign Language, Gnome, Goblin.
Other races, including humans, make no distinc-, Fayored class: Any.
tion between half-drow and drow. The only good drow
is a dead drow, they say. Any touch of drow blood is*
considered evidence of the evil nature of the drow.
Alignment: The few half-drow raised by humans
may suppress their evil nature, but they are still black QVIHFNCUUN mccp [;Nﬂmcg,
at heart. Half-drow tend toward neutral evil just as the

drow do. The harsh treatment they receive from all ) . ) T8
other creatures only reinforces this nature. The secretive, stealthy svirfneblin rely on their

Half-Drow Lands: The half-drow have no landsSMall size and ability to fade into the background in
1 their own. and they are not welcome in eithéyrder to survive in the underdark. Beset on all sides by /7

. human or drow lands. There are no communities f€mies, few in numbers, and slow to grow in popula-
half-drow: most are enslaved or exiled. tion the deep gnomes believe that the best way to—

_ Religion: Half-drow worship the Spider Goddesdemain safe is to stay hidden. They_ take extensive_ %

|\ of the drow, for no other deity would have them. ~ Mmeasures to defend themselves against attack. Their | ¥
Adventurers: Half-drow have no home, no peo_cities and realms are guarded by cratftily disguised pas-y . }

ple, and, in most cases, no future. Adventuring is 89S and secret doors. Their natural magical abilities-

, , enturir e AV
opportunity for wealth and power unavailable in drof/@ke it impossible for enemy spelicasters to track *5
or human society. their movements, since all deep gnomes carblisg- =

ness blur and change selto hide their true nature
HALE—DROW RACIAL TRANTS while traveling. The typical gnome expedition or
scouting party useshange selfo appear as orcs, gob-
Half-drow of human heritage possess the followins, or some other humanoid race. Thus, their enemies N
ing traits. or other travelers they encounter typically never sus- - A1 S

Ability scores: Half-drow are the size of humand?€ct that deep gnomes are active in the region. :
which makes them less nimble than their drow When the deep gnomes do meet friendly
parents but as hardy as their human parents. TH¥manoids who could make good allies, they use

minds remain sharpened by their heritage, howelg!_indneswpon them before gscorti.ng them along their &
er. Half-drow receive a +2 bonus to IntelIigean'dde” ways to ensure their continued secrecy. Once
and Charisma. the newfound ally arrives in a gnome city, a cleric or

wizard usedlispel magicto remove the spell. To the <
deep gnomes, this act of accepting blindness is an | #7724
Half-drow base land speed is 30 feet. important step to establishing a friendship. Anyone /¢
Darkvision to 90 feet. who refuses to accept it is never taken to the gnomes’/
Spell resistance 10. Half-drow retain the anti?'r’ and_thoughthe gnomes may continue to work with .=
. . . .him he is never treated as an equal or fully trusted.
magical properties of the drow, but its power is L : . .
Personality: Like all gnomes, svirfneblin are %
inquisitive tricksters. However, unlike their surface ¢

ECL: +1.

Medium size.

diluted.

+1 racial bonus on Listen, Search, and Spgbusins, they are cautious and reserved when first)
checks. A half-drow does not have the elf's abilimeeting strangers. The svirfneblin have no shortage of

ty to notice secret doors simply by walking neainderdark enemies, and they have learned through i)
them. many hard lessons to relax only among those who have ) A
Half-drow do not receive the drow bonus to Wilproven their trustworthiness. A
saves, nor the drow’s spell-like abilities. Physical Description: Svirfneblin look like wiry, ;
Proficient with all exotic weapons of drow origin,gn_arled versions O.f gnomes. They hav.e rock-colofe Nﬂ
including the qui-jhus rakkha and spider fan kin, usually medium brown to brownish gray, and

Half-drow do not receive the usual weapon prof heir eyes are aIm_ost always a gray|§h SO coI_or. '
ciencies of an elf. Males are bald, while females have stringy gray hair.

) ] o ] Relations: Deep gnomes are slow to trust their =,
Light Blindness (Ex): Half-drow are still raised inpejghnors. If a trade opportunity or alliance presents ey
the underdark, and as such are not used to dirgghif the gnomes first approach their potential part- - * 4%
sunlight. Abrupt exposure to bright light blinds ers in disguise using illusions and more mundane
half-drow for 1 round. Thereafter, they are dazyethods. The gnomes spend many weeks observing
zled as long as they are exposed to the light.  {heir neighbors, dealing with them via their disguises
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undermine any alliance or trade effort. If the gnomeékeir hosts in the face of an attack.

are satisfied that their potential partners are worthy,

Religion: Svirfneblin religion is markedly simila

they openly approach them and make their offdn that of surface gnomes. In some cases they
Sometimes, the gnomes drop their disguises and adadbpted some of the gods of the dwarves, due tot
their ruse. Other times, they depart in their disguisedpse affinity with the stony realms, but the gno
wait a few weeks or even months, then return in thejods are still held in highest regard.

true forms to establish a trade or military relationship.

Language: Svirfneblin speak Gnome, thoug

The gnomes adopt similar plans against isolated bardsir dialect is noticeably different from the versio
of travelers, though the timetable for such actions spoken on the surface. Still, svirfneblin have no tro

compressed. Usually, a group of deep gnomes mnialg

'sspend a few days with a band of travelers to determi@her common languages include Common, Terrang
their worthiness, watching them in action and emplognd Undercommon.

ing divination magics to determine their true nature Adventurers: Svirfneblin are a race under siege,
* and intentions. Only those folk who pass the gnomesirrounded on all sides by evil creatures of the under
» tests without question are brought to the gnome ladlark. Adventures are a part of everyday life for them,
‘though in other cases where need outweighs cautamthey fight for simple survival, much less riches and v
glory. Svirfneblin adventurers usually have the goals

the gnomes may still reveal themselves.

communicating with surface-dwelling gnomes.s

H

Alignment: Like all gnomes, svirfneblin tend of their homeland in mind as they journey throughout

» races of the underdark.

small caverns with chambers and workshops carved

~ into their walls. Most gnome homes are built witigyJRENERBLIN RRCIAL TRAIG
access to one of many escape tunnels that lead from ) )
the settlement. Gates to the city are carved to function SVirfneblin possess all the usual traits of gnomes
as secret doors that require a Search check (DC 30yt&ddition to the following.

L 'uncover. In some regions, powerful gnome wizardse
useteleportand similar spells to establish holdings in

" toward neutral good. They are one of the few godde underdark. Foiling drow schemes, freeing duergar
slaves, and disrupting derro diplomacy are the ulterior
Svirfneblin Lands: Gnome settlements consist ofmotives that underlie any svirfneblin exploration.

:
L
N
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Ability scores: +2 Dexterity, +2 Wisdom, -2
Strength, -4 Charisma. Svirfneblin are not as

isolated caverns that lack any passages large enough tohardy as surface gnomes, but far more agile. Like;

be used by humanoids. At the very least, almost every
tunnel the gnomes carve is barely large enough for
creatures of their size. Such tunnels are considered
squeezed (see page 95). .
\ Gnome realms are usually run by a council of eld-

ers who set policy and make most decisions. The eld-
I.: ers represent each clan that lives within a settlement;

though sometimes clans that are few in numbers coms
bine to elect a single representative. Each elder,
receives one vote, with the council electing one of
their number to serve as thain. The thain is the nomi-
nal leader of the settlement, though he can only make
| dictates that meet the council's approval. *
{ Deep gnome society maintains a continual war
' footing. Combat training is required for all adults,

wise, they are very wise concerning subterran
ways, but their siege mentality and life und
ground makes them rather dull.

Stonecunning: Svirfneblin possess the sa
stonecunning abilities as the dwarves.

Darkvision to 120 feet, and low-light vision.
Spell resistance of 11 + character level.

+2 racial bonus to all saving throws. This replac
the standard gnome’s bonus to saving throwsjj
against illusions.

Add +1 to the DC of all illusion spells cast by a g
svirfneblin. This adjustment stacks with those
from similar effects, such as the Spell Focus featz

though scouts and spellcasters count their studies as +1 racial bonus on attacks against kobolds af

)%\ the equivalent of this training. Gnomes wear leather

\ armor at most times, and all carry shortswords as parj
" of their daily dress. The gnomes have learned the hard
way that a dark elf raid, marauding umber hulk, or
\  purple worm can strike at any moment. Characters’
\ who enter a deep gnome community should notice the
\. gnomes’ extensive preparations for defense. They are
carefully led through areas sown with traps, and thee
‘gnomes all carry weapons at the ready. Visitors are
~drilled in the proper procedure to find and use the near-
est escape tunnel, while those capable of fighting or

W

goblinoids.

+4 dodge bonus to armor class against all crea-
tures (no special bonus against giants).

Automatic Languages: Undercommon, Gnome,
Common. Bonus Languages: Dwarven, Elven,
Giant, Goblin, Orc, Terran.

Spell-like Abilities: Svirfneblin have no special
resistance to illusions, but they can usland-
ness/deafness, blandchange seléach once per

.:-\_

I

/3




svirfneblin’s character level. The save DC i
Charisma-based and includes a +4 racial modifig

Nondetection: Svirfneblin have a continuous no
detection ability as per the spell (caster level eq f’if,, 77
to class levels).

+2 racial bonus on Craft (alchemy) and Liste}
checks.

+2 racial bonus on Hide checks, which improvg
to +4 underground.

bladed shield.
Favored Class: Rogue.
ECL: +3.

TROELODYTES

Primitive creatures spurred on by the fanatic cleg
ics of their foul gods, the troglodytes are frequentf
employed as mercenaries and soldiers by a wide ra
of underdark societies. Too simple to demand anythi
more than metal weapons, food, and lodging in ret
for service, troglodyte legions fight alongside dro
archers, duergar footmen, and other armies raised Dy
evil underdark civilizations. as pets, all other creatures are seen merely as potentia
Troglodytes never organize themselves into amgeals. Simpleminded and slow-witted, trogs rely on
society greater than a tribe. Once every few genefesntal assaults backed by their brute strength and
;['tions a great chieftain will come along and unite tHeugh hides to overwhelm their enemies. However,
" tribes, but this unity never lasts longer than the victtheir chaotic natures prevent them from turning their
ries; at the first sign of weakness, the chieftain @®nquests into an empire or other holding. Instead, / { &
deposed and the alliance disintegrates. they sweep away all opposition then live off the land,” /,
Personality: Troglodytes are simple creatures/enturing forth from their lairs to hunt or meet a poten-"-
with quick tempers and a dear love of violence. Onhjal challenge to their rule head on. f
in war are they truly happy, and their fanatical clerics Religion: The troglodytes worship a vile deity iz
whip them into unmatched levels of violence anthat resembles a cross between a toad and a lizard. Hé x\
bloodlust. grants the domains Chaos, Death, Destruction, ands;t
Physical Description: Trogs are spindly, muscu- Evil. ¢
" lar lizard-like humanoids. They stand just over five Language:Troglodytes speak Draconic. If intelli- 7
* feet tall and weigh about 150 pounds. They walk ereggnt enough, they may speak the languages of neigh-. -.
on short, squat legs, trailing a long, slender tail. Thdioring societies. They do not read or write. All
reptilian heads are crowned with a frill. troglodyte characters must spend a skill point to
Relations: As a result of their chaotic disorgani-become literate.
zation, trogs never have long-term relations with any Adventurers: Troglodyte adventurers may be
» other society. At most, they may strike short-term bagxiles, or they may be simple brutes looking for treas-

4~ gains or hire out their surfaces; at worst, they vieuwre. Rarely are their motivations complex. Like all of

their neighbors as food. their species, trog adventurers really want nothing '\’
Alignment: Almost without fail, troglodytes are more than the rewards of battle.
chaotic evil. Those who are not are inevitably exiled

& | (see page 16). TROGLODYTE RACIAL TRAITS

; Troglodyte Lands:In the wild, troglodytes form

I “small clutches and roving bands that establish their
control over a cavern by killing anything that crossese Ability scores: -2 Dexterity, +4 Constitution, -2
their paths. While the trogs train and raise giant lizards Intelligence. Trogs are hardy, but rather slow and

Troglodyte possess the following traits.
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stupid.

Medium: Trogs are Medium size. Stench attack: At will as a standard acti
Darkvision to 90 feet. troglodytes can secrete an oily, musk-like chengS
i cal that nearly every form of animal life find§&=$
Troglodyte base speed is 30 feet. offensive. All non-trogs within 30 feet must make
Racial Hit Dice: Trogs are powerful to begin with.  a Fort save (DC 13) or be nauseated for 10 rou
A trog begins with 2d8 hit dice, a base attack The nausea is so powerful it also deals 1d6 poi
bonus of +1, and base saving throw bonuses of of temporary Strength damage. The effects |
Fort +3, Ref +0, and Will +0. This is in additionto  multiple stench attacks do not stack, and someo "
any class levels. who has already been nauseated is immune to tHils
In addition, a trog begins with base skill points ~effect for 24 hours. Trogs may make stenc
equal to 5 x (2 + Int modifier, minimum 1). Its  attacks at will, but after each attack they must wa
class skills are Hide and Listen. 1 hour for their glands to replenish the necessar

+4 racial bonus to Hide checks, due to the fact that chemicals.

troglodyte skin has a limited ability to change ® Automatic Languages: Draconic. Bonus Lan-
color and blend in to surrounding terrain. In rocky ~guages: Common, Dwarf, Giant, Goblin, Orc,
or subterranean settings, this bonus improves to Undercommon.

+8. « Favored class: Cleric.

A trog receives Multiattack as a free bonus feat. « ECL: +2

RRCIAL TEMPLATES

M s .
A racial template modifies a standard race to prelavery and cruelty, and was censured for speaking out’ ‘J R
duce an interesting variant. Templates allow you tmainst culturally accepted attitudes. "
play fantasy races in non-standard ways, with abilities Ultimately, some crisis event spurred the charag
~and characteristics to match. ter’s exile. Maybe he intervened on a slave’s beh
The most important thing to remember abowtgainst her master, warned a military target of imperig
racial templates is that they are optional. A characteg attack, or refused to finish off a badly beaten u.
does not have to choose one. Characters — especifidliiter. When the character was forced to lea
= NPCs — can be archetypal representatives of their ragmbably wasn't without bloodshed -— most under'
T meaning they have no changes from the race rases prefer to kill “traitors,” so the character’s ex
' described. This is common among NPCs. status is only because he escaped before he could)
For PC play of evil races, however, we reconexterminated or enslaved. \
mend using a racial template. Racial templates allow Applying the Template: The exile template can
more playable variations of a standard race. Those that applied to any race at any level. The character i8
follow are designed for evil races of the underdark, bbénceforth known as an “exiled drow” or “exiled duer- |
can be used with minimal adaptation on other racesgar,” or whatever race they are. '
: A player may choose one racial template at first Relations: An exile has hostile relations with his
level. He is not required to. Some racial templates m&ytmer race. If his racial status is revealed in the corg
be chosen at levels past first, but no character mgany of native members of his race, they will reag
. have more than one racial template at any given timgth derision and scorn. Other races will have the
. There are no prerequisites to a racial template. usual reaction until the character’s exile status I5
revealed. At that point they may react close to the
E”".E (Rncml. ]Emplmc) opposite of _how _they _normally treat members of that
race, especially if their normal hatred of the charac-
ter’s race is due to warfare — a reaction along the lines
An exile has been banished from his people. Hé “the enemy of my enemy is my friend” may then
cannot go back. His nature is fundamentally differeirianspire.
from those with whom he was raised, and as a result he Alignment: In order for the character to become
»"cannot exist with them peacefully. With underdarkxiled in the first place, he must have some beliefs thage
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¥ /alignment must be at least two steps away from the '

~base race. For example, if the base race is lawful evil, g"nm]mm" mnmm—

the character can be lawful good, true neutral, neutral

good, or any chaotic alignment. ) ]
Weapons: The character was raised amongst his 1he shadowkin straddle the line between good

people, so he learned their ways. Any racial weap8fd €vil. At the same time they disavow their race’s

proficiencies are retained. practices, the ties of family loyalty prevent leaving

Skills: The character was trained with his peopl§'€m behind forever. They are not accepted by the .
before being exiled, so racial bonuses to skills af@ciety that raised them, but they cannot find a place in-
retained. other cultures because of their close ties. Thus, they '~

Feats: Any racial feats that rely on innate taleng'® Shadowkin: family that is acknowledged but kept ; 4
on the character’s part are retained and may contirfife?™M's length. They do not live with those of their
to be acquired. Racial or cultural feats that rely dfind, but they visit frequently enough to maintain con- <
A" social status, racial relationships, or continued trainifgCt: If their family bonds were any less tight, they ¢ “h

L in the company of his race are not retained, nor m{puld have become exiles. . =
they be acquired. A shadowkin character has the benefits of limited

Classes:An exile is not considered to be of hionnection to his former race, but the freedom of being

|usual race for purposes of prestige classes. Hef'Re _of that race’s cqnstra}ints.. Du_e to his family con- 1. .
denied access to racial prestige classes dependenf®ffions (and despite his differing worldview and 4\ I 4
training with his race, unless he took them befofignment), he is treated by others as if he were atrue_,.;;'\;l \
“being exiled, in which case he may no longer advan@ember of his race. He is simultaneously _eX|qu and * s
in them. His favored class remains unchanged. ~ &ccepted by his own kind, even as he is unjustly g

New Abilities: A racial exile gains a +1 racial@Phorred by those who dislike his kind. 7
bonus to attack rolls against non-exiled members of APPlying the Template: A character may become
his own race. However, he suffers a —2 penalty to sa?2@dowkin at any level, though most begin adventur-
ing throws against fear and fear-based effects cauddg after discovering their ideological differences with
by his own race. Even as he hungers for reVeng(:),tnglrfam|I|es.Ashadowkln whose family is killed may

fears the society that was strong enough to force hCOmMe an exile because he now lacks any real con- -
out. nection to his former society.

Going Back: If the base race’s alignment is evil, ~ Note that a shadowkin's “family” need not be real

the racial exile can never go back, no matter what.fgmily- It could be a mentor, best friend, teacher, or
"the base race’s alignment is neutral or good, the ra@4fier close personal relationship. _
" exile may be able to return, provided his attitudes are Relations: Because they are not true exiles,
in line with those of the base race, and he perforﬂgsp'te their dlfferences of opinion with their place of
some penance to make up for whatever act got h{gin. shadowkin are treated by other races as normal |

exiled in the first place. A repentant exile loses the netpecimens of their race. A shadowkin drow will
abilities granted by the exile racial template. encounter all the prejudices that normally accompany;

CAMPLE EWILE: DUERAGAR EMILE gd by all of their own race .egcept for_ Fheir own fa}mi- .
lies. They truly occupy a difficult position, straddling . %
An exiled duergar would retain all the standarthe line between acceptance and rejection in two cuI—_,lj-‘-

.l racial traits of a duergar. They are all inherent abiliti¢ares.
| ¥ rather than culturally influenced traits, and thus would ~ Alignment: Shadowkin have rejected their race, |
not be lost. If the duergar had taken class levels asral this is reflected in their alignment. But because #
duergar chainman or deep worg rider before beitigey still maintain some contact, it need not be radi-\

exiled, he could no long advance in these classedly different. Their alignment must differ from the
because the duergar race is a prerequisite, and the chase race’s by at least one increment. ¥
nacter is no longer considered to be of his base race. Weapons:The character was raised amongst his™ 2

even though it is a prestige class generally taken pgoficiencies are retained. -
duergar, duergar race is not listed as a prerequisite. The Skills: The character was trained with his people
~ duergar exile is treated badly by other duergar but magfore departing, so racial bonuses to skills are
& be taken in by their enemies, including the svirfnebliretained. ;
and deep dwarves. Feats: Any racial feats that rely on innate talent . - /%%
% on the character’s part are retained and may continue
to be acquired. Racial feats that rely on social status,s
racial relationships, or continued training in the com- :%#,
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acquired, unless the character’s limited contact witiowd. Their conversations are laced with defe
his family allows for the feat to function properly. = comments and they get riled up easily, especially wi
Classes:An exile is not considered to be of hist comes to presumptions about what they're like.
usual race for purposes of prestige classes. He is Deep down, vindicators suffer a horrible fear tha
denied access to racial prestige classes dependenisonever spoken: What if they really are evil? On (&=3
training with his race, unless he took them befodaily basis, they struggle with the dark voices insidgh
being exiled, in which case he may no longer advantteat compel them to be who they are. Each vindicaft
in them. The exception to this is if his family can givlas some reason for fighting his nature, and it is o'
_/him access to the prestige class (whish is quite podsy- clinging to this ideal that they hold on to reality.
'y ble if his “family” is an old mentor or teacher). HisSome vindicators had their lives saved by a good cre
(' pfavored class remains unchanged. ture who used the opportunity to teach them; som

New Abilities: The primary benefit of being shad-were visited by celestials who saw the spark of goot &
owkin is being simultaneously part of a culture andithin; others fell in love with a good-aligned creature E ‘V
#2" separate from it. The shadowkin character denies bisanother race. In each case, the desire to vindicat
¢~ evil nature without rejecting those people who amne’s true nature remains strong, but in day-to-day life ‘.;
‘most important to him. He can still return to his placéhe character is still imperfect. v
_of origin (at least as long as his family can shelter and Applying the Template: The vindicator template (
™\ protect him there). can be applied to any evil race at any level. If being
applied after first level, the character must experience
~ CAMPLE SHADDUWKIN: SHADDUWKIN DROW a transformative event of some kind that compels him

) . ) to deny his nature. ;
A shadowkin drow is in most respects like a nor- - pejations: Vindicated persons have mixed rela- @

- mal drow, unless his alignment has changed drasticghns with others. They are usually at odds with their |
—ly. Since most drow are neutral eV|I,_ let's take thgage race, but they may not be accepted by otherd
—example of a shadowkin drow who is true neutrakiiher. Astute observers usually realize that the vindi-(QRd
Because drow family relations are tenuous anyway, thgeq character has only changed his behavior, not i
| character’s “family” is probably a mentor to whom he,5¢re. This can lead to problems being accepted Byl
Lowes a life debt. He retains drow feats such as Arca§gn former enemies and former allies.
Sensitivity and Spidertouched, since they are inhrent Alignment: The vindicated character has a specia
aspects of his nature, but cannot take such feats in ey of alignment. His true alignment remains that oftg
- future. If he were a drow avenger or gloomweaver, s race, usually chaotic evil or lawful evil. This is h 2
»~Mmay no longer advance in those classes due to his ngpa nature, and it is what is revealeddegect eviand
&) evil alignment. He may continue as a house sworgijar magic. The character can be smited by a
. ‘master. However, it is quite possible that his drowgin and generally interacted with like an evil cre
-~ house may not approve of a non-evil swordmaster; jgyever, there's a catch. The character is de ;
¥ o_nIy by yirtue of hig family connectio_ns does he retaigtew trying to change his nature. Overlaid above w"
his station, and if those connections are Severﬁgep-seated evil is a genuine desire to be good, ﬂ. J
- (whether by death of the mentor or fulfillment of th§asst neutral. Over time, the character will ,g -
life debt), he will probably become an exile (per thenange his true nature, but it takes a good deal of ha“
template) and may no longer advance as a hoysgrk and strong discipline. ‘
swordmaster. A vindicated character records two alignments: .
his true alignment, and the alignment to which he
VlNﬂlCmﬂﬂ (ﬂﬂcml IEmplmE) §trives. This new alignment goal must pe at least twg,
increments different from his true alignment. Fog
every two consecutive class levels during which R
remains within the bounds of behavior for his desirg
A vindicator is at war with his own true naturealignment, his alignment shifts one increment. Fo
" Raised to behave in one way, he has experienced s@xample, if he were lawful evil and desired to be law-
transformative event that compels him to change wifd good, he would advance to lawful neutral after two
he is. But the struggle is difficult, for deep down hitevels of “good behavior,” and lawful good after two
\ true nature is like bedrock, impossible to change. hieore levels.
\\ spends his life desperately seeking heroic challenges But behaving contrary to one’s true nature is not
that he can use to vindicate himself. easy. Any time the character acts in a way that is radi
Vindicators are marked by a thirst for danger, @lly opposed to his true nature, or is tempted in somg
~“desire for adventure, and a tendency to grandstamdy, he must make a Will save. Because of his strongk
They




’him back several levels on his path to goodness. A nplate, may never take it again, and is considered a
ural 1 one on this roll always fails, and there will bical representative of his race.
many such checks for each class level advanced. If a
single such Will save is failed, the character’s CUrreEimpLE VINDICRTOR: VINDICATED DROW
level does not count toward the two consecutive levels
requirement. Examples of what might tempt a charac- A vindicated drow has resisted the evil behavior
ter to return to evil are a proffered bribe, a defeatégonsored by his native-born race. Probably starting at ;
enemy pleading for his life, and the chance to profin alignment of neutral evil, he could even take two
handsomely with a minor crime. For this reason, masjeps to become lawful good (first evil to good, then
vindicated characters steer clear of their former coreutral to lawful, resulting in lawful good), and may
rades lest they be tempted. even go so far as to become a paladin, to truly vindi-«
Once a character achieves his new alignment pgte his past.
spending two consecutive levels in “good behavior,” The vindicated drow retains all his base racial
4" the incremental change becomes permanent. His tktaits, but must give up use of feats such as Spider-* /
. nature has been altered. For all practical purposes,tdieched (though he retains the physical changes due to_//
“really is his new alignment and can’t be easily tempgtch feats). If he has class levels in evil prestige class-"
- ed to slip back. es (such as the blackguard), he suffers the effects of '
! Weapons: A vindicated character retains raciahaving become a former member of those classes. "l
weapon proficiencies. The drow probably loses membership in whatever_.-‘)-"'lj.‘@.
~ Skills: A vindicated character retains racial skilhouse he was formally associated with. Because his.:
“bonuses as long as they do not compromise his desifédure is now so at odds with those of his people, it is
alignment. quite likely that he will become an exile or shadowkin,
Feats: The character must forego any feats not iper the templates above.
tune with his new alignment. They are lost forever. For
example, a drow with the Spidertouched feat must stop
using the gifts of the spider goddess if he is to truly mﬂlmﬂﬁﬂ mncml— ]Emplmc)
vindicate his nature. Other than this, any racial feats
that rely on innate talent on the character’s part are
retained and may continue to be acquired. Racial or Just as the wolf suckled on a sheep’s teats will ~
cultural feats that rely on social status, racial relatiolearn to love sheep, a drow raised by humans may
ships, or continued training in the company of his radearn to love the surface world. Awolfbred character is
|'are not retained, nor may they be acquired. raised outside his normal environment by creatures
: ClassesA vindicator’s favored class remains thatompletely unlike his normal race. This could be other
of his base race, as long as his new alignment allolusmanoids (such as the aforementioned human-reared
it. A vindicated character who changes alignment sudrow), but could also be other creatures entirely, and it,_"'
cessfully may petition to join classes for which this that sort of wolfbred character that this template 7 ¥
new alignment is a prerequisite. A vindicated charactiercuses on. Among the surface races, orphaned heroefs'm%,
whose class requires a specific alignment suffers tliterally raised by wolves have become legendary 1 ) e =N
usual penalties if his alignment changes. rangers and druids. In the underdark, the same phe- ‘% \‘Q}
New Abilities: Vindicators pursue a long, lonelynomenon has occurred, but with far more ferociousi,- "2
road. During the time they are fighting their naturereatures. "IN
I they are distrusted by everyone, for they are unreliable Applying the Template: Any first level character
“and their true intentions are so difficult to divine.  may be wolfbred. This template cannot be applied to ! 4
Luckily, there are rewards to hard work. A vindicharacters higher than first level. !
cated character has demonstrated remarkable disci- Relations: Wolfbred characters have strange, ani- |
pline and strength of will. Once his true alignment hamal-like mannerisms that often get them into trouble.
been changed by at least two increments, he devel@epending on the age at which a wolfbred character. .
#7:an inherent +1 bonus to Will saves (including those teas reintroduced to his own race, his social skills may mﬁ
" make further changes in his true nature). This bonusis stunted. He may urinate on the spot whenever he 5
raised to +2 for saves against compulsions, chagats the urge, just as his aranea “mother” did, or he Q_
spells, and other effects that might force the characteay greet any hint of disagreement with savage, unex-»§
. to do something he would not normally do. pected blows, just as his draconic “father” did. Wolf- ):%
Going Back: Sometimes the path to vindication idored characters generally have strained relations with ‘f '
e

1 too much, and a character retreats. A vindicator wiadl races, to say the least — except for their “parent . 4
' changes his true alignment only to return to his eviéce,” that is. With creatures of the same type as their _
ways proves that he doesn't have the strength to defirents, they have a seemingly supernatural ability to %=
~ his true nature. He loses all bonuses of the racial tecemmunicate. 5%
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Alignment: Wolfbred characters are fundamen- ~ From second level onward, it is assumed the
tally creatures of nature, uncivilized at best and bdrred character has been introduced to civilizatio
baric at worst. They tend toward the alignment of theay select from his usual class options.
creature that raised them, often with a slightly more For example, a first-level wolfbred flghter =
neutral bent. Because their “parents” are usually neastential skill choices would be Climb, Handle Am— s
tral or good in alignment (otherwise they would havemal, Jump, Ride, and Swim. He would lose access(6=%
eaten the character long ago!), wolfbred charactdhe fighter’s Craft class skill until second level. '
tend in those directions as well. Feats: Wolfbred characters may take racial fe
Weapons:Wolfbred characters do not receive angnly if they are due to innate nature. Racial or culturs
_/ racial weapon proficiencies or bonuses. They were rfetts that rely on social status, racial relationships,
/) raised in a situation to learn how to use them. Furtheentinued training in the company of the base racg
more, their 1st level weapon proficiencies are limiteshay not be acquired. S
to all sizes of the following weapons, insofar as they ClassesWolfbred characters may not be wizards )
overlap with class proficiencies: clubs, daggersnless they are raised by a creature that also memog
“ spears, and staves. With each level (starting at firgiges spells from spell books, nor may they be monksH
» they may pick one other weapon from their class pronless raised in a monastic culture. They may not be
‘ficiency list and become proficient in it. This repreelerics of any deity not worshipped by the creature that V
sents the slow, arduous process of learning the toolgated them. They may be sorcerers, as well as pal-
™\ civilization. adins if raised in a lawful good culture. They may be
For example, a first level wolfbred wizard wouldrogues, bards, barbarians, fighters, druids, or ranger
= only be proficient with the club, dagger, and quartewithout hindrance.
7 staff, because these are the only weapons on his profi- Wolfbred characters do not use their normal race Sh
“~ ciency list that overlap with the wolfbred list. He couldavored class. Instead, they may choose either thél
. pick one more weapon to be proficient with due tanger or druid as their favored class.
—being first level, so he picks the light crossbow. At sec- Wolfbred characters are automatically eligible for
ond level he can again choose a new weapon the predator prestige class (see page 31) without hav¥
~become proficient with, so he could add the heawyg to meet any other prerequisites. They may take it ;E'“
1crossbow to his options. At third level and above, recond level. AL
receives no additional weapon proficiencies, because Language: A wolfbred character cannot read or
he is now proficient with all wizard weapons. If havrite. Just like a barbarian, he must spend skill pointsg
. were instead a fighter, he would continue adding prti learn to do so, and may only spend these skill poinig
~ficiencies until he had filled out the fighter proficiencyat second level or higher. A wolfbred character
list. only speak languages that he was reasonably expo§
Armor: As with weapons, wolfbred charactergo in his infancy (which may not include Common @
are unfamiliar with most kinds of armor. They are prdyis own racial tongue), but this includes the nat
— ficient with padded, leather, and hide armor insofar &angue of whatever beast raised him. If the wolfb
it overlaps with class proficiencies. At each level, thesharacter speaks Common or his own racial tongue
may pick one other armor type from their class profdoes so with a strange accent.
ciency list and become proficient in it, just as with  New Abilities: A wolfbred character learns certainy'|—
weapons. tactics and skills from his life in the wild. He receives\}|
Skills: The skills Handle Animal and Ride area +2 racial bonus to all Handle Animal and Ride skill

plus Balance, Climb, Concentration, Hide, Intimidateyith the civilized races. He suffers a —4 racial penaH
)% Jump, Spot, Survival, and Swim, and may include cep all Bluff, Diplomacy, Gather Information, and Sensg

| tain other skills at the GM’s discretion. Cross-class amotive checks that involve civilized races, as well as a
“class skills that are not on the above list simply canngtneral —4 racial penalty to any other similar Charis-
be chosen; the character never had the opportunitymta-dependent situation.

learn them. Unused skill points are lost. Skills in this  Finally, the wolfbred character picks up natural
\ list are still designated class or cross-class dependatglities based on the creature that raised him, as fol-
\, on the character’s class. lows:




“Parent” Ability
Aranea Proficient with net; +1 racial bonu/©ung svirfneblin. The aranea could shapeshift into-
to Will saves against illusions; +1deep dwarf form, so was already familiar with the gen-
racial bonus to Spot or Sense Motivéral needs of the vaguely dwarf-like child. The aranea
checks to uncover disguises raised the child as its own, only discovering after sev-
) . . eral years that it was a deep gnome rather than a dwarf. |
Behir Electricity resistance 5 Aside from the occasional random encounter with
Delver Tremorsense, 60 ft. range generally hostile humanoids, the wolfored svirfneblin
Dire ape +1 Str was raised in isolation until its sixteenth birthday. At -/
that time the aranea assumed its deep dwarf form and*\ }
. _ carried the teenaged deep gnome into a trading settle=
Dragon, brass  Fire resistance 5 ment. The aranea had decided the humanoid would be -,
Dragon, bronze Electricity resistance 5 better off with its native people (or as close as it could ";lﬁ
get). It wished its child good luck, then left him to his
fate.

Dragon, gold  Fire resistance 5 The wolfored svirfneblin has the ability scores™
_'.'Dragon, silver  Cold resistance 5 standard to his race, but lacks the stonecunning ability, - :
' Dragonne +1 racial bonus to Will saves again§® N€ was never exposed to deep gnome settlements orﬂ

fear stonework in his childhood. He retains his darkvision, &
- . . ) . spell resistance, racial bonuses to saving throws, bonus.:.
anian +1racial bonus.to W'” saves againgh pe on jllusion spells, and dodge bonus against all "
charm and domination effects creatures. However, he lacks his racial bonus to attacks .
against kobolds and goblinoids, for he was not taught
SAMPLE WOLFBRED: WOLFBRED SVIAFNEBLIN (RARNER paReNy  the usual tricks and tactics for fighting them that most
deep gnomes learn. He also lacks his racial bonus to/
Long ago, a svirfneblin outpost was brutally raidEraft (alchemy), for no teacher was there to trigger it. ' (78

ed by duergar slavers. They slaughtered most of the retains his spell-like abilities (which the aranea ’%
children and elderly, and enslaved the rest of the paguld show him how to use), his inherent nondetection
ulation, including pregnant women. While the slavesbility, and his racial bonus to Listen and Hide checks,
were being force-marched to a holding pen severslt not his weapon proficiencies with the brace cross-
weeks away, one of them gave birth. The baby wBew and bladed shield. Thanks to his aranea “parent- ¥

j unusually small due to the late-term trauma expedge,” he is proficient with the net, receives a +1 bonus

- enced by its mother. The duergar killed her and left hgr Will saves against illusions, and has a +1 bonus to
baby in the caverns, expecting it to be eaten. Spot or Sense Motive checks to uncover disguises.

Dire wolf +10 ft. speed

j_ ‘Dragon, copper Acid resistance 5

CORE CLASSES DF THE UNDERDARK

UNDERDRAK VARIATIONG ON EHISTING CORE CLAGSES

The ferocious, alien nature of the underdark has caused many changes in the way people live. Afighter? rong
»the surface world learns tactics against radically different creatures in radically different conditions: rarely does.
- the surface warrior have to deal with tunnels, drow, or giant spiders. 1)
Following are a number of suggested variations on the standard core classes. These aren’'t necessarily, Jgr-é
PC use, though you can allow that if you wish. Rather, they are intended to reflect the alien nature of the und
_ dark. A cleric from the surface conversing with a cleric from the underdark may be surprised to discover that
g swarms of gigantic spiders are more of a threat than undead, and thus the underdark cleric can turn spiders | athig
' than undead. NPCs built from these variant core classes will be similar to PCs but slightly different in distiné
I tive ways.
If you elect to run a campaign where the characters are from underdark races to begin with, you could*usé-
the variant core classes to represent the characters’ heritage and upbringing. An underdark cleric may never:
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’/ think to turn undead when spiders are all her cleric
| .brethren ever taught her to turn.

Surface characters cannot multiclass into these .
“variant classes, nor will they ever gain the abilities of o . E
~these underdark variant classes. These special variants Underdark rangers and druids interact with a com-§

# are reserved for characters and NPCs of the underdgigtely different environment than their surface |

“races who have spent a lifetime learning the ways Gusins. You're not likely to find a drow ranger with a f 2
the underworld. camel for an animal companion! ¢
Lt

Animal Companion: A ranger or druid’s animal
companion is different from those available to surface 5
UNUERD“RH ﬂ[CRlCQ dwellers. They select from the following standard list: !
bat, darkmantle, dire rat, krenshar, pedilap, monstrous

spider (Small or Medium), snake (Small or Medium A
Undead are a scourge everywhere, but some cleiper), or wolf. The list of creatures available to high- 5
\

—ics of the underdark are far more devoted to fightirey-level druids and rangers is similarly altered; in gen-
== back the spider gods and their arachnid followers. eral, substitute appropriate underdark creatures for th
Turn or Rebuke Spiders: Rather than turning or traditional choice.
“"rebuking undead, an underdark cleric may choose at
\first level to instead turn or rebuke spiders. Thi
includes all creatures with spider-like characteristic:','mugnnunu gunc[ncng T m"nnug
including driders and arachnoid creatures (see page
66). Humanoids with overtly arachnid characteristics, ) )
¢ 'such as drow with the Spidertouched feat, are also Certain spells are more common in the underd
¥/, affected. Normal drow are not affected. Clerics of tfgSPecially those dealing with shadow magic. But {
. - svirfneblin and gloom barbarians frequently have tiggest difference between underdark sorcerers g
_E’,j__ ability to turn spiders, while drow clerics can oftefVizards and their surface equivalents is in choicé

~ rebuke spiders. familiar.
’ Familiar: Underdark spellcasters choose fami

iars from the list below, in addition to the standal
UNDE“D”R“ FIB"IERG options of bat, lizard, rat, snake, and toad. Cat, hawk
owl, raven, and weasel familiars are not found in \
underdark. /
An underdark fighter has access to new bonus
feats and additional weapon proficiencies. Familiar Special
' Weapon Proficiency:Every good warrior famil- siant fire beetle
iarizes himself with the weapons of the enemy, and a . .
fighter is no exception. An underdark fighter treatlgte"'gem fungus  Master gains a *3 bonus on Hi
/1 exotic weapons whose racial origin is derro, drow, checks while underground &
| duergar, or svirfneblin as martial weapons. Monstrous centi- Master gains +3 bonus on Forti-
Bonus Feats:Certain additional bonus feats ar@ede, Tiny tude saves against poison
available to underdark fighters. When they pick gonstrous spider, Master gains +3 bonus on Climb
. bonus feat, underdark fighters may also choose froffhy checks
\-"*_. this list: Belly Fighter (Razor Grappler), Darkvisio
" (Superior Darkvision), Depth Sense, Infravision, Sti
Breath, Tunnel Fighter.

y

»

Master gains fire resistance 3

tirge Master heals 1 hp per point of Con
drained by stirge’s blood drain




NEW CORE CLASS: RADIDMANCER

This section introduces a new core class, tlaed, and the path to power through radiation magic
radiomancer. The radiomancer is an arcane spellcastzjuires a degree of self-discipline. At the same time, (¥
who derives the source of his power not from magicalsense of nihilism and comfort with self-destructive -
study or innate talent, but from the energy immanentftiraits is necessary, and the greater power afforded tar )
radioactive fragments. He has a natural proclivity feadiomancers makes the option more appealing tor
manipulating arcane energy. On the surface world mthose who aren’'t as dedicated as they should be. /'~
have studied to be a wizard, but down in the dafadiomancers must be wild at heart; otherwise, why, ¢

. depths, he has instead harnessed the energy of the raglisue a profession that spells almost certain doom?. ,

L ation wells — at great cost to his personal health. As a result radiomancers are generally neutral or .~

Radiomancers specialize in powering arcane magfiaotic. '

~ical effects through radioactive energy. They are a rare Religion: Radiomancers are often atheists or

\class on the surface, but relatively more common agnostics. If they worship any deity at all, it is through
the underdark. They are especially common among thdtural affinity rather than devout belief. 4
~races that live near radiation wells, like the gloom bar- Background: The nihilism required to subject
“barians. oneself to radiomancy presupposes little faith in the

The power that accrues to a radiomancer is greassistance of others. In fact, most radiomancers were .
but so too is the cost. Radiomancers intentionalbullied when young, or born into oppressed cultures. '/
expose themselves to toxic radioactive energies Timey developed a sense of powerlessness when loved |
order to leech power from them. They transform thiznes were killed by invaders or slavers; they answered!
power into arcane spells, but the constant expostinégs sense of powerlessness by seeking vengeancei
ravages their bodies. They develop mutations attttough power. Radiomancers are a strong-willed lot 7°%
slowly weaken as cancers develop within them. Theho seek power at all costs, even their own death. To
most powerful radiomancers are often frail and sicklthem, no one else is dependable; they have only them-
far more so than their wizardly equivalents. In facselves to rely on. '
most die before they reach high levels. It is only Races:Radiomancers are most common among

I'because of the example set by the few who hathe gloom barbarians, for they are forced to inhabit the

“learned to transform radioactivity into high-levetadiation wells that make the class possible.
spells likewish— which they then use to recover theiRadiomancers are known to exist among other under
health — that others pursue the profession. dark races, especially exiled drow, but they are rare.

Adventures: Radiomancers adventure in order tdhe more established and powerful a society is, the 7/
improve their abilities. They pursue an abstruse forless likely it will have members desperate enough to, W,
of magic that few others understand, so the questporsue the radiomancy class. d \
find others who share their practices is also important. Other Classes: Radiomancers view the world *

Characteristics: Radiomancers are masterfuthrough a spectrum of self-sacrifice and power poli- *i
spellcasters, combining the high daily limits of sorcetics. Other classes are regarded in this light. Those who. *

\lers with the vast range of spell options available mursue overt power — such as fighters, warriors, and '

* wizards. They must memorize their spells like wizardgjizards — are respected, though no radiomancer has
but the versions they memorize utilize radioactivieue respect for anyone who has not made great sacri- ! i /
energy rather than traditional arcane energy. fices to get where they are. Sorcerers are considered; Y/

Radiomancers pay a heavy price for their abilitiekicky, gifted with a natural talent that the radiomancer '/,
In order to cast spells, they must constantly expokas had to work for. Rogues and bards are respecte'cTI

¥’ themselves to radioactive elements. The releaseforf their stealthy talents. Radiomancers look upon

" arcane energy from their radioactive focuses furtheangers and druids as ineffectual and weak; after all,
ravages their body. As a radiomancer’s spellcastitite mere existence of the radiation wells that give the
abilities improve, his Constitution suffers, and he maydiomancer power prove that nature’s power can be»

&' develop mutations. Most radiomancers actually dexpressed in greater ways than a druid can master._

i from the radioactive energies they are exposed tolerics, paladins, and others who profess faith are con-

) Their only real hope is to survive to 18th level, whereidered naive and misguided. The radiomancer knows- P

' upon they can usewishto reverse the effects of thethat if anyone is living proof of the futility of faith, it
radiation. is himself.

Alignment: Radiomancers must study like a wiz-  Role: The radiomancer serves the same role as a-i




== Decipher Script (Int), Knowledge (arcana) (Int), Pro

sorcerer or wizard, but with added firepoweradiomancer.
Radiomancers are strong at low levels but become pro- Weapon and Armor Proficiency: Radiomancer.
gressively more frail as they gain levels. At high levebre proficient with all simple weapons. They are pr
they are almost a liability, until they either die or reactient with padded and leather armor, but not with
18th level, whereupon they can usésh spells to kind of shield. Although armor interferes with spe
reverse their radiation sickness and become the paryésting, radiomancers are forced to learn basic prgfi=s
most powerful member. ciency simply to survive in the underdark.

Spells: A radiomancer casts arcane spells (
BAME RULE INFORMATION same type of spells available to bards, sorcerers, A

wizards), which are drawn from the wizard/sorcer H

Radiomancers have the following game statisticgng|| jist. A radiomancer must choose and prepare hid
Abilities: Intelligence determines how powerful &yi\is ahead of time. 3

__spell a radiomancer can cast, how many spells he can 14 |earn, prepare, or cast a spell, a radiomance 3

«However, a radiomancer’s most important ability i§pel| level. The DC for a saving throw against a
% Constitution, for it determines how well he resists the jiomancer’s spell is 10 + the spell level + the &
reffects of radiation, and if he lives long enough tQqiomancer’s Intelligence modifier. iy

~.cast per day, and how hard those spells are to resigisi have an Intelligence equal to at least 10 + thel rv

become truly powerful. Like other spellcasters, a radiomancer can only 9
Alignment: Any. g

cast a certain number of spells per day. His base dail A}
Hit Die: d4 P P Y Y ‘\"

spell allotment is given on table 1-1. In addition, he )
-, receives bonus spells for a high Intelligence score. !
= CLASG GKILLS A radiomancer casts spells by manipulating |
' llrgdioactive energy to produce arcane effects. Radioad

The radiomancer’s class skills (and the key abil

—ty for each skill) are Concentration (Con), Craft (Int)t,'ve energy is so powerful that it can be used to fuelg

magic. The process for doing so requires study angy

fession (Wis), Spellcraft (Int), and Survival (Wis). understanding, similar to the wizard's process of'§
Skill Poin’ts at 1st Level: '(2 + Int modifier) x 4 memorizing spells, but it is not a written art like a wi

Skill Points at Each Additional Level: 2 + Intard.s spellcgstlng. Rather, it is a way of manlpulau : ‘J‘ .
modifier. various radioactive components and channeling their c

energy through a form of inner concentration.
CLASE FERTURES T_he rqdlgmancer must memorize h|§ spells eag
morning, similar to a wizard, by attuning himself to t
All of the following are class features of thenecessary kinds of energy for those spells.

-\.d;:mu?

TRBLE I—1: THE RADIDMANCER

Base Fort Ref Will Spells per Day
Level Attack Bonus Save Save Save Special 2 3
+0 +0 +0 +2  Mutation, Infirmity
+1 +0 +0 +3 Radioactive Caster
+1 +1 +1 +3

+2 +1 +1 +4  Mutation

+2 +1 +1 +4

+3 +2 +2 +5

+3 +2 +2 +5

+4 +2 +2 +6  Mutation

+4 +3 +3 +6

+5 +3 +3 +7

+5 +3 +3 +7

+6/+1 +4 +4 +8  Mutation

+6/+1 +4 +4 +8

+7/+2 +4 +4 +9

+7/+2 +5 +5 +9

+8/+3 +5 +5 +10 Mutation

+8/+3 +5 +5 +10

+9/+4 +6 +6  +11

+9/+4 +6 +6  +11

+10/+5 +6 +12 Mutation
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“radiomancer need not own a spellbook; once learnedd develops a minor mutation (which is permanent;
his spells stay with him forever, though they must tm=e page 98).
“memorized” by his daily attunement sessions. The Mutation: Radiomancers experience the effects
radiomancer does need to own a variety of radioactioéprolonged radiation exposure. At first level and each
crystals, which are presumed acquired at first level. indicated level thereafter, they develop a mutation.
A radiomancer can cast any spell he knows frofrhe first three mutations are minor; the next three are
the wizard/sorcerer spell list. He knows the same numajor. The exact mutation is randomly determined.
ber of spells at first level as a wizard, and acquires n&ge page 98 for details on mutations. "

knowledge at the same rate. However, he casts spells Infirmity: The path of the radiomancer is a hard-"
in a different way, using radioactive energies. Whenaame. By channeling radioactive forces to cast spells, a. .}

radiomancer learns a new spell from a scroll or a wiradiomancer can generate far more arcane energy thar
ard's spellbook, he must spend one full week per spalttraditional wizard, resulting in more spells per day.

L level converting the spellcasting process into a forAt the same time, his broad choice of spells makes him; ';1_’

L' _that can be fueled by radioactive energy, and then mfst more versatile than a sorcerer.

make a Spellcraft check (DC 15 + spell level). If the But there is a price. The radioactive energy that

check fails, he may continue the process, makimgfuses the character’s body takes a toll on his health.
-.another check each week until it succeeds. (He dogse radiomancer literally becomes more and more

1 ..j}

I"not need to gain another rank in Spelicraft in the wdsail as he progresses, until he risks death by radlatlon
wizards must.) In this way, radiomancers can learn éxposure.

~cast any arcane spell in their own unusual manner. At each level starting at 1st, a radiomancer Ioses
"Radiomancers can learn their own unique brand ofie point of Constitution. This means he has a —1
casting spells only through oral tradition, which is whpenalty to Con at 1st level, -2 at 2nd level, —3 at 3rd "
they value contact with other radiomancers so mudkyel, and so on. This is a permanent loss due to pro-
radiomancers can teach other spells at the rate of ¢mmeged radioactive exposure; the damage cannot be /!
spell per day, with the same Spellcraft check as abdwealed or cured by any means short efish If the

to determine success. Radiomancers can cast spellaracter's Con reaches zero, he dies.

\

from scrolls only if they have already taken the time to  If the radiomancer reaches 18th level, he may use ’#

learn the radiomancer version of the spell. wishto overcome the effects of the radiation sickness.

Familiar: Radiomancers cannot take familiarsFor eachwish cast, he may recover one point of Con ~

The radioactive energies they arouse are fatal to snagdimage, up to his original “natural” score. Improve-
animals. ments beyond his natural score count as castialy

i Furthermore, prolonged expose to a radiomandergain an inherent bonus.

~ can be fatal for even other humans. Fellow adventur- The radiomancer still receives ability score

ers (and anyone else in close proximity to thiecreases at 4th, 8th, 12th, 16th, and 20th level, as '

radiomancer for long periods of time) must make @sual.

Fortitude save (DC of 5 + radiomancer’s level) for Radioactive Caster: Radiomancers receive the
every full year of time spent with the radiomancer. Radioactive Caster spell for free at second level. Tem--
the check fails, the character loses 1 temporary popurary Con loss from use of this feat does stack with' %
of Con (which cannot be healed until the character hlast Con due to infirmity, but it is recovered in the nor-",
spent at least a full month away from the radiomancengal manner.
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b 4 GENERAL PRESTIGE CLASSES OF THE UNDERDARK
e =
o d The upderdark is a hostile place. Its denizens amlum[m[mg S
/o ihe Sttong 10 survive, et alone flourish. These prestige. To aualiy to become an envoy, a character mi
Al % _/ classes may be found among any of the regular ragé@" all of the following criteria.
Sl : \ // residing in the underdark. A few may infrequently be Alignment: Any lawful

\/found on the surface among former captives of the Race:Any

_lands below or those who have traveled extensiveEI;{ Skills: Knowledge (nobility and royalty) 6 ranks,
/£ there. iplomacy 6 ranks, Bluff 6 ranks, Sense Motive 6

ranks

ENYDY ELASS SHILLS

= The Envoy'’s class skills (and key abilities for each

115 ¢ oo AL, o Hostilities among the nations of the underdark af&ill) are Appraise (Int), Bluff (Cha), Craft (Int),
i j A, legendary. Even so, their feelings toward one anotgiplomacy (Cha), Gather Information (Cha), Hide

87~ would be considered well disposed compared wifR€X). Intimidate (Cha), Jump (Str), Knowledge (eti-
(M PTIE their feelings toward those who dwell in the suniffuétte, history, nobility and royalty) (Int), Listen
447" 1) lands. Despite even this, trade does still occur betwdds), Perform (Cha), Profession (Wis), Sense Motive
~_the lands of night and day. The envoy is the ambas§4/s), Speak Language and Spot (Wis).
_ == Jor who makes this possible. Skill Points at each level: 8 + Int modifier.
/)l ) Envoys rely on incredibly honed skills of persua-
' 7.\ sion, witty repartee and natural empathy to bre&kR56 FERTURES
= el 'sougl barriers and.establlsh relations with otherwise All of the following are class features of the envoy
hostile cultures. It is a dangerous game. Most m

i S\ chant houses employ at least a handful of envoys, Weapon and Armor Proficiency: Envoys are /4%

i \(,jvvr\]zlrllelrtsC:rr:(]jeii:)?egfztggg\grltheﬁ\r)cs);;uglrjclao;lrfes:;ftigl?ﬁdem with all simple weapons. They are profici M E
i o L h Ilght armor but not shields. . . )
choice to ensure that negotiations remain civil. Silvered Tongue: When using any Charism
As a benefit of their unigue position, envoys enjoPﬁased skill at social functions, the envoy may add?

\ M~ the fruits o_f the cultures they visit as the_lr hos umber of envoy levels he possesses as a bonusn
S s $ioR 7 attempt to impress them and secure lucrative de Bar [

(AR 7 Because of their vast cross-cultural experience, envoys
N \// are expert in many subjects and conversant wi
\\ dozens more. They often act as advisors for forei%
/ \#| rulers. They make deadly spies when forced into suglﬁ
9\ roles, and wise employers keep a close eye on then&

restige class.
na o2

Polyglot: An envoy must learn to speak man AN
gues. Starting at 1st level, the envoy gains a num- ‘\/
r of languages equal to his Wisdom modifier (i ‘“/k)
), with a minimum of one. Furthermore, if trying to

municate with a sentient being whose language is

SR e | .
g all tlm_es._ foreign, the envoy can make a Perform check (DC 18
3 Hit Die: d6 to pantomime his way through. i
= 8 Web of Lies: The envoy is sensitive to thejg
/ 7 4 nuances of the conversations around him. This extra
=AM LE Y dinary ability grants the envoy a +1 bonus to all Seng
= E: i TRBLE 1—2: THE ENYDY
\ Base Fort Reflex Will
s Vo \\ | Level Attack Bonus Save Save Save Special
1 +0 +0 +0 +2  Silvered Tongue, Polyglot
N 2 +1 +0 +1 +2  Web of Lies
N 3 +2 +1  +1  +3 Persuasive Touch
| 4 +3 +1 +2 +3  Still the Tremulous Voice =
|5 +3 +1  +2  +4 Master of the Game =
i Ta
) "% R — == == S.= = = ,:;Z e
. = G__:_ —— =4= E = = : =
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I'Motive rolls per level of the envoy.

Persuasive Touch:The envoy’s ability to con-
vince others is astounding. With this extraordina
ability, the envoy may cast amotionspell as a sor-
cerer of the same total level of the envoy, once per d
per point of Charisma modifier.

Still the Tremulous Voice: By reacting with bold
confidence, the envoy is able to speak with author
and clarity. Once per day per point of Charisma moq
fier, the envoy is able to take 20 on any social skill rd
involving Charisma. ¥

Master of the Game:The envoy is able to manip-§§”
ulate others to his advantage. When speaking, §*

" _envoy can use this extraordinary ability to cast t
charm persorspell as a sorcerer of the total level
the envoy. This ability can be used a number of timy.~

- per day equal to the Charisma modifier of the envd-.
|"His target must be able to understand the envoy
order to be affected.

FUNGAL SYMBIOTE

Life in the underdark takes many forms. Amon j
the most bizarre are various forms of sentient fung U
The Huu'lach fungus (see page 77), also know as thg ham. :
brain fungus, is a particularly insidious denizen of the Fungal symbiotes have made great strides for Z
cavernous deep. good in the underdark. Deep gnomes have been known
. Victims who survive the spore cloud of the attacky, aqopt one every generation or so. Still, there are
ing Huu'lach are not out of danger. The spores help t}jg,se \who do great damage to the reputation of others ¥
"Huu’lach grow and prepare the would-be host as\g, this condition, giving in to their alien desires |/

* proper vessel. Despite a failed attempt by the Huu'laghyher than amalgamating them into their new psyches. %
to take over the victim, this process of preparation and it pie: d10

assimilation can sometimes continue. It is a rare con-
dition, but one_th_at is remarked on and studied amoﬁ&umcmsmc
underdark societies. "
Fungal symbiotes are what remain of those who To qualify to become a fungal symbiote, a charac- | i+
both survive a Huu'lach attack and resist being drivear must fulfill all of the following criteria.
insane by the metamorphosis process. Individuals who Alignment: Any
g have lived on in this new condition find that while  Race:Any
|| their lives are unchanged in many ways, in others they Save:A base Fortitude save of at least +3
| " are drastically different. New thoughts and outlooks ~Special: You must have survived a spore cloud
emerge. Sudden fears and desires become apparatiick of a Huu'lach fungus.
Their marked change in appearance is somewhat dis-
concerting. They exude a rich, earthy smell that is easy
to detect and when in sunlight smells vaguely like ran-

TRBLE 1—3: THE FUNGAL SYMBIOTE

Base Fort Reflex Will

Level Attack Bonus Save Save Save Special
+0 +2 +0 +1  Darkvision, Body Fungal
+1 +3 +0 +1  Nightshade
+2 +4 +1 +2  Spore Cloud
+3 +1 +2  Nightsoil, Fungal Growth
+4 +3  Metamorphosis
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vl g

water environment. As long as there is oxygen pr
the symbiote does not need to use its lungs to bre:
A side effect of his transformation is that a sy
biote’s new skin does not react well to direct sunlig
For every hour of exposure to direct sunlight (with
least half of his body exposed), the symbiote must rQ
a Fortitude save (DC 20 +1 for every continuous ho
or lose 1d4 temporary Constitution points. Resting
cool, dark place with access to at least one gallon
water will recover his Con back at the rate of 1 pef
minute. Most symbiotes dress heavily when travelhn
the surface world; hooded cloaks provide ample pro
tection.
Darkvision: The Fungal symbiote’s vision
becomes perfectly adapted to the dark. He gains 1208
foot darkvision. i/
Nightshade: As the symbiote continues to grow,
his body changes to adapt to his natural habitat: dark, ;
wet locales. When sitting in shade with access to at i ¢
least one cup of water per hit point, a symbiote may )
regenerate 1 hp per hour. t
Spore Cloud: At 3rd level, a fungal symbiote
may blast out a cloud of spores in a 10-foot radiusy
; from his body. All creatures in that area of effect must |
- CLASS SHILLS make a Fortitude save (DC 10 + number of fungald
symbiote levels the character possesses), or beco \
taggered. This extraordinary ability may be pepss
ormed once per day per symbiote level. (N .
Nightsoil: At 4th level, the symbiote is extremely
?ffecuve at healing himself. He may consume the car:
casses of any dead animal or plant to aid regeneratidq
This is done by laying the carcass in a cool, shady:
away from direct sunlight and touching it in order 1§
' siphon nutrients. In doing so, the symbiote regener
E/ CLASS FERTURES at 1 hit point per round. An animal carcass provid ‘. .
All of the following are class features of the funmany hit points as it had when it was alive; plants pr@ ‘
vide half that number. When the hit points of the c
Weapon and Armor Proficiency: Fungal sym- cass have been depleted, only compost and possi
biotes are proficient with all simple weapons and amyoldy bones remain. i
weapon they were proficient with before becoming It is possible to use this ability on living creatures\}[Y
symbiotes. Armor is very uncomfortable to them anout they take much longer to metabolize. For ever /8
|\ they will not willingly wear it, although they may usehour spent regenerating this way, the symbiote gains 1,
| any type of shield. hp. The victim/donor must be kept immobilized and ]
Body Fungal: As a partly fungal creature, the PQgets a Fortitude save (DC 20) every hour to resist the
now has unique characteristics that evolve as he gamecess. All damage sustained from this attack takj
levels as a symbiote. His outer skin and the tissumse day per point of damage to heal, regardless of ti
\ beneath it become rubbery, moist and flexible. His skapent resting.
turns dark, chalky grayish-brown at first, then pro- Fungal Growth: Once per day per point of Con- -
- ceeds to darken to a moist charcoal black. This soft tstitution modifier (with a minimum of one), the fungal
tough tissue allows the symbiote to withstand damaggmbiote may castnlargeon himself as a supernatu-
to a far greater extent. For every level of fungal symal ability. This ability is cast as if by a wizard of the
\ biote the character possesses, he gains a +1 natsyahbiote’s total level.
\\ armor bonus to his AC. Metamorphosis: The process of transformation is
The symbiote now draws oxygen from the mostomplete, and the symbiote can now rebuke or co
‘minimal of sources — not enough to survive in a vacmand plant creatures as if he had access to the pls
““um, but adequate for many oxygen-poor enviromlomain. He may use this ability a number of timesp
~ments. The symbiote can easily draw oxygen fromday equal to 3 plus his Charisma modifier. He ma

= The fungal symbiote’s class skills (and key abili=

\# ties for each skill) are Climb (Str), Craft (Int), Escap

| Artist (Dex), Hide (Dex), Intimidate (Cha), Jump (Str),
Knowledge (nature) (Int), Move Silently (Dex),
Search (Int), Sense Motive (Wis), Swim (Str) and Su
vival (Wis).

' Skill Points at each level: 6 + Int modifier.




¥ 'communicate with plants as with tepeak with plants REQUIREMENTS
spell and can casbntrol plantsas a spell-like ability, v §"
using his total levels as his caster level. And finally, his 10 qualify to become a pit fighter, a character
body now treats all non-energy and non-acid tyrSB“St fulfill all of the following criteria.

attacks as nonlethal damage. Alignment: Any non-good
Race:Any

Base Attack Bonus:+6 or higher
p" FleEﬂ Feats:Any three combat-oriented feats
Skills: Intimidate 5 ranks

While the surface world’s civilized nations typi-
cally frown on blood sports, the degenerate nationsrtlrpgg SKILLS
the underdark thrive on them. Slaves are constantly The pit fighter’s class skills (and key abilities for
“forced into the pits to fight for their survival. Fightingeach skill) are Balance (Dex), Bluff (Cha), Climb
. pits of underdark cities vary slightly from race to racgstr), Craft (Int), Intimidate (Cha), Jump (Str), Sense
Fighters are little more than diversions to the hatefMotive (Wis) and Tumble (Dex).
“nobility of the drow; to the enterprising duergar, they  Skill Points at each level: 4 + Int modifier
|\are considered gambling commodities. Either way, the
brutality and unforgiving nature of the life of a pit
fighter is matched only by the shortness of the cIasQ@gg FEATURES -
Hife expectancy. All of the following are class features of the pit ¥}
Most pit fighters are slaves. They are fierce confiynter prestige class. =
batants who must battle for their lives at a moment's \weapon and Armor Proficiency: Pit fighters are

notice. When they are not competing, they are trying foficient with all simple and martial weapons. They
stay alive in the slave pits, often fighting still more tggq gain proficiency in any two exotic weapons from
gain proper sustenance among the throngs of otigs underdark (see page 63). They are proficient with' 7

slaves. Pit fighters do not enjoy the potential comforr@ht and medium armor, as well as small and medium "%
of surface gladiators. They are dour, having nothing {gie|ds. /

look forward to but a grisly death beneath stands of tit- |mproved Unarmed Attack: Pit fighters imme-

tering onlookers. Their lives are cheap and they knQyiately learn to use their bare hands to inflict lethal
it. Killing becomes easier every day, and pit fighter§amage on foes in the pits. They gain Improved
['leventually have no compunctions about it whatsoevefnarmed Attack for free.

Few warriors have to fight for their lives in such  Bonus Feat: Pit fighters are forced to adapt at a
conditions, making pit fighters deadly in the extremgghtening pace. Their early careers are spent scram- "
They are lightning fast to attack and short on words ll?Mng to learn anything that may help them survive
their very nature. The most successful have forgottﬁjhger in the fighting pits. At 2nd level, they may $
any dream of freedom, and are now simply waiting fehoose a feat from the following list: Advantageous |
death to take them. The greatest — and the most lugiyy, Belly Fighter, Blind Fight, Cleave, Combat |
— die with their hands around the broken necks @feflexes, Dodge, Expertise, Great Cleave, Improved &
their masters. Advantageous Blow, Improved Bull Rush, Improved: 7,

Hit Die: d10 Initiative, Improved Grapple, Mobility, Power Attack,

Toughness, and Weapon Focus.

TRBLE 1—Y: THE PIT FIGHTER

Base Fort Reflex Will

Attack Bonus Save Save Save Special

+1 +1 +0 +0 Improved Unarmed Attack, Iron Body +1

+2 +2 +1 +0 Bonus Feat, Rage in the Cage +1

+3 +2 +1 +1  Superior Unarmed Attack

+4 +3 +1 +1  Bonus Feat, Rage in the Cage +2

+5 +3 +2 +1  lron Body +2

+6 +4 +2 +2  Bonus Feat, Rage in the Cage +3

+7 +5 +2 +2 Relentless

+8 +5 +3 Iron Body +3

+9 +6 +3 Crippling Blow, Rage in the Cage +4
Finishing Blow, Iron Body +4
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his enemy must make an immediate Fortitude
(DC equal to the damage dealt) or lose 1d4 temp
Strength.

Finishing Blow: Pit fighters at 10th level under
stand how to finish off opponents with brutal efficien
cy despite great risks. By declaring this attack, the pi
fighter must perform a successful feint maneuver a
move-equivalent action; the next attack not only rob&
the opponent of his Dex bonus but also automatica
threatens a critical. If the pit fighter fails either the
feint or the subsequent strike, the opponent gets aH
attack of opportunity on the pit fighter.

PREDATOR

In the eternal darkness of the underdark, predators
rule. For those without the means to defend them-
selves, death comes quickly and savagely.

No one becomes a predator by choice. From drow
outcasts to hapless surface explorers who have becomg
irrevocably lost, predators are born when the last ves
tiges of civilized thinking are stripped away by the &
need for survival. Driven into an animal state, preda+3
tors have forgotten all they once were that does noig

Pit fighters gain an additional bonus feat at 4tfirectly help gain them food, water or safety. ’

) and 6th levels, which must be chosen from the same Few predators last long. Those who do beCQ g 2
list. nearly mindless monsters operating on pure instinct. J"L -

Rage in the CageThe fighting pits are frenetic, 1n0se who find their way out of the underdark or are _

“— fueled by the fury of the warriors inside fighting folProught back to civilization through the luck of theq
their lives. Rage in the Cage grants a +1 morale borfigds must fight for years against their tenaciousht
to attack or damage (not both) that must be declaf8grained primal urges.
" before each attack. This bonus increases by +1 at 4th, Hit Die: d10
A.c6th and 9th levels. g ok
Superior Unarmed Attack: Pit fighters who REQUIREMENTS N ;
have survived to 3rd level have learned how to turn To qualify to become a predator, a character 'Hl
/' their bodies into lethal instruments. The pit ﬁghtetrulfill all of the following criteri ' A~
does 1d6 points of damage with any unarmed attack. . . g critena.
) o , : Alignment: Any chaotic
Iron Body: By 4th level, the pit fighter is horribly Race: An
- scarred all over his body. He has become used to tak- Base.Attgck Bonus:+4 or higher
ing punishing blows and fighting with wounds that Feats: Combat Refléxes
would drop a lesser warrior. Iron Body grants damage Ski||S" Search 4 ranks, Hide 4 ranks, Spot 4 ranks
. reduction 1/- at 1st level. This reduces every damagﬁrvival 4 ranks ! ’
roll against the pit fighter by 1 point. At 5th, 8th an

= 10th level, this bonus increases by +1 for a total DR %f SpemgI:You must be _Ieft to fend for yourself i
|\ the wild without contact with other people for at lea

Relentless: The pit fighter at 7th level is an one month.

unstoppable machine. He can withstand tremendous
punishment without falling unconscious. This extraofLASS SKILLS
\ dinary ability allows the pit fighter to continue fighting  The predator’s class skills (and key abilities for
\\ until =10 hit points. If he drops below —10 hit pointsgach skill) are Balance (Dex), Climb (Str), Craft (Int),
\. he will immediately drop dead. Hide (Dex), Intimidate (Cha), Jump (Str), Listen
Crippling Blow: At 9th level, the pit fighter (Wis), Move Silently (Dex), Search (Int), Sense
understands his enemy’s weak points intuitively. Thdotive (Wis), Spot (Wis), Survival (Wis), Swim (Str),
“pit fighter must declare the use of this ability beforand Tumble (Dex). =
-rolling to attack. If this full-round attack is successful,  Skill Points at each level: 2 + Int modifier. '




FELASS FEATURES

All of the following are class features of the pred
ator prestige class.
Weapon and Armor Proficiency: Predators are |

their former lives.

Animal Instinct: No civilized person, not even a
barbarian, lives as close to his primal nature as a pr
ator. Animal instinct takes over as a survival mech

' 'nism. Races without darkvision or low-light visio
gain the equivalent of low-light vision. Those wit
low-light vision gain darkvision. Those with darkvi-
‘sion gain the Blindsight feat for free. Furthermoré

|'Vevery level of predator taken by a character provide
bonus of +1 per level to all rolls involving Survival.

an opponent undefended, he can strike a vital spot
extra damage. Any time a predator’s target would
denied his Dexterity bonus to AC (whether he actua
has a Dexterity bonus or not) or whenever a preda
flanks a target, the predator’s attack deals extra da
age. The extra damage is +1d6 at 1st level, +2d6 at 3rd

level, and +3d6 at 5th level. Should the predator scdPiO @ beast. He may rage (as per the barbarian class) a 74y
a critical hit, the extra damage is not multiplied?Umber of times per day equal to his unmodified Con- 2
Ranged attacks count as sneak attacks only when $HE/tion bonus, with a minimum of 1 time per day.
target is within 30 feet; the predator cannot strike with
deadly accuracy from beyond that range. gg

Track: At 2nd level, predators gain the Track feat, Rnclnl" angnBE El"n ' Eg
giving them the ability to trail their quarry instead of

e s weay a ve F THE UNDERDARK

onset of combat, hoping to overcome their prey. For a - W
-1 number of rounds equal to his Constitution modifier, ’
; the predator adds his Savage Blow rating to all damage The underdark is an environment for the strongi, '~ g
. rolls from the onset of combat. At 4th level, this bonuss cultures demand great strength of body or great /s
| is raised to +2. strength of will. Those found lacking are rewarded
_ Improvised Weapon: At 4th level, predators are with swift death ...or worse. The races that dwell in: /]
' able to put to use nearly any object as a weapon gahdse punishing lands have adapted by cultivating ,*
for bringing down prey. They are considered proficiemtithless tenacity as well as sublime subtlety. .
~ with improvised weapons, meaning they no longer suf- As in any unique environment, specialists who | |'f
fer a -4 attack penalty when using them. have mastered their world have evolved in the under-
Rage: At 5th level, the predator has degeneratedark. They have carved out their own pernicious nich-/, =%

TRBLE 1—5: THE PREDATOR

Base Fort Reflex Will

Level Attack Bonus Save Save Save Special
+1 +1 +2 +1  Animal Instinct, Sneak Attack +1d6
+2 +2 +3 +1  Track, Savage Blow +1,
+3 +2 +3 Uncanny Dodge, Sneak Attack +2d6
+4 +4 Improvised Weapon, Savage Blow +2
+5 Rage, Sneak Attack +3d6
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es, adapting with nuances that allow them to thriagainst their will. Many live as hermits in the wildsx
where others barely survive. The most common spée underdark, forcing wisdom seekers to pay pring
cialists among each of the major underdark races arems for their knowledge. :
described below. Hit Die: d4

NERRD PRESTIGE CLASSES

i

REQUIREMENTS

To qualify to become a deep sage, a charag
must fulfill all of the following criteria. v

The vile. d d d db ¢ Race:Derro
e vile, degenerate derro are detested by most of gy jyiq. Knowledge (underdark) 9 ranks, Knowl-

the other denizens of the underdark. Derro are dislik 8
9 ranks, Craft (alch 9 ranks, Spel
for their cruelty and their sheer delight in causing pa%ff? g(a;;cnaknsa) ranks, Craft (alchemy) 9 ranks, Spe

and humiliation. They are known to share living space Spellcasting: Cast divine spells of at least 3rd

~warrens, much to the chagrin of their neighbors. They Feats: Brew Potion

il ‘ . possess a keen knowledge of things in the underdark
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<. of alchemy combined with divinations and bone cagproficient with clubs, daggers, heavy crossbows, light

J 1 large entourages of guards. Some are retained thepenatic component of their spellcasting to fail.

and dream of one day ruling the lands below in thej
entirety. Unss swLLs

Derro specialize in hit-and-run tactics under the The deep sage’s class skills (and key abilities for

leadership of powerful seers who guide them througdach skill) are Appraise (Int), Bluff (Cha), Concentra-

j i / 7% unique prestige classes have emerged among thesel (Wis), Hide (Dex), Listen (Wis), Profession
1711\ 'misbegotten, evil creatures.

I 'subversion, coercion and assassinations. At least tish (Con), Craft (alchemy) (Int), Diplomacy (Cha),

(Wis), Search (Wis), Sense Motive (Wis), Spellcraft
(Int), Spot (Wis) and Swim (Str).
Skill Points at each level: 6 + Int modifier

NEEP GRLE

1 CLASS FERTURES

The derro revere their wise men above all else. All of the following are class features of the deep
The savants that form the ruling class of derro sensiage prestige class.
civilized society retain these wise men as advisors. Note:None of the deep sage’s class-based pow
The all-seeing prescience of the deep sage has prowey be used on himself without penalty. If he uses d
a boon beyond measure to the savants and their goatory powers for his own purposes, the deep s;
for derro-enforced domination of the lands below. will lose 1d4 Constitution points, which will return
Deep sages are somewhat independent of the rate of 1 point per week. He may use his abilit
“derro throngs. They gather information througtvithout restriction when requested by another —
numerous contacts and erratic wanderings, selliofjcourse, nothing precludes a sage from surroundi
their information to the highest bidder and frequentlyimself with sycophants and wealthy clientele to re: ,
parleying their knowledge into power and rank. Theecondary personal gain. I~
deep sage is said to know more than most underdark As a byproduct of the unorthodox nature of dee
humanoids. Even the drow curtail their disdain for otlsage spellcasting, the deep sage can never cast sp
ers to seek the wisdom of the derro wise men. Them the evocation school of magic.
basis of their knowledge seems to stem from a mastery Weapon and Armor Proficiency: Deep sages are

42 4
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ings. Their information proves remarkably accurate.crossbhows and quarterstaves. They are not proficig
Most deep sages live well ensconced in cities withith any type of armor or shield, which causes th

TRBLE |—B: THE DEEP SAGE

Base Fort Reflex Will
Level Attack Bonus Save Save Save Special Spells
1 +0 +0 +1 +2 Sense Beyond +1 level of existing class
2 +1 +0 +1 +3 Vision +1 level of existing class
|3 +1 +1 +2 +4  Heart of Darkness +1 level of existing class
| 4 +2 +1 +2 +5 Foreshadow +1 level of existing class =
5 +2 +2 +2  +6 Clarity +1 level of existing class
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_ Sense BeyondAfter quaffing an alchemical mix- gain no further knowledge unless they make the saving:
ture, the deep sage can often answer specific questittmew, at which point the invasion becomes complete- !
about the local area. More powerful sages can answeclear. Once the victim has failed a saving throw, all
detailed questions relating to people and places farestions from that point on must be answered without
from their present location. The alchemical mixturdurther Will saves. If the victim succeeds in her save,
called gu’ddulsh, is made from common ingredienthe will instinctively recognize who tried to wrest
easily found anywhere in the underdark. Brewing knowledge from her if she ever runs across the partic-
properly requires a Craft (alchemy) roll (DC 15)ular deep sage. This act is vile and leaves an |mpr|nt'-
which the GM should roll in secret. upon its victim. :

On a successful roll, the deep sage may learn 1d4 If the Craft (alchemy) check fails, the deep sage
answers to general questions concerning areas withigaes into a coma for 1d6 days. He wakes under thess
one-mile radius. For every 5 points over the DC, haffects of being staggered for 1d4 hours. =
may extend the range of his perception by 5 miles. He Foreshadow: The deep sage can now enter a. '\

4" could discern the exact location of a particular persoleeper state of awareness and castlitrination spell

. or where a particular creature hunts or sleeps. He coakla supernatural ability. He can enter this state a num-_/
relay where the nearest exit from the underdark migher of times per day equal to his Wisdom modifier. '
“be or in which direction it lies. This ability will not Clarity: Twice per day per point of Wisdom mod-
"reveal personal information. Responses are basBer, the deep sage can caktirvoyanceor clairaudi-
entirely on the wording and content of the specifienceas a supernatural ability. This power can be used: y b
_questions asked. in conjunction with the previous powers for more \,S
' If the roll is failed, the deep sage passes out fdetail. The deep sage can use this power without harm- ’5
1d4 hours and wakes up under the staggered effectifay himself.
the next hour.
Visions: The deep sage can enter a state in which
he can use thauguryspell as a supernatural ability. QIUNC F"NB QNIPER
He can do this a number of times per day equal to his
Wisdom modifier, with a minimum of 1 time per day. }
His total level is considered doubled for this effect. The derro’s use of the repeating crossbhow is infa- 7
Heart of Darkness: By inhaling the specially mous throughout the underdark. Whereas the duergar’
prepared spores of the jikcata mushroom, the dempke skillful use of the heavy crossbow, and drow
sage gains insights on a particular person or creatuagnies are known for their hand crossbows, the derro ¥
|'The jikcata spores must be prepared with a Crdftcus on quantity versus quality, unleashing erratic
~ (alchemy) roll (DC 20), which the GM should make iswarms of bolts. Enemies have learned to plan for this
secret. well known tactic when dealing with the derro hordes.
On a successful roll, the deep sage goes into a Slowly, however, a new and more disciplined war-
trance in which he may be asked 1d4 questions abaot is emerging from the ranks of the derro degener-
a particular person. If he knows the answer, he may teles. The stone fang sniper relies on speed and accura J:
the petitioner whatever he wants. If he does not knasy with deadly success. As assassins and elite soIdlers ks
the answer, he can wrest it from the person targeted $twne fang snipers are swiftly gaining a deadly reputa— >
the reading as long as that person is within 5 miles fi&n in the sunless lands.
level of the sage. The victim gets a Will save with a Known for their rapid precision firing, the stone
\" DC of the number rolled on the Craft (alchemy) checkang snipers have perfected a silent one-shot kill. Their
" If the victim is unsuccessful, the deep sage gets tsignature bolt tips bear a serrated granite wedge, the
information and can relate to the petitioner whateverere possession of which garners the death sentence 3
part he chooses. in many underdark communities. The stone fang] /)
The victim is aware of a strange claustrophobgniper represents a growing threat among the brutal
sense of “un-rightness” during the attempt. They willnderdark nations, symbolizing all that the underdark /.

TRBLE 1—7: THE STONE FANE SNIPER

Base Fort Reflex Will
Level Attack Bonus Save Save Save Special
1st +1 +1 +1 Rapid Reload
2nd  +2 +2 +2 Fire at Will
3rd +3 +3 +2 Rapid Shot
4th +3 +3 Far Shot
+4 +3 One Breath
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o). < ~~ breeds: silent, fast killers showing no remorse. at least one shot left in his cartridge. This ability wor
[ \\0 Hit Die: d8 exactly as the feat.
A Far Shot: The marksmanship of the stone faf
" REQUIREMENTS sniper becomes apparent. He gains the Far Shot:
i, ) ) for free when using a weapon with which he F-f
My, To qualify .to become a ston_e fang sniper, a Ch"’Weapon Focus. =
acter must fulfill all of the following criteria. One Breath: The stone fang sniper has becom
4 Race: Derro . lethal killer. By spending a full-round action tos
5 Base Attack Bonus:+6 or higher ~ observe a target, the stone fang sniper may autom
A < _ Feats: Exotic Weapon Proficiency (repeatingcaly threaten a critical with his first and only shot o
/ : D/ Crlosibmrl]\l)' Weapon Focus (repeating crossbow), POiRt next round. The target cannot be engaged in mel
Al /4 .Blank Shot

with the stone fang sniper. This ability can only b
used with a weapon with which the stone fang snipe
e CLASS SHILLS has Weapon Focus.

a7 II A The stone fapg sniper’s class skills (anq key abil-
V| e oo s are paenee e v DRDW PRESTIGE CLASGES

- Move Silently (Dex), Profession (Wis), Spot (Wis) and

i A 7. Swim (Str).

- ] g 1 gl Skill Points at each level: 2 + Int modifier As cruel and haughty as their surface kin are kind

j 7l and benevolent, the drow are a threat to all their neigh
_I’ A (LRSS FERTURES bors. They may for a time engage in trade or diploma-
A cy, but invariably they resort to conquest.

N All of the following are class features of the stone
RS " ’ NROW AVENGER

: —fang sniper prestige class.

Weapon and Armor Proficiency: Stone fang
/ <> | snipers are proficient with all simple and martial
B\ P ‘weapons. They are proficient with light, medium and The reach of a great drow noble house extends far,
o, . "heavy armor but not with shields. often the length of the underdark to the surface worl
TN Rapid Reload: The stone fang sniper may reloadnd beyond. When the nobles of a drow communi
““7any crosshow as a move-equivalent action. He mbgve been slighted, therefore, their need for reven eI
replace a five-round cartridge in his repeating crosgreat. The primary agents in these matters ;
bow with a fully loaded cartridge as a move-equivaleavengers, skilled soldiers and assassins who
V. ‘action. Reloading a cartridge requires a full-roundown those who have wronged their patron. No'@
\ M " action. tance is too great, no slight beneath lethal punishmeft.
g N VAR | Fire At Will: At 2nd level, the stone fang sniper ~ Males make up the majority of this rare breed, b
NN ., remains cool under fire. He provokes no attacks @fore than one female drow has proven her skill as
A A€\[/ opportunity when firing his weapon in a threatenedite avenger. The avenger’s weapon of choice is the /("
. \ area, nor does he provoke attacks of opportunity Bgger, based on its ability to be concealed. Avengek§ls{ A .
/2 \é\| ' reloading his crossbow. He does provoke an attackaie masters with this weapon, flashing it in clever an ‘f‘ (
o [\

1\ 5| opportunity when loading a cartridge for a repeatirdeadly displays that leave their foes dying or running|.
2| crossbow. for cover. ]
. Rapid Shot: At 3rd level, the stone fang sniper  Hit Die: d8
may take an extra shot with a light crossbow (as in the

2 feat). With a repeating crossbow, he is required to have

= e\ ‘| TABLE 1—8: THE DROW AYENGER

\ Base Fort Reflex Will
s Vo \\ | Level Attack Bonus Save Save Save Special
W] st +1 +0 +2 +0 Track, Sneak Attack +1d6
| 2nd 42 +1  +3  +0 Precision Strike
| 3rd +3 +1 +4 +1 Uncanny Dodge, Sneak Attack +2d6
M| 4th +4 +2 +5 +1  Flight of Blades =
5th +5 +2 +6 +2 Dual Fang Strike, Sneak Attack +3d6
= iy S == E S =4\:A £
# ? = il %




T REQUIREMENTS

To qualify to become an avenger, a character m
fulfill all of the following criteria.

Alignment: Any non-good

Race: Drow

Base Attack Bonus:+6 or higher

Feats:Weapon Focus (dagger), Point Blank Sha
Rapid Shot

CLASS GHILLS

The drow avenger’s class skills (and key abiliti
for each skill) are Balance (Dex), Bluff (Cha), Climh
(Str), Craft (Int), Disguise (Cha), Escape Artist (Dex

N
£ Gather Information (Cha), Hide (Dex), Intimidate (Cha

Jump (Str), Listen (Wis), Move Silently (Dex), PicK

gF g | Pocket (Dex), Search (Wis), Sense Motive (Wis), Sp
PO~ ' | (Wis), Survival (Wis), Swim (Str), and Tumble (Dex).
: Skill Points at each level: 6 + Int modifier.

CLASS FEATURES

All of the following are class features of thg

avenger prestige class. . ) She still loses her Dexterity bonus to AC if immobi-
Weapon and Armor Proficiency: Avengers are lized

proficient with all simple and martial weapons. They Flight of Blades: Starting at 4th level, the avenger

are proficient with light armor but not with shields. " ) J
) . . may throw an additional dagger at her highest base ~~
Track: Because tracking and hunting down dan- ) ;
. . attack bonus. This must be done as a full round action,
gerous opponents is her primary duty, the avenger . ) i . =,
. . nd incurs no penalty. This ability stacks with Rapid
gains the use of this feat for free.

Sneak Attack: If an avenger can catch an o 0_Shot; when used with Rapid Shot, all attacks in the
' 9 PP gund suffer a —3 penalty to their attack roll.

| nent undefended, she can strike a vital spot for extfd Dual Fana Strike: Avenaers mayv wield dagaers
damage. Any time an avenger’s target would be denied g ' 9 y 99

) ) In both hands as if they possess the Two-Weapon
his Dexterity bonus to AC (whether he actually has . I
Dexterity bonus or not) or whenever an avenger flan!?ghtmg and Improved Two-Weapon Fighting feats.

., ~ the target, the avenger’s attack deals extra damage.

C7 The extra damage is +1d6 at 1st level, +2d6 at 3rd Bl_ﬂﬂmmcﬂvcn
level, and +3d6 at 5th level. Should the avenger score
a critical hit, the extra damage is not multiplied. _’)j
Ranged attacks count as sneak attacks only when the prow spellcasters are among the mightiest in exis-i’,

target is within 30 feet; the avenger cannot strike WiBnce. Their natural affinity for both arcane and divine & -
8/ deadly accuracy from beyond that range. magic, coupled with exceptional raw intellect, mark "
Precision Strike: Starting at 2nd level, the them as masters of both magical arts. The curiosity and- %
avenger's mastery of the dagger comes to fruition. §feed of some emboldens them to plumb the most per-: |
., brecise are her dagger’s attacks that any succesgilse and profane aspects of magic, seeking to gain an'
strike (including thrown) does 1d6 points of damaggjge over those who toe the party line of the drow.
3{, instead of 1d4. Furthermore, she may use her Dextficane science academies. These mavericks seek new;
“’ty bonus to determine her bonus damage rather thgfyerstandings, forging ahead into the unknown. il
~ her Strength. Note that this ability effective against The gloomweavers are among such renegades. M
both undead and constructs. They dabble in standard arcane practices, secretly"
Uncanny Dodge: Starting at 3rd level, the gelving into shadow-magics whose very essence sur-"
@ avenger gains the extraordinary ability to react to dagsunds them at all times. What better place to learn the'/k %
TOe | ger before her senses would normally allow her to B@crets of dark magic than in the darkness of its own"; .
/ \li\  aware of it. At 3rd level and above, the avenger retaipg|ly? Slowly, these new arcane casters are proving t0 g
. I+ her Dexterity bonus to AC (if any) regardiess of beinge a match for more traditional wizards and sorcerers.
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~~ found inthe plane of shadow. They aim Gloomweavers are not proficient wi
| \ \ﬁ."‘ to meld with the shadowstuff from any type of armor or shield, sin¢
A ~ that plane while unlocking its armor of any type hinders the
secrets. Through this infusion, somatic element of spellcast
7 they gain incredible knowl- ing. iy
¥ My edge and insight... at a Ebon Sight: The =
,c = price. gloomweaver’s  first (S
ff// ! N -4 Hit Die: d4 acceptance of eterna
A 5 darkness into his'
x \\p-/ REQUIREMENTS heart changes his
% ) eyes to inky black.
\ To qualify to This ability grants
i< ). _become a gloom- the user 120-foot
N 7 '* weaver, a character darkvision with the
. W/ -~ must fulfill all of the added effect of
fiyle « following criteria. always revealing any
(7 Alignment: Any ;
| - creature or object
. evil _ 3 native to the plane of
¥ - Spellcasting:Abili- shadow or with the shad-
) %ty to cast arcane spells,
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ow or darkness descriptor
in its name.
Essence Filter: Through
experimentation with the stuff of
shadow (preferably through its infu-
k sion into their very being), gloomweavers
Skills: Knowledge (the planes) 5 ranks, Knowl- pegin the process of transforming their flesh into semi-
- edge (arcana) 10 ranks ~corporeal shadow. The process requires two week
Special: Must have captured a creature with thgninterrupted experimentation in a fully outfitted la
- shgdow descriptor for experlmentatlon., or Createdo?atory. The cost in materials is 1,000 gp per day, and
unique spell of greater than 2nd level with the shadoyky, interruption forces the process to be started agaj
or darkness descriptor from the beginning. A gloomweaver who does ng
choose to undergo this process may not advances
[:Lngg gmuﬁ ther in this class. . o ) ;‘}
The process involves draining the “essenc
The gloomweaver’s class skills (and key abilitieshadow” from a living being whose level must equ

-

"the shadow or darkness

Metamagic Feats:Three meta-
magic feats

42 4

" for each skill) are Concentration (Con), Craft (alchdeast half of the gloomweaver’s total levels, or throur

my) (Int), Craft (any) (Int), Knowledge (any) (Int),the draining of a real “shadow” or a denizen fromth
Profession (any) (Wis), and Spellcraft (Int). plane of shadow. In both cases, the process dest

Skill Points at each level: 6 + Int modifier the victim. Once completed, the gloomweaver los | ,1\\/
one point from a physical attribute and gains one of th “/\/‘

following: S

LLRSS FEATURES ShadowskinGain +2 deflection bonus to AC. The ‘ {

All of the following are class features of thegloomweaver’s skin turns grayish black and becomes
gloomweaver prestige class. cool to the touch. '
Weapon and Armor Proficiency: The feared Speed of Darknestlsedimension dooas a spell
gloomweavers are proficient with clubs, daggers, number of times per day equal to the gloomweave
heavy crosshows, light crossbows and quarterstavigelligence bonus. This may be used only throug

TRBLE 1—9: THE GLODMWERYER
Base Fort Reflex Will
Level Attack Bonus Save Save Save Special Spells
1 +0 +0 +0 +1  Ebon Sight +1 level of existing class
2 +1 +1 +0 +2  Essence Filter +1 level of existing class
3 +1 +1 +1 +3 Essence Filter +1 level of existing class
4 +2 +1 +1 +4  Essence Filter +1 level of existing class :
5 +2 +2 +1  +5 Shade Warlock
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"‘darkness or deep shadow, and the gloomweaver can or more may vanish from his current location .

reappear only through shadows. reappear within any shadowy location within 200
Touch of DarknesstUse thechill touch spell at ft. This is a move equivalent action.

will during dark conditions such as night or in the A side effect of his new condition is that the

underdark. _ S gloomweaver may change the descriptor of some
Shadow’s KissWhile lying inactive in darkness, spells to shadow; for examplefiball spell would be

the gloomweaver regains double the normal amountigfown as shadowball He may change a number of

hp for resting. However, if exposed to light brightegpelis per day equal to his Intelligence modifier.
than torchlight, he regains nothing.

Coil of Shadow:For a number of times per day
per point of Intelligence modifier, the gloomweaver "UUGE gmunumnglcn
may create a tendril of shadow which acts as the 5th ‘ ' '
L. level spelltelekinesisA gloomweaver must be able to
4" cast 5th level spells in order to take this ability.
Shade Warlock: Gloomweavers undergo the

The great houses within drow communities hold" * /
) : ... their bloodlines’ traditions as paramount, second only =~ &
el g t_ransformaﬂon of the path qf the essence filt 0 their devotion to dark powers. Each house maintains s
R4 e required is doubled, as is the cost. When %€ own customs in the arts of war. The house sword- ; :
o7
Few warriors in drow society are as feared as a"). @ _' s
se swordmaster. Highly trained, the house swort-aa\ ol
ster serves as commander of ground forces in war |-

\"process is completed, the gloomweaver must mak Iy .
Will save (DC 22) or the process will fail to take holg‘n%ster exemplifies those beliefs.
.and he must start again (including the loss of anott}%u ,
physical attribute point). If he succeeds, he becoml%

fully infused with shadowstuff and gains the fOIIOVVmgand as assassin for the rulers of his house. He is a war-

abilities only when within shadows or darkness. Wh%r dedicated to combat with his weapon of choice

glrg/vfeullnlcljttiil#roundlngs or daylight none of these POWS ot necessarily a sword. He is a deadly combatant who j

exists solely to destroy his enemies. p
Ability scores: A shade warlock's Constitution  Rivalries between swordmasters are intense. The. /4
and Charisma scores increase by +2. house swordmaster holds his status and title through~
Speed increases by 20 ft. (15 ft. if the characterusparalleled skill in his chosen weapon. Possessing a
wearing medium or heavy armor). house swordmaster of greater skill than those of other”
Armor class: The shade warlock gains +4 defleBouses garners essential prestige. Numerous duels ar
tion bonus to AC. fought between rival swordmasters in an attempt to
Attacks and damage: Shade warlocks gain a gatabhs_h martial supremacy. This is privately frowned
upon, since the loss of a house swordmaster would be
competence bonus to all attacks and damage. )
a devastating blow to house morale. Duels tend to be |
Saves: The shade warlock gains +4 luck bonusigynly ritualized both as a matter of tradition and to
all saving throws. help prevent assassinations.
Skills: Shade warlocks gain a +8 bonus to all Hide  Hit Die: d10
and Move Silently checks. They also suffer no
penalties due to darkness. REQUIREMENTS

Control Light (Sp): The shade warlock can
decrease the level of light in a 100 ft. radius bycaha

racter must fulfill all of the following criteria.
factor of 10% per total character level. g

] Race: Drow
Fast Healing 2 Base Attack Bonus:+8 or higher "
Invisibility (Sp): The shade warlock can use this Feats: Weapon Focus (any simple, martial or '/ |

level. ple, martial or exotic Weapon), Combat Reflexes, /

Shadesight (Sp): The shade warlock’s darkvisidfproved Critical

increases in range by +60 ft. iy

Shadow Image (Sp): Three times per day, tl%ugg GHILLS }
lf

shade warlock can use this spell-like ability (Sim-  The house swordmaster’s class skills (and key "
ilar to themirror imagespell) as a sorcerer of thegpjlities for each skill) are Balance (Dex), Climb (Str),

same level. This ability creates 1d4 figments afraft (weaponsmithing or armorsmithing) (Int), Intim-.,”
the shadow warlock. idate (Cha), Jump (Str), Ride (Dex), Sense Motive *
Shadow Stride (Sp): As often as once every (@Vis), Survival (Wis), Swim (Str), and Tumble (Dex).
rounds, a shade warlock whose total levels are 8 Skill Points at each level: 2 + Int modifier. <
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A Vg All of the following are class features of the house

i~ (F swordmaster prestige class.
7 o Y Weapon and Armor Proficiency: House sword- The drow revere hatred as a virtue and they '-.
/.‘-'-’- My, masters are proficient with all simple and martialothing so much as their surface-dwelling kin. Ma
54/' weapons, all types of armor, and all shields. of the initiation rites held by drow nobility and th
e ay.-¥ Battle Instinct: The house swordmaster is alwaysvarrior elite require exacting revenge on the peopl}
2’ = 78" ready for battle. The constant threat of assassinatisithe sunlit lands. The journey between the deep dr
/ \ ,3 and combat from those seeking to establish suprematrongholds and the precious few exits to the lan
Al 3 ) L/ hones the swordmaster’s battle instincts to razor shagpove is dangerous, to say the least.

ness. His skill grants the house swordmaster a +2 Surface raiders thrive on the thrill of the hunt.
: bonus to initiative rolls. This ability stacks withSkilled in orchestrating these journeys, they raid fo
+ Improved Initiative. sport, profit or even darker reasons. As likely as they
T : Weapon Mastery: The connection between aare to kill a surface dweller, surface raiders may just a:
WA . house swordmaster and his weapon of choice is irgBon choose to maintain contact with renegade
7/, “mate. This weapon becomes an inanimate extensiorhafmans trading in valuable information and equip-
the warrior’s physical form. The house swordmastemnent.
W . gains an additional +1 bonus to attack and damage The surface raider is an iconoclast among his peo-
L5) f 2 : A +rolls when wielding a single type of weapon he is spple, valuable but dangerous. He is a necessary incon-
' ' e { {ffemn,.  Cialized in. This weapon must be chosen upon gainimgnience to those who dwell under the more disci-
j , — 2nd level in the house swordmaster class. plined rulers of the underdark. The surface raider lives
Uncanny Dodge:Starting at 3rd level, the housebetween both worlds and is welcome in neither.
11 ' swordmaster gains the extraordinary ability to react to Hit Die: d10
. danger before his senses would normally allow him to
: \\» be aware of it. At 3rd level and above, the houg€juUIREMENTS
it~ ')~ swordmaster retains his Dexterity bonus to AC (if any)

' . regardless of his being caught flat-footed or struck by 10 qualify to become a surface raider, a chara
ZZW . \aninvisible attacker. He still loses his Dexterity bond&ust fulfill all of the following criteria.
e to AC if he is immobilized. Alignment: Any non-good
AR\ Bladetwist: This ability must be announced  Race:Drow _ d
~—<il, ~  before the attack roll is made. When using a slashing Base Attack Bonus:+6 or higher e

lc < or piercing weapon, and taking a —2 penalty to attacks, Feats.:CT‘ombat Reflexes, Improved Initiative ;i
"/ the house swordmaster aggravates his victim's wound Special:Must have been to the surface lands. |
E,-,_ by twisting the blade while recovering his weapon. ;
LI This causes an additional 1d4 points of damage. Hol#55 SHILLS

> T 4 } ey, fihis attack mis;es, the swordmaster's OppONeNt e gyrface raider’s class skills (and key abiIiﬁ_é
- W& » getsto makeafreg disarm attempt without suﬁerlng?& each skill) are Appraise (Int), Climb (Str), Cra [\
) ' \H'_,:f attack of O-ppOI‘tL_JITlItyI.. he h d H (Int), Escape Artist (Dex), Gather Information (Cha)i{ /("
j . \ iugerr:or (?rlt|ca1|. 'I]:Ie ho|gse ?Vr\l'orr]. master hag;yeo (Dex), Intimidate (Cha), Jump (Str), Listen ‘“/k)
po \¢| reached the pinnacle of lethality with his weapon Qfyisy Move Silently (Dex), Ride (Dex), Search (Wis), st

\| - choice. His weapon of mastery increases its threat ra : , : ; . .
- se Motive (Wis), Spot (Wis), Survival (Wis), Swim
la| by 2 places. This ability is added after any other bonu(%-tr) and Tum(ble ()Def()) (Wis) (Wis)

‘-, es due to keen weapons or the Improved Critical feat.

\

Skill Points at each level: 6 + Int modifier.

= e\ | TRBLE 1-10: THE HOUSE SWOADMASTER

\ Base Fort Reflex Will
A P \\ | Level Attack Bonus Save Save Save Special
1 +1 +0 + +0  Battle Instinct
N 2 +2 +0 +2 +1  Weapon Mastery
1| 3 +3 +1  +3 +1 Uncanny Dodge
| 4 +4 +1 +4 +2  Bladetwist e
.| 5 +5 +2 45 42  Superior Critical
iy " _ - =




] of doing extra damage on the surprise round and '
AII.of the foII_owmg are class features of the SUlthroughout the encounter as if they had the Sneak
face raider prestige class. Attack ability. Ambush stacks only a single extra 1d6
Weapon and Armor Proficiency: Surface raiders for anyone in the group who already possesses Sneak
are proficient with all simple and martial weapons asttack. Otherwise, any time the surface raider’s tar-
well as light and medium armor and shields. get(s) would be denied Dexterity bonus to AC |
Surface Adaptation: Surface raiders have adapt{whether they actually have Dexterity bonuses or not) |
ed to the bright light of the sun. They do not suffer ther when a member of the raider’s group flanks a target;’
normal penalties that other drow suffer during daylighite raider's Ambush ability allows his group to deal
hours. Surface raiders are also familiar with the locaktra damage. The extra damage is +1d6 at 2nd level.
terrain surrounding their usual exit points from theand +2d6 at 5th level.
underdark. They can forage well enough to survive on Lightning Speed: Speed is paramount when
A" their own plus provide sustenance for 2 people perounting a raid. At 3rd level, the movement of the sur-
. level of surface raider. face raider increases by +10 feet per round.
: Sneak Attack: If a surface raider can catch an  Pillage: Time is of the essence in a raid. Years of
- opponent undefended, he can strike a vital spot f@iding experience have given the surface raider a nat- :
Nextra damage. Any time a raider’s target would beal instinct for taking what is most valuable. When r5
denied his Dexterity bonus to AC (whether he actualgpending a full round action to pillage a person (who }
~has a Dexterity bonus or not) or whenever a surfagist be either willing or immobile) or an object up to \‘,
raider flanks the target, the raider’s attack deals extre size of a large chest, the surface raider will instinc- *
damage. The extra damage is +1d6 at 1st level diwkly grab a number of items with the highest gold- s
+2d6 at 3rd level. Should the surface raider scorepgce value. The number of items will equal the
critical hit, the extra damage is not multiplied. Range@ider’s Intelligence bonus. Pillaging can be per-
attacks count as sneak attacks only when the targefoigned repeatedly and often leaves tell-tale signs of |
within 30 feet; the raider cannot strike with deadlgbuse on the person or item in question. Pillaging a7
accuracy from beyond that range. person causes 1 point of nonlethal damage per round’’
Chosen Terrain: Surface raiders adapt to a speof pillaging. 7
cific terrain, learning how to fight best in it and how  Plunder: This ability works the same as Pillage,
best to impact their quarry. A surface raider receives?@plied to larger objects or groups of people as a full-
circumstance bonus equal to his chosen terrain ratiifnd action. With Plunder, a surface raider can grab ¥
| while in his chosen terrain. This bonus applies to Lig?e most expensive items from up to two people per
ten, Hide, Spot, Move Silently and Survival checkonus point of Intelligence that he possesses, with a 2
made while in this chosen terrain. It also applies to afjinimum of one person. He can Plunder an object up; /!
attack and damage rolls if made from an ambush, at®4he size of a wagon, limited to a number of items of
sneak attack or against flanked opponents. All surfa@guble his Intelligence modifier. Again, he may use -
raiders start with the chosen terrain of cavernous fi¥is ability multiple times in a row, once per round.
free. Additional terrains gained and 2nd and 4th levels
must be chosen upon leveling up from the foIIowingrDUEnl;"R p“Egn’;E [:Lnggcg
categories: forest, jungle, desert, swamp, urban, mou : A
tain, and lowland. These modifiers stack. For example,

\!'a 5th level surface raider in the underdark (cavernous) 7
will gain an additional +2 damage to his sneak attack The evil underdark counterpart of the dwarves, -}
rolls. the duergar are militaristic brutes who exult in con- | _u

Ambush: The surface raider’s forte is leading ajuest and destruction. They may sometimes offer trade
group in ambush. As long as the surface raider setspgets and economic relations to their neighbors, but in;

« ‘the ambush, everyone in his group (up to two individime they inevitably turn to violent conquest. :

TRBLE 111z THE SURFRCE RAIDER

Base Fort Reflex Will
Level Attack Bonus Save Save Save Special
+1 +1 +1 +0  Surface Adaptation, Sneak Attack +1d6
+2 +2 +1 +0 Chosen Terrain +1, Ambush +1d6
+3 +3 +2 Lightning Speed, Sneak Attack +2d6
+4 +2 Chosen Terrain +2, Pillage
+5 +3 Ambush +2d6, Plunder




L ™

Base Attack Bonus:+4 or higher
Feats: Exotic Weapon Proficiency (spiked chai
Expertise

CLASS GHILLS

The chainman’s class skills (and key abilities f
each skill) are Appraise (Int), Bluff (Cha), Climb (Str

Forgery (Int), Gather Information (Cha), Hide (Dex): <l

Intimidate (Cha), Jump (Str), Listen (Wis), Move\(§

Silently (Dex), Open Locks (Dex), Search (Wis)

Sense Motive (Wis), Spot (Wis), Survival (Wis), Swim ‘\- (2R

(Str), Tumble (Dex), and Use Rope (Dex). R Al
Skill Points at each level: 6 + Int modifier. :

QS -

Wor e

WA | CLASS FERTURES
¥\ |

&
/?&%‘_ﬁ%& ‘ ?\ All of the following are class features of the
— & ) 1 \ . .

‘/,’/ —/ . chainman prestige class.

by ! Weapon and Armor Proficiency: Chainmen are
? proficient with all simple and martial weapons. They
w.‘ph' gain free exotic weapon proficiency in the whip and
= net. They are proficient with light and medium armor
—— but not with shields. :
Improved Disarm: A chainman gains the

DUERB"“ C"mmm‘m Improved Disarm feat for free at 1st level.

Sneak Attack: If a chainman can catch an opp
nent undefended, he can strike a vital spot for e «‘1 =\

The chainman is the ultimate slaver. He specigldmage. Any time a chainman's target would be
izes in the relatively uninjured capture of sentiefenied his Dexterity bonus to AC (whether he actually*g
beings to perform heavy (and often deadly) manu3@s a Dexterity bonus or ngt) or whenever a chainn
labor deep in the underdark. Chainmen often work f@nks the target, the chainman’s attack deals exjrg
concert with others of their ilk, for maximum efficien-damage. The extra damage is +1d6 at 1st level, 4z

..cy. They have no compunctions about whom they cafj-3rd level, and +3d6 at 5th level. Should the chaigy
 ture, as long as victims can be immobilized withodfan score a critical hit, the extra damage is not mirif
“¢ injury. It's never personal, simply about profit. GobliPliéd. Ranged attacks count as sneak attacks offty
"noids, humans, elves, halflings, gnomes, othwe” th.e target is within 30 feet; the chainman canno
dwarves, fellow duergar, their own relatives... Everyltike with deadly accuracy from beyond that rangei’}
one is fair game to the chainman. Hamstring: A chainman gains the Hamstring!
Chainmen often work for the larger slaving condbility at _2nd level. Chainmen _often need to slqw 7
| sortiums in the underdark. This gives them access td@Vn their prey or take preventive measures ag.alns#l”'
huge list of contacts, as well as protection from cornﬁgawa_ys- After declaring this attack before rolling, l]
surface officials whose prisoners tend to disappee chainman must make an attack roll with a -4 penal
./ quickly and quietly. In fact, few realize just how mangy- A successful strike forces the victim to make a FoEZ
~ surface dwellers gasp their last breaths of rank air jide save (DC equal to the damage inflicted); if t
*\ the slave pits of the underdark. It is a credit to ttf&ve iS failed, the blow badly damages the victim
' chainman’s skill that these numbers are never genel§@s or feet and reduces his movement by 10 feet. T

ly known. Wars have started over less. attack may be used more than once.
Hit Die: d8 Improved Trip: A chainman gets the Improved

Trip feat for free at 4th level.
REQUIREMENTS _ Hog Tie: A chainman gains_the ability to Hog Tie_ 3
pinned or prone opponents with a rope or even his é-
To qualify to become a chainman, a charactepiked chain. If the victim succumbs to the chainman’s, §
must fulfill all of the following criteria. Improved Trip ability, or if the chainman manages tof}| (5
Alignment: Any non-good grapple and pin the victim, the chainman may elect td F

£
E 2

Race: Duergar Hog Tie him. To Hog Tie a victim, the chainman ml_js ¢

i

N

<R

3




¥’'make a Use Rope check versus the victim’s resisREgUIREMENTS
Escape Atrtist roll. The chainman receives a +4 bonus ) 1
to this roll. If successful, the victim is bound and 1O qualify to become a deep worg rider, a charac-
immobile. If the victim escapes, he may make a movi&r must fulfill all of the following criteria.
equivalent action from his position on the ground. The Alignment: Any non-good
Hog Tie ability is ineffective against targets two or ~Race:Duergar _
more size categories larger than the chainman. Base Attack Bonus:+6 or higher
Chain Grapple: A chainman may make a grapple ~ F€ats:Mounted Attack, Ride-By Attack
roll with his spiked chain or a whip against targets SKills: Ride (worg) 8 ranks, Handle Animal 4
adjacent to him or from a distance: 10 feet for a spik&dks
chain and 15 feet for a whip. The attack must be
announced before rolling. A touch attack roll must &85 SKILLS

made. If it is successful, a normal grapple roll is made The deep worg rider's class skills (and key abili-

" at+2 for the chainman. If the touch attack fails, the (&g fo; gach skill are Climb (Str), Cratft (int), Handle
. get gets an immediate attack of opportunity if thﬁnimal (Wis), Intimidate (Cha), Jump (Str), Profes-

chainman is within striking distance; otherwise, h?on (Wis), Ride (Dex), Spot (Wis), Survival (Wis)
" gets a free disarm attempt against the chainman asah8 Swim ,(Str) ’ ' '

J AL .to _puII the weapon from the chainman's Skill Points at each level: 2 + Int modifier
grasp. This disarm attempt does not provoke an attack
_of opportunity. This ability is effective only on targets
up to one size category larger than the chainman. GLRSS FERTURES

All of the following are class features of the deep
DEED mﬂm; mucn worg rider prestige class.
Weapon and Armor Proficiency: Deep worg rid- AN
ers are proficient with all simple and martial weapons. ' -~ #g
Duergar elite cavalry raise their own breed ofhey are proficient with light, medium and heavy
worgs in the underdark. These deep worgs (see pag@or as well as all shields. A
74) have adapted over generations to the harsh condi- Bonding: At 1st level, the deep worg rider is
tions of living in the dark lands and are kept well digiven his own mount, which he bonds with uniquely. ~
ciplined by their duergar masters. The rider gains an empathic link to this mount, under-
The duergar deep worg cavalry are the fiercesgnding its needs and urges. This link works both
' shock troops of the duergar kingdoms. These fearlé¥8ys, which explains why deep worg riders stand
units use their mounts’ natural instinct toward pacdiegether as a group. Their thought processes take on'
! tactics to surround and harry foes until they succunf@ny characteristics of the worgs that they ride. If a' |
) to the worgs’ savage fangs and the spears of their mider's animal dies, he may bond with another animal ”~
ters. Deep worg riders are fierce and bold, qualitiéter @ month of rearing. He can never be bonded with .
necessary if they are to keep their 500-pound mouf@re than one at a time. _ =
in line. Like their mounts, they enjoy the hunt. Their _Deep worg riders each teach their own mounts the§§307>
fast movement ensures their ability to keep duerg@fills and tasks of a domesticated warbeast (even: &,
\ territories clear from threats. though the worgs remain far from true domestication).
A Deep worg cavalry wear colors clearly delineating'l Ha_ndle Anlmal and Ride rolls made with the bonq- .
M " them from common foot soldiers. The cavalry ar@d animal receive a +1 bonus for every deep worg rider
proud to the point of arrogance, showing respect orf{2Ss level possessed by the handler.

for their own commanders and other worg riders. Primal Urge: At 2nd level, the deep worg rider " |
Hit Die: d10 has taught his mount to tap into his master’s own/

TRBLE 1—12: THE DUERGAR CHRINMAN

Base Fort Reflex Will

Attack Bonus Save Save Save Special

+0 +1 +1 Improved Disarm, Sneak Attack +1d6
+1 +2 +1 Hamstring

+2 +2 +2 Improved Trip, Sneak Attack +2d6

+3 +3 Hog Tie

+4 Chain Grapple, Sneak Attack +3d6
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By and large, the duergar do not possess the f )
ing skill of their surface kin — but there are always=
exceptions to the rule. The duergar’s long years in
underdark have peeled back secrets of metals and ¢
stances found only in their deep-earth realm. So
clans have learned to work these materials and all
them with more traditional substances.

Among these materials is umbrite, a soft metal or
with unique properties (see page 65). Trickling slowl
into more common use among the duergar, it ha
become known among their own kind as “shadow-

steel.”

Few have learned the art of crafting shadowsteel.
Those who have — the shadowforges — keep it a tight-
ly guarded secret. The shadowforges are among the
best weaponsmiths and armor craftsmen in the under-
dark. While they can and do work with adamantine
and mithral, umbrite remains the material of choice.
Their umbrite equipment has put duergar armies o
equal turf with their drow enemies.

Mercenary shadowforges are in high demand
Their skill fashioning magical armament and armor is
beginning to be recognized throughout the underdar

- “'al offensive instincts, attacking with added fury. IRnd even the drow are willing to barter for shado
| combat, the deep worg rider and his mount gain +1{§qge-created wares. In fact, rumors circulate that drow

attack and damage on all of their attacks in the roungymmunities are offering high bounties for anyone
At 4th level, this rises to +2. This ability is active onlyyng can drag a shadowforge into their hands so

when the deep worg rider is riding his bonded mouqhey might loosen the shadowforge’s tongue and wr 5
if one or the other is incapacitated or not present, thg; the secrets of his techniques. =

effect does not occur. Hit Die: d6 f
Pack Tactics: At 3rd level, the deep worg rider '

. excels at group tactics. Based on the rider’s ConSt@fﬁUIREmENIQ

harrying of his foes, anyone gaining a flank bonus
because of the deep worg rider’s actions gains an addi- To qualify to become a shadowforge, a charact

tional +2 to attack rolls. must fulfill all of the following criteria. W \

Rampage: The deep worg rider may allow his  Spellcasting:Ability to cast arcane spells u."\_;k
mount to give in fully to the beast within. The rider’s  Feats: Skill Focus: Craft (weaponsmithing or Y X 4
mount may make an additional attack each round atdgnorsmithing) ‘.* L
highest attack rating, with the attack being its choice of Metamagic Feats:Craft Magic Arms and Armor |, \
either a bite or claw. Skills: Craft (weaponsmithing) 8 ranks, Craft |

(armorsmithing) 8 ranks

TRBLE 1—13: THE DEEP WORE RIDER
Base Fort Reflex Will

Level Attack Bonus Save Save Save Special

1 +1 +1 +1 +0 Bonding

2 +2 +1 +1 +0  Primal Urge +1

3 +3 +2 +2 +1  Pack Tactics

4 +4 +3 +3 +1  Primal Urge +2 E
|5 +5 +3 +3 +2 Rampage

e s, = : E3e= i




VCLASS SHILLS Forge Master: The skill of the shadowforge is = -
y .. legendary. Weapons forged by a shadowforge of this !

The shadowforge’s class skills (and key abilitieg,e| are automatically balanced and razor-edged (see

for each skill) are Craft (alchemy, armorsmithing,aqe 62). Armor automatically features extra articula-

weaponsmithing) (Int), Appraise (Int), Concentratiofon and is considered reinforced. Enchanted weapons
(Con), Craft (Int), Knowledge (Int), Profession (Wishng armor are created in half the normal time required. |
and Spellcraft (Int). - Weapons and armor both have triple their usual hp, and |
Skill Points at each level: 6 + Int modifier. their hardness ratings rank +5 over those of their base’

material.
CLAGS FERTURES

Al of the following are class features of the shad- QVlRFNEnLlN pnggnsc

owforge prestige class.
o Weapon and Armor Proficiency: The shadow-
. forge is proficient with all simple and martial [:L“ggcg
 weapons. They are proficient with light and medium il
" armor but not with shields.
A Forge Prodigy: The shadowforge’s intense train- fir
"ling has come to an end and his skills at the forge begin The svirfneblin, or deep gnomes, represent the , {1 |
to shine. The Forge Prodigy ability allows the shadouargest force of good in the underdark. They are para=~"| | h
(forge to create any normal item through the use of Hisid creatures, with good reason. Every other enclave *\‘ S‘ﬁ.
Craft skills in half of the normal time. Attempts to addvithin the underdark struggles for supremacy and con- >
special features to a weapon or armor — weapon setral of the dark land’'s most coveted resources. The K&
tion, lamination, balancing, armor spikes, etc. — agyirfneblin, on the other hand, have managed to main- /f
made with a +1 bonus per shadowforge level to ti@n their niche without resorting to typical underdark’ '
Craft roll. brutality. !
Smelt Master: At 2nd level, the shadowforge ~ The deep gnomes hold special insights into the ‘7
now understands the secrets to forging umbrite andture of the earth itself. That, coupled with their
other rare metals. He is capable of forging umbritgherent trust in one another, forms the backbone of a
weapons and armor and can incorporate special propique society that thrives in this most inhospitable
erties into normal weapons without adding time tenvironment. Their love of mining gemstones and nat-
/their manufacture. Shadowforges at this level are atleal curiosity have led them to discoveries known only
J to produce magical items whose bonus equals half @@ong their own kind. They keep any breath of these
shadowforge’s total levels; this means a shadowforgecrets close, lest their enemies use their knowledge/
whose total levels equal 8 can forge +4 weapons against them. Clannish and suspicious, once they have
armor, bypassing normal preqrequisites. given their friendship, they prove to be the most stal- ~

Master Smith: All items forged by a shadowforgew"’lrt allies imaginable.

at this level are masterwork items, but they use normal

DCs for manufacture. Metals smelted and used by the Cngg]m_gm""

shadowforge are annealed with a special technique that

makes them extremely strong, doubling the weapon or
| S el Pand add.mg 3toits hardne‘_ss rating Svirfneblin culture is steeped in deep earth lore. .’

Imbued Master: The shadowforge is so steepeq_ ; .
4 . heir knowledge rivals that of the dwarves, far
in the knowledge of magical weapons and armor man- S |
. e€<ceed|ng it in areas such as gemcraft. The crystal- ? |

ufacture that he can conceive of no other way to doslmith ‘s 2 class known onlv amona deep anomes.) 1)

An attempt by the shadowforge to craft a normal y 9 P9 J;

masterwork weapon or armor creates a +1 item.

14
|

%Erystalsmiths have communed with the most powerful.;
earth spirits to learn a rare art that is highly coveted by

I

"

TABLE 1—14: THE SHADDWFORGE

Base Fort Reflex Will
Attack Bonus Save Save Save Special Spells
+0 +2 +0 +0 Forge Prodigy +1 level of existing class
+1 +3 +1 +1  Smelt Master
+1 +4 +1 Master Smith +1 level of existing class
+5 +2 Imbued Master
+6 +2 Forge Master +1 level of existing class
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CLASS SHILLS

The crystalsmith’s class skills (and key abiliti
for each skill) are Appraise (Int), Craft (alchemy) (INg=
Craft (any) (Int), Diplomacy (Cha), Knowledge (Int); =
Listen (Wis), Profession (Wis), Sense Motive (Wis)==
and Use Magic Device (Cha).

Skill Points at each level: 6 + Int modifier

CLASS FERTURES

All of the following are class features of the crys-\s
talsmith prestige class. E i
Weapon and Armor Proficiency: Crystalsmiths E T
are proficient with all simple weapons. They are profi- E
cient with light armor and cannot use shields.
Stonecraft: A crystalsmith can make items out of
stone in half the time that metal versions could be
made. Stonecrafted weapons have a hardness of 8 and
are 10% lighter than their metal counterparts. Master-
work stone-wrought weapons and armor have the
same hardness as iron. Stonecrafted armor is 250
lighter than metal armor. E
A crystalsmith can add a temporary stone edge -5
metal weapons and thin stone plates to armor to prosg
tect them from rust monsters and incidental damag 15
i 1 1 I 0, A
other races of the underdark. This |nc,reases the weight of the |tgms by 10%. A4
- . \yeapon’s temporary edge lasts until a natural 1
Crystalsmiths have learned to craft rare crystals . X A
\ L ; rolled when attacking with the weapon. Armor plating
into armor and weaponry rivaling any metallic couq- . i
. asts until the wearer is struck by a natural 20 and takes
terpart. For most races, these exceedingly rare _

weapons and armor are mere legend. Those ogjgmage. .
Crystalcraft: Crystalsmiths at 2nd level can cre

worlders who have seen the icy fury of a crystalline . {
ate weapons and armor based around crystalline ge
sword at work know better. ;

Hit Die: d6 anq stones (see page 64).. The entire item is not ne
sarily made of crystal; for instance, the crystal bladeg

a weapon will be set in iron. Items require haIf"

weight of their normal counterparts in gems as raW

s
| S

~ REQUIREMENTS

To qua“fy to become a Crysta|smith a Charac[é‘f\ateriajs. Crystalcrafting requires a full WOFkShQ .
must fulfill all of the following criteria. with the necessary tools of a weaponsmith or armeft"|

Alignment: Any non-evil smith. .
Race: Deep gnome Crystal Mastery: A crystalsmith can make com- iy
Feats: Skill Focus: Craft (weaponsmith) or Craftblex items out of crystal and gems. He can now fash-

(armorsmith) ion true crystal weaponry and armor. The materialfJ
Skills: Craft (weaponsmith) or Craft (armorsmithy1eeded to create these items are twice the weight of t
/8 ranks normal item in gems. Each rare gem has its own progs
erties when fashioned into an item. These works ta
an excruciatingly long time to fashion, usually thred
times the usual crafting time. All works turned outi
with this method are considered masterwork items.

TRBLE I—15: THE CRYSTALSMITH

Base Fort Reflex Will
Level Attack Bonus Save Save Save Special
+0 +2 +1 +0 Stonecraft
+1 +3 +1 +1  Crystalcraft
+4 +2 +1  Crystal Mastery
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Eﬂm"g"ﬂp{ﬂ power of the earth domain, turning or destroying air-':
creatures as a good cleric turns undead and rebuking or frv

commanding earth creatures as an evil cleric rebukes

Svirfneblin earthshapers are revered by their péngjead. An earthshaper can use this ability a total
ple. They possess an intimate connection with themper of times per day equal to 3 + his Charisma
world around them, bearing a wisdom that has prgygifier.

vailed over the machinations of countless savage gigne Whispers:The ground at the earthshaper’s !\
neighbors of the underdark. Earthshapers often fofgk; offers up secrets from the deep. At 2nd level,” |
the hub of their communities. Young deep gnomesyith-hased spells cast by the earthshaper have their’,}
train for years in the hopes of joining their ranks.  pc increased by +1 for every level of earthshaper hes

~ An earthshaper’s duty is to act on behalf of thg,ssesses. Furthermore, as long as he is in contact with-
svirfneblin in dealings with the lords of the elementg},o ground, he has the equivalent of blindsight.
“planes and their minions, especially those from the T4,ch of Stone: This ability modifies and
| plane of earth. Earthshapers guide the svirfneblin in §lly|5ces the druidic wild shape ability. When an earth-
' cultural endeavors, especially when it comes dfaper performs wild shape, he takes on the elemental
“starting a new mine. They serve as counsel {@sion of the chosen animal. At this level, earth- ‘
|\svirfneblin leaders and act as protectors from OUts'gﬁapers can no longer cast spells relating to wind or @

threats. air. The loss of these spells is replaced by the superss";
Hit Die: d8 ;

natural ability tosoften earth and stond&his ability \‘,
can be used as full-round action a number of times per@
REQUIREMENTS day equal to twice the earthshaper’s Wisdom modifi-.

To qualify to become an earthshaper, a character
must fulfill all of the following criteria.

Alignment: Any non-evil

Race:Deep gnome

Spellcasting:Ability to cast 3rd-level druid spells

Skills: Knowledge (nature) 6 ranks

Earth Heart: The earth nourishes its own. When
in contact with the ground, the earthshaper regenerates’
his level in hp every hour. He must be inactive to '
receive this healing, doing nothing more strenuous 7%
than talking and light movement. '
Earth Shepherd: Earthshapers at 5th level can
CLASE CHILLS command the forces of the plane of earth. All attempts
to rebuke or command earth creatures are considered ¥
_ The earthshaper’s class skills (and key abilities f@s if the earthshaper’s level were doubled. The earth-
each skill) are Concentration (Con), Craft (alchemyphaper may castone shaper spike stonat will as a
(Int), Craft (any) (Int), Diplomacy (Cha), Handle Ani-supernatural ability. Each use of this ability counts
mal (Cha), Knowledge (nature) (Int), Professioagainst his ability to rebuke or command. He can also
(Wis), Spellcraft (Int), Survival (Wis), and Swim (Str).castiron bodyon himself once per day as a supernatu-
Skill Points at each level: 6 + Int modifier ral ability. -

CLASG FEATURES GTONE SHIELD GURRDIAN

All of the following are class features of the earth-
.\ shaper prestige class. !
A Weapon and Armor Proficiency: Earthshapers Stone shield guardians are the elite defenders of 4
are proficient with clubs, daggers, darts, heavy crosteep gnome communities. They are known as tena-
bows, light crossbows, longspears, quarterstaves, shaous warriors who risk their lives for their less com- | /{#\
spears and slings. They are proficient with all light arghtive brethren. This class is more of a tradition than a. 3
medium armor and may use any light shield. regimented order; stone shield guardians pass on their-

TRBLE I—1b: THE EARTHGHAPER

Base Fort Reflex Will

Level Attack Bonus Save Save Save Special Spells
+0 +0 +0 +2  Domain of Earth
+1 +1 +0 +3  Stone Whispers +1 level of existing class
+1 +1 +1 Touch of Stone +1 level of existing class
+2 +1 Earth Heart +1 level of existing class
+2 Earth Shepherd +1 level of existing class
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i dj' character must fulfill all of the following criteria.

@yl .
@ heavy armor and all shields.

TRBLE 1—17: THE GTONE SHIELD EURRDIAN
\ Base Fort Reflex Will
\\ | Level Attack Bonus Save Save Save Special
1 +1 +2 +1 +0  Iron Vigil
N 2 +2 +3 +1 +0  Shield Wall
T 3 +3 +4 +1 +1  Shield Slam
| 4 +4 +5 +2 +1  Shield Mastery E
.| 5 +5 +6 +2  +2 Glorious Stand
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in learning the skills and philosophy of the guardian§Vhile on guard, he gains a +1 bonus to all S

role. Search and Listen skill checks.

Stone shield guardians are the bulwark that must Shield Wall: Stone shield guardians are maste
hold. They are strong warriors with a tendency to lmé defensive shield use. The stone shield guardig
fatalistic and proud. Attrition rates are high, but theghield is considered one size larger for the purpose
support is endless with constant additions from newotection whenever it is in use. For example, a buck
volunteers. Still, the sad reality is that the stone shidit grants the same protection as a small shield in/
guardians stand alone at the wall. They die grishands of a stone shield guardian. Allies fighting imm

/ deaths in the name of preserving their people. diately adjacent to a stone shield guardian enjoy a

. Stone shield guardians are known for thewmover bonus to their AC from the frantic shield block-
/| bshields, emblazoned with symbols of family and theing of the guardian.

warrior order. They revere their shields in the same Shield Slam: Stone shield guardians of 3rd level

= 47 manner that many warriors revere their weapons. Tean bull rush opponents with their shields, driving

“shield is the symbol of everything the stone shielmpponents back an additional 5 feet. If they choose t
,.'_guardians hold dear. follow their opponents, they get a free shield bash

Hit Die: d10 against the enemy. At 3rd level, a stone shield guardian
§ may attack with his shield and retain its AC bonus.
2 REQUIREMENTS Shield Mastery: At 4th level, the stone shield

] . ~guardian’s use of his shield becomes fearsome to

To qualify to become a stone shield guardian, genold. His shield is often modified with spikes, blad-
ed edges and the like. When fighting with his shield,
the stone shield guardian is considered Medium-size
and does 1d6 points of damage. If spikes or blades ar
added to the shield, the damage increases to 1d8 a
the shield is considered a martial weapon.

Glorious Stand: At 5th level, the stone shield
guardian’s resolve and faith in his trusted shield is

Alignment: Any non-evil; neutral is rare
Race:Deep gnome

Base Attack Bonus:+6 or higher

Feats: Toughness, Alertness

) CLASS SHILLS
The stone shield guardian’s class skills (and k before fall hield di ins d
abilities for each skill) are Climb (Str), Craft (Int),29€ before falling. A stone shield guardian gains dam
— Handle Animal (Cha), Heal (Wis), Hide (Dex), Listerf9€ resistance equal to the armor bonus of his shield
1 (Wis), Profession (Wis), Search (Wis), Sense Moti\fz‘r;] exthraqrdlnary gblhty. hThlli ability does not WO-‘,\-;
(Wis), Spot (Wis), Survival (Wis), and Swim (Str). Wnen he is not using a shield. '

TROGLONYTE PRESTIGE

: All of the following are class features of the stone

Ancient even before the coming of the drow, the|

Iron Vigil: At 1st level, the stone shield guardiartroglodytes are niche dwellers. These aggressive creg
is capable of staying alert for one day per Constitutitares are thwarted from expanding their territories b

A\ bonus point, with a minimum of one day, without sufthe more prolific and organized races. Despite the

v 1 fering detrimental effects. He must rest normally aftesmall stature, troglodytes remain notable players in t

|.I I
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reat that he is capable of absorbing tremendous dam-
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\!' shield guardian prestige class. L AR
\.'-. Weapon and Armor Proficiency: Stone shield CL“QQEQ '\
t”\\  guardians are proficient with all simple and martial ‘,*' L
\[&| weapons. They are proficient with light, medium and \



¥ dramas of the sunless lands.

Isolated in scattered pockets throughout the upq
underdark, the troglodytes do maintain some tra
with other nations, much to their distaste. Their smz
warrens are always on alert against incursions
predatory neighbors such as the drow or the hated fl
ers of the mind, who do not hesitate to destroy wea
troglodyte tribes.

While troglodytes universally despise all other lifg
forms, they do covet the weaponry and other utilita
an crafts of their neighbors. As a credit to their wij
dom, they are able to overcome their hatred lo
enough to trade with certain parties. But few outsidg

. are willing to consider alliances with the troglodyteg
. Those who do end up paying for it, more often th4
not.
In contrast, the troglodytes of the lower real
|Yoften serve as mercenaries and soldiers for other ra(
They desire advanced weapons and items other ra
_.can offer, but have nothing to offer anything asid
“from their fighting talent in trade.

CLUICH GURRDIAN

Clutch guardians are the sentinels of thﬁtqmncmcms
troglodyte tribes, fiercely protecting the sanctity of _ .
their nesting clutches and tribal territories. Their pri- To qualify to become a clutch guardian, a charac- |

mary duties are protecting troglodyte-controlled terrfer must fulfill all of the following criteria.
tories and slaying intruders before they can gain access Race: Troglodyte
('to sensitive areas of the tribe. Base Attack Bonus:+7 or higher
Clutch guardians tend to be a bit larger than the Feats: Any one troglodyte racial feat (see page
average troglodyte and are sometimes mistaken ff¥), Power Attack, Point Blank Shot
unusual lizardmen. These warriors strike with unre-
lenting abandon in creative maneuvers designed (AR55 SKILLS
shift enemy focus away from the tribal egg clutches.
Many clutch guardians serve as elite guards to the
tribe’s chief, protecting him as they would protect the} e
= precious eggs. Clutch guardians are some of the f
] 4l troglodytes able to be trusted to any meaningf
\| degree.
Hit Die: d10

The clutch guardian’s class skills (and key abili-" /
s for each skill) are Balance (Dex), Climb (Str),
ft (Int), Hide (Dex), Intimidate (Cha), Listen (Wis),
ove Silently (Dex), Spot (Wis), Survival (Wis), and
wim (Str).
Skill Points at each level: 2 + Int modifier

CLASS FERTURES

All of the following are class features of the clutch _'
guardian prestige class. /.

TRBLE 1—18: THE CLUTCH GURRDIAN

Base Fort Reflex Will
Level Attack Bonus Save Save Save Special
+1 +1 +1 Scent Marker, Enhanced Armor
+2 +2 +2 Rapid Response
+3 +3 +2 Concentrated Spray
+3 +3 Lure
+4 +3 Lightning Lunge
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W.e'apon and Armor Proficiency: Clutch
guardians are proficient with all simple and martial Ncm FE‘"‘;
weapons. They are proficient with light armor and all

shields.
Enhanced Armor: Some believe that the clutch GENE""L FEmQ

guardians are a new breed of troglodyte altogether.
They are larger than the average troglodyte, somewhat
more cunning and bear thick, natural armor plates These general feats may be taken by any cha
around their joints and back. This extra armor grarter. Some have special requirements that must be a
/an additional +2 deflection bonus to AC. dicated by the GM.
Scent Marker: Troglodytes mark their territory
'pwith glandular secretions, which change subtly wheinVANIRGEOUS BLOW
another creature disturbs the area. A single scent mark- . N o \E
er fills up a fifty square foot area with its earthy odor. ~ YOU know how to hit sensitive areas most warriors
“ A non-clutch guardian requires a Survival check (p¥ould call “low blows.”
2 30) to notice the scent. To a clutch guardian, the scent Prerequisite: Base attack bonus +4 .

"is obvious. Anything that passes through a scent mark- Benefit: As a full round action you may strike a
er leaves a trail mingled with its own scent. ClutcRUmanoid foe in a sensitive location, forcing them to
~ guardians can unerringly track this odor through nedp@ke a Fortitude save or be nauseated from the pain.
“ly any condition. Water does not wash off the scent€ DC for the save is equal to the damage dealt. You

~ Even underwater, a clutch guardian can make a S[}&y use this ability against a single opponent a num-
% vival check (DC 25) to catch faint whiffs of it. Theber of times each day equal to your Wisdom bonus.

~marker lasts 1 day per total level of the clutch
~ guardian. Clutch guardians may lay 2 scent markdiL¥4 FIGHTER

FRenday per total level. . , You are comfortable fighting on your back or
Rapid Response:Clutch guardians are quick to elly

attack and still quicker to respond to potential intrud- Benefit: You suffer no penalties to attack rolls opf

| ers. Their movement is increased by 10 feet per rourAcb when fighting while prone in melee. You may gi !

Concentrated Spray: The clutch guardian's nat- a ranged weapon while prone. You still receive a bonus °
ural stench attack now causes loss of 1d8 Str (DC 2@’AC against ranged attacks &

—. and he can use it twice before replenishing the chemi- Normal: Normally, a prone character has a 2
~cals. Additionally, by expending two uses of his sten '

attack, he may now spray a concentrated form of %—é
glandular secretions. This spray has a range of 60 f
Victims of this attack lose 1d8 temporary points of
Strength unless they succeed in a Fortitude save (Il?ﬂ(ﬁ[llﬂl CONTACTS

' 20).
Lure: Clutch guardians are masters of taunting. You have contacts with a specific enclave, eithe
As a standard action, a clutch guardian can perform @is the surface or in the underdark, which you can reg-
lure ability, roaring at his enemies with a hideous, leesonably rely on.
ing rasp. Any enemy within 10 feet of the clutch  Prerequisite: Diplomacy 5 ranks
guardian must make a Sense Motive check (DC 10 + Benefit: You have contacts with a specific group |-
| the Intimidate modifier of the clutch guardian) owithin a city either on the surface or in the underdark.
., spend the next round attacking the clutch guardian.Tihey may trade goods, services or information wit
' the enemy cannot enter into melee with the clutg/ou at the discretion of the GM. They guarantee mog
& guardian, he will chase after him. If the enemy makesate levels of safety while in their company. They wH
‘% his save, he is immune from this attack for the rest @t guarantee safety travelling to and from the loc
' the encounter. A clutch guardian may use this abilityt@n. (This may be worked out through roleplaying in
“number of times per day equal to his strength moditsame.) You gain a +2 bonus to all Bluff, Diplomacy
er plus one. and Sense Motive checks when dealing with these
Lightning Lunge: Using his incredible reflexes, contacts.
\ the clutch guardian is able to lunge forward faster than
\ his opponents can react. This ability allows a clutgipauyicion
_ 'guardian to extend his 5-foot step to 10 feet.

ainst melee attacks, and cannot use ranged wea
cept for crossbows. s

You are able to see in darkness.
Prerequisite: Low-light vision. You must have &
spent at least a year of constant adventuring in-t g' r
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TRBLE 1-19: EENERRL FEATS e

General Feats Prerequisites Benefit _ ~ _

NIV

£ Advantageous Blow BAB +4 Force nausea with “low blow”

41
o

Imp. Advantageous Blow BAB +7, Advantageous Blow  “Low blow” as standard action

v

Belly Fighter - Fight unhindered while prone
Razor Grappler Belly Fighter Grapple with weapons
Cordial Contacts Diplomacy 5 ranks +2 to Bluff, Diplomacy, Sense

Motive with one group

Depth Sense Survival 5 ranks Can tell depth underground
Former Captive Escape Artist 5 ranks, prisoner Bonuses against one race
| Fungal Mutation Survived Huu’lach attack Varies
Infravision - You can see heat.
" Low-Light Vision - Low-light vision
Darkvision Low-light vision Darkvision 60 ft.

| Radioactive Caster (metamagic)

Emulate metamagic feats
| Slave Leader Cha 13+, Bluff 4 ranks, Bonuses to dealing with guards
Diplomacy 4 ranks

Spider Caller Worship Spider Goddess, Summon spider swarm
or Handle Animal 5 ranks
Still Breath Con 13+ Hold breath 2x, +1 Move Silently %
and Hide ;
Tunnel Fighter Native or experienced Fight in close quarters

without penalty

underdark. The underdark’s natural radiation eventuélave spent at least 2 months as a prisoner with the par-?'
" ly makes your eyes more sensitive to the darkness. ticular group 3
Benefit: In complete darkness, you may see nor- Benefit: You gain a +2 bonus to all Hide, Move
mally up to 60 feet. This vision is in black and whiteSilently, Disguise, Escape Artist and Sense Motive
and you cannot discern colors other than as shadeskifi checks when used against any member of this’
gray. group or race. You know how to avoid their patrols and ; W
can impart a +1 bonus to these same skills to a group-?., o
under your leadership against your former captors. j'*'

DEPTH SENSE
Certain features and territories of the underdaFUNGAL MUTATION

\f are delineated by their depths. You develop a beneficial mutation as a result of”

Prereqt.usne: Survival 5 rankg surviving an attack of a Huu’lach fungus. 1
Benefit: You can tell automatically how deep you Prerequisite: You must have survived an attack: |/ |%

v e underground. You can also tell how deep a dropgffa Huu’lach fungus. You cannot have chosen the fun-/ |
N S !f you can hear the report of a plumb-stone or a@él symbiote prestige class. Fungal symbiotes may not;:
i PRigct tossed into the dropor. take this feat. If the fungal symbiote prestige class is’
: taken after the Fungal Mutation feat is bought, you
i lose this mutation/feat.
FRRRICRE Benefits: Having survived the Huu’lach spore
You were once a captive of a particular race in tloud attack, you find yourself subtly changed by its
| Junderdark (or possibly on the surface). Your stay prresidual spores. These mutations are permanent. Yowf_fl‘;y" oy
' vided you with intimate knowledge of their daily opermay choose one of the following mutations. Each o sl
“ ations and insight into their methods of dealing witthutation may be chosen only once, but you may «&s
choose this feat more than once to acquire multiple % -

-ﬁ;
-
4
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a grayish-brown tone and you give off an mild, earthgetail than darkvision alone.
(but not unpleasant) odor similar to fresh mushrooms. A final use of infravision is revealing invisibl
Fibrous Skin:Your skin turns soft but fibrous, creatures to sight, as long as they still put off b
granting you a +1 natural armor bonus to AC. Thiseat. A creature with infravision is allowed a Sp
bonus stacks with any inherent natural armor bonakeck (DC 10) to detect an invisible creature that p" S
you possess but not those granted by armor or otlesrwithin its field of vision and whose body heat cons
sources. trasts with that of the area around him (which is usug
Fungal Thought Proces¥ou are very resistant toly the case).
mind-influencing attacks and spells, gaining a +4
: boqus to W|II saves m_volvmg meqtal attacks or domﬂ]ﬂ]"Lle VICIoN
// nation. This does not include illusions.
Enhanced RespirationYou can draw enough You are able to see particularly well in twilight 5
oxygen to survive under water. This does not work Tonditions. t“ ;
a vacuum. Prerequisite: You must have spent at least sever- E ‘V
; Phosphorescenc@®nce per day, you may cause al months of constant adventuring in the underdark. r :
¢ part of your body to glow with the light of a torch. ThiSThe underdark’s natural radiation eventually makes ‘.; t
‘effect remains active indefinitely, but once you elect §our eyes more sensitive to the darkness. v
stop it, it takes 24 hours to recharge. Benefit: In twilight conditions (not absolute dark- (
? PheromonesiYou may change your body odomess), you are able to see twice the distance of a per
" once per day to effect the spethotion cast as a sor- son without low-light vision. This usually means that
~ cerer of the same level as your character. you may see twice the area illuminated by a given
device in dark conditions.

“ IMPROVED ADVANTAGEOUS BLOW

You are an expert at dealing crippling blows tRADIORCTIVE CASTER (METRMARIC)
—sensitive locations - _ - .

Prerequisite: Base attack bonus +7, Advanta- You know how to utilize radioactive energy in
\ geous Blow your spellg. A
| Benefit: You may make an advantageous blow as Benefit: You tap the energy of a small, extreme vl

a standard action, or as any attack part of a full-rouf@fioactive fragment to cast more powerful spells. The
action. If used in concert with multiple attacks, aff@gmentis kept in a lead vial. You must use a moy,
~ attacks for the round have a —2 penalty. action to retrieve the fragment. While it is held in youE$

hands, the intense energy it produces increases;‘:;,
INFRRVISION potency of your spellcasting. Each spell cgst while Q;
fragment is in your hands may be subject to yoO&
You can see heat. choice of one of these metamagic feats: Emp
¥ Benefit: You possess infravision, which is similaiSpell, Enlarge Spell, Extend Spell, Heighten Spell, -',1.‘*
/to darkvision but works in a different way. Instead dflaximize Spell. The effects of a feat do not stack wit .}.
| seeing through darkness in black and white, you siégelf if you already have the feat. You need not hayé

.:-\_

e

ture shows up as a red shape, contrasting with the ceffécts of this feat to take place; the energy in thejj
blue cavern walls behind it. Cold-blooded creatureadioactive fragment is sufficient to enhance the effect.‘

. lava, and the sun are all blindingly bright; ice is alvcalized radioactivity. You immediately suffer 1 poin
1 equally bright shade of blue. of temporary Con loss for each spell cast with the U8
' By itself, infravision is not enough to navigate af the radioactive focus. Furthermore, you must ma
1 cavern. It does not show detail (except insomuch ag-ort save or suffer a permanent minor mutation. The
‘variance in temperatures) and is useless when walkib@ of the save is equal to 1 + the cumulative Con
through a winding, dark passageway (in which cageu've lost to radioactive casting this day. A roll of 1
the scene would look like an inky mass of deep shad®asthis save always fails.
\ of blue, very similar to the inky mass of pitch black For example, a wizard has memorized an Empow-
|\ that normal vision reveals). eredmagic missilewhich uses up a 3rd level spell slot. \

i
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_ Infravision is extremely useful when coupled witifhe wizard makes use of this feat to cast the Empow
} -darkvision. It reveals creatures with the Coldbloodeztedmagic missilewith his radioactive focus to also
_feat (barely — Spot (DC 20) to detect) and shows mdwaximize it. Themagic missileautomatically does Z




"’points of damage, but the caster suffers 1 point of tem- Prerequisite: Worshipper of the Spider Godde
porary Con damage and must make a Fort save agaorsanother spider deity, or Handle Animal 5 ranks
DC 2 or suffer a minor mutation. If he continued to  Benefit: Once per day as a standard action, you
cast such spells, he would take another 1 point of Coray make a subsonic whistling noise that only spiders
damage for each one, and have to make progressivedy hear. This summons a swarm of spiders, just like
more difficult saves (DC 3 after the second spell, théihe summon swarnspell. The spiders arrive in 2d4
DC 4, and so on). rounds and converge on your location. They will not
You may not take this feat more than once. Multattack you, but they will attack all other living crea-
ple radioactive focuses do not stack; no more than dnees in the area, starting with those most obviously:
burst of radioactive energy may affect any one spellhostile to you. They disperse after 2d4 minutes, if )]
they're not destroyed first. There is a 5% chance periu
ARZOR GRAAPPLER use that this ability will summon a single monstrous ' -,
] ) ) o spider instead of a swarm (determine size randomly, ¢
_ Extenswg experience in tunnel flght!ng has tauglifith 1d20: 1-10 Small, 11-17 Medium, 18-20 Large). . -
' you how to fight with bladed weapons in close quar- |nstead of its usual function, this ability may also '
ters. . . be used once per day to grant a +10 circumstance g&
Prerequisite: Belly Fighter. ~ bonus to a single Handle Animal check involving spi-
¥\ Benefit: When grappling, you may attack with &jers (not including driders or creatures affected by the "l
Ilght weapon at no penalty_ even while pinning or beingachnoid template (see page 64)) as long as the check "
_pinned. You may attack with two weapons while graps made within one minute of the use of the ability,
“pling, as long as both are light, at a your normal tWejs represents the character “speaking the language”! "
weapon fighting penalty plus an additional -4 penaltys \hatever spider he is confronting. Using the ability.
Normal: Normally you can only attack with ajn this way counts as the daily use of the feat.
weapon while not pinning an enemy or being pinned, |t yoy are in a location with no spiders, this feat
you suffer a —4 penalty, and you may only attack Withnnot be used. Intervening terrain may determine
one weapon while grappling. how long it takes for the spiders to arrive. Further- /7%
more, all spiders can hear your summons (though only 7 #%/:
SLAVE LERDER the smallest usually respond), so there is a chance your~

You were once (or are still) a slave leader. Yo%Pider call may attract other, larger spiders. They will -

know day-to-day survival tactics and how to aVoiapproach you with neutrality, but not so your friends...
punishment in the slave pits Special: This feat can be taken multiple times.

Prerequisite: Cha 13+, Bluff 4 ranks, Diplomacy The charagtt_ar can then use the feat once per day for
4 ranks each time it is taken.

Benefit: You may make a Bluff roll (DC 15) each
% day to get out of dangerous labor or tasks. If the r&ifLL BREATH

fails, you may make another attempt (DC 20) t0 get |, the vast underdark, there are places where the /.

other slaves to help you. If this roll fails, you receive & is still and poisonous gases can kill as quickly as a|

beating for 2d6 points of nonlethal damage. blade. You are skilled at breathing shallowly and qui= &>
You get a +2 bonus to any Bluff or D|plomac3ét|y_ ;

. check designed to make guards or others take somé Prerequisite: Con 13+ g
A kind of pity on your _plight. You may use this ability to  genefit: You can hold your breath twice as long as A
W/ help other slaves in the same situation. Successfighmal. You're used to moving quickly through the '
checks reward the player with lighter duties and sho(fpgerdark, where creatures rely more on hearing than 1)

ened work schedules. . vision. You receive a +1 circumstance bonus to all |
Guards look to you as an erstwhile leader of thgqe Silently and Hide checks. -

slaves, so you often receive special responsibilities and
§,, privileges when you cooperate. A Bluff check (DC ZOQIJFENDR DRRK VISION .'
-/ will get you a good meal every night and possible for- A
ays into other parts of the city. This ability can be used You are able to see very far in complete darkness. "+ ¢
for the benefit of a number of people equal to your Prerequisite: Darkvision. Underdark natives may £
Charisma modifier. buy this feat normally. Non-natives must have spent at - %,
) least two years of constant adventuring in the under- ‘ffl;a ‘

"Igpm[n CALLER dark. The underdark’s natural radiation eventually

o ) makes your eyes more sensitive to the darkness.
You have a natural affinity for spiders and can call  genefit: The range of your darkvision extends by
them to your aid. 60 feet. 7.




~~acters of that given race. Cultural feats are particula

= playing. Some of the cultural feats may be taught

1. of its malfunctioning and causing harm to you and ot

TUNNEL ﬁ[;ﬂl{ﬂ ' you have made contact with one of the rare ar

capable of manufacturing one of these devices. If

You are adept at fighting in the tunnels and cavgg not choose the feat at 1st level, you may not
of the underdark. Combat in cramped quarters is thfase it later in the game without having met an afts

usual state of affairs for you. san capable of crafting an arcane prosthetic. iy
Prerequisite: Native of the underdark, or at least =

six months experience adventuring in cramped quar-
ters. ARCANE SENSITIVITY (RRCIAL FERT)

Benefit: You are considered one size category o constant connection to all things magical hag

. smaller for purposes of fighting in tunnels. This mea en you a preternatural sensitivity to magical activics
you suffer no penalties for cramped or squeezed qugy- S

(pters. Prerequisite: Drow; at least 1 metamagic feat or /&

Normal: Normally, a Medium creature Woumitegw creation feat; the ability to cast spells
-~ suffer a—4 penalty to attacks in squeezed quarters, and gopefit: you are extremely sensitive to magical )
=2 in cramped quarters (see page 95). phenomena. You can sense its workings from clos
range. At a distance of 10 feet per level, you may make
RACIAL AND CULTURAL FE"]Q a Will save (DC 10 + 1 for every 10 feet of distance)
to determine if an object is magical or if someone has
a magical effect in place. If you roll high enough (DC

These feats are native to specific races or culturéd *+ 1 per 10 feet), you can tell if the magic surround-

) Racial feats are those that aamly be chosen by char- N9 Someone is created by a spell, a natural ability or
rag item and if it is divine or arcane. If you are in con- j

a given culture, but coufobssiblybe learned by a non- tact with an item, you may make a Will save (DC 25) ¢
" member of that culture through very extensive roldQ l€am its basic nature (the plus, or the general use)g
{fyou fail any roll, you will not gain a positive reading (

~ outsiders such as surface dwellers, but this would % another 24 hours; your sensitivity to magic is sub-

. .-
“rare and occur only under unusual circumstances. € and fragile.

DROW FERTS DUAL WEAPON MASTERY (CULTURRL FEAD)

You have perfected the art of wielding t
weapons of the same size.
ARCANE PROSTHENIC (CULTURAL FEAD) Prerequisite: Dodge; Two Weapon Fighting; +6/4

. ) base attack bonus or better :
One of your limbs has been replaced with a fabled Benefit: You may wield a weapon in your @

* drow prosthetic. These extremely rare and expensiNgnd that is no larger than your own size as if it W r;

' devices are works of art unto themselves. (See NeWmall weapon. Normally, a weapon of your own 'I‘
- Uses for Skills — Craft (engineering) on page 58.) YQH your off hand incurs a —4 penalty if you alread ,'.

f!.

must have the GM’s permission to purchase it later ‘}Renalty to —2. For instance, with Dual Weapon Mas\}{4 >4

Prerequisite: You must have lost a limb or part oftery and assuming you're Medium sized with the Two- ‘*

an extremity. Only hands, arms, feet and legs can Wgapon Fighting feat, you'd garner a —2 penalty to|.

replaced in such a fashion. - _ your primary and off-hand when wielding two medium
Benefit: This feat is required to functionally operongswords. -

¢ ate with an arcane prosthetic. It is possible to have an
arcane prosthetic without this feat, but you run the riabmm TOUCHED (CULTURAL FEAD

. ers. With this feat, you understand the basics of using You are blessed (or cursed, for non-drow) wit
~and caring for an arcane prosthetic. Without this fe@ne or more arachnid features. It is whispered that this
you will not be able to make the necessary mingfiay be the blood of demons in your veins, but ulti-
repairs to keep the device in working order. mately it does not matter. To the drow, with their rev-
This feat provides a basic arcane prosthetic, willtence for all things arachnid, you are blessed. For
|\ no extra features. Anything added to the arcane pr@gme, this might be a point of jealousy worth slaying
thetic must be done in game. (See New Uses for Skilisu for; for others, it might be a symbol of divine

‘on page 58 for more details on the use, manufactwigdorsement.

~and modification of arcane prosthetics.) Prerequisite: Cha 15+; this feat must be taken
If this feat is chosen at 1st level, it is assumed thagt |evel -
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| TRBLE 1~20: DROW FERTS b

Drow Feats Prerequisites Benefit _ ~ _

NIV

5 Arcane Prosthetic (cultural) Limb loss Use of arcane prosthetic

£l
¥

Arcane Sensitivity (racial) Drow, 1 metamagic or arcane Detect and identify magic
creation feat, spellcasting

AT,

Dual Weapon Mastery (cultural) Dodge, Two Weapon Fighting, =~ Wield weapons your own size
BAB +6 in off hand

Spidertouched (cultural) Cha 15+, taken at 1st level Varies

Benefit: It is said that you are touched by the Spirour Con modifier. Your poison regenerates at the rate '-';-
" der Goddess. You may choose one of the featufsone dose per day.
L below. This feat can be taken only once. Your venom may be milked and stored for up to 3 /A
Eyes of the Goddes%o the outside of your eyesdays. You may use it to treat weapons: 3 doses to coat
‘on your temples, you have three vertical slits housirglarge weapon (e.g., a greatsword), 2 doses to coat a
|\six gleaming, purplish-black eyes. When closed, theyedium weapon (e.g., a longsword) and 1 dose to coat'l|
resemble ritual scars. The eyes give you a bonus ofa4mall weapon (e.g., a dagger). Fortitude saves against} :
to all Spot, Search and Sense Motive checks. When the venom are the same as above. You may coat 5 tiny "
“eyes are open, they grant +3 to Diplomacy rolls witheapons such as an arrowhead or darts, but their DC to‘*\ a7
other drow, who recognize these features as a blesswaye is a flat 10 and the poison effect is halved. =74/
With non-drow, the eyes give +3 to all Intimidate  You cannot communicate effectively while baring
checks. your fangs, but your Intimidate rolls gain a +1 bonus.
Touch of the ArachnidThis blessing is subtle in Spider's EmbracePerhaps the most unsettling —
nature. When barehanded and barefoot, you spay and to drow, the most awe-inspiring — of the Spider "
derclimbas the spell but at normal speed. Those boBoddess’s gifts is called spider’s embrace. Just*y
with this blessing have a bright red hourglass mark teneath each arm, you have an additional, fully func-
their forehead, stretching from brow to hairline. tional arm. These arms may attack independently but .
Silkspinner:Your wrists contain spinnerets. Youare treated as “off hands” unless you purchase the
can shoot out the equivalent ofvebspell as a sorcer- Multiattack feat (as described in the MM). You may
er of your level a number of times per day equal fso purchase Multiweapon Fighting.
3. your Constitution modifier. You can also shoot out thin  All drow who are born with spider’'s embrace also
lines of webbing that allow you to swing for long disbear a huge red hourglass symbol on their backs from /|4
tances. You may shoot out 10 feet of line per point wfaist to neck, as if proclaiming to the world that they ' /
Constitution per wrist. Your spinnerets regenerate theire children of the Spider Goddess.
supply at the rate of 10 feet of line per hour. You can
use this line to make distance grab attacks but not for
grappling. The line is strong enough to support three gvaNGQUN Fsum
times your weight and absorb 15 points of damage ' ‘
before being severed. Any amount of flame that comes
into contact with your webbing will disintegrate th%EFl 10UCH (CULTURAL FERT)
* webbing in one round.
Spider’s Maw:While you appear normal external-  Among other artistic endeavors, svirfneblin are
ly, your lower jaw is hinged to accommodate a largénparalleled in gemcraft. The care and precision you)
| set of venomous fangs in the back of your mouth. Yalevote to your work is astounding. You have the deli-'-
may make a bite attack for 1d4 points plus half yogtte touch needed for extraordinary work.
¥ ¥ Strength modifier in damage every round. This attack Prerequisites: Dex 15+; Skill Focus: Craft (any),
“ is at your highest base attack rating. Craft (any) 6 ranks A
For a limited number of times per day, you may Benefit: The DCs of any Craft checks you make = '
inject a dose of venom into your bite. Your victim musidre lowered by your Dex bonus. You build better items ?’
. make a Fortitude save against the venom (DC 12fgster and more cheaply, due to your patience and
i your Constitution modifier). Failure causes the victingteady hands. X
to immediately lose 1d3 temporary points of Dexteri-
/"ty; one minute later he must make a second savermT TUNNELER (RACIAL FEAD
lose an additional 1d4 temporary points of Dexterity.




i

T
gl ;
i
|

TABLE 1—21: GVIRFNEBLIN FERTS

Svirfneblin Feats Prerequisites Benefit

Deft Touch (cultural) Dex 15+, Skill Focus: Craft Reduced Craft DCs
(any), Craft (any) 6 ranks

Fast Tunneler (racial) Svirfneblin, Con 14+, Profession Gain burrow speed
(miner) 7 ranks, Endurance

Gem Snout (racial) Svirfneblin, Appraise 5 ranks, Can smell gems
Profession (miner) 5 ranks

Keen Scent (racial) Svirfneblin, Wis 14+ Gain scent ability

Stone Sense (racial) Svirfneblin, Wis 16+ Gain blindsight 15 ft. while in % :
contact with earth X r

#> son the deep gnomes are renowned for their speed hugde noses as a mark of distinction, your nose is muchy i

“skill at plumbing to the deepest reaches. more than a conversation piece and target for your ene-/
Prerequisite: Svirfneblin; Con 14+; Endurance;mies. (

~. Profession (miner) 7 ranks Prerequisite: Svirfneblin; Wis 14+ “\

Benefits: The knowledge of how rocks and other  Benefit: This ability allows you to detect [i

'r earth materials split or move is unmatched in thepproaching enemies, sniff out hidden foes and track
= svirfneblin. With the right tools, you can burrow a tunby sense of smell. You can identify familiar odors just } /
- nel through nearly any material at extraordinargs humans do familiar sights. You can detect oppo<3 \
speeds. If wielding a spade you gain a burrow speeents within 30 feet by sense of smell. If the opponent}§ i
——equal to half your regular walking speed. If wielding & upwind, the range increases to 60 feet; if downwindg :
* ——pickaxe, you gain a burrow speed equal to your regt-drops to 15 feet. Strong scents such as troglodytd
ge=ue-lar walking speed. Note that full burrowing at thesstench can be detected at triple the normal ran
"~ | speeds is only possible in loose soil; burrowing/hen you detect a scent, you sense only its gendéyg
‘through hard, packed soil or rock cuts times substaarea and range, not its exact location. You may tak
tially.
Tunnels made in this way are not particularly stamove to within 5 feet of the source, you can pinpoii
ble and collapse within 30 minutes. If you wish to havie
— them stabilized, you must double the time for the dig- You can follow tracks by smell, making a Wisdon
% ging. check to find or follow a track. The typical DC for &
fresh trail is 10, no matter what kind of surface h
“ BEM SNOUT (RACIAL FEAD) the scent. This DC increases or decreases depen £
; upon the strength of the quarry’s odor, the number',

/ 'You have a keen nose — Iitgrally! —for locating thgreatures being sought and the age of the trail. ‘g
/I choicest gems a.nd gem dgposﬁs. . _ each hour that the trail is cold, the DC increases by\2-|
Prerequisite: Svirfneblin; Appraise 5 ranks; Pro-Thjs apjlity otherwise follows the rules for the Track\{f

fession (miner) 5 ranks feat. Tracking by scent works independently from the‘y

Benefit: You have a passion for gems like fevifrects of surface conditions and poor visibility.
others among the deep gnomes (which is saying quite

+. a lot). Your nose is keen to the scent of gemston
. whether they are in a deep vein behind 20 feet %ﬁlﬂ[ SENGE (RACIAL FEAD
&1~ igneous rock or behind the wall of a gemcrafter’s shop. Your sensitivity to the vibrations of the eart
~(%. You can pick up the scent of a gemstone of at least I#low you allows you to fight without being able t
gp value up to 5 feet away per level of your characteee.
' Beyond a distance of 10 feet, you must make a Will Prerequisite: Svirfneblin; Wis 16+
save (DC 15 + 1 per 5-foot increment). You will know  Benefit: You are a creature of the earth. You
the gemstones are near but not necessarily their exauterstand the very feel of it, how things move across
\ location. and through it. As long as you are touching the ground
directly with nothing more than clothing or armor on,
HEEN SCENT (RACIAL FERD) you have the blindsight ability to a range of 15 feet. \

i
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A svirfneblin’s large nose isn’t just for show.
Although the deep gnomes pride themselves on their
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Z TRBLE 1—22: DUERGAR FERTS
Duergar Feats Prerequisites Benefit

£ Coldblooded (racial) Duergar, taken at 1st level Almost invisible to darkvision
x b Gold Snout (racial) Duergar, Appraise 5 ranks, Can smell gold
= Profession (miner) 5 ranks
Hardened Mind (racial) Duergar, Wis 13+, taken at Reroll failed saves against mental
1st level attacks 1/day

Light Skinned (racial) Duergar; taken at 1st level Can pass for normal dwarf

[mEnsnn FG"IQ Prerequisite: Duergar; taken at 1st level; Wis 13+
: Benefit: Once per day, you may re-roll any failed
save against mental attacks. This includes illusions and

spells of that type but does not include skill checks
‘COLDBLODDED (RACIAL FERT) requiring a resisted roll.

- Duergar born with this feat are nearly invisible to | = .
darkvision. This phenomenon is said to be caused lﬂ@‘" GHINNED (RACIAL FEAT) S

Either way, you make an effective assassin in th,n puergar was enslaved and forced into the under- L

underdark. dark. Your skin appears brownish-gray instead of the 4%
Prerequisite: Duergar; must be taken at 1st levelg ker gray of your kin.

Benefit: For some reason, your body blends into  pyerequisite: Duergar; must be taken at 1st level
the shadows and background radiation of the under- geanefits: You can pass as another type of dwarf . -
dark, obscuring your form from darkvision unless yoyegpite your slightly grayish appearance. You suffer no .
are extremely close. You are effectively invisible tg,mediate scorn from surface world races. Dwarves -
darkvision unless you are within 5 feet of the viewey eye you with mild suspicion. However, among the
This ability has no effect on low-light vision or ”Ormabuergar you are an anathema. You will be disliked by
sight. You can still be detected by infravision (but ngf,ost duergar, at the very least, for being a reminder of

easily). what they once were.

* GOLD SNOUT (RACIAL FEAD NERRD FERTS

) Duergar do not have a reputation for being greedy

i gold hoarders for nothing. You have a keen nose — lit-
erally! — for sniffing out the largest gold deposits or gypceN ONE (RRCIAL FEAT)

mark carrying lots of gold.

Prerequisite: Duergar; Appraise 5 ranks; Profes- ~ You are the “chosen one” among the derro. The &
sion (miner) 5 ranks gods of the derro have commanded you to serve as&
Benefit: Your passion for go'd is equa|ed by fev&heir representative in this plane of existence. All derro i;
\'others. Your nose is keen to the scent of gold, whetfggst heed your commands. A
" it lies within a motherlode behind 20 feet of solid gran-  Prerequisite: Derro; Cha 17+; Wis 15+; Leader-
ite or behind the wall of a moneylender’s shop. Yo#hip; ability to cast divine spells of at least 5th level . " |
can p|Ck up the scent of amounts of at least 10 ap in Benefit;: The dreaded “chosen one” of derro lore . {
‘| value up to 5 feet away per level of your charactd. the voice of the gods made flesh. Every few genera-
Beyond a distance of 10 feet, you must make a V\ﬁipns bringS a derro who claims to be the chosen one.
"save (DC 15 + 1 per 5-foot increment). You will knovistorically speaking, the chosen one brings genocidal .

" the gold is near but not necessarily its exact locatiofvar against all other underdark inhabitants. He '
inspires other derro and makes those in power savage- i
HARDENED MIND (RACIAL FERT Yiealous. "

. When taking this feat, your followers based on . “j
The duergar were once slaves of oppressiyeur Leadership feat are doubled. You gain an addi- ke
underdark races that utilized psionic abilities to contrgbnal +2 morale bonus to all rolls for Bluff, Diploma- Ly
I “them. Now, they boast the most slayers of these creg; Intimidate and Sense Motive checks made against
tures. Their blood runs deep in your veins. Your minidllow derro. To non-derro, you inspire fear and get a s
is unusually resistant to mental attack and dominatior@ morale bonus to all Intimidate rolls. 4
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IROELODYTE FEATS

These feats may also be taken by other race_'l
reptilian heritage, such as lizardmen and sahuagin.

AMPHIBIOUS (RACIAL FEAT)

)

Your lungs are adapted for breathing water a t
air.

Prerequisite: Troglodyte; Con 14+; must be
taken at 1st level =

Benefit: You are adapted to breathing in water or E i'v“"'
air. You cannot stay permanently in non-native sur- ;
roundings; you have up to half of your Constitution
score in hours before suffering the normal effects of ‘,F'
being in that environment. You move through your
074 non-native environment at the rate normal for your
f (/ ; F native environment. If you already have a movement
'k#,"i VN By )\ .~ 4 ratein both environments, your non-native movement
|'|||"|,j1|;'\\\ WL eay ) Akl rate is increased by +5 feet per round.

 ZTERLOT (CULTURAL FERT) EAPING MAW (RACIAL FEAD)

You are completely under the thrall of the wisdom v, have mixed blood or your line has a trait @ _f

—of the savant leaders of the derro. Nothing will sWayhich is a throwback to a more primitive state. Your §

5 you from your path. . _ jaws are huge and your teeth are long and serraig
Prerequisite: Iron Will; a belief system or philos- capable of dealing horrible wounds. LA
ophy that your character follows slavishly (not neces- Prerequisite: Troglodyte; Str 15+
sarily correct in fact but in a way that you believe is  ganefit: Your jaws are huge. If you have a bite &=
completely true) . attack, the damage dealt is one die higher. Unless y&i#%
Benefits: When given a command from youryre | arge sized, your bite attack cannot exceed 163

acknowledged leader, you cannot be swayed from trpf';\i,ou do not have a bite attack but your backgroq:‘

goal or your leader’s interests. You will follow anyneets the requirements, you now may bite for 1d4 &8
» corder handed out to the best of your ability, even dfae aitack at your highest attack rating.
~. your interpretation is wrong. You get a +3 bonus to any

| save or resisted roll that would cause you to Coum‘ﬂ[ﬂ;i CULLET (RACIAL FEAT)
' mand a superior’s order. If you are already under the \
thrall of another, you immediately get another saving You are capable of distending your jaws ary
throw with a +3 bonus to attempt to throw off théhroat to accommodate large objects.
effects. Prerequisite: Troglodyte; Con 14+; must be
Non-believers who attempt to use skills like Blufftaken at 1st level ,
Intimidate or Diplomacy against you receive +3 to Benefit: If you grapple your opponent and score a ||
" their DC. Anyone in a position of authority over yowsuccessful bite attack, on the next round and if youy,
gains a +6 bonus to all Diplomacy, Bluff and Intimiimanage to maintain your grapple, you may attempt
date rolls against you unless their orders countermaswlallow your opponent whole providing that he is &
| your perceived belief. least one size category smaller than you. If you su
cessfully swallow your opponent, he will take your®

TRBLE |—23: DERRD FERTS

Derro Feats Prerequisites Benefit

Chosen One (racial) Derro, Cha 17+, Wis 15+, Special
Leadership, cast divine spells
of 5th level or higher

Zealot (cultural) Iron Will, special beliefs Bonuses when following commands




& Patagial Membrane (racial) Troglodyte, Con 14+, Dex 14+ Glide short distances

’bite attack in nonlethal damage every round plus another 1d6 points of acid damage per rouﬁd. He may tté\"\!-
to attack from inside you only if he had a small weapon in his hand when you swallowed him. If this weapon'|
bladed, he may cut his way out by doing 50% of your total (not current) hp in damage against an AC equal'

your natural armor bonus.

PATAGIAL MEMBAANE (RACIAL FEAD)

You possess a rare trait: a membrane of thin, flexible skin between your arms, body and legs that allowsy
to glide short distances. ¥l

Prerequisite: Troglodyte; Con 14+; Dex 14+ 3,

Benefit: You may ignore the cap for height when using the Jump skill. With a running jump, you may jumpg

least 20 feet of falling space to glide and float.
A Your patagial membrane is flexible and can be folded against your body, inner arms and outer legs. You.m'a,

s

L wear any kind of armor over the membrane. However, to use its gliding ability, you cannot be wearing any arm'_of 2}
whatsoever. A

If you sustain more than 50% of your hp in damage, your membrane will be too damaged to support thes i
|\stress of your weight and you will not be able to use it. You cannot use your membrane if you are more thap,. %
lightly encumbered.

“RAZOR TRLONS (RACIAL FEAT)

Just as primitive warriors have learned to hone flint weaponry to a remarkable sharpness, so too have:
learned to sharpen your natural weaponry to incredible sharpness.

Prerequisite: Troglodyte; Int 9+

Benefits: Your claws and talons do one die higher for damage with a maximum of 1d8. This benefit wear:
off after your first encounter using them. You must use a whetstone or small stone chisel to sharpen your ta,lé)
which takes approximately 5 minutes. You may teach the sharpening techniques to other creatures who pos:
talons and are intelligent enough to learn.

THICK—SCALED (RRCIAL FEAT)

Your body is covered with thick plate-like scales, granting you a higher natural armor rating.
Prerequisite: Troglodyte; Con 14+; must be taken at 1st level

Benefit: Your natural armor (if any) is thicker, with bony plates covering most of your joints and tender
. areas. Your natural armor is increased by +3. If you do not have natural armor, you now possess natural al
of +3.

TABLE 1—24: TROGLODYTE FEATS

Troglodyte Feats Prerequisites Benefit

Amphibious (racial) Troglodyte, Con 14+, taken at  Survive in water or air
1st level

Gaping Maw (racial) Troglodyte, Str 15+ Extra bite damage

Huge Gullet (racial) Troglodyte, Con 14+, taken at Swallow enemies whole
1st level

Razor Talons (racial) Troglodyte, Int 9+ Extra claw damage

Thick-Scaled (racial) Troglodyte, Con 14+, taken at +3 natural armor
1st level
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NEW USES FOR SHILLS

O~ i.#
=
APPARISE types of prosthetics: half-arm, full-arm, hand, half-leg=s
) and full-leg. The size of the individual receiving these—4
_ Normal Use: You may determine the value of anieces determines the size of the frame. Arcane p
item within a given range of its actual worth.  hetics come in three frame sizes: Small, Medium
New Use:Appraise slaves. Like any other itemy 5rqe The overall frame size determines the numbgs

/. slaves are mere commodities in the underdark. A slayemqgifications you can add to the prosthetic as wejHilkd
'/ trader with a keen eye can gauge the overall fitness Qf affecting the price.

'/a slave and determine with a few lashes of the whip if gmp411 Erame (hands; half-arms for Small individ- {*-

he poses a risk for escape or a danger to potential byrs): Hands for Medium-size and Large characters
ers. An Appraise skill check (DC 10 + slave level ¢ the same size (small). Hands for Small characters
“Charisma modifier) will determine the slave’s leveliy not exist, due to the difficulty of making a fully {3
» within 2 levels of accuracy as well as his general cha{jctional prosthetic of such minuscule size. A small “.;‘
acter type (warrior, spellcaster, rogue, non-adventyfame has 3 modification slots. It cannot contain mod-
~ er). If you possess Sense Motive of at least 4 rankg4iions larger in size than the frame itself. Small
7y, you receive a +2 synergy bonus. A Medium-sizeglymes weigh approximately 5 pounds, which counts
. slave is worth approximately 200-300 gp per levelyard encumbrance figures, and start at a base cost o
» while a Small-sized slave is worth 50-100 gp per 'ev§;000 gp. Base DC is 23.
> Medium Frame (half-arms; half-legs; full arms; §
CRRFT (ENGINEERINE): ARCANE PRDSTHETICS full legs for Small individuals)A medium frame has 6
: Arcane prosthetics are exceedingly difficult t odifigatio_n slots. It cannot cpntain a mpdification 5
ger in size than the frame itself. Medium framesd

—make. It takes years of dedicated study and disciplifie® , ) \
to become a proficient prosthetician. Despite the‘fYelgh approximately 15 pounds, which counts toward

\ name, arcane prosthetics are not inherently magiggnlcumbrance_flgures, and start at a base cost of 6 }'n
per se. They are crafted with exacting methods that Base DC is 26. i
rely on mechanical principles unknown to most races. Large F_r_amg (full arms; ful! legsh Iargg fraiii
While many of these devices are indeed enchant'%?is 8 mOd'f',Cat'on slots. It weighs approximately 2

. with deadly spells, they are more tools than works Bpunds, which counts toward encumbrance t0t

c art. _Large frames start at a base cost of 9,000 gp. Base

This craft was invented by the svirfneblin but® 29. . . .
advanced as an art in the hands of the drow. It began as Materials: Arcane prosthet.lcs can be fashig i
a means to replace the limbs of those lucky enough tgm a number of r_’nat_erlals ava|lablle in the und(.ard’ ‘

“¢ lose only extremities in any of the myriad accident neir pase material |§_extremely Important, smce.

" and conflicts common to the lands below. Over t etgrmmes the duraplllty as well as the cost Offh
centuries, the practical aspect of the first cumberso gice. Most races \.N'th arpsans skilled enough to
prosthetics led to advances requiring a deep und@fg arcane prosthetics typically have a favored mat-
standing of anatomy coupled with the creative pracﬁ‘—
cality of engineering. The races of the underdark excel
at engineering, and its processes were relatively ed

* for enterprising deep gnomes and drow to apply

.\ sophisticated uses.

; The creation of arcane prosthetics requires a fu

1. stocked workshop complete with lathes, steel punches,
forge and bellows plus the finest tools. The total co%

' of such a workshop runs a minimum of 40,000 gp.

Three rules govern the creation of an arcane prd'so-: hp 60
thetic: the size of the frame, the material being use Large Iron Frames: 50% of base cost; hardness

\ and the modifications added at creation time. Thes& hp 90

\, factors determine the length of creation time, the DC Wel‘ght: Doubled
of the engineering roll at the end of the creation DC: -2

BN ‘process and the overall cost of the arcane prosthetich .Note: Iron is C?Ot user::i o c_onstruct %r.c_ane _pros _
Frames: An arcane prosthetic of normal function{NetiCs anymore, due 1o the moisture conditions in 1
nderdark. Repairs (healing) of iron prosthetics ti

~ality must be built in a single piece. There are five

with which their artisans receive bonuses.
Iron: The first prosthetics were little more than
ple hinged flails with rudimentary articulation. Iron |
s a popular material due to its availability and rela-|
tive durability. Iron prosthetics are extremely rared
Iﬁg}day and might be worth something as antiques.
Small Iron Frames: 50% of base cost; hardne
; hp 30 ;
Medium Iron Frames: 50% of base cost; hardnes




I /double the normal time. P
Steel: Considered an archaic medium used K
dabblers and tinkerers, steel represents the old sf
dard. Steel prosthetics are uncommon today; so
may be found among older dwarves. Steel prosthe
are strong, trustworthy and durable.
Small Steel Frames: Standard base cost; hardn
12; hp 30 .
Medium Steel Frames: Standard base cost; ha}
ness 12; hp 60
Large Steel Frames: Standard base cost; hard
12; hp 90
Weight: Standard
DC: No change
Mithral: Mithral is the medium of choice among
the dwarves and svirfneblin. Supple and strong,
o ‘allows the true artisans of prosthetics to demonstrj
@EY | their skills. The gleaming truesilver of a polishe
mithral arm is almost enough to make a person remd
~.a good arm to have a mithral one, has joked more t
“one proud owner.
Small Mithral Frames: 150% of base cost; harg

ness 15; hp 30 w
Medium Mithral Frames: 150% of base cos
hardness 15; hp 60 ]

Large Mithral Frames: 150% of base cost; hardf |
ness 15; hp 90 owforges favor this metal over all others, even the

Weight: -25% once-cherished mithral.
DC: +2 Small Umbrite Frames: 150% of base cost; hard- ,

Note: Dwarves and svirfneblin with Craft (enginess 13; hp 50
neering) of at least 10 ranks who use this material Medium Umbrite Frames: 150% of base cost;
decrease their total DC for their craft rolls by 1. hardness 13; hp 100 pr

: AdamantineAdamantine is the material of choice ~ Large Umbrite Frames: 150% of base cost; hard- ASG¥
for the greatest masters of the craft. Adamantine is B@ss 13; hp 150 !
ultra-strong metal alloy that gives flexibility to the  Weight: Standard
brittle adamantite ore while retaining incredible tensile  DC: +3 _
strength. The savagely beautiful art of the drow spe- Note:Duergar with Craft (engineering) of at least. /.
cializes in using this material. 10 ranks who use this material decrease their total DG =

Small Adamantine Frames: 200% of base costr Craft rolls by 1. 5
hardness 20; hp 40 Basic Functionality: An arcane prosthetic simu- 3

Medium Adamantine Frames: 200% of base coséites the limb it replaces. Since prosthetic frames are:

o

It hardness 20; hp 80 built with a particular person in mind, the gears and.
Large Adamantine Frames: 200% of base costinches are finely tuned by the artisan. Countless fit- ﬂg

4

hardness 20; hp 120 tings and adjustments are made before the owner ever F
Weight: Standard takes the prosthetic home. The overall Dexterity of the | /\g
DC: +3 limb and movement capabilities match those of the
Note: Drow elves with Craft (engineering) of atndividual it is made for. However, all full-limb arcane
I ¥ least 10 ranks who use this material decrease their tqt@isthetics are made with the basic necessities of « i,
~ DC for Craft skill checks by 1. strength in mind and start with a basic Strength score ,.L
Umbrite: Umbrite, a rare black metal with uniqueof 10. This can be modified — for a price, of course. 4}2'_
light-absorbing properties (see page 65) is used almpistif-limb prosthetics do not have this strength issue, *
\ exclusively by the duergar, who have unlocked thgince most of the wearer’s natural limb is still intact.
i secrets of working this relatively new material. While  Small Frames: 1d4 points of damage on attacks; -
| the duergar have several prosthetic craftsmen amamgvoke attacks of opportunity unless the owner has . s y
their ranks, only one of them has ever used umbritettee Improved Unarmed Combat feat '
create arcane prosthetics. Umbrite is dense and strong. Medium Frames:1d4 points of damage on - %
_ Itis not as heavy as iron nor as hard as mithral, butitacks; considered armed attacks and do not provokej' 7




attacks of opportunity; fists or feet of these prostheticest and the weight of the prosthetic, and increa
are considered light weapons for the purpose of twpeints by 50% (but not the number of slots or D
weapon fighting allows maximum enhancement of Str to 30 and all
Large Frames:1d6 points of damage on attacksthe use of two-handed weapons in one hand; incres
considered armed attacks and do not provoke attacksnage of arm by 1 die; this ability is stackable w
of opportunity; fists or feet of these prosthetics a@laws/Palm Spike; DC +5
considered light weapons for the purpose of two- Grappling Hand:Hand prosthetic on the end of
weapon fighting 50-foot line that is fired out from the wrist; capable
Modifications: Modifications are the personalranged touch attacks; capable of ranged attacks at yoH
_/touches that every owner of an arcane prosthetic agkesthetic’s normal damage; cannot be fired accura
/y for. They reflect the attitude of the wearer and serve Igswvhile holding a weapon except with a claw or pal
'pa challenge to be met by the craftsman. Many arcasgike modification; range of 50 feet; takes 3 slots; DCSEE
prosthetics contain modifications of utilitarian valuet3; Weight +10 pounds t‘ ;,'-:-
~ Others are designed to be inconspicuous facsimiles of Cost and Creation Time: Once a prosthetic’s E
“their flesh counterparts. Still others are powerfidlots are filled by modifications, it's time to add up the
2 weapons that rival the mightiest blades and spears.DC from the basic frame, material and modifications ‘.;
[ Each modification takes up space within the pros$s find out the total DC (modified by the wearer’s
thetic and has a DC rating attached to it. The availalsbce). The total DC is added to the frame’s basic cost ;
™. space for the modification is determined by the sloiis thousands of gold pieces, determining the final cost. i ¢
" available for that frame’s size. Modifications may add@ihe total DC also determines the DC to create the )
- additional cost to the prosthetic, particularly if they amdevice and the number of weeks needed to create it. !
= going to be enchanted. Generally speaking, all modifi- It takes one week per DC to craft a prosthetic. Its ;3\ /i
cations are made from the same material as thewner must visit at least once a week for fittings. At 3 ‘;l
- frames. Fortunately, due to the painstaking processtbé end of that time, the artisan must make a Craf{ gi

this art, all arcane prosthetics made of rare material geagineering) check (DC equal to the total DC of the{§gt 4
=—considered masterwork items for the purpose pfosthetic). If he fails, he must spend half of the total'§ 4
s enchanting. value of the prosthetic and begin at the halfway poig§

Modification examples: in terms of time. If he succeeds, he will have compl &
Armor: Armored prosthetic; takes 2 slots an&d the prosthetic — an expensive and time- consumlng Jl

grants +1 deflection AC bonus; DC +2; Weight +25%rocess.

Modular: Prosthetic that is interchangeable with  Then there are the added benefits of ench
other parts, such as a hand that could be exchangedhtients. Enchanting prosthetics is fairly routine, si
a weapon or other device; modular weapons are narcane prosthetics are already masterwork ite

~ 2 slots; cannot be taken for wearers of only a hao€ithe prosthetic’s total prlce in XP, spend an additit
. prosthetic; DC +1; Weight 0 (plus weapon) al day per 1,000 gp of the item’s total value to brlng ‘lF
Hidden WeaponArm prosthetic with space for aup one increment and spend half the prosthetic’s totak{
hidden weapon; takes 3 slots for Medium-sizedhlue in raw materials per increment. The expense lig
weapons or 2 slots for Small-sized weapons; requiresthe fact that an arcane prosthetic is created as
)\ a move-equivalent action to extend the blade; DC H3iece, so any enchanted modifications must be raiset
| Weight +25% to the same level of enchantment as the rest of the mas
Hidden ShieldArm prosthetic that shoots out twoterwork prosthetic — no more and no less.
. flat, armored panels from the forearm to create a For example: Seraat’s Large-framed adamanting

Large frames contain heavy shields; DC +3; Weighind Enhanced Strength +7. The costs for this arm '
)0 +25% 18,000 gp for the adamantine frame and an addition
. Claw or Heel/Palm SpikeModification used in 42,000 gp for the total DC, which is 42. This makes 2
" conjunction with the fist or foot of the prosthetic thagrand total of 60,000 gp for Seraat’s arcane prosthetic
increases the damage of the prosthetic to the next highm. If he wants the blade in the arm enchanted as a +4
er die; DC +2; Weight 0 blade, he needs to enchant the whole arm. That arm
Enhanced StrengthProsthetic with oversized, would then require amadditional 120,000 gp, 7,200
\, strengthened gears, winches and cables; increa%®s and 180 days to enchaptus the cost of the +4
wearer’s strength by +1 per additional DC up to a makitade. It is easy to see why this is not taken lightly.
‘imum of 20 Strength; takes 3 slots; DC +1 per point of Maintenance: Maintaining arcane prosthetics is
~.Str; Weight +1 pound per point of Str of paramount importance. Due to the craftsmanSh'
Over5|zed0ver5|zed prosthetic; doubles the basthat goes into their design, they are built to requirg
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ARCANE PROSTHETICS OF AENDLN

Arcane prosthetics are rare artifacts. Those who Medium Framed, Full Steel Right Arm (small
possess them are invariably highly placed individuals sized); Hardness 12; hp 30; Weight 15 Ib.; Str 10;
great distinction who are able to afford these marveloleng 1d4; Modifications: Modular hand; DC 27;
devices. All of these devices are works of art, ar@ost 33,000 gp
deserve mention. Those listed here are among the most
famous of those that are known to exist. LERS OF THERRATIS RZ—RIAN

Daughter of a famous artificer, Theratis Az'rian Ipst
G—GLLALANS JUGGERNAUT both of her legs in a cave-in sparked by a battle yith

A weaponmaster of an extremely powerful houssyirfneblin miners. Her legs were brutally crushed @nd
this mighty warrior lost his arm to the maw of a deepeeded amputation. Her subsequent shame almost
earth dragon. Despite this, he managed to slay the bdasted her to kill herself rather than be pitied gnd
and return as the only survivor of the hunting cadre sanbcked by her lessers. To save her, her father wgrked
to bring the beast down. As a reward for his service, Hir almost half a decade on his masterpiece. Whep he
left arm was replaced with a work of art, now popularlpresented her with her new legs, she was dubious, but :
known as S'sllalans Juggernaut. After initially receivingnderwent the process of fitting and refitting. Finglly - f@) ;
the arm, he was immediately challenged by his greatssie stood upright and for the first time in years shelfelt ¥ /U g
student for the mantle of house weaponmaster. S'sllalaomewhat whole. Armed with a powerful +4 m4gce
house weaponmaster, slew his eldest son in a duel fimused in her hidden leg sheath, Theratis began her
supremacy, while proving without doubt that his skilhscension to power once more. Her first order waqg the
had not lessened one bit. execution of her father for daring to pity her. Then ghe

The Juggernaut itself is possibly the largest arcabegan the process of eliminating her rivals with a
prosthetic known. Even with the lightweight material it isenewed zeal. Her years spent as an invalid had shown
comprised of, special harnesses and reinforcement oftier who her true allies were and this made her dirty
moorings are needed to allow the mighty drow warrior twork all the easier. -
wield this huge arm, which is far larger than normal. The These legs are a matched pair. They enable Thgratis
power of this arm is devastating, and it is fully capable b move about with little hindrance. While using the lggs
wielding large weapons in one hand. It remains as onesbfe has no cap on her Jump checks, nor does she fsuffer %
the most powerful arcane prosthetics ever created.  penalties for overland travel.

Large Framed, Full Adamantine Left Arm +4 Large Framed, Full Adamantine Left Leg and
Weapon; Hardness: 20; hp 180; Weight 65 Ib.; Str  Right Leg +2; Hardness: 20; hp 180; Weight 65Ib.;
30 (+10); Dmg 1d10 +14 (oversized claws); Modifi-  Str: 20 (+5); Dmg 1d8 +7 claws; Modifications:
cations: Enhanced Strength +20, oversized, claws Armor (+2 AC), enhanced Strength +8, heel spikes
(+1d8), hidden weapon: claws; DC 59; Cost (+1d8) Hidden Weapon: Mace; DC 47; Cost:
285,000 gp 130,000 gp for both

DIMBLESNIPS STEELARM

This is said to be the first arcane prosthetic ever Drelloth Furyfoe, a powerful warrior in the servige - &
fashioned. Dimblesnip, a visionary svirfneblin whosef Citadel Nossuth, was forced to undergo an ampluta-
arm was lost in a mining accident, studied the mechantesn in order to test his special arm. The first umbrjte- %/}
of engineering for decades, where he laid the foundatiforged arcane prosthetic became known as the Hammer-. "/
that underlay the creation of this art form. This arm fst under the use of its master. With its modular hammer
housed in a case of glass, and is revered by all artificerthe shape of a huge fist, Hammerfist is a feared dom-
as a relic of genius. It is simple and unadorned, madelftant in the region of the Corridor.
fine steel which surprises most up and coming artificers The Hammerfist is actually fairly simple in cop-
who wrongly believe the first prostheses were made struction. It is a large arm, whose detail is hard to sfru-
iron. The truth is, iron prosthetics came after Dimtinize due to the properties of the umbrite constructjon.
blesnip’s first steel invention. Poor imitators attempte@ihe most notable feature is the modular hand whigh is
to mass produce their own versions of Dimblesnipieplaced with a large4 warhammeror occasionally g
Steelarm, and for many years the cheaper material wiasmorningstar
used due to the difficulty of working steel at the time. Large Framed, Full Adamantine Left Arm +4;

Now this arm is considered very basic and is mot¢ardness 13; hp 150; Weight 40 Ib.; Str 19 (+4);
of a curiosity for practical purposes, but it still has abmg 1d6+8, or 1d8+8 hammer or morningstar;
elegance about it that is elusive in most prosthetics eMdodifications: Armor (+1 AC), enhanced Strength
to this day. Functionally it maintains several modula¥9, modular: hammer +4, morningstar +4; DC 44;
tools and weapons that connect to the wrist-socket. Cost 156,000 gp

DRELLOTHS HAMMERFIST
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minimal care. It is not necessary to have engineeri

skill in order to maintain a prosthetic; however, anyor RDVENTURING GEAR OF THE UNDERDARK

with that skill may make checks every day at DC 1

For every point over the target DC, they may rep3 Cost Weight

that much damage in one full day. _ Breathsponge 100 gp 12 Ib.
If the owner takes the Arcane Prosthetic feat, | Climbing spikes (set) 20 gp 4 |b.

will have been trained in the care and maintenance of | Coil winch 50 gp 50 Ib.

prosthetic. He will be able to repair a number of hp eqy Firesmear (pot, 3 uses) 50 gp 1 Ib.

to his Int modifier (if any), with a minimum of 1 point| Flashglobes (3) 100 gp 3 1b.

per day, in addition to those for engineering ability. | Silkweave drop-net 60 gp 10 Ib.
' Torch frames 23 gp 5 Ib.

/CRRET (RRMORSMITHINE) .
_ to the weapon, you may fashion greater masterworks ‘,v'.-
~Normal Use: You can craft all types of armor,\yeapons. The greater masterwork component consisty
limited only by material availability and cost. You mayy any one of the following features. Adding more than E ;
» also choose to craft superior quality armor designatgfle feature requires an additional check and addition-
‘as masterwork for additional cost and time, requiringg expenditure of +100% of the cost.
DC 20 skill check roll at the end of the process. BalancedA perfectly balanced weapon is exquis-

™ New Use:By increasing the difficulty of the skill jie|y easy to throw. Only ranged weapons can be bal-
" check by +5 DC and adding an additional 100% cOgficed: such weapons have their range increment
to the armor, you may fashion greater masterwoik.reased by +10 ft.

~armor. The greater masterwork component consists of | aminated:Laminated blades have been refolded

any one of the following features. Adding more thagqsands of times, alloying layers of steel with vary-
one feature requires ag additional check and additiqRy degrees of hardness to produce extremely flexiblel
al expenditure of +100% of the cost. yet strong blades. Lamination adds +5 to the blade’s

o~

Extra Articulation: The suit of armor is fantasti- hargness ratings and +50% to its hp. Laminated blade
-—cally articulated yet retains complete protection for thgsjict an additional +1 damage when they hit.
joints. The armor increases the Dex bonus maximum Ra-or EdgeThe blade’s edge has been sharpenf

by +2. . ) _to razor precision. It inflicts great damage against Jl__
Balanced: This feature applies only to medium,nrotected flash but is less effective against *
and heavy armors, tailoring them precisely for a Spgrmor. For each attack that hits, subtract the targeflg

cific individual. By evenly distributing the weight of ,otral and armor bonuses to AC from 8. The r
the suit across the wearer's body, armor balanciggge inflicts that much additional damage. On any

increases mobility and the maximum speed allowahlg,) (ol of a 1, the razor blade has dulled and requi S
by the suit by +10 feet. It does not grant additionaly minutes of work to resharpen.

. speed; it merely allows for it. o Serrated: The jagged edges of serrated bladé )

' Reinforced SlopesSloped armor is reinforced ncrease a weapon’s critical multiplier by 1. The inhert—1_§

| with angled plates designed to deflect blows and pieggst shape of serrated blades make them weaker, W . g
/. ing attacks. It increases AC by +1 but adds an addir nardness and —25% hp. \

tional 10 pounds to the weight of the armor. Only ‘\ '
medium and heavy armors may be sloped. DIPLOMACY
Large Armor SpikesLarger than normal armor
spikes, these spikes allow wearers to inflict an addi- Normal Use: You can negotiate with others to
tional 1d6 points of damage when grappling opp@btain an advantage over them.
nents. Using large armor spikes requires exotic New Use:Grovel. As a slave, you can attempt t¢=
 weapon proficiency. persuade your overseers to leave you alone or perha
3f move on to another slave and spare you from a me
CARET (WEAPDNSMITHING ingless death. DC equals the resisted Diplomacy roll

the opponent.
Normal Use: You can craft all types of weapons,

limited only by material availability and cost. You ma
also choose to craft superior quality weapons des RVIVAL
\ hated as masterwork for additional cost and time, Normal Use: You can detect which direction is
' requiring a DC 20 skill check roll at the end of th&ue north. 1
process. New Use:Intuit depth. With a successful check \ﬁ

New Use:By increasing the difficulty of the skill (DC 20), you can determine your depth while under i
_check by +5 DC and adding an additional 100% cagtound. - -

H
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NEW EQUIPTENT

The residents and visitors of the underdark asdtached to the tips of crossbow bolts. When they suc-
held captive by its demands. The utter darkness arebsfully strike an object, it becomes stained, and
irregular terrain meanders far beyond the experieneeeryone with darkvision gains a +1 circumstance
of normal surface dwellers. These unique conditiol®nus to attacks made against that target. Made of a,/
require special adaptations and proper equipmentnifxture of starstone, powdered luminous fungi, caus-,
adventurers are to overcome day-to-day obstaclestimacids and everdark, a special ink made of dragon:\V
the underdark. scales, firesmear lasts for 1d4 days per application._“.'-'

Some varieties can last longer but tend not to be as

"[WEN'"J“"‘G Eqmpmc'" Eg;eunste;a; the combat mixtures (nor receive their

Flashglobes:Flashglobes are small glass or thin™ *
ceramic containers holding a mixture of minerals such <~ &
. Breathsponge:Not actually made from sponge,as suylfur and starstone. Made by surface communities -4
+ these handy implements are made from a fresh wajgf, jarge mining populations that make forays into
'lfungus called s’sagra. Mounted in a small metal, VORe ypper underdark, they explode with a harmless pop;. | /i) |50
or sometimes stone mouthpiece, the fungus is drigilen smashed onto the ground, filling a 20-foot radius ./ ¥ i “:"‘"-
cand treated with a special mix of unguents. The resyjf, prilliant light. If not prepared for the detonation, . a4 ‘Sl. s
is a dry, dense, spongy mass of astounding absorbgfise in the area can be dazzled; they must make aj’ /

cy. _ o _Reflex save (DC 15) or be blinded and dazed for 1d4 /3
This sponge is capable of filtering most toXi¢y nds. /

gases from the air and can even pull oxygen out of piashglobes are always carried by miners near

water for up to one hour. After an hour of continuoug,o\n entrances to the underdark and are popular with . s

use, it is no longer serviceable and must be throwgyenturers. They are kept in small cushioned pocket- “/3
away. Against gas-based attacks, this mouthpiegg pouches in bunches of three. e

grants a +3 resistance bonus to any Fortitude saves.  gjkyeave Dropnets: Drow are renowned for

Climbing Spikes: These small harnesses, whichneir tactic of dropping nets from the shadows onto”
strap around boots or gauntlets for climbing mouRsyspecting parties below. Silkweave dropnets are
tains, make excellent tools in the underdark for tr?&rge nets made of giant spider silk. The seam of the
| versing crevasses and bottomless pits. Climbing spikes is woven with stone-hooks, allowing them to be
are also available for the hands, usually made @gsjly secured to any rough vertical surface. A simple
gauntlets. You cannot effectively wield a weapon if|| on the release line and the net comes falling down’
- combat while wearing gauntlets with spikes, but yoi, the hapless victims below. These nets can reach”
may attack with the spikes for 1d3 points of damaggyer 20 feet across. Due to the diaphanous nature of .
While wearing boot spikes, your movement is reducgde gropnets, Spot checks are difficult: DC 25 under;
by 5 feet per round. Climbing spikes grant +2 to alg|1-jit circumstances.
Climb checks for both boots and the gauntlets or +1 for 14rch Frames:Used by many surface races when %
only boots or gauntlets. exploring the depths of the lands below, a torch frame. ¢

Coil Winch: Winches are cumbersome bufs 3 simple but practical wooden and metal frame &
extremely useful for cave _exploratlon. A coil W|_nch iSittached to a backpack and featuring an adjustable

a small backpack-sized winch capable of holding 3Q0matyre that holds a sconce. A torch may be placed in |
feet of thin cord. The winch is capable of pulling morg,o sconce, where it will be held behind and slightly |\
than 1,000 pounds, more than enough to lower a smally e its bearer, leaving his arms free to climb or /|
group of people down a dark hole. wield weapons. ’
. Firesmear: This paste is inky black in color,  gome archers use modified versions of torch/’
#"stored in small spidersilk packets. When appligghmes to light specially prepared arrows soaked in v
across a surface, the paste lights up to those usjfigh set to ignite when drawn from their quiver. The
darkvision. The stain makes it virtually impossible 1§ rows pass through the flames of the torch in one con-"
hide from those using darkvision, conferring a -gecytive motion, lighting the arrow momentarily -

\ penalty to all Hide checks against those using darkyjafore it is nocked and fired. If the archer rolls a natu="/j, 3%

' sion. Firesmear ha§ no effect on thos_e using Io_w-llg,tgg 1 on the d20 when attempting this maneuver, he ', .
" vision and normal vision. Drow use this concoction fQgji accidentally ignite all of his arrows, causing him-" " &g
a variety of things from artwork to body paints to warse|f 146 points of damage per round until he drops the .,

fare. _ . . quiver.
When used in war parties, firesmear packets are

o -




L

el

WERPONS

Axe Hook: Duergar warlords have a certair
fondness for these brutal weapons. Consisting ¢
dwarven war axe attached to a three-prong
spiked hook by a strong length of chain, the ¢
hook is deadly in the hands of a trained warri
An exotic double weapon, the axe is wielded
one hand and the hook in another. Using 1
hook, the wielder gets a +3 bonus to a

7~ attempts to trip or disarm his opponent.

~through the underdark as the mark of t

Bladed Shield: Bladed shields are knowi

svirfneblin's elite soldiers. =,
These small and medi-
um sized blade-edged

o
b

g 72
iz
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Stone Fang Crossbow BoltsThe signature weapon
the derro’s stone fang snipers, the stone fang crossbow

an extremely sharp, serrated crossbow tip made of |k
stone. These bolts are universally reviled throughg
the underdark, notorious for the terrible wour)' :
they inflict and for the frequency with which they |3
break off inside the wound.

If the total number of the
attack roll exceeds the num-
ber needed to hit the tar-
get by the target’s armor
bonus, the bolt tip will

break off in the wound.

For example, the bolt

tip would break off in a
target wearing a chain shirt
(+4 armor bonus) if the attack

shields may be wielded as anroll exceeded the target's total AC by 4
exotic weapon at no penalty. or more. Victims suffer a -1 circum-

== T

T i
— T i

"\\

Brace Crossbow:The brace stance penalty to all attack rolls and sk
crosshow is another svirfneblin checks for each bolt tip that becomes embedded
invention, consisting of a inside them this way. Removing a bolt tip requires a Healing
crossbow attached to a largecheck (DC of the damage inflicted by the bolt). If the roll fails,
the bolt deals an additional 1d3 points of damage.

=

"

bracer that covers the forearm.
A sensitive trigger mecha-
nism encircles the wrist
inside the bracer
enabling the wielder tr
= fire his quarrel with a slight rotation of t-
wrist. These crossbows may also be drawn
.~hand, requiring a move-equivalent action
do so and provoking an attack of opportun

-‘h"“l'lh-.__

MATERIALS

The secrets of the underdark are myriad §
and well hidden. Shrouded beneath eternal darkness, ea
generation makes new discoveries. Many of these secrets4
unique to the sunless lands, and their properties have helpem W
The range of the brace crosshow is 20 feet. shape the cultures that dwell there for countless centuries.
Khorus Vahk: The exotic Khorus Vahk, a Crystalline: The crystalsmiths of Fort Glimmersteel have
large dwarven broad-sword, has an odd balance that capitalizgg) made crystalline weaponry for their troops. Using preciou§.J
. on the dwarf's low center of gravity. Resem- stones to line the edge of their bladed weapop f
bling a top-heavy greatsword, the Khorus Va crystalline weapons are capable of slicir."t U@?d
is capable of tremendous chopping power. ~ through the toughest of hides. A weapon edg =
- sword is ancient in design and is rarely us in crystal ignores half of the armor bonus gr.
1\ ‘anymore. Because of the top-heavy nature ed by armor (round up). Against magical ar.
— the blade, non-dwarves attempting to use this applies only to the armor, but not t' ) B 4
¢ Khorus Vahk receive a -2 penalty to atta enhancement magic of the armor. This alsq_ ']
" rolls. applies to shields. The weapon itself must"'b’

»

Qui-Jhus Rakkha: The Qui-Jhus Rakkhs
is the traditional drow war-spear used by liza
riding cavalry and house soldiers. This shc
hafted spear bears a long, serrated blade on
end and a short stabbing point backed by a h
on the other. The hook on the secondary «
allows its wielder to make disarm attacks witt.

enchanted to at least the same level as the arr
to enjoy this effect, otherwise it's treated as a
normal weapon. Furthermore, if used to sunderi}}
a weapon or strike an inanimate object the
weapon deals an additional +1d6 points of
damage.

True crystalline weaponry is rare in the

.\ +2 bonus. It may be wielded as a regular spear
or as a doubl
weapon requir
fing an exotic
" weapon profi cally made of diamond. It ignores armor bonus-
' ciency feat. es of armor, as well as deflection bonuses from
Spider Fang: Subtle but deadly, the adamantine spidgmagical items. Against magical armor, the weapon needs to be
fang slides over the wearer’s middle and ring fingers. It resefichanted to at least the same basic level of the armor in order
bles tiny vambraces for the fingers ending in long adamantifeenjoy this ability; otherwise, it is treated as a normal weapon.

\ needles. Inside the spider fangs are reservoirs for up to thdese weapons are extremely fragile, despite their incredible
\\ doses of poison per finger. A spider fang is incapable of piemrdness. A weapon that is true crystalline shatters on a natural
ing medium or heavy armor unless the victim is immobilizedttack roll of a 1. its hardness is 20 but it only has 5 hp. Only

‘or pinned to the ground. Otherwise, against opponents wearfiigshing and piercing weapons may be crystalline.

»light or no armor, a normal attack will suffice for an injection ~ Silkweave: Drow and some duergar have mastered theg
of venom. craft of weaving giant spider silk. Incredibly lightweight arj.ld :

a precious crystal or gem and are fragile bui
& very lethal weapons used only in the times
greatest need. A true crystalline blade is typiz
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WEAPONS OF THE UNDERDARK b A

Weapon Cost Dmg (S) Dmg (M) Critical Weight Type
£ Exotic Melee
i Light
< Spider fang 15 gp 1 1 19-20/x2 - Piercing
= One Handed Weapons |
Small bladed shield 5gp 1d3 1d4 19-20/x2 5 lb. Slashing s
Large bladed shield 25 gp 1d6 1d8 19-20/x2 15 Ib. Slashing
Two Handed Weapons
Axe hook 60 gp 1d8/1d4  1d10/1d6 x3 20 Ib. Slashing
Khorus vahk 150gp 1d10 1d12 19-20/x3 23 Ib. Slashing

Qui-jhus rakkha 50 gp 1d8/1d4  1d10/1d6 19-20/x2 20 Ib. Slashing

3 | Exotic Ranged
Brace crossbow 200gp 1d3 1d4 19-20/x2 4 |b. Piercing

Stone fang crossbow bolts (20) 20 gp - - - 6 Ibs. -

MATERIALS OF THE UNDERDARK

Material Cost Weight  Benefit

Crystal, edged x50 x1 Ignore half of armor bonus; +1d6 sunder
damage

Crystal, true x200 x1 Ignores armor and deflection bonuses

Silkweave X2 x1/2 Lightweight

Starstone (1 ounce cube) 6 gp - Gives off light as if a torch

Umbrite x300 x1 +3 Hide bonus

. durable, it is used to create various goods including clothésginations produced by the subterranean gases. This may be
- light armor and utilitarian products such as sidepacks, pouclwe reason umbrite has remained unknown for so long. Umbrite ¥
~'and the like. Silkweave garments and items are 50% lighieronly found during mining operations for other ores or rare
' than their regular counterparts and are double the price. Sijems, and even more curiously, only in the deepest and darkest
weave is often shaped and soaked repeatedly in pools rich vittales where few civilized folk venture.
lime and other hard minerals to create calcified pots, urns and One drow archmage has theorized that umbrite may well
other crafts of remarkable hardness. be a new material. Its appearance and location may be linked;-
Starstone: Starstone is a mineral that appears in smallith the little-known fact that it only appears near large con--//ii
cubical formations near sulfur springs and volcanically activ@entrations of the strange radiations that are said to power many W
areas. Growing in small clumps no larger than a person’s fistpftthe enchantments of the drow. Other learned folk have spec: !
has an oily feel despite being dry, and leaves no residue. If itiated that umbrite might be seepage from the plane of shadow: j
hit by anything hard, this ordinary-looking material immediateMany agree with this theory, since umbrite is only found in %
ly begins to glow and give off mild heat. places of deepest darkness. .J,
Starstone is often powdered and mixed with sulfur and Miners have long maintained that umbrite is an unlucky 3"
\ other ingredients to manufacture the flash powder used rimaterial and bodes ill. Stories abound of miners disappearing ﬂ
flashglobes. Its strong illuminative qualities affect darkvisiofrequently after a vein of umbrite has been uncovered. Miners | "
and low-light vision in particular, making it useful for decorahave considered it a nuisance material for decades, since until u
tion and as a diversion. recently it was impossible to forge umbrite into any useful | &\ 4 /"'
Umbrite: Umbrite is a dark, dense metal of surprisingroduct. '
hardness. While umbrite is no match for the hardness of mithral The duergar now apparently possess a process that aIIows- 8
or adamantite, it is stronger than steel and easily among the forging of umbrite. The underdark races have begun vying
/¥ 'most durable metals known. Beyond its capable performancei@dearn this secret and, more importantly, to gain control of
" a metal, umbrite is remarkable for its light-absorbing qualitieembrite mines of their own.
Umbrite seemingly absorbs light at a slow rate, causing shad- Umbrite-forged items are immensely expensive. A forged
ows around it to deepen considerably. In fact, veins of umbritenbrite item weighing 1 pound or more retains much of its . °
are often located by noting areas incurring a sudden losslight-absorbing properties. While wielding any umbrite item of
- light. 1 pound or more, the user gains a +3 circumstance bonus to all wLa
' Strangely, umbrite is a relatively new discovery, havinglide checks. Shadows around him seem to be deeper and dark-,
+ first been written about within the last 200 years. When the first. This affects a 5-foot area around the wielder and does not
reports of this material were made, they were dismissed as ledtend to others.
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CRERTURES OF THE UNDERDRRK

RRACHNDID (TEMPLATE)

The creatures that survive in the underdark are tional attacks).
_ marked by its ferocity. Sometimes survival requires « Reversion to walking on all four (or eight) legs
) adaptation. One of the most successful deep denizens with a hunched posture.
\ is the spider, and its influence is felt on those who have, Complete bodily transformation into a spider
» adapted to underdark life. Whether through intentional retaining only the most overt characteristics of the
“ magical modification, unnatural cross-breeding, or the p5se creature (such as its head and face, coloring
strange effects of underdark radiation, some underdark , gistinctive traits like purple tentacles). o
*creatures evolve spider-like traits. These are known as Armor Class: The creature gains an additional +2 5
= amhnoids. . . : natural armor bonus due to the thickening of its hide
The degree of spider traits varies. Some aracgﬁd the addition of chitinous plates
w-noids merely have small spinnerets or a venomous _ e ; ;
\ bite, none ofywhich is evider?t upon casual inspectio Attack_s. The creature gains a spider-like b'
1Oth’ h ) f d e t Dttack at its highest base attack bonus (damage as a\§/y}
€IS, NOWEVET, EXPErience far more dramatic rahge, o4 g spider of its size, modified by Str; 1d4 for
formatlons. They may grow extra spider Il_mbs, h""V§mall and 1d6 for Medium). If it already has a bite 3
L th?g eﬁs anctj) faces transformed, or begin to Weaé’t?ack, it changes to be like that of a spider. The bitex§
spi _T_L" N W(Tq S"dt late i t0 add a disti venomous (see below).
. € arachnoid template IS a way 1o add a distinc- Special Attacks: The creature gains the following
.. tive feel to underdark encounters. A mundane Wc:g)ecial attacks:
E;J becomes a .freakish_ spiderworg; a gnome  trader Poison:Thé creature’s bite is poisonous. The p
4 Hecpries a bizarre spider-mutant. son is as a monstrous spider of its size (see MM).~
Web: The creature can spin a web as a web-spi '?
CREATING AN ARACHNDID ning monstrous spider. It can throw a web up to 1d4%4 |7\

). N times per day. It can create sheets of sticky webbing gsf. N7
Arachnoid” is a template that can be added t monstrous spider. \

Any aberration, animal, dragon, .giant, humqnoid, Mag- gyills: The creature gains a racial bonus to skills: f
ical beast, monstrous humanoid, or vermin creatuj[gf to Hide and Spot, and +8 to Climb :
{ (hereafter referred to as the base creature). Challenge Ratin:q-+1 .
An arachnoid creature has all the base creature’s o
' statistics and special abilities except as noted here.
e Size and Type:These remain the same. The crea- ARACHNDID BOAA
ﬂ‘-' U0 ture's general appearance alters to appear more spider-
! like, including any or all of the following:

An arachnoid boar has eight boar-like legs. It
Small spinnerets on the wrists. body is covered in coarse hairs, almost like short black
Spider-like fangs. spines. It has a boar-like head b_ut with two m,ultlfac-
Multif d eted eyes and enormous fangs (like a tarantula’s) hang-
ultifacete e.y.es. ] ing below its tusks. It launches webs from spinnerets
Growth of additional eyes (up to eight). located on its rear abdomen.
Large, pronounced body hair, almost like many Arachnoid boars were created many years ago i
small spines. a failed experiment by a drow wizard. They have sinc 3
Growth of extra limbs, whether spider-like or likemultiplied and are now fairly common in certain 3

the original creature (but these do not grant addigions of the underdark. =

‘ -




Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Attack:
Full Attack:

Space/Reach:
L. Special Attacks:

{" Saves:
1 Abilities:

v Skills:

Feats:

Arachnoid Goblin
Small Humanoid

Arachnoid Boar
Medium Animal

3d8+12 (25 hp)
+0
40 ft.

18 (+8 natural), touch 10, flat-

footed 18
+2/+4

Gore +4 melee (1d8+3)
Gore +4 melee (1d8+2) and
bite +4 melee (1d6+2 and poison)

5 ft./5 ft.
Ferocity, poison, web

Fort +6, Ref +3, Will +2
Str 15, Dex 10, Con 17,

Int 2, Wis 13, Cha 4
Climb +10, Hide +4,
Listen +7, Spot +9
Alertness, Toughness

1d8+1 (5 hp)
+1
30 ft.

17 (+1 size, +1 Dex, +2 natural, +2 leather
armor, +1 light shield), touch 12, flat-footed 16

+1/-3
Bite +2 melee (1d4 plus poison)
or javelin +3 ranged (1d4)

5 ft./5 ft.
Poison, web

Fort +3, Ref +1, Will -1
Str 11, Dex 13, Con 12,
Int 10, Wis 9, Cha 6

Climb +8, Hide +9, Listen +2, Move
Silently +5, Ride +4, Spot +6
Alertness

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment;
Advancement:

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

-~ Space/Reach:
« Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

.' Feats:

Temperate forests
Solitary or herd (5-8)
3

None

Always neutral

4-5 HD (Medium)

Arachnoid Umber Hulk

Large Aberration
8d8+35 (71 hp)

+1

20 ft., burrow 20 ft.

20 (-1 size, +1 Dex, +10 natural),
touch 10, flat-footed 19

+6/+16

Claw +11 melee (2d4+6)
2 claws +11 melee (2d4+6),
and bite +9 melee (2d8+3 and

poison)
10 ft./10 ft.

Confusing gaze, poison, web

Darkvision 60 ft.,
tremorsense 60 ft.

Underground
Solitary or gang (4-9)
1
Standard
Usually neutral evil
By character class

Arachnoid Wolf
Medium Animal

2d8+4 (13 hp)
+2
50 ft.
16 (+2 Dex, +4 natural),
touch 12, flat-footed 14
+1/42
Bite +3 melee (1d6+1 and poison)
Bite +3 melee (1d6+1 and poison)

5 ft./5 ft.
Trip, poison, web
Low-light vision, scent

Fort +8, Ref +3, Will +6

Str 12, Dex 13, Con 19,

Int 11, Wis 11, Cha 13
Climb +20, Hide +4,

Listen +11, Spot +4

Great Fortitude, Multiattack,
Toughness

Fort +5, Ref +5, Will +1

Str 13, Dex 15, Con 15,

Int 2, Wis 12, Cha 6

Climb +9, Hide +6, Listen +3, Move
Silently +3, Spot +7, Survival* +1
Track, Weapon Focus (bite)

A\ Climate/Terrain:
£ Organization:

'Challenge Rating:
Treasure:
» Alignment:
Advancement:

Underground

Solitary or cluster (2-4)

8 2
Standard None

Usually chaotic evil Always neutral

Underground
Solitary, pair, or pack (7-16)

9-12 HD (Large);
13-24 HD (Huge)

3 HD (Medium);
4-6 HD (Large)
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COMBAT

Ferocity (Ex): An arachnoid boar is such a tenacious combatant that it continues to fight without
even while disabled or dying.

Poison (Ex):The bite of the arachnoid boar is poisonous: Injury, DC 12, Initial Damage 1d4 Str, Sec'
Damage 1d4 Str.

Web (Ex): The arachnoid boar can spin a web as a web-spinning monstrous spider. It can throw a w
spinnerets under its rump up to 6 times per day. It can create sheets of sticky webbing as a monstrous

RRACHNDID GOBLIN

These goblinoid misfits were cursed by long enslavement to the drow, who used magical experime
~mark them with arachnoid mutations. Since then, some have escaped and formed their own furtive gangs
~are always few in number.
: Arachnoid goblins look like normal goblins, but with four scraggly spider limbs protruding from their back§
“ These limbs are prehensile but lack claws or fingers with which to accomplish anything but climbing. They
- huge, spider-like fangs.

COMBAT
. Arachnoid goblins survive with hit-and-run envenoming tactics: they ambush a target, bite them furiousj
then retreat until their poison has taken hold, at which point they close in for the Kill.
Poison (Ex): The bite of the arachnoid goblin is poisonous: Injury, DC 10, Initial Damage 1d3 Str, S
- ondary Damage 1d3 Str. ;
Web (Ex): The arachnoid goblin can spin a web as a web-spinning monstrous spider. It can throw a we
to 4 times per day. It can create sheets of sticky webbing as a monstrous spider.

RRACHNDID UMBER HULK

No one knows how the arachnoid umber hulks were created. It is possible the aberrations are the Fesui8
direct matings between the two species. They look like a freakish perversion of a normal umber hulk, sportl
eight limbs, four each of legs and arms. Two of each pair are atrophied and weak, with spinnerets at thei

- COMBAT
7 Arachnoid umber hulks are avoided by all creatures. They attack randomly and relentlessly.
Confusmg Gaze (Su)As the umber hulk

— ' ondary Damage 1d6 Str. B
Web (Ex): The arachnoid umber hulk can spin a web as a web-spinning monstrous spider. It can| Ih
v/, web up to 8 times per day. It can create sheets of sticky webbing as a monstrous spider.
.

ARACHNDID WOLF
4@}

_ Packs of arachnoid wolves are greatly feared predators of the underdark. Their origin is cloaked in my$ er b
2 _as they never associate with any other species. |
Arachnoid wolves are barely recognizable as wolves. They have eight spindly legs supporting a bodys
ered in ratty, spotty hair. The head is a horrid mix of both spider and wolf.

{1 COMBAT -
' Arachnoid wolves attack with the same persistence and cunning that marks their unmutated cousins. Pad
“tactics are favored. f
Trip (Ex): As the wolf.
Poison (Ex):The bite of the arachnoid wolf is poisonous: Injury, DC 12, Initial Damage 1d4 Str, Secondary |3
Damage 1d4 Str. é‘
) Web (Ex): The arachnoid wolf can spin a web as a web-spinning monstrous spider from spinnerets higdey
under its jaw. It can throw a web up to 4 times per day. It can create sheets of sticky webbing as a monstr S
‘der. :
* Skills: As a wolf, +4 to Survival when tracking by scent. :

A
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Medium Aberration
Hit Dice: 4d8+4 (22 hp)
Initiative: +2 (Dex)
Speed: 30 ft.
AC: 15 (+2 Dex, +3 natural), touch
12, flat-footed 13
Base Atk/Grapple: +3/+3
Attack: Tentacle +4 melee (1d6 and 1dj
temporary Intelligence)
Full Attack: Tentacle +4 melee (1d6 and 1dj
temporary Intelligence)
. Space/Reach: 5 ft./5 ft.
Special Attacks: Intelligence drain, psionic abili-
- ties
|\ Special Qualities: Cloak of concealment, darkvi-
sion 120 ft., SR 18
Saves: Fort +2, Ref +3, Will +6
“Abilities: Str 10, Dex 15, Con 12,
Int 18, Wis 15, Cha 16
Skills: Bluff +10, Diplomacy +10, Lis-
ten +9, Sense Motive +9, Spo
+9, Tumble +9
Combat  Casting, Dodge, small numbers. No more than three hundred of these &4
Improved Initiative, Spell Pene- creatures exist. The gods have long since forgotten:. 4
tration, Weapon Focus (tenta-them, as they are too weak to ever again threaten the
cle) world. However, the athasi have not yet forgotten or |
forgiven their losses. To this day, they plot to destroy”
the gods’ creatures and what they consider to be servi- .
tor races that betrayed them. If the athasi cannot
avenge themselves against the gods, they will take the
next best target.
Athasi travel the underdark, seeking to ignite wars’ | #
between settlements. They hate good and evil crea-- ;e
tures with equal vigor, and gleefully murder drow,
In the ancient days, the athasi were the first intedvirfneblin, and other creatures they encounter. In iso- |
ligent species to walk the underdark’s shadowy calated workshops and deep caverns they produce i
erns. Perhaps they existed before the gods credbednze reapers (see below) and continue their arcane
humanity and other species, or perhaps they were #tedies. Usually, an athasi plants false evidence of an_'.j-‘-.
'\ first race to be given sentience. In any case, the athiagpending attack, makes attacks to increase tension in;
| " grew ambitious. Jealous of the gods’ power, theyn area, or uses its psionic powers to subvert and con-
schemed to elevate themselves to divine levels. Thiegl a noble or other leader. The athasi dream of an_ i)
crafted many of the strange underdark races as senrnderdark purged of all other humanoid and intelligent ',
tors, most notably the eye tyrants and flayers of thaces. Perhaps when that day passes, they can once
mind. Other strange races may also bear their mark.again rebuild their cities.
wtime, the athasi grew too arrogant. They planned to All athasi have unique appearances. Some resemble mﬁ
~ destroy all life the gods created and then, once thgiay-skinned, hairless humans. Others look like flayers: L)
conquest of the world was complete, they would tunf the mind that lack facial tentacles but instead have a
their power against the gods. For a time, their plan neitgle, long appendage set at the base of their skulls. As,.
~ with success, but in time they were defeated. Even tie first intelligent race, they were given a wide range of'
& mighty athasi could not match the gods. In the finédrms. The one constant is that all athasi have humanoud‘flaa
/. days of the struggle, the athasi fled to the deepéstes, mouths capable of forming speech, hands to*
I reaches of the underdark. Few survived the destructimanipulate items, and a single, long tentacle that they
of their underworld cities. use to batter opponents and drain their minds. :
Thousands of years later, the athasi continue onin The athasi’s preferred character class is sorcerer, %%,

Climate/Terrain: Underground
,Organization: Solitary
!/ Challenge Rating: 4
Treasure: Double standard
Alignment: Always chaotic evil
< Advancement: By character class




cannot become clerics or druids, as the gods refusestdhere. Finally, a creature that sustains Intellige
hear their prayers. However, athasi sorcerers and wilamage must make a Will save each time it su
ards consider all divine spells to be among the spellamage (DC 20) or forget everything about #85
they may add to their spellbooks. As one of the origéncounter with the athasi. il
nal sentient races, the athasi were created before the Psionic Abilities (Su): At will: burning hands,
divide between arcane and divine magic was put a@mharm monster, fly, suggestiohhese abilities are as
place. the spells cast by a 10th-level sorcerer. The save D
resist them is 13 + spell level.
coment Cloak of Concealment (Su)All athasi have the
] ) ability to bend and fold space around them, givings
Athasi usually try to avoid combat, except t0 Usgem the equivalent ofnproved invisibilityas cast by

their tentacle to rob a creature of its memories agthth.level wizard. An athasi can activate or drop thi
ﬂ! learn of its surroundings. Usually, they strike fror%bility as a free action at will.

~ambush, using their psionic abilities and invisibility to
% approach a target from hiding and leap upon it before
“%it can prepare a defense. Athasi prefer sleeping or oth- 9“0"7E REHPER
erwise helpless foes. They slip into settlements or
.. sneak into camps and pick out what looks like an Large Construct
««important or powerful figure to target. Hit Dice: 16d10+30 (118 hp)
_ Athasi also use these tactics when they musitiative: +1 (Dex)
“defend themselves. They use hit and run attacl8peed: 20 ft.
preferably by sneaking into an area, to turn their en&c: 26 (+1 Dex, +16 natural, -1
/|~ mies into mindless vegetables. Over time, the attackers size), touch 10, flat-footed 26
either give up and leave or are finally whittled down tBase Atk/Grapple: +12/+24
such small numbers that they can be overwhelmedAttack: Blade +19 melee (2d10+8)
~battle. Full Attack: 2 blades +19 melee (2d10+8)
Intelligence Drain (Ex): When the athasi strikes Space/Reach: 5 ft./10 ft.
an opponent with its tentacle, it deals 1d3 temporaBpecial Attacks: Fiery blast, scything blades
Intelligence damage. Furthermore, the athasi immedipecial Qualities: Construct traits, DR 20/+2, SR
ately gains knowledge of the last settlement the crea- 25
Saves: Fort +5, Ref +6, Will +7
Abilities: Str 26, Dex 12, Con -,
Int -, Wis 15, Cha 1

.
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Climate/Terrain; Underground

Organization: Solitary or pod (2-5)

Challenge Rating: 13

Treasure: Standard

Alignment: Always neutral

Advancement; 17-22 HD (Large);
23-28 HD (Huge)

s
i

bronze reapers have been a menace to all life in
underdark. They are towering, vaguely humanoid st;
ues crafted from bronze. In place of hands they ha
long blades forged from an unknown black meta
streaked with green. Their faces resemble a death’s
head, and their jaws can open to let loose a blast of
searing fire.

Sages believe that the race known as the athasi
built these things to destroy all the gods’ living cre-
ations. In the ancient days, the athasi rebelled against
the gods and strove to exterminate all life on the plang)
et. With all potential competitors out of the way, they|§/§
would be free to rule the planet and ultimately the cos3
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¥’'mos as their own. In the final days of the war, the ra
was forced to flee deep into the earth. While they 3
now gone, their machineries of war remain. To th
day, isolated athasi ruins remain in the underdark, {
last strongholds they held before the gods and th
servants defeated them. So ancient was this war {
little more than fragmentary descriptions of it remai
in the oldest and holiest religious texts.

Reapers attack all living things. They are rele
less in combat, and some wily raiders and bandits hg
been known to lure these machines to civilized lands
let them loose. When the reaper’s carnage is fina
halted, the raiders can descend to pick the ruins cle
A" With the athasi long dead and reapers known for th

aggressive attacks, that any still remain active puzz

researchers. Many theorize that somewhere in
“underdark a machine shop staffed by worker dro
|\continues to produce these constructs.

L COMBAT

In battle, bronze reapers are terrible foes. Onjf
they spot a living creature, they are relentless fightd

deadly blades. Reapers are simple-minded, us
direct attacks to overwhelm enemies. Ambushes a

other stratagems are beyond their intellectual abiliti€s.

Still, with their impressive attacks a reckless charge is

all a reaper usually needs to defeat its opponents.

Fiery Blast (Su): Once per hour, a bronze reaper

can produce a searing blast of flame from its fanged
‘mouth. It creates a 60-ft. long cone of fire. All cred!t Dice:
/ tures within this area suffer 10d6 damage. A succedgliative:
ful Reflex save (DC 18) halves this damage. Speed:

Scything Blades (Ex):The bronze reaper fightsAC:

with a pair of incredibly sharp, dense blades that can

cut through flesh, bone, and metal with ease. In battRaSe Atk/Grapple:

the reaper gains the following feats when fighting withttack:

these blades: Cleave, Great Cleave, Power Attack,

Whirlwind Attack. Full Attack:
Construct Traits (Ex): Immune to mind-influ-

' encing effects, poison, disease, and similar effects. Ngiace/Reach:

" subject to critical hits, nonlethal damage, ability danvPecial Attacks:

age, energy drain, or death from massive damage. ] -
Special Qualities:

Saves:
Abilities:

CRYSTAL SLIME

Large Ooze

6d10+12 (45 hp)

+0

20 ft.

15 (+6 natural, -1 size), touch 9,
flat-footed 15

+4/+13

Pseudopod +8 melee (1d8 plus
paralysis)

Pseudopod +8 melee (1d8 plus
paralysis)

5 ft./10 ft.

Chorus of colors, mesmeric col-
oration, paralyzing touch
Bioluminescence, blindsight,
00ze qualities

Fort +4, Ref +2, Will +2

Str 20, Dex 10, Con 15,

Int -, Wis 11, Cha 4

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Underground

Solitary or pod (2-5)

5

Standard

Always neutral

7-10 HD (Large); 11-18 HD
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Crystal slimes are globs of transparent protoplasmg vibrations, scents, and variations i
flecked with shards of reflective stones and smalhat echo through its form. In essence, its entire ol
globules of prismatic jelly. Tiny organs floating withinmembrane is a sensory organ. It can detect all it
the slime allow it to produce a cascade of light thand creatures within 60 ft. of its position. It does
shines from its body. When filtered through the stoneged to make Spot or Listen checks to notice hid,
and globes embedded within its body, the light pr@pponents. Silence and similar effects do not affects
duces a fascinating display of flashing, pulsing colocsystal slime, as it relies on a variety of sensations
that lure creatures into a vapid, mindless state. Whanalyze its environment.
disabled in this way, creatures make easy prey for the Ooze Qualities (EX): Immune to poison, sleeﬂ =

/ crystal slime to devour. effects, paralysis, stunning, polymorphing, criticat§

Crystal slimes usually lurk at the edges of cavernsits, and all mind-influencing effects. An ooze cannots

sas their abilities can draw the attention of nearby prele flanked.
~ators. Usually, the slime relies on speed and surprise to

~dazzle prey, grab it, and drag it away to feast upon

* later. The drow and other races catch these creatures I]Ecp Eun]“ DR"GDN
2and use them for their light-giving properties. Prosper-

‘ous nobles may keep crystal slimes in their mansions, Deep Earth Dragon

while artists who specialize in working with these Dragon (Earth)

% :. creatures train them to produce specific, artistic ligltlimate/Terrain: Underground

. enjoy feeding ineffectual slaves and retainers to the
- slimes. With the slime’s transparent body, the drow can tary or clutch (2-5); Adult

\@\|  again by this ability for the remainder of the encounter
| even if a different slime tries to use it.

. can work together to increase the effectiveness of their

\ slime can shed light in a 60 ft. radius around its currethieir domains without permission.

tal slime must activate this ability in order to use ifgnmense pride. They feel that the underdark is thei
~mesmeric coloration special attack.

effects. Of course, the drow being drow, the ”Ob'“%rgamzanon Wyrmling, very young, young

juvenile, and young adult: soli-

watch as their victims are slowly, and quite painfully,

1 mature adult, old, very old,
digested.

ancient, wyrm, or great wyrm:
solitary, pair, or family (1-2 and

comemt 2-5 offspring)

In battle, the crystal slime relies on its mesmeriChallenge Ratings: Wyrmling 2; Very young 3; ,An
abilities to render its opponents helpless. If a blast of Young 5; Juvenile 7; Young
its power leaves opponents active, it sometimes flees adult 10; Adult 13; Mature adult
to safety. Otherwise, it relies on its paralytic touch to 15; Old 17; Very old 18;
finish off its opponents and feast upon their remains. Ancient 20; Wyrm 22; Greaf
Mesmeric Coloration (Ex): The colors and flash- wyrm 24 \
es that dance across a crystal slime’s form have a hWeasure
notic affect. Any creature viewing a slime must make

Double standard

~a Will save (DC 15) or be stunned for 2d4 rounds. Durignment: Any neutral or evil ;
“ ing this time, the victim stands gaping at the slimédvancement: Wyrmling 7-8 HD (Small); Very
/" rendered senseless by its scintillating display. The
\//. slime may use this ability only once against a particu- Young 13-14 HD (Medium- \ _

young 10-11 HD (Medium-size);” ".

size); Juvenile 16-17 HD
(Large); Young adult 19-20 HD
(Large); Adult 22-23 HD (Huge);
Mature adult 25-26 HD (Huge);
Old 28-29 HD (Huge); Very old |
31-32 HD (Huge); Ancient 34-35 ¢
HD (Gargantuan); Wyrm 37-38¢
HD (Gargantuan); Great wyrm

lar creature per encounter. Once a creature attempts a
save, whether it fails or succeeds, it cannot be affected
Chorus of Colors (Ex): Several crystal slimes

mesmeric coloration ability. For each slime present
beyond the first, the DC to resist that ability increases

v} by 1. 40+ HD (Gargantuan)

Paralyzing Touch (Ex): A creature hit by the Deep earth dragons are the unseen lords of the
crystal slime must make a Fortitude save (DC 15) or Bgep underdark. Incredibly intelligent, they carve their
paralyzed for 1d4 minutes. territories near rich lodes of precious metals and gems.

Bioluminescence (Ex)As a free action, a crystal They often war against those foolish enough to enter

3
5
F
{4

Blindsight (Ex): A crystal slime “sees” by detect-caused the slow decline of their line, as most civilige /

position. Asecond free action douses this light. Acrys-  Like other dragons, deep earth dragons suffer fro ’\

domain and they will go where they please. This hag
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Fort Ref Will Wpn.(DC) DC

Bonus

AC

Hit Dice (hp)
6d12+6 (45)

Size
S

Very young M

Age
Young

16 (+1 size, +5 natural)

18 (+8 natural)

Wyrmling

9d12+18 (76)

21 (+11 natural)

12d12+24 (102)
15d12+45 (142)
18d12+72 (189)

)
)
)
)
)
)
)
)
)

23 (-1 size, +14 natura
26 (-1 size, +17 natura
28 (-2 size, +20 natura
31 (-2 size, +23 natura
34 (-2 size, +26 natura
37 (-2 size, +29 natura
38 (-4 size, +32 natura
41 (-4 size, +35 natura
44 (-4 size, +38 natura

Juvenile

10d8 (23)

+13
+15
+17
+19
+21

+11
+12
+14
+15
+17

+15
+17
+19
+21
+23

+23
+27
+31

Young adult L

12d8 (25)

21d12+105 (241)
24d12+120 (276)
27d12+162 (337)
30d12+180 (375)
33d12+231 (445)

25

14d8 (27)

Mature adult H

16d8 (29)

18d8 (31)

+39
+41

2048 (33)

+23
+25
+27

+18
+20
+21

+25
+28
+29

2248 (36)

36d12+288 (522)
39d12+312 (565)

G

Great wyrm G

Wyrm

2448 (37)

+49

AU

races fear and hunt these powerful creatures. N
munity is safe from a deep earth dragon as their inc
ible tunneling skills enable them to bypass any protée
tions short of the mightiest magically treated stone:

Deep earth dragons are long and sinuous, \
scales that are deep umber, almost black. Their ey
are small but burn red like fiery jewels. Unlike othe
dragons they are not powerful fliers. Their primafg
mode of locomotion is by superheating their blu
snhouts and they literally melting their way throug
stone and earth. This sliding motion through molte
stone often leaves them glowing fiery red for hours /&
When they come into a large cavern, they can be Si‘?
for miles. Anyone striking such a molten dragon will
take 3d6 points of fire damage (Reflex save (DC 20)
to avoid) unless protected by magic. They are adept ‘.;:
climbing, often hanging upside down in the dark to
watch the comings and goings of others.

A few rare communities have made alliances with
these creatures, much to the mutual benefit of both.
Deep earth dragons are curious and are always seeking
bits of interesting news, even banal gossip. Acommu—
nity of svirfneblin would offer an endless source of
diversion to a deep earth dragon. In turn, it would pro-
tect fiercely the community if it ever came into danger.(d

NEEP WORG

Hit Dice:
Initiative:
Speed:
AC:

Base Atk/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:

Large Magical Beast

6d10+18 (51 hp)

+4 (+4 Dex)

50 ft. )

16 (-1 size, +4 Dex, +3 natural
touch 13, flat-footed 12 :
+6/+15

Bite +11 melee (1d8+5)

Bite +11 melee (1d8+5), 2 ".
claws +9 melee (1d6+2) M)
10 ft./5 ft. !
Trip

Scent, darkvision 180 ft.

Fort +8, Ref +8, Will +4

Str 20, Dex 18, Con 17,

Int 4, Wis 14, Cha 13

Climb +8, Hide +8, Listen +9, &
Move Silently +3, Spot +9, Sur-
vival +3

Alertness, Multi-Attack

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Subterranean

Pack (2-8)

3

Standard

Neutral Evil

7-10 HD (Huge), 11-15 HD
(Gargantuan)
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worgs attack much like their wild cousins, using pack !
tactics to take down larger foes. Against individual !
targets, they are quite at home ripping them apart. As
trained mounts, the deep worgs work in concert with
their masters, using their superior size to hold their
opponents off guard to allow their riders clear targets
for their weapons.

Trip (Ex): A deep worg that hits with a bite attack
can attempt to trip an opponent as a free action with- AH
out making a touch attack or provoking an attack of \*\}
opportunity. If the attempt fails, the opponent cannot f
react to trip the deep worg. :

HAUGRAM

Large Animal
Hit Dice: 4d10+4 (26 hp)
Initiative: +1 (Dex)
Speed: 40 ft.
AC: 16 (+1 Dex, +6 natural, -1 size),

P N : 4 7/ : : touch 10, flat-footed 15
5 ' Base Atk/Grapple: +3/+9
{ //

W

NS

%
Dk
5

R
o

/ ) = Attack: Head butt +4 melee (2d6+2)

o
o

"':'. / / / / . \-' ' Full Attack: Head butt +4 melee (2d6+2)
INS Y E\'&% AN S ] Space/Reach: 10 ft./5 ft.

] Special Attacks: Ramming attack, stunning blow
Deep worgs are a special breed of worg bred fgbecial Qualities:  Darkvision (60 ft.)
generations in the kennels of the duergar. Adapted 94 /es- Fort +5, Ref +5, Will +1

life in the underdark, deep worgs are larger than thejp;jities: Str 14, Dex 12, Con 13,
surface kin, having been bred for very specific traits. Int 2, Wis 10, Cha 5
The most noticeable is their hairless wrinkled bodgyis: Jump +8, Spot +4

I The thick folds of skin provide excellent protectior
(+3 natural armor) from the teeth and claws of oth&limate/Terrain: ~ Underground

' creatures as well as the inevitable fights within tH@rganization: Solitary, pack (2-6)

= pack. Unlike all other canines, the deep worg’s for€hallenge Rating: 2

claws are retractable like those of a feline. This enablBseasure: None
weep worgs to climb vertical surfaces with frighteninglignment: Always neutral
ease. They may run at full speed up to 50 feet straigtdvancement: 5-8 HD (Large); 9-16 (Huge)
up a vertical surface without slowing down.

Deep worgs are intelligent and ferocious steeds A haugram is a slender but strong lizard that £
| used extensively by the duergar. Few other races h@¥gemples a dinosaur. Its bulbous head is attached to ifS
.~ the skill and tenacity to tame these beasts, and &k torso by a long, sinuous neck. Its puny forearms !

duergar often tame pups and sell them at enormQyiggle from its torso, while its long, powerful hind
profits to prospective buyers. legs allow it to sprint and run down prey. The hau- |

Deep worgs typically grow up to 9 feet long, angram’s long tail juts backward while it runs, forming a

appear as gray, wrinkled wolves with a maw of shagounterweight to its head. A haugram’s skull is excep-
¥ teeth. They are vicious predators and maintain tkienally thick, with a single, armored plate set into its
* pack mentality of their surface cousins. They aferehead. While traveling in packs, the elder male ' SYW#4Z
slightly less intelligent, but this fact has not deterragaugrams charge into each other head first, battering k>
the brutal training techniques of their duergar masteesach other senseless in an ancient ritual to establish the-{
pack’s social order. Intelligent underdark species have La Ay
taken advantage of this trait, capturing haugrams and 'f A
raising them as mounts. Fearless and dependable, & ‘&g
Deep worgs are rarely found running wild in theharge of haugram cavalry can batter through an ?

underdark. Most are mounts for the deep worg cavakyiemy line and send foot soldiers and those mounted .'?y

used by the duergar, and rarely by the drow. Deep less capable beasts fleeing. 5




i

sl

vt Al

Hit Dice:
Initiative:

Speed:
AC:
Attack:

Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

| the target.

Saves:
Abilities:

Haugrams are omnivores. They can run down asills:
batter smaller creatures to death, chewing on them

~with their fangs. They can also subsist on a variety Béats:

insects, mosses, mushrooms, and plants. In captivity

Base Atk/Grapple:

o bR

HORAGH

Large Aberration

12d8+60 (108 hp)

+11 (+7 Dex, +4 Improved Init

tiative)

40 ft. =k

21 (-1 size, +7 Dex, +5 natural)/| S

touch 16, flat-footed 14 =
+9/+14

Bite +14 melee (1d12+5), or &
claw +12 melee (1d8+5), or g
bladed tail +12 melee (1d10+3) |

Bite +14 melee (1d12+5), 2 Er
claws +12 melee (1d8+5), and
bladed tail +12 melee (1d10+3) [

10 ft./10 ft.

Tail sweep

Tremorsense, scent,
climb, immunity to illusion
Fort +12, Ref +15, Will +6
Str 21, Dex 24, Con 20,
Int 3, Wis 14, Cha 13
Tumble +14, Hide +14, Move
Silently +14, Jump +9
Improved Initiative,
Attack

(.
™

\

!'i

spider

Multi-

haugrams can be bred for war, making them as reliaf}

and useful as warhorses. Climate/Terrain:

Organization:

LomeAT Treasure:

Haugram throw themselves into the fray heafilignment:
first. Normally, they avoid attacking humanoids anéddvancement:

—other obviously dangerous beasts. They prefer to prey
~. on weaker creatures, particularly insects. When used in |
“war, haugrams are fitted with spiked steel caps that The horagh is a vicious predator that inhabits! Ih

Challenge Rating:

Any subterranean

Solitary or mated pair

10

Standard

Chauotic evil

13-15 HD (Huge), 16-19 HD
(Gargantuan)

gram clad in this manner gains a +2 bonus to its he@gknown. Living only in the middle region of thell| |

butt damage.

7/ help absorb the force of their head butt attacks. A hdap of the food chain despite remaining Iarge " A

underdark and below, this creature has never been seg

\ Ramming Attack (Ex): When a haugram attacksby a surface dweller who survived to speak of it. ||
\[21 ' an enemy, it levels its thick, plated skull at its opponeAmong the derro and the drow, however, legends ofj;
and rams into him with all its strength. When using tliBe beast are numerous. The duergar speak of the hqg

" /charge action, the haugram inflicts quadruple norm@gh in hushed whispers, as if to speak its name would

damage and automatically initiates a bull rush agairegll it from the depths. Some believe the horagh to ]
its target. This bull rush does not provoke an attack @mons summoned from the lower planes and a

"1\ opportunity and is resolved after applying damage @gntally set free.
The horagh are 10-foot tall predators that roamed

Stunning Blow (Ex): When fighting smaller crea- the underdark millennia before the drow arrived. Their

tures, the haugram can batter their heads and le#lvi@, sooty-gray, muscled humanoid forms, which are
_them stunned and senseless. Against Medium or smafivered by bony plates at the joints, taper to long, flex-
\ er humanoids and monstrous humanoids, the haugrdte tails ending in a saber-like spike. Hunching
' may stun its opponents with a successful attack. O®strich-like on spindly yet powerful legs, they bare
critical hit with its head butt, the haugram’s foe mugetractable claws on their feet when the need arise§
“make a Fortitude save (DC 20) or be stunned for ofibeir arms are long and heavily muscled, ending in
round.




J‘..f 1 nents within 30 feet by sense of smell alone. If thg
g opponent is upwind, the range increases to 60 feet

il

"’Elongated heads feature reptilian snouts, no eyes atichb vertically at its normal rate of speed. .
mouths that are little more than massively muscléehmensely strong claws allow it to cleave through
jaws filled with serrated teeth. solid stone with a mere flex of its strong fingers.

To navigate and find their prey, the horagh rely on Immunity to lllusions: The horagh's lack of

the vibrations of the air around them and the stone\ﬁgion' predatory mind, and powerful senses give it
their feet. Aided by an extraordinarily sensitive Sen%%mplete immunity to any kind of visual illusion.

of smell, they are able to function far more precisely ] ol
than creatures that rely on sight. Tail Sweep: The horagh's long, bony tail is

Horaghs are apex predators. They live only @,ttached_ to the base of its Frunk with thick muscles.
breed and hunt. They do both well enough to have s business end of the tail features a bony, gently \-
vived relatively undetected for thousands of years fit"ved spike, the outside of which is quite sharp. The
one of the most dangerous environments to be foufi@ragh sweeps its tail across multiple foes in a single "=

L The horagh are not too discriminatory in their diet&tack. To do this, the horagh’s foe must be no more <
i warm-blooded mammals are their favorites, but théjan 10 feet away. If the attack is successful, the tail ©
. will tear into an umber hulk without protest. They argontinues in an arc to the right or left of the horagh. If /4
excellent swimmers but do not especially like thi€ initial opponent has an ally adjacent to him and no~
: more than 10 feet away from the horagh, the tail con--~

Like most predators in the underdark, horagh af#ues on to make another attack on a second foe, as if ;2
swift and incredibly stealthy. They stalk their prey!had cleaved the first. This sweep may hit a maximum., '
_Once locked on, they're nearly impossible to shakef three people with o.ne_af[tack. None of these attaclfs_‘..;j'\
“Coupled with their preternatural stealth, their ability t§2n be on the same individual who was attacked wa-*, :
spider-climb gives them access to the most uncanfigws and bite. &
places. On top of all that, horagh are extremely cun-
ning. Some have been known to hunt a community of "UU’ L"C" FUNGUQ
creatures, particularly the duergar, slowly over the ‘
course of years. They keep their attacks purposely ran- Medium Plant
dom so as not to overhunt the area or alarm its regk pice: 6d8+6 (32 hp)
dents. Most races have no idea they have been pregatiative: +0
ed upon for years before becoming suspicious. Speed: 0 ft.

Unlike more intelligent creatures, the horagh hav/gc: 5 (-5 Dex), touch 5, flat-footed 5
no compunctions about fleeing more powerful engr qe Atk/Grapple: +4/—

| mies, as rare as that necessity might be. They remgig, - Tendril +4 melee (1d6 plus
the ultimate hunters of the underdark. spore implant)

Full Attack: 2 tendrils +4 melee (1d6 plus
A coment spore implant)

The horagh attacks from a position of stealtf?pace/ Reach: 5 ft/10 ft.

using savage bite and claw attacks for wounding aﬁ@ec!al Attac.k.s: Gas spore, sporé implant
its tail to sweep away intruders. If pressed too hard, tr@ecial Qualities:  Damage Reduction 2/-

= horagh will attempt to flee, preferably by scaling a veR2Ves: Fort +1, Ref +0, Will +5

2l tical surface out of reach of most defenders. Abilities: Str -, Dex —, Con 12,

A Tremorsense:Horagh are extremely sensitive to Int 14, Wis 16, Cha 10

; ,‘ vibration and can detect anything moving within 9¢imate/Terrain: Any subterranean

feet. This ability, coupled with its keen sense of smethrganization: Solitary
is what allows it to hunt with complete precision in thehallenge Rating: 6
inky depths of the underdark. Treasure: Standard
Scent: This ability allows the horagh to detectjignment: Neutral evil
if» approaching enemies and nearby prey, sniff out hidd&gyvancement: 7-9 HD (Large)
' foes and track by sense of smell. Horagh can identify .
A\ familiar odors and differentiate between scents like The Huu'lach appears at first to be harmless, bely- i10s,

4, humans do with sights. The horagh can detect 0pRQg jis sinister, deadly goals. Resembling nothing S0 4
juch as a thick patch of edible cave fungi, the bright La >

rdf-and-purple-veined fungus is actually a sentient \;'P

| downwind, it drops to 15 feet. Strong scents such @ssatyre that survives by feeding off hapless victims.
I troglodyte stench can be detected at triple the normal ¢ life-cycle of this creature is rife with pain and
range.




the blood-thirsty parasite waits patiently for a possibf@one to kill potential hosts, even if they are allit
host to draw near, then shoots out a tendril to inje@ther than risk giving the Huu’lach a chance to gri
spores into the victim and then, more horrifyingly, tto its full power. '
spray out a toxic spore cloud. Creatures injected with

the spores from the tendrils become more susceptipigpal

to the spore cloud attack. Some get away before being . ) .
exposed to the spore cloud:; they are lucky indeed, but Huu'lachs in their fungal patch form resemble o

they may still suffer from the attack and become a fuRf Several edible fungi in the underdark. They wafs
gal symbiote (see page 27). patiently for a warm-blooded creature to approach. A3

'/~ Victims initially feel nothing; the horrible truth Survival check (DC 17) can spot a Huu'lach in this
/begins to be revealed a week later, when the spofsdte. Once a creature comes near, the Huu'lach attaci
have begun to spread threads of the fungi throughdYjth its tendrils to implant some of its mind-altering N s
" the victim, morphing the victim’s body into a host suitSPOres: It may also elect to eject its gas cloud, if it feels )

7 able for the Huu'lach’s brain stalk. the preliminary tendril attack is unnecessary. E i
At that point, the host goes through a number of Huu'lachs bury their brain stalks up to 10 feet i§
"physical changes. Sunlight becomes uncomfortable8!0W the main body of their fungus patch; unless the §

him, and he constantly craves liquid. New though&atCh is burned and.the brain stalk.subsequently dug

begin to plague him: desires welling up from deepHt the creature will always survive an extended u‘\i

" within his subconscious, alien hungers, dark passioR&ack- !!

»
]
v

- By the third week, the host is insane, its skin glisten- SPore Implant (Ex): When lashing out with its
+ ing from fungal slime, eyes pulsing with thick purméendrlls_, a successful attack py_ the Huu'lach causes |

veins that shuttle delusional images to barely functiohd6 points of damage. The victim must make a Fortgag(y
" al eyes. Driven by the undeniable need for blood, tf8Ve (DC 15) or become implanted with a spore pack S %
host slakes its thirst on whomever is closest at hancEt: The spores immediately begin to spread through thegl 3
: Some time after the third week, with the host¥ictim’s bloodstream, collecting in the brain and ren- (g

- mind shattered and the body now essentially a fun%‘ging it more susceptible to the spore cloud attack. &
‘. creature sheathed in a warm-blooded frame, the hE¥ victim fails his save, he receives a -5 circumstaffge

v

returns to the darkness to locate the original Huu'la@§nalty to any Fort save against this Huu'lach. Spore
fungus. The Huulach’s brain stalk is Carefu”})nfestanon is highly irritating to the flesh, and victims

removed from its static fungus patch location arciffer @ —2 penalty to all attack rolls and skill checl 9 S
implanted into the newly prepared body. until the damage caused by the tendril attack is he

It is at this point that the Huu'lach is at its most Spore Cloud (Ex): This is the second and lasf
dangerous. In a mobile body, it retains all the knowfitack of the Huu'lach. Once per day, the Huu'lach
\ ‘edge of the host, including its fighting capabilities ani@unch a concentrated cloud of its spores into a
“ physical attributes, and combines it with the added Hi¢ feet in diameter up to 10 feet away from itself.;

i
' points of the Huu'lach. To observers, though, it igreatures in this area of affect must make immeq_ig
" obvious that the host is no longer normal. It avoidort saves (DC 20) or become infected with the_J |
bright light, and its skin glistens with a thick, pungerfduu’lach spores.
mucous. Its blood-red eyes gleam with alien madness. Once infected, victims show no immediate effect)j}

\|  The reborn Huu'lach revels in its form, but it is intelAfter one week, they begin to undergo changes:

ligent enough to ensure that its host survives as long as 1st week: The host develops a constant thirst; dou- |;
possible, despite its ravenous appetites. ble normal liquids are needed per day. The host stops

'. The new host of the Huu'lach can heal only ihealing normally when in direct sunlight. His skin j

‘I darkness. It consumes any organic creature it kitarts to darken slightly to gray.

through direct digestion or osmosis. It can eat the car- 2nd week: Str and Con are increased by 2 poin

)%\ cass of a creature and heal as many hit points as Ref and Will saves suffer a —3 penalty. The host’s s

| creature had when it was alive, at the rate of 5 hjlistens with what looks like sweat but is a thicker,
“points per minute. However, if the Huu’lach’s hostnucous-like film. His body darkens to a grayish pur-
body suffers too much damage and dies, the Huu'laple, and red-purplish veins begin to striate his skin.
is not finished. If unwisely left to rot — or worse, if itBizarre hallucinations occur sporadically. He is
\ Is buried — the body decomposes, allowing thgripped by a hunger for raw red meat. If he can find
\ Huu'lach to sprout in its true form as a large patch @fesh blood, he must make a Will save (DC 15) to not

fungus, where it will wait patiently for a victim to startattempt to gorge himself. Anyone with at least 104\ =3
‘the entire cycle over again. The only way to fullpoints of damage on them will provoke this hunger,
“destroy a Huu'lach is to burn it or to dissolve it in acicaind force the infected individual to save every heu
Knowledgeable residents of the underdark recogrile near the wounded




/attempt to eat them. ]

3rd week: All Will saves suffer a —6 penalty. The host is raving mad. Alien longings to join with the
Huu’lach are almost impossible to deny. He gives off a pungent odor like rancid ham. His skin becomes fibro
and gray with criss-crossing purple veins. He must make a Will save (DC 25) to resist drinking fresh blood at
least once every 2 days. By the end of the 3rd week, the host drops everything to home in and join with the orig

LAVA GIANT

Huge Elemental (Fire)
L. Hit Dice: 20d8+120 (210 hp)
' Initiative: +3 (-1 Dex, +4 Improved Initia-
tive)
Speed: 40 ft.
~AC: 22 (-1 Dex, +15 natural, -2 size)
aaey touch 7, flat-footed 22
Base Atk/Grapple: +15/+31
- Attack: Slam +21 melee (2d6+7 and 2d
K fire)
Full Attack: 2 slams +21 melee (2d6+7 an
2d6 fire)
Space/Reach: 10 ft./15 ft.
Special Attacks: Fiery touch, lava blast
Special Qualities: Darkvision 60 ft., DR 15/+2,
elemental traits, fire subtype
lava lurker, SR 22
Fort +12, Ref +11, Will +8
Abilities: Str 25, Dex 8, Con 22,
Int 9, Wis 14, Cha 13
Hide +5, Listen +18, Sensdsa
Motive +8, Spot +12
Feats: Alertness, Improved Initiative,
Weapon Focus (fist)

Climate/Terrain: Underground
Organization: Solitary or clan (2-5)
Challenge Rating: 13
Treasure: Double standard
- Alignment: Usually neutral evil
. Advancement: 21-28 HD (Huge); 29-36 HD (Gargantuan)

Lava giants are towering, humanoid creatures made up of boiling magma that seethes within an outer

of hardened rock. Long stems project from a lava giant’s back, forming twin rows that run to the crown of! it
\» head. These stems serve as heat sinks and conduits that draw forth and expel molten rock. Lava giants Sun

by absorbing heat energy from the earth. They bathe in lava flows, drawing nourishment from the rock and
,, doing so cooling it and adding the freshly solidified rock to their bodies. Given time, a lava giant can grow;toy
- truly prodigious size. :

: Lava giants are natives of the elemental plane of fire. There, they are beings of pure molten rock. Ti : ;
—q_%‘ | develop their stony exteriors when they visit the material plane. Their outer layer of magma cools, making theR i

g A4 clumsier but tougher than their cousins who remain on their home plane. z

‘-J Lava giants are greedy and lazy creatures. Giants found on the material plane are usually forced he e Lo\

® 1‘ rivals who defeated them in a power struggle. Others come to the material plane to lord over the soft, orgﬂ
.~'creatures of this realm. In any case, lava giants claim dominion over the underdark caverns found near ve

noes and magma flows. They spend their days bathing in molten rock, yet when an intruder approaches they,.
quick to arise and demand tribute or a tall for entering their domain. Those who fail to give them precious ge




and 6d6 fire damage from streams of lava. AR
save (DC 20) halves the damage inflicted by botf
these sources. 5

Elemental Traits: Immune to poison, sleep
effects, paralysis, stunning, and critical hits. Cannat}
flanked.

Fire Subtype (Ex): Fire immunity, double dam-
age from cold except on a successful save.

Lava Lurker (Ex): Lava giants spend much ok‘ R
their time bathing in streams of molten rock. Whe E LT

(=

hiding within these pools, their natural coloration an
elemental forms allow them to blend into the sceneryi
They receive a +10 racial bonus to Hide checks whens
lurking within a pool of molten rock.

PENILAP

Large Animal
Hit Dice: 4d8+8 (26 hp)
Initiative: +2 (Dex)
Speed: 40 ft., climb 20 ft.
AC: 14 (+2 Dex, +3 natural, -1 size), §
! touch 11, flat-footed 12 5
_—or metals, commodities treasured by lava giants fBase Atk/Grapple: +3/+9 (’
— their unique taste and texture when melted amdtack: Bite +4 melee (1d6+2) L
«absorbed, are crushed underfoot. If a band of travelgsl Attack: Bite +4 melee (1d6+2) cf
\ openly carries a large amount of gold and other valgpace/Reach: 10 ft./5 ft.
ables, a lava giant may arise and attack without offeSpecial Qualities: Darkvision 60 ft., wall crawling
ing a parlay, especially if its potential victims appeaaves: Fort +6, Ref +2, Will +1
weak or injured. Abilities: Str 15, Dex 14, Con 15,
Int 2, Wis 10, Cha 7

— comemt Skills: Balance +11, Hide +4, Survival7 g
+6 f

In battle, lava giants are arrogant bullies. They
i consider all soft-skinners, as they call humans a@imate/Terrain: Underground
~ ' other organic creatures, to be nothing more than poté&rganization: Herd (2-12)
' tial victims. They wade into combat with their fistsChallenge Rating: 1
. flailing, usually striking from ambush. Like most bul-Tr easure: None
lies, though, lava giants are cowards at heart. If facAignment: Always neutral
with powerful spells and stinging swords, they ar&dvancement: 5-8 HD (Large)
quick to retreat back to their molten domains to lick ,
5| their wounds and prepare for a weaker target. For this A lizard roughly the size of a horse, the pedilap has;
| reason, lava giants rarely venture far from their valeng, jointed legs with thin fingers that end in wide, |
\Jcanic homes. round suction cups. Capable of climbing up walls ané
Fiery Touch (Ex): The lava giant is covered innavigating even the most treacherous passes, pedil&g
molten rock that creates a fiery aura around it. Whame used by a variety of underdark races as mounts a
. the giant strikes opponents in melee, it deals 2d6 fibeasts of burden. When threatened by wild monstersgg
damage in addition to the damage from its fists. bandits, a traveler can merely guide his pedilap to
Lava Blast (Ex): Once per hour, the lava giantscramble up the nearest cavern wall to safety.
can cause its fiery essence to surge from the spines In the wilds, pedilaps live off insects, moss, and
. along its back and head. This blast of energy fills theushrooms. They congregate in small herds that spend
\\ area in an 80-ft. radius around the creature with theuch of their time at or near cavern ceilings. Pedilaps
' equivalent of a volcanic eruption as rocks, lava, aman use their suction cups to remain attached to a wall
elemental energies form a raging storm around tegen while sleeping. With their climbing ability, they ‘ F-’
“creature. All creatures in that area except for the lagan remain beyond the reach of most predators .a Lj_
_giant suffer 6d6 crushing damage from falling rockeast upon moss that other creatures cannot reach. g




Lomem plates fill with liquid, caUsing them to drown. For th 7
i i reason, derro, duergar, and other races that mine the'!
Pedilaps prefer to avoid combat. If attacked, thejj,gerdark wash thoroughly after working a mine shaft,

first impulse is to run for the nearest sheer surfaqggt 4 small swarm of these creatures wreak havoc on
climb up it, and flee the threat. The pedilap’s naturgdeir treasures.

timidity makes them poorly suited for use in combat.

While they can be trained as pack animals and mou ont

they are rarely used in battle. Their climbing ability ) o
would make them ideal for raiding settlements in large ROCk maggots are wholly ineffective in combat, .

underdark caverns, but thus far no race has learned{gst of the time, upon encountering a dangerous crea- /-’
overcome the pedilap’s cowardice. ture (which includes almost anything larger than they "}

Wall Crawling (Ex): With their suction-cupped are) the maggots bolt for the safety of the nearest hole™

claws, pedilaps can move across almost any surfa@kcrack. Sometimes, seve:ral maggots may crawl into &
J ' They can crawl up vertical surfaces and move upsitfie folds of an adventurer's garb and rest there while
£1 down at their listed climbing movement rate. In addre sleeps. Later, when the adventurer is engaged in'

tion, pedilaps gain a +10 racial bonus to all Balan&&tle or in some other situation that requires him to =~ &
‘checks. This bonus is included in their skills above. Make many rapid, sudden movements, the now -y ot
trapped maggots panic and attempt to burrow into his, . %4

skin. This causes tremendous pain in the victim, dis- |/
RUC" mﬂGBm tracting him from his actions and forcing him to clear * )
away the maggot infestation.
Fine Elemental (Earth) Infestation (Ex): When a character sleeps or
Hit Dice: 1/8d8 (1 hp) spends time motionless in an area infested with rock &%/
Initiative: +4 (Dex) maggots, he must make a Spot check opposed by the"
Speed: 10 ft. maggot’s Hide check. If he succeeds, he can squash or |
AC: 22 (+4 Dex, +8 size), touch 22 flick away the maggots as they attempt to slip into his' .
flat-footed 18 belongings. Otherwise, he is infested. The next time an T‘
Base Atk/Grapple: +0/- infested character is in combat, he must make a Forti- ~
Attack: Bite +8 melee (1d2-2) tude save (DC 20) or suffer a -2 circumstance penalty -
Full Attack: Bite +8 melee (1d2-2) to all attacks and checks as the panicked maggots hite
Space/Reach: 6 in./0 ft. at his skin. By spending a full-round action slapping at
Special Attacks: Infestation the creatures, a character can kill them and remove this.!
Special Qualities: Darkvision 60 ft., elemental penalty.
traits, water vulnerability Elemental Traits: Immune to poison, sleep
. Saves: Fort +2, Ref +4, Will +0 effects, paralysis, stunning, critical hits. Cannot be’ |
5 Abilities: Str 4, Dex 18, Con 10, flanked.
Int 6, Wis 10, Cha 4 Water Vulnerability (Ex): A maggot soaked in
Skills: Hide +32 water drowns and dies. Splashing an infested character
with water kills the maggots that are hidden on his per—‘i. s
son. :

Climate/Terrain: Underground
/. Organization: Swarm (10-100) or colony
7N (100-1000)
I Challenge Rating: 1/8 g"m Hﬂﬂl[ﬁﬂ
\ /" Treasure: None
Alignment; Always neutral Medium-Size Monstrous
Advancement: 1/2-1 HD (Tiny) Humanoid
N Hit Dice: 3d8+9 (23 hp)
Troublesome pests of the underdark, rock matpitiative: +1 (Dex)
¥ gots are small, worm-like creatures from the plane 8peed: 40 ft.
"~ earth. Less than six inches long and covered in tilyC: 15 (+1 Dex, +4 natural), touch
rocky plates, these creature burrow through the earth 11, flat-footed 14
4, and feed on rocks and minerals, including gold amhse Atk/Grapple: +3/+5
&\ other precious materials. Dwarves hate these creaturssack: Claws +5 melee (1d4+2) e
Jas they can, given enough time, devour a king's rafull Attack: 2 claws +5 melee (1d4+2), bite ..\
% W/\@ som in gold. Easy to kill once discovered, rock mag- +2 melee (1d4+1)
{ & Y J/ . gots rely on their tiny size and agility to remain hiddeSpace/Reach: 5 ft./5 ft.
! | from prying eyes. If doused with water they quickl\Bpecial Attacks: Screeching howl
) perish as the tiny breathing slits tucked beneath th&pecial Qualities: Darkvision 60 ft.




—overly large, pink eyes, bulbous heads, and lo

L tures to overwhelm and devour. Most intelligent rad]

ey

N M ra

LTI

Fort +6, Ref +4, Will +1
Abilities: Str 14, Dex 13, Con 16,

Int 4, Wis 11, Cha 7
Skills: Climb +7, Listen +5

Climate/Terrain: Underground

Organization: Horde (4-24)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually neutral evil

77 Advancement: 4-8 HD (Medium-size); 9-14
A (Large)

Skin howlers are hairless, albino creatures w

. scrawny limbs. Noted for their sonic attacks, larg
“packs of these creatures can pose a threat to even ¢
rienced adventuring parties. Skin howlers prowl tiF~ -
underdark in large packs, seeking warm-blooded cr§-

. hunt down and kill skin howlers whenever the oppq /

" tunity presents itself. The howlers are little more th
animals, and their lust for blood drives them to atta
almost any living creature they encounter.

COmBRT

In battle, skin howlers let loose with a piercing in
L wail that echoes throughout the underdark. This battle cry poses two threats. It calls other skin howlers

area to attack, signaling them that prey is near. In addition, by focusing their cry a pack of skin howlers can p
duce a powerful sonic attack. Usually, the howlers use this assault to weaken their enemies before fallln
them with their fangs and claws.
Screeching Howl (Ex):Once per encounter as a free action, a group of skin howlers can create a p s

chorus of yells and wails. All creatures other than the skin howlers must make Fortitude saves (DC 10 + u
ber of skin howlers using this ability) or suffer 1d8 sonic damage for every five skin howlers that are ¢l TR
screeching. Furthermore, there is a 5% chance that an additional 2d4 skin howlers respond to the call §
~'in the area in 2d6 rounds. If other skin howlers are in the immediate area, they automatically respond to

\~and converge on the area. /

GLAYER ANTS

ants rely on their immense numbers and a savagearg the product of some mad drow experiment -ir

} %\ rarely seen in insects. They travel together with a mamwry. Or maybe the slayer ants digest metal or

\ body numbering up to 400 ants with 10 patrols ahetallic ore. No one knows for sure.
" workers and soldiers (each composed of up to 10 ants) Slayer ants are strong, fast and loud. Their tiny
orbiting the traveling horde to act as scouts. metallic claws make soft clicking sounds when the
Slayer ants seem to be sensitive to the blood aadts are at rest. When they sense prey, however, they
\ death of their own kind. When one of their number hasund like a thousand iron picks striking stone in rapid
\ been killed or when one of their number detects bloasljccession. Once upon their prey, soldier ants hold
every slayer ant in the colony converges on that loaewn the victim while workers pick the flesh clean
tion to swarm the target. They bring down their prefyjom the bones in minutes. It is an excruciatingly crue \
by sheer weight of numbers. and painful death. When the flesh is gone, the bane:
Even more frightening are the armored plateme also broken down for food until nothlng is left but s




CLAYER NI

Worker

Small Aberration

1d10+2 (8 hp)

+6 (+2 Dex, +4

Improved Initiative)

30 ft.

16 (+1 size, +2 Dex,

+3 natural), touch 13,
flat-footed 13

+1/+1

Bite +1 melee (1d2 plus
improved grab) or sting +1
melee (1d4 plus acid
sting) or swarm: bite +5,
sting +5

Bite +1 melee (1d2 and
improved grab), sting

+1 melee (1d4-1 and acid
sting), or swarm: bite +5,
sting +5

2 ft./5 ft.

Improved grab, acid sting

Hit Dice:
Initiative:

Base Atk/Grapple:
;-’ Attack:

v Ak
Full Attack:

Space/Reach:
Special Attacks:

Special Qualities:
Saves:
Abilities:

Blindsight, swarm

Fort +2, Ref +2, Will +1
Str 8, Dex 14, Con 15,
Int 1, Wis 11, Cha 12
Climb +9

Improved Initiative

Skills:
Feats:

Soldier
Small Aberration
4d10+8 (30 hp)
+6 (+2 Dex, +4
Improved Initiative)
30 ft.
16 (+1 size, +2 Dex,
+3 natural), touch 13,
flat-footed 13
+4/+4
Bite +5 melee (1d6 plus

improved grab) or sting +5

melee (1d6 plus acid

sting), or swarm: bite +9,

sting +9

Bite +5 melee (1d6 plus
improved grab), sting +5

melee (1d6 plus acid
sting) or swarm: bite +9,
sting +9
3 ft../5 ft.

Improved grab, acid sting

Blindsight, swarm

Fort +2, Ref +2, Will +1
Str 12, Dex 14, Con 15,
Int 1, Wis 11, Cha 12

Climb +10

Improved Initiative

Queen
Small Aberration
6d10+12 (45 hp)
+6 (+2 Dex, +4
Improved Initiative)
30 ft., fly 50 ft.
16 (+1 size, +2 Dex,
+3 natural), touch 13,
flat-footed 13
+6/+9
Bite +7 melee (1d6 plus | *
improved grab) or sting
+7 melee (1d6 plus acid
sting), or swarm: :
bite +11, sting +11 Wlhep- ¥
Bite +7 melee (1d6 plus ,.")-"'-;.‘@. A
improved grab), sting o § (N
+7 melee (1d6 plus acid-*,\ S b
sting), or swarm: bite 'k (/.-
+11, sting +11 '
3 ft./5 ft.
Improved grab, acid
sting, spray acid
Blindsight, swarm
Fort +3, Ref +3, Will +4 /
Str 15, Dex 14, Con 15, .
Int 6, Wis 13, Cha 12
Climb +10
Improved Initiative,
Mobility

Subterranean

Solitary, patrol (2-10),
or colony (see below)
Challenge Rating: 1

Treasure: None

Alignment; Chaotic neutral
Advancement: 3-4 HD (Medium-Size),
5-6 HD (Large)

Climate/Terrain:
< Organization;

Subterranean

Solitary, patrol (2-10),

or colony (see below)
3
None

Chaotic neutral

6-7 HD (Medium-Size),
8-9 HD (Large

a faded red stain, should light ever pass over that hggmant

~ rible spot.

Slayer ants live on the move except for a month-

Subterranean
Colony

5

None
Chaotic neutral
7-10 HD (Medium),
11-14 HD (Large)

The slayer ant’s method of combat is simple: /'

long period of hibernation. During hibernation, th@tack. They swarm their prey, holding it down with~ 7 _
"queen takes time to recover her strength and creaf$’@"g mandibles long enough for their comrades to
" new queen for her colony. The new queen hatches 4Hgh on top and tear it to pieces. Slayer ants are able to

. devours the old queen, taking on all the memories walk up vertical surfaces and upside down on ceilings. s s ¥
i\ the old queen. Improved Grab (Ex): If a slayer ant can make a .4
| . Slayer queens are remarkably intelligent. Theﬁuccessful attack with |ts_ mandibles, |_t can attempt to .f’}::%\'
/ racial memory allows their colonies to continue the@@Pple its opponents without provoking an attack of N
"'endless murdering spree without catastrophic mi@PPortunity. If it seeks only to grab its opponents, it~ ‘o
I/ takes. If a battle goes poorly for a queen, she will fiéB2y make a normal attempt to hit. If it succeeds, it :

and leave her colony to die rather than risk capture.May hold its prey while other slayer ants attack, or it
may make a free attack with its stinger. If a slayer ant $#,




L

el

g

tiple slayer ants commonly attempt this method ting.
allow other slayer ants a chance to attack.

So ferocious are their attempts to bring down thejgLNiERS
prey, slayer ants are treated as Medium sized creatures

for figuring grappling rolls.

Acid Sting: A soldier's acid stings are mor

Hive Mind (Ex): Slayer ants communicatePOtent, doing 1d6 points of damage per sting.
through telepathic connection. As long as a slayer ant

_is within one quarter of a mile of another slayer arRUEEN
what one knows, the other does as well.

Acid Spray: The queen may fire a spray of acid

Swarm: When a slayer ant senses blood within 1 , -he 15 feet wide at its terminus. A successful Red

~feet, it sends a call to others in the colony to conver
~on the spot. When at least four slayer ants inhabit t
“ same map square, they attack in unison, each gain
2a +4 circumstance bonus to attack and grapple rolls
‘with their mandibles and their stingers.

Hit Dice:
Initiative:

Base Attack:
Attack:

Full Attack:

v/, Space/Reach:

Special Attacks:
Special Qualities:

\|@ Saves:

Abilities:

Skills:

Feats:

Gve (DC 15) will avoid the spray for half damage.

fiis spray does 2d10 points of damage and may bej
d 3 times per day. §
Acid Sting: The queen’s acid stings are more
potent, doing 1d8 points of damage per sting.

VORRLASH, ““LURKER IN THE DARK”

Huge Outsider Vorrlash are large, cylindrical slug-like beasts t'
15d8+105 (173 hp) from the plane of shadow, with large maws surround-
+6 (+2 Dex, +4 Improved Ini- ed by three pseudopods. Their natural shadow fornjg
tiative) renders them invisible for the most part. The Vorrlas L
30 ft. , burrow 10 ft. shuns all forms of illumination. Few beings have ever)§
25 (-2 size, +2 Dex, +15 natu-seen a live Vorrlash, due to their natural habitat 'f‘
ral), touch 23, flat-footed 23  generally reclusive nature. v
+15/+23 Moving by gliding on shadow, the Vorrlash con-
Bite +23 melee (3d6+8 plussume nothing on their native plane, but eat rare met
swallow whole) or pseudopodand other denizens of the material plane. Vorrlash

+18 melee (1d8+4 plus sentient but react out of instinct rather than from
improved grab) son. Slow to attack, they still defend themselves &
Bite +23 melee (3d6+8 plustheir claimed land with tenacity. So strong is thei
swallow whole), 3 pseudopodsritorial sense that they attack any perceived intrul

+18 melee (1d8+4 andeven those that might be powerful enough to kill then
improved grab) Vorrlash watch potential enemies for some tir;p 3
20 ft./10 ft. before choosing when to strike. They are incredibfy [~/ *
Swallow whole quick for their size, seemingly gliding along on quuih
Blindsight, fast healing, dam-shadow. Their stealth and speed allow them to hit tar/ A"
age reduction 5/special gets in the midst of groups before many have time to/,(!
Fort +12, Ref +7, Will +7 react. The resulting panic allows the Vorrlash to fade|;
Str 26, Dex 14, Con 25, into the shadows before a counterattack can be mount
Int 8, Wis 15, Cha 15 ed. There, they wait and single out another targef
Climb +10, Escape Artist +15, repeating the process until the invaders are gone. /
Hide +19, Intimidate +15, Lis-

ten +14, Move Silently +15, ¢omant

Sense Motive +13
Improved Initiative,
Attack, Improved Grab

Vorrlash study their targets. They have a good deal
of cunning but not much actual intelligence. Once it

Multi-

\ Climate/Terrain:
\ Organization:
Challenge Rating:
“Treasure:
“Alignment:
~Advancement:

‘ -

has chosen a target, the Vorrlash trails it as long as it
remains within the Vorrlash's territory. When the
moment is right and the target is most unaware, the
Vorrlash slithers as close as possible to snatch him uf
with an attack from its maw. If light sources are nea
or make the attack too risky by exposing the Vorrlast

Subterranean

Solitary

13

Standard

Chaotic Neutral

16-22 HD (Gargantuan)

4

to too much light, the Vorrlash first attempts to snu LF '




/out the light sources. If caught in melee with multipl
opponents, it will swallow one victim, grab a secon
and then flee, attempting to lose its pursuers in t
darkness. There, it finishes off its captives, only
resume the hunt again until the interlopers have b
driven away.
Swallow Whole (Ex): The flexible shadow body
of the Vorrlash can extend its maw up to 10 feet awg
swallowing up to a Large-sized creature whole. This
done with a regular attack. If it succeeds, the victi
must roll a resisted grapple check against the Vorrlag
If the Vorrlash wins this grapple check, it swallows th
L. prey whole. The initial attack does 3d6+8 points (
;,"j damage; if the victim is swallowed, he suffers an add
tional 3d6+8 points of damage per round as he
crushed in the maw of the Vorrlash. A victim may fig
oy ‘_:'inside the Vorrlash only if he had a small slashing
¥ | ' piercing weapon in his hand at the time he was swj
lowed. If so, he may attempt to cut his way out of t
~Vorrlash by causing 30 points of damage to the \q
“rlash’s innards (AC 25). A Vorrlash may hold up to tw
swallowed Medium creatures at once.
Improved Grab (Ex): The three pseudopods of
the Vorrlash are used to manipulate objects as well
to club and grab opponents. They deal 1d8+4 points of
damage per hit. On a successful attack, they mapruN'g mugg uND FUNG!
attempt to grapple the target for free without provok- 21 <23
ing an attack of opportunity. If it successfully grapples
a victim, the Vorrlash can immediately swallow him . . )
whole without rolling another grappling attempt. The While many vicious, predatory, or otherwise dan-/
Vorrlash can move holding a victim in one pseudopod€rous Species infest the underdark, not everything
i'If the Vorrlash attempts to hold onto the victim whild®und within that realm poses a direct threat to the
"in full movement, the Vorrlash suffers a —10 penalty fg1aracters. A wide range of plants and fungi live
his grapple roll to retain his hold. A held victim can tr)peneath the earth, sustaining themselves on water, soil, {2

to escape every round by making an opposed Escé}S’Q even the darkness itself. This_ section presents a_{
-' ' Artist/grapple check. variety of plants, mosses, and fungi that you can use to-

Blind Sight (Ex): The Vorrlash is a creature ofpopulate the underdark. Some of these species are

shadow. It can see in the regular spectrum but pref8RN9
darkness. While in pure darkness, the creature I%?sr '
blindsight for a 100-foot radius. X
- Fast Healing (Ex): When bathed in shadow, thet© them.
¢ Vorrlash heals damage at the astonishing rate of 5 hit
\ I points per round. For this ability to work, at least half BLODD MOss
its body must remain in shadow. If at the end of the .
round half of its body is within light at least as bright  Named for the bright red fluid that erupts when it | |
as torchlight, it will not heal. is torn or dug up, blood moss is a staple food for a
Damage Reduction (Ex):When bathed in shad- great many creatures of the underworld. A native of the:
¥7ow, the Vorrlash’s shadowy body is less prone to seglemental plane of earth, this species thrives on the
- ous damage. It has a damage reduction of 5. If any paibtle elemental energy generated by tremendous
of the Vorrlash’s body is illuminated by light at least agmounts of rock, dirt, and soil. The very presence of s
bright as torchlight, it will lose this ability. great masses of rock lends it life. On the plane of ele- "%,
mental earth blood moss is analogous to grass, ferns,-lf(k-a ;
and other fast-growing plants. In areas of the under- 22
world where the confluence of elemental earth energy:
spawns a planar gate, blood moss thrives. Over time, it
has spread to many regions of the underworld. 4
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From a distance', blood moss looks like a smudge
of brown, chalky dirt smeared across a cavern’s rocky

air. These extensions continually vibrate in harmorgfowly breaking them down and converting themj
with the earth energy around it, warming the blooehergy. As a byproduct of this process, the moss genei
moss and allowing it to collect energy. Highly nutriates tremendous amounts of light. Large patches of g
tious, fast-growing, and easy to cultivate, blood mogsoss can create the equivalent of the noonday sun.
serves as a staple food for many underworld civilizaross creates light on a cycle that closely mimics the ‘g &
_/tions. Usually, it is gathered in round, thin chunks arféce’s day-night cycle. For 12 hours, the moss absorig
// baked on an open fire. To travelers from the surfaceminerals and dirt from the rock, and for another 12 i
| Ltastes similar to hard bread. breaks it down into nutrients, shedding a bright light ag3
it works. This glow is soft and dim at first, then slowly § CERE
builds up to a bright radiance before dwindling back to E
FIRNT MUSHROOMS darkness. In most caverns, the moss naturally attune
itself to an overall pattern, creating a regular cycle of §
Deep within the furthest reaches of the undenight and day. In other regions, the moss feeds on sever-/
world, massive forests of mushrooms up to 40 feet tall different cycles, creating a persistent, dim glow.
dominate vast stretches of cavern floors. In these This plantis a native of the elemental plane of fire
i regions, the caves are filled with soft, damp, loanthat migrated to the underworld along with fire elemen-
. soil, usually fed by a subterranean river. At the deepéals and azers through the many elemental gates thaf
"section of the underworld, the enormous weight efuster near lava floes and volcanoes. It is not hot to the
rock and stone generates dimensional rifts that alldauch and while it cannot be used as a weapon it can bg
| air, earth, water, and fire elemental energy to perme&gfvested as a convenient light source. A fist-sized
the terrain. From this rich mixture arise the giarflump of glow moss sheds light in a 30-foot radius for
mushroom forests. 12 hours per day. 4
These great fungi have thick, durable stems as .
{ tough as wood and useful in many of the same appli- LIGHT CATCHERS in
| cations: building material, tools, boats, and so on. The
upper caps can reach as wide as 60 feet, and some-Were an explorer able to move close to these flow-
times these great mushrooms grow so big that theling plants with a torch or other light source, he woul
tops lean to the side and eventually topple over. Gidifid that they resemble brightly colored roses seeming
mushrooms are a staple food for a vast array of inse&&fted from glass. The light of his torch would dan
burrowing creatures, and other small animals. Likf their reflective flower petals, forming glitterin
~ trees, their trunks are too thick and tough for most large0!s of red, blue, orange, yellow, and green that daf
! er animals to eat. However, their upper caps are sgfd flowed through their stems and leaves. Then, ‘

“¢ and edible. Some species knock over giant mushrooffigist of this enrapturing display of beauty, his reverig—y
" to devour them, while others climb to their tops an ould be shattered by the concentrated beam of I|gh’gq.t

dig out the edible portions plant blasted from its flower, incinerating his lig ‘

Amongst the civilized species, giant mushroomd Ur¢€ and him along with it . .,
Light catchers are a magical race of plants that}

ve sustenance from darkness. They are a fragile
3 . .~ Species that grows only in specific temperature, soil, and:
riers and cover, and sometimes used for housing.

4| f ick out stout h ¢ i “water conditions. In the trackless depths of the under
ew races pick out stout mushrooms to use as fivi rld, few caverns can support these plants. Their rarity

¢/ Quarters. They erect Iadders and supports.around.i § stroke of luck for explorers from the surface. Whilg
'~ mushroom’s cap and build structures atop i, keepnﬂgey draw sustenance from darkness, light catchers @
(% them safe from ground-based predators and Otl?ﬁfickly corroded and destroyed by light of any type. T
| threats. _ . _ rotect themselves, they focus the light that falls upo
Giant mushrooms come in a wide variety of colhem and emit it as a concentrated beam of energy aimed
ors and shapes. Some are dull brown and yellow likethe closest source of illumination. In this manner, light
mundane fungi, while others have wild, bright colorgatchers extinguish the radiance that could kill them.
\  as befits their supernatural origin. When they grow in  \when a character or other creature bearing a light 3
\\ large colonies, they have the potential to host as mugdurce moves close enough to a patch of sun catchers to
life as a great forest or jungle. Insects and other crgimminate it, he must make a Reflex save (DC 20) orj 5
‘tures flourish amidst the mushrooms, turning a desguffer 2d6 damage as a searing energy beam burns h'.

A

-late stretch of rock and soil into a verdant cradle of lifépply this damage to the character’s light source if-hef

serve much the same role as trees do on the Surf%%?’i
They are harvested for building material, used as bar-




T _ :
¥'make an additional save until he moves away from tpemmels the area below a vine patch. All creatures with--
flowers or his light source is extinguished. All characteis the area must make Reflex saves (DC 15) or suffer: |
carrying light sources are attacked. One minute of exd@d6 damage from falling rocks. The characters could
sure to light is enough to kill the plants, which crumbleome across a group of travelers killed by such a rain,
into a rough, chalky dust when they perish. leaving them worried that some sort of flying monster
The catchers are fragile. Any attack that hits theharks within the vines above them.
destroys them. Some races have attempted to harvest Flying creatures and those with access to spells
them as weapons, but the plants lose their abilities saarch agly sometimes roost amongst the stalactite vines. (|
after they are picked. However, many race with darkvi-hese plants provide solid cover and a remote hiding’
sion and similar abilities cultivate them along the basspot, though anyone seeking to live amongst them for :._ \
of walls, towers, castles, and other defensive points ltmg must create some sort of shelter against the falling-'4
use them as weapons against surface world attackersstones. In some areas, the vines feed upon gold, silver,
and other precious metals. These elements are absorbed,
into their fibers, making them valuable trade goods. The 4"
STALACTITE VINES dwarves and other miners recognize vine gold, as it'is *
. o called, as amongst the purest, most valuable ore. The™"
These tough, sinuous plants grow within the CraCk?ant’s di . . " LW
gestive process removes impurities within the

=y found at the ceiling of the underworld’s caverns. Th i
A ) old and leaves it very easy to shape and mold. Some
| 'live on the minerals and water they extract from rocks, .. ~ . .

fV|I|zat|ons even use these vines as currency.

slowly growing larger to drain more sustenance and it
the cracks and gaps they create as they turn the rock

“around them to dust. As stalactite vines grow, they GCIONE FRUIT
lengthen and form a curtain of tough gray tendrils that
can fill an entire cavern. Moving through these vines js ©One of the more common plants harvested for
no easy chore once they reach a cavern’s floor. Strend@Rd in the underdark, a stone fruit plant grows from
ened by the rocks and minerals they absorb, each viRe sides of caves and caverns. A native of the elemen-
has hardness 10, 5 hit points, and a break DC of 28l plane of earth, it draws sustenance from the force of >
Creatures passing through the vines move at half th@f@vity pulling it down towards the cavern floor. These
normal speed. Visibility beyond 10 feet is completelplants grow siiff, long branches from which dangle
blocked, while creatures within that distance gain 508st-sized gray fruit that are filled with succulent pulp.
cover as the thick vines block attacks. The stone fruit propagates itself by dropping fruit to”

Stalactite vines pose an insidious threat to undesplatter seeds on cave walls or flinging them upward,

(world civilizations. As they eat away a cavern’s rookmearing the seeds and fruit on the roof and wall

/ they can cause massive showers of loose stones abdve. Stone fruit is so named because early surface
rocks to pummel the ground beneath them. There igplorers though that the rock itself had sprouted fruit. -/
1% chance each day that one of these stone showers

UNDERDARK THEMES

There are aspects of the underdark that immediately distinguish it from surface adventures. Diow, s‘f}'_i ’ “'\‘ 4l
ders, and fungus creatures are a few examples. You can make your underdark campaigns all the more realfs qﬁh \}

Wz‘} .

players by emphasizing these themes in mundane encounters. For example, mention that they congtantly se |
small spiders scurrying about the marketplaces of underdark cities, or that sleeping in a cavern for e’ &7
hours is long enough for swarms of minute arachnids to start spinning webs anchored to their stationgdry forms ]

You can also emphasize the underdark’s alien nature by organizing encounters around themes tmat simply
aren’t found on the surface. Here are some themes that you can use to bring an underdark campaig -

Spiders and insects

Fungus and fungus-creatures (including the Huu’lach and various kinds of fungus men)
Slavery, slave pits, and the pit fighters

Underdark radiation and its bizarre effects, radiation magic, and mutations

Drow and their relationship to surface elves

The relationship between deep dwarves and their degenerate cousins, duergar and derro
Gems, precious metals, and their relative commonness underground

Portals to the elemental planes of earth and fire, the plane of shadow, and the realms of the de
devils
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CHRPTER 2

CRERTING THE UNDERUWORLD

- The great, sprawling caverns of the underworlthonsters that live within them. The human realm of Er
serve as the home to civilizations that rival the kinglistia might derive its military strength from an §
““doms and duchies of the surface in terms of size, pa@fiance with an expansionist drow empire, while the ¥
ulation, and military power. While the sun and mooneighboring kingdom of Pont mistrusts all under-
engage in their endless dance of time above the wordyriders, even svirfneblin and dwarves, because of
¢ civilizations rise, fall, and rise once more far beneatheir hatred of the drow.
s them. The humans, orcs, elves, and dwarves of the sur- This section presents a few questions you can use
~ face may think their travails and deeds are of greathelp spur some thoughts on how the underworld fits
““note, but to the people of the underworld they areirgto your campaign and what role it can play in your A
mere footnote in the true history of the world. adventures. When answering these questions, remenj
: In many ways, underworld adventures resembler that the world is a big place. What is true in on
\

= wilderness treks more than dungeon crawls. The greagion may not apply in another. You can craft somey
caverns are alive with plants, animals, fungi, artdngible, interesting cultural and political differencesy3
| strange monsters that live in a fragile, natural ecosyseross your campaign world by modifying how diffe
\tem. The characters could journey for days withoent kingdoms or regions interact with the underworld "
encountering civilization, and those groups they dduch a change can provide some real differences in ‘
meet could have such strange customs that simplew the characters interact with a culture. Imagine j b
the PCs, after rising many levels battling drow, are seqt
This chapter presents rules, guidelines, and advize a diplomatic mission to a distant land that opet
for constructing an underworld that you can tucliccepts the drow and regularly engages in trade ,‘;
beneath your campaign setting. From mapping out ttiem. Y
underworld’s monstrous caverns to designing a sensi-
=« ble, alien ecology that presents a daunting environ-

" ment for adventurers, the material presented here pro- HOW MUCH CONTRCT DCCURS BETWEEN

vides you with the tools necessary not only to map out
your underworld setting but to breath life and a unique THE SURFACE AND UNDERWORLD?

ge! into'it The first and most important issue you need to

consider is how much traffic moves betweep the sur~.
THE ROLE DF THE UNDERDRR ice oo e s iy, o st camvdirs

the occasional band of adventurers, brave merc

+ world will be in your game. Does the underworld plagf wonder and mystery. Even the most experienced
" a vital role in trade? Do its inhabitants regularly go teages have little concrete information to offer explor-
war with the creatures of the surface? These traéss. Myths, legends, and vague rumors are the only
\ determine how the underworld fits into your overaljuidance the party can find. Atrip into the underworld
\\ campaign. You can also vary these traits from regionito an epic, rare undertaking into a dangerous, alien
\. region. The dwarves of your world may regularly tradenvironment. Commoners, if they even know of the
with their deep cousins, reaping tremendous profit apthce, regard the underworld as the source of all mo
‘influence by dealing in rare, exotic items from theters, demons, and other evils. Some religious secj§
““world’s depths. Other races, such as elves, may shuay believe that underworld is the destination of theg

~the deep realms and venture there only to destroy 8pirits of the dead, making any journey there likely: E’ :




¥ ‘either draw their support if they are curious about thiene on the surface =
region or a holy war if they believe that no mortal Different cultures and races may hold vastly dif-":
should ever travel there and despoil the sacred realnfarent attitudes towards the underworld. The elves may
the gods. The characters could make tremendous prefgard it as the lair of their ancient enemies, the drow.
it collecting information on the underworld for wiz-Thus, they are quick to distrust any creature hailing
ards and other researchers, establishing trade routesn that region. Faced with regular attacks by savage ,
and dealing in rare materials. drow war parties, the elves sponsor adventurers who ‘

To the underworlders, the surface could be just dgscend into the depths and stop the attacks at theikr
mysterious and frightening to them as their home is $ource. Dwarves and gnomes, on the other hand, may;
the surfaceworlders. Travelers from the realm abogeme into regular contact with friendly civilizations:
might be regarded as alien invaders who must bach as the deep dwarves and svirfneblin. While they:
destroyed, godlike beings from the outer world, are aware of the threat posed by the drow, these races*,
curios to be questioned, studied, and exploited. Thee the underworld as simply another stretch of wilder- ",
. guidelines and ideas given above could apply just asss that can offer profit and danger in equal measure:’ /;
. easily to the intelligent humanoids who dwell deepttitudes can also vary between political entities, with

“and distant oceans are just as strange to an undeafring against its denizens.

\"worlder as glowing fungi, house-sized spiders, and 20- The level of familiarity between the surface world
foot tall mushrooms are to an elf or halfling. and the underworld goes a long way to determining: }

The opposite extreme of this ignorance is a cohew the two regions react. If you want to emphasize .;

“tinued, familiar level of communication between thexploration and the unknown in your game, keep the
two realms. Most kingdoms conduct some level ainderworld a distant, strange realm of alien civiliza-
trade with friendly regions of the underworld and musions. If you would rather have drow, duergar, and
plan to defend themselves against attacks from drasther such creatures play a major role in your cam-
duergar, and other aggressive, evil humanoids of thaign world, make the underworld an easily acceSSI—
deeps. Pathways into the underworld are well knowllg, relatively integrated part of your setting.
patrolled, and guarded. While the simple physical bar-
riers between the two regions may prevent mass
migrations and heavy trade, the cultures of the surface HOW BIG 16 THE UNDERWORLD?
and the underworld exert influence on each other, and
exchange the technology and magic they have devel- The larger the underworld, the more likely that a

|'oped. New routes through the dungeons and cavegjien area has come into contact with it. Consider how.

~ the underworld are highly valued, either as an unewidespread you want the underworld to be. Does )
pected corridor for an attack or as new avenues f@imost every region of the world have a series of great !
travel that can make passing through the undergrowalzerns lying beneath it? In some ways, this question
safer and quicker. Adventuring parties may be regulas-answered by the level of contact that exists within'
ly hired out to explore unknown passages in hopesyaur campaign. The more common the ties between, .
establishing new trade routes. the surface and underworld, the more likely that the' s ,h),«/

In between these two extremes lies a middlinghderworld is a great, expansive region. The under-, 4 \‘Q}
level of familiarity and knowledge. While the underworld’s size also determines the range of resources’ /i s
world has little direct contact with the surface, the twihat is available to civilizations there. An underworld

\I'regions know of each other and have reliable informérat has few or small caverns probably lacks the 7/

" tion based on fact. The great distance and dangereesources to support a wide number of races. Drow, |
pathways that connect the two realms make contalttergar, derro, and troglodytes engage in vicious,
difficult. What trade occurs between them yieldbng-term fighting for access to food, water, and other | )
tremendous rewards for those brave and skilledsources. With living space and supplies at a premi-
enough to make the journey. The characters are unliken, underworld civilizations rarely grow to the size of

#7ly to be treated as gods by the civilized humanoids afcity, never mind an entire empire or kingdom. o U
7" the deeps, but their visit is still noteworthy. Under-  On the other hand, a large, expansive underworld |5
world creatures rarely travel openly on the surface, has the potential to support as many kingdoms and cul-
their rarity and the evil reputation earned by drow andres as the surface world. Drow kingdoms struggle »*
&' similar creatures draws the suspicion of those theyth each other and their neighbors for dominance, as._,

i meet. The evil underworld races rely on small-scalears involving thousands of combatants per side regu- o

) raids launched by elite war parties to gather slavéatly rage across the caverns. Cities comparable to the

', foodstuff, and other treasure. Much like adventuringreat metropolises of man sit aside lakes and oceans 0
parties who venture into the depths to find gold antle underworld that hold islands and even small conti- " *

~ glory, so too do these small war bands seek their forents that rival the surface world's in size. Such mas- 3
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sive civilizations could initiate and support campaigneassive armies, and intricate
of conquest against the surface world, marshallif@ve reach such heights only to descend into sa

Chances are that both sides at least know of each oth@snuments to their great achievements. Other ¢i
with the great number of creatures and the sheer dizations may have disappeared entirely, leaving
of the underworld making it likely that someone hdsehind only a few scattered hints of the kingdoms
made first contact. However, a large underworld doespire they raised far from the sun’s gleaming light;
not automatically translate into close contact or knowl- When creating the overall nature of each race, 't &
_/ edge of the surface world and vice versa. If the patio-give each of them a reason to become involved wii/S
// ways between the two realms are small and few time surface world on some level. A culture driven -E
'snumber, many long centuries could pass without atltye dark regions of the world may hate the peoples of |
contact between the realms. Furthermore, contdle surface and seek to destroy them. Those influencEIEFh&
between different underworld realms may be limitedby religion may await a messiah from the world above E rv t

landers as anathema, terrible demons from beyond thé
earth’s secure womb who must be burned at the stake.

9 When designing the history and background for a race,
WHD LIVES IN THE UNDERWIORLD’ try to focus on how it interacts with and views the peo-

WHY DO THEY LIVE THERE? ple of the surface world.
Just as human kingdoms can be good or evil, law-
While there are many fantasy races commonfyl or chaotic, you can create different splinters of a
linked to the underworld, not all of them may beace and design a variety of empires and duchies of &
- appropriate to your campaign. Other times, you caace that all have distinct goals, histories, and align-|y
easily adapt an existing race to the underworld. Afterents. Some deep dwarves may be deeply xenophd
all, if humans can adapt to and dominate the surfdoie, viewing all outsiders as enemies. Another clan of
pr—« world why couldn’t they do the same in the realmthe same race may regularly trade with their surfa _e;‘*e'“
s> | below? Make a list of each of the humanoid races than. Perhaps only a deeply ingrained fear of the tﬂ‘ A 7
‘dwells within the underworld and consider their histasun, or moon keeps them sequestered within their Jl__'
ry, role in the deep realms, and why they have settledderworld halls. :
there. Some races may have been driven there by their
~enemies from the surface world. Others could be cre-
7 ated there by the gods and promised absolute domin- HOW DO THE DIFFERENT UNDERWORLD
ion over all realms beneath the surface. The drow, for FACTIONS AND RACES INTERRCI?
E instance, may worship a deity who encourages them to ko
= conquer and slaughter all other races who dare to claim Just as human kingdoms struggle against foffe #
A } dominion over their rightful property. another, so too do the different races and faction§_, ,
’ Create a master list of all the races and civilizaéhe underworld wage wars, form alliances, and othg ” ;
tions that you want to include in your campaign'wise interact with each other. List all the major race's|}

H

-
-

one another by impenetrable barriers of stone or waterering hatred. In addition, consider how each facti@
For each race, consider why they dwell within theegards the surface world. While much of this attitud
» underworld. Some may have simply evolved thermay already be determined by the faction’s history, fo
" others were driven to the caverns, while still othersthers their relationship might not be as clear. In some
may have migrated there at the behest of a god aarses, an underworld civilization may simply consider
because their original homes on the surface becathe surface to be a place of myth and legend. Having
\ uninhabitable. Once you have decided why a radevelled for so long in the deepest portions of the earth,
\ dwells in the underworld, think about what they havhey have never encountered surfaceworlders outside
_ accomplished over the course of history. Some ma§rumors and legends.
‘have built tremendous civilizations featuring cities,




4" 'play. Instead, focus on those areas that will hav

- ture of several passages. You should also mark §

=)
=

you run. After all, even the best GM cannot anticipate -
muppms "lc Unucnmum-u everything that can happen over the course of a cam- '
paign. Try to leave yourself some wiggle room to

. make changes on the fly as you need them.
The next step you need to take is to map out the

underworld regions that exist in your game world. You

do not need a highly detailed map when you start out. CHVCRNQ: I"E nﬂglﬁ

Instead, you only need to create a basic sketch. As the

campaign progresses and the characters venture into m_m_mm; nu]cug
the underworld, then you need to flesh out the specif-

ic traits and geography of the region. However, do not

make more work than you need by creating detailed Creating the great caverns of the underworld

maps and notes on areas that may never come M %lves a lot more than simply sketching out a map " 2

Pt bear o ) €afld building a list of monsters. That's a good place to " /]
: 'reﬁfh e?rlng rc:_nt € campaggn. look at is wh hstart, but there’s more you can do with these regions >
e first thing you need to look at is where t Beyond using them as gigantic dungeons. While you

_"underworld lies in relation to the surface .world. ThgOuld simply stock them with monsters and treasure,
|\less contact you want between the two regions, the fur-

her f ‘vilization th d 1d should lie. If th Bu can introduce wonder and excitement into your @ .
ey gpm civilization the un erworld should fie. thejame by taking the time to consider several factors that* | J g
only passages to the drow kingdom are found in a d

: ) . @ “Histinguish the underworld from dungeon adventures -
“tant mountain range beyond the edge of civilizatio

) \'lI
h | likel . ~and the surface world’s wilderness. ?
the two realms are not likely to come into contact With ~ 1ic " section presents a complete system for. 5

gach .other. On the other hand, if an underworld, Cav‘%f@signing gigantic underworld caverns that can hold
lies directly below an important city, the local th'eveséubterranean kingdoms, deep oceans that have never'
guild_ could conduct secrgt trade with drow or de”geen the light of the s,un, and trackless wilderness
reaping tremend_ou§ profits from the rare apd Stra"8me to dozens of bizarre creatures. It presents a seriesl
|t¢ms they acquire in return for what the thieves cogy eywords or descriptors that can be applied to each 7%
sider to be mundane goods, such as wood, pearls, 88%rn along with a sliding scale of values attached to

other material rare in the underworld. each keyword. Some of these values have in-game”

Tlhe Ial:ger da cavern,hthe more I|ke.I)r/].|t |sht0 hOdStgﬁects and list rules that alter how certain spells and
complete kingdom or other society within the undety e work. Others serve as inspiration for your
['world. Be sure to keep that in mind when placing dif-

k and highlight opti that ight otherwi
! ferent caverns and regions. On the other hand, S%R?gnoa:)nk FI%r |gexa2]pp:gnsthea n?ggicmll?ey;orgrvl\?siz

Ia_rge L e of _the underwprld C_OUId be untouchg&ions that alter how spells and items function in cer-
wilderness just waiting for an intrepid band of adveqéin regions of the underworld. The civilization key-

: it'tjsrirescgis(:h as the characters) to explore and d'SCO\X/%rrd gives you a list of ideas for how underworld | >

Try not to get too wrapped up in creating

cially those that will play a role in your campaign.
\§ Then, sketch out connections and passages betw, Mid setting. You can mix and match them to create ”

i H 1. .
jflese rhealmi. Again, you dqn t nezd to criate a detai ﬁg basic outline of the underworld you want to design. -
map halfSUows every twist and turn between tV\If?emember that these guidelines are not hard and fast |

s Instead,_ use your map to plot out the baﬂﬁes. Combine and alter them as you see fit to produce | 9/
paths and relationships between the caverns. Somg adventure or setting that you want s

may be directly connected to each other, while others To use this section, simple pick out keywords that ¥

w.are linked through intermediary caverns or at the jun bply to the cavern you wish to create, select effects rmﬁ

) ffed under them, and use them as a resource to fleshi#)
points where the underworld and surface conneg, -

: lut and complete
Such areas are the most likely to see contact betw?&ﬂ) .

i w are these:
~ the two realms and the races that live there.

Once you have the basic structure of your under- Animals Plants
world mapped out, you're ready to add some detail to Ceiling Radiation
i "'the sections that are important to your campaign. Keep Civilization Terrain
in mind that you can always go back and add more Height Volcanic

caverns and alter existing ones to fit the adventures Magic

The keywords serve as a foundation for an under-

societies may be organized. The characters may W’

. N9 Bncounter a highly advanced drow city in one cave,
detailed map of the underworld. Focus on marking ohile a group of dwarves in the next may have R

its major regions and important smaller caverns, eSRfSscended to a stone age level of existence
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'nmmmﬁg find that a trip across the cavern is as daunting;
journey through the deepest dungeon levels. 3

Despite its location deep within the earth, some Alien Beasts:Through some trick of magic, a pl
portions of the underworld teem with life. Great herd@ar gate, or other phenomenon, this cavern's anii
of subterranean herbivores feast on fungi and smdifie is drawn from another plane. Outsiders domina
stunted plants that grow in the dark places of the eaffis area, with elementals, demons, and devils all fi
In the greatest caverns, beasts the size of elephdfgs niches here. Normal subterranean animals
wander in great herds, while even the smallest cavedl§o dwell here, serving as food to the otherworld
home to a swarm of rats or insects. The animals kdponsters that hunt here. Use the abyssal and half-fig

/ ecosystem in the underworld. Civilization cannot suf strange fauna that could venture into this place frong
‘/vive without a source of food, clothing, and othedistant planar realms. Packs of hell hounds rangg
important resources. The options given here allow y@gross this place, while lesser demons and devils stakg
to construct a wide array of ecosystems, from tho8#t hunting grounds and jealously guard them.
" that merely exist in the background of adventures and The frequency of random encounters should beg
“ provide ready sources of food to those that featudetermined by the number of outsiders found here. If ‘.;:
aggressive, powerful beasts that, while commonfjany of them squeeze into a small cavern, competition

~ hunted for their meat, pose a deadly threat to travel&$ hunting space and scarcity of food drive them to
™ and hunters. regularly attack travelers. Otherwise, this area may

Passive Animals:Animal life is common in the S€€M @ lot like a standard, passive ecosystem save tha

* cavern, but it poses no special threat to adventurergleW SPecies of outsiders dwell here. Intelligent out-

other intelligent creatures. In this situation, animafiders should be covered with the civilization key- j
IEyord, though a solitary vrock may live as a wild beast, 3

exist much as they do on the surface world. A varie ) L i
“ of herbivores provides a ready source of food, afgeYind on travelers with its raw strength and maglcal
wer. ¥

most predators focus on hunting down other animal¥® h id hould h iving th 4
Monsters such as hydras, basilisks, and others are r II- -L e 01|1t5| erfs should have a urlufylng theme, usu
{ atively rare. This setting for animals works best in caf¥ y their plane of origin. For example, a cavern nearg

| erns that hold civilizations, are regularly traveled arlg’@ Vent may be occupied by fire elementals, az v v‘l ,

geeti, and other outsiders with the fire subtype.

hunted by neighboring realms, or are too close to tfi
ynelg g de of devils might build a mighty fortress crafted

surface to attract the most dangerous monsters of )
rom black iron on the spot where a portal to H__

depths. . .
pR d i ith wild animals should bstands, while all manner of strange animals from
andom encounters with wild anima’ls shou m in the mushroom forest around their domain.

rare here. Most of the time, the fauna seek to avoé atures should share a common origin, and thatié
. travelers as much as possible. The party may cagqn should in some way tie them together’.
" sight of animals that flee before them and the area Dead Zone: The area is completely devoid off

“¢ should be alive with the calls, bellows, and howls of &imal life. Bare rock fungi, and strange plants are _ﬂ.‘

7 yariety of animals. Still the.adventur_ers should be fi¥at inhabit this area. For whatever reason, animals\afe . .
safe here as they would be in the typical forest Iocatg her driven from here or died off long ago. The cau ;
within or near civilized lands. '

Aggressive Animals:The law of the wild rules example, a deadly contagion may have swept throughi/<> ¢
supreme in these caverns: kill or be killed. While heghe area and killed off the wildlife. The characters risk .
| bivores may thrive here, they are all capable, aggregmtracting the disease and unwittingly carrying it to
" sive fighters. Predators attack anything that movesgher realms as they explore the underworld. A dime
¢/ and parties of adventurers are likely to face regulgignal rift may have opened up, flooding the area wi
attacks from the animals and beasts that dwell heiﬂ?anar energies that scorched the cavern and incin
)% Evil humanoids may recruit their mounts and waig all life. Worse still, perhaps the animals that liveg
| beasts here, trapping newborns and raising thempgre arose as the living dead. The event that killeg
" captivity. These caverns can play host to many forg@tem off may have produced a backlash of necroman-
ten species: dinosaurs, saber-toothed tigers, dire api-energy, causing its victims to arise as skeletons,
mals of all sorts, and other powerful beasts and agpmpies, and other undead monsters. Of course, an
mals. area does not have to be dead due to some strange, §
Random encounters should be common here, witlagical event. The cavern may be newly formed, leav-
monsters such as animals, beasts, magical beasts,iagdit bare because animals have not yet migrate
‘vermin being common opponents. Purple wormthere. The passages leading to it may be flooded or '!I"f:
“bulettes, dire bears, darkmantles, and others all userow to let most animals travel through them, keepss
these caverns as their natural habitats. The party niag the cavern isolated from neighboring realms. = /2

W




Random encounters can range from impossibled¢on’s ceiling, allowing creatures to dwell on shelves
frequent depending on the exact nature of the dead outcropping high above the cavern floor. These '/
zone. Depending on what causes a cavern to remaieas are ideal settlements since they afford a tribe a
empty of animals, the characters may have to deal withmmanding view of the area below and an easily" -
frequent undead raids or the eerie silence of a greafensible position. Dwarves, drow, svirfneblin, and
realm utterly empty of all life. even orcs could carve chambers into the great stalac-~ 74E
tites, building inverted towers within the ceiling. These 7
CEILING creatures could even develop gliders and simple para- .
chutes to speed their journey to the realm below. .
Probably the most overlooked portion of an Infested: Spiders, ants, and other climbing ver- ?
" underworld cavern, the ceiling can play host to a widgin form great nests within the nooks and crannies of |
variety of sites, creatures, and features. From a wihe cavern’s upper reaches. These creatures descend to {
1 ard's tower carved from a great stalactite to a warréte cavern floor to hunt and gather, retreating back to |
) of spider webs where driders gather for their wadlneir lairs only when faced with a powerful opponent. ey
against all life, the upper reaches of a cavern providd e entire cavern may be under the control of these (&
safe haven for those monsters and humanoids capdbects, causing them to aggressively guard the floor W
of climbing or flying. Remember that the underworl®elow them. Spiders can use their webbing to descend i
is not merely a wilderness area tucked beneath theon travelers from above or drop webs down upont &),
il earth. In a realm where resources are scarce, the ctbam, possibly catching intruders in an ambush. Ants#
| tures of the depths seek out any available living spa@ed other insects rely on mass attacks, swarming dowrt’ /)
"M/ they can find. Naturally, their eyes will turn upwardghe cavern walls to overwhelm their prey. .ﬂ.ﬂ
A settlement nestled at a cavern’s ceiling is safe from Platforms: Just as the elves are known to build . iy}
most attackers and, if the roof is high enough, it camansions amidst the trees, so too could an underworld )
escape the notice of most monsters and travelers. Fremifure craft dwellings from mushroom stalks or /{3
such a vantage point, a settlement could grow asnes that hang suspended from a cavern’s ceiling.»
. thrive in peace or wage a war against its enemies fréify culture with access to expert craftsmen and arcane |,
hiding. magic could complete the work necessary for this /K
Bare: Most caverns lack creatures that can takabor. The drow could also use their arachnid follow-

\‘rock formations, and perhaps a few solitary flyingrn's roof.
! ll‘ | beasts live amongst them, but the cavern’s ceiling is
/ f'.. largely uninhabited.
' Hidden Passagesitt is possible that natural pas-
sages in the rock rise and wind their way to the cav-




CIVILIZATION Contested: Several groups claim ownership-gf
the cavern and currently struggle to enforce t
While underworld civilizations are covered indesires. Small skirmishes punctuated by the occa
greater depth later in this section, the keyword and #smass battle rage across the cavern floor, with
related options serve to help fire your imagination ariide erecting fortifications in the caves or passage
map out some basic guidelines as to how intelligefite area. Castles and other strongholds replace the
creatures use a particular cavern. Use the keyword@d! farming and herding communities. Rand
determine how important intelligent creatures are gficounters are common as war parties from each sk
the cavern's character and arrangement. Later, thi@be their enemies’ defenses and attack anyone' L
_/ chapter details methods and techniques you can uséxgressly identified as a friend. Monsters and animal§
'/ produce truly strange, alien civilizations within thélriven from their normal hunting grounds by the con
deep realms. flict, are much more aggressive than normal. The cha !
Scattered: The standard setting for a caverndCters can count on regular attacks in this area and mayge%:
“intelligent creatures use the area to the best of thi@€e imprisonment if caught by a group suspicious of
" ability for farming, hunting, mining, and other activi-SPi€s.
" ties. However, their settlements tend to be small and The cavern may be fought over by a great number
spread out over the area. Each individual communi@j groups and races, each eager to claim its resources!
~ relies on the area around it for food and other suppliddie conflict's cause can range from a simple struggle
. and as a group they may form a loose alliance or a ti@mclaim farm or grazing land to an ancient artifact said u‘i\g
o knit military league. Otherwise, the groups may bé@ be hidden somewhere within the cavern. Alterna- )
+ hostile or indifferent to each other. War is probably n#vely, the cavern may simply be at the junction of two !
% too common at the current time, since the smaller cof€at, rival nations.
munities lack the manpower and resources to commit
*-to a major struggle. These caverns could be on the bor- HEIGHT
—derlands between two empires, the edge of a civilized
= region, or a small nest of civilization amongst a hostile Unlike the wilderness of the surface world, under- {
LLarea. world areas are limited in their height. Some caverp
Uninhabited: Few, if any, intelligent creaturesrise high into the air, creating space enough for ptefe i
dwell within the cavern. The place either lacks suffdactyls, dragons, and other flying beasts to take flight.
cient food, water, and shelter or powerful, dangerols other regions, a cavern is little more than a horizo
monsters are too common for a settlement to last loftgl crack in the earth’s crust, forming a long, wid
An ancient war may have swept the area clear of cigpace little taller than a human.
lization, or any of the catastrophes listed under the Heightis an often-overlooked aspect of the und
dead zone option for the animal keyword may haworld environment. Most adventurers assume that
\“scattered the civilization that once dwelled here. In ahyve enough space to wield their greatswords, :
" case, aside from a few scattered ruins the cavernpgars, and other long weapons with ease. In 1ﬂ
I given over to the wilderness. areas, they may be forced to crawl for miles. In other ]
Civilized: The entire cavern is dominated by & cavern can reach such heights that adventurers th . N
single empire, kingdom, or other group. Towns, citiefyey passed through a gate and entered another wot Id
and other large settlements are common or a single, Most of the time, caverns should be tall enough tq)
\\ sprawling urban area occupies the entire cavern floallow the characters to maneuver with ease. This key P
The entrances to the cavern are heavily guarded averd is best used to present a unique challenge and
| either walled or magically warded to stop invadergighlight the strange nature of the underworld. Use lt]
. The characters can expect regular patrols or squad$asf often and the players may become frustrated and
' watchmen to stop and question them if they are oftle uniqueness of this feature fades away.
A\ race alien to this area unless they are accompanied by Average: Most caverns reach 20 or so feet iR
. a guide or other official. This region offers the samleight, tall enough for most Medium, Large, and Hug
! level of comfort and safety as a civilized region on thereatures but not so tall that flying creatures can co
“surface world. Monsters and other threats may sonfertably take to the air. This setting should be the
times infiltrate the area through the cavern wall, ceitlefault for most caverns. It is tall enough that height
ings, or small caves scattered throughout the area, 8aes not become an issue but low enough that the char-
\ generally speaking the characters are safe from ma@aters are reminded that they are underground.
\| sters in this area. Of course, if the civilization consists Low: The ceiling here is about 10 feet tall, low
of an evil race, the characters’ safety is only relativenough to hinder tall creatures but not an issue fof
‘They need not worry about monsters but would doost player character races. The typical dungeon leve
~well to avoid drawing any attention to themselves. has this height, allowing most of the common subte :




¥ ranean creatures to live and flourish here. This optitavel check Creatures with supernatural or spell-li
is a good buffer zone between an average cavern arabdities make a check using the listed caster level of 4
cramped one. their ability or, if none is listed, their hit dice. Magic
Cramped: The ceiling here is 5 feet tall or lower,items must make a check using the caster level neces-
forcing Medium creatures to walk hunched over. ABary to construct them either when they are activated
creatures greater than Small size suffer a —2 circuor-each hour they remain in the dead magic area.
stance penalty to attacks. Furthermore, any creature The level of dead magic in the area determines the
wielding a two-handed weapon suffers an additionBIC of the caster level check. To make a caster level(!
—1 circumstance penalty to attacks, for a —3 penattiieck, roll 1d20 and add your caster level to the result; ;
total.
Squeezed:Tight quarters even for Small charac- Dead Magic Zone Caster Level DC
ters, these caverns are no more than 3 or 4 feet tall. Slight interference 10
Medium creatures suffer a —4 penalty to all attacks and Intermittent lulls 15
. two-handed weapons are impossible to wield. These Weakened magic 20
L areas are little more than cracks in the earth and are Drained magic 25
home to only the tiniest creatures. Still, they often are Heavy interference 30
~heavily populated. After all, the largest and most dan- Dead magic 40
| gerous predators have little chance to hunt within these ' 0 :
realms. Dead magic zones can also apply to spells from:* . i
. Titanic: These caverns reach heights of dozens gecific schools or ones with certain keywords and \1%
hundreds of feet. Entire cities and monster lairs cou@scriptors. In this case, the effect should be tied to the*
be concealed amongst their stalactites far from tbavern's background, history, or terrain features. For. -
light of a torch or lantern. Flying creatures aboungkample, a cavern filled with a churning, underworld
here, swirling through the air to pick off any animalgcean may have a deadening effect on all spells and
or travelers that cross their paths. These caverns aiities with the fire keyword. An area covered with '
some of the largest regions of the underworld, hostia@ ancient necropolis may exert a dead magic zone 1’,
multiple cities and complete civilizations within theiragainst spells with the good subtype.
bounds. Empowered Magic: While some areas hinder
magic, in others arcane and divine power flows like a.”
MARIC raging river. A spellcaster merely needs to reach out to
the firmament around him to unleash potent spells. In &
_ In some regions of the underworld, the flow ofhese regions, all spells automatically gain the benefit
magic is disrupted and altered by the strange effectsoffa metamagic feat of your choice. Spells that already
the earth. Subterranean radiation gives arcane energam the benefits of a metamagic feat use the rules for' /!
strange tinge, and the great weight of rock alters tetacking more than one of those effects on to a spell as
effects of some incantations while leaving othersormal. As a rule of thumb, this effect should be | 7%=
unchanged. restricted to metamagic feats that increase a spell's W’"
Divine and arcane spells are designed to work ¢evel by one or two. 0 N
or near the surface world. The further one travels from Just as with dead magic zones, some areas may bé N
that area, the greater the likelihood that magic workarticularly attuned to different types of spells. Only &
differently. The magic keyword is a handy tool tanagic from certain schools or with an exact keyword -
/\' remind the characters that they are in an alien realon.descriptor gain the benefit of the empowered magic. /
With their spells obeying a seemingly new set of lawégain, this effect should be tied to the cavern’s back-
the characters learn the hard way that assumptions gnound and features. A great realm bisected by a river .“
plans made on the surface world might not apply to tbé lava may be saturated with fiery energy, allowing ')
great, yawning darkness of the deeps. spells with the fire descriptor to gain the benefit of
Standard: The baseline state for magic, spelldlaximize Spell or a similar effect. ()
#7'and abilities work as normal. Wild Magic: In some areas, the flow of magic = =
' Dead Magic: In these areas, a strange magicahnges from a steady stream to an uncontrollable |
aura exerted by the rock and stone snuffs out spetinami. In these caverns, spellcasting is a dangerou :
Perhaps the area is near a great vein of lead that thigsiness. Magic may not work, it may work as normal,
. rupts all magical energy, or an ancient curse woven ibycould produce a powerful effect, or it could run out

WA long forgotten lich or godling forever tore a hole inf control and threaten its would-be master. Most wiz- \:IP

! the flow of magic here. In any case, spellcasters haagls and clerics avoid these areas of wild magic. After .2
., a difficult time using their abilities here. Whenever all, at least an area of dead magic is predictable. 3
caster attempts to use a spell, he must make a caRegions of unstable magic can turn an archmage into L




WILD MAGIC TABLE

Caster Level DC Mishap

-1 or less The caster causes a catastrophic chain reaction. A magical explosion caus-
es 1d6 damage per spell level in a 5-foot per spell level radius around him
and inflicts 1d4 negative levels upon him.

Caster loses control of the spell and takes 1d6 damage per spell level.

Spell backlashes, either targeting the caster if it deals damage or targeting
an enemy if it aids him. Otherwise, the spell fizzles.

Spell fizzles.
15 Spell functions as normal.
20 Spell gains the benefit of the Empower Spell feat.

“a humble apprentice and vice versa. granite.
When a character attempts to use a spell in an area The plants keyword serves as a scale for how
of wild magic, he must make a caster level check withuch plant life exists in a cavern. New mundane

* a penalty equal to twice the level of the spell helants and advice on underworld ecology are described

o attempts to use. Determine the result by referring ito chapter 2.

~ the Wild Magic Table. The maximum DC he equals or Bare: In some caverns, plant life is almost whol-

““exceeds determines the effect of his spell. For exatp-unknown. A few scattered clumps of lichen and {

 ple, a 9th-level sorcerer attempting to use a 3rd-lewaushrooms may grow here and there, but otherW|s
spell would roll 1d20, add 9 for his level, and subtrattis place is a desolate wasteland. Animals and othef

<=6 (2 times 3) for the spell's level. creatures may still survive by hunting in other regions, 4

- Alternatively, you can introduce an even greatdut this cavern is largely free of plants and the herb el
““level of uncertainty into spellcasting by forcing eactiores that graze on them. ;‘h
spellcaster to make a Spellcraft check (DC 15 + twice Cultivated: At one time, plants may have grown

the spell’'s level) to successfully cast a spell. On a fadut of control here or this cavern may have been a des-
ure, treat the spell as if the caster used up to three difate wasteland. In either case, a civilized race hasi
ferent spells whose total level equals the spell’s origisrned this cavern into a prosperous farmland. Ca

nal level. For example, a 9th-level spell that runs wilidily tended mushroom groves and fields domina _
generates up to three spells whose total level equalsrich of the area. Other species may simply tend

* - These spells have an equal chance to manifest in sdalect natural plant life. For example, a tribes

I a way that they help the party or hinder them. troglodytes could cull dangerous or poisonous plé
1 As with the other effects listed under this keyfrom a mushroom patch, leaving behind only tho
" word, wild magic can be customized to affect onlgpecies that are useful to them.
spells of a certain schools or with specific keywords Scattered: Plants and fungi grow throughout th
and descriptors. area, but a lack of nutrients or an overabundance 0
animals keeps them from growing out of control. The
PLANTS underworld equivalent of plains or grasslands, patche y

_ In order for an underworld ecology to make anpunctuated by small stands of tall mushrooms ang
sort of sense, plant life should be available for hertihick plant life.

vores, humanoids, and other creatures to feed upon. Verdant: Mushrooms and plants dominate th

‘1. Mushrooms and other life forms adapted to the daglvern. Much like a rain forest or thick jungle, mush

are ideal candidates for what passes as plant life. Giggems and underworld plants stand close together in

' forests of mushrooms could dominate a cavern, forihick, difficult-to-navigate forest. Animals may be
ing a realm that is both familiar and utterly alien. Acommon here, as the plants provide a ready source of
this is a fantasy game, other sorts of plants could flod@od, but the mushroom forest is the dominant life

\ ishin the depths. Perhaps a species of fern or tree fetedg1. Shambling mounds and other plant monsters are
\\ off of darkness just as real world plants sustain the@emmon here and may rule the food chain, while
selves on light, allowing the underworld to become gimall, isolated outposts of civilization seek to carve
verdant realm of subterranean rain forests. Othewt a foothold against the seemingly endless t|de 0
plants could draw sustenance from the rock itself¢getation :

~leaching minerals and water from even the toughest




3 ‘areas where it is less strong, are not obvious to the c
* al observer. In these places, the effects of exposure

| =2 = 4ty ) = = = el e,

RADIATION is a 50% chance that each néw mutation will be majo o
areas of extreme concentration, the DC can be increased, !

The deep gloom of the underdark is sometimes b@nd checks may be required as often as once a day. Noth- 7 -

ken by a pale yellow light. This is the energy of radiatiof!d ives in su<.:h areas.
a common bane of the underdark. Radiation is a natural- Mutations: There are several ways for a character to

ly occurring byproduct of proximity to the earth’s Core(,jevelop mutations. Aside from proximity to radiation

. . A
and as one ventures ever deeper in the underdarkV§!S; he may make use of a radioactive focus (see the |
becomes more prevalent and more powerful. Radioactive Caster feat, page 50) or be a radiomancer.}

In most creatures, underdark radiation causes mufaioom barbarians automatically have at least one minot iy
tions and ultimately death. Thus, it is avoided Whenevg}mat'op due to the areas they live in. v
possible. The places where it is worst — known as radia- Major mutations are more . rare. Except throughgiay .
tion wells — are visibly distinguished by the pale yeIIoﬁXtreme exposure or the radiomancer class, they are not ’
light that emanates from them, as well as the twisted life'en seen. . '

“that inhabits such areas. But other sources, especiall?/ﬁ A character who suffers a mutation must roll Brglie

les on the following pages to determine the effect:
gst mutations have some sort of beneficial effect, at <~
S

“not become apparent for generations, until the bmhsg‘ t insofar as the creatures that mutate negatively tend to _

{umultiple deformed offspring make the presence of radi 1e quickly, S0 only the beneficial effepts survive_To Males M. B
YKion unavoidable things more interesting, you can assign a 25% chance that ! @ ,
. any mutation will be harmful rather than beneficial, and &% ' J ¢

Despite its dangerous side effects, underdark raOIIrae'verse the effect on the table to account for it.

e
. . e Rt A
s actuall_y sought out by a number of magic USETS. These tables are designed for humanoids. The GM ’,*,\ -
The energy it produces can be harnessed for mag|c)ﬁl e

fects by those who otherwise could not cast spells.> ould adapt the results for other kinds of creatures.
etiects by . - P "Using these tables (or similar effects) on traditional mon-
spemal type of underdark wizard, the radlomancer., USKrs is a great way to produce unique underdark crea- g/
Lhelz;r?ergy to cast spells, thought at great cost to his °¥¥1Pes, modified by the strange radiation of their home.
The effects of radiation exposure can be contained
by lead. A suit of lead armor renders the wearer immune TERRAIN

to radiation. Radioactive rocks can be kept in lead vials to While it may seem obvious to include some interest-

avoid causing injury to the owner. ing terrain features in a cavern, sometimes it is all too”

1 Low Radiation: Areas of low radiation are markedeasy to allow the grandeur of an underworld Setting o W

_,by a pale white glow that is barely distinguishable amidg{,erwhelm some simple but interesting details that can

) the pitch black gloom. It's impossible to pinpoint theying a cavern to life. Just as the typical wilderness can

exact source. Characters unfamiliar with underdark raglsature mountains, valleys, hills, and cliffs, so too can a

ation may think the effect is magical. These areas caygf/ern's floor be marked with a wide range of terrain fea-

no mutations. tures. A river may flow through a cavern, while another
Moderate Radiation: Areas of moderate radiationone may feature a 45 degree slope that runs east to west/ .

glow visibly. The light is soft white with a faint yellow throughout the entire area. Caves are anything but flat, W

tint. Creatures that have lived in the area for a long tindggular, and easy to navigate, even the titanic caverns in & 9"”/ NN

will have unusual traits and minor mutations. Prolongeafle deepest regions of the world. ¥ NG NN

exposure to moderate radiation causes mutations in most Unlike the other keywords, it is easy to apply a wide. 7,

creatures. This has happened to the gloom barbarigagiety of terrain effects to a single cavern without turn- ¢~

- over the many generations they have been forced to sggkit into a mishmash of different areas and styles. You'

/! protection in the most unwanted underdark realms. Regin map out a cavern and insert rivers, slopes, peaks, and

dents must make a Fort save (DC 10) each month or siileys to give it a distinct feel and provide a wide range

fer temporary loss of 1 point of Constitution and one pegf obstacles for the party to traverse. R\

manent minor mutation (see table on following page). Caves:The more passages that lead into and out of !

The Con loss does not heal until the afflicted creatureds cavern, the more likely it is that creatures and’»

_removed from the source of the radiation. humanoids migrate into the area and set up lairs there. .y

' Radiation Wells: Radiation wells are the areas ofOther caves may simply offer shelter within the rock, .'

most extreme radiation. Short-term exposure to a radfarming a series of chambers or even a solitary room for

tion well can cause rapid mutation. Few creatures lian orc tribe or a purple worm. Caves can appear almost"

around the radiation well, and those that do are distortedywhere within the rock. Some might open on the cav- "

and twisted. Characters who ignore the warnings of theim floor, requiring additional walls and structures to

4

* radiation will mutate quickly, often within days. Resior ceiling. An orc army could build towers wrought from -
dents must make a Fort save (DC 20) each week or suffershroom stalks to reach the upper caves, giving them an
a minor mutation and 1 point of permanent Constitutiagasily defensible position and an excellent view of their- %
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Roll (d20)

Roll (d20)

MINOR MUTATION TRBLE

Result

Long legs. +5 ft. speed.

Long arms. +5 ft. reach.

Extra or multifaceted eyes. Cannot be flanked.

Natural claws. Gain claw attack that does 1d4 damage.

Enlarged nose. Gain scent ability as a monster (see MM).

Scaled or heavily furred. Gain +1 natural armor bonus to AC.

Toxic breath. Can make unarmed touch attack to breathe on enemy’s face, provoking
an attack of opportunity. Success forces Fort save (DC 10) or target is poisoned (inhala-
tion, primary damage 1d6 Strength, secondary damage 1d6 Strength).

Spines. Grappling attempts, whether successful or not, automatically cause 1d3 dam-
age; attacking grapplers or swallowers also take damage.

Extra arm and leg joints. +2 competence bonus to Escape Artist and grapple checks.
Feathers. Hard to hold on to. +2 competence bonus to grapple checks.

Sonic clicks, like a bat. Gain blindsight to a range of 30 feet.

Corpulence. Body bulks up considerably; massive muscle growth (but lots of fat, too).
Weight doubles, speed drops by one category (30 ft. -> 20 ft. -> 15 ft.), -2 Dexterity, +4
Strength.

Elastic. Bones become elastic and flexible. +2 Dexterity, +4 bonus to Escape Artist
checks (in addition to bonus from higher Dex).

Third eye. A third eye appears in the character’s forehead, like that of a cyclops. Gains
low-light vision, darkvision, and infravision, +2 to Spot checks.

Facial melt. Facial features melt and distort beyond recognition. Ability to speak is
affected. —4 penalty to Charisma.

Inkwell. Body is altered to absorb light as sustenance. No longer needs food (but still
needs water). Must absorb light for 2 hours each day. Light literally flows toward the
character; when he enters the range of a torch or other light source, the flame will tilt
toward him.

Gills. Can breathe underwater. Retains lungs as well; effectively amphibious.

Shrinks. Character’s body atrophies rapidly, reducing him by one size category. —2

penalty to Strength, speed drops to next lowest category (30 ft. -> 20 ft. -> 15 ft.), weight |58

drops by 50%, becomes one size smaller (with all associated benefits and penalties).
Cranial fortress. Shards of crystalline growth appear around the crown of the head. +2
bonus to Will saves.

Roll again twice.

MAJOR MUTATION TRBLE

Result

Foot-long eyestalks. Eyes are independently mobile. They can look over walls and
around corners like a periscope.

Extreme muscle growth. Character’s body becomes literally choked with muscles. +6
Strength, -4 Dexterity.

Tentacles. Character’s arms morph into long, sinuous tentacles. He retains his fingers
and hands, but now receives a +4 competence bonus to grappling attempts because it
is hard to pin him and he can easily wrap around enemies.

Insectoid transformation. The character develops a chitinous shell, buglike hairs, and a
buglike face. He gains +2 Dexterity, —2 Intelligence, and —2 Charisma.

Long neck. The character’s next can be extended up to five times its normal length.
Slimy residue. The character oozes slime like a slug. He leaves a trail behind him. The slime
causes mild paralysis to other creatures (Fort save, DC 10, or paralysis for 1d10 minutes).
The trail of slime remains "wet" for 1 hour and causes paralysis as long as it is wet.
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MAJOR MUTATION TRBLE (CONTINUED)

Roll (d20) Result

7

10

|1 11

12

13
14

15

16

17

18

19

Goat horns. The character grows large, curved horns from the side of his head. He
gains a gore attack at his lowest base attack bonus (damage 1d6 + Strength bonus,
double damage on a charge). This does not provoke an attack of opportunity.

Wings. The character grows wings. He gains a flying speed at half his normal speed,
with maneuverability poor. He may expend skill points to improve his maneuverability at
the rate of 4 points per incremental improvement.

Beak. The character’s face transforms into a massive beak. He gains a bite attack at
his lowest base attack bonus (damage 1d8 + Strength bonus); does not provoke an
attack of opportunity.

Grotesque plastique. Flesh reshapes itself over the entire body. Random lumps appear;
proportions are distorted; bizarre growths take hold. —2 penalty to Str, Dex, and Cha.

Slithertongue. Tongue can extend up to 10 feet and make a lashing attack, similar to a
frog’s. Speech becomes slurred as a result. —2 Charisma, can use tongue to make lash
attack (10 ft. reach, damage 1d4, provokes attack of opportunity) or to wield a small
weapon (10 ft. reach).

Pyrokinesis. Can utilize radioactive energy to focus fire (but not create it). When near a
fire, can extinguish it or cause it to flare up with a standard action requiring no concen-
tration. A hand-held torch can be made to cause 1d6 fire damage to the bearer (Reflex
save, DC 15, or catch on fire and suffer additional 1d6 per round until successful save).
Can double the size of fires with each use: from torch to 5 ft. square, to 5 ft. by 10 ft.
square, to 10 ft. by 10 ft. square, and so on.

Shapechanger. Can change shape as the spell polymorph (range of self only) 1/day.
Cancer-thrower. Character is overcome with cancerous energy. Each morning he suf-
fers 1d4 hp damage from high-level cancers. This heals naturally, and he also gains the
ability to focus the radioactive energy in his body to cause harm to enemies. Once per
day he can make a ranged touch attack to launch a radioactive beam at an enemy. If
successful, this attack deals 3d4 damage with a threat range of 15-20. This attack only
affects living creatures that could potentially get cancer.

Halflife virus. Character suffers no mutations but is a living, walking vehicle for focusing
radiation and causing mutations in others. All living creatures that come within 10 feet
must make a Fort save (DC 10) or suffer a minor mutation. If constant contact is main-
tained, this save is made a maximum of once per week.

Spell magnet. Magical energy is absorbed by the character. Spells cast within a 30 ft.
range flow toward him rather than their intended target; caster must make a caster level
check with each spell (DC 15) or they affect the character. Magic items within this area
must make a Will save (DC 15) for every week of exposure or their magical energy is
drained and absorbed by the character. Character effectively stockpiles magical ener-
gy, whether from magic items or from minute ambient sources. Any spells cast by the
character are not affected, and are cast at +2 caster level.

Lightgiver. Character radiates a pale yellow light that can be seen from long distances.
Can cast light or darkness at will as a 20th level caster.

Massive tusks. Character gains a gore attack that does 1d12 damage (plus Strength
modifiers), double when set against a charge; does not provoke attack of opportunity.

Energy drain. The character’s metabolism is increased one hundredfold, so much that
food alone cannot sustain him. He gains an energy drain attack and must drain at least
one level a day or lose 1 point of temporary Con (which only begin to heal when he has
succeeded in an energy drain). Unarmed touch attacks made by the character drain 1
level from the target but provoke an attack of opportunity. A Will save negates (DC 10
+ character level + Charisma modifier).

Roll again twice.
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allowing the orcs the option to retreat to their fortifica- YOLCANIC
tions or march out to attack.

Lakes: A single lake or, if the cavern is big enough  Nestled deep within the world’s crust, the underd
or offers underwater connections to other regions of tBgmetimes expands into volcanic ducts, lava rivers,.
underworld, a subterranean ocean, would draw a tremggher elements relating to volcanoes. Entire underdarg
dous number of animals, humanoids, and monsters t@fyerns can be filled with lava, with small, |solate
cavern. Fresh water, fish, seaweed, and other reaginds of rock supporting creatures such as azers, fage
sources of food are an important resource in any envirgflementals, and salamanders. The volcanic keywgl
ment. Aside from the obvious difficulty in crossing &jlows you to add some lava features to a cavern, boost &
large body of water, a lake should play host to one @fmperatures to a tropical level, or even transform it intes

7 more humanoid settlements and a wide variety of plat§f ocean of lava. Lava deals 2d6 damage per round (@
| /and animals that rely on it for sustenance. Don't forggfrect exposure, with no saving throw allowed to reduce
“ about the kraken, sahuagin, and other aquatic monsigf§ damage. Creatures in close proximity of lava, withirt S
hat would undoubtedly survive in the murky depths. 100 ft. or so, are exposed to temperatures that reach abovy !U '
. Pits: Sinkholes, burrowing creatures, and even maggge F. Consult the core d20 books for rules on extreme
_sive rocks falling from a cavern ceiling can produce hugfat environments. E
“ holes in the cave’s floor. These areas are ideal lairs for Eruptions: A small mountain or unstable patch of ‘-.,
monsters, especially beasts and animals that prefer to }gigk houses a lava vent that, over time, builds up enough
in caves. Dwarves and goblins may establish mines Witheat and pressure to trigger a violent eruption. Each day
in deep pits, using a natural opening to gain easier accgsshe cavern, there is a 1% chance that an eruption
" to veins of ore. In some areas, a series of deep, wide gigsurs. In the event of an eruption, the cavern is bom-
. can function as a valley, forcing the characters to clinfarded with stones and molten rock. All creatures within
4 down in order to continue their travels. These areas gfeyffer 8d6 fire damage, with a Reflex save (DC 15) }
natural spots for predators and other animals to gath@fsulting in half damage. A stream of lava flows from the
- though intelligent creatures should normally prefer highsyption site in a random direction at 1d100 feet per Y
er ground unless they are skilled in mining and diggingminute, halting when it finally reaches the edge of the(g
— Rises:Just as the ground can rise and fall on the siayern. This flow continues for 2d4 hours. During this
--face, so too are cavern floors rarely flat, empty field§me period, the temperature in the cavern reaches 100°
Rises can take a variety of forms, from a gentle slopgyerns with this trait should support little life unless tH@WR
leading up to a plateau to a sharp, jagged cliff that ov@luptions are much rarer, perhaps occurring with a
looks a deep pit within a cavern. Underworlders may UgRance per month or year. Otherwise, only creatures
these features as defensive fortifications. A settleme&tyapted to the heat or tough enough to survive an et '
~perched atop a cliff has one less direction to defefign could persist here for long.
against attack, while high ground offers a good spot from Ejow: A river of lava flows through the caverny;
which a settlement can command the surrounding areastone arches may cross it at one or more points, whil
Rivers: Life needs water to survive. Just as thgreatures could build cities on or beside it. The lava flo@
‘-._ ancient Egyptlans built their civilization on the banks qxlorks much like a r|ver though it offers far less in te =
— the Nile, so too would underworlders be attracted toq resources. A civilization could use it as an |mporta
. river as an ideal place to build a town or city. The rivefefensive line against invaders, or the flow might serve 3
offers an easy, quick route for travel, fish and other fooghe spawning pool for fire elementals and other inva
stuffs, and a ready supply of potable water. A river cgfbm the plane of fire. For the characters, the flow ma
also form a daunting obstacle to travel, as most Iow-Ie\@Ipresent a daunting obstacle to their progress.
parties lack the spells and magic items necessary to easi- Fiooded: The entire cavern is a virtual ocean of lava.
ly ford one. A natural arch of stone could form a convenRepeated eruptions or the collapse of a cavern wall that
5| ient bridge, but such a common route of travel woulghce shielded the area from lava resulted in a great floo
g either be guarded by humanoids who seek to defend thgfilnolten rock. The cavern’s inner areas are filled with &
homelands or extract a toll, or be watched by viciouga of lava that rises and falls in waves much like &
predators eager for an easy meal. watery ocean. Small islands of rock that rise above
L. While ariver can be a boon, it can also be a dang@iagma can support small settlements of creatures that
ous force. A river that floods in the underworld coulql,atura"y adapted to the heat or who use magic to sustaf
| sweep away an entire civilization, smashing its spires figemselves. Azers, fire giants, salamanders, red dragons,
pieces and dragging them deeper down into the earthafq other creatures at home in fiery environments make
river can be a convenient passage to a distant area oftir |airs here, while gateways to the plane of fire allow
. underworld, but a single waterfall or tight passage c@fementals and efreet to gather within this cavern. The
\ prevent the party from using it to return home. temperature in this cavern reaches over 140° F, while the 3
adjacent passages and caverns are all warmer than normal §
as hot air filters from this place to the surroundingf}| (G
regions. A cavern with this trait could serve as the staging i
ground for an invasion from the plane of fire or it cotld 3




be a jumping off point to a series of planar adventures.
Geysers:A combination of lava and water make this puggnsgg: "'E CDNNECHNG NECEG
cavern a dangerous place. Super-heated mud, geysers of
hot water, and other threats can swallow up an entire
party of explorers. Each hour the characters spend travel- While caverns may be where most of the action takes ,
ing here there is a 5% chance that the party stumbRace, without long, looping passages between them your

"~ across a water geyser or patch of boiling mud. Each cheapderdark adventures would be limited in size and scope.

; "acter in the party may make a Survival check (DC 20) Rassages do not demand anywhere near the level of detail

' notice the hidden threat posed by the geysers. If no on@inwork as caverns, but it is worth examining them and
the party succeeds at this check, the characters must ni&&aps giving them a few unique traits to help flesh out |
Reflex saves (DC 20) or suffer 6d6 points of damagbe underdark you design. The travels the PCs take to '
from a blast of hot water that erupts from the grounifurney across the underdark can be just as interesting_
Alternatively, the characters stumble into a patch of boRnd exciting as battling monsters or visiting new civiliza-,
ing mud. The characters must make Reflex saves (DC 1i§)s. =
to avoid tumbling into it. On a failed save, a character When creating passages between the caverns youi A
falls into the mud and is trapped. He takes 2d6 fire daghesigned, consider adding elements to them that hint & l&
age per round and must make a Strength check (DC 1183 terrain that lies ahead. For example, a passage leadin

" to escape. to a cavern dominated by a great, underworld ocean,.,

._ Heat: The cavern is much hotter than normal. Lavenight be wet and damp, with moisture dripping from the /.
may flow in channels just beneath the rock of the caver§giling and thick mud covering the floor. These elements -1
walls, floor, and ceiling, heating the air to temperaturd¥lp grant the underdark a sense of realism, as new terrain {
above 100° F. While there is little chance of an eruptidfatures do not merely appear out of thin air. They also |
or other immediate danger, the passages leading from &l some minor but important details to the terrain that
place could head into regions flooded with magma or s&glp bring the environment to life.

".urated with boiling mud and other dangers. Use the stan- One aspect of underdark passages to consider is their. .
dard d20 rules for exposure to extreme heat while tResition within a cavern. Don't fall into the trap of think- © &
characters remain within this area. ing only in two dimensions. A passageway can open at a \%

point halfway up the cavern’s walls or it could lead to a .
shaft that drops straight down into a cavern’s ceiling, giv-'

ing the PCs a whole new obstacle to overcome in order to 'fln
continue their travels. Other passages could slope upward: ‘o 4
and open to a cavern’s floor or lead into a shatft or pit. You'

can add a variety of passages to a cavern arrayed in differ=¥_3
ent positions throughout its walls, though don’t overdo it." .

4
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If the cavern is frequently traveled by humanoid speciesysly, these creatures should be more than
there should be convenient passages located within itasralogs to ordinary animals. Herds of cows and ch
some handy mechanism, such as stairs carved into ¢éims wandering through the great caverns of the
rock, to allow access to the pathways leading through @arth may be logical from an ecological point of vieW=S
but they don’t do much to inspire wonder and awe in the
I"E Ecuu]sg UF 'mc UNDCRWU“LU players or their characters. A variety of relatively mu
dane plants and animals that thrive in the underwo
have already been described. Be aware that in ordert
creatures to survive there must be a clear progressiol
Just like any wilderness area, an underworld cavespecies in a food chain. Plants can live on mineralsg
needs at least a semblance of a functioning ecosystgter, or perhaps even darkness itself just as surfacs
' /Creatures need water, food, and shelter in order to Spfants live on daylight. Remember, this is a fantasyd
/" vive. While on some levels these factors may not havgy@rld where you can break or tweak biology an Ak
direct bearing on your game, they help to flesh out hqyhysics as you see fit. Plant-eating creatures feed off théqgi |/
“ the underworld functions, give the underworld settingghderworld vegetation and are in turn hunted by preda Er
Sense Of rea“sm that he|pS breathe I|fe |nt0 |t and mﬁjf's CIVI|IZ€d creatures may |n turn tend herds Of the

“_inspire some additional details and background that yplant-eaters, cultivate fungi, and raise predators as i
may have otherwise overlooked. This section discuss@sards and hunting beasts.

how to construct underworld ecologies that, while not
realistic (after all, this is a fantasy game set in a world of

. spells and dragons), have a healthy enough veneer of PLANIS

' realism to avoid ruining the players’ suspension of dis-

' belief. Creating an ecology prompts you to add some Plants are a renewable resource. On the surfacg
more detail and background information to your undeyorld, they survive on sunlight, rain, and nutrients in the (3 t

.\ world that can make it a richer, deeper adventuring engPil: @ll of which are enduring, renewable resources.
ronment that has a unique flavor compared to dungedfiUs year after year, plants grow and flourish with the/g
wilderness, or city-based adventures. seasons in great enough numbers to support many plany

. Every cavern that supports life needs a few detaft@ting creatures. If you want a cavern to hold a wide var

\ to explain why or how creatures can live there. F&Y Of creatures, you need a solid base of plants to §f "',"- ;
\example, a city of drow could not survive in an utter/©rt them. You can stock a cavern with mushroo
bare region that lacks plants, water, or wild animalt2rests, massive growths of cave vines, and other forms
Logically, the drow need some sort of food and water gf vegetation that not only provide a logical source of &
sustain their civilization. The first thing to consider is affd Pbut also create an alien, wondrous atmosphere LAy

“ecology path for the region. Like a food chain, the ecofour underworld adventures. ‘>’ ;?

" ogy path maps out the relationships between different
. -species and how they feed off one another. ANIMALS

; First, you need to decide how the creatures within a

¢ cavern find water. Springs, small streams and ponds, and In addition to the many species of plants found -.

" other sources of potable water should be enough to st underworld, a wide variety of animals roam the grea U
port most caverns. The larger the cavern, the mataverns of the deep. When designing a cavern’'s eco
sources of water there should be available. Don't wortgm, animals fall into two basic categories: carnivoreg
about computing the exact volume of water a given popad herbivores. Herbivores live off plants, fungi, and
ulation of creatures need. Instead, just be sure to adohass. Like cattle or buffalo, they tend to gather in herds
few places on your map where water is available. Yand can be domesticated and raised for their hides and
can also make water an issue for underworld exploremeat. Carnivores are meat-eating hunters. They pursue

» Perhaps in some caverns water is scarce, forcing the P€gbivorous creatures and almost anything else t

. to spend time seeking out fresh supplies and leadingctosses their paths. If hungry enough, a carnivore
battles with orcs, goblins, and other monsters that jeaktack a party of adventurers. Herbivores need sufficie
ously guard their supplies. The characters might evpfant life to sustain them, while carnivores rely on hav
~ have to pay exorbitant amounts of gold to a band of deigg enough prey to feast upon. While some animals
“dwarf merchants who sell water they collect from stake out a territory and rarely move, most can wander
spring within their fortress. from cavern to cavern in search of sufficient food

Once you have decided how the cavern meets igsources. Rather than design an ecosystem for a single
inhabitants’ water needs, consider the relationshii@vern, you can construct a web of relationships that

\, between different species within the area. Predatdmyolve two or more locations within the undervvorld.
need herbivores to prey upon, while herbivores neéuliring certain times of the year, the passages and cav
‘plant life to sustain them. In the underworld, therketween the great caverns can be choked with herds

“should be the same variety of mundane plants and attieatures making their regular migration to fresh feedrn
mals that you would find in the surface realms. Obv@rounds. :
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In some regions of the underdark, a specific tyf
of monster can come to dominate the ecosyste
Through competition, environmental factors that favq
their development, or some other means, a few gro
or a class of monsters are much more common t 2]
normal. These creature themes can help give a regiasd
a specific flavor and provide a change of pace from t
other underdark areas you designed.

Land of the Dead:A region could be dominated
by ghouls, zombies, and other undead creatures.

X .energy, causing the dead to rise and drawing undg
. monsters from across the underdark to it. Undead v
4 sions of animals and beasts could stalk forests of r
- ting mushrooms infested with lice and vermin. A
| ‘region infested with undead provides the perfect qug
for a cleric or paladin, as the living dead encroach
-nearby regions and begin to threaten the surface woly
Lost Worlds: Dinosaurs reign supreme in thesg
regions, with the aid of either an environmental fact§
that provides light and warmth for them or their deve
opment of darkvision or similar abilities. These cav-
erns could be leftover regions from a prehistoric era or EUNQEQUENCEQ m: mﬂﬂlﬂ
simply an isolated realm where lush vegetation grows
in the heat and light of a magical source. Dire animals, .
dinosaurs, and other creatures from the real world’s N & fantasy world, itis natural to assume that magic
past are all at home here. Ancient ruins from a civplays at least some role in a region's ecosystem. With ,
 lization that once tamed and used the dinosaurs fitGl§"cS and druids capable of producing food from thin
" as a perfect venue for dungeon adventures or rolepl{f-2nd creating gallons of potable water from a tiny sup-

g encouners it e ow degeneratesuvors Y% 1= PSS bt s cndeor et couy
Planar Zones: Within the underdark, magic . . y . g . .
. . . fine line between using enough magic to inject wonder
sometimes functions differently than on the surface, : L
. . . : and mystery into your world and employing it so often
As magic accretes in an area, it can cause rifts that

allow creatures from a specific planar realm to enttor explain everything that it becomes tired and dull. ~
pecinc p fhen you use magic to explain something or build your !
the underdark. Demons, devils, elementals, and ot -

cgrld, be sure that it does not exist in a vacuum as a;

beings can use this area as a beachhead to establigh @ o machina, Rather, it should take an active, living R
kingdom or staging area for sorties into the materi le within the world and its development. .

world. A surface world forest could be the victim of  pomember that within the confines of society, ?‘

several wild fires when a band of azers visits it from,agic is a tool that answers to a select group of masters.

/\l their new subterranean home. An evil water elemenigh sqciety flourishes because its clerics produce food:”
and his minions could conspire to flood a nearby caynq water with spells, those clerics should wield tremen-' |}
ern in order to expand their domain. Demons and deysus influence over all aspects of life. Those spellcast- ' |& "
ils pose an obvious threat, while celestials coulgts literally hold the power of life and death in their | |
become valued allies for the good-aligned underdafiinds. If the gods or their high priests are displeased.
civilizations. These caverns should have keywokglith the course of civilization, they can simply hold / 5

/¥ traits that fit with their planar visitors. A region takerback their spells and force things to develop as they '

- over by fire elementals may feature rivers of magmsire. In such a situation, chances are that the govern=
and regular volcanic eruptions as the planar energmeent is a theocracy. Over time, it is natural for the cler- Q_
warp and disturb the cavern’s physical properties. ics to rise to positions of power. Unless a competing fac- *

tion can find another source of food, sooner or later they
must accede to the clerics’ wishes or face starvation. By

a similar token, a culture that relies on magic items to.
create food should be led by those who control those
items or have the skill and magical talent to produce " %




/ Cultures founded on the magical talents of a selevils, and other bizarre creatures that have no need|d
group face a very real risk of falling into barbarism anfbod or water. Present the underworld as a place of darks
“ruin. A revolt against the ruling cabal’'s power coulaiess and horror where impossibilities that seek to esca 2R
" quickly destroy their ability to create food and in turthe sun’s cleansing rays can hide for an eternity. The fe E {
~cast the civilization into ruins. With the power to createivilizations found in the underworld are tiny, degener- Er
- food focused in such a small group rather than scattestd, inbred, and teetering on the edge of ruin. Madnessy
“over miles of fields and hundreds of farmers, a few kend obscene occult practices run rampant, as the fewf/ g
losses could topple society. For example, the charactegmaining survivors desperately seek any hope of pre-
might strike at a dark elf temple, slaying the evil clericserving themselves. Food and water are valued far more
¢ within. If the drow relied on their clerics to create foodthan simple trifles such as gold, silver, and mithral.
the survivors could either descend into barbarism Bather than a wondrous realm of alien vistas and
“martial their forces to lead a campaign of conquesaroque, elaborate civilizations the underworld resem-
~against a neighboring svirfneblin realm to seize thdites the remnants of a land destroyed by a great cata
crops, food stores, and supplies. In the fragile underephe.
—world, the characters’ actions can have repercussions far
beyond their immediate goals.

Magic can also produce plants and animals special- DE]”".Q; Dclml_g' ﬂclml_g

‘ly adapted to the underworld. Many of the examples
| above use this device to build tools capable of explain-
ing how the underworld can sustain life. If magic can
produce eight-headed lizards and dragons capablegf
flying and blasting their enemies with gouts of flamg,
and acid, it stands to reason that a plant could use mgg

ical processes to derive sustenance from gravity. Thisgis

»
4
9

Before constructing an elaborate chart that maps__
exactly how every last individual orc in an und $ S
d cavern eats, drinks, and sleeps, remember thaf #5¢

ly details you need to create are those that havg I

e ect bearing on events in your game. Don’t work yo{jfss
probably the best way to employ magic, since the arcaggs ragged trying to construct an ironclad ecosys

processes behind the creatures are essentially hidgen ~ould stand up to a college professor’s analvel
~from the players. The characters encounter a strar]%tasy games are about adventure, discovery, and-fé
- new form of life that seems to grow and prosper in way§,e details you create for an underworld ecosySte
they cannot understand, giving the underworld &,5u1d serve to help you support those themes. G
strange, alien feel that distinguishes it from the mundang, e want the players to feel that the world you ha
world of forests, deserts, and swamps. constructed makes no sense. Things can appear that
Some GMs prefer to run games that feature as litfler a time, but if there is no possible explanation for how
magic as possible. This preference may cause sothe world works they have a hard time accepting the|;
problems if you fall into that category but still want tggame world. Some players care little for such details,
run adventures set in the underworld. The concept while others thrive on them. Think about how your play;
giant caverns supporting anything more than the simrs have approached your games in the past. If t
plest forms of life is scientifically implausible. Realisti-expect a lot of realism, be sure to place a logical, cof
\ cally, any caves deep in the earth would have difficuljive ecology into the underworld. On the other han
| supporting more than a few patches of fungus apthyers that care only for high adventure and a good
~worms. Of course, since people can't cast spells agklallenge don't need the same level of detail. Fleshing
dragons don't exist, some level of magic is to be expeett the ecology is more an exercise for your own bene-
ed in a fantasy game. However, in a gritty, low-magifit in creating a unique environment for your adventures.
\ world the underworld can still be an important part dfocus instead on strange plants and monsters that can
\ the campaign without ruining the distinct flavor yowerve as obstacles or opponents in your adventures. If
want to establish in your game. Use the keywords abawe players are too busy blasting the drow to care ho " :
‘to create bare, dead caverns where little beyond masggy find food and shelter, you don't need to spend u‘;-‘
“rats, and worms can thrive. The monsters found in sugiuch time addressing that issue. ;
~places could be constructs, undead horrors, demons,




i, choices and actions the characters undertake.

&  these races on your map, assigning them territory bas!

=)
=
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ALIEN LANDS: CIVILIZATIONS OF THE UNDERWOAL

With the basic geography and ecology of thmost territory is not always the most successful. Pow-
underworld mapped out and designed, you now neexdul creatures may exist in too few numbers to stake a
to consider the civilizations that make their homedaim to large tracts of cavern space. Instead, these
there. If you used the keywords to help describe theeatures may dominate more numerous groups viay!
various caverns you mapped, you should already haslavery or they may be content with a small but easily:,
a good idea of where the intelligent creatures of tliefended enclave near an important trade route, water-!

realms below have established their cities and otheay, or source of food. Most humanoid species, such ' _

outposts. This section gives guidelines and ideas as drow and derro, should feature a close tie between™

how to design underworld civilizations that have their power and influence and the size and desirability.

unique, alien feel. It stands to reason that creatuisthe territory they control. A drow empire may lay

: who live and die deep within the earth would develoglaim to dozens of caverns, each with fertile mushroom ¥/

1 cultures very different than those found on the surfat@ests, lakes and underworld seas, and heavily forti-

~world. Part of the appeal of the underworld lies in ifsed passages leading out to their borderlands. A dwin-

|\ strange, fantastic nature. With the characters venturidigng settlement of troglodytes could cling to a single, ¢

to act as emissaries from the surface. race in mind as you allocate their holdings.
In the dangerous world of the underdeep, the char-

acters need all the allies they can find. Presenting the

intelligent humanoids they encounter as truly foreign CONSTRUCTING CIVILIZATIONS

helps make that goal much more challenging.

The nations and peoples of the underdark have the'

same potential to build complex, rich civilizations as

GTAKING OUT TERRITORY those who dwell on the surface. While to a visitor from
The first step to designing civilizations is Iocatinthe surface these realms may seem wondrous-ens
P gning %trange, they developed in much the same manner as

them on your map. In the previous steps of the des%ne realms above

process, you sketched out a map and, via the key- Similar to the cavern construction system, this

] woro_ls_, _|de_nt|f|ed different caverns that hold Ompos?echon presents a series of keywords that cover each
/of civilization. Take a moment to focus on thosée LT -

) : Important aspect of a civilization: crime, military, eco-
regions and think about the races and groups that con-

i f ratings, from mundane to bizarre, that allow .
stretches of the subterranean realms? Do a host 0¥ es 0 gs, o undane to k

: . to create anything from a truly strange, utterly
smaller kingdoms struggle for dominance? Are the fe)c\(/)u o create anything from a tuly strange sl 2/

.. .. . incomprehensible civilization t roup that functions /%
civilizations of the underdark too distant to have anM omprehensible c on fo & group that functions

meaningful interactions? As usual, focus your eneréyorl
on the areas that have a direct bearing on your current

adventures or campaign. You might want to sketch out

'\ some basic inforrr?ati?)n on the?r history and back- ARCHITECTURE
ground with a focus on how they interact with the cul-

tures you want to develop in more depth. Remember,
don’t make yourself do more work than is necessa
Things change as a campaign develops and you'll
happy to have the room necessary to adjust to

While this category may not seem important, it -1}
n play a critical role in developing a civilization.
er all, architecture and design sets the table for how, |
e characters view a society. The first thing they may. -

jldings, and temples. You can play on the players’

pectations and assumptions by tailoring an area’s
gchitecture. If the characters find a group that builds

same sort of castles and towns they live in on the™?
face world, they’re more likely to expect friendly v,

on how important and prosperous they are in the undgphatmenltdlor ?tl Ieastdf?jmllyar rs1u|rrour_1df|ngs. tﬁlzalr_re,_b
"“'world. The more successful a culture is in establishiffg S Wordly styles and design help reiniorce the aiien

itself, the more likely it is to have access to plenty
water, food, and other resources. The group with t

Once you have the settled areas marked off, ass
the intelligent races to them. Decide which races a
active in the underdark, their general attitudes towar
the surface, and their stance towards each other. Pl

nqmics, and so on. Each keyword is given a different; [

see when entering a strange new land is its spires];

ture of the underdark and prepare the characters (andy" 3

st like the peoples and nations of the typical fantasy "
2 )

lé
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scenery Is important in setting the mood in a play t@ meet the derro ambassador, who resides on a d
movie, it can help strike the right tone for a civilizaent beetle. 3
tion. :
_ Mundane: The C|V|I|zat_|on e_mploys styles famil- CRIME AND JUSTICE ;1 E‘~:3
iar to the characters. Their buildings echo the forms (Y
and functions of their surface world equivalents. This Given the sometimes erratic and aggressive
similarity may be due to the culture’s connections stances players like to take, this might be the
the surface world, its origin in regions above thgspect of underdark civilizations that sees the most/
underdark, or even a cataclysm that sent a village,your campaigns. This category covers how a soc
_/town, or castle tumbling down from the world abovey treats its criminals, what it views as a crime, antg
'/ The characters can move through a city or settlemeyiw it polices its people. Obviously, the adventurer$s
'swith ease, picking out relevant landmarks and easiyay end up on the wrong end of this particular aspe
distinguishing businesses from dwellings. of a society, particularly if they seek to spy on or infil—
Strange: The civilization uses strange buildingtrate an evil empire of drow or duergar. In such a S|tu
“material, such as the cast-aside shells of giant beetlgon, you can use this trait to determine how likely the
» mushroom stalks, or bones collected from an ancig”Cs are to face search parties and other security meas¥
‘stone giant burial ground. The structures are recognifes. Otherwise, this feature can help color a civiliza-
able as inns, homes, and castles, but their methodieh and can even precipitate some good roleplaying
™. construction is unlike anything found in the surfacepportunities. A party with a traditional, lawful good
- world. The civilization may use the underdark in novglaladin may have a hard time coping with a band of
- ways to arrange their cities in a unique manner. Thegep dwarf barbarians who use personal duels to
may hollow out stalactites and live in a cavern’s ceitesolve disputes, allowing the skilled warriors amongst
ing or they could carve platforms and living chambetaem to dominate the weak. This situation can be parf}
~ from the side of a great cave. The highest levels afeularly troubling if the party needs to ally with the 5
—given over to temples and homes for the richest agdarves to deal with a greater menace.
most powerful citizens. The lower platforms, includ-  Mundane: The traditions of law and justice are \
~ing those that touch the cavern floor, are set aside fauch the same as they are on the surface. Robhg
| defense or the poorest citizens. Travel between certgidrder, and assault are all crimes that carry sente (-‘ A
levels may be restricted to nobles, soldiers, and clerieguivalent to those meted out in the characters’ home-
creating a sharp geographic divide between the rigthds. The characters can move through society wit
and the poor. out fear of unwittingly committing any serious crimes;§
Alien: From a distance, the characters might n@hould they break the law, they can expect to rece
recognize the settlement as a town or castle. Whenrial and a sentence in the same manner as th
they enter the place, they need a local to guide theuld in their homelands. Crimes carry roughly
through the area as they are just as likely to stumilgme penalties.
=\ into a private home as they are to find a tavern or inn. Strange: Some crimes carry light or no penaltre
1, These places use a combination of strange buildingile others are met with much stiffer penalties tha
materials, odd design, and bizarre placement to yialge characters expect. For example, a group of de
settlements that confuse travelers from the surfacedivarves may resolve disputes using duels. Amon‘r
drow outpost could be constructed from spider wethem, murder is almost always justifiable due to somg[;
bing woven into a giant ball, anchored to a cavern ceikal or perceived past slight. On the other hand, rob

ing, and reinforced with stones that serve as the floggry, even the theft of a minor trinket, draws the death

)%\ out the living space they need within the zombifie™

| beetles while riding them from cavern to cavern ig-
" their search for food, water, and settlements to lo¢.#
The beetles’ arrangement as they march through

\ into them. Those at the edge of the swarm hold cast#
\ and siege towers, while those with the great tower:
the necromancers stay in the middle. Diplomats af
‘other envoys are met at the edge of the swarm
~giant beetle that has the derro’s council hall built in
its shell. After boarding this creature, they are carrig

f!.

(
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I ‘other cultures. they encounter than the gold and gems they looted:
Alternatively, the method of resolving trials mayfrom a drow outpost. This trait helps enforce the fun-
stray far from the typical presentation of evidencgamental differences that divide the underdark from
before a judge. The accused may be required to catme surface world.
mit feats of strength or mental prowess, such as navi- Mundane: The society values the same materials
gating a maze or bending the bars of a cell to escapgsaand uses coins in a manner similar to the surface ,
basilisk let loose in the enclosure with him. A succesgorld. Gold, silver, and jewels serve as currency and
ful escape or completion of a task proves that tiiecorative objects, and adventurers can find merchants’
accused is too talented, useful, or pure to have coeager to sell them weapons, armor, and food in return |
mitted the crime. for coins looted from monsters or brought from the \+}
Alien: The laws of the realm seem to make nsurface. Prices are relatively equal between the twoi
sense, dictate what appears to be wildly inappropriaealms, though some materials that are rare in the -,
punishments for minor and major offenses, or rely amderworld, such as wood, are more expensive there ",
.an unrecognizable form of trial and punishment. Ther simply unavailable. The characters can count ont’
. law may change each day, with Monday’s rules muc¢heir money and treasure to buy them the goods they ./
different than Tuesday’s. On certain days, theft is noeed. Otherwise, they can barter with the intelligent
“only permissible but attempting to prevent it is areatures they meet with the assurance that both they.
|crime. Sentences may be enacted against an offenderid their trading partners assign roughly the same'! "'5 :
children or kin. In any case, the society has grown walue to specific items and materials. } A
~consider what others would think overly harsh or non- Strange: This culture of the underdark uses a sys-1-\. \‘,
“sense punishments as acceptable. This may be du&t of money and has a recognizable system of trade$
religion or tradition; regardless, the characters mayd barter, but the objects they value are commonplaceﬁ"'u
find themselves unwittingly committing crimes anan the surface, and gold, silver, and other valuable '
receiving punishments that threaten their lives onetals are viewed as worthless. In the underdark, food
require them to complete bizarre deeds, such as weard water may become the most treasured commodi-: }
ing a specific blue hat that marks them as a criminaltas in areas where they are difficult to grow or find. As ' 1.
all times. While the characters see no real burdengnld veins are relatively easier to access from beneath’’#
such a thing, bearing the mark of a criminal is the earth, precious metals hold no special place in
tremendous shame that leaves the lawbreaker an dhése societies. They make poor weapons and could’
cast. In any case the characters face great dangeevan be seen as bothersome. While the characters
even the simplest exchanges, as they risk violating might be able to make a killing by trading for gold
|'obscure law they could not hope to understand withowith this culture, their own money and other valuables
" a native’s help. Strange laws are a good way to forage worthless here. Wood, sea water, surface plants, "'
the players to carefully consider their actions and haand other, similar goods may be considered priceless
dle a culture with caution, but be sure not to overdo fteasures. The characters may be faced with giving up,_"'
Death sentences for simple crimes or using a societiieir wooden weapons and tools in order to buy food
weird laws to browbeat the players to a specific couraad water. f
of action is bad form and may cause resentment Alien: This realm practices such an odd form of
amongst the players.

Y

ing in order to trade with it. Rather than use money or&
ECONDMICS AND TRADE barter, the culture employs some other method to gov—_.“a-,"
ern transactions. A group of dwarves may practice
In the underdark, many substances that are c@@mmunism, outlawing all personal ownership of r
sidered rare and valuable on the surface may hold fibjects and requiring a community vote to determine|, {2 %
tle worth. Metal ores such as gold and silver may be Bow resources are spent and allocated. Others may )1z
common as to be practically worthless, while woogonsider trade to be abhorrent because it violates a reli-:
beef, and leather are treated as fabulously rare cagipus taboo. All goods they own are personally crafted ™
¥“modities. This trait can become particularly importar@tr grown. In this case, the characters cannot engage il’ll-;a.ﬁzll
" if the characters are attracted to treasure and profiade or buy goods. Others may rely solely on service \#¥
You could run a complete campaign with the charaie- exchange for items. To buy even the simplest item, -
ters as members of a merchant company that seek&§®PCs must spend a few hours cleaning a merchant's-ij
. scout out new passages to the surface and sc#i@l or finding a specific item for him.

B tremendous profits brokering deals between the world

. ‘above and the realms below. Even in standard cam-
', paigns, a party might find that their leather boots and
wooden shields are far more valuable to the societies




ETIQUETIE LANGURGE

Perhaps the most useful trait to explore in detail, Obviously, if the characters encounter intelligen tv <i R B
~etiquette is a lot more than simply when to say “pleasefeatures they may wish to communicate with them. \
<and “thank you.” When the characters first encountefTae language trait is a handy guide to help you deter-3
» new civilization, they must learn how to communicatmine how much of a barrier language can be betweer$
‘with it and function with its members if they wish tcsurfaceworlders and an underdark society. In a realm
make them into allies. Otherwise, they risk needlessihere darkness dominates, books and other written
' antagonizing their potential friends through a simplecords may be all but useless. The spoken languages
“breach of protocol. This trait allows you to insert somsf underdark civilizations, having developed in isola-
.. simple but important characteristics into a society. Ydion from the surface world, may use patterns of
= can use these to build challenging roleplaying encowsBunds and a basic structure of words that is utterlyy
ters and to inject a sense of the strange and the alidien to anything the characters have encountered
. into the people the characters meet. before. Amongst non-humans, language may involve)§
Mundane: People treat each other much as thehie use of organs and body motions that lack any sofg
—do in the surface world. Greetings, traditions, and othef human analogue. Some creatures may use precisg
s.simple interactions follow the same general pattermotions of their tentacles to convey concepts that thig
| When dealing with others, the characters can use theman mind cannot understand, while others
! same basic guidelines from the surface to present théncorporate whistles or even hand claps into their lan-
selves and respect tradition and common courtesiesguage. This trait determines how easy it is for the char_
Strange: While most etiquette remains the samecters to learn a culture’s language and how much q{';'_' 3
a few key points are different. Some basic social rukemay take for them to communicate with the creatu
runs counter to the characters’ expectations atitky meet. :

requires them to alter their behavior. The culture may Mundane: The culture uses language in much {8
| (use a caste system where people from certain soGaine way as civilizations on the surface. It em |

4 escort while speaking above a whisper in public &ystem of writing to keep records and for |nd|rect con
considered boorish. The characters might have to leananication. The characters may need to learn a -'
specific languages to deal with different social classdanguage or employ magic to understand the creaturgg-
As outsiders, they may be restricted from visiting cethey meet, but the general form and function of lan-

2\ tain parts of a city or they may not be allowed to leawpiage remains recognizable.

| their dwelling without an escort. Strange: The culture uses language in much the|]
y Alien: On some level, the culture’s social normsame way as the surface, but its general form is radj
¢ are the opposite of the surface world’s or pose sericeadly different in some important aspect. Its languadg
problems to the PCs ability to interact with the folknay incorporate clicks, hand motions, and othg

j%. they meet. The culture may use longwinded, arcaaetions outside of the range of the spoken word. T

. modes of address that, if not perfectly observed, resciftaracters might not even recognize the culture’s la
©in fines or imprisonment. While traveling through thguage as an attempt to communicate. Other cultures
realm, the PCs may be required to wear blindfolds pray use strange means of writing. A clan of deep
accept ablindness spell because, as heathen outiwarves may use small stacks of stones to leave mes-
\ landers, they are forbidden to sully the holy realm tgages for each other. The characters could unwittingly
\\ seeing it. In other lands, the characters may famgin an important message when they stop to camp and

extreme punishments for breaking protocol. Forgettingnock over a few innocent-looking piles of rocks,
‘to address a noble with a specific, 30-word greetimgrning the dwarves’ suspicion and possibly souring
“may earn a death sentence. any chances the characters have of earnlng t d
. friendship. :
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_ Alien: The culture uses no recognizable form afaster-led’ realms, leading it to see all sorcerers
communication. The characters lack the ability taizards as potential enemies. Spellcasting in publicis: !
speak with the creatures and stand no chance of catmictly prohibited. PC spellcasters face imprisonment
municating with them short of employing magicaif their true talents become known. Arcane magic is
means. This divide could be attributed to the creaturesuch rarer than normal. The culture may make use of
biology. Eye tyrants, for example, may use a systemaichanted weapons, while a few, highly trusted indi-
motions created with their eye stalks to communicatéuals may be allowed to practice magic in order to
with each other. In this case, the characters have raiter understand the enemy.
way to establish communication without magic. A On the flip side, the culture may consider arcane’
psionic race may use mental communication. Rathgpellcasting to be the ultimate art form. Wizards and />, }
than words, they rely on short bursts of emotions, sesorcerers hold all the important positions in govern- fu
sations, and images mentally transmitted betweerent, while parents push their children to master the ',
them. In essence, the characters have no physisasics of wizardly magic or anxiously watch for signs.

4" means of communication with the creatures they meef.sorcerous potential. Spellcasters in the party may be:" /i
welcomed as ambassadors and honored guests while
MALIC the_ rest of the party is forced to defer to them. Alter- '_
natively, PC spellcasters may be seen as a threat to the

In the underdark, magic may provide the dividing©minant social order. They may be strictly prohibited _ @ -
line between death and prosperity. This trait cove éml]l Eracktlcu:]g Tjagr:C afr|1d facE the sejglire“of -tha( } b
‘how the society interacts with magic. Some group®€ Al.OO_SAS OE_ tl ey | aunt their povye;rs. A\ j*\i
may make extensive use of the magical arts to the ien: At this level, magic is elther whcly £

point that wizards and sorcerers are amongst thgnknown to the culture or an integralBalef ifts cay

most revered and important members. In other Clﬂa_nce. In the first case, the culture has either forgotten

tures, arcane magic is feared and hated. Perhaps d o to wield arcane power or long ago ban.ned Ity usyy !
encounters with magic-using races such as the drovm isolated, primitive people may see wizards, and
the influence of a religion that abhors arcane powélgrcerers as gods capable of calllng_down Ll E‘
the society fears all who wield it. In any case, magic WETS. The_ group may have_ clerics and adepts. /4
a powerful force that most adventuring parties use %“O'."QSt its C|t|_zens, or perha_lps It Iacks all spelicastets
their travels. Thus, a culture’s attitude towards it arﬁfd instead relies on ingenuity and simple techinology

the methods in which they employ it may help detel® dee?‘d ?nd preserveh|tself.l is deeol ah &
Nmine how it reacts to the characters. n the latter case, the culture is deeply steeped in

The level of magic in a society can also serve adngdic. Even _the most comnjonplqce item, such agy'g &
useful tool to demonstrate its unique traits and a"ggmklng cup, 1S enchgnte_d with S'T“p'e speII- to keep
nature. A restrictive, lawful neutral theocracy may bd}l clean after Use. Gm.t ering lamps imbued watn- :
all public uses of arcane spells, placing any spellcagfl_u"’lI ﬂam proylde light throughout the culturc_as F
ers in the party in a potentially dangerous bind. cities, while magic carpets and self-propelled vehicles

Mundane: Arcane magic has much the same rol ith sputteriqg, magic-fuelled .engine_s buzz “aboglf W’
in the society as it does on the surface. Wizards praa:oudh the air and avenues. Wizards fill almost every .6, 6 RU R
tice their art without much interference, and they cafiPortant role in the society. They fill the ranks of its % ,'fé ‘E
be found as advisors to nobles and may even servé il and toil in workshops with their spells to produce, 7 S il

" the military. Sorcerers are seen as gifted individudfi€ vast array of simple, everyday items the somety_:i

/' whose abilities are cultivated in academies or schoof§€S:
Magic use in public areas is restricted within reason.
Flashy combat spells such fagball might be strictly RELIGION
prohibited, but other spells that are useful in day to day 1
life are used as normal. PC spellcasters can count on a Just as arcane power can sustain a civilization ;.

_friendly visit from the local wizards’ conclave, whichreligion may become a focal point in life amongst the

- 'may send a representative to ask the PCs to give a [g®eple of the underdark. Since clerics can heal injuries p
ture on their training and the art of magic on the susind cure sickness, they very likely play a critical role
face. The underdark casters may have access to a varthe underdark’s dangerous environs. With enemies Q- '
ety of spells not yet uncovered on the surface, givipgtentially in every direction around a civilization, the

0y

£ ' PC wizards a chance to do some friendly spell tradingpods’ power may be all that shields it from destruction. qfﬁ%‘“
' Strange: Magic is feared or held in the deepedEven the most primitive or strange cultures can wor- ‘_':p.
" suspicion. Perhaps the culture is dominated by a theship gods, and the nature and temperament of theses
racy that restricts arcane magic in order to hold on deities can have a tremendous influence on how a cul- "
power. It may have waged many wars against spellire develops. PC clerics may find themselves either - v
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revered as bearers of the gods’ word or persecuted as GECRETS
heretics seeking to spread their repugnant faith
amongst the people. Some groups may practice a Every society has something lurking beneath
fierce band of atheism dedicated to stamping out glirface that could cause problems for the charac
the gods’ followers, particularly if in the past the groughis secret can be something that the PCs may!
has fought cultures that are closely aligned with theialled on to defeat, such as a doppelganger
patron deities. querading as the king of a deep gnome nation
Mundane: The culture worships many godssomething sinister that can pose a threat to their liv
either drawn from a single pantheon or a wide array pbr example, the colony of bugbears may welcome t
_ different, not necessarily connected powers. Gods Witroes into its midst because they need a few hum
// the same or similar alignment as the culture afgr an upcoming sacrificial rite to their deity. S
‘prevered and given great temples and cathedrals. One The underdark is a dangerous place filled with ter S
god may be more popular than the others, commanhie monsters. Many of the creatures found there, pa s
ing the worship of the commoners, but no single deifitularly those intelligent enough to form civilizations, E
" s recognized as the official god of the state. New culige fundamentally evil. Thus, the characters should}
+ are welcomed so long as they do not pose a threahter feel completely safe and secure amongst the
society and work within its laws. Outlander clericgocieties they encounter.
~ may face some curiosity and mild suspicion about Secrets are a good way to handle this potential for
», their beliefs, but openly wearing an unknown holgetrayal. Hidden agendas or threats that can claim the
. symbol draws nothing more than a few curious stareges of foolish, trusting, or incautious adventurers.
, Clerics are movers and shakers in society, though they Mundane: Aside from the typical political
hold no undue power due to their position. maneuvering and conspiracies to gain economic and
Strange: The gods are drawn from pantheons @ocial power, the society holds no especially threaten|3
- sources unknown to the characters. The people may secrets. The characters may become enmeshed 5
worship their king as a god or give prayers to wh@hrious power struggles. As new players in the sociel
appears to be an inanimate object. For example, a tripemost of the existing power groups would at Ieast
. of troglodytes may believe that a gigantic boulder igonsider allying with them. If the PCs are high level g#§
 their home cavern is the root of the world. Anyongeir visit is a momentous occasion, they immediatef§
who topples the stone will cause the whole of th@aw the attention of those in power and find them- Jl
underdark to collapse. Superstition, demon-worshigelves caught in the middle of feuds and politica
and other debased forms of religion reign supreme ifaneuvers whether they want it that way or not.
the culture. The characters may be seen as prophfissiders stepping into a new situation, they co
from the unknowable realms beyond the caves or thgytentially hold the key to a group’s path to power.
_" could be seen as a terrible threat that must be destroygéieties where contact with the surface is com
\.‘in the name of the culture’s strange gods. An oppahe characters likely have little to offer the variobs
: tunistic wizard from the surface world or a nearbpjower groups unless they are exceptionally power |
. realm could masquerade as a god, using his spellgthave the skills needed to complete clandestine ap u.
strike terror into the people and demanding obedienggons. Most groups may prefer outsiders to hangie
from them. In any case, the culture practices worshigeir dirty work to better distance themselves fro -
and may build shrines and temples, but the objectem should their actions be uncovered. Thus, thel;
their worship is either not a god or is a power the chaharacters may find themselves presented with man){/
acters do not recognize as one. offers of employment or alliance. Sifting through these |
| Alien: Religion is unknown to the culture or pracoffers to find a trustworthy and just patron may be an
.\ ticed in an incomprehensible manner. Alternatively, itsdventure in itself. '
' beliefs may be patently false to the characters, but they Strange: In addition to the traits listed under
continue to flourish due to isolation from other region;iundane culture, the society holds some secrets tha
/%, of the underdark and the surface world. The peopigically keeps from outsiders. A hidden cabal may h
| may believe that the gods are all dead, having lobghind its every action. In exchange for turning over a
- abandoned their worship in a distant cataclysm. Pogew sacrifices a month and a ransom in gold, the cabal
lar belief may hold that the underdark is a form of pugilows the culture to continue on. Otherwise, they
gatory or spiritual underworld. Those born there atveep in with legions of followers to subjugate it. A
\ souls consigned to a difficult life. Other, moretrange secret is anything that would make the charac-
\ advanced peoples may believe that they are gods giye# think twice about dealing with the culture if they
an earthly form. Developed in isolation from otheknew of its existence. The people may feel soméd

5
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‘societies, these people may believe that they are #tame at this secret and take steps to prevent it fro 1_ 4

-last living things in the cosmos, trapped within a storsecoming common knowledge to outsiders. AItern =3
egg to one day repopulate the world. S




forbidden for conversation. The culture may practi
human sacrifice on a limited scale, throwing a chos
victim into a nearby lava vent to appease the fire sp
its and prevent an eruption. The entire civilizatio
could be under an ancient curse that requires the
obey any command spoken by a specific demon lo
An otherwise just, lawful good society could be turng
into an instrument of evil should this demon ong
again appear. -
Alien: Beneath the veneer of civilization, the culle
ture holds an important secret concerning its fund
mental nature. This secret could be for good or i
. depending on the exact circumstances, but when
. characters learn of it their attitude towards the civilizg .~ X\T ¢
tion should be forever altered. A band of travelinfug
" nomads may be celestials in disguise who fight agai
\the underdark’s malevolent inhabitants while offerin
succor and protection to the weak. Fearful of reveali
_their secret to anyone, they travel incognito to betf
“catch their enemies by surprise. A powerful lich illu
sionist could use his magic to make his city appear
be a flourishing settlement. The men and women t
characters meet are in truth ghouls in disguise. O
the characters bed down for the night, they could €ter can excuse anyone who breaks this taboo.
attacked by hundreds of undead. The lich may keep his Alien: The society practices traditions and holi-
subjects from attacking travelers in order to encourage.

i . . s that cause it to behave in a manner unlike any-""_
trade, but the place has a sinister reputation as a C'%ﬁ%g the characters have previously experienced.
thieves and assassins. ;

These could range from the amusing to the strange”
The people of the civilization may always cut each
TRADITIONS other with small, ceremonial knives when they first
meet because many years ago a group of shapeshifters,
Another useful tool in adding texture and detail toho bled green blood attempted to infiltrate their soci- ]
a culture, traditions give you tangible ways to demogty. The dead may be considered sacred. Taking any
strate how an underdark society functions. A simpitems from them is strictly prohibited and is punish- ~
method of greeting, a holiday that commemorates ahle by death. In order to speak with someone, the.
important victory or other event in history, or evegharacters may need to recite a long, complicated =
simple superstitions can go a long way to establishifgeech to indicate their desire to converse and their 2
the tone and feel of a culture. Traditions are most ugegret that they must disturb someone else’s peaceful,;_ &
ful for vivid, strange cultures that you want to makgeverie. /4
"\ distinct from the standard fantasy society.
! Mundane: The realm has few traditions that WAR
immediately stand out to a visitor. Aside from its archi-
tecture and other traits, little stands out as different. | the dangerous underdark, any society that)

The place has holidays and superstitions in much & to survive for more than a short period needs to. !
same way as the surface world. ~learn how to defend itself. How a culture fights its
., Strange: A few basic superstitions and actiongyars, equips its soldiers, and defends itself against s
-~ mark almost every interaction or event in the sociefyyaders can reflect its heritage and its history. Fur-
In an area plagued with demons, everyone may weaharmore, strange looking weapons and armor make a'Q.

fGden leave their dwellings. Only war or a great dis-

simple amulet to ward off evil spirits. Anyone notyjryre stand out and give it some obvious characteris-

- wearing one is treated with fear and mistrust. Whethgfs \when you draw on it for villains. Think about the = <, ¥
& the amulets actually work is mconsequenual. Thayk between elves and bows, dwarves and axes, and sq‘ffkﬂ
have become a fundamental part of society. Or the Cly Similar connections can help make your underdark - 4%

{"ture has holiday traditions that affect the characterg)cieties easy to identify while giving them distinct
actions. One day per week may be given over to thgaracteristics. y

spirits of the dead. During this day, the people are for- \jundane: The culture practices war in much the '




doms. An experienced general from the surface coulht govern the methods they use in fighting one ang
just as easily command one of the civilization’sr. The society may fight using rules that dictate the=3
armies. The characters’ swords and armor blend ink@apons and armor used, the types of targets and atege
the background when they travel. where battles can be fought, and the specific soldjes
Strange: While wars may be fought in much thewho can be killed or attacked. For instance, two wafs
_/same way, the culture uses an array of strange or giag cultures may have a tradition that holds officersg
/i viously unknown weapons and armor. Armamentnd generals immune to attack. Anyone caught firin
Ssthought of exotic on the surface, such as the spikadows or casting spells at them is tried and executed
~chain or monk weapons, are thought of as standdodind guilty. With space to grow crops limited and §
weapons. Battle axes and flails, on the other hand, &wed supplies usually slim, the culture and its neigh- E
“ considered rare, exotic weapons. A lack of materidbors may meet to do battle at specific battlefields, with
2and knowledge can shape the culture’s military techH-out warfare an unthinkable aberration. The battle -: 3
‘nology. Since the underdark lacks easy access to wooahtinues until one side or the other achieves a SpECIf— g
bows and clubs are virtually unknown. Iron heavig objective and deadly violence may be replaced with (
crossbows may stand as the most common randedts of strength, fist fighting, or the use of padded
“weapon. Leather armor and wooden shields are ravkjdgeons.
. making it difficult to outfit scouts and rogues.

INTELLIGENT RACES OF THE UNDERDRARK

There are far too many races in the underdark leths are content to study an area of knowledge and I'.f;‘_;ﬁ'--_ g
L properly catalog all their traits, their history, and theiisition slaves as they need them from surrounding areds.
idiosyncrasies in a single book. As this book concentrat@shers are much more aggressive, seeing any free mem-
on tools, advice, and ideas for building an underdark bér of a primitive race as a personal affront to the naturgfgs
your own, the races listed below are given general tesrder. These aboleths actively use bribes, magic, temps
dencies and ideas for their development. Each racerasy alliances, and other schemes to put themselves a
given a broad overview of its goals, methods, and orgdnp of the underdark’s order.
ization, drawing primarily on its alignment and special  Aboleths size up the creatures and travelers that dig
/. -abilities. After all, a race of intelligent spiders most likelyiear their realms. Those that are competent yet ;?w; {
~ builds cities and organizes itself in a much different maskill to threaten them are earmarked for slavery.
., ner than undead creatures that feed on the flesh of d#fzir strange bodies and reclusive natures, aboleths p
things. Use the information given here as an inspiratié® accumulate many slaves that gather food and wealt
for your campaigns or as a starting point to help you fleiem. Many small settlements composed of a variety '
out the role and form various intelligent races take in yobumanoid creatures serve as fronts for their aboleth mag
game. ters. A single one of these creatures may lurk within aif
In addition to the monsters listed here, a variety sfatery cave beneath a small stone fort. Its human, dwarf]
other races can be found in the underdark. Almost any entt, and ogre servants staff the place, hunting for food andg|
humanoid race along with fire giants, stone giants, areiding the area for more slaves. Usually, the tallest oy
others can find homes underground. However, to costrongest slave poses as a leader. Adventurers may
7 serve space this section focuses on those races that tiwcreatures in the ruin above but leave the aboleth ungd
mally have a strong association with the underdark. Radegbed, allowing it to once again rebuild its power.
\ with use as PCs are described in chapter one. The aboleths’ greatest weakness is their alien psy
: Aboleth: These normally solitary creatures rarelghology. They have a tendency to pay little mind to racial
band together in large numbers. They prefer to live @ social tendencies in gathering their followers, expect-
their own in watery caves, usually relying on their illusioing that a band of dwarves and orcs will fail to arouse any
abilities to conceal themselves from hunters and othgusspicion.
\ threats. As a race, aboleths consider themselves the only Aboleths prefer to remain in isolation, tending to
\\ true sentient creatures. Humans, eye tyrants, and flayegstic studies while plotting to secure a safe, defensible
of the mind are merely animals that ape the aboletHalr staffed by dozens of disposable slaves. Amongst thei
‘intellectual brilliance. Other creatures are fit only tewn kind, they follow an esoteric set of rules and expecy F
“'serve. This belief is unquestioned amongst them, as thations. They respect each other’s rights to territory an = 7
“see it as merely the natural order of the world. Some alsarely engage in direct competition. Usually, an abole -
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them and claim their territory and slaves.

Drider: The hateful, spiteful driders rarely gathef:
together, much to the relief of their victims. Instead, thd
live miserable, solitary existences. Driders have little ¢
ture of note. They dwell in isolated caves where they c(

" lect treasure taken from their enemies and rest in betwq
sorties near or into civilized areas. When on the hu
" driders find dark cracks in the earth where they can lie|}

Ithe drider strikes qwckly, using its poison, spells, al
physical attacks to quickly overwhelm an opponent. .
_ A drider rarely moves into an area without carefullf: 2

“scouting its hunting ground. Using its clairaudience/clai
voyance ability, the drider scans the area around it
hopes of uncovering a nook or cranny from which it ca
keep watch over a lonely road or passageway. Ot
times, a drider stalks and seizes a lone traveler and
its suggestion and discern lies abilities to question its vl
tim about the area’s pathways, guards, and settlementdy':

Some driders form pairs to hunt and fight as a tea®

but rarely do these groupings last for long. Driders hafignnels to connect their vast holdings. In some regions of
their own kind as much as other races, making it likefhe underdark, the undead reign supreme. Blighted mush- .
\_that when two of these creatures cross paths they reggjéim forests inhabited by skeletal lizards and zombie ani- 4,
= (/each other as nothing more than potential prey. mals dominate these caverns, with ancient tomb cities that: |
Driders can present an insidious threat in that théibuse hundreds of ghouls clustered amongst them.
activities can go undiscovered for quite some time. A The ghouls are chaotic but intelligent, leading them
drider who hunts in the region between two realms th@t form small packs usually led by the strongest or/
are close to war can exacerbate the situation when beihartest ghoul. In some areas, those ghouls who are-
sides’ patrols and merchant caravans go missing. Usiggperts at finding fresh tombs with recently buried treas- " i
levitate and darkness in addition to their spellcasting abilre and corpses are treated as champions of their kind. W N 7
ities, a driders can evade detection even if their prey maphouls are intelligent creatures, despite their feral nature. ¢ n).«/ " &
ages to escape. With their penchant for ambushes, thesg gruesome diet, and are capable of organizing smaIIj X N
creatures rarely show themselves until after a volley edmmunities and even kingdoms within the underdark. A “
spells has destroyed their enemies. On the other hangagicularly powerful ghoul, especially one with cleric-or
| drider infestation is one of the few things that can bringizard spellcasting ability, can bind successively larger.
* staunch enemies together in a common cause to eradi¢aieds of ghouls under his leadership. Normally, a |
these creatures. Driders have no friends or allies, and ghespective chieftain must kill the leader or leaders of a_ |
phrase “May a drider come to roost in your home” is lgand he encounters, establishing his dominance and a /"’
commonly used underdark curse. marking himself as a champion of his kind. In other cases;,
Ghoul: On the surface world, the undead must hiddiplomacy and negotiation replace open fighting. A wily
. from the sun's foul rays. Where sunlight touches, thghoul can use promises of treasure and fresh carrion to '

%/~ undead cannot walk. Vampires, ghouls, ghosts, and otlfi@mge alliances with ghoul chieftains he meets.

living dead must hide within tombs and other shelters. In The ghouls remember much of their mortal life,

time, some of these foul creatures make their way to timeluding their languages and some of their skills. Sadly,
underdark. There, they can establish kingdoms and otlieggse memories are clouded and twisted by the black "
realms, free from the baneful influence of the cursed smmgic that animates a ghoul, making it difficult to draw “La ;
“and the righteous clerics of good who seek to destrop their former lives and memories in an effort to reason
*'them. Amongst the undead, the ghouls have establishgith them. This remembrance spills over to the organiza-
the most extensive underdark realms. Starting from ttien of their underdark realms. Ghoul leaders usually take
nests and lairs they established beneath surface waytd the titles they remember from life, such as king,
graveyards, the ghouls branched out with burrows asehperor, or sultan. They array themselves in gold and Sllk
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finery, though invariably these goods are stained, rottae ghouls amass great amounts of treasure. Opportu
and torn, the tattered raiment taken from surface worahd brave (or foolish) thieves sometimes launch exp

directly control them. A ghoul city operates more like aalms dispatch spies to watch over the ghouls. So lor
great meeting ground or common space they share. These dead creatures remain content to gather treasu
king or other nobles demand respect and a measuredeVour moldering corpses, they pose no threat to
obedience, but most ghouls are free to travel as they wighderdark. Still, a single, ambitious necromancer or g
Ambitious ghouls must rely on their personal magnetisrayerlord could unleash a horde of crusading undead tk
strength, and ability to provide food and treasure to th&iould forever change the nature of the underdark. ¢
fellows in order to draw followers. Grimlock: A simple, primitive, violent people, the |3
Despite their chaotic nature, the ghouls are organizgdmlocks are the barbarians of the underdark. They mova
'/ /into a rough alliance of different kingdoms and outpostgrough the dark realms in large bands, hunting and raid=

/Almost every major graveyard or tomb in the surfadag in a cavern until its resources are depleted befor

¢ world is connected by a patiently clawed passage througioving on to the next one. As neutral evil creatures, grim-

- the underdark. The ghouls maintain their cities at thecks care only for their own success and well being. §

" juncture points of these passages, with powerful ghdTihey fight when a target appears weak and prefer to usey

* nobles charging tolls for the use of the pathways that cragsck strikes aimed at burning and pillaging rather than ‘-;
'their domains. Luckily for the surface world, these pasesorting to conquest. As a rule, grimlocks avoid open
sages are narrow and dangerous. They are far too smalirieas. While their blindsight is powerful, its range is lim-
serve as a pathway for an invading army, and most ghoitésd. Thus, grimlocks keep to the passages between cav-
“who dwell on or near the surface are wholly ignorant @irns or stay within underdark areas with low ceilings and
. the kingdoms of the underdark. Instead, opportunistight spaces. When traveling, grimlocks run in a spread
- ghouls use the passages to move from surface city to oityt formation to help foil ambushes. Clever gnomes and
- pillaging graves for food and moving on to new territordwarves post archers on high ledges to rain fire dow
~when they have cleared an area of booty and nourishmemion the grimlocks, a successful tactic that the grimlock

The ghoul cities are little more than crumbled ruineemember well when planning their attacks. Because
long ago abandoned by other races. The ghouls whalfsimlocks usually have little reconnaissance concerning L\
~lack the ability and will to build towers and fortresses dhrget, they prefer a quick thrust to probe a settlementg
" their own. Instead, they dig burrows amongst the tumbleéfenses before rallying for their main attack. Mo i
| ruins of forgotten races. Though they must compete witinderdark inhabitants know that a grimlock attack ‘ S

a variety of monsters and creatures that infest these aréagriably the herald to a much larger one to follow.

their ferocity and great numbers usually leave them as The grimlocks respect strength and ferocity. A chal

masters of the regions they claim. As the ghouls retdeanger can use ritualized combat to unseat the curfe

twisted memories of their former lives, some set up blashieftain, though outside of this context murder is puf

phemous mockeries of their mortal existences. Ramshed by execution unless the victim is particulaf y
_ shackle shops offer broken or spoiled goods for salmpopular or weak. In theory, the chieftain holds absa
/\_‘while temples raised to various gods host desecrated idalghority, though if he tries to enforce his will to too gr

% and fouled holy texts. Some ghouls go so far as to pam extant or makes poor decisions he may be murde

* tomime their mortal existence, engaging in an elaboragad his successor determined by a series of duels.

" roleplay as they move from shop to shop, establish Grimlocks have a close relationship with medu:
homes, marry amongst themselves, and host dark festivatsl the purple slayers of the mind. Sages theorize that
where living captives are brought forth for a feast. With lanitations of the grimlocks’ unique sight makes them nat ]
clever disguise, an adventurer could insert himself intoally disposed to become servants to other, more powef
this mockery of society and steal many great treasures duldraces. The grimlocks, unable to sense anything beyond
items that the ghouls, who sometimes grow weary 40 feet, grow to see creatures that can provide for theiry
material treasures, have cast into gutters and trash piledefense against distant threats as revered patrons to
_ Within the underdark, the ghouls seek to keep tubeyed. These patrons rarely treat their grimlock serva

themselves. They jealously guard their borders. Aras slaves. Instead, they see them as worshippers wh
attempts to enter their realm and disrupt the carefully bujiteat respect and awe of their powers drives them to ob

. network of ghoul warrens is met with staunch resistancEhe grimlock word for anything beyond their range of
* Not only must an invading army cope with the ghoulsight, roughly translated as “those beyond,” is also used to
“who inhabit the region, but in a short time runners amtbscribe fearsome, unknown things. On the other hand,

messengers can bring forth a great host of the undehdir word for the creatures they follow, translated as
from the tunnels burrowed to the surface. In the past;those who see beyond,” is a reverential term that con-
\swift plunge in the number of undead in surface worldotes a sense of almost parental concern and protection.

\, cities has been tied to a foolish attempt by an underdaikhether this tendency is a cultural artifact or the result of
race to purge a ruined city of the ghouls who rule over divine interference is unknown. What is apparent is thaf
Even the drow have learned that the ghouls are best kdtde from these cults cults, the grimlocks worship ele
~alone. mental beings and demons but seem to lack a true raci

As collectors of items and goods taken from tombpantheon. L




CHAPTER Y

LOCALES DF INTEREST

_ The locations in this chapter are designed to be stand-alone and world-neutral. You can integrate them
- an ongoing campaign as individual points of interest, or use all the locations together as one well-develo

DELYESDEEP
PURVEYORS DF FINE AND ENDTIC WARES FRDM THE G0DD EARTH

The Arefain Trading House maintains factors anerns leading to the lands below. These caverns are well [ 7%
warehouses in most large cities. One of its most impguarded by soldiers hand-picked by Kelius himself. A
tant holdings, known as Delvesdeep, peers over tBeatlying caverns and cave entrances throughout the )\
edge of the great Deepingwall canyon into the mightaalley and surrounding hills have been caved in or are
Dawnsflow river below. heavily trapped.

From the outside, Delvesdeep appears to be a car- While Delvesdeep does not openly advertise its
; avansary and trading post. Comprised of several largares, it relies on its membership in the Arefain Trad-

- warehouses with attaching satellite buildings, the conimg House to move its exotic goods far afield, where
pound resembles a dockyard minus its harbor. Tte heady perfumes and rare artwork of the civiliza-
exterior grounds host a huge caravansary, where tréens below fetch enormous prices.

eling merchants and their entourages offload wares Kelius maintains several factors on the surface, as
and trade for such necessities as feed, water amell as agents in every hamlet, town and city. At |
replacement tack. Drovers and caravan crew bivouBelvesdeep, he maintains more than one hundred sol- =
in permanent pavilion tents set up between the wadkers of excellent quality and employs at least two
houses and caravansary while the caravan mastersdezen underlings. ¥
supply. Two close associates serve as Kelius's eyes and

Beneath Delvesdeep’s bustling facade, howevears, ensuring the smooth execution of his complex"

" lies a complex operation maintained on behalf of ttedfairs. The first of these is Kelius's bodyguard, Bron
Arefain Trading House by Delvesdeep’s proprieto(LN, Ftr5/Pit Fighter 10), commonly referred to
Kelius Aarsanvu (LE, Ftr8/Rog10). Born to a humahbehind his back as “Grind,” in reference to the massive) |
mother and drow father under inauspicious circunsear tissue covering his body. Bron has been with::
stances, Kelius holds little love for either of his nativikelius most of Kelius's adult life. They escaped the
nraces. Tall and proud like his mother while subtlynderdark together, becoming as close as brothers. The,fg&;6

~" aggressive like his father, Kelius stands as the unquizsge warrior advises Kelius on matters of security and’ .

tioned master of Delvesdeep. His unique heritage apersonally trains all of the soldiers at Delvesdeep.
drive have given him access to trading ports arklius trusts Bron with his life and knows that despite 4
. resources that would have spelled certain death —tlee tortures heaped upon Bron during his years in the *;

B worse — to any other dealer. fighting pit, his spirit has never been broken. Bron’s

_ Delvesdeep is both the primary waystation fogye is discerning and despite an apparent slowness: in; %
! "goods coming into the underdark and the primaspeech, he is extremely intelligent, choosing to speak
exporter of its rare and exotic products. Underneatimly when the need arises.

Delvesdeep lie several entrances into the natural cav- Trevor Plank (LE, Rogl3), Kelius's maternal
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endeavors. It was Trevor’s idea to run goblinoid slavesderground lake called the Ebonsea. Numerg
to market in the underdark. The local orcs had origrdventuring parties sponsored by Kelius have expl

" leading to Kelius's birth. After all the pain and sufferbands of subterranean lizardmen and other primi
{ ing Kelius endured in the sunless lands, it seemed oblyasts. Ordinarily after this type of result, Keli_u‘
~ fit to return the favor, Trevor reasoned — with Kelius'ould have ceased further probes; however, a few ¢ . §
ferocious agreement and support. his more accomplished explorers returned with trib 7§
Hidden within one of Delvesdeep’s main warekets that have proven to be items from some Iegend A
houses is the secret entrance to a dozen huge untiest city of a bygone age. Kelius’s lips have remainec K
ground chambers, each housing a slave pit whexealed on this matter, but he has begun discre "'—,gJ‘
Trevor keeps shackled up to two hundred slaves. Omguiries to gather a party of seasoned adventurers to LS
*, goblinoids are enslaved (or so Kelius is told). The caostap and explore the region with his full financial |
./'to feed the slaves is enormous. Trevor cleverly ensukescking. >
that Delvesdeep’s ledgers imply to nosy tax collectors The second tunnel from Delvesdeep leads d
\ that the massive amount of food shipped into the cointo the underdark, winding below the southeaster,
pound is being resold to caravans headed for destip&ins for many miles. Side tunnels are filled with
1 tions unknown. predators and members of the minor underdark races.
Trevor oversees the recruitment of adventuref$is vital corridor leads to a major intersection not far
and mercenaries seeking good wages and “a litttem Citadel Nossuth, the duergar stronghold (see
\ action.” Caravans bound for the underdark pgyage 121). It is a dangerous two-week trip from
\\ extremely well. More often than not, there are severmaklvesdeep to Citadel Nossuth. From there, duergar
empty saddles on returning caravans. The dangerssofdiers join the caravan to escort it further to Kharas
the underdark are legion, but the gold paid to ensuviahr, the great bazaar of the duergar (see page 13
safe delivery of valuable cargo easily makes it worind neutral ground between rivals in the underdark g{
~the risk for many. This mighty bastion of free enterprise ironically ha_:{p

9
A
F




¥ pens to be the largest slave pit for thousands of mil¢$d8+7, +3 Longsword of Speed) and +19 melee
Anything that can be touched — and a few things thiid6+5, +3 shortsword); SA Sneak attack 5d6;
can't — is for sale here. Delvesdeep traders offlo®Q Evasion, Uncanny Dodge, Opportunist, Half-
slaves here. The goblinoid slaves fetch decent pricegow traits; SV Fort +11, Ref +13, Will +6; AL LE;
and Delvesdeep is gaining a reputation for the go&ir 15, Dex 18, Con 15, Int 14, Wis 13, Cha 14
condition of its slaves. The traders buy bulk loads of Languages Spoken: Common, Drow.
relatively common underdark wares: silkweave gar- Skills and feats: Bluff +10, Climb +15, Craft
ments and duergar weaponry as well as exotic p@poison making) +12, Diplomacy +11, Escape
fumes, armor and occasional magical trinkets. All adertist +16, Forgery +10, Hide +14, Jump +5, Lis-
eventually dispatched to lands far away, where weten + 9, Move Silently +14, Profession (trader) +3,
to-do socialites and powermongers relish the noveBearch +10, Sleight of Hand +11, Spot + 6; Blind-
of having a piece of this exotic and dangerous worldfight, Cleave, Combat Reflexes, Dodge,
their bedrooms. Improved Critical (longsword), Improved Initiative,

. The third tunnel from Delvesdeep leads into thiglobility, Power Attack, Quick Draw, Weapon

. rich caverns beneath the Stormhaven Peaks. Th€seus (longsword), Weapon Focus (shortsword),
caverns are contested territory between Ch’'diWeapon Specialization (longsword)

- Salau’fen, the drow City of the Shadows which main-  Possessions: +3 longsword of speed, +3

Itains an outpost here known as the “the Rook,” andshortsword, cloak of elvenkind, boots of
svirfneblin mining fort called Fort Glimmersteel (seelvenkind, ring of protection +3, +3 elven chain-

_page 127). Fort Glimmersteel is a valued trading parkail, torque of armor +3 (as bracers of armor),
“ner of Delvesdeep, exchanging gems and ingots of rgfeves of arrow snaring \
metals for surface products like wool, paper, cotton, Kelius Aarsanvu is a hard man. His life has made "
foodstuffs — and while no one is looking, items such &m proud but resentful. Intelligent and cunning, /"
siege weaponry and building materials. Kelius has turned the one great disadvantage in his
The drow of the Rook are cool to the overtures dife, his time in the underdark, into his crowning _
Delvesdeep; they are a military outpost, not a trade sé&hievement. Kelius brokered the first meager trade -
tion. Trevor has softened enough Rook officers wittheal for the Arefain merchant empire with a few of his 7%
surface contraband, however, to create a healthy bladntacts in Kharas Mahr, and from that small trickle of -
market. To solidify their off-the-record relationshiptrade, a veritable river of wealth now flows. 7
Trevor provides Fort Glimmersteel defense layouts Kelius is well protected by Arefain and they give = /7,
- and occasionally even patrol schedules to the RookBn as much leeway with expenditures as he needs, as §

. 'commander. These days, drow luxuries consistenlymajor portion of their wealth is now generated by
find their way into the passing wagons of Delvesdedqelius’'s goods. Kelius is planning to strike out on his
trading caravans, and few caravans are assaultedolyn soon, which will deal a significant blow to Are-
drow patrols. Trevor relishes the fact that Delvesdeégin. For now, only his bodyguard Bron knows this  /

. profits from both sides of the region’s sporadic war. fact. Kelius reasons it would be best to let Bron know
The source of the information gleaned at the Roslince Arefain will surely send assassins if he cannot,
is the drow warriors of the Curael’endir, professionahake a clean cut with them. His experiences have ‘& ,h),«/ NN
drow mercenaries based at a semi-permanent encatapght him that few people can easily give up some-
ment not far from the caverns below the compourding they covet. The riches of the underdark will be ¥
(see page 123). Over time, Delvesdeep is becoming and not Arefain’s, and Kelius knows that if the sit- =~

\"intimately entwined with these raiders, arranging farations were reversed, he would surely send out his/

" them to prey upon rival merchants traveling througbest assassins to reclaim the potential wealth here.
the region on the surface, especially those operated or Bron “Grind,” male human Ftr5/Pit Fighter
protected by elves. In return, the Curael'endir act 49: CR 15; Size M (6 ft., 3 in. tall); HD 5d10+20 +

‘| guides and escorts for some of the legs of the journt§d10+40; hp 143; Init +7 (+3 Dex, +4 Improved
in the underdark, particularly for important caravansitiative); Spd 30 ft.; AC 23 (13 touch, 20 flatfoot-
"with sensitive shipments. ed); Attack +24/+19/+14 (melee 2d6+10/17-20
i x2, +3 keen greatsword) or +24/+19/+14 melee
(1d6+10 +1d6, +3 gauntlets of shock); SA Crip-
NﬂmU[E Npﬁg pling Blow, Rage 3/day, Finishing Blow, Superior
Unarmed Attack, SQ: Damage Resistance 2/-, SV
Kelius Aarsanvu, male half-drow
) Ftr8/Rog10: CR 18; Size M (5 ft., 10 in. tall); HD
', 8d10+ 16 + 10d6 + 20; hp 110; Init +8 (+4 Dex, +4

Languages Spoken: Common, Undercom-

Fort +14, Ref +8, Will +7; AL LN; Str 21, Dex 16,
Con 18, Int 12, Wis 16, Cha 12
Improved initiative); Spd 30 ft.; AC 28 (touch 17,
) flatfooted 28); Attack +19/+14 and +19 melee

mon
Skills and feats: Balance +8, Climb +17,




Diplomacy +6, Hide +6, Intimidate +13, Jump
+18, Listen +5, Move Silently +6, Ride +14,
Sense Motive +11, Spot +11, Swim +12; Alert-
ness, Combat Reflexes, Dodge, Improved Grap-
ple, Improved Initiative, Improved Unarmed Strike,
Mobility, Power Attack, Two-Weapon Fighting,
Weapon Focus (greatsword), Weapon Focus
(unarmed), Weapon Specialization (greatsword),
Weapon Specialization (unarmed)
r Possessions: +3 gauntlets of shock, +3 keen
'/ greatsword, ring of regeneration, +3 studded
{ bleather armor, net of entanglement, bracers of
armor +4, cloak of elvenkind

Trevor Planck, male human Rog13: CR 13;
* Size M (5 ft., 10 in. tall); HD 13d6+52; hp 99; Init
- +9 (+5 Dex, +4 Improved initiative); Spd 30 ft.; AC
124 (15 touch, 24 flatfooted); Attack +15/+10 and
+15 melee (1d6+5/19-20, +3 short sword of
speed), or +16/+12 ranged (1d4+4/19-20, +2

XN dagger of returning); SA Sneak Attack +7d6; SQ
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underdark. The appearance of his nephew, Keli
gave him something more to live for. Trevor ser
Kelius gratefully, but he often treats Kelius as a chi
and makes decisions without Kelius’s knowledge. T#

has become a sore spot between them which Broi

makes sure does not divide them.

Trevor’s main job is to ensure that all of the sh
dealings go about unhindered. He's in charge
enforcing the rules Kelius hands down (usually as’
sees fit) and he acts as the primary negotiator whej
dealing with the slave traders of Kharas Mahr.

PLOT HOORS

Delvesdeep plays a dangerous game balance

between the duergar, the deep gnomes and the drow

While appearing on the surface to be honest traders,

the Delvesdeep agents are deeply mired in dubious if

not downright corrupt business. Kelius pays well for

adventurers to do legitimate exploration to seek out the
mysteries beneath the earth. The sense of justice hg
projects seems to make sense the more one Iisten
Some PCs may believe that Kelius's feelings and
actions are morally justified, based on his past. TheséS
issues need to be decided by the PCs for themselves(§
There are certainly many jump-off points fromg
here for the players to explore, inside Delvesdeep "{*
below it:

=~ Evasion, locate traps, uncanny dodge, improved
% evasion, defensive roll; SV Fort +8 Ref +13, Will
|~ +5; AL LE; Str 15, Dex 21, Con 18, Int 12, Wis 12,
- Cha 12
Languages Spoken: Common, Undercom-
mon.
N Skills and feats: Appraise +12, Balance +20,
1Bluff +16, Decipher Script +10, Diplomacy +8,
Escape Artist +19, Hide +5, Jump +17, Listen
+18, Move Silently +18, Profession +12, Ride +6, .
_- Sense Motive +12, Sleight of Hand +16, Spot +9;
~Alertness, Dodge, Improved Critical (short
7 sword), Improved Initiative, Mobility, Weapon
Focus (short sword)
} Possession: +3 short sword of speed, +2
dagger of returning, cloak of elvenkind, boots of
_-elvenkind, +2 glamered studded leather, bracers
) of armor +4, iron bands of bilarro, chime of open-
ing (18 charges), gloves of storing
Trevor Planck is a born thief. An orphan who
A\ grew up on the streets of his home city, Trevor has
|| proven a capable survivor. He knows every trick in the
|| book and uses them all with ease and cunning to get
..~the job done. Though he seems friendly, in truth he is
' completely detached from his emotions, save for his
negative ones. His hatred for goblinoids knows no
)%\ bounds, and he thoroughly enjoys enslaving them and
| beating them into submission.
The only person he’s ever cared about was his sis-
ter, whom the orcs savaged and sold into slavery in the

Kelius offers a reward of 10 gp per live goblinoi

rounded up by the PCs, giving them direction

a large kobold warren. He does not necessarily? 1@
them what he will do with the slaves; if they earq
his trust, he may consider it.

Delvesdeep needs envoys to talk to the duerga _
Kharas-Mahr. The duergar are imposing stiff tar
iffs on the merchant company, and Kelius needs td
defuse the situation.

While the party is exploring for Kelius, a runaway ||
drow finds them. He tells them that he is trying to
escape his people. He left the military outpo
called “the Rook” and seeks freedom on the si
face. Is he an innocent victim, worthy of assisg
tance? Or is he a spy or an assassin sent to i
Kelius, who is known to the drow of the Rook as
the bastard child of one of their former leaders?




contained throughout thousands of caverns rangingtthmaintain better weaponry than the more xenophobic' j:
size from small rooms to chambers large enough ltzardmen. TR
house whole cities. Its source is runoff from the Thus far, only the duergar of Kharas-Mahr and a ¢,
immense swamp far above its freshwater surface. handful of Delvesdeep’s agents have made it into this -

The sunken swamplands have not always bearea to successfully trade with the Red Scales. The®

i this way. Underground rivers in the caverns belo®cales offer ancient artifacts from the shores of their  *

. slowly wore away at the region’s limestone basimwn cavern, where the ceiling has fallen in. While the AR
pockmarking the landscape and destabilizing tt&cales consider these artifacts basically worthless, the™ &
-ground. The current of the Dawnsflow river carveduergar and surface agents seem extremely interested. =g

|\'still more deeply into the ground. But before this hapgt one point, both parties attempted to establish semi- "7 ©.
pened, the city that once stood where Green Hekrmanent trading posts near the troglodyte cavern_._-‘)-"-j@,
Swamp now lies was a city of ancient power. Home tamng Fangs decided this was too much of an insult to. i (g
“elemental wizards, the city met an abrupt end when thear, however, and slew both contingents. The Red *5\ 5

very ground beneath it collapsed into the bowels of tiSeales feasted on their enemies’ remains, and Long &, [/
earth. Legends speak of it as a city cursed by the gédsgs is enjoying the newfound weaponry the duergar '/
for its hubris; none know the truth. Its magical richelsad brought to trade. He's hoping they come back so
were engulfed by the flood of the Dawnsflow, whiclthat they might “trade” some more.
turned the newly created lowlands into a vast swamp. The Cold Eye tribe of lizardmen is not as genoci-
Seepage from this swamp, as well as the undergrowdad as most people believe. The region where they
tributaries, soon carved out what are now known as taecient human city lies in ruins has become dangerous.
Ebonsea Caverns. Numerous times, drow and surface dwellers have ,

The backbone of Ebonsea Caverns are three lagggne to seek things among the rocks there. Then |
caverns, each consecutively deeper and smaller. Theamething came and took them away. Soon the lizard- 1
sands of adjoining caves honeycomb alongside threen began to disappear, and the Cold Eye began to

* main caverns, creating passageways to many differemgrate toward the other side of the Ebonsea. They KSg¥

| places in the underdark. Almost every cavern, howewere eventually halted by the territory of the Red

. er, is at least half filled with black, murky water. Scales. With nowhere to turn, the lizardmen continue

' The sheer size of the Ebonsea, coupled with thedisappear.
labyrinthine nature of its caverns, make it a predator’'s Meanwhile, explorers continue to search for the
paradise. There are inhabitants here that discouragms of the ancient lost city. Part of the city collapsed ‘= =
others from coming. The Cold Eye, a tribe of subtetArough one of the larger caverns now on the eastern !
ranean lizardmen, rule the area. These cruel creatshsre of the Ebonsea. The ruins may be picked’,
recognize no rights to trespass in their domain. Thkigrough, but at significant danger. Even troglodytes do &

(1 chief of this tribe, Ssora Drow-Eater (CE, Bbn13), is@ot frequent that area, and unfamiliar predators prey

* trident-wielding monster of a lizardman towering oveupon everything nearby. The creatures and undead that,

10 feet tall. He wears a necklace of drow skulls angander the ruins of the ancient city drive off almost )
collects drow bones, which he polishes and embeeigerything that comes that way. Like the undead there} |

\| into a large hanging behind his primary nest. The datkg strange creatures — many of them seemingly made:
leathery hanging Ssora is so proud of is made up aft of metal or stone — will not leave the environs of ;

»drow skins, dotted with hundreds of shiny white pearthe cavern.

* and polished bones from drow hunted over the last ten

years.
The Cold Eye are at war with a large tribe of NﬂmQLE Npﬁg

_ troglodytes called the Red Scales, headed by a nearly
g  equally strong leader named Hsshhrata (NE, Bbn12) or Ssora Drow-Eater, male lizardfolk Bbn13:
| “Long Fangs,” as the few traders allowed near his ca@R 14; Size L (10 ft., 5 in. tall); HD 2d8+10 +
I “ern call him. Long Fangs is actually fairly civil for a13d12+65; hp 178; Init +6; Spd 40 ft.; 10-foot
troglodyte. Still recovering from the last major wareach; AC 17 (+2 Dex, +5 natural); Attack
raid on the Cold Eyes, he has resorted in the last fe®4/+19/+14 melee (1d8+9, +3 trident of punctur-
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ing), or +19/+14/+3 ranged (1d8+9, +3 trident of

' puncturing); SA Rage 4/day; SQ Uncanny Dodge,

». Damage Reduction 3/- ; SV Fort +17, Ref +13,
= Will +9; AL CE; Str 23, Dex 14, Con 20, Int 12,
“. Wis 12, Cha 13.

Languages Spoken: Draconic, Undercom-

+7, Spot +7, Survival +11, Swim +15; Alertness,
Combat Reflexes, Dodge, Improved Critical
(claws), Multiattack, Razor Talons, Weapon
Focus (claws).

Possessions: efficient quiver, +2 longspear,
amulet of proof against detection and location

mon.
- Skills and feats: Balance +6 , Climb +22, Hide
wo+7, Intimidate +14, Jump +12, Listen +1, Move
\ silently +7, Ride +3, Spot +7, Swim +14, Survival
+13; Improved Critical (trident) Improved Initia-
tive, Power Attack, Track, Weapon Focus (trident)
: Possessions: +3 trident of puncturing (as
. rapier of puncturing), gauntlet of rust, handy
haversack, 8 beads of force, spiderweave cloak
of resistance +4
. Ssora Drow-Eater is the most powerful king of the
" Ebonsea lizardfolk. His goal is only that of survival.
' He lacks any sense of subtlety and rules through iron
/' might. The current plight of his people has caused him,
’/ to rally for a last stand. He hates drow and will attack
them on sight, and subsequently eat them. He makes it
. known through the few traders his tribe has dealt with
9\\ ' that the stories of his culinary habits are known, and
| sent back to the hated drow of the Rook.
¢ Hsshrata, male troglodyte Bbn12: CR 13;
¢/ Size M (5 ft., 6 in. tall); HD 2d8+12 + 12d12+72;
~ hp 154; Init +2 (+2 Dex); Spd 40 ft.; AC 18 (+6
'L natural); Attack +17/+16+16 melee (1d8+4, bite
. and 1d8+4, 2 claws) or +18/+12/+6 melee (1d8+7
. 20/x3, +2 longspear) or 15/+10/+5 ranged
(1d6+4, javelin); SA Rage 4/day; SQ Uncanny
dodge, damage reduction 3/-, SV Fort +17, Ref
+6, Will +8; AL NE; Str 19, Dex 15, Con 23, Int 12,

PLOT HOORS

'
The Ebonsea is a superb region for party memb
who are ready to go on safari. Its inhabitants are dead-.
ly predators that love to hunt trespassers. Possible s¢&&
narios include: /

to gain access to the sunken city’s ruins.

The duergar of Kharas-Mahr hire the PCs to joir .
their army, which is mounting an offensive o\
wipe out the Red Scales in retaliations for the
murder of their agents. Significant booty is prom- ‘
ised to anyone who brings in the head of Longy:
Fang.

The drow of the Rook are looking for a dro
deserter. They have learned that he is trying to ¢
to the surface by way of the Ebonsea to kill a su
face merchant who sold him something utterl{zs
worthless for a princely sum. They have the direc-
tions to the Ebonsea, and they will pay the party
handsomely to capture him and bring him back
alive.

\\ Wis 18, Cha 12.

Languages Spoken: Draconic, Undercom-
‘mon.

Skills and feats: Hide +9, Intimidate +12,
Jump +17, Listen +24, Move Silently +7, Search

The Curael’endir are looking for a missing couri-
er. They ask the PCs to come along and assis,

5
F
F

since the message was urgent and for someo ;h E
close to the PCs. !
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THE CORRIDOR

CITADEL NOSSUTH
THE CITADEL DF LOST HOPE

The Citadel of Nossuth is the buffer that keepag a safe route through this highly trafficked corridor 3

A traffic between the middle and upper levels of thef the underdark. A fortune in bribes of gold ensures (.

" 'underdark somewhat civil. Nossuth is the bulwark dhat he meets the trade needs of Kharas Mahr. Hes, |/
the huge intersection known in the deep lands as “theanges escorts for returning surface caravans on a

{Corridor.” routine basis. In return, Groul holds high standing. &

The Citadel of Nossuth lies entirely within aamong the duergar clan lords despite his frontier posi-: 1
immense stalagmite, surrounded by a curtain wall tbn. Constant contact with outsiders has grown on /##
hewn stone 20 feet thick. A drawbridge with a highhim. His tastes are much more cosmopolitan than
speed pulley system protects the Citadel's bailey. Byose of most duergar, and he samples the best wares
the time the drawbridge reaches the ground, the be found on the surface or the underdark as they -
citadel's defenders have already leapt past the frguass through his gates each night. I‘
lines to kill the flanks. The fact that Groul charges caravans a small for- =

Nossuth is home to the Doomriders, the elittine to traverse his territory is one he keeps secret
worg-riders of the duergar. These powerful warriofgom the lords of Kharas Mahr. Groul is aware that the”
keep the region of Nossuth practically free of mosterchants meet and talk in Kharas Mahr’s bazaar, but
danger (aside from the duergar themselves). Thew can they accuse him of breaching contract when

/ Doomriders range primarily via scent. Their mountthey all travel by different routes to get to the same
can track runaway slaves on a trail more than a dalace? He arranges escorts to ensure that no caravan|

1 old, fetching them within hours. The Doomridersinder his control has the chance to run into another

1 patrol without fear miles down most of the area*tlient” along the route, thus guaranteeing “exclusive /.
linked passages. In fact, they have completely closgghts” to that particular route. Since he seals off other .
off access to two of these tunnels, both alternate routsnecting tunnels during that time, he in effect ' ;=
to Kharas Mahr. The Doomriders use them whaipholds the rather dubious bargain. Thus far, no mer-4 ¥ 5
escorting certain merchant caravans, leading thkant has called him on it. ¥ &
traders to believe they have — and should pay for — Marshal Groul's advisor is a frail derro named «J

‘ exclusive access to that market. Eblis, a fawning, scrawny thing often pitied for his -

\ The Captain of the Doomriders, Morakweakness. Behind his weak facade lies a cunning
Steelshank Wolfbeard (LE, duergar Ftr6/Deep Womind, and few suspect that Eblis is a power to be reck-" 1§
Rider 5), is also captain of the guard of the citadeined with behind the scenes. Over the past five years, |

;. answering only to Commander of the Keep Groiblis has poisoned Groul with a mildly toxic poison /
Tanghowl (duergar Ftr1l). Captain Morak has arguelistilled from the spores of a Huu'lach fungus. When;

., bitterly of late over the deployment duties of his memised in a certain manner, this poison makes its victims '

. He suspects that Groul's advisor Eblis (duergar Clrl@jone to suggestion. Eblis has manipulated Marshal '
is behind the poor strategies. He's confided to Gro@roul into diverting much of his wealth to Eblis’s mas- ¥
that the new patrolling strategies are leaving largers in the derro temple of Tirzankuul (see Temple of ‘Q-
holes in the defense of the Corridor, but Groul hasrzankuul, page 138). At their bidding, Eblis also has -

& ' waved off the protests. Morak is considering takingnanaged to open a hole in the defenses of the citadel.t{flgg N
i ,‘ | matters into his own hands. He doesn't care that Grdubw he waits for further orders and bides his time, o el
J\W" lines his coffers, but he does fear an invasion thaithough he has begun giving some consideration to
' ¢ could topple duergar control of this region. assassinating the annoying Captain of the Guard.

A
A

¥, Commander Groul is charged with the maintain-




NOTABLE NPCS
Morak Steelshank, male dwarf (duergar)
Ftr6/Deep Worg Rider 5: CR 11; Size M (4 ft., 2
in. tall); HD 6d10+18 + 5d8+15; hp 99; Init +4 (+4
Dex); Spd 20 ft.; AC 23 (touch 11, flatfooted 22);
Attack +18/+13/+8 and +18 melee (1d10+10 and

1d6+10, 19-20/x3, +4 axe hook), or +18 ranged
(1d8+3 19-20/x2, +3 light crossbow); SA +2

/' bonus to attack and damage when mounted; SQ

Rampage: Mount gains extra attack, Pack tactics,
" allies gain additional +2 when flanking; SV Fort
+11, Ref +9, Will +7; AL LE; Str 19, Dex 18, Con
<17, Int 14, Wis 14, Cha 9.

5 Languages Spoken: Common, Dwarven,
““Undercommon, Gnome.

Skills and feats: Craft +10 (weaponsmith),
Handle Animal +10, Hide +4, Jump +11, Listen
-+7, Move Silently +8, Ride +14, Sense Motive +4,
* Spot +8, Survival +15, Swim +8, Tumble +5;
' Dodge, Exotic Weapon Proficiency (axe hook),

; “Mounted Combat, Power Attack, Ride-by Attack,

. Spirited Charge, Two-Weapon Fighting, Weapon
Focus (axe hook), Weapon Specialization (axe
~ hook)

Possessions: “Gutflayer” +4 keen axe hook of
'\ wounding, +4 spiked full platemail, iron horn of
Valhalla, +3 light crossbow, eversmoking bottle,
harness of speed (as horseshoes of speed),

L poots of flying

: Groul Tanghowl, male dwarf (duergar)
Ftr11: CR 12; Size M (4 ft., 3 in. tall); HD
11d10+66; hp 134; Init +5 (+1 Dex, +4 Improved
. cinitiative); Spd 40 ft.; AC 22 (touch 11, flatfooted
L 21); Attack +20/+15/+10 melee (1d12+12, 17-
1 20/x2, +4 khorus vahk), or +15/+10/+5 ranged
' (1d6+6, +3 mighty shortbow); SV Fort +13, Ref
~ +4, Will +4; AL LE; Str 18 (+4), Dex 12 (+1), Con
22 (+6), Int 13, Wis 12, Cha 11.
Languages Spoken: Common, Dwarven,

|\ Undercommon, Drow, Goblin, Orc.

Skills and feats: Climb 14, Handle Animal +7,

'_ Hide +2, Jump +15, Listen +7, Move Silently +5,

‘ Speak Language +3, Spot +4, Swim +5; Alert-
ness, Cleave, Combat Reflexes, Dodge, Great

1 Cleave, Improved Initiative, Leadership, Power

. Attack, Weapon Focus (khorus vahk), Weapon
- Specialization (khorus vahk).

Possessions: “Helmreaver” +4 keen defender
khorus vahk, +3 fortified full platemail, +3 mighty
\  Shortbow, boots of striding and springing, cloak of
\\ resistance +3, ring of warmth

Groul Tanhowl was once a great ruler for the duer-
‘gar of Citadel Nossuth. Since coming under the thrall
~of his derro advisor, Eblis, he has become erratic and for worthless exclusivity to Kharas Mahr. He seeks;

trickled to the Temple of Tirzankuul, where Lu
hopes to purchase as many mercenaries as po
Groul himself is gruff and intractable, but he can g
reasoned with. If anyone were to suggest that hgs
“not himself” lately, or question his commands,"-,rT
would be an instant death sentence. 5
Eblis, male dwarf (derro) Cir12: CR 13;
Size M (4 ft., 5 in. tall); HD 12d8+24; hp 76; Init
+3 (+3 Dex); Spd 20 ft.; AC 20; Attack +12/+7
melee, or +12/+7 ranged; SV Fort +10, Ref +7,
Will +12; AL CE; Str 16, Dex 16, Con 14, Int 12,
Wis 19, Cha 15.
Languages: Common, Dwarven, Gnome.
Skills and feats: Concentration +13, Bluff +7,
Diplomacy +7, Heal +18, Knowledge (arcana)
+14, Listen +6, Move Silently +3, Spellcraft +5,
Spot +6; Alertness, Blind-fight, Brew Potion,
Empower Spell, Extra Turning, Leadership.
Possessions: Eyes of charming, robe of eyes,
amulet of proof against detection and location,
ring of mind shielding, +3 chainmail shirt
Cleric Domains: Protection, Destruction.
Cleric Spells Per Day: 6/6+1/5+1/5+1/
4+1/3+1/2+1. ,
Eblis seeks only one thing: to do Lugor’s bidding. (§
Unlike many of the savants under Lugor’s control, \8
Eblis truly believes that Lugor is the Chosen One g >
derro legend. To that effect, he is willingly poisoni PaLE
Lord Tanghowl! and using héyes of charming, as well
assuggestion spells, to weaken Citadel Nossuth suffi- g
ciently for the forthcoming derro invasion. Eblis is n
a warrior, though he is capable in combat. He pre
to discuss things, and pretend to be reasonable W
he thinks of another way out of the situation. M
duergar lords loathe him and he knows it, but it

nothing matters save his master’s will.

PLOT HOORS

A hotbed of intrigue, Nossuth is the focal point of ‘.*
several important groups. PCs native to or visiting in|y
the underdark will have interests here if they wish to}
move freely. The riches that pour through Nossuth ag&
enough to pique the curiosity of anyone bold enoug
to attempt tipping the scales against the powers
Indeed, what controls the Citadel of Nossuth is not thg
powerful duergar within it but their greed. Greed is the
one chink in the almost impregnable defense of this
fortress — one that may someday cost the duergar their
future.

 Kelius hires the PCs to break off from a routine
caravan run and attempt to map one of the guardeg
side tunnels. Kelius suspects Groul of bilking him

~irrational. Much of his personal wealth has slowly proof that Nossuth is assisting his competitors. - E!




A patrol of Doomrlders disappears near the boundaries of thelr control in the Corndor Eb|IS advis

shal Groul against sending out any further troops in case a large force of enemies such as the drow_'
responsible. He convinces the Marshal to send expendable forces. Morak’s chief lieutenant, Odun Foulg
(NE, duergar Ftr5/Deep Worg Rider 3), approaches the PCs and invites them to accompany him on hi
investigation.

While traveling near Nossuth, the PCs encounter several derro and a duergar soldier. The group attacks,
PCs without provocation. After the PCs defeat the small force, they discover on the duergar’s body a
to a nearby location. Following its directions, they discover a shipment of gold trade bars. If the PCs tak
the treasure, they find instructions from Eblis to his servants at the temple to use the gold to pay for a lard
contingent of mercenaries, as well as a list of officers serving at the Citadel. The tradebars are stamped. af
numbered in order to circumvent their carriers’ flagrant spending or trading. If caught with the gold bal
the PCs wiII certainly incur the wrath of Eblis and all of Nossuth. If they bring the trade bars back to No ¥

to pIot revenge later.

CHRDDWSRERCH
THE DEN OF THE CURREL’ ENDIR

Just out of range of the patrols of Nossuth winds No group in this region commands as much :
Shadowsreach, a series of caverns near the northespect and fear as do the soldiers of the Curael’endir.” L f
edge of the Corridor. Shadowsreach is the haven of @#icially, the Curael’endir are considered mercenaries ;"4
Curael’endir, a company of drow mercenary raiderdf Ch'orl Salau'fen; unofficially, they are the field
who specialize in attacking surface settlements atrdining commanders for the most prestigious houses -
caravans. The Curael’endir are often hired as huntin§Ch’orl Salau’fen, who send their young warriors to’
guides for parties from the Rook seeking sport on thearn the art of combat and living in the field with this

I'surface. infamous group. The Curael’endir act as messengers

' The Curael’endir are unique among the drow @nd escorts for many of the caravans from Delvesdeep \
this region of the underdark. They are outcasts froas well as certain other surface contacts. They are |
the city of Ch'orl Salau’fen, a mighty stronghold dedadept at travelling and living on the surface, regularly
icated to the Spider Goddess led by Zurath Ardal'aaiding caravans and surface villages and maintaining-
(LE Rog5/Rgr5/Surface Raider 5), a powerful warricat least a dozen surface camps from which to conduct' )"
and undisputed leader of the Curael’endir. It is whigheir raids. Many times they target caravans for raids.
pered that Zurath was once an assassin for one of itherder to fill specific needs for certain goods, but
major houses of Ch’orl Salau’fen. His growing poweequally often they raid as a courtesy to Delvesdeep. *}
and charisma began to concern the matron of Melvesdeep supplies information and resources free of"

" house, who perceived the skillful warrior as a threat tharge in order to ensure that competing merchant

“ herself and the Spider Goddess. For his own safetyganizations are locked out of their underdark trade
Zurath was dispatched by the house swordmasterroates. .
lead young troops into the underdark for their first tests  While Zurath is loyal to his men, he has no real .}
as warriors. His knowledge of the underdark and Hisyalties to his people as a whole. Zurath has main-.
skill at orchestrating group assaults became legenddamed contact with many of his former students, most

" His students brought back the most bountiful bootgf whom are now in positions of military power. He is

7~ his students proved to be the best field commandezgually comfortable sneaking drow runaways from

and his students proved to be the most loyal. Ch'orl Salau’'fen and selling slaves to brokers in Kha-

One season, when the matron was particularly digs Mahr. He is a mercenary first and foremost, living .4

. turbed with Zurath'’s presence, the house swordmasteiprecarious existence between the worlds of light "',
B ordered Zurath on an extended mission guiding prombove and darkness below, succeeding beyond any—

1-ising young officers on their first surface raids. Zuratbne’s wildest expectations.

! “unquestioningly left Ch’orl Salau’fen with a cadre of  Zurath’s stronghold Shadowsreach, comprlses a




—Corridor. Only three entrances exist. All require supedusly lead the blindfolded merchants to their strong—
—Climbing skill (DC 20) to negotiate the 80-foot ascerttold. Accommodations there are sparse, little mor
~to approach their entrances. They are well hiddéman comfortable sleeping pallets with warm blankets, !‘
“"behind manufactured stone overhangs and blindgs)d luminescent fungus light sources. T
requiring a Search check (DC 20) for those who do nGtirael’endir do not live in luxury. They would not’

know precisely where to look. They are heavily guardhave it any other way.

ed by at least three guards apiece, each armed with a The next chamber, the Fang, is one of the co

composite short bow or crossbhow for shooting dowslex’s most highly guarded chambers. It is a circ

any trespasser bold enough to attempt an uninviteldamber, 80 feet at its widest, with a large mine

visit. pool about 10 feet across in the chamber’s cen
The Shadowsreach complex consists of six larganging over the pool is a large, off-white stalagn

tubular caverns, which long ago were conduits fovith yellowish stains resembling an animal’s fafc o}

. lava. These caverns remain natural in feel and appeafater from the Dawnsflow river far, far above drips
'7ance, save for occasional ground-level accoutermestsadily down this fang and into the pool, about a gal
necessary for their occupants’ operations. At leastlan per hour. Drow stationed here for training axge
dozen bolt holes worm upward to the surface. given the task of collecting water and distributing it ta ? ’
The first cavern is referred to as the Hook. Thihe other chambers, where cisterns have been cut ing
Hook is the designated area for visitors and nothe rock to allow for water storage. Guards in the Fand =d L
Curael’endir inside Shadowsreach. Heavily guardedrea, numbering two to four depending on the group
| the Hook always contains at least 1d6 visitors whaurrent activities, remain hidden. 7]
"/ either are paying their respects as they pass through or The third chamber of Shadowsreach'’s six caverpg
are transferring cargo or information. Two chambers called the Rack. Most of the Curael’endir’s suppli
open off this crescent-shaped cavern, which is rougtdye stored here on the row after row of shelves cut
1 100 feet long and accessed by a single entrance frimat deep directly into the rock walls that give thig&
1 the Corridor floor. Guests often stay here up to a weekamber its name. Crates bearing the marks of trading
“while conducting their business, including heated bareuses from thousands of miles across the surface are
tering to offload fresh food supplies. Because Shafibund here, all booty from successful surface raids.
\ owsreach requires a constant stream of supplies — aaduables and tradable commodities such as weapons
\\ despite the large amounts of booty brought in froand armor are stored here, with an occasional crate of
‘. raids and trading — food and water bring premiusurface clothing or exotic fabrics. These items are
prices for merchants brave enough to make the jourrgrceled out slowly to the trademasters of Khara
to meet with the Curael’endir. Should more compledahr and to contacts at the Rook and Citadel Nossut
_negotiations prove necessary, the Curael'endir courtes trades for underdark commodities or as bribes foi




I 'special needs. At least two guards are stationed her€atael’endir. The master of the Blade is a drow named /%
any given time. Awinch and pulley system allows sup/arand’aes (LE drow elf, Rog3/Ftr10), a smith whose
ply crates to be hoisted up and down from a concealegickground is known only to Zurath. Varand’aes is
opening in the chamber to the Corridor floor. Two pagighly respected among his peers in the Curael’endir.
sages lead east to other chambers, one rising sharpliiéois marked for death by the high council of Ch’orl
a chamber called the Farm and another sloping do®alau’fen for being a traitor to the Spider Goddess. He ,
into the gloom toward the room known as the Loft. was House Hiraen’s armsmaster and one of the great- |
The Farm is a dank circular chamber filled witkest artisans of the city of Ch’orl Salau’fen. To this day, !
the edible fungi with which the Curael’endir commoneven Zurath does not know what it was that Varand'aes
ly supplement their diets. Other fungi here are growdid to incur the wrath of the entire council, but he [}
for different purposes, from poisons to healing agentuld not permit the death of one of the greatest drow: .«
Luminescent fungi are grown to provide light sourceseapons craftsmen of all time. Varand’aes gladly took
for visitors. Students are the primary caretakers of teanctuary with the Curael’endir, where he serves as '

4" Farm, feeding the rich soil with the remains of bottheir weaponsmith and armorsmith. The large drow <"

\ trainees and victims who have passed from life. Tlagtisan is known for his mighty arcane prosthetic,
Curael’endir take pride in ceremonially consumingvhich he designed himself and forged out of solid
fungi that has fed on the dead of their enemies, a pradamantine with the help of eldest apprentice. The ¢
|tice that has proven to be a strong bonding experieqmesthetic is as dexterous as his mighty left arm and is " @ |
between the trainees and the teachers. the subject of much speculation among those who are'}-"'lj.'
The Loft stretches more than 150 yards at itsvare of its arcane nature. \‘,

;widest, with a ceiling almost 60 feet high and filled The tunnel from the Blade leads to the last cham- * " ()

with stalactites and stalagmites. This large chamhegrs of the Shadowsreach, the Lair. The Lair is stable ‘
serves as the living quarters of the Curael'endir. # the large cave lizards that the Curael’endir ride as
wooden fence bisects the chamber, covered with vaniounts and harness as pack animals. These omnivo- !
ous banners, caravan flags and not a few skins of fathus creatures are trained to attack on command. They:
en enemies. Nearest the entrance from the Rack areatee capable of running up vertical surfaces. With spe-/ 7
sparse living spaces for young drow who have comedial harnesses, their riders have learned to negotiate’’
train with the Curael’endir. Their simple area consistshile completely upside down. More than a dozen of 7
of an informal, open training space as well as bunisese creatures stable here in the Lair, which is filled ~
and wooden footlockers for each visiting warrionwith students on their caretaking tasks plus at least two
There is little privacy, forcing the young trainees tguards at any given time.

bunk with and learn to rely upon one another. At any

¥ given time, some ten to fifteen young drow warriors

(drow War 1-3 or Ftr 1-3) live here. Most of the time Nﬂmnlc Npﬁg

they are out in the field training, but five or so remain

at the base camp on a rotation for handling menial Zurath Ardal’an, male elf (drow)

chores and such. From this side of the cavern, a pReg5/Rgr5/Surface Raider 5: CR 15; Size M (5

sage leads to the chamber called the Blade. ft., 9 in. tall); HD 5d6+10 + 5d10+10 + 5d10+10;

On the other side of the iron-gated fence lie thg 110; Init +9; Spd 40 ft.; AC 29 (touch 14, flat-
quarters of the Curael’endir, a honeycomb of smdboted 27); Attack +24/+18/+12 melee (1d8+10
chambers cut into the sides of the cavern. Each 1f-20/x2, +5 keen dancing longsword) and
\W'these small private chambers, thirty-five in all, i323/+23 melee (1d6+9 19-20/x2, shortsword of
“ sealed with a iron-shod, solid wooden door. In the cespeed) or +23/+18/+13 ranged (1d8+8 + 1d6
ter of this side of the compound is a flat training flod®0/x3, +4 mighty frost composite longbow); SA
where daily combat exercises take place. Traine®meak Attack 5d6, Ambush 2d6; SQ Combat
‘| demonstrate basic methods of ambush and ass@dhus: Two-Weapon Combat, Evasion, Uncanny
around the forest of stalagmites scattered across Dwedge, Terrain: Cavernous, Plains, Forest, Cho-

I @ floor of the training area. Few of the students realizen Enemy Drow 1st, Humans 2nd, Drow traits;

" that six of the stalagmites have secret doors allowiSy Fort +12, Ref +13, Will +6; AL LE; Str 20, Dex
the trainers to enter and exit this chamber in secr2t., Con 15, Int 14, Wis 15, Cha 11.

Three of the doors lead to hidden exits from the com- Languages Spoken: Common, Elven, Orc,
. plex, escape routes designed for rapid egress in w, Undercommon.

'3 i eventuality of invasion by a more powerful force. Skills and feats: Appraise +8, Climb +15,

y The Blade is a small, rectangular chamber 40 fe@taft +8, Escape Artist +10, Forgery +8, Handle
', in length. It is filled with weaponry and a smithy usednimal +5, Heal +8, Hide +13, Intimidate +8,
primarily for repairing weapons; however, more thandump +14, Knowledge (local history) +3, Listen
~ few talented weapon- and armorsmiths rank among &, Move Silently +12, Search +12, Sense Motive




_—+8, Sleight of Hand +11, Spot +13, Swim +11,
— Use Rope +13, Survival +13; Dodge, Improved
,?_.Imtlatlve Point Blank, Shot, Track, Two Weapon
§F|ghtlng Weapon Focus (composite longbow),
{ Weapon Focus (longsword)
Possessions: +5 keen dancing longsword, +4
shortsword of speed, +4 elven chainmail, +4
~ . mighty composite frost longbow, cloak of the bat,
-necklace of adaptation, horn of fog
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Craft +11 (armorsmithing), Escape Artist +6,
Gather Information +7, Hide +2, Intimidate +6,
Jump +12, Listen +6, Move Silently +6, Search
+10, Spot +6, Tumble +8, Use Magic Device +7; :
Arcane Prosthetic, Combat Reflexes, Dodge, |
Improved Critical (longsword), Improved Initiative,
Mobility, Power Attack, Quick Draw, Two-Weapon
Fighting, Weapon Focus (longsword), Weapon
Specialization (longsword), Toughness.

Possessions: +5 adamantine arcane pros-
thetic (20 Str, +5 keen longsword), +5 keen short-
sword, +5 elven chainmail, hat of disguise, robe =
of blending, boots of elvenkind t‘ \

Varand’'aes is the greatest craftsman of the Iast V
two generations of drow. He is a gifted artisan, who Er
has mastered the art of creating arcane prosthetics. \‘.;: 3
service to his people ended when he created a pros- :
thetic for a dwarf that had saved his life. This treason- (
ous act was punished with enslavement and he was =
sent to the fighting pits. Despite his standing as House
Hiraen's mastersmith, he is now no higher in standing
than a wretched orc slave. Varand'aes lost his left arny,
escaping the pits, and no slave cell could hope to hold}
him. Once in the wilds of the underdark, he made an
alliance with the Curael’endir, and has served with(§
them faithfully since. He is the only member that '§
Zurath has trusted with his future goals, ang
Varand’'aes has used his knowledge to help furt £
Zurath to that goal. His loyalty to the Curael’endir has
no bounds.

PLOT HOORS

Zurath is an outcast and prefers it so. He trains

. -many of the drow warriors sent to him not only mar-
I tially, but philosophically. Unknown to the many

The Curael'endir are deadly when provok'

'y matrons of Ch’orl Salau’fen he is creating agents witlitardened by their life as general outsiders, they ‘
" in their very midst and they suspect nothing. He, likemarkably resilient and self-sufficient. Despite thei ".

' many of his kind, is motivated by revenge and he seekshless and mercenary nature, their leader Zurath d
to one day topple the great council of his homelapfays a rare sense of honor possessed by few of
and establish a new order. Few know of his dreamsrage, clearly distinguishing the Curael’endir from oth-

oS

|\ he is taciturn and leads by example. When the tirees of their kind. With their unique ability to traverse ;
.| comes for him to strike, he will lead as he always habe territories of several major powers in the upper]i

. and those that have trained with him will react as thegach of the underdark with little to fear,

. have been taught, and a revolution will be born.
Varand’aes, male elf (drow) Rog3/ Ftr10:
1\ CR 14; Size M (5 ft., 10 in. tall); HD 3d6 + 10d10;

" hp 78; Init +6; Spd 30 ft.; AC 12 (+2 Dex); Attack
1 421/+16/+11 melee (1d8+12/17-20/x2, +5 keen

longsword (arm)) and +21 melee (1d6+10, 19-
20/x2, +5 shortsword); SV Fort +8, Ref +8, Will +8;
\ AL LE; Str 20, Dex 14, Con 11, Int 14, Wis 18, Cha
\ 12
Languages Spoken: Common, Draconic,
‘Elven, Drow, Undercommon.
Skills and feats: Balance +8, Climb +18, Craft
»-+16 (engineering), Craft +12 (weaponsmithing),

the
Curael'endir make incredibly valuable allies. This i§z
not to say that the Doomriders of Nossuth would

kill a member of the Curael’endir on sight — but wit
the possibility of hideous retributive attacks for yearst
to come, they might also consider such a move care-
fully before leaping to blade and action.

As the unofficial agents of Ch’orl Salau'fen, the
Curael’endir bear significant power and responsibility.
They train the young nobility of great houses in the
arts of field survival and guerilla warfare. In their
ongoing struggle for survival as an independent force
they expose their charges to constant danger. The:




“with a powerful house can prove challenging when a young, up-and-coming warrior dies during training. ¢
are the demands of the warrior’s life.

* The PCs are charged by Delvesdeep or another merchant house with establishing relations with thev<
Curael’endir. To do so, they must offer goods or services desirable to the Curael’endir. What will the PCs
offer? What will the Curael’endir ask for?

The PCs need to transport a package to Fort Glimmersteel, requiring the assistance of the Curael’endi
traverse an unknown stretch of the underdark. The Curael’endir offer their guidance; in return, they askyl
information about the organization that the PC’s group is part of or for some other private piece of infi

mation. {

The PCs are approached by a Curael’endir agent, who tells them that he needs their help to retrieve a stol€
item in the possession of some derro of the Tirzankuul temple. He offers to give the PCs several magic |te )
of appropriate worth if they help him retrieve the stolen item.

THE CRYSTAL CAVERN

FORT GLIMMERSTEEL
THE LIGHT IN THE DRRKNESS

Fort Glimmersteel, home to the svirfneblin of this region, lies deep beneath the southern reaches of the Ct
ridor in a massive cavern known as the Crystal Cavern. The massive cavern is easily more than a mile wide, w
(/a ceiling nearly as high. On its western edge stands the oldest stronghold in the region, Fort Glimmersteel.:

' Fort Glimmersteel is the only remaining bastion of the svirfneblin. Once a prosperous community of thriy
ing miners the svirfneblin of the Crystal Cavern toiled for generations mining mineral-rich veins in the surs

succumbed to a slow decline caused by the depredations of the aggressive drow. Within two generations
had been pushed back from their many mining communities to their original home city, now evolved intQ:_
mighty fortress named Glimmersteel.

Glimmersteel’s transformation from peaceable mining city to a fortress of indomitable strength has not be
merely cosmetic. The populace of Glimmersteel has hardened as well. The deep gnomes of Glimmerﬁ
"\ become veteran warriors before reaching adulthood. Constant battles with the drow of the Rook have drar )
(! both sides of countless lives. The svirfneblin have finally reached a balance. |

Led by their king, Dilvish Findlesnap (LG, Ftr4/Stone Shield Guardian 5), the deep gnomes have turned th
offensive back on the drow. Their engineering skills, gifts with earth magic and natural stealth have been\b
toward one goal for the past twenty years: the reclamation of the Crystal Cavern. For years now, the svirfneb
have kept the Fort blindingly lit as a defensive measure. The luminescent blaze has succeeded in keeping
. light-hating drow at bay. Despite the glare’s cruelly blinding effect on the svirfneblin themselves, they haveng

-, adapted to the light over the years, allowing them to take the offensive for the first time in memory.

A series of devastating svirfneblin attacks have forced the drow back into their one stronghold in the regi
a former deep gnome hold now known as the Rook. Both sides vie for supremacy of the cavern and its unt
riches.
4 Having mobilized for an all-out war effort, the svirfneblin have proven to be a near match for drow batt|ej,‘,3 g
. craft. While the drow outpower the svirfneblin in single combat, the deep gnomes’ teamwork has proven to.'b
"“'the singular advantage allowing them to overcome their ancient foes. The community found within Fort Gl
mersteel is the bedrock of this effort, and its success is a monument to their resolve. The drow have recoiledifton




To Delvesd;?ep

et Thq CRYSTAL. CAVERNS
The Rubgwa”sh Lode, Yy )

~7 el l“v'g S
\ 7 ad FG . .Vph { '\L/ L
o, / 9 L= L 1
o |

.'f_ 4% £ -

8
4]

. Fort

fﬁ limmersteel
25
?— o

2

“{J" L
\ éf ,’:
({‘*"

Diarri(;n_dtears
'Spring
To Ch'orl
Salau'fen

J“f‘
g
,

Q ' 1900

Scale in feet

drow warriors.
Masterminding the stratagems of the svirfneblin is its circle of Earthshapers. These wizened sages,
Swart Glistengold (NG, Deep Gnome Drd7/Earthshaper 5), use their vast power over earth magics to indi *{5{'_
affect the normally magic-resistant drow. The stones of the earth themselves reveal secrets to the forces th
| Dilvish. Backed by the elite warriors of the stone shield guardians, the deep gnomes of Glimmersteel have aked]
their destinies into their own hands. &
_ For all its military focus and success, Fort Glimmersteel still depends heavily upon mining. The ged
ters of Glimmersteel are the finest to be found, producing work of superlative quality. Merchants throughoy
\ underdark and on the surface go to great lengths to acquire svirfneblin goods. Fort Glimmersteel reliest _
trade to supplement its own deficiencies. They trade fortunes in gems, crystalline weapons and trade bars fi
simple necessities other races often take for granted, from supplemental foodstuffs and water to raw materia
like cotton and wool.
Fort Glimmersteel itself is a massive, semi-circular structure jutting out from the west wall of the cavern
\ and surrounded by a semi-circular curtain wall 20 feet tall and almost 20 feet thick. The interior of the fort carve§
\\its way into the side of the cavern, etched by impressive magics and intricate engineering, an endless se |e
caverns rife with chambers and living areas. Stout, round towers are spaced along the outer reaches of‘
_at 50-foot intervals, with a taller inner wall rising 30 feet into the air. The inner wall allows ranks of skilled cr
. bowmen to repel attackers.

4




/" patrolling drow. The tunnels themselves are secr%3n

B/ into bladders strung onto a harness. The water-runn

_ Mining teams dig into the earth within the fort ' '
itself. Due to overmining, however, the ore deposits Nmnm-c Npc

there do not match the quality of the lodes in the Cav-

ern. Mining troops protected by contingents of stone Dilvish  Findlesnap male  gnome

shield guardians brave the outer cavern in the hOpeﬁg\];irfneblin) Ftrd/Stone Shield Guardian 5: CR
uncovering valuable gems and precious metals. ltdSSize S (3ft., 5in. tall); HD 4d10+16 + 5d10.+20'

dangerous work. While the patrols of the Rook ha 90: Init +7; Spd 40 ft.; AC 32; Attack +19/+14

somewhat pulled back, lately there seems to be a NEW oe (1d8+8, 20/x2, +4 medium bladed shield):
level of aggression brewing. A Shield Slam; SQ Racial bonuses, Iron Vigil,

Only one large mining team is currently locatedy ;o) \ai Shield Mastery, Glorious Stand; SV
outside the walls of Fort Glimmersteel. This teaE%

works the Rubywash Lode (see below), named for t orrt] :;6’|nfe1f2+3iﬁ\év'1lfé£l'1ze’ Str 18, Dex 16,

; fantastic cache of rubies and other precious stones dis- Lan’guageé Spoke/’T Comm.on Gnome. Gob-

{" covered there within a vein of mithral. More than WO Terran Undercomm'on ’ i

. dozen stone shield guardians and two Earthshapers Skills,and foats: Dip.Iomacy +7 Hide +9
protect the small fortified encampment. This mine il?wtimidate +9, Jump ;7’ Listen +8, Mc’>ve Silentl3;

vital to support the continuing campaign against th+e3 Search +7, Sense Motive +8, Spot +10, Swim
drow. Much of its products are passed in trade to trg_zf Alertness ,Combat Reﬂexes’ Exotic Weapon

Delvgsdeep Trading Company, who bring water a oficiency (bladed shield), Improved Initiative,
~supplies — and unbeknownst to the drow, several p

“fabricated trebuchets and ballista. These Sie%owerAtta_ck, Toughness, Weapon Specialization
aded shield).

weapons are to be deployed in a future assault agamst Possessions: +4 medium bladed shield of

the Rook, with the hope that the fearsome power of tQ?row deflection, +4 mithral chain shirt, boots of

trebuchets will bring the walls of the Rook down Oncgtriding and springing, horn of goodness, scarab

and for all. .
. . . . .. of protection
Inside Fort Glimmersteel, the svirfneblin maintain King Dilvish is a kind and just ruler. His people

a large fungi farm which produces the bulk of the_lﬁlways come first and he will do anything to protect 2
diet. Large glowstones mounted across the farmi

areas provide enough light to grow some of the hardgi

well being of his small kingdom. His ambition has

own in the face of possible extinction, and his suc-"""

varieties of surface vegetables and legumes. The li ! Lses have given his people new hope. Uncharacteris-

_yaiso serves as a defensive measure, should drow &lly open-minded for a svirfneblin, it is because of

j gers ever tunnel their way in. The farm cavens belcm’m that Fort Glimmersteel has tentatively opened its' |,
e inteucy forF are very vyell guarded, with half Foors to trade, and possible outside mercenaries of
dozen guards in any_lndlwd_ual cavern. Earthshap%jgod character. His war is as personal as it can get, and '
jend theSSicak 8Mns with meticulous care. he will never stop his relentless attacks until the drow

Vel t.he Crystal Cavern is sc:arce. Di are driven back to their own home and the Crystal -
mondtears Spring, near the center no-man’s-land of 8vern is once again under svirfneblin rule

main cavern, is its sole source. The spring earns its Swart Glistengold male gnome
game from thte fh“”tty thtge twater b“g*;"“g - ffOMs virfneblin) Drd7/Earthshaper 5: CR 13; Size
Dlres of Stoam o from the waters as thev moet 243 - 3 in- tall); HD 12d8+24; hp 88; Init +5 (+5

umes of steam rse from e waters as Mey Meet i), spd 20 ft.; AC 26 Attack +15/+10 melee

I cool air of the cavern, preventing enemies on oppos th6+4, 19-20/x2, +3 crystalline scimitar); SA

~ sides of the embankment from ever seeing one an fidshape 3/day; SQ Woodland Sride, Trackless
er. The tunnelers of Fort Glimmersteel have dug thrg?ep Wild Em’pathy Nature Sens’e Resist

~ tunnels beneath the floor of the cavern that Conmﬁéture’s Lure: SV Fort +15. Ref +15. Will +24: AL
Y| directly with the spring. Hidden water taps carry watql 5. sir 13 (+’1) Dex 20 (+’5) Con 1’4 (+2) In’t 12
directly to the fort. The openings are concealed a?n15 Wis 23 (+é) Oha 12 (+%) )

"ispaced irregularly so as not to draw attention fro Languages Spoken: Common, Druidic, Dwar-

. . Gnome, Terran, Undercommon.
even among most of the svirfneblin populace. They Skills and feats: Concentration +15, Craft +14

still rely on water-runners, a group of brave, stealt

2 ) Lr stalsmithing), Hide +13, Knowledge (inner
. gnomes who sneak to the spring’s edge to siphon w ?é%es) +11, Knowledge (nature) +15, Knowledge

. ) . i éigion) +7, Listen +8, Move Silently +5, Spell-
1 make their excursions in cautious groups of four, nev oft +14 Spot +8; Alertness, Combat Casting

talfing water from thejBame spot twice and aIWa)@raft Magic Arms and Armor, Skill Focus (spell-
J=iNg EWOPCOKCHIS. craft), Spell Focus (summoning).




Possessions: staff of earth and stone, brac- to say the least.
ers of armor +6, pearl of power (2 spells 1-6),
robe of resistance +4 (as the cloak of resistance),
stone of commanding earth elementals, +4 true
crystalline scimitar
Druid Spells Per Day: 6/7/6/5/4/3/2.
Wise and ancient, Swart is the eldest of the Glim-
mersteel svirfneblin. None command the reverence of* The water from the spring is in jeopardy. The t
this wizened old sage. The great twilight of death looms nel allowing the gnomes to pipe the water in ha$
_/ before him and he has vowed to stand with Dilvish to ~ collapsed, and there are gnomes trapped at the 8
// see the fall of the drow before he departs for the great €nd of the tunnel who need help. The only way tQs
| ,beyond. He maintains a proper school where he teaches Save them is to run across the cavern and dig the

the younger gnomes the secrets of the earth. Swart is out. If the PCs are unsuccessful, this might revear
" passing his knowledge to his students as his final lega- to the drow how the gnomes retrieve their water. R i

ey, in order to ensure that the traditions of his people. The PCs hear rumors that mining at the Rubywash
2 continue as unabated as the stones they walk on. Lode has ceased. Something is killing the gnomes/ &
there, and they are about to abandon the operation ("
pu]'[ mmug entirely. Whatever is causing the terror is causing
‘ at least two deep gnomes to disappear every day.
King Dilvish asks the PCs to investigate and
promises to reward them handsomely if they suc-
ceed in discovering the problem and finding a f
solution. (Might the reward be crystalline i
L
\

e The PCs are asked to assist a raiding party ag
a drow patrol near the Diamondtears Spring. T
gnomes inform them that the patrol in questlo.
notoriously vicious, responsible for more than'a
dozen grisly kills over the past year.

) If the PCs can overcome the natural paranoia of its
" “inhabitants, Fort Glimmersteel makes an excellent
“home base for adventurers planning to stay in the
~underdark for any length of time. While the Fort itself
_—does not offer the amenities that a town might have —
— there are no inns yet though there are somewhat sub~ The gnomes need to deliver a message to Delves
~~dued drinking establishments — there are plenty of deep quickly. Drow patrols have cut off aII c
‘| empty cots in the barracks. Attrition has been an issue attempts at communication with the topside, a w &
for a long time, but its hold is slowly loosening as the PCs represent the gnomes’ only chance of g et- "j] -
aggressive action forces the drow to become more cau- ting a message out. The svirfneblin need to com-_
tious. municate with contacts at Delvesdeep regardp S
_ The gnomes’ tentative hold on their water supply additional siege weapons for their planned ass
is their weakness. A PC who came up with a perma- against the Rook. They need this message the
nent solution to this challenge would be a great hero, soon as possible.

RUBYWAGH LDDE
THE HAUNTED MINE

weaponry?)

svirfneblin have been able to dig outside of Fort Glinthe door A Reflex save (DC 25) will av0|d the darts.
mersteel in two generations. It is located approximatéhose who fail will suffer hits from 1d6 darts, each |
+/ly half a mile north of the fort on the west side of thdoing 1d4 damage. The darts are barbed and poisor&e
chamber. The mine is a quiet affair, since most of tieach requiring a Healing check (DC 15) to rem
1. work is done below ground. The camouflaged entranpeoperly in one round; otherwise, the darts do 1 poi
is tucked behind a boulder and stalagmite field on tleé damage every round if the victim is doing anything
' furthest edges of drow patrol routes from the Rook. Ather than sitting still. It takes four rounds to work the
least a dozen stone shield guardians and another dodaris out slowly and safely. For every round less that
svirfneblin soldiers (War3 or Ftr2) are concealed wittthe victim rushes the job, he takes one point of dam-
\ in the stalagmite field, ready to attack anything thage. The onset time of the poison is 4 rounds. If the
\\ moves. darts are not all removed within four rounds, the poi-
The entryway to the mine is a massive stone doson begins to take effect. Victims must make a Forti- ‘
‘with an elaborate mithral locking mechanism requirinyde save (DC 18). This check must be rolled for eac ﬁ
~an Open Lock check (DC 45). The door itself is fouttart. The poison is a slow-acting muscle relaxant. [f
~feet thick and is filled with holes that launch a vollethe victim fails his save, he will lose 1d4 temporar r




¥ points of Dex. One minute later, if he fails his second King Dilvish has
save, he loses 1d6 temporary points of Str. This trhp and his council can ascertain what exactly is behind' ‘!
has enough ammunition for four such volleys of dartghis. In the meantime, his plans for war against the
A gnome is always posted at the door, watchirdrow are falling apart as the window of opportunity
through a peephole disguised as a dart-hole. He h&gjins to close around him and his people.
enough backup ammunition to reload the trap up to
four more times and manually fire it once every other
round. Disabling the trap requires a Disable Device pu" "mmg _
cReceDe 20). . The mines, so important to the svirfneblin, are off !
The Rubywash Lode produces a staggerlqﬁ]n. ) . >
) ) ; . its for the time being. The war plans of the
amount of rubies and mithral — quite possibly the . . L -
. L ) . svirfneblin cannot permit time to pass for the Rook to
largest mithral strike in the history of Fort Glimmer- . . T
. . - receive reinforcements, but the gnomes need to build.
steel. The speed at which the miners are digging tun- T . i\
e ; . 4 ealth to bring in the siege weaponry and extra mer-'
. nels and producing ore is phenomenal. The svirfneblit o . S
- . cenaries they need. These are risky days for Fort Glim-" /
| extract an average of 20 pounds of mithral over a e . ;
X . ) mersteel, and they are risking everything for the
workday. The mine has produced without fail for twoh
i . S . s . ance to be free once more.
.. years now, with no end in sight. King Dilvish beheve& )
|\that this could be the moment he has been waiting for’ The PCs run afoul of a Rook patrol, which i =
He hoped to extract enough resources to buy the siege @Mbushes them in the mistaken belief that they argsy ' . g
_equipment spoken of by trade agents of Delvesdeep. SPi€S from Gllmmers_teel. If thg PCs defeqt the \;I A
“But then came the shadow. drow, a lone stone shield guardian reveals himself * y
A little over a month ago, one of the mining teams @nd makes first contact, believing them to be &g
broke into a large, deep cavern below the Rubywash potent!al alllgs. If the PCs prove to be.amlable, the
mine. It was impossible to see well within the depths Guardian might tell them of the plight of the
of the pitch-black cavern, even with darkvision; the ~MINes. )
deep shadows seemed somehow unnatural. The King Dilvish asks the PCs to investigate the situ- /1
gnomes quickly determined that the cavern contained ation at the Rubywash Lode. He tells them of his 7%
a large deposit of umbrite and began mining operations plight and promises a great reward if they can put
there promptly. Soon, however, team members began an end to whatever is causing the disappearances
to turn up missing. Within a week, more than 15 min- (a horagh or a vorrlash — it's up to the GM). If the
ers had disappeared. The rest of the miners and guardscreature is defeated, mining resumes and war is ¥
| fled. The shaft has remained closed, but despite this, it soon in the air. The King asks the PCs to help the
is apparent that whatever was in that cavern is now svirfneblin defeat the drow of the Rook in a titan-

loose in the mine and in the Crystal Cavern itself. ic clash for final control of the region.

THE RODK
BASTION OF POUWER

| the mighty edifice known as the Rook. For nearly twaithin several stalactites overlooking the fort. More "
centuries, the drow of Ch'orl Salau’fen have used thikan 400 drow live and work in the Rook. Of that
fortress as their furthermost outpost to keep watclumber, most are common soldiers of uncommon tal-\
over their enemies. ent, well seasoned (Ftr 1-4) and well versed in a vari-
Dwarfed in size only by its sister fort to the weskgty of arms. Their versatility has allowed them to dom-"#
w Fort Glimmersteel, the Rook is heavily manned. ihate the Crystal Cavern region for the last two cen-
~/ stands guard over the Kiltha’ack Su'uren, the seriestofies. Only in recent times have their abilities been /|
tunnels and caverns that lead to the mighty drow citgken to measure. -
of Ch'orl Salau'fen. The exterior of the Rook looks  Most soldiers here wear light byrnies of chainmail ?‘ Y
~ much like Fort Glimmersteel with a smaller curtaimnd use longswords and hand crossbows. A crack ~, "M y
@ . ‘wall (only 15 feet high) and only three square guastjuad of archers supports the infantry and flying cav- La
towers along its length. The drow who now live theralry. The elite flying cavalry rules the airspace P
i “have made only light modifications to the fortresthroughout the cavern, save near Glimmersteel. These
structure. airborne soldiers patrol all the way to Nossuth, per-:
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almost virtually without witness. working. Then, to the utter astonishment of the i

The massive double gates to Kiltha’ack Su’uren areander and his soldiers, they were ambushed by a-
iron-shod wooden portals more than 5 feet thick. Modntingent of svirfneblin who were apparently prepar
than 20 archers are stationed in the bailey courtyaadd waiting for their foes. The commander’'s untime}
between the second set of gates, guarding against tdaughter left Helastrus in command — just as he'
passers and serving as a perimeter defense against ggened.
attempts. The tunnels of the Kiltha’ack Su’uren lead even Not wanting to tip his hand, Helastrus officially took
deeper into the underdark and into several side passagaly “temporary” command at the Rook. Indeed, he sesl
disappearing into parts unknown. The main passage talesd of his commander’s demise to the High Council ®
careful travelers to the gates of Ch'orl Salau'fen in legdh’orl Salau’fen, fully expecting a new commander to b
7/ than two weeks. dispatched. In the meantime, he moved his goods to h
/ Though none dare admit it openly, the Rook haten caches known only to himself and two top aides.
/" become a powerful black market within the upper reach- Helastrus cares nothing for the conquest of thé o
¢ es of the underdark. The duergar have proven receptivestirfneblin, executing only the most half-hearted attempts
- the developing black market. Underdark wealth had reclaiming drow ground. The cunning leader is feared
"_begun to slowly trickle into and out of the Rook. by his co-conspirators, a scant two dozen of the 300 dro

While the drow of Rook are highly trained soldierssoldiers stationed permanently at the Rook. He believes

by the standards of Ch’orl Salau’fen society they are migat no matter who is assigned as the next commander, he
fits, fit only for guard duty outside the immediatewill retain control of the black market ring and eventual-
demesne of the High Council. Here on the frontier of the bring the new commander to heel through greed.
- female-dominated society of Ch'orl Salau'fen, malednfortunately, Helastrus’s assumption does not seem to
banished for minor insults or lack of station find releadse bearing out.
~and more freedom than they ever imagined. Offensives Mael Varan'daes (LE, drow Rog5/Ftr18), the War- }
- against the svirfneblin offer great hunting, at times prderd of Ch’orl Salau’fen, arrived a year ago in secret with ¥
~viding a vicious enough level of fighting to satisfy thénis advisor Ta'rreel The Blessed (NE, drow Wiz17). 5
craven drow. And out of the watchful eyes of the matrotdnbeknownst to anyone but Helastrus, the Warlord ha
of the great houses, enterprising drow soldiers hasecretly assumed control of the Rook from behind th
—begun trading drow items for the exotic wares of the othecenes. His presence is a thorn in Helastrus’ side, whg
races of the region. Some even manage to get their hafedss the veteran warrior general and his powerful -[ A
1 on surface wines and equipment, which they trade amasw. Mael and his advisor merely watch the svirfnebl
themselves. making cursory moves to test the resolve of the deep
When the goods of the duergar and surface tradegmsomes. Mael ordered Ta'rreel to counter the™g
first knocked at their doors, the drow of the Rook wermvirfneblins’ resources by summoning a powerful beast
ill-equipped to handle the wealth flung at them islow their mining efforts and thus blocking their ability.1o
exchange for the simplest commodities. Quartermasfairchase mercenary services, a ploy only too obviougy
Helastrus Yorazz’ar (NE, drow Rog9/Ftr4) immediatelyhe wise warrior. Mael's next move, however, is knoW

/\.“organized many of the lesser officers, trading much ofily to himself.

~ their regular gear and weaponry for goods and wealth Mael knows that Helastrus was behind the deat A
. from the traders of Kharas Mahr and an occasional cahis former commander. He actually admires Helastus_ f
van from the surface. Within a few years, their operatidniis cunning. Mael believes the former commander lagk

had grown to the point that contacts from Ch’ordiscipline and is weak; the weak should never lead t

Salau’fen were shipping large quantities of spiderweavarong. What the soldier in Mael does not like, howevenj[*
wines and other goods from the city to the Rook, bougistthe fact that Helastrus has set his own personal goals?

Rook eventually discovered the operation, of course. Has battled most races both on the surface and belo
immediately assumed control of the operation himseljael holds a wealth of worldly experience. Immense forj,
Helastrus was shifted to second in command but maedrow, he towers well over 6 feet tall. He wears his int
tained a huge cut of the profits. cately braided hair tied back to reveal burning red eyg

steel began attacking Rook patrols. The drow initiallyevitably kill Helastrus, he envies Helastrus's forging
1 brushed aside the attacks as mere flukes, but the desemething for himself away from the predations of the
gnomes began taking out the outermost drow outpostsHigh Council’s politics. Mael knows that his own end
the Crystal Cavern, with tactics nothing short of ingenvill come soon, once he is viewed as a threat just as his
ious. The drow redoubled their efforts to destroy thgounger brother — Zurath, now leader of the infamous
\ svirfneblin, who faded back from any offensive launche@urael’endir — once was. He knows too that he could pos-
' in the open. Worried that their losses would prompt aibly find an ally in Helastrus, but he is unsure if Helas-

investigation from Ch'orl Salau'fen, the Rook’s comirus is worth the risk and believes it might be better sim
‘mander began to plan personally-led counterattacks pdy to kill him and be done with it. It is the drow way
“ruthless cunning. At first, it looked as if his plans were

Rl

e
WP ey prpeeres (TR P




NDTRALE NPCS

Helastrus Yorazz’ar, male elf (drow)
Rog9/Ftrd: CR 14; Size M (5 ft., 3 in. tall); HD
9d6 + 4d10; hp 58; Init +4 (+4 Dex); Spd 30 ft.; AC
21(touch 14, flatfooted 21); Attack +16/+11 melee
(1d6+7/17-20/x2, +3 shortsword of frost) and +14
melee (1d6+7/17-20/x2, +3 shortsword of frost);
SA Sneak Attack 5d6; SQ Racial Abilities, Eva-
sion, Uncanny Dodge, SR 23; SV Fort +9, Ref
+11, Will +6 ; AL NE; Str 14, Dex 18, Con 15, Int

18, Wis 14, Cha 16.
“ Languages Spoken: Common, Draconic,
. Drow, Dwarven, Orc, Undercommon.

Skills and feats: Appraise +14, Balance +7,
Bluff +10, Climb +8, Diplomacy +15, Disable
\Device +10, Disguise +13, Escape Artist +16,
Forgery +10, Hide +11, Jump +8, Listen +16,
Move Silently +15, Search +14, Sense Motive +9,
“Sleight of Hand +15, Spot +10, Swim +11, Use
Magic Device +10; Dodge, Improved Critical
(shortsword), Improved Initiative, Mobility, Quick
Draw, Two-Weapon Fighting, Weapon Focus
(shortsword), Weapon Specialization (short-
sword)

Possessions: +3 shortswords of frost x2, +4
shadowed studded leather armor, cloak of the
arachnida, boots of elvenkind, gauntlets of stor-
ing, rod of alertness, hood of disquise (as hat of

disquise)

: Mael Ardal’an, of House Hiraen, Warlord of
Ch’orl Salau’fen, male elf (drow) Ftr20/Rog5:
| CR 26; Size M (6 ft., 3 in. tall); HD 20d10+40 +
' 5d6+10; hp 190; Init +5 (+5 Dex); Spd 30 ft.; AC
' 15 (+5 Dex); Attack +33/+28/+23/+18 melee
(1d8+12+ 1d6/17-20/x2, +5 keen, shock, shock-
ing burst longsword) and +33/+23 melee
(1d8+12+ 1d6/17-20/x2, +5 keen, shock, shock-
ing burst longsword; SA Sneak Attack 3d6,
Shocking Burst; SQ Evasion, Uncanny Dodge,
. Racial Abilities, SR 36; SV Fort +18, Ref +18, Will
“+11; AL LE; Str 21, Dex 21, Con 14, Int 14, Wis
12, Cha 12.

Languages Spoken: Common, Draconic,

v\ Drow, Duergar, Undercommon.

Skills and feats: Climb +25, Craft +24
» (weaponsmith), Diplomacy +5 , Hide +13, Listen

-~ 48, Move Silently +15, Ride +23, Search +4,

Sense Motive +12, Spot +18, Swim +20, Survival
+9; Cleave, Combat Reflexes, Dodge, Dual
~ Weapon Mastery, Expertise, Great Cleave,

& /Improved Unarmed Combat, Improved Critical

' (longsword), Improved Two-Weapon Fighting,
I Mobility, Power Attack, Quick Draw, Run, Spring
Attack, Two-Weapon Fighting, Weapon Focus
(longsword), Weapon Specialization (longsword),

Greater Weapon Focus (longsword), Whirlwind
Attack.

Possessions: +5 keen, shock, shocking burst
longswords x2, boots of flying, cloak of resistance
+3, gloves of arrow snaring, ring of vampiric
regeneration, ring of sustenance, +5 fortified,
shadowed, invulnerable elven chainmail

PLOT HOORS

Gateway to the middle underdark region, the
Rook is a hotbed of political interest to drow PCs. The
simplest level of involvement is of course the drow /!
war with Fort Glimmersteel. The PCs may be involved
with the Rook’s black market; if so, then it is a dan-
gerous time for them, since the new commander will X
certainly mark such enterprising drow for future refer- 5 ¥
ence. The intrigues of Mael and his Curael'endir 4\ 5. i
brother are rife with possibilities. Will Mael make war .- {
on his renegade brother or join him? The Rook is a-*,\ “y
place in flux. Major forces are aligning against it from '
within, and the actions of the PCs could easily define
the difference.

» While on patrol (or travelling through the Crystal
Cavern), the PCs spy a lone drow poking around -
a rock outcropping. If they watch him long
enough, they see him open up a concealed
entrance to one of Helastrus’s caches. If they con-~
tinue to follow him, they witness him meeting a
svirfneblin near Fort Glimmersteel for some sort
of handoff. What do the PCs do?

A drow’s corpse is found ripped to shreds near the
entrance of Rubywash Lode. In his pouch is a/ /@&
scroll for banishing creatures from the plane of :
shadow.

PCs travelling to the Rook for the first time are |-
met by Mael himself. He asks them if they would & D)
be so kind to deliver a package to the "
Curael’endir. The large package is packed inside a*‘
trunk that Mael requests must remain closed.
Should the PCs accept, he pays them handsomely.
Overhearing their transaction, Helastrus makes ¢
plans to hijack the caravan. '

After several benign deals, Helastrus extends an''
offer for the PCs to join him. He offers them a -
huge load of spiderweave and other assorted drow ,l'_;;ﬁ?‘
goods, including black market goods such as mag-' .

ical weapons, armor and poisons. If they accept

he knows for certain that the dragon has laid a. W 2
clutch of eggs. ’
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= would head into the deeper reaches of the underdarklenshandral (NE drow Rog6/Ftrd/Assn4) and Togad '
I.: or back up to the surface — to pass through Khar@sipsnap, Council Advisor for Fort Glimmersteel (LN .‘F
./ Mabhr. svirfneblin Rog7/Sor5). These advisors can con5|st . |

‘Mahr, save items that prove dangerous to the well-"
'belng of the marketplace itself. That sald weapons and confines of Kharas Mahr; none shall be excludgd

ik

sl g

RHARRS MRAHR

THE PLACE OF PRIN

. . - "
Kharas Mahr sprawls across the southernmdX% or more of their value plus assurances against E i

,/ reaches of the Corridor. Past the tunnels that lead to lives of retainers and often the sellers themselves
/Crystal Cavern and two weeks west of the Citadel @inless that merchant has made arrangements with tfi

Nossuth lies what many refer to as the Bazaar @buncil — a bribe). Slaves are taxed at a flat 20 gp pet

~Chains. Kharas Mabhr is the largest trading center in thead, based on the costs of feeding, housing and Wate ‘
“ upper reaches of the underdark. Run by a triumvirdtey them; goblinoid slaves are taxes at a lower 15 gp
2 of the largest, most powerful duergar clans in tiper head, since they are used to harsh treatment ang
‘region — the Coldiron, the Granitespur and the Hodare better in poor living conditions. /

beard — Kharas Mahr is the place civilized and uncivi- The Trademasters represent the city’s most pow- .
lized creatures alike come for their necessities. Tkeeful merchant families and contribute to the well- “‘\‘

" traders of Kharas Mahr offer everything from commobeing and perpetuation of Kharas Mahr. The Council [i

goods and foodstuffs to more esoteric items such @sTrademasters consists of one member from eac

_poisons, magical devices and exotic weaponry madefamily organization; each organization is responsible / i/
oy

order. Then, of course, there is the most infamofm one sphere of influence. The council consists of (3

commodity of Kharas Mahr: slaves. Hartstorn Bloodgout, Lord of Clan Granitespur (LE
Established some 400 years ago, Kharas Matmergar Ftr8/Rog6); Gulgretch Foamspew, Lord of(g

represents the first attempt to create common grou@thn Hoarbeard (NE duergar Rogl2); and Kordron

:i.l;
3

+where the civilizations of the underdark can gather tdrollarm” Coldiron, Lord of Clan Coldiron (CE duer- J

exchange goods for the benefit of all. The purplgar Ftr13).

! skinned flayers of the mind are the only race prohibit- The Council of Trademasters has proven to be J1 :

ed in Kharas Mahr. Remembering centuries of forcedarmingly fair, retaining lobbyists from two of the
servitude to them, the duergar hold fast to their enmmirost powerful organizations in the region. These ad

ty for the creatures. Indeed, they are killed on sight gors act on behalf of their own people and their al

the environs of Citadel Nossuth and Kharas Mahr. Fespecially the surface merchants who deal with t ;
10 miles in either direction up or down the Corridoindependently of Kharas Mahr. The current advi o

mighty gated walls block traffic and force all whaare Druuje T’siarkan’zul, Council Advisor for Hou: ‘

L B

Kharas Mahr’s stolid stone castle is surrounded lhy be found at the heart of the intrigues, gossip at ,‘- }
a sea of tents, pavilions, subterranean tunnels and pisnormongering that infest the Bazaar. Each mai
The gates themselves are solid adamantine-bound ir&ins his entourages and bodyguards, because althou

| which has been treated with special arcane alchemiaabassination is not common, it occurs frequently

processes to prevent corrosion. The 30-foot-thick casiough. A few extra swords are always advisable fo
tle walls are manned by hundreds of duergar and manyone with a high profile in Kharas Mahr. '
cenaries of even less savory demeanor. Guards inside Clan Granitespur handles most of the regulato
rotate monthly, in order to keep corruption to a minfunctions within Kharas Mahr. They set trade rules af

% mum. Inside the gates are the massive caravansarngsieral laws, as long as the ruling Trade Council me
. where each wagon is checked by a customs agentbers of the other clans do not object. The current gen
" Kharas Mahr’s Council of Trademasters. These ageetsl laws are as follows:

impose tariffs on all products from specific regions, . pjpodfeuds and quarrels are prohibited within the
changing seasonally. Surface products are taxed at .gnfines of Kharas Mahr. Safe passage is granted
10% of their value as marked in markets of the Kharas 4 11 who lawfully enter and obey the laws of the

\ Mahr. Bazaar.

There is no such thing as contraband in Kharas . . i
g All are welcome to trade in good faith within the




rights of safe passage immediately.
Anyone found guilty of murder loses all rights of-/an members of the council. The fact that the
safe passage immediately. Coldirons are slowly dying off from attrition is not lost
ST O i N P e cOnfiEs t? any of the Hparbeard or Granltespur.CounciI mem-
Kharas Mahr Pers. The Qoldlrons’ need for mercenaries grows with

' every passing year, as births decrease and death tolls,
The Trade Council reserves the right to revoke thgount. )
privilege of entrance to Kharas Mahr for any per-

sonage or organization. PLACES OF INTEREST

All objects and items for sale accrue a 10% sales

leore Pa'd to the vendor upon sale. Kharas Mahr holds several places of interest to the .
Clan Granitespur keeps a meticulous inventory ghsual visitor. Each has its own particular nuances and-. .
sraders in Kharas Mahr and ensures that all sales taygfigers to the uninitiated, and all can prove rewarding,*" /
. are paid. Anyone attempting to leave without handing those with a penchant for indulgence without moral- /7.

. in the proper tallies (usually collected upon leavingyy — rarely an issue for natives of the underdark.
~will find himself quickly stripped of his entire inven-

|\ tory and thrown into the pits. This consequence makm@ CLAVE PITS
“'for incredibly long outgoing lines at the gates. Orders

Y

are usually placed days in advance with a Judicator to Cut into the ground for several miles behind the ™./ | |
{visit exiting merchants before they have even packB@zaar, the slave pits are an area that few seek outis \‘S‘ﬁ
up. Smugglers are treated no better than thievadllingly. The pits are little more than just that: open,
despite several particularly gruesome examples @fcular pits more than 30 feet deep. A rocky dirt ramp
punishment, some fools persist in attempting to smugrovides the only way in or out. Climbing out of the,
gle goods. pits is not easy, since the shale sidings have been
These laws are subject to the interpretation ehipped smooth to prevent such attempts and the rock -
those who pass the judgments of the Council of Tradécing is crumbly. Any Climb checks made are at DC 6.
masters, the Council of Judicators. The Judicators p@Ss The edges of the pits are surrounded by 15-foot =
judgments in cases in which laws have been brokenkgme fences, said to be made from the bones of all the
in which a perceived breach of conduct has createglaves who have died here or were caught trying to’
dispute. A senior representative of each clan sits on #gcape. Worg riders patrol the perimeters of the 10 pits, .
(/Council of Judicators, as well as the Advisors to thghich are eerily lit by luminescent fungus. \
I Council. The Council of Judicators is always ruled by The pits themselves can hold up to 1,000 slaves

3 Judicator. It is a deadly brand of politics to do so, buith a Granitespur arbiter. The slaves are kept in lots -
the precedent is set. However, such precedents are wth color-coded collars identifying their owners. Wit/
ally followed by a rash of mysterious assassinations, Prices given range from good to average; for /=%
leaving the Council of Judicators a dangerously unsexample, a healthy, strong male fetches approximatelys £$0 578
ble place where power is easily gained if one can sa®$0 gp. The arbiters of Kharas Mahr set a minimum'¢. 3,
ly navigate the treacherous political currents. price on the slaves providing a base profit for the own=:¢

A Clan Coldiron leads the Council of Judicators igrs, who may elect to sell the slaves outright or wait to-

/" all matters of security and military need. The Coldiroauction for a chance at increased profit. Auctioning is.’
are heavy-handed and cruel, even by duergar starfisky venture because many slaves die in the pits and |
dards. Not known to be particularly intelligent or wisghe Trade Council does not provide insurance against: \%
they were allowed into the original founding of Kharasuch loss of inventory. Auctioning takes time and can | DY
Mahr based on their superb weaponcrafting armdt into the profits of the seller. Most owners opt to sell:;

_armorsmithing. A need for security sealed their seletheir slaves outright to the Trade Council, freeing ' .

~tion, for few duergar relish combat as the Coldirothemselves to go collect still more slaves and profit
clansmen do. Typically larger and bulkier than othdéfom quick turn-arounds. _
duergar brethren, the Coldirons bear a strong streak of Once slaves are marked, they are separated by size
traits from their dwarven cousins. They love to fighgnd gender with little regard to race. This reduces the -

£ drink, and brawl, but when the time comes for walikelihood of organized revolt to a minimum. All lffh g

they are disciplined and unwavering. The might &faves are stripped down to loincloths and put into leg % 4

"“'Clan Coldiron has thrown off the invasions of derrdfons that reduce their movement to no more than 104z
drow and dwarves. They have never lost, and they d@et per round. A
readily to prove this reputation. Their cruelty tends to Care is virtually non-existent. Food consists of" .
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Bazaar, the castle and private pavilions and townhowase kept. They are fed even less than the normal
es. This is supplemented by a huge amount of drisd that the tougher slaves will overcome the wea
edible fungus which is shipped in bulk to Kharas Matunes by taking their food. After giving new pit fighte
and dumped into the pits in large bales once per déigne to undergo this animalistic process of natu
Water runs down chutes into large troughs. There sglection, trainers separate the survivors one at a
rarely enough of either food or drink; both are firstvith poled man-catchers and corral them into sing
come first served, and the duergar guards frequenslave holding pens. At this point, spectators and ag
place bets on the inevitable fights that break out at thkace their bets. Arbiters raise the stakes for each fig
_/food piles and watering holes. Many of the fights aserving as the bank and cutting a percentage of afR
/y/ fatal, no mean feat for barehanded brawls performedgrofits to the slave’s owner. A similar situation ensuess
'hleg irons. for opponents on the opposite side of the pit, until all§
Slaves who prove to be good fighters are singldets are settled. R o
out by recruiters from the fighting pits. The rest sur- The holding pens open, and the combatants ar ‘V
“vive by whatever means necessary. Cannibalismf@ced into the 40-foot-wide central arena. They are r
2 .common. The filth is staggering. And the death toll isxpected to pick up the weapons tossed at their fee ‘.;
‘enormous. At least 30 percent of the slaves who enéerd fight to the death. Slaves who do not fight are v
the slave pits die from malnutrition, dysentery or disvarned, usually with crossbows aimed at the heart —
ease. An individual in the slave pits must make a Famough to goad most into a killing spirit.

" save (DC 12 + 1 per day spent in the pits); a failed roll The life of a pit fighter is brutal and short. Inside

~ results in contracting a disease or parasitic infestatithre ring, death is the usual outcome; outside it, suicide
causing the loss of 1 point of temporary Con per dag. common. Occasionally, a pit fighter comes along /

This effect lasts until the victim is properly cleanedyho defies all attempts to kill him in the arena. These(}

- receives a healing spell of any type, or dies. Con poisiaves are usually bought by wealthy visitors with a )\
return back at a rate of one point per day after cleanitagte for bloodsports and spirited back to their newis 4
or healing. owner’s home city to fight. By that point in the mori- 8 Y

: Arbiters make a nominal effort to clean the slavdsund fighter’s life, the new creature comforts mean lit f*@'“

\ before putting them up for auction. This usually meatig. All that remains is the savage dance of the ring. i

a dunking in a filthy trough of limewater, killing mostfighters are a morose lot, numb to any emotion and
parasites and removing most light grime. The dousiegen the act of killing. They have nothing to look for-

has the added side effect of turning the slaves’ skivard to with the possible exception of escape, w __j
chalky white for several days, which helps identifynany ultimately feel compelled to attempt.

them as slaves.

| Those seeking to purchase slaves may do so at tjEeBRZARR

1 (Bazaar or the slave pits themselves. At the pits, slaves o ]

* are bought and sold informally with the arbiters of the Before too long, most visitors find themselves. ;
' Trade Council. These duergar are excellent appraistt Bazaar, a huge conglomeration of pavilion tentg, 1%
' of the slaves they sell and invariably seek the bd§fmPorary structures and stalls. Nearly anything car '.
prices for their slaves. The owners (if any) are notifig@Und here. Merchants from all over the u_nderdav )
when their slaves are ready for auction. Together wifigvel here to sell their wares and buy exotic items that/.
the arbiter, they split any profit over and above a mutG@" be found nowhere else. The rules of neutralit ‘m
ally agreeable original price. If the slaves are bemedlow social, cultural and raqal |nteract|on§ |mpo_SS|bIe
bought privately by a single buyer, the arbiter, own@nywhere else: drow walking next to svirfneblin, or

~ and prospective buyer negotiate the deal together 1Ynans negotiating with eye tyrants. )
lucrative, if cold-hearted, arrangement. The Bazaar is heavily patrolled, and the vendo

; pay heavily to keep it so. Operating a simple stall 4
)% THE FICHTING IS the Bazaar costs 50 gp a day plus 10 9p for secur]
measures. A large tent suitable for showing off private

Slaves who end up in the fighting pits see theollections of rare items costs 100 gp per day. A pavil-

worst the underdark has to offer. Conditions in then, which often doubles as temporary housing for the

fighting pits are actually worse than in the slave pitgsendor, run as much as 300 gp per day to rent.

\ Fortunately, most who enter the fighting pits die before The Bazaar is home to fine artisans as well. At

\\ falling victim to any of the multitude of diseases antkast one drow arcane prosthetician is set up here semi-

parasitic infestations commonly found there. permanently, crafting prosthetics for a number of pow-
The fighting pits consist of a central circular pierful clan members. Several dwarven weaponsmiths s’

~only ten feet deep. Adjoining pits, which are connectiotable skill make a good living here, as well as wit l >

ed to the central pit by gated walkways, are covered Ayfew dwarven armorers. Other craftsfolk are alsgi
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I readily apparent: spiderweavers, tailors, brewers, akibve Silently +15, Search +9, Sense Motive +15,
alchemists. Spot +5, Survival +9; Combat Casting, Dodge,
A corral in the Bazaar sells a variety of mountdlobility, Point Blank Shot, Run.
mostly creatures indigenous to the underdark since Possessions: rod of wonder, djinni ring, ring
horses are not always useful in its rough terrain. Ridf protection +5, boots of striding and springing,
ing lizards are a favorite, as are giant bats. cloak of elvenkind
If PCs are willing to look, they have a base 90 per- Sorcerer Spells Known (6/7/5): 0th — dancing
cent chance of finding any non-magical item they seéghts, detect magic, ghost sound, light, ray of
at the Bazaar. Magical items are equally abundant, Buist, read magic; 1st — charm person, mage

most vendors seek trade over money for such fare. laignor, shield, shocking grasp; 2nd — blur, web.
suggested that GMs roleplay such transactions rather

than leave them to a set of rules.

NOTRBLE NPCS

Druuje T’siarkan’zul, male elf (drow)
|\ Rog6/Ftr4/Assn5: CR 16; Size M (5 ft., 4 in. tall);
HD 6d6+6 + 4d10+4 + 5d6+5; hp 88; Init +9; Spd
30 ft.; AC 15 (+5 Dex); Attack +18/+13 melee
“(1d6+8/17-20/x2, +3 shortsword of venom) or
+16/+6 melee (1d4+6 19-20/x2, +2 assassin’s
dagger); SA Death Blow, Sneak Attack 6d6, Poi-
son; SQ Evasion, Uncanny Dodge, Racial Abili-
ties, SR 26; SV Fort +8, Ref +15, Will +6; AL NE;
Str 17 , Dex 21, Con 13, Int 14, Wis 15, Cha 16

Languages Spoken: Common, Svirfneblin,
Drow, Duergar, Undercommon.

Skills and feats: Appraise +10, Bluff +12,
Craft (poison making) +14, Diplomacy +15, Dis-
able Device +7, Disguise +9, Hide +11, Jump
['+13, Listen +11, Move Silently +10, Search +8,
' Sleight of Hand +8, Spot +11, Survival +7, Tum-

ble +12, Use Magic Device +6, Use Rope +9;
Dodge, Expertise, Improved Critical (shortsword),

- ) Improved Initiative, Quick Draw, Weapon Focus

(shortsword), Weapon Specialization (short-
sword).

Possessions: +3 shortsword of venom (as
dagger of venom), +2 assassins dagger (save is
—2), black robes of armor +6 (as bracers of
.1 armor), boots of elvenkind, gloves of storing, ring
[ of X-ray vision, ring of invisibility
Assassins Spells Known: 1/1
Togol Gripsnap, male gnome (svirfneblin)
\\ Rog7/Sor5: CR 13; Size S (3 ft., 7 in. tall); HD
7d6+7 + 5d4+5; hp 50; Init +5 (+5 Dex); Spd 20
wft; AC 20 (+5 Dex, +1 size, +4 natural); Attack

~ +11/+6 melee, or +13/+8 ranged; SV Fort +6, Ref

+13, Will +13; AL LN; Str 16, Dex 20, Con 13, Int
12, Wis 20, Cha 16.

Languages Spoken: Common, Gnome, Gob-

B lin, Terran, Undercommon.

4 Skills and feats: Appraise +9, Bluff +14,
' "Climb +7, Concentration +9, Diplomacy +13, Dis-
able Device +5, Escape Artist +15, Forgery +10,

Hide +11, Knowledge (arcana) +2 , Listen +5,

PLOT HOORS

Kharas Mahr is a haven for PCs seeking destina- ‘
tions throughout the underdark. The intrigues of Kha- "
ras Mahr are manifold and its stranglehold on trade it
omnipresent. Each faction seeks to usurp the trade lock,, . L
of the Council of Trademasters and would be willing rﬂ b
to do nearly anything to see it crumble. There are as s |
many who are anxious to uphold the Trade Council’s *\‘ \‘ﬁ. »
position, for the sake of regional stability. |

The great houses of Ch'orl Salau’fen covet the
power of the Khara Mahr duergar. Battling against the
duergar centuries ago, the drow were forced into '
defeat due to the distance of Kharas Mahr from their, -
sphere of influence. The hard lessons of overextending.:./;
their forces and underestimating the strength of the “
gray dwarves have caused the drow to maintain a truce
for now. Their agent, Advisor Druuje T'siarkan’zul, %
eagerly waits for the day orders arrive for him to assas- . /
sinate all of the Trade Council members. He knows it . [
will come, and he is ready. Already he has been instru-
mental in eliminating many of the duergar of Clan
Coldiron, murdering hundreds through his agents and' |
not a few with his own hands. The slow decline of this
clan has led to the weakening of the city’s security. The
ramshackle orcish and gnoll mercenaries that now fill/ 5™
their ranks are undisciplined and no match for the & $0F®
armies of Ch'orl Salau'fen. One day soon, the drow &
know, there will be a reckoning. «#

« The PCs are enslaved and brought to the slave pits.
or the fighting pits. During their struggle to sur- | 4
vive, they are approached by a derro who tells, i)
them that he knows a way to escape, but they will |
have to help him get to his people near the Maw !
(see the Temple of Tirzankuul, page 138). The >
derro has blackish-purple skin, as if he's been
bruised all over, but he speaks well for a derro.
(The truth is that the derro is a thrall of the
Huul'ach fungus.) Will the PCs take him at his
word and chance the escape?

While guarding a caravan from the surface, the
PCs come face to face with the horrors, of the: . 2
slave pits. They witness an accident in which an "
ogre goes wild, slaying a guard and frightening a" ‘%
small herd that stampedes through the fence near;
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the pit. Amidst the commotion, they observe a ¢
small group of humans calling for help. Do the
PCs help the slaves escape or leave them to rot in
the slave pits? If they leave them, the slaves some-
how happen upon the PCs later on.

The advisor from Glittersteel has negotiated a
possible deal for a shipment of mithral weapons
and shields to Fort Glittersteel. He asks the PCs to
escort the caravan there. If they agree, the PCs are
approached by the drow advisor’s aide (or perhaps
the advisor himself) with a counteroffer to sabo-
tage the trip and deliver to the Rook itself for a
large reward.

enchanted weapon attempts to recruit the PC
help him catch the thief. The “thief” in question
not a thief at all but the weapon’s real owner. If
PCs agree to help, the derro tells them that|
thief is actually a friend who is under the influ
ence of a spell and must be forced to inhale
remedy. He tells them he has a great reward
them, but they must travel to Tirzankuul.

The PCs are treated poorly in Kharas Mahr. Drug
uje T'siarkan’zul approaches the disgruntled partys
and enlists them in a plan to assassinate the hegg
of the Coldiron Clan.

THE TEMPLE OF TIRZANKUUL

IWHERE MADNESS BLOOMS

Along the north eastern edge of the Corridodown from a jagged chasm in the rock above.
~more than two weeks’ hike through the darkness of the Known as the Well of Tears, this cavern measuregst
| underdark, lies a region known only as the Maw. Trewme 300 yards across. Moisture hangs thickly in f
\raiders of Curael'endir rarely make their way herair between thousands of stalactites, stalagmites and
Legends hold that a great deep earth dragon orstene columns. The freshwater pool at its center standg,
laired in this place, and now no civilized creaturemore than 70 feet across. Water chaotically spews afde
~ dwell here. As with any habitat, no matter how barreaprinkles into the cavern from a jagged opening 30
. this absence of life is a warning. The few raiders froabove the pool. The opening is crumbly but climbabfg
Curael’endir who have made the trek to these reachveth a Climb check (DC 15), chimneying up more t
have never returned. All who have investigated like00 feet to a place where several cloakers have i3
. wise disappeared. their home. Anyone who makes it past the cloa'
Along the eastern wall of the Maw is a lone padinds that the water enters here from yet anothef,
| sageway, a small lava tube easily missed by the fewaller lava tube some 100 feet higher. The om.
v/ who travel this desolate region. The tunnel is cotube has long been cracked open, apparently in “! -
cealed by a boulder that can be moved aside, nondarthquake, and drains straight into the crevice below
script among the small boulders that dot the Maw. Théating away at the limestone to create the Well o
, boulder marks the entrance to the Cavern of Glory —tears. The dry side of the tunnel twists and falls until‘;
.| so it is called by those who live there willingly. Tdt reaches the Temple of Tirzankuul’s cavern chamber
' * those who know of this place only in fable, it is knowhalf a mile away.
¢'as the Temple of Madness. From its 3-foot entrance, The Well of Tears drains gently to the southeagk
.~ the tunnel widens to 10 feet, with a low ceiling a metarough a wide-mouthed tunnel down a slow bg
1 5 feet high. steady decline. Its waters are remarkably clear a
The walls of the main tunnel are heavily scoredresh to drink. With its walls rising more than 10 feet
' apparently by weapons. Occasional bloodstains strealt, the stream averages 3 feet in depth with occasion-
the rock, most starting as blotchy handprints that pools to over 6 feet. Remarkably, the rough
smear backward as if the victim had been draggstteambed appears to have been artificially cut into the
\ while clutching at the bare stone. Occasional interseock; the stone walls and dirt floor still bear the marks
\\ tions with decidedly smaller passages lead to pointsaif the rock chisels and picks that dug it years ago.
interest to only the very brave. The main tunnel snakemding handholds and footholds is easy. The tunne
‘its way through the darkness for approximately 3 daywgdens and deepens in several spots, with side tunnefg
~worth of travel, finally ending in a large cavern. At itsnaking off to the left and right. - A
~center rushes an immense waterfall, water sheeting
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falls, he must make a Reflex save (DC 25) or begi ! "%,
sliding down the length of the spiraling, corkscrew '’

) . tunnel. He may make one last Reflex save (DC 25) at

Travelers smell the first side tunnel on the leffg i point, about 100 feet down, to stop his descent.
before they can see it. It reeks, Ilter_ally filled W|tl1f he fails, he lands in a deep pool of water in a small
refuse. Bones and dry, rotted clothing are Strewi, e anout 50 feet across. Half of the cave is filed
about. This short passageway lets out into thgy, joy inky-black water; the other half is cold sand.
Labyrinth, a maze of stone hewn by the derro. Several skeletons linger on the sandbar, including the!

The Labyrinth is a veritable house of horrors,,cified remains of a purple worm's exoskeleton. The.
designed with vicious cunning by the depraved dertgae is frigid, and unless a PC’s party can get him out, . }
Overlooking the Labyrinth is a second set of tunn must go down into the water to have any chance atus
and platforms, out of sight of those within it. There, t scape. 4
derro monitor the progress of those who would tra- e cavern itself is a mere air pocket over a deep

BRNETSE the Labyrinth. Many cunning features lie hiddefhqerground lake that stretches almost to the middle:”

. within the Labyrinth. Walls pivot on stone, changinge,ches of the region. A small contingent of sahuagin 4/
the layout of the maze. Vicious traps maim and killy|| these murky depths their home. They make occa- &
_travelers slowly for the amusement of the derrg,,, yisits to this chamber to see what may have fall-

|\voyeurs. _ _ en in. They kill whatever they find or drag it into the
A powerful horagh makes this area its home, a'&%pths below to impress into slavery.
the derro make sure to provide it with food on a regu-

“lar basis. However, things have changed of late. The
horagh has not been fed, and it has begun hunting the I"E lEmPLE Cuﬂmnfﬂ
derro. High Priest Lugor (CE derro Priest 15) of the
Temple disregards all warnings about the situation, The main stream eventually reaches waist-high
despite the fact that the horagh’s predations come cldgpth, although there is an obvious walkway for small
er and closer to the Temple with each passing weekfolk on the left side of the tunnel. The rest of the tun-
Several stone fang snipers guard the Labyrinth. Al is taken up by the stream. The water is cold and icy.", 74 )
least one Labyrinth exit leads to the Temple cavern.The tunnel has several turnouts that serve as lookout +%
spots for the guards who are usually posted here. The.
I"E FUNE"L [mnncn tunnel ends at a drop-off at the edge of a large cavern
whose ceiling soars into the darkness. The water
) plunges off into a crevasse about 200 feet deep. A rope /-
A second tunnel branches from the main tunngl,spansion bridge spans 90 feet of the crevasse. Guardif

about a quarter of a mile from the Well of Tears. It 'Sﬁosts at either end are usually inhabited by stone fang |

short tnnel, about 10 feet tall and 10 feet wide, leagsiyers who shoot anyone daring to cross unescorted |
ing to a cavern about 100 feet in diameter contammng a derro

%, wild fungal farm. The derro once used this place as & gaping the guardposts opens a wide field of stone. -
supplemental farm. About 30 other chambers &g fig|q stretches back 90 feet to a plateau that rises’>

approximately the same size, all carved out of thg feet apove the bridge. Two stone staircases cut intols v
native rock, overflow with various fungi in wild 4o gige of the plateau zigzag upwards, where at least: ¥
growth. Anumber of creatures have taken up residensg qorro soldiers (CE derro War 1-3 or Ftr 1-2) armed *

‘ in the obviously untended chambers, including pacmth repeating crossbows patrol at any given time. A A

I of stirges, several clusters of giant spiders apd a f‘ﬁ‘Uge marshaling field more than 500 feet wide opens
other creatures. The horagh from the labyrinth hagn, the top of the staircases. The yard is skirted by

begun to poach here but still prefers the derro as §$,are stone buildings built in ramshackle fashion .

meal of choice. upon one another, as if two different architectural !,
styles had slammed headlong into a multitude of struc- 7>
]"E BRU"U tures. Overlooking the vast yard looms the huge tem- !
ple complex, Tirzankuul.
An especially observant traveler might notice a

The main stream forks off into this tunnel, taking ) i A
almost half of the stream’s flow with it. Anyone withsma” lava tube behind a curtain of stalactites some 50,

. Survival will recognize this tunnel as a purple worrff€t above the large staging area near the temple com-~, 4
{tunnel, made by a young worm. Anyone who attemprt’éex' This is the exit point of the small lava tube found ) L
, . VD e

" to walk this tunnel must make a Balance check (D€ar the Well of Tears. )
', 23) or slip and fall on the slick, smooth rock. If he
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Nuum_ which withstood the
might of the drow of Ch’orl Salau’fen, the duergar of

Kharas Mahr and the svirfneblin of Glimmersteel in a

The Temple of Tirzankuul is ancient, predatingniteq effort to eventually push back the depraved
most of the races in this region of the underdark. Buljro invaders.

ages ago by the amphibian precursors of various ) ] . :
saurids such as the lizard men, the troglodytes and pos- 1he united army recoiled in horror when it was
sibly even the sahuagin, Tirzankuul is one of the ladigcovered that the derro were living off their own
structures remaining from an ancient civilization nof€ad and the dead of those they killed. The derra’s,
long gone from the face of history. Isolated and fof@nnibalism was linked hand in hand with their live
gotten among the area’s predators and undead, gg_@r_n‘lces to Tw;ankuu!. Even.tually, Lugor.was slain "3
temple was rediscovered 400 years ago by a lone p3éfhin the Labyrinth while leading his army in defense ™
of derro fleeing captivity deeper in the Maw. Thepf the now-massive Temple complex. This loss of
" were able to seize control of one of the fungal caverggdership marked the end of the derro invasions. The
' and provide for themselves. derro fell to in-fighting, and many were rounded up" * /
It is known among the few outposts of civilizatiorfnd slaughtered by the unified army. The svirfneblin,
‘near this part of the region that until this time, thBowever, had lost so many troops that they were. -
‘\derro were a marginalized people given little morghable to recover their fgrmer holdings from the drow ¢
'consideration than a small band of goblins. It is saj¥f" occupied the Rook in order to ensure that such an.
that their leader, the savant Lugor the Wise, aroselfy@sion would not occur again. -
“organize the derro with frightful skill. They rapidly

multiplied, somehow overcoming many of the indigement. From within the Labyrinth has appeared a derro &,
nous predators of the region and even managingdpincredible power. He calls himself Lugor, like the
fend off the undead near the opening of the Mayrophet of old, and wears the deep black robes onge j,

Soon, the Temple itself was claimed and the gregtributed to the great savant. His skin is mottled deep
genocidal wars began.

As the power base of the derro swelled, Lugdtidden by deep hood. What the derro do not know, "%
summoned other derro from all over the underdark fBPWeVer, is that the original Lugor was not entirely
a great gathering. He convinced them all — even th@fT0 — nor is the Lugor they follow now. Four cen-
savants — that he, Lugor, held the title of the ChosBHi€S ago, a relatively weak savant named Lugor was
;One. The visiting savants devised many devious plo gploring the Labyrinth when he ran afoul of a powery
| to test the upstart Lugor, only to fail miserably everp! Huu'lach fungus. The Huu'lach defeated LL{gor,
time. Lugor displayed incredible knowledge anfmnPlanting its bram_stalk.lnto his body. This Hu_ul_ach
charisma, easily dismissing their questions and assW&s oId.and vastly intelligent. Once it had assimilated !
sinating any who proved too skeptical. Within a matté/gor, it subsumed the rest of the derro savages /,
of weeks, the derro were convinced that Lugor w&§ound it, reforging them in its own image. By subtly =77/
indeed the Chosen One foretold in the great propﬁgl_anglng the focus of their religion, the concept of the |

cies, and they looked to him to lead them to their pIaHQion between disparate entities became entwined into =
as the rightful rulers of the underdark. their very culture and thinking. The Huu'lach was then:

uipped with an unending supply of hosts, all more 7,

. . e
y  Lugor defaced the massive statuary of the anc"?ﬂqan willing to give in to its benediction of possession.
' 9ods worshipped in the Temple and created a new fafj.o,ded in voluminous black robes, he was easily

+ of his own. He declared himself the avatar of the goghje to hide the fact he changed hosts periodically. His
Tirzankuul, a fused representation of the twin patrg{ise allowed him to remain active for years.
gods of the derro. This unprecedented move galva-

nized the derro. By this point, any savant fooIisg

When war came unexpectedly to his doorstep, |

enough to attempt to intercede in this breach of tra Hgor needed to rally his shakep people. He. leg an_._'
1 i : ambush party through the Labyrinth, only to find an
|, tion was mercilessly slain. Derro from throughout the : . y

, ; ) mbush by a mighty force of drow and svirfneblin. In
-~/ underdark rushed to Lugor’s banner, swelling his ranks

e heat of that bloody battle, Lugor’s host body was j"
slain by a powerful blow from a drow warlord and cat-
The derro assaults upon the duergar at Citadglulted over the edge of a shallow crevasse. Cut off}
&\ Nossuth and the svirfneblin of the Crystal Cavern wefm his thralls, Lugor went into hibernation. Nearly ;
/savage. The duergar were swept away under the mfas centuries later, a curious derro named Ghildak..*
1 sive numbers of derro and the magical support of thetime across the calcified remains of the old Lugor, as :
', savants. The svirfneblin’s control of the Crystal Cawvell as a large, purplish fungus growing out of and
ern was torn from their hands along with many otheround the remains. The attack was swift, painful and '
deep gnome holdings, all save Fort Glimmersteelll-consuming. :

to more than 30,000 fanatics.
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Over the last ten years, Lugor has re-establishstleets of Kharas Mahr, Ch'orl Salau’fen and citi y J 3

his dominance over the pitiful enclaves of derro thautside the region. Many work to recruit mercenaries
were sundered from one another by the great war. fée their cause, but the majority are brought beforg
has renewed the worship of Tirzankuul but is not quitaigor, who literally consumes their brains in order
ready to announce his return outside the region. He tgasn knowledge of the outside world.
" begun fortifying the Temple of Tirzankuul against the Anyone coming too close to the entrances of.
4 rpossibility of his discovery, erecting ramparts and cutemple is seized and brought to the Temple for s
. ting additional living space out of the rock and over thHece. Their ritual killing is a public event, but t )
' remains of the old structure. An aggressive breedingmains of the victim are consumed in private:b
~ program has driven the population of derro in the Terhugor. After sifting through the victim’s memories, | . 4
ple and surrounding structures to more than 2,000gor consumes the entire body, leaving no trace of s 7
adults. Hundreds of young derro are being born ateaistence. Vastly intelligent and boasting immens
frightening rate. patience, Lugor is poised to create an army on a scop
Lugor has not forgotten his old enemies. He ha®ver before seen in the underdark. This time, his old:
| sentout his most cunning spies and savants to infiltrétes will fall from the inside through their own greed, ]
“ the societies that inhabit the region. His most highlike a rotten fungal stalk. This time, Lugor will be vic- /
placed servant is Eblis, the advisor to Groul, Marshtrious. Lugor will consume all. Z
- of Citadel Nossuth. Eblis routinely reports on affairs at | ygor, The Chosen One (Huul’ach host),
)\ the Citadel, preparing for it to become the staging arggale dwarf (derro) CIr15: CR 18; Size M (4 ft., 2
. for Lugor’s army of derro when it begins to movein tall); HD 15d8+45; hp 126; Init +3 (+3 Dex);
" Having well learned the lessons of his past and realgpq 20 ft.; AC 13 (+3 Dex); Attack +18/+13/+8
ing the lack of physical power of the derro, Lugor hagelee (1d8+8, scepter of domination); SA Spore
adopted the stone fang snipers as his personal asgasud; SQ DR 2/-, Regeneration; SV Fort +12,
\ sins and guards. The bane of many underdark soRisf +8, Will +18*; AL CE; Str 16*, Dex 16, Con
\ eties, the stone fang are known for their killingg* |nt 18, Wis 20, Cha 18.
instinct, dea_dl;_/ aim _and the perverse enjoyment they Languages Spoken: Common, Dwarven,
et from maiming living things. Giant, Gnome, Terran, Undercommon.

Lugor has spies in every major settlement, with ) ] , :
the exception of Fort Glimmersteel. His derro roam the Skills and feats: Bluff +13, Climb +6, Concen- -




tration +20, Diplomacy +14, Hide +7, Knowledge
+13 (underdark), Knowledge (arcana) +15,
Knowledge (religion) +15, Listen +5, Move Silent-
ly +3, Spellcraft +20, Spot +5; Chosen One, Craft
Wand, Dodge, Enlarge Spell, Maximize Spell,
Silent Spell, Weapon Focus (heavy mace).

*Special abilities due to Huul’ach infestation:
+2 Strength, +2 Constitution
Damage resistance 2/-
+4 Will saves (Huul'achs have +8 DC
penalty to resist any plant descriptor
spells)
Regeneration: Huul’achs can regenerate
in a dark place by eating the dead. They
may regenerate 5/hour up to the hp total
of the dead creature when it was alive.
Possessions: Scepter of domination (+4
mace, rod of rulership), +4 elven chainmail,
bracelet of friends, helm of telepathy, ioun stones
(pale lavender ellipsoid, vibrant purple prism)
Cleric Domains: Chaos, Plant
Cleric Spells Per Day: 6/7+1/6+1/6+1/
5+1/5+1/3+1/2+1/1+1.

Lugor is an ancient creature. While it is quite
sophisticated, it is still subject to its primitive drives
and hungers. It seeks nothing more than to take over
the underdark and eat the most succulent of its inhabi-
tants. Lugor’s current goals are to get itself inside
Chorl Salau'fen and take over a member of the High
= Council there. He cares nothing about the derro and he
) uses their fanaticism for his own convenience. He has
a small group of derro kept in hiding, in case his cur-

rent host is slain. He will use hisacelet of friends to

PLOT HOORS

It takes a PC of incredible skill and level to even
reach the Temple without being captured. The Temple:
of Tirzankuul is a place of extreme danger. Its proxim-/, /™
ity to the Maw makes it vulnerable to the encroach- ;.
ment of undead from the undead kingdom of ghouls: ‘=
that is further along the Corridor. There is a tentative
truce between the two settlements, since the undead®
rulers know the nature of the Huu'lach leading the /A
derro. Neither can feed upon one another, but that does” gﬁ )
not stop the undead from snatching any derro who
foolishly try to cross the Maw alone. WA =

Lugor is served by a cabal of savants, most of 5, ™™
whom are fungally infected but retain their powerful. " § (X e
spell-casting abilities (CE derro CIr 9-12). For now, ’*\ S 7 .
Lugor keeps his presence secret. If word of his return’ =, ,’/’
were to get out to the right ears, there would be vast 7/
changes to the political face of the region.

» The PCs are approached by a lone derro seeking"
help for his tiny village. A creature is hunting
them in their caverns, he says, and he will pay
them a modest sum if they will help the derro hunt _
the beast down. If the PCs accept, the derro brings”
them to the Labyrinth to be captured. -

The Delvesdeep merchant company hires the PCs.
to chart this region of the Maw. The company tells
the PCs that the job is dangerous, but they will be
rewarded well. When the PCs arrive, they observe’ |/
a derro ambush on a group of undead. They watch”
the savage work of the derro and return to the tun-
nel entrance to the Temple. A duergar Doomrider, /

without his mount and covered in blood, stumbles i _
towards the party and collapses. His skin s “‘l- e
blotchy purple, and he is wheezing and hacking up.;g

blood. He points in the direction of the Temple -
entrance and rasps, “Lugor... Lugor ... returns...

Kill me! Now!” If the PCs try to tend to him, he \
succumbs to the Huu'lach infestation. If they do ||

not, he may try to kill himself. If they restrain him, /|

let nature take its course. In the meantime, the PCs,.

run into outbound scouts of the derro army. Their:

army pours through the Corridor, 20,000 strong.

Cut off, the PCs must decide how they will resist

or escape.

bring them to him after he passes away, and take their
bodies for his own.
Lugor will stop at nothing short of his goal of
;1 domination. Unless someone can deduce his true con-
"8 - dition, he will continue on with his serial immortality.
\ There are some elder drow that remember the last

uprising, and of these only a few suspect the truth.
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This is only one of many d20 role playing aids available from Goodman Games. For more detailed
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ADVENTURES IN THE UNDERDARK

4 inform, and equip genera-

gl realms of earth and stone.

Complete Guide to
Beholders(GmMG3004)

This comprehensive guide
to the most feared denizen
of the underdark covers all
aspects of the beholder,
| from culture, combat, and
architecture to new vari-
ants, background on|
beholder cults, and even
player material for hunting
them. 128 pages, $22.00.

Monsters of the Endless
Dark (GMG4000)

Here you will find detailed
narrative and beautiful
depictions of dozens of sub-|
terranean beasts. This d20
monster manual is the foun-
dation of a legacy to edify,

tions of explorers who
¥l would venture into the unlit

64 pages, $18.00.

OTHER TITLES

Morningstar (GMG4100)

A semi-finalist in the
WotC Setting Search,
Morningstar is a world of
epic fantasy, where heroes
fight to preserve a golden
age of magic. The golden
age is now, but a dark
Prophesy called “The Can-
| | ticle of The Morning Star”
threatens to destroy it. 160§

pages, hardback, $30.00.

Complete Guide to Drow
(GMG3006)
An even more in-depth
look at drow! Includes
specialized drow spells
and a variety of half-drow
races, more drow-specific
core and prestige classes ,
and detailed information
on running a drow cam- 3
paign. 48 pages, $13.00. 5
o
\

Dungeon Crawl Classics ﬁn
#3: The Mysterious i

_ | Tower (GMG5002)

Remember the golden age
of role playing? Well, it's/

| back. This adventure mod

ule is a classic dungeorg

|| crawl, with the monsters

you know, the traps ...-"7‘
remember, and the secret]
1.‘
doors you know must be- ‘ ]
there somewhere. 32 page . N\

N
$11.00. A

i,

EN World Player’s

Journal (GMG9001)

A d20 magazine built
around the hobby’s largest &%
fan base. Features all-orig- b
inal content from fans and
publishers alike. No fluff,
reviews, or excerpts — it’s
100% usable gaming
material. 64 pages, quar-
terly, $5.00.
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