
       

       

PLUS
REALLY UGLY
PC PORTRAITS

NEW HEROIC PRESTIGE CLASS
FIEND SLAYER

NEW VILLAINOUS PRESTIGE CLASS
DREADMASTER

4 NEW MONSTERS FROM THE
CHAOS SPIRE

FREE GIANT FORGOTTEN REALMS MAP
SO HUGE IT’S PART 1 of 4!

 

ISSUE 287

SE
PT

EM
BE

R 
20

01

NEW FICTION

DEEPER, DEEPER DARK
BY NEAL BARRETT, JR.

NEW FICTION

DEEPER, DEEPER DARK
BY NEAL BARRETT, JR.

16
NEW

 PS
IONIC 

FE
AT

S

• Demiplanes of Dream
• Celestial Delinquents
• Planar Faction Elite

• Demiplanes of Dream
• Celestial Delinquents
• Planar Faction Elite

YOUR OFFICIAL DUNGEONS & DRAGONS MAGAZINE

THE GOOD
NEW HEROIC PRESTIGE CLASS
FIEND SLAYER 

THE BAD
NEW VILLAINOUS PRESTIGE CLASS
DREADMASTER 

THE UGLY
4 NEW MONSTERS FROM THE
CHAOS SPIRE 

PAGE 84

PAGE 82

PAGE 74

OF  
THIS 



       

       



       

       

5

CHAPTERONE:
GAMEROOM
6 Wyrm’s Turn

Dear Dragon . . .

10 Scale Mail
Wacko hijinks and baseless
declarations! Power to the readers!

20 Previews
More new stuff for your games.

24 Convention Calendar
Bring out the big cons!

26 Up On A Soapbox
The history of Obmi. Who knew?

30 Dork Tower

CHAPTERTWO:
FEATURES
32 DREAM LANDS

There are more to dreams than
going to the College of Wizardry
without wearing your pants.

38 WHEN CELESTIALS ATTACK
If they’re so good, why are they
smooshing those kittens?

44 FACTIONS
One can find bingo parlors and other
odd organizations in the outer planes.

54 EXPAND YOUR MIND
Open the doors of perception
and let the moths out.

58 DEEPER, DEEPER DARK
How can you say you’re awake,
how can you say what’s a dream?

CHAPTERTHREE:
FAMILIARS
70 Elminster’s Guide to

the Realms
Take a cautious stroll through
the Shadowdark House.

74 Bestiary
Five creatures that can kill you
faster than you can say “oops.”

82 Class Acts: Fiend Slayer
What evil lurks in the hearts of . . .

84 Faiths of Faerûn: Dreadmaster
One absolute creep coming up!

86 Nodwick

CHAPTERFOUR:
WIZARD’S WORKSHOP
88 Chainmail

The armies of Thalos.

90 Forum
So many questions, so little sanity.

92 Mind Flayers
Sphinx-tightening mind benders.

94 Silicon Sorcery
Rick plays so you don’t have to.

95 Realms Watch
Sign, Greenwood, sign!

96 Sage Advice
Skip knows D&D.

100 The Play’s the Thing
Play by your own rules.

102 Dungeoncraft
Populating your dungeons is almost
as difficult as depopulating them.

106 PC Portraits
Less than 8 charisma? No problem.

108 Role Models
Finely painted death squads.

110 DM’s Toolbox
There’s nothing worse
than a good villain.

112 Dragonmirth

114 What’s New?

Cover illustrator Kev Walker’s work should be familiar to readers of
DRAGON Magazine. His illustrations have a distinctive graphical quality
that presents his subjects with drama, confidence, and respect.

—Peter Whitley

6

10

20

24
26

30

32

44

54

38

58

70

74

82

84

8688

90

94

95

96
100 102

108 106

110 112

114

92

CAVEOFCONTENTS
DRAGON Issue 287 • September 2001 • Volume XXVII, Number 4



       

       

6 september 2001

This is the hardest letter I’ve ever had to write.
You first caught my eye in the late ’70s when a

friend pointed you out across a crowded hobby
shop. I had just started gaming and didn’t know
many magazines. The minute I laid eyes on you, I
had the worst crush. It wasn’t long before I real-
ized there was more to you than a pretty face,
and for years I admired you from afar.
We finally met when I began editing your cousin,

POLYHEDRON. That relationship was sweet, but it
couldn’t last. We were both young and didn’t know
what we wanted. I worried what you might think
when your younger sister DUNGEON caught me on
the rebound for a year of wild adventures. It
wasn’t meant to be, of course. Every day I spent

with her, I was thinking only of you.
It was hard being the associate editor for that first year. I

felt like a third wheel each month, and it was torture to know that the other guy
was really your editor. You can’t imagine how relieved I was when you two finally
broke up, and then I worked up the courage to make my move.
That day you made me the happiest editor in the world.
Since then we’ve had five wonderful years together, and I can’t begin to

describe how much you’ve taught me about gaming and publishing. I hope I’ve
given something back to you, and I’ll always cherish our time together, especially
because we’ve always been so honest with each other. That’s why I have to say
something that might hurt you today.
I know you’ve noticed I’ve been spending a lot of time at the local film festival. It

was there that I realized there was a hole in my life, a void that could be filled only
by movies. I talked about it with some other people, and one thing led to another,
and, well . . .
There’s been another magazine.
I’ve been seeing them for a little while now, on the side.
That’s right, there are two. I know what you must be thinking, but it’s a perfectly

valid life decision. They’re sisters, and they actually prefer having the same editor.
If you got to know them, I think you’d like them both. Gamer is a lot like you, and
Insider gives me all the things you and I couldn’t have together. That’s how I knew
it was time for you and I to go our separate ways.
Don’t be sad. It won’t be long before another editor comes along, someone who

can give you all the things you deserve and focus all his attention on you alone.
You’re prettier than ever, and so popular with the readers! In fact, I was talking to
an old friend the other day, and he wants me to give you his number. Maybe in a
few days you can give him a call. That is, if you’re ready.
I don’t know what else to say except, thanks for being the wonderful magazine

you are and letting me share your life for a while. Breaking up is always hard, and
you have every right to be angry, but I hope you’ll eventually forgive me and
come to remember the good times as fondly as I do.
Most of all, I hope we can still be friends.
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Dear
Dragon,

Thanks to the awesome staff of and contributors to DRAGON Magazine for making the past few years a
fantastic voyage. Most of all, thanks to you fabulous readers who have given us so much friendship and
support. I’ll see you soon, in a galaxy far, far away.

Dave Gross • vader@wizards.com
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Most of the early response to issue
#285 concerned the “Walk and Riddle”
article, particularly the depiction of a
halfling knave standing over the broken
corpse of his enemy. The other point of
controversy for that issue was the
new—but now discarded—take on the
table of contents. Here’s what you had
to say:

Foot Hair Fetish
I’d like to say that I’ve been enjoying the
in-depth articles and “theme
issues” about the PC races thus far,
but regarding issue #285, and the new
edition as a whole, I’m really put out by
the changes you’ve made to halflings.
Everyone knows that D&D is based on
Tolkien’s work as the primary source
material. Sure, elves are half as tall, but
it’s basically all there. It’s necessary to
mix things up and keep it fresh, but I
whole-heartedly reject these svelte,
non-hairy-footed, gypsy-like, nomad
pseudo-hobbits! Arrghhh! What hap-
pened to the foot hair? Why do they
look like half-sized runway
models? Where are the comfy hobbit-
holes and the six meals a day? At least
they still love riddles, but really, what is
this wagon-dwelling, nomadic crap?
What’s next—jolly, clean-shaven
dwarves who enjoy gardening instead of
mining and warfare? It’s not like this is
DARK SUN, and everything has a twist to
it, these are supposed to be the typicals.

The rest of the issue is quite cool,
though (well, maybe not the pixie arti-
cle), and that was the finest two-
page Nodwick yet!

Oh, and if you use this table of con-
tents format again, I’m cancelling my
subscription! (Well, not really, but I
strongly dislike the new TOC).
One last digression; I’ve noticed that

the artwork in your magazine has
become a lot more gory, too gory in
my opinion.

And a final suggestion, I’d like to see
a complete list of all the new feats and
prestige classes (even the ones from
campaign source material) in this year’s
DRAGON Annual. My gaming group
would truly be in your debt.

In general, I love DRAGON, and plan to
keep reading. Keep up the good work!

Bill De Franza • Flushing, NY
meancritter@hotmail.com

This year’s DRAGON Annual transforms
into a great big d20 game special, with
topics ranging from the new Wheel of
Time roleplaying game to original, “mod-
ular” articles you can apply to D&D,
STAR WARS, or any other d20 game you
care to play. It won’t include a list of all
the new feats and prestige classes, but
that idea is just too useful to pass up.
Look for it in a future issue or on the
Wizards of the Coast website.

Disgusted
I have been an avid reader of your
magazine for about a year and a half,
and in that time I have thoroughly
enjoyed it. That enjoyment was severely
diminished by your July issue (#285). I
was disgusted by the article entitled
“Walk & Riddle, The Secret Life of
Halflings.” The content of the article
was great, and the illustrations were
pretty good. That is, until I got to the
end of the article. There, I saw a depic-
tion of a seemingly demented halfling
standing atop the corpse of an orc. The
first thing I did was turn the page. I did
not return to that page until I had fin-
ished the rest of the magazine. This
graphic picture ruined an article that
was otherwise excellent and tarnished

SHARE OFF YOUR OPINION

MAIL “SCALE MAIL”
DRAGON Magazine
1801 Lind Avenue S.W.
Renton, WA 98055, USA

EMAIL SCALEMAIL@WIZARDS.COM
Include your full name and mailing address
if you expect your letter to be printed,
and let us know how much of that address
you’d like printed. (We’ll assume city and
state otherwise.)

FOR SUBSCRIPTION INQUIRIES

EMAIL DRAGON@PCSPUBLINK.COM

CALL 1 (800) 395-7760

Random Encounters
Useful resources for every D&D player.

Looking to have some disgusting rituals prepared when the adventuring
party is captured by that orc tribe? Want some bizarre tactics for the
nasty goblins who inhabit the forest the party is about to traverse? The
“Primitive Warfare” section of John Keegan’s A History of Warfare is
invaluable. His recitation of the Aztec “striping” ritual, where sacrificial
victims were placed upon an upraised “killing stone” and armed with a
sword with a feathered blade, is chilling, especially when he describes
the video-game-style “finishing moves.”
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family, right? Otherwise, she could just
be a picture of a great-looking thief that
Larry Elmore submitted in response to
the request for a cover, or is that big
vase actually a normal-sized coffee cup
on a footstool in a human household with
small windows?

And who thought of the table of con-
tents? It doesn’t work for me. When I’m
reading a magazine, I really don’t mind
knowing it’s a magazine. The icons
would probably be helpful if I could click
on them. Next time include the mouse.

The “Bonus! Free poster map” you
sent me is pretty useless; I can draw a
picture of a city. You want to impress
me? Good. Here’s how you do it. Spend

a few pages populating a city with
NPCs, storyline, area legends, laws, and
so on. I have over 40 hours invested in
a small city, and I’m not even close to
finished. A partially-finished city from
DRAGON Magazine that I could plug into
my own campaign would be incredibly
helpful. In this case, a thousand words
is worth far more than the picture you
included in the magazine.

Aside from those minor things, you
have a great magazine. I don’t usually
like the “one-themed” approach you
take and would prefer more variety
every month. However, a new player
just entered my campaign, and she’s
playing a halfling—the first halfling I’ve

ever had in my campaign, I must admit.
Now I know that they’re more than
just “little people.” Once I’m finished
reading the issue, I’m going to pass it
on to her so she’ll have more back-
ground on her character.

The extra monsters and spells will
come in handy, too. I think I’ll be taking
this issue into the bathroom until the
next issue arrives.

John Reynolds • Address withheld

The bonus map in issue #285 is extra-
useful to those readers playing the
Return to the Temple of Elemental Evil
super-adventure that came out in July,
but our new editor-in-chief agrees that
populated locations are a great idea. it’s
only a matter of time before we put the
game stats and the map together.

Easy to Please
Maybe I’m easy to please, but I’ve dis-
agreed with just about every last com-
plaint about your magazine since the
switch to the new edition. Personally, I
love the magazine, and the new format
was instrumental in my choice to sub-
scribe. This, however, is not a letter of
praise, but a letter of request.

In issue #274, you included a
Legends of Sherwood mini-campaign
(which was exceptional, by the way),
and since then you’ve added a new col-
umn devoted to detailing individual
cities that might fit into a D&D cam-
paign set in legendary Earth. Both of
these resources are exactly the type of
information I seek! I love historical
Earth as a setting. It is richer than any
published setting ever.

Thus, my humble suggestion is a
monthly (or at least occasional) column
devoted to real-life prestige classes
based on historical or legendary groups
or figures. A few examples include The

Random Encounters

Every party ought to have a bard! Whether you’re a DM who wants to encourage
a PC to flesh out his character or a player who’d like assurance that there are
heroic bards in fantasy literature, you’ll find plenty of inspiration in this re-release
of L. Sprague de Camp’s trilogy, The Reluctant King. All three books are available
in one paperback volume from Baen Books. As you can guess from the title, the
protagonist didn’t train to be a bard, but he sure fits the model of the new edition
D&D bard. You can order at www.baen.com. In fact, you can even find some free
ebooks there that just might pique your fancy.

caption contest

Your mission, should you choose to accept it, is to WRITE A CAPTION for this cartoon that will make
it funnier than it already is. If you think you’re adventurous enough to complete the task, all we ask for
proof is that you send your written caption to Caption/DRAGON Magazine, P.O. Box 707, Renton, WA
98057. If your caption is both funny and not more than 8 pounds we will process it through our
Jocul-o-tron 2000® to measure its humor quotient. The caption with the highest density of humor
will be made immortal, or something.
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Knights Templar, The Order of St.
John, Knights of the Round Table,
Hashishim (The Shi’it Assassins), The
Praetorian Guard, and so forth.

I pray that Wizards of the Coast is at
least considering another series like the
green “Historical Resource” books of
2nd Edition. I own The Crusades, The
Celts, The Glory of Rome, and
Charlemagne’s Paladins . . . all excep-
tional limited resources for an AD&D
campaign right here in our own world.

A.J. Dembroski • Fargo, ND

Real history is a great source for D&D
adventures, as the cleverest of DMs and
players already know. What we need
now are more proposals for historical
articles, though we already have several
smashing historical and legendary (not-
quite-historical) campaigns under con-
sideration for future issues. If you have
an idea for a shorter historical article,
please pitch it to dragon@wizards.com.

What’s Missing?
I’ve been reading DRAGON since issue
#137 and this is my first letter to the
magazine. I just want to let you guys
know that the magazine gets better with
every issue.

Anyway, I noticed the spell on page
47 of issue #285, blast of air, states
that “sightless creatures are immune to
the blinding effect but can still take
damage.” I’m assuming this means taking
damage from the spell itself.
Unfortunately, nowhere in the spell
description lists any damage rating
whatsoever. Was something omitted?

Aurelio Galindo, Jr • Chicago, IL

Assistant Editor Matt Sernett took a
long hard look at that spell and said,
“Doh!” To fix it, omit the phrase “but
can still take damage,” and it works just
the way it should.

Everybody Loves Ray
Dear Ray Winninger,
I only recently began purchasing
DRAGON Magazine, but from the two
issues I have, I must say that it is your
articles that I read and reread with the
most zeal. The insight, restraint, cre-
ativity, and humor you present have
impressed me the most, along with the
amazing advice for DMs. I only recently
started my D&D campaign and almost
wish I had started from scratch using
your articles as guidance rather than
my own interpretations. Your advice
allows DMs to create worlds that not
only fulfill major portions of what one
would consider “right” or “real” in a
campaign world, but give it enough
depth and exciting traits that it
becomes more than an exercise in
fantastic verisimilitude.

I now have the hard task of working
back through my campaign world and
filling in portions in a way that doesn’t
contradict what the players have cur-
rently found to be true. However, your
advice makes me feel more comfortable
creating worldshattering events, some-
thing I tried in my first attempt at DMing
but failed to pull off. This column pro-
vides a great basis for younger DMs
struggling to find what works, what
inspires, and what intrigues.

On this note I would like to inquire
about the status of the online version

of “Dungeoncraft.” While watching the
forest world surrounding Ironoak was of
great interest, I am also very curious
about the “Lost World” campaign world
that seems to be developing in the cur-
rent issues of DRAGON. I am curious
whether these are the same worlds, as a
lot of points seem to match up between
them. Furthermore, how are the updates
to the online “Dungeoncraft” articles
accomplished? I am anxious to see how
you outline the beginnings of a bigger
campaign world, as the Ironoak adven-
tures seem focused on keeping close to
a homebase.

Thanks again for a great article.
Michael Edwards • Address Withheld

Rockin’ Ray responds: “Although there
are a lot of similarities between Ironoak
and the Lost World, they’re not actually
on the same planet. The original Ironoak
campaign was an attempt to put
together a relatively straightforward
D&D setting. Since it’s a second
effort, The Lost World is an attempt
at trying something a bit more ambi-
tious that strays somewhat further
from D&D’s traditions.

As for an online version of the
“Dungeoncraft” columns you’re in
luck! An online archive already exists
at www.wizards/dragon. New install-
ments show up online about six months
after they see print in the magazine.

Join us again next month to meet the
new editor-in-chief, take a long look
at the afterlife, learn the secrets to
creating a great mystery adventure,
and creep about in a graveyard or two!
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DREAMLANDS
VARIANT PLANES OF DREAMS

by Jeff Grubb • illustrated by Scott Fischer

The Manual of the Planes opens
the doors of existence and lets
you create new planes and new

cosmologies. One of the many variant
cosmologies presented in the book
includes the Region of Dreams, also
called Dream. The Region of Dreams
is a highly morphic plane accessed
by natural dreamers as well as by
individuals with the proper spells and
feats. But it is far from being the
only potential Dream.
Presented here are four other types

of Dream planes you can use in your
campaign. One casts Dream as a
sprawling plane used to travel in a
manner similar to the way some char-
acters use the Astral or Ethereal Planes.
The second posits that when we dream
we open ourselves to the energies of a
roiling, violent energy plane of primal
dreams. The third suggests that dreams
are the responsibility of great gods,
and that their plane is an Outer Plane
akin to those of the Great Wheel.
The last rejects the idea that dreams
are part of any plane but rather that
they belong to the individuals who
dream them.
Each of these variant Dream planes

is built around a different concept, so
its rules reflect its own private reality
(or lack thereof). These planes do
not match the Region of Dreams as

presented in the Manual of the Planes,
allowing a wide variety of utility for
Dream planes and activity for those
who travel them. Further, these various
presented Dreams are mutually exclu-
sive—each description assumes there is
only one plane of dreams. Choose the
Dream you like best, or draw inspiration
from these to build your own Dream.

THE DREAMTIME:
A TRANSITIVE PLANE
OF DREAMS
Dreams are a single dimension where
all dreamers go when they are asleep.
It is a common ground, a set location
that cannot be affected by the
dreamer’s will.
The Dreamtime is an ancient plane

that lies alongside our own, overlapping
it in much the same way as the Astral
Plane does. It is said that our Material
Plane is merely the dream of this plane.
The Dreamtime appears as the Material
Plane would appear in the far distant
past: The forests are huge and over-
grown, the deserts are great fields of
grain and wildflowers, and the moun-
tains still stand tall, unworn by the
lathe of time. Wondrous constructs
such as flying cities and shining roads
appear on this landscape, the perma-
nent remnants of primeval dreams of
great power.

Through this landscape pass the
dream-forms of various dreamers.
They are faint, translucent, incorporeal
forms that move through the landscape
without apparent purpose or direction.
Pulsing lights like miniature comets
rocket through the landscape, the
effects of the dream spell or the
urgent communications from more
powerful beings to the slumbering
minds of the dreamers.
The Dreamtime is coterminous with

the Material Plane and all other planes
that have native creatures that dream
in the same fashion as mortals. This
might include or exclude particular
planes in your cosmology depending on
whether their natives dream. In general,
undead, constructs, elementals, and
plants do not dream, while other types
do (with the notable exception of the
elves of the Material Plane, who instead
have a trancelike meditative state).
When a creature dreams, it naturally
enters into this domain, though nor-
mally the dreamers do not pass far
from their physical location.
The Dreamtime can be accessed by

the dream travel spell (see the Manual
of the Planes), which allows physical
creatures to move through these land-
scapes. It’s possible, as described in the
spell, to cover vast distances in the
waking world using this spell. Unlike the

Light Gravity: The Dreamtime has Light Gravity. All items weigh
half as much, weapon ranges double, and characters gain a +2
circumstance bonus to Climb and Jump checks. Characters in
the Dreamtime also suffer a –2 circumstance penalty to attack rolls
as well as Balance, Ride, Swim, and Tumble checks. Falling damage
is reduced to 1d4 points of damage per 10 feet of the fall.

Flowing Time: Time flows differently in the Dreamtime than in
the waking world. For each ten minutes of time that passes in
the Material Plane, a single minute passes in the Dreamtime.

Infinite Size: The Dreamtime has no bounds, and it reaches
everywhere that creatures dream.

Static Objects: The landscape of the Dreamtime is hard to modify.

Moving an unattended object requires a DC 16 Strength check.
Particularly heavy objects might be impossible to move despite the
light gravity. If major changes are made to the countryside, they
have a tendency to “heal” over time, returning to their original state.

No Elemental or Energy Traits.

Mildly Neutral Aligned: Specific locations might be more strongly
aligned, depending on the alignment of the plane the Dreamtime
mirrors.

Impeded Magic: All magic is impeded in the Dreamtime, a reflection
of the sheer lassitude of the plane. To cast a spell or use a spell-like
ability, the caster must make a Spellcraft check (DC 15 + the level
of the spell).

THE DREAMTIME
The Dreamtime has the following traits:



       

       

Region of Dreams, the Dreamtime has
no Dreamheart, though the time limita-
tion still applies for reaching other
planes using the Dreamtime. Note that
the Dreamtime of other planes reflect
the dreams of their inhabitants
(demons, devils, and deities), so they
might pose a hazard to the traveler.
The Dreamtime does not connect to the
Ethereal or Astral Plane, nor to the
Plane of Shadow, though night hags in
the Ethereal Plane can use their heart-
stones to access the dreams of nearby
Material Plane dreamers.
The Dreamtime is mostly inhabited by

the dreamforms of various sleepers in
the world. Most of the time these
dreamforms remain close to the their
original bodies, and the sleepers wake
with little memory of what they experi-
enced. Occasionally dreamers wander
(or are taken) to the far fringes of the
Dreamtime, or else they are tormented
by night hags and other foul creatures.
Dreamforms are incorporeal but as

fragile as bubbles. The dreamforms (as
opposed to physical bodies traveling
through the Dreamtime) have the sta-
tistics of their original forms, but any
damage they suffer forces a Will saving
throw (DC 20); failure indicates that
the sleeper awakens and leaves the
Dreamtime, and her dreamform disap-
pears. If the dreamer’s dreamform is
slain, then the dreamer automatically
awakens. A dreamer awakened in this
fashion must succeed at a Fortitude
saving throw (DC 25) or suffer 1 point
of temporary Constitution damage.
Night hags know how to torment their
victims without injuring them to the
point at which they awaken. All other
damage done to a dreamform does not
carry over into the waking world.
Dreamforms tend to be somnambulis-

tic and introspective to the point that
they rarely interact of their own

volition with other dreamers or inhabi-
tants of the Dreamtime. As an option,
you can allow an individual with the
Lucid Dreaming skill (see the Manual of
the Planes) to move around of her own
volition by making a Lucid Dreaming
check (DC 20).
If attacked, dreamforms respond in

kind, and their dreamforms inflict dam-
age as their real forms. It’s possible to
communicate with dreamforms, and
cast enchantments and other spells on
them. Any mental enchantment cast
upon the dreamform (suggestion,
charm, and so forth) remains in effect
once the sleeper awakens, with the
duration of the spell starting with the
individual’s awakening.

THE DREAM ENERGY PLANE:
AN INNER PLANE
OF DREAMS
Dreams are the building blocks of real-
ity, a primal energy like life and death
itself, a force that is used by living
creatures to their own ends. Like any
primal elemental material or energy, it is
toxic in its pure form, and its native
plane is dangerous to the traveler.
When someone dreams, he does not

enter any dream plane. He exposes
himself to the vibrant raw energies that
make up the Dream Energy Plane.
These energies cause the dreams that
most creatures have, and they provide
rest to their physical forms and passion
to their minds. In their base state,
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NEW MAGIC ITEMS
THE MIRROR OF DREAMS
This small (10 inch diameter) silvered glass
mirror is set into an ornate frame, usually
of gold or mithril. The mirror allows an indi-
vidual to access the Dreamtime as if by the
dream travel spell. The user (and those
accompanying the user) are drawn bodily
into the Dreamtime and remain there for up
to 16 subjective hours. At the end of that
time, if the individuals have not left the
Dreamtime, they will be returned to the
Material Plane in a random place within 500
miles of their original location.
Note: Should the DM choose to use the
Region of Dreams, another dream option, or
one of his or her own creation, the mirror
dreams can be adapted similarly, provided
that the dream travel spell operates in that
version of Dream.
Caster level: 15th
Prerequisites: Craft Wondrous Item,
dream travel
Market Price: 40,000 gp
Cost to Create: 20,000 gp + 1,600 XP

FIGURINE OF PROTECTION
FROM DREAMS
This cloth figurine, usually of a humanoid or
totemic animal, provides the dreamer with
protection from attacks through the
Dreamtime. The individual cannot be
affected by creatures or abilities that affect
dreams and is treated as an elf with regards
to the dream spell, the dream haunting abil-
ity of night hags, and similar effects. While
using the figurine, the dreamer cannot use
the Lucid Dreaming skill.
This protection lasts for as long as the

dreamer wills. Should the dreamer choose
to drop the protection while in Dreamtime, it
cannot be resumed while dreaming, and she
becomes vulnerable to dream-related attacks
and interactions.
In the Dreamtime, an individual with the

figurine appears as a statue, and she cannot
be affected by effects of the plane.
Caster level: 10th
Prerequisites: Craft Wondrous Item
Market Price: 40,000 gp
Cost to Create: 20,000 gp + 1,600 XP

THE DREAMTIME



       

       

however, these energies can be deadly.
Like the other Inner Planes, the

Dream Energy Plane is a hostile, caustic
place. It is akin to the Dreamheart of
the Manual of the Planes Region of
Dreams, but it is under the effects of a
continual Dreamheart Tempest. It is an
eternal roiling storm, a cascading rain
of fragmented matter, and a cacophony
of screams that makes Limbo look
placid. It is the home of broken, tumbled
landscapes and inverted physics, of
mental power and energy, of creatures
conjured from the dreams of children

and the nightmares of kings.
The Dream Energy Plane can be

accessed as any Inner Plane in your
cosmology; it is separate from the
Material Plane. It can be accessed by
spells and portals that utilize the Astral
Plane, and natural gates to it can be
found in the Astral Plane. It is neither
coexistent nor coterminous with the
Ethereal Plane or the Plane of Shadow.
The dream travel spell and the Lucid

Dreaming skill do not function in this
variant plane of dreams.

THE DIVINE DREAM:
AN OUTER PLANE
OF DREAMS
There is a sentient thought behind
dreams, a great being that shepherds
the individual dreams and watches
over dreamers.
Each night with slumber, dreaming

individuals make contact with this plane,
whether or not they realize it. A
sleeper’s dreams come from within,
but they are monitored and sometimes
protected by the agents of this Outer
Plane. These agents often allow minor
night terrors, but—if properly propiti-
ated—they provide protection from true
nightmares. Some of its natives make it
their job, however, to spread terror
and fear to maintain their own power
over dreams.
All agents of the Divine Dream,

whether benign or malicious, ultimately
report to a single great goddess,
Hypnatia. She is ruler of this plane,
and it has been guessed that she is
nothing more than a dream incarnate,
a dream of the universe itself, and that
she has been charged with keeping the
mechanics of sleep in constant and
smooth operation.
The Divine Dream can be reached

through the Astral Plane via those
spells and abilities that utilize the Astral.
It can also be reached by the Ethereal
Plane, through weaknesses in the planar
membrane that exist near sleeping indi-
viduals; treat these as portals that
require a Knowledge (planes) check
(DC 20) to utilize. The Divine Dream
does not connect directly to the Plane
of Shadow, though portals to other
Outer Planes are said to be more com-
mon as one travels away from
Hypnatia’s Castle.
The dream travel spell allows the

individual to reach the Divine Dream
(after 1d4 hours of travel). Individuals
can use dream travel to move their
bodies physically into this plane, but
they cannot use dream travel to move
great distances in the Material Plane
because the Divine Dream is not co-
existent with the Material Plane.
The Lucid Dreaming skill allows a

dreaming individual to leave his dream-
scape and enter the Divine Dream with
a successful skill check (DC 25). Once
in the Divine Dream, lucid dreamers
can modify the landscape as described
by the skill, but altering the domains
under the direct control of Hypnatia or
her children is a difficult task (Lucid
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CREATING A DREAM ELEMENT CREATURE

“Dream Element” is a template that can be added to any corporeal creature of the following
base types: aberration, animal, beast, giant, humanoid, magical beast, monstrous humanoid,
plant, or vermin. The creature’s base type changes to “elemental (dream).” It uses all the base
creature’s statistical and special abilities except as noted here:

Hit Dice: Change to d8.

Attacks: Unchanged, but they become
incorporeal.

Damage: The creature does not cause
normal damage but instead inflicts Wisdom
damage according to its hit dice (see below).

Special Attacks: A dream element creature
retains all the special attacks of the base
creature except those that are delivered by
a touch attack. In addition, the creature
gains the following:

Wisdom Damage (Su): The touch of a dream
element creature deals a variable amount of
temporary Wisdom damage to a living foe,
including those incapable of dreaming, such
as elves. A creature that is reduced to 0
Wisdom by a dream element creature
retreats into a comatose state, plagued
by the vicious visions of the Elemental Plane
of Dreams.

Special Qualities: A dream element creature
retains all the special qualities of the base
creature and also gains the following:

Elemental: Immune to poison, sleep,
paralysis, and stunning. Not subject to
critical hits.

Endure Elements: Ignore the first 5
points of sonic, electrical, cold, fire, and
acid damage each round.

Incorporeal: Can be harmed only by
other incorporeal creatures, +1 or better
magic weapons, or magic, with a 50%
chance to ignore any damage from a

corporeal source. Can pass through solid
objects at will and its attacks can pass
through armor. Always moves silently.

Darkvision: Range of 60 feet.
Damage Reduction: The creature gains

damage reduction according to its hit dice,
as noted on the table below:

Hit Damage Wisdom
Dice Reduction Damage
1-3 - 1
4-7 - 1d2
8-11 5/+1 1d3
12+ 10/+1 1d4

If the base creature already has one or
more of these special qualities, use the
better value.

Saves: Same as the base creature.

Abilities: Same as the base creature.
However, it lacks a Wisdom score.

Skills: Same as the base creature.

Feats: Same as the base creature.

Climate/Terrain: Any land and underground.

Organization: Same as base creature.

Challenge Rating:
Up to 3 HD, same as base creature +1
3 HD to 7 HD, same as base creature +2
8+ HD, same as base creature +3

Alignment: Same as base creature.

Advancement: Same as base creature.

DREAM ELEMENT CREATURES
Dream element creatures dwell in the Dream Energy Plane, though rogue dream element
creatures sometimes appear on other planes. They appear to be slightly translucent and
range in hue from a rainbow of ever-shifting colors to the primal black of a creature of the
Plane of Shadow. Their eyes and mouth, if any, always glow yellow.
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Dreaming check, DC 35). At the DM’s
option, the Divine Dream can replace
the center of Dreamheart if using the
Region of Dreams.
The Divine Dream is a plane of eter-

nal twilight, lit by an eternally waxing
moon and a spill of thousands of stars
across the dome of the sky. Fireflies
and luminous lichen provide enough
light for vision, even reading. The air
is fresh, the breeze mild and cool.
All paths eventually lead to the Castle
of Hypnatia, the goddess of sleep
and dreams.
Hypnatia’s Castle sprawls over a

rising promontory at the heart of the
plane. Its features vary according to the
perceptions of its visitors. Its architec-
tural style and arrangement of rooms
seem different to each individual, and
often change from visit to visit for a
particular traveler. Whether this flux is
the result of some influence on the
visitors’ senses or of Hypnatia’s own
morphing of her domain is unknown.
It’s said that at the heart of the

Castle is a great chamber in which
Hypnatia herself tends to the dreams of

the gods. These are powerful, potent
dreams that, unless carefully monitored,
unleash the pure power of the gods
upon the waking world, resulting in
floods, earthquakes, revolutions, and
persecution.
Hypnatia is aided by both her chil-

dren, an unknown number of lesser
gods, as well as petitioners who have
served the goddess in life and now are
melded with their dreams in the after-
life. In addition, she has more mundane
servants including fey and dream ele-
ment creatures (see sidebar).

THE DREAM DEMIPLANES:
YOUR OWN
PRIVATE DREAM
All Dreams are individual, personal, and
unique. While some creatures can move
between dreams, this ability is beyond
the ordinary dreamer.
When one dreams, one creates. One

extrudes one’s consciousness into the
Ethereal Plane and fashions from it a
small pocket of semi-reality. This fash-
ioning is determined by the dreamer’s
own subconscious.

Each Dream Demiplane is unique
to the dreamer. Use the Random
Demiplane Generator tables in the
Manual of the Planes for an initial
state. Those dreamers with the Lucid
Dreaming skill can modify these traits
as they would a dreamscape.
The Dream Demiplanes exist as

invisible bubbles within the mix of the
Ethereal Plane, unnoticed by most
travelers. Creatures such as night hags
know how to sniff out or spot these
bubbles automatically, but an Ethereal
traveler can spot the entrances to
these demiplanes only with a successful
Spot check (DC 25). These entrances
are apparent only when the individual
is in light slumber; when a dreamer
is wrapped deep in dreams, these
apertures close. A traveler can leave
a Dream Demiplane for the Ethereal as
a standard action with a successful Will
saving throw (DC 30). The Dream
Demiplanes do not exist where a
co-existent Ethereal Plane is missing.
The Dream Demiplane can also be

reached with the dream travel spell,
should the travelers be touching the

Objective Directional Gravity: The Dream Energy Plane has gravity
of the strength of the Material Plane; however, it can be in any
direction at any time, and it changes with the capricious whim of the
storm. Flight magic is highly recommended for those traveling
through the plane.

Normal Time.

Infinite Size: The Dream Energy Plane is infinite, containing the
dreamstuff for every dreaming being in the cosmology. It is the
creative sun that warms the souls of the multiverse.

No Elemental Trait: The Dream Energy plane has no dominant ele-
mental trait, but each round an individual is in the Dream Energy
Plane, he takes 25 points of damage: 5 points each of sonic, electri-
cal, cold, fire, and acid. Magical protection can reduce this damage,
but the Dream Energy Plane provides no solid shelter, and the
attacks come from all directions.

Dream Energy Trait: The Dream Energy Plane has an energy trait
unique to itself, the power and thirst of dreams themselves. Each
round spent in the Dream Energy Plane, the traveler must make a
Will save (DC 25) or permanently lose 1 point of Wisdom. At 0
wisdom, the traveler slips into a comatose state, and as he dies of
dehydration and starvation, his soul and animating force is used to
spawn more dream element creatures (see sidebar).

No Alignment Trait.

Impeded and Wild Magic Traits: The Dream Energy Plane is both
more resistant to spellcasting and more capricious in the results of
that spellcasting. Each time a spell or spell-like ability is cast, the user
must make a Spellcraft check (DC 15 + level of the spell) to cast it,
and then make a level check (1d20 + spellcaster level) against a DC
of 15 plus the level of the attempted spell to avoid the effects of
Wild Magic (see the Manual of the Planes).

THE DREAM ENERGY PLANE
The Dream Energy Plane has the following traits:

THE DREAM ENERGY PLANE
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HYPNATIA (GREATER GODDESS)
Mistress of Dreams, Slumber
Symbol: A golden ring
Alignment: LN
Portfolio: Dreams and sleep
Domains: Law, Luck, Protection, Strength
Favored Weapon: Heavy mace

Hypnatia appears to mortals as a woman
with long, flowing hair that streams into the
darkness behind her. Some say that she is
the embodiment of the Divine Dream. Others
put forward the idea that all reality is but
her dream and, should she ever awaken, the
universe will cease to exist.
Hypnatia rules from her crystalline castle

at the heart of her domain, where she is
served by a number of petitioners who have
merged with their dreams upon their
deaths.*
The Mistress of Dreams is said to have

thousands of children who work dreams
small and large, who tame nightmares and
hunt night hags, and who keep the universe
working on her behalf. She has two children
of note, Phobetor and Phantasia, whose con-
flicts are commonplace in the Divine Dream,
and whose intrigues frequently spill over
into the Material Plane.
Clerics of Hypnatia believe in the power

of dreams and visions, and they often seek
out signs and oracles to reveal the best
course of action.

PHOBETOR (LESSER GOD)
Bringer of Nightmares, King of Foul Dreams
Symbol: A crimson skull, laughing on a

black field
Alignment: CE
Portfolio: Nightmares, insomnia, guilt
Domains: Chaos, Evil, Destruction, Trickery
Favored Weapon: Whip

Phobetor looks like a hulking figure in
demonic armor with glowing red eyes,
armed with a hooked sword with which he
pulls out the dreams of sleeping individuals
and tortures them.
Regardless of the number of Hypnatia’s

children, Phobetor the fear-bringer is the
youngest. He is the master of night-terrors
and fear-sweat dreams. He enters individual
dreams in the same manner as a night hag,
tormenting the poor dreamer until dawn
(with similar effects). His minions are the
darkest of dream creatures, and he delights
in persecuting those who have restful sleep,
much to his mother’s dismay.
Clerics of Phobetor believe in the virtue

of terror, that only by showing others the
deadly power of dreams can they retain
their power. Out of fear comes strength, and
out of strength comes the power of fear.

PHANTASIA (LESSER GODDESS)
Lady Inspiration, Queen Muse
Symbol: A white mask with a manic grin on

a field of blue
Alignment: CG
Portfolio: Ideas, invention, imaginations
Domains: Chaos, Luck, Good, Destruction
Favored Weapon: Short sword

Phantasia is depicted as a slender, short-
haired woman, clothed in a simple shift. Her
image usually appears with half-elven char-
acteristics and spiked, blonde hair. She often
wears a manic, feral grin.
Phantasia is the eldest of Hypnatia’s chil-

dren, and the first of her lieutenants in the
waking world. It is she who visits the dreams
of philosophers and poets, engineers and
inventors, bringing with her the bright light
of revelation and the fire of inspiration.
Unfortunately, these truths can be too much
for the dreamer, and the effects are similar
to an attack of a night hag. The only differ-
ence is that, upon waking, the exhausted
individual is usually fired with a desire to
make manifest his dreams.
Clerics of Phantasia believe in innovation

and novelty. They recognize that the old
must be swept away to create anew.
Though she battles her youngest brother
on a regular basis, she is no more welcome
than her sibling among the waking people,
and her mother has had to rein her in on
several occasions.

Normal Gravity.

Normal Time.

Infinite Size: As the other Outer Planes, Divine Dream is infinite,
though its heart is Hypnatia’s Castle. The wild dreams that lie on
the far edges of her domain are the stuff of legend.

Divinely Morphic: The Divine Dream can be modified by gods
and similarly powerful forces. It is treated as alterable morphic
by lesser beings.

No Elemental or Energy Traits.

Strongly Neutral Aligned: A –2 circumstance penalty to all
Intelligence-, Wisdom-, and Charisma-based checks applies to any
creature that is not neutral, for each alignment that is not neutral.
Thus, lawful good or chaotic evil individuals suffer a –4 penalty,
while neutral good or lawful neutral individuals suffer a -2 penalty.

Impeded Magic: All magic is impeded on the Plane of the Divine
Dream. To cast a spell, the caster must make a Spellcraft check of
DC 15 + the level of the spell. Within Hypnatia’s Castle, this difficulty
increases (DC 25 + the level of the spell).

THE DIVINE DREAM
The Divine Dream has the following traits:

GODS OF THE DIVINE DREAM

* These petitioners use the Petitioner template from the Manual of the Planes, with the following additions:
• The petitioner has immunity to mind-influencing effects, as well as acid, cold, electricity, and fire resistance 5.
• The petitioner gains fast healing 1.
Exceptional petitioners retain the feats and skills they had in life.

THE DIVINE DREAM
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dreamer when the spell is cast. As
dreams are individual, it is normally
impossible to move from one dream to
another or to make long distance travel
using the dream travel spell.
The dreamer is embodied in her

dream in a dreamform as described in
the Dreamtime entry, except that the
form is corporeal and only death forces
the dreamer to awaken. So long as the
dreamer does not understand she is
dreaming, she is affected by the envi-
ronment and inhabitants of her dream
as normal. Dreamers with the Lucid
Dreaming skill can realize they are
dreaming with a successful Lucid
Dreaming check (DC 5). Doing so
makes the dreamer immune to the
effects of the environment or creatures
of the Dream Demiplane. Other crea-
tures who enter the demiplane are not
so lucky; they are affected by the crea-
tures and environment regardless of
whether or not they understand they
are in a Dream Demiplane.
It’s difficult to make a dreamer real-

ize she is dreaming. Creatures attempt-
ing to do so must make a Diplomacy
check (DC 15 + 1/point of damage suf-
fered while dreaming). Success indi-
cates that the dreamer must make a
Will saving throw (DC 20). Success at
that saving throw indicates that the
dreamer realizes she is dreaming.

Ghosts can access the dream demi-
planes, but they manifest within that
plane once they do so and are under
the same restrictions as any traveler
when attempting to leave. They often
offer dire warnings or threats within
the demiplanes, but usually do not
attempt to harm the dreamer; any
damage inflicted disappears when the
dreamer awakens. Much less benign are
night hags, who lurk in the Ethereal
Plane looking for dreamers to use their
heartstones on.
Most Dream Demiplanes are tempo-

rary things, and once the dreamer
wakes, they slowly fade. Creatures
not native to the Dream Demiplane
have 1d4 rounds in which to escape
(Will saving throw, DC 30). If the
dream collapses before a creature
escapes, the trapped individual is
cast out of the dream, suffering 1d4
points of temporary Intelligence and
Wisdom damage.
Some dream demiplanes, particularly

those crafted by individuals with the
Lucid Dreaming skill, maintain a sense
of permanence. They can be visited
again and again; more importantly, they
maintain their sense of reality after
their dreamer’s demise. These become
permanent demiplanes, with traits as
dictated in the Manual of the Planes.

AN ORIGIN TALE AND ITS EFFECT
ON THE DIVINE DREAM
At the beginning of time, the universe
slept, and in sleeping, Hypnatia ruled
all. Yet the time came for the universe
to awaken, and Hypnatia demanded
that all beings sleep and return to her
land on a regular basis. She went to
the original fey Lords and asked if
they would aid her as her servants in
the awakened universe. The fey
agreed, but their cousins, the elves,
utterly rejected Hypnatia and rebelled
against the Fey Lords. For this reason,
the elves do not sleep, while the fey
folk serve as agents of Hypnatia and
her children.
The night hags were originally Fey in

the service of Hypnatia, but their cru-
elty was too much for Hypnatia to
bear. Thus they were cast out, and
now they torment dreamers from the
Ethereal Plane. It is said that Phobetor
still supports the night hags clandes-
tinely, protecting them from his
mother’s ire.
Game Notes: Using this option, fey

creatures gain the ability to dream
travel once per day as 15th-level
sorcerers. Fey creatures on the Prime
Material Plane are agents of Slumber,
sent there for a particular mission.

Subjective Gravity: The demiplane’s gravity is dictated by the
dreamer or determined randomly.

Time Trait: Time in a Dream demiplane usually flows at the same
rate or faster than normal. Roll on table 8-4 but treat a result of
81-100 as Flowing Faster.

Finite Size: Dream Demiplanes can be any size, but they are
always finite.

Morphic Trait: The demiplane’s morphic trait is dictated by the
dreamer or determined randomly.

Energy or Elemental Traits: The demiplane’s elemental and energy
traits are dictated by the dreamer or determined randomly.

Alignment Trait: The demiplane usually shares the alignment of the
dreamer. Roll on table 8-7, but consider a roll of 01-60 as “mildly
the dreamer’s alignment,” and treat any other result normally.

Magic Traits: Magic use within the Dream Demiplane is as normal;
however, spells cast by the dreamer within her own Dream
Demiplane do not count against those of the dreamer in the
waking world.

THE DREAM DEMIPLANES
The Dream Demiplanes have the following traits:

THE DREAM DEMIPLANES
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As an adventurer, you cannot step boldly onto another
plane believing that everything is exactly as it was on
your home plane. When you embark upon a planar

adventure, you can bet you’ll encounter things you never
expected. The outer planes have different rules; even some-
thing so basic as gravity can become subjective. So it
shouldn’t be surprising that the definition of “Good” might be
subject to some interpretation. Differences of opinion on
such a fundamental level can lead to conflict. This is espe-
cially true with celestials, the creatures of the Outer Planes
that define goodness.
There are plots and strategies waged non-stop in the outer

planes, and celestials are not above such conflict. They have
their goals to strive for and their vision of what is best.
Some of them wish to stamp out Evil at all costs, some want
to save evil creatures from themselves, and others just do as
their deities command, trusting in the morality of a higher
power. The desires of an adventuring party are minor in
comparison to those greater demands, so it’s natural for con-
flict to erupt—even with those who are supposed to be on
your side.

Surely not every celestial will butt heads with the PCs.
Most are so spotlessly good that they shun any action that
could be considered questionable. But no matter how good
they are as a whole, all celestials have quirks, faults, and
habits that set each one apart as an individual. Whenever a
party of adventurers spots a pit fiend, they expect violence
and bloodshed each and every single time. With a solar, the
party expects an ally and powerful acquaintance. In some
cases, they might be wrong.
This article describes how each of the ten celestials can be

used as an antagonist in an adventure or campaign. All but
two can be found in the Monster Manual; the leonal and the
firre can be found in the new Manual of the Planes. Be
forewarned, though: Once you choose to use celestials as
antagonists, your players might never view them the same
way again.

LANTERN ARCHON
These bundles of light look like will-o’-wisps with a glow large
enough to light up a room. Unlike the cold tomb-light of evil
will-o’-wisps, the lantern archons’ warm glow is a visible rep-
resentation of their goodness. Their bodies are collections of
virtuous feeling that have been given physical form. They
exist to offer whatever small amount of aid that they can to
those mortals who need it. They act as the squires and ser-
vants of more powerful celestials, and they can be called on
by any celestial to perform their sacred duty. Commonly act-
ing as helpful guides in the more treacherous terrains of the
Upper Planes, they are often summoned by more powerful
celestials as roaming light sources and companions for those
who must venture into the dark and unsettling Lower Planes.
Their low Intelligence score makes them capable of com-

pleting basic tasks, but it doesn’t give them a great capacity
to work around any problems that might occur. No matter
what obstacle might be thrown in front of them, a lantern
archon will always attempt to walk the line that was pointed
out to it. This can become a problem, but allowing a lantern
archon the freedom to make its own decisions can be equally
troublesome.

• PCs who travel to the Lower Planes in the company of a “helpful”
lantern archon might find that it acts as a beacon to hordes of evil
fiends—and not just because of its luminance. Having a lantern
archon charged to help them can put the PCs into a bind. The
lantern archon won’t understand the need for stealth or subterfuge
when dealing with creatures of evil, and it might misinterpret such
strategies as evil acts. Bluffing their way into the fiend’s fortress
could be tricky . . .

• A lantern archon has been charged to deliver a message from a
beleaguered general to an allied wizard. The message was sent under
the mistaken belief that the general’s position would fall, but the gen-
eral has fended off the attack. The PCs need to intercept the mes-
sage so the allied wizard doesn’t rain fireballs on his allies from afar.
The trick is finding a way to halt the insubstantial ball of light.

WHEN
CELESTIALS

ATTACK
THE GOOD FIGHT GOES BAD

by Todd Crapper • illustrated by Greg Staples



       

       

• A lantern archon works under the super-
vision of a more powerful celestial that was
disguised for a mission of some importance.
When the celestial is accidentally slain by
unsuspecting NPCs or the party itself, the
lantern archon seeks “revenge” against
those who killed its master.

HOUND ARCHON
Sleek and muscular, the hound archons
are good physical opponents and com-
petent trackers. Their natural ability to
assume a canine form grants them the
benefit of heightened senses to follow
their targets. With damage reduction
and spell resistance, they can offer
quite the challenge to any low- to
mid-level adventuring party.
Hound archons are often assigned

tasks of importance involving quick
thinking and adaptation that a lantern
archon cannot provide. They are
charged to protect the innocent and
seek out and destroy evil.
Hound archons are fearless in com-

bat and are more inclined than other
lower-ranked celestials to start a fight.
PCs who are used to were-creatures
and certain fiends with canine appear-
ances might be thrown off by the
arrival of a hound archon and provoke
a battle themselves. The hound archon,
with no ability to divine the party’s
intentions, might be unwilling to disen-
gage from such a fight.

• While on a mission, the PCs attract the
attention of a powerful celestial or deity and
a hound archon is dispatched to follow them.

A villain who figures this out takes the
opportunity to trick the party by having
someone tell them that the creature follow-
ing them is a werewolf looking for a chance
to ambush them.

• A hound archon meets the PCs while in
dog form and decides not to reveal itself so
it can travel with them and judge their
virtue. It tags along and helps out the char-
acters in fights until it sees a PC do some-
thing dishonorable. Then the angry hound
archon reveals itself and offers the PC a
choice: The PC can accompany the celestial
to a prison where he can be properly pun-
ished, or he can fight the hound archon in
single combat.

• The hound archon sees the PCs attacking a
lone traveller, actually a neutrally aligned
antagonist the PCs have faced before. Faced
with such an affront to its sensibilities, the
hound archon enters the fray.

AVORAL
Acting as the eyes and ears of the
celestials, avorals are blessed with
astounding eyesight (including the use
of true seeing) and wings that allow
them to perch upon the highest peaks
to peer down upon those who have
caught their attention. With the use
of skills such as Sense Motive and
supernatural abilities that grant them
additional sources of information (ani-
mal telepathy), these celestials have
taken it upon themselves to be watchful
spies for the forces of Good.
Being neutral good, avorals are

quick to make judgements on the fly as

situations arise. Some of them have
seen so much evil in their nearly end-
less lives that they have developed a
bias against it: All beings must keep a
watchful eye for the twisting plots of
the fiends, and those that deal with the
evil creatures, no matter the reason,
must be punished. Despite their fantastic
vision, some avorals find it difficult to
see things from another’s point of view.

• An avoral keeps a close eye on a fiend
who has disguised itself as a friendly mer-
chant. After the fiend makes a brief
encounter with the PCs and secretly slips an
item into their possession, the avoral makes
it its business to determine how the charac-
ters are aiding the fiend and punish them
accordingly.

• An avoral has taken the long view. The
enemies the PCs are currently fighting have
been tasked to deliver a supposedly power-
ful artifact to a creature of great evil. The
creature is too strong for the avoral to face
on its own, so it has arranged for the arti-
fact to be replaced by a powerfully cursed
item that is sure to render the evil being
helpless. Now the PCs have stepped in and
are ruining everything.

• A battle is to occur between two forces,
and an avoral has been sent to scout out the
best location for the forces of Good. The
PCs must persuade the avoral to select a
more remote and less strategically useful
location to prevent harm to innocent
bystanders who won’t be able to get out of
the way in time. The trouble is, the avoral
considers this battle to be too important to
suffer a poor position.
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FIRRE
Gatherers of artistic works, collectors
of magnificent songs, and afficionados
of the finest crafts, firres are
dedicated to the cause of art and the
message that it carries. Their physical
beauty has been the inspiration of
countless poems and songs. While
somewhat flighty in comparison to
others in the celestial ranks, their view-
points and vast knowledge of mortal
worlds are valued and highly sought by
those who require them.
Firres seek to preserve beauty and

promote great artistic expression and
creativity. The seriousness with which
they view the arts can sometimes
become a problem. These celestials are
ferocious in their protection of art and
artists, and they might overlook the
harm that the arts can do. Once a firre
has chosen to protect and nurture
someone’s talent, it can be hard for the
firre to understand that the protected
person might not deserve or desire
such attention.

• The PCs discover that the person behind a
series of arsons is a great composer visiting
the city. When they attempt to confront the
composer, they find themselves confronting
a firre instead. The firre doesn’t know about
the arsons, but it considers the composer’s
works to be priceless pieces of art.

• A drama being performed by a local acting
troupe headed by a friend of the PCs is
causing a furor among the nobility.
Apparently, it is a thinly veiled call to arms
to depose the nobles and king. The king will
have the playwright and actors beheaded if
the play isn’t shut down immediately, but
when the PCs arrive to deliver this message,
they find that a firre has convinced their
friend that the show must go on. It is, after
all, a remarkable play.

• A bard has been accused of murder, and a
firre, deeply affected by her stirring poems,
swoops to her side and tucks her away to
protect her. She is innocent of any crime,
and the firre doesn’t trust a mortal court to
do justice. The PCs must find the bard
and bring her in so that she can be exoner-
ated. Then the search for the true murderer
can begin.

• A magical jewelry box has come into the
possession of a firre. The celestial has sworn
to guard the box with her life; it was the last
work of a master dwarven jeweler.
Unfortunately, the box is cursed to create a
horrible famine if it is opened and the PCs
must retrieve and destroy the box before an
evil cult gets to it first.

GHAELE
Warriors extraordinaire on the Upper
Planes, ghaeles wage war in the heart
of the darkest places of Evil. On the
battlefield and in the war tents, these
heavenly knights are purely focused on
their task of keeping evil where it
belongs: in Hell. With either the swing
of the sword or the stroke of a pen,
they seek to bring Evil to an end. These
celestials are both intelligent advisors
and strong opponents—a dangerous
combination.
Ghaeles are as often found behind

many of the actions taken by the forces
of Good as in the front lines. Many
lantern archons, hound archons, and
avorals can be found working under the
command of a ghaele.

THE GREATEST GOOD FOR THE GREATEST NUMBER: The best
course of action does the least damage to the largest number of
people. Good is what makes the most people safe from harm.
Personal freedoms and desires are less important than those of the
larger group.

This philosophy is rare among chaotically aligned celestials as they
put too much emphasis on personal freedoms, but many other celes-
tials share this point of view.

THE END JUSTIFIES THE MEANS: Acts of treachery, lying, and
other morally suspect actions are acceptable if such small evils will
bring about a greater good. After all, it matters more who wins the
war than who died during the fighting.

Celestials with this outlook tend to be frowned upon by other
celestials because it is a philosophy that can cause a lot of trouble.
However, all celestials exemplify goodness, so they also tend to
trust one another to make the right decisions.

THE MEANS JUSTIFY THE END: If you acted with good intentions
the entire time, it’s fine if the end result benefits you more than it
does others. Because you do good, what aids you will be a boon to
the rest of the world.

This self-centered view is surprisingly common among the more
powerful celestials. Creatures like solars and planetars often lack
humility and consider their actions and goals more important than
those of others.

OMNIBENEVOLENCE: All creatures, even the most hideously evil,
deserve the chance to make amends for past misdeeds and join the
side of the light. Of course you must fight evil, but if there is a
chance an evil creature could be redeemed, you must show mercy.

A celestial with this outlook is always willing to give foes the ben-
efit of the doubt if they promise to reform, no matter how many
times the celestial has been betrayed.

PACIFISM: No one should commit any act that harms another, and
the only viable response to such acts is love and forgiveness. Love
will show wrong-doers the error of their ways and put them on the
path of light.

This point of view is rare among celestials. They have lived too
long in the face of great evil to turn the other cheek, but the rare
celestial that takes up this ideal can often gather hordes of followers.

SCOURGE OF EVIL: Good beings exist to combat evil in all its forms.
Keeping your sword sheathed in the face of evil is tantamount to
committing evil yourself.

Many celestials share this philosophy. They believe that it is their
duty to stamp out evil in all its forms. Sometimes they are a little
overzealous, but other celestials consider that to be evidence of
their desire to do good.

WHAT CELESTIALS WANT
When considering motivations, it’s important to note the difference between celestials and mortal antagonists.
Average mortal villains (if there are such things) perform evil for their own personal benefit, whereas celestial antag-
onists work against the PCs for something greater than themselves as individuals. Each of them, no matter their
alignment, strongly believes that any actions they take are necessary to prevent the spread and domination of Evil.
Presented below are some philosophies that might motivate a celestial (or any good-aligned antagonist).
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With their chaotic good alignment,
ghaeles are inclined to use any means
necessary (short of harmful slaughter
and affecting innocent lives) to keep a
stranglehold over the forces of dark-
ness. Any PCs who happen to step in
their way might be viewed as obstacles
that must be overcome in order to
complete the greater mission.

• A ghaele has been manipulating the regent
of a kingdom to make many reforms on
behalf of the people while the king lies ill.
The king is very evil, and the disguised
ghaele is attempting to keep him bedridden
(but well cared for) until the princess is old
enough to take the throne. The ghaele has
been tutoring the princess and is confident
she will be a good ruler. Things are going
well until the regent gets suspicious and
hires the PCs to discover who is keeping the
rightful king from taking his throne.

• A neutrally aligned NPC whom the charac-
ters have faced before has convinced a
ghaele that the PCs will hamper his efforts
to retrieve a spellbook that contains a spell
that can return celestials from death. Of
course, the NPC failed to mention the other,
darker spells in the book.

• The PCs have been hired by a merchant to
deliver a valuable item to a particular loca-
tion. However, the item is a holy relic and
was stolen from an Upper Plane. A dedi-
cated ghaele has been tasked with bringing it
back. The ghaele knows the PCs aren’t of an
evil bent, so it attempts to manipulate them
into returning the relic so that it doesn’t
have to reveal itself and spread word of the
item’s importance.

LEONAL
Considered leaders among the guardi-
nals, leonals have lions’ manes, thick
necks, and feline features. They use
their dangerously sharp talons to shred
enemies and prefer to deal with all evil
creatures in like fashion. Their outlook
is a balanced combination of a devoted
crusader’s zeal and an ascetic’s intro-
spection. After spending long periods in
solitude pondering the answers to vari-
ous moral quandaries, they venture out
boldly to combat Evil in its many forms.
The guardinals aren’t alone; other

celestials also look to the leonals for
guidance on the path of virtue. Those
who wish to gather allies for a cause
turn to the leonals to inspire others to
follow. They are the spiritual advisors
to the spirited and present themselves
as a beacon on the path of light.

• A cleric requests that the PCs track down
a leonal with whom the cleric once had deal-
ings but is now unable to contact. The leonal
has information the cleric feels is invaluable
to his faith. Unfortunately for the PCs, the
leonal has been purposely ignoring the priest
until he atones for a misdeed, and it isn’t
happy when its meditations are interrupted
by ignorant agents of the wayward cleric.

• A leonal has decided to retire from com-
bating evil to ruminate on the great ques-
tions of existence. It believes that answering
these questions will do more good for
everyone than going toe to toe with demons
and devils. The PCs are charged by another
celestial to make the leonal see that some-
times a fight is needed.

• Finding his compatriots to be too lax in
their war against the fiends, a leonal decides
to employ mortals in the struggle against the
Lower Planes. The leonal has gathered an
impressive force, but it overestimates the
ability of its mortal forces to harm the
demons they’ll face. The PCs are dispatched
to stop the leonal’s crusade before thou-
sands of lives are needlessly lost.

TRUMPET ARCHON
Mortals who lie on their deathbed can
envision the winged form of an angel
hovering above and sounding a silver
horn, beckoning them toward the
peaceful white light of the afterlife.
Such figures are sometimes the delu-
sions of the dying, but often they are
trumpet archons, calling a soul to its
rightful place in the heavens.
Trumpet archons act as the messen-

gers and heralds of the gods. Some
people of the Material Plane believe
that a shooting star is actually one of
these celestials speeding through the
skies to deliver yet another message
for their patron.
Trumpet archons are used in all mat-

ters too serious to trust to a lantern
archon. They are important on battle-
fields as other celestials employ them to
signal attacks and relate strategic infor-
mation. Their appearance makes obvi-
ous the seriousness of any matter they
are attending to, and it shows a deity’s
desire to flex godly muscles for all of
the planes to see. Any matter that
involves a trumpet archon is not one to
be laughed at.

• A trumpet archon carries a message to
the PCs that one of their allies is being held
captive by evil people posing as a merchant
cartel. The PCs attack the cartel to come to
their friend’s rescue, only to find that the

trumpet archon was mislead by an evil
cleric. Unfortunately, the party learns this
too late to prevent the death of several
innocents at their hands. The trumpet
archon learns of the deception but blames
the PCs for not investigating more thor-
oughly before attacking. The PCs must now
wrestle with the question of whether or not
to shoot the messenger—because the mes-
senger seems intent on shooting them!

• A friendly NPC (or even a party member)
has passed away. A minor clerical error has
resulted in the recently deceased being
delivered to the Grey Waste by mistake. The
PCs must track down a trumpet archon and
persuade it to have the mistake corrected.

• A trumpet archon has been loudly lauding
the PCs with praise, and requests for aid
have been flooding in. Worse yet, evil beings
the PCs have never heard of are signalling
them out to be eliminated before they can
become a threat. The PCs must convince the
trumpet archon that they’re not the great
heroes it has been praising them to be or
there won’t be anything left to be praised.

SWORDS
AGAINST

CELESTIALS?
When confronted by a celestial, most
characters will try to talk their way out
of combat. In such situations, it’s important
to remember the intelligence and general
viewpoint of the celestial.

The outlook of the celestial helps to deter-
mine how willing it is to talk. Being good
creatures, celestials generally prefer
peaceful solutions to problems, but many
individual celestials don’t fit that generality.
See the “What Celestials Want” sidebar for
more details on how a celestial’s outlook
might color its actions.

Intelligence also provides guidelines for
how a celestial will react to diplomacy.
Clearly, if an attempt at diplomacy seems
like a ruse, the celestial wont comply, but
even an honest attempt to parlay might
be ignored if the celestial is sufficiently
suspicious of the PCs.

If the PCs do get the celestial to talk, they
might find it more difficult than fighting.
Less intelligent celestials will stubbornly
believe in their own decisions, while the
more intelligent ones will use superior rea-
soning to argue their point of view.
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ASTRAL DEVA
Wanderers of the Astral Plane, one of
these angelic creatures of incredible
beauty can be the most valuable ally a
lost or wounded party of adventurers
ever encountered. Their heightened
sense of love and appreciation of the
Good in all creatures lures them
towards mortals in need, and they aid
them using any means necessary. They
are some of the most powerful celes-
tials to be encountered away from the
rigors of the Upper Planes. They rarely
work on behalf of any particular deity,
instead traveling about the planes
seeking to spread their message of
good will to all those who will listen
(and to some who won’t).
It seems almost impossible to imagine

an astral deva opposing a party of
good-aligned adventurers, but it hap-
pens on occasion. Once they have
attached themselves to a cause, astral
devas never stray from the path they
have set for themselves.

• A curious astral deva has heard of the
PC’s exploits and decides to test them. It
organizes a series of challenges to test the
party’s morals. It creates fictitious problems

and tricks the PCs into delving into a dun-
geon of its design. The characters might not
be too happy when they discover the astral
deva at the end of the dungeon, proudly
awaiting their arrival.

• The PCs are engaged in a sensitive spying
mission in a city of drow. Summoned by a
high-level cleric to combat the evil elves, an
astral deva appears and attacks the city,
throwing the PC’s plans into complete disar-
ray. The astral deva considers its mission of
the utmost importance as the cleric has
promised to launch a holy crusade should
the astral deva succeed in killing or scaring
off the drow.

• The characters enter a town watched over
by an astral deva. The townspeople are good
folk but they mistakenly believe that an evil
witch is among them, hexing their children
and belongings. The hysteria has grown so
great that “witches” are being blamed for
nearly every problem. When the PCs arrive,
one of the spellcasters is the perfect scape-
goat for the town’s wrath. If the PCs protest,
the astral deva appears to prevent them
from harming the townsfolk.

PLANETAR
Mighty generals of the Upper Planes,
the planetars are emerald-skinned
towers of militaristic power. Their very
presence causes celestials to amass into
armies to do battle against Evil. In mor-
tal terms, the planetars are the generals
for the forces of Good. They have seen
battles that would make mortals cringe
in horror, yet they carry on eternally.
Their staggering intellect allows them to
formulate complex plans that would
make a fiend envious.
A group of adventurers that find

themselves caught in the web of a plan-
etar should wonder why the planetar is
involved. As any military strategist
would know, you never send a general
to do a lieutenant’s job. Planetars are
placed in charge of projects that have
no room for failure—success is the only
acceptable option.

• The characters possess an artifact of
importance to a battle on the Outer Planes.
A planetar who desires to use it seeks them
out. If they refuse to offer up the item,
the planetar will be forced to take it from
them. It doesn’t want to harm the PCs, but
sometimes good strategy calls for some
collateral damage . . .

• A planetar hires the party as scouts for
an attacking brigade of celestials. At first, it
appears to be a normal assault against a
fiendish stronghold, but while scouting, the
PCs realize that the fiends hold innocent

mortals hostage. The planetar is unconcerned
about the hostages. Better that they die dur-
ing the assault than remain captive and have
their souls turned to toward evil. It doesn’t
think a rescue mission is worth the risk and
considers an all-out attack to be the only
option. If the PCs oppose that idea or plan to
delay the assault, the planetar might begin to
view them more as a hindrance than a help.

• A planetar has studied the variables and
learned that if it aids an army of devils in its
attacks against demons, it can accomplish
more demon casualties than it could with its
army of celestials—and with no good souls
lost! Now it helps to lead an army of devils
on an unholy crusade, unaware that with
each battle, it steps a little closer to the dark
side. The PCs are called upon to make the
planetar see the error of its way and to kill
the celestial if necessary. If that weren’t
tough enough, the devils have grown accus-
tomed to their successes with the planetar,
and they won’t let it walk away.

SOLAR
Aside from good-aligned deities, solars
are the highest form of purity that can
be achieved. They are perfection with
feathered wings. Holy enlightenment
shows in their every move. Among the
celestials they are unmatched in power,
and their virtue is unquestionable.
Any act that would involve the aid of

a solar is surely one of great impor-
tance. Only the gods can command the
use of a solar, so few wish to get in
their way. The use of a solar as an
antagonist should normally be reserved
for campaign-altering purposes.

• The church of a PC has been deemed unfit
by his deity (because the head cleric has
performed questionable acts or willingly
participated in unholy rituals). A solar has
been sent to demolish the church and bury
the entire sect—including the character.

• A good-aligned god has peered into the
future and learned that a group of NPCs
friendly to the party will cause a war that
will provoke terrible pain and suffering, as
well as allow a powerful demon to be
released upon the world. The god sends
a solar to destroy the group, knowing
that their sacrifice will prevent a greater
evil, however, the party might see things
a little differently.

• A solar is sent to the Material Plane to
retrieve a common villager with a grand
destiny in store for her. But the villager
doesn’t want to go and she calls upon the
PCs to defend her against the celestial.
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NET: You might want to invest in
a net or three. Even if you’re not
proficient, the net only requires a
touch attack. If your party is prepared
to throw one net after another on a
rampaging celestial, eventually it
will fail a Strength or Escape Artist
check and suffer all the penalties
associated with being entangled (see
the Player’s Handbook page 102).
Once it’s trapped, you can beat on
it for subdual damage (remember you

still need magic weapons to overcome
its damage reduction).
NOTE Ghaeles, trumpet archons, astral devas,

planetars, and solars are all skilled enough in
Escape Artist to make nets nearly worthless, but
lantern archons, hound archons, avorals, firres,
and leonals are more susceptible to this attack.

SAP: Magic saps are highly underrated.
Using a magic sap lets you deal subdual
damage to creatures with high ACs and
damage reduction without suffering the
–4 penalty to attack rolls when trying

to deal subdual damage with a weapon
that deals regular damage.

WHIP: If you’re looking to deal subdual
damage from a distance, there’s noth-
ing wrong with a whip. Of course a
magic whip is even better.

ANYTHING MERCIFUL: The merciful
special quality described in Sword &
Fist turns any weapon into a subdual
damage-dealing machine.

Half of the celestials in the Monster
Manual have the ability to activate a
minor globe of invulnerability as a free
action. This means that spellcasters
facing these creatures in combat need
to go in assuming their low-level spells
aren’t going to work. In such a case,
retreat might be your best option.
Against other celestials, most of
your magic will work, subject to spell
resistance checks.

1ST LEVEL—protection from good,
ray of enfeeblement, sleep.

2ND LEVEL—ghoul touch, silence.

3RD LEVEL—blindness/deafness, magic
circle against good, slow, suggestion.

4TH LEVEL—charm monster, greater
magic weapon, lesser planar ally,
polymorph other.

5TH LEVEL—dismissal, hold monster,
lesser planar binding, mind fog,
wall of force.

6TH LEVEL—antilife shell, Bigby’s
forceful hand, planar ally, planar
binding, repulsion.

7TH LEVEL—banishment, blasphemy,
dictum, power word—stun, planeshift,
word of chaos.

8TH LEVEL—greater planar ally, iron
body, Otto’s irresistible dance,
polymorph any object, power
word—blind, protection from spells.

9TH LEVEL—dominate monster,
miracle, time stop.

READY AN ACTION: Many celestials
can cast divine spells, so it’s often in
your party’s best interest to try to
keep them from doing so. Ready an
action to attack when the outsider
starts to cast a spell. If you damage it,
you’ll force it to make a Concentration
check to cast the spell.

GET A MONK: Monks use unarmed
attacks, and they can do subdual dam-
age without suffering the –4 penalty to
attack rolls because they’re not using

a melee weapon. They also have the
stunning attack ability, which is a great
way to take a celestial down without
taking it out.

APPEAL TO A HIGHER POWER: Even
celestials have to answer to someone.
If you can get an even more powerful
being on your side, you might be able
to end the conflict before it goes too
far. Don’t be afraid to use spells like
greater planar ally to get a solar in to
help you stop those pesky avorals.

VS.CELESTIALS

SPELLS

NOTE: When it comes to spells that involve
interplanar travel, forced or voluntary, some celes-
tials can easily make their way back to the PCs with
spells of their own. Ghaeles, trumpet archons, plan-
etars, solars, and firres can all cast divine spells at
a high enough level to prepare a planeshift spell or
two. That means if you banish them, they could
come back (given time to compensate for the semi-
random nature of planeshift). At the very least, you
might buy yourself some time. For the other celes-
tials this is a better option; they won’t be back to
bother you unless someone established a gate for
them to use or a deity or more powerful celestial
sends them back to your plane.

TACTICS

WEAPONS

When you don’t have any other choice, and the gloves come off, it’s good to know what
sorts of non-lethal weapons and spells you have in your arsenal to take down celestials.
Below is a list of items, spells, and combat tricks and tactics you can use to avoid killing

“misguided” good guys who seem bent on your destruction.

by Chris Thomasson
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F

PLANAR PRESTIGE CLASSES
by Christopher Campbell • illustrated by Mike May

Belief is power. That is why people die for their country, why
clerics work at recruiting more worshipers for their gods, and
why monks adhere to a regimen of meditation and introspection.

The multiverse is a wide and wondrous place, and anyone can achieve
anything if they only believe. The outer planes have specific qualities
that attract likeminded people, and when such individuals pool their
resources, a new breed of planar adventurer is born.
Factions are planar power groups that embrace one philosophy over

all other teachings and beliefs. The Athar believe the gods are powerful
pretenders unworthy of the worship they demand. The Transcendent
Order believes action is more important than words, and spreads a mes-
sage of self-improvement and faith in intuition. The Society of Sensation
preaches that experience is the only true teacher, while the Doomguard

believes the multiverse is in a state of decay and enforces entropy
everywhere its power extends. The Fated take what they want under
the banner of “might makes right,” and the Xaositects spread chaos
and mayhem wherever they find peace and order. Each faction
unswervingly declares its philosophy to be the only “right” one and
they send forth their champions to “prove” the truth of their words.
Each of the factions named above has a prestige class to which all

their respective members aspire but few attain. Anyone can claim
membership in a faction, but only a handful possess the innate ability
and skill to become a living testament of belief. Such characters are
lauded in story and song, their heroic deeds growing to mythic pro-
portions and reinforcing the belief from which they draw their power.
Belief is power, and these prestige classes can prove it.
Special Note: In the Planescape adventure Faction War, many of the

factions were displaced or officially disbanded. This does not change
these prestige classes or how they can be used. These prestige
classes represent the greatest champions of the factions and those
champions persevere in their beliefs despite any hardship.

FFRACTIOUS
FACTIONS



       

       

Class Features
All of the following are class features of the athar prestige class.
Weapon and Armor Proficiency: Characters who take a level

of athar gain no special proficiency with armor, shields, or
weapons.

Spell Immunity: All athars are immune to the following spells:
bestow curse, blasphemy, doom, holy word, and geas/quest.

Divine Resistance: At 2nd level, the athar gains a +2 resistance
bonus to saves against divine spells.

Divine and Holy Damage Immunity: Athars are immune to
damage from divine power, such as that from half the damage
of a flamestrike spell. They are also immune to holy damage,
such as the extra damage done by a weapon with the holy
special ability.

Banishment: Once per day, an athar of 4th level or higher can
send away an extraplanar creature as per the banishment spell
as cast by a cleric of a level equal to the athar’s class level. This
is a spell-like ability.

Divine Prevention: Once per day, an athar of 5th level or
higher can bestow a saving throw bonus equal to her athar
class level upon a recipient. The resistance bonus applies against
the next divine spell to which the recipient is subjected, even
beneficial spells such as bless and cure light wounds. If the
recipient is unwilling, the athar must make a successful touch
attack as a standard action and the target must succeed at a
Will saving throw (DC 10 + the athar’s class level + the athar’s
Wisdom modifier) or be subject to the bonus. Use of this super-
natural ability is a standard action.

Divine Cancellation: At 6th level, the athar can counterspell a
divine spell by casting any spell of an equal level; it need not be
the same spell. The athar must choose a target, ready an
action, and make a Spellcraft check to determine the spell as
normal.

Divine Retribution: At 7th level, the athar can reflect a
divine spell back at the caster. When using divine cancellation,
the athar can cause a spell to rebound at the original caster
instead of causing it to fail. The athar can use divine retribu-
tion only on divine spells that target the athar, not area-
affecting spells or those targeting another creature.

Divine Interference: At 8th level, the athar generates a field
that interferes with all divine spellcasting (except his own). Any
divine spellcaster within 10 feet of the athar must make a

Jaya stared up at the man in disbelief as her healing spell
fizzled and her companion died. “What did you expect,
puppet?” the athar sneered at her. “I told you the Powers
were fakes.”

The Athar work tirelessly to discredit the gods, interfering with
their clerics and attempting to sway the faith of their congre-
gations. They preach the supremacy of a force they call the
Great Unknown, which transcends the gods and grants athars
the ability to resist divine magic. Ex-paladins and disillusioned
clerics are obvious choices for this prestige class, but self-
reliant classes like the monk and rogue, as well as those that
worship natural forces, like the druid and ranger, are also
attracted to the philosophy.
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THE ATHAR

CLASS REQUIREMENTS
To qualify to become an athar,
a character must fulfill all the
following criteria:

Base Attack: +7.
Base Will Save: +3.
Knowledge (religion): 10 ranks.
Spellcasting: Ability to cast
divine spells.
Special: The character must
abandon the worship of gods and
refuse to acknowledge them as
beings worthy of praise. Clerics
devoted to a god who join the
Athar become ex-clerics, lose all
cleric spells and class features,
and cannot gain levels as clerics.
Athars who pray to or call upon
a deity for aid become ex-athars
and lose all spells and class fea-
tures provided by the athar
prestige class.



       

       

caster level check (DC 10 + athar’s class
level + athar’s Wisdom modifier) in
order to successfully cast a spell. Failure
indicates that the spell does not take
effect but is lost as though cast. This
supernatural ability can be consciously
suppressed as a free action.
Nondetection: At 9th level, the athar

gains the continuous benefits of a non-
detection spell as though cast by a
sorcerer of the athar’s class level (DC
15 + athar’s class level). This super-
natural ability can be suppressed or
resumed as a free action.

Divine Disavowal: At 10th level,

the athar gains spell
resistance against divine
spells equal to 10 plus
the athar’s character
level. Divine disavowal
doesn’t stack with
regular spell resistance.
If an athar is subject to

two spell resistance effects, use the
better value.
Spells per Day: An athar of 3rd level

or higher gains access to the Great
Unknown. The Athar believe everything
springs from the Great Unknown and
that the gods are just pretenders. Fueled
by this belief, the athar advances in
spellcasting ability as a divine class she
held previously, but now draws power
from the Great Unknown. When a new
athar level is gained, the character gains
new spells per day as if she had also
gained a level in a divine spellcasting
class she belonged to before she added

the prestige class. She does not,
however gain any other benefit a char-
acter of that class would have gained
(improved chance of controlling or
rebuking undead, metamagic or item
creation feats, and so on). This essen-
tially means that she adds the level of
athar (minus two) to the level of some
other spellcasting class the character
has, then determines spells per day and
caster level, accordingly.

If the character had more than one
divine spellcasting class before she
became an athar, she must decide to
which class she adds an athar level for
purposes of determining spells per day
when she adds each new level.

Ex-clerics regain their spellcasting
ability up to the level they had attained
before becoming ex-clerics. They can
pick two domains to replace the
domains they had access to before
they lost their spellcasting ability.

CLASS SKILLS
Skill Points at Each Level: 2 + Int modifier

The athar’s class skills (organized by key ability) are:

CHA

Intimidate

INT

Craft
Knowledge
(religion)

Spellcraft

WIS

Innuendo
Listen

Profession

CON

Concen-
tration

DEXSTR

THE CIPHER

Attack Fort. Ref. Will
Level Bonus Save Save Save Special

1 +0 +0 +2 +0 Improved Unarmed Strike,
locate weakness

2 +1 +0 +3 +0 Heightened instinct +1, evasion
3 +2 +1 +3 +1 Self mastery +1
4 +3 +1 +4 +1 Battlemind +1, improved evasion
5 +3 +1 +4 +1 Heightened instinct +2
6 +4 +2 +5 +2 Self mastery +2, move without barriers
7 +5 +2 +5 +2 Battlemind +2
8 +6 +2 +6 +2 Heightened instinct +3, clarity of vision
9 +6 +3 +6 +3 Self mastery +3
10 +7 +3 +7 +3 Battlemind +3, thought is action
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Attack Fort. Ref. Will
Level Bonus Save Save Save Special SPELLS PER DAY

1 +0 +2 +0 +2 Spell immunity
2 +1 +3 +0 +3 Divine resistance
3 +2 +3 +1 +3 Divine and holy +1 level of existing divine class

damage immunity
4 +3 +4 +1 +4 Banishment +1 level of existing divine class
5 +3 +4 +1 +4 Divine prevention +1 level of existing divine class
6 +4 +5 +2 +5 Divine cancellation +1 level of existing divine class
7 +5 +5 +2 +5 Divine retribution +1 level of existing divine class
8 +6 +6 +2 +6 Divine interference +1 level of existing divine class
9 +6 +6 +3 +6 Nondetection +1 level of existing divine class
10 +7 +7 +3 +7 Divine disavowal +1 level of existing divine class

HIT DIE
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CLASS REQUIREMENTS
To qualify to become a cipher, a
character must fulfill all the following
criteria:

Balance: 5 ranks.
Jump: 10 ranks.
Knowledge (religion): 10 ranks.
Feats: Improved Initiative, Power
Attack, and Sunder.

THE ATHAR
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Without a word the cipher struck at the door with her
bare fists, two solid hits in rapid succession. The door
cracked and gave way. “Don’t think about it, just do it.”

The Transcendent Order calls its members ciphers, because
no one can figure them out. Ciphers believe actions speak
louder than words and thinking wastes time. They act on
their environment instead of reacting to it. Fighters and
monks are most attracted to this philosophy, seeking that
elusive balance where thought and deed are simultaneous.
Wizards and clerics have a difficult time adopting the
philosophy, because their spellcasting requires preparation
and forethought, but bards and sorcerers embrace the
Transcendent Order for its spontaneity.

Class Features
All of the following are class features of the cipher prestige class.
Weapon and Armor Proficiency: Characters who take a level of

cipher gain no special proficiency with armor, shields, or weapons.
Improved Unarmed Strike: Ciphers are trained to use their bod-

ies as weapons and gain this feat at 1st level.
Locate Weakness: By concentrating and focusing her inner

energy, the cipher can make devastating attacks against inanimate
objects. If the cipher attacks an object with a full attack action and
succeeds at a Concentration check (DC 10 + object’s hardness), she
can ignore the object’s hardness when calculating damage for her
attacks that round. The attacks must be unarmed attacks. This is an
extraordinary ability.
Heightened Instinct: A 2nd-level cipher gains a +1 insight bonus to

initiative rolls. This increases to a +2 bonus at 5th level and a +3 bonus
at 8th level. This is an extraordinary ability.
Evasion: At 2nd level, a cipher can avoid even magical and unusual

attacks with great agility. If a cipher makes a successful Reflex saving
throw against an attack that normally deals half damage on a successful
Reflex save, the cipher takes no damage. Evasion can only be used if the
cipher is wearing light armor or no armor. This is an extraordinary ability.
Self Mastery: A 3rd-level cipher receives a +1 insight bonus to

saving throws against Enchantment spells and effects. This increases
to a +2 bonus at 6th level and a +3 bonus at 9th level. This is an extra-
ordinary ability.
Battlemind: At 4th level, the cipher gains a +1 insight bonus to AC. This

increases to a +2 bonus at 7th level, and a +3 bonus at 10th level. This is an
extraordinary ability.
Improved Evasion: At 4th level, a cipher’s evasion ability improves.

She still takes no damage on a successful Reflex saving throw against
the attacks to which evasion applies, but henceforth she only takes half

damage on a failed save.
Move Without Barriers: At 6th level, the cipher

can become ethereal once per day as a standard
action. This spell-like ability functions like ethereal
jaunt as cast by a 10th-level spellcaster.
Clarity of Vision: At 8th level, the cipher can

see all astral, ethereal, and invisible creatures
within 20 feet. This is a supernatural ability.
Thought is Action: As a free action, a 10th-level

cipher can become hasted (as per the haste spell)
for a total of 10 rounds a day. These rounds need
not be consecutive. This is a supernatural ability.

CLASS SKILLS
Skill Points at Each Level: 2 + Int modifier

The cipher’s class skills (organized by key ability) are:

CHAINT WIS

Sense
Motive

CON

Concen-
tration

STR

Climb
Jump
Swim

DEX

Balance
Escape
Artist
Hide
Move
Silently
Ride

Tumble
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THE
SENSATE

Myrindi fixed her gaze on the man at the next table, con-
centrating. Slowly the image of the map he studied
appeared before her eyes, along with the instructions for
finding the secret entrance to the slaver’s hideout.

The members of the Society of Sensation call themselves
sensates. The belief of this faction is simple—experience
equals power. Experience everything, and you can control
any situation. Some members are hedonistic, seeking exotic
experiences only for the pleasure, but those few sensates
truly in touch with themselves know that each event, no
matter how unpleasant, can be a valuable learning experi-
ence. Spellcasters gravitate toward this prestige class, as
knowledge increases their power in more ways than one.

Class Features
All of the following are class features of the sensate
prestige class.
Weapon and Armor Proficiency: Characters who take

a level of sensate gain proficiency in light armor and all
simple weapons.
Darkvision: Sensates gain darkvision with a 60-foot range,

regardless of their race. This is an extraordinary ability.
Heightened Senses: At 1st level, the sensate gains a +5

competence bonus to Intuit Direction, Listen, Sense Motive,
Spot, and Wilderness Lore checks. This bonus increases to +10
at 4th level, +15 at 7th level, and +20 at 10th level. In addition,
the sensate can always choose to take 10 on an Intuit Direction,
Listen, Sense Motive, Spot, or Wilderness Lore check, even
when circumstances would normally prevent her from doing
so. This is a supernatural ability.

Dramatic Recount: At 2nd level, the sensate can recount one
of her many adventures or experiences, captivating the atten-
tion of an audience as per an enthrall spell cast by a sorcerer
of a level equal to the sensate’s character level. This spell-like
ability can be employed once per day per sensate class level
and requires only a verbal component.

Sense Link: At 3rd level, the sensate can establish a link with
another creature within 30 feet, gaining the benefits of a clairau-
dience/clairvoyance spell centered on that creature’s position.

Unwilling targets can
make a Will saving
throw (DC 13 + the
sensate’s Charisma
modifier) to resist the
link. Once the link is
established, distance is
not a factor (although
both the sensate and
subject must remain on
the same plane). The
duration is 1 minute per
sensate class level and
can be ended at any
time. Initiating this
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CLASS REQUIREMENTS
To qualify to become a sensate, a
character must fulfill all the following
criteria:

Intuit Direction: 5 ranks.
Spot: 7 ranks.
Listen: 7 ranks.
Feats: Alertness, Skill Focus—
Knowledge (any).

THE SENSATE

Attack Fort. Ref. Will
Level Bonus Save Save Save Special

1 +0 +0 +0 +2 Darkvision, heightened senses +5
2 +1 +0 +0 +3 Dramatic recount
3 +2 +1 +1 +3 Sense link (1/day)
4 +3 +1 +1 +4 Heightened senses +10
5 +3 +1 +1 +4 Sense link (2/day), energy acceptance
6 +4 +2 +2 +5 Sensory overload (equal)
7 +5 +2 +2 +5 Sense link (3/day), Heightened senses +15
8 +6 +2 +2 +6 Sensory overload (double), shared spell experience
9 +6 +3 +3 +6 Sense link (4/day), scent
10 +7 +3 +3 +7 Sensory overload (triple), heightened senses +20, blindsight

HIT DIE

D6



       

       

Revik let the ashes fall through his fingers into
the brass bowl. “This was the note, alright, but I
don’t know what it said.”

Sinkers belong to the Doomguard faction. They
believe the multiverse is in a state of decay and
that nothing should interfere with this natural
process. Speeding it up is another matter.
Fighters gravitate toward this philosophy because
it justifies violence and rewards their fighting
prowess, but clerics of evil gods and wizards that
favor destructive spells also claim membership.

Class Features
All of the following are class features of the sinker
prestige class.
Weapon and Armor Proficiency: A character who

takes a level of sinker becomes proficient with all
simple and martial weapons, and all armor and
shields.
Entropic Blow: As a vessel of entropy, a sinker can

channel destructive energy, causing extra damage
with a melee attack. She adds her Charisma bonus to
her attack roll and deals 2 points of extra damage per
sinker class level. The entropic blow is especially good
at unraveling the things that bind non-living matter
together. Against objects, constructs, and undead, the
extra damage entropic blow causes is doubled (4
points of extra damage per sinker class level). Use of
the entropic blow must be declared before the attack
is made. If the attack misses, the blow is wasted for
that day. This is a supernatural ability.
Sifting: Sinkers of at least 2nd level can sift through

the remains of an object or creature and determine
what it was and how it was destroyed. The amount of
information gained depends on how long the sinker
holds and concentrates on some part of the remains.

1st Round: Creature type (humanoid, giant, construct,
shapechanger, undead, and so on); or what the object
was (table, sword, brick, and so on).

2nd Round: Gender and age of the creature; or cos-
metic details of the object before destruction (paint
color, materials used in construction, and so on).

3rd Round: The sinker
gains a mental vision of the
object or creature before its
destruction. This vision is
brief and somewhat hazy. The
sinker can recognize a famil-
iar creature or object, or gain
enough of a mental image to
describe the features of
something, but the sinker
could not read a note or dis-
tinguish between the features

spell-like ability is a standard action. The link can be
dispelled with dispel magic, and in such a case, the
spell’s caster level is equal to the sensate’s character
level.
Energy Acceptance: At 5th level, the sensate can

forego a saving throw and choose to fully experience
a spell, or spell-like or supernatural effect that causes
damage of an energy type (acid, cold, fire, lightning,
or sonic). The sensate is then protected against that
energy type as per protection from elements cast by
a sorcerer of a level equal to the sensate’s class level.
Sensory Overload: At 6th level or higher, the

sensate can magnify a creature’s perception of the
damage she inflicts. The sensate must make a melee
touch attack against the target. The sensate must
decide to use this ability before the attack is made.
If the attack misses, that use of sensory overload is
wasted. With a successful melee touch attack, the
target must make a Will saving throw (DC 15 + the
sensate’s class level + the sensate’s Charisma modifier).
Failure indicates that the target takes additional subdual
damage the next time the sensate damages the target.
This subdual damage is equal to the original damage,
but at 8th and 10th level the sensate’s ability to create
a sensory overload improves and the additional subdual
damage doubles and then triples the original damage.
This supernatural ability is usable three times per day.

Shared Spell Experience: At 8th level, the sensate can
cause targeted spells and spell-like effects that target her
to rebound on the original caster. When she does so, the
sensate is also affected by the spell. This works like spell
turning as cast by a sorcerer of a level equal to the sen-
sate’s class level with the added effect that the rebounded
spell is not partially turned; it affects both the sensate and
the original caster normally. If the spell is of a level
greater than the remaining amount of spell turning, the
spell is not rebounded and affects the sensate normally. If
the original caster has a spell turning spell in effect, the
rebounded spell doesn’t set up a resonating field; instead it
drains away without affecting either the sensate or the
original caster. Initiating this spell-like ability is a standard
action. It can be used two times a day.
Scent: At 9th level, the sensate’s sense of smell is so

acute that she gains the scent special quality (as described
in the Monster Manual).
Blindsight: At 10th level, the sensate’s senses are so

attuned to her surroundings that she gains blindsight up to a
range of 30 feet.

THE
SINKER
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CLASS SKILLS
Skill Points at Each Level: 2 + Int modifier

The sensate’s class skills (organized by key ability) are:

CHA

Animal
Empathy
Bluff

Disguise
Gather

Information
Handle
Animal
Perform

INT

Craft
Knowledge

(all)

Spellcraft

WIS

Heal
Listen
Spot

CON

Concen-
tration

DEX

Balance
Ride

Tumble

STR

Swim

CLASS REQUIREMENTS
To qualify to become a sinker,
a character must fulfill all the
following criteria:

Base Attack Bonus: +5.
Disable Device: 5 ranks.
Knowledge (architecture
& engineering): 3 ranks.
Feats: Great Fortitude, Power
Attack, Sunder.
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of two twin creatures. The vision
reveals the actual form of the
creature before destruction. Thus,
a creature that was cloaked in an
illusion would be shown in its normal
form, but a shapechanger would
have whatever form it was using just
before its death.

4th Round: The sinker learns how
long the creature or object has been
dead or destroyed.

5th Round: The sinker learns
how the object or creature was
destroyed or killed. The sinker gains
no information about who caused the

destruction, only how it was destroyed. The sinker could
therefore learn that a person drowned, but not who held
the person under the water.

This supernatural ability can be used at will as a stan-
dard action and requires the sinker to touch the object in
question (thereby risking any effect that touching the
remains might provoke).
Destructive Expertise: As agents of destruction, 3rd-

level sinkers learn to promote entropy by the most effi-
cient means. The sinker gains a +10 insight bonus to
Disable Device and Knowledge (architecture and engineer-

ing) skill checks, when attempting to take
apart or disable traps and other objects.
In addition, the sinker can always take
10 on such checks, even under circum-
stances when it would normally not be
allowed.
Spells: Beginning at 3rd level, a sinker

gains the ability to cast a small number
of arcane spells. To cast a spell, the
sinker must have a Charisma score of at
least 10 + the spell’s level, so a sinker
with a Charisma of 10 or lower cannot
cast these spells. Sinker bonus spells are
based on Charisma, and saving throws
against these spells have a DC of 10 +
spell level + the sinker’s Charisma modi-
fier. The sinker’s spell list appears below;
a sinker has access to any spell on the
list and can freely choose which to cast,
just like a sorcerer.

When the sinker gets 0 spells of a
given level, she gets only bonus spells for
that spell slot. A sinker without a bonus
spell for that level cannot yet cast spells
of that level.
Sinker Spell List
1st level—chill touch, doom, erase, inflict

light wounds, true strike.
2nd level—blindness/deafness, death

knell, inflict moderate wounds, shatter.
Disintegrate: Once per day, a 10th-level

sinker can cast disintegrate as a sorcerer
of a level equal to the sinker’s character
level. Using this spell-like ability is a full-
round action.

CLASS SKILLS
Skill Points at Each Level: 2 + Int modifier

The sinker’s class skills (organized by key ability) are:

CHA

Bluff
Disguise

INT

Disable
Device

Knowledge
(architecture

and
engineering)

WIS

Innuendo
Sense
Motive

CONSTR DEX
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Attack Fort. Ref. Will
Level Bonus Save Save Save Special 1 2

1 +o +2 +0 +0 Entropic blow (1/day) — —
2 +1 +3 +0 +0 Sifting — —
3 +2 +3 +1 +1 Destructive expertise, 0 —

Entropic blow (2/day)
4 +3 +4 +1 +1 1 0
5 +3 +4 +1 +1 Entropic blow (3/day) 2 1
6 +4 +5 +2 +2 2 2
7 +5 +5 +2 +2 Entropic blow (4/day) 3 2
8 +6 +6 +2 +2 3 3
9 +6 +6 +3 +3 Entropic blow (5/day) 4 3
10 +7 +7 +3 +3 Disintegrate 4 4

THE SINKER



       

       

Class Features
All of the following are class features of the taker
prestige class.
Weapon and Armor Proficiency: A character who

takes a level of taker becomes proficient with all simple
weapons, light armor, and shields.
Survival Skill: Choose one non-exclusive skill. The

taker gains a competence bonus to that skill equal to his
taker class level. The taker can choose another skill at
every other level.

Larger Than Life: At 2nd level and higher, the taker
can grow in size and power, taking on an aspect that
represents his self-importance. This spell-like ability
works exactly like a righteous might spell cast by a cleric
of a level equal to the taker’s character level. Use of this
ability is a standard action, and the taker can use it a
number of times per day as determined by level.

Aura of Confidence: At 4th level and higher, the
taker’s confidence in himself rubs off on allies nearby
and disturbs enemies. This spell-like ability works exactly
like a prayer spell cast by a cleric of a level equal to the

taker’s character level.
Use of this ability is a
standard action and the
taker can use it a num-
ber of times per day as
determined by level.
Charisma Increase:

When a taker reaches
5th level, and again at
10th level, his Charisma
score increases by 1.
This is not an enhance-
ment bonus; it is an
ability score increase.
Supreme Confidence:

At 10th level, the taker
is so confident in his
abilities that he gains a
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“Don’t do me any favors.” Parlo walked away
from the woman offering to bind his wounds.

“I have learned to take care of myself.”

Takers belong to the Fated faction, which advo-
cates survival of the fittest. If you can take it
(and keep it), you were meant to have it. If you
want something, go and get it. Adventurers in
general are attracted to this philosophy, for it is the
primary motivation for adventuring. Fighters and
barbarians tend to play the bully, while bards, cler-
ics, sorcerers, and wizards use a more subtle
approach to get all they desire. Rogues are particu-
larly attracted to the Fated faction for obvious reasons.

CLASS REQUIREMENTS
To qualify to become a taker,
a character must fulfill all the
following criteria:

Base Attack Bonus: +4.
Bluff: 5 ranks.
Diplomacy: 5 ranks.
Intimidate: 5 ranks.
Feats: Skill Focus (Bluff,
Diplomacy, or Intimidate).

THE TAKER

Attack Fort. Ref. Will
Level Bonus Save Save Save Special 1 2 3 4

1 +0 +0 +2 +0 Survival skill 0 — — —
2 +1 +0 +3 +0 Larger than life (1/day) 1 — — —
3 +2 +1 +3 +1 Survival skill 2 0 — —
4 +3 +1 +4 +1 Aura of confidence (1/day) 3 1 — —
5 +3 +1 +4 +1 Survival skill, 3 2 — —

Charisma increase
6 +4 +2 +5 +2 Larger than life (2/day) 3 2 0 —
7 +5 +2 +5 +2 Survival skill 3 3 1 —
8 +6 +2 +6 +2 Aura of confidence (2/day) 3 3 2 —
9 +6 +3 +6 +3 Survival skill 3 3 2 0
10 +7 +3 +7 +3 Larger than life (3/day), 3 3 3 1

Charisma increase,
supreme confidence

HIT DIE
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Class Features
All of the following are class features of the xaositect
prestige class.
Weapon and Armor Proficiency: A character who

takes a level of xaositect becomes proficient with all
simple and martial weapons, all armor, and shields.
Hide from the Law: Lawful spellcasters find it difficult

to perform divinations against the xaositect. This super-
natural ability functions like a nondetection spell cast by
a spellcaster of the xaositect’s character level,
except that it functions only against crea-
tures of lawful alignment. This ability can be
suppressed or resumed by the xaositect as a
free action.
No Rhyme or Reason: Xaositects are

immune to Illusion (Pattern) spells and gain a
+3 bonus to saving throws against spells with
a Lawful designator.

Chaotic Contagion: With a successful
melee touch attack, the xaositect can compel
a creature to act randomly. The touched
creature must make a Will saving throw (DC
10 + the xaositect’s class level + the xaosi-
tect’s Charisma modifier). Failure indicates
the creature must act randomly as per the
random action spell. The xaositect can use
this spell-like ability three times a day plus

the xaositect’s Charisma modifier (always at least once).
The xaositect must declare the use of this ability before
the attack is made. If the attack misses, that use of
chaotic contagion is wasted.

Unlike random action, this is not a mind-affecting
effect. Thus, mindless undead, constructs, oozes, and
vermin are not immune. The subject of a protection
from chaos spell is made immune to this ability for
the duration of the spell.
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Zibbit looked around at his companions dodging flapping books and sliding
chairs. “Interesting. I didn’t know I could do that.”

Xaositects belong to the faction of the same name, promoting chaos in all its
glorious forms. Members of this faction see the universe as a place of perma-
nent chaos. Patterns and order are illusions. Barbarians are attracted by the
lawlessness of the faction, but the other classes are fairly well represented
(with the noted exception of monks and paladins).

morale bonus to attack rolls and saving
throws equal to his Charisma bonus.
This is an extraordinary ability.
Spells: A taker gains the ability to

cast a small number of arcane spells.
To cast a spell, the taker must have a
Charisma score of at least 10 + the
spell’s level, so a taker with a Charisma
of 10 or lower cannot cast these spells.

Taker bonus spells are
based on Charisma,
and saving throws
against these spells
have a DC of 10 +
spell level + the taker’s
Charisma modifier. The
taker’s spell list
appears below; a taker
has access to any spell
on the list and can

freely choose which to cast, just like
a sorcerer.

When the taker gets 0 spells of a
given level, he gets only bonus spells
for that spell slot. A taker without a
bonus spell for that level cannot yet
cast spells of that level. Bonus spells
are based on Charisma.

Spells gained from being a taker

cannot be cast on others. All of the
spells cast from the taker spell list
are treated as though they have a
range of personal.
Taker Spell List
1st level—cure light wounds, endure

elements, enlarge, expeditious retreat,
jump, sanctuary, true strike.

2nd level—bull’s strength, cat’s grace,
cure moderate wounds, darkvision,
endurance, lesser restoration, resist
elements.

3rd level—cure serious wounds,
haste, protection from elements,
nondetection, remove disease, tongues

4th level—cure critical wounds,
neutralize poison, remove curse,
restoration, stoneskin.

CLASS SKILLS
Skill Points at Each Level: 4 + Int modifier

The taker’s class skills (organized by key ability) are:

CHA

Bluff
Diplomacy
Gather

Information
Intimidate

INT

Appraise
Forgery

Knowledge
(any)

Read Lips
Search

WIS

Innuendo
Listen

Profession
Sense
Motive

Wilderness
Lore

CON

Concen-
tration

STR DEX

CLASS REQUIREMENTS
To qualify to become a xaositect,
a character must fulfill all the
following criteria:

Alignment: Any chaotic.
Base Attack Bonus: +4.
Base Fort Save: +2.
Base Reflex Save: +2.
Base Will Save: +2.

THE XAOSITECT

THE XAOSITECT

Attack Fort. Ref. Will
Level Bonus Save Save Save Special

1 +0 +0 +2 +0 Hide from the law, chaotic contagion,
no rhyme or reason

2 +1 +0 +3 +0 Babble (10 ft.)
3 +1 +1 +3 +1 Confusion aura (5 ft.)
4 +2 +1 +4 +1 Babble (20 ft.), chance’s friend (1/day)
5 +2 +1 +4 +1 Chaotic defense, confusion aura (10 ft.)
6 +3 +2 +5 +2 Babble (30 ft.), burst of chaos
7 +3 +2 +5 +2 Spark of life, chance’s friend (2/day),

confusion aura (15 ft.)
8 +4 +2 +6 +2 Babble (40 ft.)
9 +4 +3 +6 +3 Confusion aura (20 ft.), law’s bane
10 +5 +3 +7 +3 Babble (50 ft.), chance’s friend (3/day),

chance’s master

HIT DIE
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Babble: At 2nd level, the xaosi-
tect can generate a field that
causes all sounds in the area to
become garbled, cacophonous, and
unintelligible noise. All noise within
the area is altered and changed.
Noises that issue from, enter, or
pass through the area are altered
and made unrecognizable as a natural
sound. Verbal communication is
impossible. Even something so simple
as a shout of surprise is turned into a
warped and alien sound. Spells with
verbal components cannot be cast.
Scrolls and other magic items that
require a verbal component to be acti-
vated do not function. Spells and items
that rely on sound do not function.
Sonic damage has no effect.

The xaositect can use this spell-like
ability three times a day plus the xaosi-
tect’s Charisma modifier (always at least
once). The effect is an emanation cen-
tered on the xaositect with a radius of
10 feet per two xaositect class levels.

There is no saving throw for this
effect, and spell resistance does
not apply.

Confusion Aura: A xaositect of 3rd
level or higher can cause nearby crea-
tures to become confused. Creatures
within range must make a Will saving
throw (DC 10 + the xaositect’s class
level + the xaositect’s Charisma modi-
fier). Failure indicates the creatures are
confused for a number of rounds equal
to the xaositect’s class level.

The xaositect can use this spell-like
ability three times a day plus the xaosi-
tect’s Charisma modifier (always at
least once). The effect targets all crea-
tures except the xaositect in an area
centered on the xaositect with a radius
as determined by level.
Chance’s Friend: At 4th level, the

xaositect can manipulate the whim of
chance. Using this ability allows the
xaositect to reroll one roll just made.
The xaositect must use the result of the
second roll. This supernatural ability is
usable a number of times per day as
determined by level.
Chaotic Defense: At 5th level and

higher, the chaos a xaositect embodies
manifests as a protective force of ran-
domness. Any attack directed at the
xaositect suffers a 10% miss chance.
This is a supernatural ability.

Burst of Chaos: At 6th level, the
xaositect can create a burst of chaotic
energy that damages lawful opponents.

This spell-like
ability works
exactly like chaos
hammer as cast by
a sorcerer of a
level equal to the
xaositect’s charac-
ter level.

The xaositect can
use this spell-like abil-
ity three times a day
plus the xaositect’s
Charisma modifier
(always at least once).

Spark of Life: At 7th
level, the xaositect can
imbue nearby inanimate
objects with mobility and
the semblance of life. The
animated object, or
objects, then attack
whomever or whatever
the xaositect initially desig-
nates. The xaositect cannot
animate objects carried or
worn by a creature, but
unattended objects of any
nonmagical material can
be affected. The xaosi-
tect can animate masses
of raw material, such as
sand or a rock from the
ground, as long as the
volume does not exceed
his maximum.

The xaositect can
affect 1 cubic foot of
material per xaositect
class level within 20
feet. The objects remain
animated for 3 rounds
plus the xaositect’s
Charisma modifier (always at least
1 round). The xaositect can use this
spell-like ability once per day.
Law’s Bane: At 9th level, the xaosi-

tect is permanently warded from
attacks by lawful creatures. This works
exactly like protection from law as
though cast by a caster of the xaosi-
tect’s class level, except that it has a
permanent duration. This supernatural
ability can be dispelled, but the xaosi-
tect can resume its protection as a
free action.
Chance’s Master: At 10th level, the

xaositect is so immersed in the random
nature of the universe that he can
force any creature to reroll a result he
does not like. The creature must be a
visible target within 60 feet. After the

result of a roll is announced, the xaosi-
tect can announce that he uses the
chance’s master ability. The targeted
creature must then make a Will saving
throw (DC 10 + the xaositect’s class
level + the xaositect’s Charisma modi-
fier). Failure indicates that the xaositect
can force the roll to be made again. The
creature must use the result of the
second roll. The xaositect cannot
change the result of a roll made in the
past, only one that has just been made.
The chance’s master ability can be used
during another creature’s action. It
requires no action on the part of the
xaositect to use. This supernatural
ability is usable once per day on any
creature other than the xaositect.
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CLASS SKILLS
Skill Points at Each Level: 2 + Int modifier

The xaositect’s class skills (organized by key ability) are:

CHA

Bluff
Diplomacy
Gather

Information
Intimidate
Use Magic
Device

INT

Craft

Decipher
Script
Forgery

Knowledge
(any)

Read Lips
Search

WIS

Innuendo
Sense
Motive

CONSTR DEX

Exclusive skill
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EXPAND
YOUR MIND
by Bruce R. Cordell • illustrated by D. Alexander Gregory

PSIONIC DEFENSE
Choose a psionic discipline, such as
Telepathy. You can resist powers
from that school better than normal.
Benefit: Add +2 to your saving throws
against powers of a chosen discipline.

Special: You can gain this feat multiple
times. Its effects do not stack. Each time
you take the feat, it applies to a new
psionic discipline.

AUGMENT CONSTRUCTION
Your astral constructs are better
than normal.
Prerequisite: Manifester level 2nd+.

Benefit: Astral constructs you create
with the astral construct powers gain +1
hit point per Hit Die and a +1 compe-
tence bonus on attack and damage rolls.

CHAIN POWER
You can manifest powers that arc
to other targets in addition to the
primary target.
Prerequisite: Any other metapsionic feat.

Benefit: You can chain any power that
specifies a single target and has a range
greater than touch. The chained power
affects that target (the primary target)
normally, then arcs to a number of sec-
ondary targets equal to your manifester
level. Each arc affects one secondary
target. You choose the secondary targets
as you like, but they must all be within
30 feet of the primary target, and no
target can be affected more than once.
You can affect fewer secondary targets
than the maximum.

If the chained power deals damage, the
secondary targets each take half as many
dice of damage as the primary target
(rounded down) and can attempt Reflex
saving throws for half of the secondary
damage. For powers that do not deal
points of damage, the save DCs against
arcing effects are reduced by 4. For
example, a 16th-level psion manifests a
chained baleful teleport on a nearby
githzerai and can specify up to ten sec-
ondary targets. The githzerai, as primary
target, must make a Will save against DC
17, while those affected by the secondary
arcs save against DC 13.
A chained power costs a number

of power points equal to its standard
cost +6.

PSIONIC ENERGY SUBSTITUTION
You can modify a power that uses
one type of energy to use another
type of energy.

Prerequisites: Any other metapsionic
feat, 5 ranks in Knowledge (psionics).

Benefit: Choose one type of energy:
acid, cold, electricity, fire, or sonic.
You can modify a power with an energy
designator to use the chosen type of
energy instead. A substituted power
works normally in all respects except
the type of damage dealt.
A substituted power costs a number

of power points equal to its standard
cost (there is no extra cost), modified
by any other metapsionic feats.

Special: You can gain this feat multiple
times, each time it applies to a different
type of energy.

PSIONIC ABILITY METAPSIONIC ABILITY

As more and more D&D supplements add to the feat selec-
tions of sorcerers, wizards, and other spellcasters, the psionic
character’s feat selection begins to pale, especially those
specifically dealing with manifesting powers. Here is the
remedy.



       

       

PSIONIC ENERGY ADMIXTURE
You can modify a power that uses one
type of energy to mix in an equal
amount of another type of energy.
Prerequisites: Psionic Energy Substitution
(one other), one other metapsionic feat, 5
ranks in Knowledge (psionics).

Benefit: Choose one type of energy: acid,
cold, electricity, fire, or sonic for which you
already have selected for the Psionic Energy
Substitution feat. You can modify a power
with an energy designator to add an equal
amount of the chosen type of energy. The
altered power works normally in all respects
except for the type of damage dealt. For
instance, a sonic admixtured firefall would
deal 5d4 points of sonic damage and 5d4
points of fire damage.
Even opposed types of energy, such as

fire and cold, can be combined using this
feat. An admixed power costs a number of
power points equal to its standard cost +8.

Special: You can gain this feat multiple times,
choosing a different type of energy each
time. You can use Psionic Energy Admixture
to further alter a power that has already
been modified with Psionic Energy
Substitution. You can also use Psionic Energy
Admixture to include your chosen energy
type with a power that already uses the same
type, in effect doubling the damage dice.

EXTRA POWER
You can learn one more power.
Prerequisite: Manifester level 3rd+.

Benefit: You learn one additional power at
any level up to one level lower than the
highest-level power you can manifest. Thus,
a 4th-level psion gains a new 0-level or 1st-
level power, expanding his repertoire. A
4th-level psychic warrior can learn an extra
0-level power. You learn extra powers from
your class power list.

Special: You can gain this feat multiple
times. Each time, you learn a new power at
any level up to one less than the highest-
level power you can manifest.

FORTIFY POWER
You can manifest powers to
greater effect.
Benefit: All variable, numeric effects of an
fortified power are increased by one-quar-
ter (minimum of 1). A fortified power deals
an extra twenty-five percent damage,

cures twenty-five percent as many hit
points, affects twenty-five percent more
targets, and so on, as appropriate. For
example, a fortified lesser concussion deals
twenty-five percent more damage (roll 1d6
and multiply the result by 1.25, with a mini-
mum extra damage of 1). Saving throws and
opposed rolls (such as the one you make
when you manifest negate psionics) are not
affected. Powers without random variables
are not affected. A fortified power costs a
number of power points equal to its stan-
dard cost + 2.

Special: You can apply Fortify Power to the
same power multiple times. Each time you
apply it, the power is fortified another
twenty-five percent, and it costs 2 more
power points. For instance, a lesser concus-
sion fortified 3 times deals 1d6 x 1.75 dam-
age for a cost of 7 power points. You can’t
break the power point limit of the manifester
level minus one when using Fortify Power
multiple times on the same power. Thus, an
8th-level manifester could have used the
power as described in the above example,
while a 7th-level caster could not, though he
could use Fortify Power twice on lesser
concussion so that it deals 1d6 x 1.5 damage,
for a cost of 5 power points.

MIND BLIND
Your mind becomes partially closed
off to psionic combat.
Prerequisite: Psychic Bastion.

Benefit: You permanently gain a mental
hardness of 3. This mental hardness stacks
with mental hardness provided by Psychic
Bastion and psionic defense modes.
However, your partially closed-off mind also
inhibits your use of psionic attack modes—all
your psionic attack modes are assessed a –3
ability damage penalty (minimum damage 1).

REACH POWER
You can manifest a power with a
range of “touch” at a distance.
Prerequisite: Enlarge Power.

Benefit: You can manifest a power that nor-
mally has a range of “touch” at any distance
up to 25 feet. The power effectively
becomes a ray, so you must succeed at a
ranged touch attack to bestow the power
upon a recipient.
A reach power costs a number of power

points equal to its standard cost +2.
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NEW PSIONIC FEATS NEW METAPSIONIC FEATS
PSIONIC FEATS PREREQUISITES
Augment Construct Manifester level 2nd+
Extra Power Manifester level 3rd+
Mind Blind Psychic Bastion
Power SpecializationWeapon Focus, manifester Level 4th+
Psionic Defense Psionic Focus
Resculpt Mind Psion only, manifester level 3rd+
Upgrade Power Any other psionic or metapsionic feat

METAPSIONIC FEATS PREREQUISITES
Chain Power Any other metapsionic feat
Psionic Energy Psionic Energy Substitution,
Admixture any other metapsionic feat,

5 ranks in Knowledge (psionics)
Psionic Energy Any other metapsionic feat,
Substitution 5 ranks in Knowledge (psionics)

METAPSIONIC FEATS PREREQUISITES
Fortify Power None
Reach Power Enlarge Power
Repeat Power Any other metapsionic feat
Sculpt Power Any other metapsionic feat
Split Psionic Ray Any other metapsionic feat
Widen Power Any other metapsionic feat

Finger of fire
Firefall

Burning ray
Whitefire

Flaming shroud

Ectoplasmic cocoon
Mass cocoon

Lesser
metaphysical

weapon

Metaphysical
weapon

My light
Control light

Invisibility
Amplified invisibility

Create sound
Control sound

Biocurrent
Greater biocurrentControl object

Control body
Telekinesis
Clairtangency

Improved telekinesis

Telekinetic
sphere

Improved
clairtangency

True telekinesis

Lesser concussion
Concussion
Greater concussion
Mass concussion
True concussion

Detonation

Matter agitation
Matter rearrangement
Matter rearrangement

Disintegrate
Matter manipulation

Dissolution
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C
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K
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M
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Astral construct II
Astral construct III

Astral construct IV
Astral construct V

Astral construct VI
Astral construct VII

Astral construct VIII
Astral construct IX

Astral construct I

Trinket
Minor creation

Sudden minor creation
Fabricate

Major creation
Improved fabricate

True creation
Genesis

CHAINS
RECOGNIZED
POWER

C
LA

IRSEN
TIEN

C
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Expanded vision
Ubiquitous vision

Destiny dissonance
Recall pain

Recall agony

Recall death

Emulate
power

Improved
emulate
power

Greater
emulation

Combat precognition
Shield of prudence

Anchored navigation
Improved anchored navigation

Inkling

Augury

Divination

Precognition

Far hand Far punch
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REPEAT POWER
You can manifest a power that repeats
the following round.
Prerequisite: Any other metapsionic feat.

Benefit: A repeated power is automatically
manifested again at the beginning of your next
turn. No matter where you are, the second
power originates from the same location and
affects the same area as the original power.
You cannot use this feat on powers with a
touch range. If the original power designates a
target, the repeated power affects the same
target if it is within 30 feet of its original
position; otherwise the second power fails.
A repeated power costs a number of power

points equal to its standard cost +6.

RESCULPT MIND
You gain a metapsionic feat instead of a
psionic combat mode.
Prerequisites: Psion only, manifester level 3rd+

Benefit: Instead of gaining a new psionic com-
bat mode when you go up a level, you instead
choose any metapsionic feat, gaining it as a
bonus feat. You now choose to gain a metap-
sionic feat or a psionic combat mode at each
level you normally qualify for a new psionic
combat mode (3rd, 5th, 7th, 9th, and 11th).

You still have the option of gaining four of
the five the psionic combat modes you gave up
for bonus metapsionic feats, at levels 13th, 15th,
17th, and 19th, respectively. You may not give
up psionic combat modes for bonus metapsionic
feats at these higher levels.

SCULPT POWER
You can alter the shape of a
power’s area.
Prerequisite: Any other metapsionic feat.

Benefit: You can modify an area power by
changing the area’s shape. The new area must
be chosen from the following list: cylinder (10-
foot radius, 30 feet high), 40-foot cone, four 10-
foot cubes, or a ball (20-foot-radius spread). The
sculpted power works normally in all respects
except for its shape. For example, a firefall
power whose area is changed to a cone deals
the same amount of damage, but the firefall
affects a 40-foot cone burst.
A sculpted power costs a number of power

points equal to its standard cost +2.

POWER SPECIALIZATION
You deal more damage with ray powers.
Prerequisites: Weapon Focus (ray),
Manifester level 4th+.

Benefit: Your damage-dealing powers that
require a ranged touch attack gain a +2 damage
modifier. For instance, finger of fire is consid-
ered a ray power. The damage bonus only
applies if the target is within 30 feet, because
only at that range can you strike precisely
enough to hit more effectively.

SPLIT PSIONIC RAY
You can affect two targets with a
single ray.
Prerequisites: Any other metapsionic feat.

Benefit: You can split powers that specify a
single target and require a ranged touch attack.
Only powers that deal damage can be affected
by this feat. The split ray affects any two tar-
gets that are both within the power’s range and
within 30 feet of each other. Each target takes
half as much damage as normally indicated
(round down). If desired, you can have both
rays attack the same target.
A split ray costs a number of power points

equal to its standard cost (there is no extra
cost), modified by any other metapsionic feats.

WIDEN POWER
You can increase the area of your powers.
Prerequisite: Any other metapsionic feat.

Benefit: You can alter a burst, emanation, or
spread power to increase its area. Powers that
do not have an area of one of these three sorts
are not affected by this feat. Any numeric
measurements of the power’s area increase by
one-half. For example, a widened whitefire
power (which normally produces a 20-foot-
radius spread) now fills a 30-foot-radius spread.
A widened power costs a number of power
points equal to its standard cost +6.

UPGRADE POWER
You can upgrade your powers
Prerequisite: Any other psionic or
metapsionic feat.

Benefit: Choose one power chain from which
you have learned a psionic power. When you
learn a higher-level power on that chain, you
can “forget” one or more lower-level powers you
know on the chain, substituting new, different
powers of the same lower level instead. If you
“forget” a lower-level power and that is the only
power you know from your discipline at that
level, you must substitute another power from
your discipline at that level. You can choose not
to “forget” a lower-level power you know, even
if learning a higher-level power on
a chain for which you have chosen this feat.
Recognized power chains are described in the
Recognized Power Chains sidebar—other power
chains may be possible (or the recognized power
chains may be altered), at your DM’s discretion.

Special: You can gain this feat multiple times.
Each time, it applies to a new power chain.

Some of the preceding feats were
adapted from Tome and Blood: A
Guidebook for Sorcerers and Wizards,
Defenders of the Faith: A Guidebook for
Clerics and Paladins, and the FORGOTTEN
REALMS Campaign Setting book. You
may find more psionic feat ideas in
these and other books.

MORE
RECOGNIZED
POWER CHAINS

Oak body
Iron body

Lesser body adjustment
Body adjustment
Rejuvenation

True metabolism
Hammer
Painful touch
Dissolving touch

Polymorph self
Metamorphosis
Shapechange

Bite of the wolf

Claws of the bear

Bite of
the tiger

Claws of
the vampire

Verve
Vigor

Glide
Fly

Baleful teleport
Divert teleport

Ethereal jaunt
Etherealness

Improved etherealness

Time hop

Temporal
acceleration

Time
regression

Temporal
velocity

Dimension slide
Dimension door

Teleport

Plane shift
Dream travel

Dismissal
Banishment

Astral
projection

Probability
travel

Teleport without error
Improved fly

Improved vigor

Biofeedback
Improved biofeedback

Psychofeedback

Lesser natural armor
Natural armor

Missive

Empathy
Telempathic projection

Detect thoughts
Mind probe

Charm person

Charm monster

Attraction

Aversion

Suggestion

Lesser domination

Domination

Greater domination

Mass suggestion

True domination

Monster
domination Thrall

Lesser mindlink
Mindlink

Forced mindlink
Confidante

Sense link
Intrusive sense link
False sensory input
Tailor memory
Mind seed

Energy barrier
Energy conversion
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BY ED GREENWOOD • ILLUSTRATED BY DAVID DAY

ELMINSTER’S GUIDE TO THE REALMS
Lost places, familiar haunts, and strange sites in the lands of Faerûn

Just inside the Sunset Gate, or
western wall-gate, of the Sembian
city of Daerlun is the great open

Westmarket. On maps it resembles an
eye or egg, exceeded in expanse only
by the central Place of Banners, where
stands the seat of local government,
Bergun Hall.
The largest building in western

Daerlun stands along the north side of
the Street of the Dragon, and from
above it resembles a hand or gauntlet
poised to close its fingers. This is the
well-known Black Banner Inn, long the
most luxurious of Daerlunian inns.
Although guests can enjoy both meals
and the vintages of a very good wine
cellar in their rooms, public dining and
carousing such as one might enjoy in a
tavern are impossible or frowned upon
at the Banner. Guests desiring such
amusements are directed to the Mighty
Mace inn and tavern, the best carous-
ing house in Daerlun. It’s the largest
building fronting on the Westmarket,
filling much of the southeastern face of
the marketplace. Directly to the south
of it, fronting on Saurovin Street (a
major, cobbled thoroughfare that links

the Westmarket with Barrel Lane, the
major route from the Place of Banners
to the Sea Arch, the city’s southern
wall-gate), stands a row of typical city
tallhouses, such as might be found any-
where in Cormyr, Sembia, Westgate, or
even Waterdeep.
A tallhouse is typically high and nar-

row, often touching the walls of its
neighbors. It usually has underground
storage cellars, a shop at street level,
another shop or offices above, and liv-
ing quarters above that. In prosperous
Northern situations, it’s often of stone
at street level, with upper floors
sheathed in dark exposed beams with
white stucco panels between.
One such tallhouse, the third building

in on the north side of Saurovin going
east from the market, is Shadowdark
House. It lacks a street sign or a shop
awning, has three floors above ground
level, and appears old, well-built, and
unremarkable—yet everyone in Daerlun
knows of it, because it’s the closest
thing in this most peaceful and civilized
of Sembian cities to a magic shop.
Beings of all sorts who enter the dim,

cluttered interior of Shadowdark House

find an ever-changing miscellany of
magic for sale; in other words, beyond
light stones (stones bearing continual
flame enchantments, sold in carved,
slide-apart, two-piece stone sheaths)
and cure light wounds potions, the
stock is unreliable and can range from
a small armory of enchanted daggers to
pieces of furniture that speak when-
ever moved. Oddities with several pow-
ers (some hidden and some that will be
exhausted after only a few uses) are
the rule, and prices range from 600 gp
to 200,000 gp, with average prices in
the mid-thousands.
Most customers, however, come for

advice. For fees of 2,000 to 5,000 gp
per attempt, depending on what she’s
being asked to do, how dangerous she
thinks it is, and her opinion of the client
(Mystra frowns on magic-hoarders or
wizard- and sorcerer-slayers), Lady
Shadowdark will try to discern the
nature or properties of magic items or
enchantments.
Thelbaerone Shadowdark is a

grouchy old crone possessed of a
strong chin, a beaklike nose, a balding
head (surrounded by a halo of glossy

WAITING SPELLS
Visitors should beware of reading aloud any words they see etched into door- and window-frames anywhere in
Shadowdark House. Many, if uttered, trigger spells already cast but held in abeyance by other magics, waiting indefinitely
between casting and taking effect.

Most “waiting” spells are defenses placed on the shop, but others teleport those speaking them to distant locations in
Faerûn, open portals to unknown places, or put utterers in either mental or audible communication with unseen beings of
magical power for hours or days; strange voices will mutter out of the empty air beside a shop-visitor’s shoulder, or
inside his head, saying cryptic and often alarming things. Other words instantly confer temporary “face masks” of illusory
magic onto their utterers, altering their apparent age, race, or gender.
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SORCEROUS AID
Helping wizards and sorcerers master spells is usually simple for Thelbaerone Shadowdark. Lady Shadowdark has a useful
teaching power. She can send to the mind of any being touching her a mental picture of a still image or an animated scene
from her own mind. Either message lasts only a few seconds, long enough to show one action or the gestures for a single
spell. With the help of this ability, she instructs wizards and sorcerers. She identifies faults or omissions in their scrolls
or incantations, then either suggests how they should experiment or research to correct the magic or else sells them a
complete, correct scroll of the desired spell, at market (DUNGEON MASTER’s Guide) price. Suggestions cost at least 25 gp but
usually twice as much, and the price is 100 gp or more for help with spells of 6th level or higher.

white hair) and a direct, commanding, emerald-eyed gaze.
Some who’ve met her in dim surroundings, like the interior
of the shop in which she lives, swear that her green eyes
glow in the darkness like tiny, angry lamps. Those who fear
or dislike her call her “the Old Vulture.”
She’s operated the House for over forty years, and

Daerlunian elders can recall her dwelling there for at least
twenty years before that. Most folk avoid her, and if they’ve
met her at all term her a “formidable woman” for her short
temper, fearlessness, and snap-voiced manner. Most vaguely
remember hearing that she was a real beauty in her days,
one who had daring adventures of some sort.

ELMINSTER SAITH
The city’s pronounced “Dare-LOON,” by the way. The
most important warning or secret I can pass on about
Shadowdark House is this: to further her own mysterious
aims, Mystra often works through Thelbaerone (a divine
whimsy that the Lady Shadowdark knows about, but has
no control over, and won’t willingly discuss) to grant
extra charges, or to confer on an item additional, new
powers it has never before possessed. These are often
revealed only much later, when conditions desired by the
Lady of Mysteries are met.
Oh, and don’t try poisoning Thelbaerone or unleashing

monsters in her shop: Mystra’s anger will be swift. Tricking
Lady Shadowdark, now that’s considered fair fun.

THELBAERONE
SHADOWDARK
Human Wiz10: CR 10; HD 10d4; hp 28; Init +2; Spd 30 ft.; AC 15;
Atk +5 melee (1d4/19-20 crit x2, dagger); AL NG; SV Fort +4,
Ref +6, Will +11; Str 10, Dex 14, Con 11, Int 18, Wis 17, Cha 16.

Skills: Alchemy +17, Appraise +10, Concentration +15, Hide +8,
Knowledge (arcana) +17, Listen +8, Scry +17, Spellcraft +18.

Feats: Brew Potion, Craft Wand, Craft Wondrous Item, Scribe
Scroll, Silent Spell, Still Spell, Skill Focus (Concentration),
Skill Focus (Spellcraft).

Possessions: Quarterstaff, two masterwork daggers,
scroll of fireball (10th-level caster), scroll of flesh to stone,
scroll of teleport, potion of haste, +1 cloak of resistance,
+1 ring of protection, ring of spell storing, wand of lightning
bolt (28 charges), wand of magic missile (34 charges),
+2 bracers of armor.

Thelbaerone has access to many more magic items, but she
always wears a ring of spell storing that contains teleport and
wall of force. She uses this for personal defense but has been
known to teleport clients along to specific destinations for a
fee (typically 500 gp). Thelbaerone keeps a fully charged
duplicate of the ring in the hollow heel of her left boot; her
other boot contains 10 gp.

Spells (4/5/5/4/4/2)
0-level: arcane mark, detect magic, mage hand,

read magic
1st-level: detect undead, magic missile, message,

reduce, sleep
2nd-level: alter self, continual flame, invisibility,

levitate, web
3rd level: haste, fireball, fly, lightning bolt
4th-level: charm monster, dimension door,

ice storm, polymorph self
5th-level: hold monster, teleport.

Thelbaerone has access to a large library of spellbooks and can
study and cast almost any spell of 5th level or lower that can
be found in the Player’s Handbook. Most of the spellbooks can
be found on bookshelves out of view of customers, but several
are hidden in secret compartments or disguised by magic.
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Cloud of twinkling “stars” is an everstars spell (a variant
of continual flame), Thelbaerone’s favorite lighting.

The mirror is a portable portal to unknown destinations. At
random times it changes to another destination from among a
small, set selection that Thelbaerone hasn’t yet investigated.

The floating tabletop is supported by magic and
is a mere 1,000 gp because it might have other
properties Lady Shadowdark isn’t so sure about.

Dirt tunnel crawlway
reached via a trapdoor in
the center of the cellar
floor, usually hidden under
a barrel.

Lit by a candelabra that looks like a scaled hand; this is a Small Animated Object that
moves to Thelbaerone’s bidding and can fight for her. Its base is hollow with a swivel
bottom opening and can be made to release a quantity of carrion crawler brain juice

(which causes paralysis on contact;
see Poisons in Chapter 3 of the
DUNGEON MASTER’s Guide).

The low-ceilinged and stone-lined
cellar is crowded with barrels of
provisions (for example, smoked
silverfin in sauce) and alchemical
substances for sale.
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Storage for magically-preserved creature
corpses, body parts, and other awkward items
that are difficult to explain to the authorities,
plus the occasional captive.

The tentacles reaching out of the basket belong to
a restless darkmantle (described in the Monster
Manual) that’s for sale (make an offer).

The flagstone with the claw imprint is another “gift”
from Mystra; shapeshifters are forced into their true
form for 4 rounds if they tread on or pass over it.

She sleeps on whatever
chair she might have in
her stock and keeps
her crystal ball here.

The grand-looking scepter is a rod of
flame extinguishing made by a flamboyant
mage, kept for dealing with “accidents.”
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Eons ago, a terrible battle took
place in the astral plane when the
supposedly impregnable githyanki

fortress of Gnythagak was assaulted by
a legion of githzerai. Gnythagak was
more than just a fortress; it was a pow-
erful psionic artifact of Law the
githyanki had long ago stolen from their
illithid oppressors. In its dormant state,
the Gnythagak looked like a featureless
stone cube exactly 3 feet wide, tall, and
deep. A properly trained psion could
activate the Gnythagak and invoke its
primal power: an enhanced version of
the genesis psionic power. Once acti-
vated, the Gnythagak would rapidly
unfold like a puzzlebox. It supplanted
the surrounding terrain with its own
matter, and the user could shape the
unfolding Gnythagak as he willed. The
fully “unfolded” Gnythagak could form
a massive fortress over a square mile
in size and could still be commanded to
change as its user willed.

The Gnythagak’s original liberation
from the illithids would not have been
possible without the aid of the githzerai,
however. For untold centuries, the
githzerai coveted the powerful artifact
and plotted endlessly for its return.
Finally, they formed a daring plan to
invade the Astral plain and attack the
githyanki-held fortress, using their own
powerful magic and psionics to bom-
bard the fortress with raw chaos chan-
neled from the plane of Limbo.

The battle took its toll, and tens of
thousands of githyanki and githzerai
were slain before the invading githzerai
were able to penetrate to the core of
the Gnythagak and blast it with pure
chaos. This resulted in a terrific implo-
sion as the fortress collapsed on itself
and the warring armies within, killing

the last survivors in one terrible instant
as the interaction between Law and
Chaos tore a hole in the boundary
between the Astral Plane and Limbo.
Gales of chaos surged into the Astral
Plane for a moment before the Astral
Plane ejected the offending matter,
along with the inert Gnythagak, back
into the realm of Limbo.

The Gnythagak streaked through the
chaos of Limbo for a hundred years
before it finally lodged in a particularly
dense mass of chaos. The surrounding
chaos rapidly began to solidify and
organize itself into an island of stability,
but before it could progress far, the
resident energies of Limbo acted to
eject the offending matter from its
boundaries in much the same manner
as did the Astral Plane. This second
planar rejection finished the job and
created a finite “pocket” plane that
began an endless journey through the
multiverse, spiraling through different
realities like a comet through space.

Today, this roving pocket-plane is
known to sages and adventurers as
the Chaos Spire.

FEATURES of the
CHAOS SPIRE
The Chaos Spire travels through the
multiverse from plane to plane, mani-
festing within new planes as an opaque
sphere of swirling chaotic energy about
a thousand feet in diameter. Any mate-
rial in this region when the Chaos Spire
manifests is automatically absorbed and
incorporated into the contents of the
sphere; living creatures can resist this
absorption with a successful Will saving
throw (DC 25). Those who resist
appear in a random location in the
Chaos Spire, while those who succumb

are transformed into bonespitters.
Nothing can be seen within the

sphere from outside. The swirling ener-
gies of the sphere baffle and madden
living creatures that look upon it; all
such creatures must make a Will saving
throw (DC 20). Creatures that fail their
saving throw become confused for 1d10
minutes, after which they become
accustomed to the sphere. A successful
save indicates that the creature is
immune to this mind-influencing effect
for one day.

Any creature that comes in contact
with the sphere is transported into the
Chaos Spire to arrive on the shores of
the island within. To exit the sphere
physically, a being must traverse the
Chaos Sea and pass through the sphere
from the inside to the outside. Passing
through the shell from the inside is sim-
ilar to passing through a thin wall of
mist and is not in the least disorienting
aside from the possible sudden (and
catastrophic) change in terrain.

Half of the sphere is filled with roil-
ing water, the Chaos Sea. The surface
of this sea is always tumultuous, as if it
were in a terrible hurricane, despite the
fact that the skies above are always
calm. There is no weather as such in
the Chaos Spire. The “sky” (actually the
interior of the sphere) is constantly
awhirl in muted hues, bathing the land-
scape in a confusing wash of color that
causes visitors to suffer a –2 circum-
stance penalty to attack rolls, skill
checks, and Will saving throws for the
first 24 hours of the visit.

At the center of the sphere lies the
Spire itself, a large, roughly circular
island about fifteen miles in diameter.
The shores of this island are constantly
battered and eroded by the pounding of
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the Chaos Sea at about the same rate
that new material is added to the Spire
as it absorbs matter from the surround-
ing plane. The majority of the island
rises up from the surrounding waters in
rocky bluffs toward a towering stone
spire at the center. This spire remains
stable at all times, despite the fact that it
reaches a height of nearly 25 miles with
an average diameter of less than 2,500
feet. The sides of the spire are riddled
with caverns that lead down into miles
of winding tunnels below the island.
Underwater, this landmass mirrors the
shape above, tapering down to a second
spire on which the entire island is bal-
anced. At the core of the island where
the two spires meet is a large chamber
in which the dormant Gnythagak rests,
waiting patiently for discovery.

Within 3d6 days after it has arrived
in the current plane, the Chaos Spire
travels to a new location in a different
plane. It leaves behind a massive circu-
lar divot in the landscape, a hole in
which vegetation never grows.

CHAOS SPIRE
INHABITANTS
As the Chaos Spire wanders through
the multiverse, it leaves in its wake dev-
astation and loss of life. Most of what it
touches is absorbed into its matrix, but
some particularly lucky or willful crea-
tures resist absorption and become
inhabitants of the Spire. Thus, a wide
range of creatures can be encountered
in the Spire. Those with the ability to
travel the planes often do so to escape
its confines, but others are prisoners of
the place, forced to eke out what life
they can on the barren slopes of the
spire or the lightless vaults within.

There are also many natives who
dwell in the Chaos Spire. The seas sur-

rounding the central isle are thick with
plankton, seaweed, and strange fish of
all sorts. The Spire Island, however, is
virtually barren. No plant life grows on
the isle aside from a fibrous gray
lichen. This lichen tastes foul to most
living creatures and is ultimately not
very nutritious, so those denizens of
the Spire who must eat turn to magic
or harvest from the sea lest starvation
soon set in.

This is not to say that the island is
completely devoid of inhabitants.
Undead are common in the caves below
and even on the surface of the isle,
since the light provided by the sphere
is quite unlike natural sunlight and has
no ill effects on them. Chaos beasts are
also dangerously common; these crea-
tures lurk in the spire caves and often
come down to the lowlands to feast on
things that have been pulled into the
Spire from outside.

The Chaos Spire doesn’t have many
intentional visitors, although they are
not unknown. Slaadi often visit the
spire to hunt or relax; many of them
keep fortresses on the highlands and
view the Spire as a “vacation” spot
from Limbo. Githyanki and illithids also
visit the sphere when they can predict
its appearance; these creatures make
sporadic forays into the Chaos Spire in
search of the Gnythagak, but to date
they have not recovered the artifact.
Some believe that these two feuding
races kill each other off whenever they
meet in the Spire, but it is assumed that
something near the core of the Spire
works to guard the Gnythagak from
recovery. Some believe that the
Gnythagak is guarded by the last rem-
nants of the original githyanki inhabi-
tants of the Gnythagak fortress ages
ago on the Astral Plane. Now undead,

these githyanki are said to be powerful
liches who exist only to ensure that
their ancient enemies do not gain con-
trol over their treasured relic.

Four creatures are unique to the
Chaos Spire, and they represent a
real danger to those who find them-
selves trapped in the sphere. The most
numerous are the bonespitters. These
horrible creatures form when the
Chaos Spire manifests in a region
inhabited by intelligent creatures; the
bodies and minds of these unfortunates
are infused with chaos, and they are
transformed into ravenous undead with
highly unstable bodies.

The chaos eater is an anomaly in the
Spire. It scours the Spire in a hopeless
but eternal mission to consume and
transform Chaos into Law.

The most dangerous native creatures
to dwell on the island are the chaos-
wyrds, hulking but surprisingly intelli-
gent brutes. The chaoswyrds seem to
be the caretakers of the island, but
their unstable minds make them unpre-
dictable at best.

Perhaps the most dangerous crea-
tures of all to dwell in the Chaos Spire
are the dreaded teratamorphs. These
huge formless forces of chaos dwell
deep in the Chaos Sea and the sub-
merged caverns of the Spire. These
massive oozes are so infused with
chaotic energy that their very presence
warps and transforms reality; those
attacked by a teratamorph rarely
emerge from the battle unchanged.
The passage of a teratamorph often
creates a wake of unstable dimensional
portals; these portals often transport
unwary creatures out of the Chaos
Spire and into the plane it is currently
visiting, causing further chaos on a
much wider scale.
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The Chaos Spire has the
following traits:

Normal Gravity.

Morphic Time. Time in the
Chaos Spire changes to
match the workings of time
in the plane it is currently
visiting.

Finite Size. The entirety
of the Chaos Spire is
contained in a finite sphere
that is larger inside than it
is on the outside. Inside, the
sphere has a diameter of 50
miles while on the outside it
has a diameter of only a
thousand feet.

Alterable Morphic.

No Elemental or
Energy Traits.

Mildly Chaos-Aligned. The
presence of the Gnythagak
helps to contain the chaos
that infuses the land and
seas of the Chaos Spire.
At the heart of the spire,
within a mile of the dormant
Gnythagak this changes to
Strongly Law-Aligned.

Enhanced Magic. Spells
with the chaotic descriptor
are automatically extended
as per the Extend Spell
feat. At the core of the
Spire, this applies to
spells with the lawful
descriptor instead.



       

       

BONESPITTER
Medium-Size Undead
Hit Dice: 2d12+3 (16 hp)
Initiative: +7 (+7 Dex)
Speed: 40 ft.
AC: 22 (+7 Dex,

+5 natural)
Attacks: Slam +2 melee;

or bone shards
+8 ranged

Damage: Slam 1d8+1,
bone shards 5d4+1

Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Bone shards, disease,

frightful presence
Special Qualities: Damage reduction

15/+1, resistances, dis-
placement, counter-
spelling, +4 turn
resistance, undead

Saves: Fort +0 , Ref +7,
Will –1

Abilities: Str 13, Dex 24,
Con —, Int 2,
Wis 2, Cha 19

Skills: Balance +10,
Hide +10,
Move Silently +9

Feats: Toughness

Climate/Terrain: Any land and
underground

Organization: Solitary, pack (2-20)
Challenge Rating: 5
Treasure: None
Alignment: Always chaotic evil
Advancement: 3-6 HD

(Medium-size)

The bonespitter is a disgusting undead
abomination common throughout the
Spire Island. No two bonespitters look
alike, although they all share the same
basic features. When the Chaos Spire
manifests in a new plane, it absorbs
most of the intelligent creatures in the
area of its appearance. These poor vic-
tims are then manifested in the Chaos
Spire as bonespitters.

A bonespitter is a terrible stew of
arms, legs, torsos, and heads, mixed
together with plant and animal matter.
The bonespitter moves about on those
arms and legs nearest its base and is
nimble despite its ungainly appearance.
Non-living matter is mixed into the
mess; bonespitter skin is patchy with
streaks of stone and metal. The bones
of a bonespitter are in constant flux,
swimming through its body like fish and
occasionally leaping from the body to
fall back in with wet slaps.

The transformation into a bone-
spitter shatters the minds of those
consumed by the Chaos Spire, but
their new undead bodies are resistant
to destruction.

Combat
The transformation into a bonespitter
shatters the mind, resulting in madness
and hatred. The bonespitter is haunted
by half-formed memories of the various
lives its body parts led before the
arrival of the Chaos Spire. The sight of
an unblemished creature who has not
been consumed by these terrible ener-
gies fills them with boundless rage.
Bone Shards (Su): The bonespitter’s

preferred method of attack is to crush
one of its mobile bones to fragments in
the supernaturally powerful jaws of one
of its many faces; it then spews these
razor-sharp fragments with deadly
accuracy. The bonespitter can make
this attack once per round as a stan-
dard action; bones consumed and
ejected in this manner are replaced by
new bones in the space of only a few
seconds. This attack has a range of 30
feet with no range increment.
Disease (Su): Bonespitters are

infested with a terrible supernatural
contagion known as the dripping
decay. Any living creature damaged by
a bonespitter must make a Fortitude
saving throw (DC 15) to avoid con-
tracting this magical disease. Failure
causes the victim to take 1 point of
Strength, Dexterity, and Constitution
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CHAOSWYRD
Huge Aberration
Hit Dice: 18d8+72 (153 hp)
Initiative: +2 (-2 Dex, + 4

Improved Initiative)
Speed: 30 ft.
AC: 20 (-2 Dex, -2 size,

+14 natural)
Attacks: Bite +19 melee,

4 tentacles +14 melee
Damage: Bite 2d8+8,

tentacle 2d8+4
Face/Reach: 10 ft. by 20 ft./10 ft.
Special Attacks: Improved grab,

constrict, madness,
spell-like abilities,
parasites

Special Qualities: Damage reduction
20/+2, darkvision 120
ft., fast healing 10

Saves: Fort +10, Ref +4,
Will +4

Abilities: Str 27, Dex 6,
Con 19, Int 22,
Wis 3, Cha 12

Skills: Knowledge (the
planes) +27, Listen
+17, Move Silently
+16, Spot +14

Feats: Cleave, Combat
casting, Dodge,
Great Cleave,
Improved Bull Rush,
Improved Critical
(bite), Improved
Initiative, Iron Will,
Power Attack,
Sunder

Climate/Terrain: Any land or
underground

Organization: Solitary
Challenge Rating: 12
Treasure: Standard (no coins)
Alignment: Always chaotic

neutral
Advancement: 19-26 HD (Huge),

27-54 HD
(Gargantuan)

damage. As the fever progresses, a
new Fortitude saving throw must be
made every day to avoid suffering an
additional 1 point of damage to these
ability scores. Two successful Fortitude
saving throws in a row indicate that
the disease has run its course, and the
victim begins to heal lost ability points
naturally at the rate of 1 per day. Until
the disease is cured or overcome, the
victim cannot recover ability damage
from natural rest. If the victim’s
Constitution score is ever reduced to
zero by this disease, the victim immedi-
ately and literally falls to pieces. After
only a few seconds, all that remains of
the victim is a steaming stain on the
ground surrounded by his clothing and
equipment.
Frightful Presence (Su): A bonespit-

ter’s appearance is horrifying; all crea-
tures within 30 feet of one of these
monsters must make a Will saving
throw (DC 15) to avoid becoming
shaken for 1d6 rounds. An opponent
who succeeds at the saving throw is
immune to that bonespitter’s frightful
presence for one day.
Resistances (Ex): Bonespitters have

electricity and sonic resistance 20.
Displacement (Su): The bonespitter’s

chaos-infused body creates a light-
bending glamer that warps and distorts
perceived spatial dimensions, making it
difficult to surmise the creature’s true
location. Any melee or ranged attack
directed at it has a 50% miss chance
unless the attacker can locate the bone-
spitter by some means other than sight.
A true seeing effect allows the user to
see the bonespitter’s position, but see
invisibility has no effect. This is a
supernatural ability.
Counterspelling (Su): The bonespit-

ter’s chaotic nature also protects it
from magical attacks. Once per round,
as a free action, it automatically
attempts to counterspell any spell
that is cast within 30 feet of the
bonespitter. Treat this ability as if the
bonespitter is attempting to use a
dispel magic spell (cast as a 6th-level
sorcerer) to counter the spell.
Turn Resistance (Ex): A bonespitter

has +4 turn resistance.
Undead: Immune to mind-influencing

effects, poison, sleep, paralysis, stun-
ning, and disease. Not subject to criti-
cal hits, subdual damage, ability
damage, energy drain, or death from
massive damage.

The chaoswyrd is a huge creature
whose upper torso vaguely resembles a
gorilla’s. Its hide is a random collection
of scales, quills, fur, bald skin, and
chitin that combines to form highly
effective natural armor. Instead of
arms, the chaoswyrd has four huge,
thick tentacles covered with hook-
rimmed suction cups; these tentacles
protrude from random points on the
chaoswyrd’s torso. The head appears to
be several bestial humanoid heads
blended together into one mass that
shares a single shark-toothed maw. The
creature’s lower torso is a tangled mass
of tendrils, feelers, and coils of
unknowable limbs in which hundreds of
parasitic insects writhe and wriggle.

Despite their appearance, the
chaoswyrds are very intelligent crea-
tures. Unfortunately, they are also
prone to madness. They represent the
whims of the Chaos Spire made corpo-
real and sentient, and they scour the
Spire in search of intruders to trans-
form into minions of chaos.

Chaoswyrds can communicate tele-
pathically with any intelligent creature;
this telepathic contact has the side
effect of causing madness in those with
whom they communicate.

Combat
A chaoswyrd’s attacks reflect their
insanity; they aren’t known for complex
tactics. One round, the creature might
lash out with its tentacles and bite, the
next round it might use a spell-like abil-
ity, and the round after that it might
begin talking to its victims with idle
interest. Some adventurers tell stories
of how they were able to distract an
attacking chaoswyrd by posing philo-
sophical questions about the planes,
causing the creature to forget about
attacking to ponder the question.
Successfully distracting a chaoswyrd in
this manner requires an opposed
Knowledge (the planes) skill check.
Improved Grab (Ex): If the

chaoswyrd hits a creature of up to
Large size with a tentacle, it deals nor-
mal damage and can immediately
attempt to start a grapple as a free
action without provoking an attack of
opportunity. If the chaoswyrd gets a
hold of its target, it can constrict.
Constrict (Ex): After a successful

grapple check, the chaoswyrd’s tentacle
automatically constricts the target for
2d6+4 points of damage per round until
the hold is broken.
Madness (Su): Once per round as a

free action, a chaoswyrd can mentally
communicate with any one creature in
line of sight. This communication fills
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the target’s mind with chaos; the target
must make a Will saving throw (DC 20)
or suffer from a continuous confusion
effect as per the insanity spell.
Remove curse does not remove this

supernatural effect. Greater restora-
tion, limited wish, miracle, or wish can
restore the creature.
Spell-Like Abilities (Sp): At will—blur,

chaos hammer, confusion, detect law,
detect magic, detect thoughts, dimen-
sional anchor, dispel law, hallucinatory
terrain, magic circle against law, mirror
image, protection from law, rainbow
pattern, random action, see invisibility.
3/day—cloak of chaos, symbol of insan-
ity, word of chaos. These abilities are
as the spells cast by an 18th-level sor-
cerer (save DC 11 + spell level).

Parasites (Su): The swarming para-
sites that coat the lower regions of a
chaoswyrd’s body are highly magical
and exist only partially in reality. They
feed on the chaoswyrd’s more logical
thoughts, thoughts for which the
chaoswyrd has little use. This feeding
continues at all times and creates an
aura of discordant mental fog to a
radius of 30 feet from the chaoswyrd.
Each round, all living creatures within
this area must make a Will saving throw
(DC 15) or suffer 1d4 points of tempo-
rary Wisdom damage as some of their
thoughts are swept up and consumed
by the parasites. Creatures with
Wisdom scores of 3 or lower cannot be
perceived by the parasites and are
immune to their mind-draining frenzy.

CHAOS EATER
Large Outsider (Lawful)
Hit Dice: 14d8+56 (119 hp)
Initiative: +1 (+1 Dex)
Speed: 50 ft., fly 30 ft.

(average)
AC: 10 (+10 base, -1 size,

+1 Dex)
Attacks: 3 stings +17 melee,

3 bites +15 melee,
3 claws +15 melee

Damage: Sting 1d8+4 and
poison, bite 1d8+2,
claw 1d6+2

Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Poison, improved

grab, consume
chaos, smite chaos

Special Qualities: Damage reduction
20/+2, detect chaos,
SR 18, waterwalking

Saves: Fort +13, Ref +10,
Will +11

Abilities: Str 19, Dex 13,
Con 18, Int 8,
Wis 14, Cha 12

Skills: Climb +21, Hide +17,
Intuit Direction +19,
Listen +15, Move
Silently +18, Spot +19

Feats: Cleave, Great Cleave,
Multiattack,
Power Attack

Climate/Terrain: Any land and
underground

Organization: Solitary or colony
(3-18)

Challenge Rating: 9
Treasure: Standard
Alignment: Always lawful neutral
Advancement: 15-21 HD (Large),

22-42 HD (Huge)

The chaos eater looks similar to a huge
jellyfish. Its body is a semi-transparent
bell inside of which strange glowing
internal organs flash with pulses of red
and yellow light. Numerous tentacles,
also translucent and flashing with light,
descend from the creature’s underside.
It can walk along the ground using these
tentacles as legs, and it can even glide
over water and other liquid surfaces
with ease in this manner. The chaos
eater can also fly. The rim of its bell-
shaped body is studded with yellow lid-
less eyes. From the top of the creature’s
body extend nine segmented insectoid
feelers. Three of these are tipped with
large scorpion-like stingers, three with
slavering lamprey jaws, and three with a
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nest of needle-sharp talons.
Most of the Chaos Spire’s inhabitants

are infused with chaos and entropy; the
chaos eater might be an entirely new
creature spawned by the Gnythagak, or
it might be a strange visitor from an
entirely different realm that has been
drawn to the energies of the Chaos
Spire. Whatever the case, chaos eaters
scour the landscapes and seas of the
Chaos Spire in search of entropy to
feast upon. The inhabitants of the Spire
have learned to give the chaos eaters a
wide berth. Chaos eaters are fearless
and have been known to stalk the
storm-tossed waves of the Chaos Sea
in search of their favorite prey, the
dreaded teratamorph. Even the chaos
eater can withstand the might of the
teratamorph for only a handful of sec-
onds before it is forced to flee. Not a
few chaos eaters are killed in their
attempts to feast from a teratamorph,
but for many, the purity of the chaos in
these creatures is worth the risk.

Chaos eaters cannot speak, but they
can communicate telepathically with
any creatures they are in physical
contact with. They can sometimes be
recruited as allies by non-chaotic crea-
tures, but once chaos comes into their
field of view, their alliances are quickly
forgotten in the face of their hunger.

Combat
When a chaos eater senses chaos, it
immediately slithers forth to attack.
These creatures are always hungry,
and the more chaotic the source the
more frenzied and violent they become.
Chaos eaters are focused on their
attacks, directing all nine attacks at
their selected target.
Poison (Su): Sting, Fortitude save

(DC 21); initial damage 2d4 points of
temporary Dexterity, secondary dam-
age (1 minute later) paralysis for 3d6
hours. Chaotic creatures are especially
susceptible to this poison and suffer a
–4 circumstance penalty to their saving
throws.
Improved Grab (Ex): To use this abil-

ity, the chaos eater must hit with a bite
attack. If it gets hold, it automatically
uses its consume chaos ability.
Consume Chaos (Su): If the chaos

eater holds a victim, it can begin feed-
ing upon chaos in the victim’s body or
mind. The victim can resist with a suc-
cessful Will saving throw (DC 19).

If the victim does not have a chaotic
alignment, it suffers no ill effect.

If the victim is enchanted with a spell
with the chaotic descriptor, that spell is
automatically dispelled. The chaos eater
can dispel one spell per round in this
manner. Highest level spells are dis-
pelled first.

If the victim has a chaotic component
to his alignment, he suffers 3d10 points
of subdual damage as his psyche is torn
apart. If the victim is rendered uncon-
scious from this attack, the chaotic
component to his alignment becomes
neutral. This change can be corrected
with the atonement spell.
Smite Chaos (Su): Once per hour, the

chaos eater can attempt to smite chaos
with one normal melee attack. It adds its
Charisma modifier to its attack roll. If it

hits a creature with a chaotic alignment,
the attack deals additional damage equal
to the chaos eater’s hit dice. The chaos
eater decides whether to use the smite
chaos ability before the attack is made.
A failed attack means the smite attempt
is wasted.
Detect Chaos (Su): A chaos eater

can detect chaos at will; treat this
ability as the spell cast by a 14th-level
sorcerer.
Waterwalking (Su): The chaos eater

water walks continuously as per the
spell. This effect can be dispelled
(treat as if it were cast by a 20th-level
sorcerer), but the chaos eater can
activate this supernatural ability again
as a free action.
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TERATAMORPH
Gargantuan Ooze
Hit Dice: 28d10+170 (324 hp)
Initiative: -3 (Dex)
Speed: 30 ft., fly 50 ft.

(average),
swim 90 ft.

AC: 3 (-3 Dex, -4 Size)
Attacks: Slam +28 melee
Damage: Slam 4d6+16
Face/Reach: 30 ft. by 30 ft./15 ft.
Special Attacks: Entropic touch, portal-

wake, warp reality
Special Qualities: Blindsight, detect

law, immunities,
dimensional instabil-
ity, ooze, SR 32

Saves: Fort +14, Ref +6,
Will +4

Abilities: Str 32, Dex 4,
Con 20, Int —,
Wis 1, Cha 1

Climate/Terrain: Any land or
underground

Organization: Solitary
Challenge Rating: 16
Treasure: Standard
Alignment: Always chaotic

neutral
Advancement: 29-42 HD

(Gargantuan),
43-84 HD (Colossal)

The most terrifying and dangerous
inhabitant of the Chaos Spire is the ter-
atamorph. A shapeless horror the size
of a cottage, the teratamorph lurks in
the watery depths of the Chaos Sea
and the underground caverns that stud
the underwater reaches of the Spire.
The ooze’s body consists mostly of
thick, translucent, iridescent slime inside
of which flash bursts of energy and
coils of opaque tissue that is in a con-
stant state of absorption and reforma-
tion. Large portions of the ooze
periodically emit beams of light or
crackling energy, and at other times
portions of its body fade into smoke or
vanish altogether.

The teratamorph is a mindless rav-
ager. A single ooze can live for thou-
sands of years and grow to shocking
size in that time. These creatures spend
much of their time simply floating on
the underwater currents in the sea that
surrounds the Spire. Sometimes these
currents wash them ashore on the
island, and sometimes they simply surge

onto land in search of food. A terata-
morph gains nutrients by infesting
chaos in living creatures; the very act
of transforming another creature with
its entropic touch sustains and nurtures
the ooze’s growth.

One of the most unusual aspects of
the teratamorph is the fact that its
presence can unravel reality and tear
holes in the fabric between planes.
Unlucky creatures that find themselves
passing too closely to a teratamorph
are sometimes teleported to distant
places. It is in this fashion that the
denizens of the Chaos Spire often find
themselves thrust into the plane the
Spire is currently located in.

Powerful spellcasters have long
sought ways to harness the powers of
the teratamorph. Unfortunately, portions
of the ooze that are separated from the
main body do not last long, quickly dis-
integrating into nothingness after only a
few hours, making prolonged study dif-
ficult. The otherworldly matter that
makes up the body of a teratamorph
remains unstable until enough of it is
concentrated in one place that its mass
defeats the internal forces that con-
stantly try to tear the stuff apart. This
is why teratamorphs smaller than
Gargantuan size are never encountered.
There doesn’t seem to be an upward
limit to how large a teratamorph can
grow, although once they grow beyond
80 Hit Dice, they frequently split into
smaller 28-Hit-Die oozes.

Combat
The teratamorph is a mindless creature.
It has no desire but to eat and grow
larger. When it isn’t eating, the ooze is
on the move looking for something to
eat. Whenever it senses anything of
Small size or larger in the range of its
blindsight, it surges forth to attack. It
ignores creatures smaller than this. A
teratamorph can make one attack per
round by extruding a massive wave of
chaotic protoplasm to smash its prey,
causing terrible bludgeoning damage
and infusing the creature touched with
raw chaos.
Entropic Touch (Su): The entropic

energies that surge through the shape-
less body of a teratamorph causes hor-
rible transformations in living creatures
it comes in contact with. It is through
transforming creatures in this fashion
that the teratamorph gains sustenance.

Any creature touching or touched by a
teratamorph must make a Fortitude
saving throw (DC 29) or its body trans-
forms in some horrible way, causing
one of the following effects:

1d20 RESULT
1-10 Physical Mutation. The touch

of the ooze transforms the
victim’s anatomy in some hor-
rible way, resulting in 1d6
points of temporary damage
to Strength or Dexterity
(50% chance each).

11-16 Transformation. The victim
undergoes a painful transfor-
mation. This causes 5d12
points of subdual damage and
affects the victim as per the
polymorph self spell as if cast
by a 20th-level sorcerer. The
new form the victim is trans-
formed into should be ran-
domly determined. Rolling on
one of the random dungeon
encounters on pages 122-125
of the DUNGEON MASTER’S
Guide is a good way to deter-
mine the victim’s new form.

17-18 Tissue Annihilation. The
touch of the ooze causes
tiny portions of the victim’s
anatomy to vanish; this
causes 2d4 points of perma-
nent Constitution drain.

19 Bonding. The ooze bonds its
matter with the victim. The
victim is pulled into the ter-
atamorph’s square and held
helpless against the bulk of the
teratamorph. Each round, the
ooze does an additional
4d6+16 points of crushing
damage to the victim, who
must make additional Fortitude
saving throws each round to
avoid further effects from the
entropic touch. The victim can
escape if the ooze is slain, but
otherwise only powerful
magic such as a miracle or
wish can free a victim from
the teratamorph’s clutches. A
dispel chaos spell cast on a
bonded victim will free her, if
the dispel chaos penetrates
the teratamorph’s spell resist-
ance. The teratamorph is not
considered to be grappling
creatures it has bonded with;
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it can still threaten any
area within its reach.
A creature that dies
while bonded to a ter-
atamorph is automati-
cally absorbed by the
ooze.

20 Absorption. The crea-
ture is entirely
absorbed by the ooze
and disintegrated. An
absorbed victim leaves
behind no trace of a
body, and can be
restored to life only
with a miracle, true
resurrection, or wish
spell.

Portalwake (Su): The terata-
morph affects its surrounding
area, causing tears and rips in
reality. Each round that a crea-
ture is within 30 feet of the
teratamorph, that creature must
make a Reflex saving throw
(DC 24) or be transported to a
random point in the plane the
Chaos Spire is currently visiting.
Warp Reality (Su): The

potent chaotic energies that
surge through and out of the
teratamorph’s body can have
amazing effects on the sur-
rounding terrain. When at
rest, these energies are calm,
but once the ooze is on the
move or attacking, the ener-
gies lash out to a radius of
120 feet from the ooze. These
ripples of chaos cause the
surrounding terrain to warp
and writhe.

When the teratamorph takes an
action, creatures within 120 feet must
make a Balance check (DC 25).
Creatures that fail the Balance check
suffer a –4 circumstance penalty to
attack rolls and a -4 to Dexterity-based
skill checks until a round in which the
teratamorph takes no action, until the
creature makes a Balance check (DC
25) as a standard action, or until the
creature leaves the area. Creatures that
enter the area while warp reality is in
effect must immediately make a Balance
check (DC 25) to avoid the associated
penalties. This warping of reality affects
all creatures in the area, including crea-
tures in water or in the air.

Blindsight (Ex): The teratamorph’s
entire body is a sensory organ that can
ascertain prey by scent and vibration
within 240 feet. This is an extraordi-
nary ability.
Detect Law (Su): The teratamorph

continually detects law with its blind-
sight ability as per the spell detect law.
Immunities (Ex): A teratamorph is

immune to lightning, acid, and all spells
with the chaotic descriptor.
Dimensional Instability (Su): Each

time a teratamorph is struck with a
weapon, there is a chance that the
region struck simply doesn’t exist for

that instant. Any melee or ranged
attack directed at it has a 20% miss
chance. This miss chance cannot be
avoided with spells like true seeing or
true strike. Dimensional anchor
removes this supernatural ability from
the teratamorph, reducing the miss
chance to 0% for the duration.
Ooze: Immune to mind-influencing

effects, poison, sleep, paralysis, stun-
ning, and polymorphing. Not subject to
critical hits.
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Here is a prestige class formed in the image of the
dreadmaster, the old specialty priest of Bane. Villains
of this prestige class are particularly suited to be

either bullying, lower-ranking villains whose ambitions make
them likely to attract heroes’ attentions, or fiendishly clever,
high-ranking leader villains who sit in the heart of a spider
web of intrigue and wield the scepter of command with ruth-
less and brilliant cruelty.

DREADMASTERS
Dreadmasters are the ultimate tyrants. They seek to rule
absolutely (next to, of course, Bane himself), preferably
through terror and domination. They instill the fear of Bane
in all, but especially in those who do not give at least lip
service to his supremacy as a god.
Dreadmasters tend to accumulate followers and build

organizations—like churches or societies, or political bodies

such as kingdoms, nations, or city-states—over which they
can rule with an iron fist. They want to know everything that
is going on, overseeing every detail with what they perceive
as ruthless precision, and others perceive as an obsessive
need to control. They love to accumulate items that enhance
their personal presence to better cow others, their physical
strength to better beat the weak into submission, and their
wisdom or mental faculties to better plot the doom of their
enemies. Dreadmasters always have many enemies (both real
and imagined).
Clerics most often become dreadmasters, although

wizards, sorcerers, and monks with a passionate devotion
to Bane or to dictatorship sometimes choose this path as
well. Bards, rogues, fighters, and rangers become dread-
masters less frequently, although they are often part of
a dreadmaster’s retinue.

Bane is an evil deity that most FORGOTTEN REALMS setting Dungeon Masters and players love to hate. Probably no single
occurrence in the history of the FORGOTTEN REALMS setting has provoked as much controversy as the death of Bane, and his
return sparked another round of heated discussion. One thing no one can argue with, however, is that he made a great bad
guy, and his priests and followers make great villains for heroic player characters to oppose.

DREADMASTER

Attack Fort. Ref. Will
Level Bonus Save Save Save Special Spells Per Day
1st +0 +2 +0 +2 Dominating aura 20 feet +1 level of existing class
2nd +1 +3 +0 +3 Insidious insight +1 level of existing class
3rd +2 +3 +1 +3 Dominating aura 30 feet +1 level of existing class
4th +3 +4 +1 +4 Rodcraft +1 level of existing class
5th +3 +4 +1 +4 Dominating aura 40 feet, +1 level of existing class

favored enemy
6th +4 +5 +2 +5 Enhanced leadership +2 +1 level of existing class
7th +5 +5 +2 +5 Dominating aura 50 feet +1 level of existing class
8th +6 +6 +2 +6 Enhanced leadership +4, +1 level of existing class

fanatical loyalty
9th +6 +6 +3 +6 Dominating aura 60 feet, +1 level of existing class

special cohort
10th +7 +7 +3 +7 Enhanced leadership +6 +1 level of existing class

second special cohort

by julia martin & eric haddock • illustrated by dennis calero

CLASS REQUIREMENTS
To qualify to become a dreadmaster,
a character must fulfill all the
following criteria:

Patron Deity: Bane.
Alignment: Lawful evil.
Base Attack Bonus: +4.
Spellcasting: Ability to cast
3rd-level divine spells; clerics
who are dreadmasters must
have access to either the
Hatred or Tyranny domain.
Intimidate: 5 ranks.
Sense Motive: 4 ranks.
Feats: Leadership, Skill Focus
(Intimidate), Spell Focus
(Enchantment).
Cohort: A cohort of at
least 6th level.

HIT DIE
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CLASS FEATURES
All of the following are features of the dreadmaster
prestige class.
Weapon and Armor Proficiency: Dreadmasters are

proficient with all simple weapons, all types of armor
(light, medium, and heavy), and shields. Bane’s favored
weapon is the morningstar.
Dominating Aura: A dreadmaster is immune to fear

effects (magical or otherwise). Enemies within 20 feet of a
dreadmaster suffer a –4 morale penalty on saving throws
against fear effects. The radius of this aura increases at 3rd,
5th, 7th, and 9th level. This is a supernatural ability.
Insidious Insight: A dreadmaster has a knack for ferreting

out what others are up to so that he can more effectively
keep control. Beginning at 2nd level, dreadmasters receive a
+2 circumstance bonus to Sense Motive and Gather
Information checks. This is an extraordinary ability.
Rodcraft: Dreadmasters have an affinity for magic rods,

seeing them as an extension of the symbolism of the divine
scepter of rulership that is also exemplified in Bane’s favored
weapon, the morningstar. Beginning at 4th level, when a
dreadmaster makes a rod, the DCs for saving throws against
the powers of rods they craft are two higher than would be
for those made by a non-dreadmaster crafter. Dreadmasters
especially love to make rods of rulership, enemy detection,
and lordly might.
Favored Enemy: At 5th level, the dreadmaster selects a

type of creature or an organization as a favored enemy.
This class feature functions just like the favored enemy abil-
ity of a ranger (see page 45 of the Player’s Handbook) with
the additional FORGOTTEN REALMS setting option (page 26 of
the FORGOTTEN REALMS Campaign Setting) of selecting an

organization rather than a creature type. The dreadmaster’s
favored enemy bonus becomes +2 at 10th level.
Dreadmasters can only select one type of favored enemy;
unlike rangers, they do not gain additional favored enemies
when they increase in level.
Enhanced Leadership: Beginning at 6th level, the dread-

master receives a +2 bonus to his Leadership score. This
extraordinary ability increases to +4 at 8th level and +6 at
10th level. (He still cannot attract a cohort of greater than his
character level.) At 6th through 10th level, a dreadmaster
does not suffer the –2 cumulative Leadership penalty for
causing the death of a cohort for one cohort per each
dreadmaster level above 5th (up to a total of five dead
cohorts at 10th-level). Dreadmasters of 10th level do not suf-
fer the normal general –2 Leadership penalty for cruelty.
Fanatical Loyalty: Followers and cohorts of the dreadmas-

ter become fanatically loyal to the dreadmaster; only Bane
himself can inspire greater loyalty in them. They will not balk
at life-threatening actions or actions that would normally lie
outside their moral compunctions and normal behavior if the
dreadmaster asks them to perform such actions. Spells that
the dreadmaster has cast upon his cohorts that normally
grant a saving throw or saving throw bonus if the subject is
asked to take life-threatening actions or actions contrary to
her nature do not do so if the subject is fanatically loyal to
the dreadmaster. The dreadmaster gains this is supernatural
ability at 8th level.
Special Cohort: At 9th level, the dreadmaster attracts a

special cohort (see page 46 of the DUNGEON MASTER’S Guide)
in addition to any cohort already gained. If a leader loses this
special cohort, he can generally replace it, according to his
current Leadership score. It takes time (1d4 months) to recruit
a replacement. At 10th level, the dreadmaster attracts a
second special cohort in addition to any cohorts or special
cohorts already gained. Because of the lawful
nature of Bane, special cohorts who
are mutually inimical by type,
alignment, or nature will not
both be attracted to the
same dreadmaster.
Dungeon Masters can
use the “Example
Dreadmaster Special
Cohorts” table to
select special
cohorts gained
through this
ability, or
select cohorts
of their own
choosing or
crafting.

CLASS SKILLS
Skill Points at Each Level: 2 + Int modifier

The dreadmaster’s class skills (organized by key ability) are:

STR

DEX Ride

CON Concentration

INT Craft, Knowledge (arcana), Knowledge (geography), Knowledge
(history), Knowledge (local), Knowledge (nobility and royalty),
Knowledge (religion), Scry*, Speak Language, Spellcraft

WIS Profession, Sense Motive

CHA Bluff, Diplomacy, Gather Information, Intimidate

* Exclusive skill.

EXAMPLE DREADMASTER SPECIAL COHORTS
COHORT LEVEL

CREATURE ALIGNMENT EQUIVALENT

Doppleganger Neutral 6th

Helmed horror Neutral 13th

Gouger (beholderkin)* Neutral evil 14th

Death kiss (beholderkin)* Neutral evil 16th

Baneguard* Lawful evil 5th

Banedead Lawful evil 6th

Hell hound Lawful evil 6th

Displacer beast Lawful evil 7th

Imp Lawful evil 7th

Banelar Lawful evil 9th

* Found in Monster Compendium: Monsters of Faerûn.
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The fiend slayer is a shadowy character who has a
hatred for evil outsiders. He has learned their ways
and dedicated himself to ridding the world of them.

However, he’s no holy champion. He’s consorted with evil to
learn its weaknesses, and he has taken on fiendish aspects to
better confront his foes.
Multiclass rangers make the best fiend slayers, although

paladins who have become corrupted by the evil they fight
against also become fiend slayers. These men and women
usually work alone. Even though some have similar goals,
their methods and outlooks are very different.

CLASS FEATURES
Weapon and Armor Proficiency: Fiend slayers are profi-

cient with all simple and martial weapons, with all types of
armor, and with shields.
Spells: Beginning at 1st level, a fiend slayer gains the ability

to cast a small number of arcane spells. To cast a spell, the
fiend slayer must have a Charisma score of at least 10 + the
spell’s level, so a fiend slayer with a Charisma of 10 or lower
cannot cast these spells. Fiend slayer bonus spells are based
on Charisma, and saving throws against these spells have a
DC of 10 + spell level + Charisma modifier. When the fiend
slayer gets “0” spells of a given level, such as 0 1st-level
spells at 1st level, the fiend slayer gets only bonus spells. A
fiend slayer without a bonus spell for that level cannot yet
cast a spell of that level. The fiend slayer’s spell list appears
below; a fiend slayer has access to any spell on the list and
need not prepare those spells ahead of time. A fiend slayer
casts spells just as a sorcerer does.

Fiend Hunting: At 1st level, a fiend slayer gains a bonus
against evil outsiders due to his extensive study and training
in the proper techniques for combating them. The fiend
slayer gains a +1 bonus to Bluff, Listen, Sense Motive, Spot,
and Wilderness Lore checks when using these skills against
evil outsiders. Likewise, he gets the same bonus to weapon
damage rolls against evil outsiders. A fiend slayer also gets
the damage bonus with ranged weapons, but only against
targets within 30 feet (the fiend slayer cannot strike with
deadly accuracy beyond that range). The bonus doesn’t apply
to damage against creatures that are immune to critical hits.
Every three levels (at 3rd, 6th, and 9th), the fiend hunting
bonus increases by +1. The bonus from this extraordinary
ability stacks with a ranger’s favored enemy bonus.
Fiend Skin: By magically grafting bits of fiendish flesh to

his own body, the 1st-level fiend slayer gives himself a +1
natural armor bonus. At every three levels beyond 1st (4th,
7th, and 10th) this bonus increases by +1. This is an extraor-
dinary ability.
Detect Fiends: At will, a 2nd-level fiend slayer can detect

evil outsiders as a supernatural ability. This ability duplicates
the effects of the spell detect undead cast by a sorcerer
of the fiend slayer’s class level, except that evil outsiders
are detected.
See in Darkness: At will, a 2nd-level fiend slayer can see

in magical and non-magical darkness as a supernatural abil-
ity, up to a range of 30 feet.
Smite Fiends: Once a day, a fiend slayer of 4th level or

higher can attempt to smite evil outsiders with one normal
melee attack. He adds his Wisdom bonus to his attack roll

Waiting for the darkness, the hunter prepares himself. His quarry is no simple beast, nor even a person. His prey is that
which stalks humanity from the shadows, slipping into our world through dark portals to tempt, corrupt, and destroy. His
prey is a fiend itself—a devil, a demon, or something else from a nether realm beyond the normal ken.

FIEND SLAYER

Attack Fort. Ref. Will SPELLS PER DAY
Level Bonus Save Save Save Special 1 2 3 4
1 +1 +2 +0 +0 Fiend hunting +1, 0 — — —

Fiend skin +1
2 +2 +3 +0 +0 Detect fiends, 1 — — —

see in darkness
3 +3 +3 +1 +1 Fiend hunting +2 1 0 — —
4 +4 +4 +1 +1 Smite fiends, fiend skin +2 1 1 — —
5 +5 +4 +1 +1 Spurn fiend’s touch 1 1 0 —
6 +6 +5 +2 +2 Fiend hunting +3 1 1 1 —
7 +7 +5 +2 +2 Clutches of vengeance, 2 1 1 0

fiend skin +3
8 +8 +6 +2 +2 Fiendbane shout 2 1 1 1
9 +9 +6 +3 +3 Fiend hunting +4 2 2 1 1
10 +10 +7 +3 +3 Neutralize evil, fiend skin +4 2 2 2 1

by Monte Cook • illustrated by mark zug
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CLASS REQUIREMENTS
To qualify to become a fiend
slayer, a character must fulfill all
the following criteria:

Alignment: Any non-evil,
non-good.
Base Attack: +4.
Knowledge (arcana): 5 ranks.
Knowledge (the planes): 2 ranks.
Favored Enemy: Any evil
outsider type (devil, demon,
and so on).
Special: Must be able to cast
protection from evil.
Special: Ex-paladins can forgo
the favored enemy and the pro-
tection from evil requirement if
they are willing to instantly lose
one level of ex-paladin. For
example, a 6th-level ex-paladin
who has the right number of skill
ranks in Knowledge (arcana) and
Knowledge (the planes) can take
a level of fiend slayer but he will
be a 5th level ex-paladin/1st
level fiend slayer. An ex-paladin
who decides to make this level
switch need not gain a new level
to facilitate the change; once the
decision to take the level of fiend
slayer is made, it happens.

CLASS SKILLS
Skill Points at Each Level: 4 + Int modifier

The fiend slayer’s class skills (organized by key ability) are:

CHA

Bluff

INT

Knowledge
(religion)

Knowledge
(arcana)

Knowledge
(the planes)

WIS

Heal
Intuit

Direction
Profession
Search
Sense
Motive
Spot

Wilderness
Lore

CON

Concen-
tration

DEX

Hide
Move
Silently

STR

Climb
Jump

FIEND SLAYER SPELL LIST
1st level
detect evil
endure elements
magic weapon
protection from evil
remove fear
summon monster I

2nd Level
bull’s strength
cat’s grace
endurance
resist elements
see invisibility
summon monster II

3rd Level
dispel magic
magic vestment
protection from elements
searing light
summon monster III

4th Level
banishment
freedom of movement
greater magic weapon
summon monster IV

and inflicts 2 extra points of damage
per class level; for example, an 8th-
level fiend slayer armed with a
longsword would inflict 1d8+16 points
of damage, plus 3 points of damage
for fiend hunting, plus any additional
bonuses for high Strength or magical
effects that normally apply. If the
fiend slayer accidentally smites a
creature that is not an evil outsider,
the smite has no effect but it is still
used up for that day. Smite fiends is
a supernatural ability.
Spurn Fiend’s Touch: A 5th-level

fiend slayer applies his Wisdom bonus
as an additional bonus to all saving
throws against effects and spells used
by evil outsiders. Thus, a fiend slayer
adds double his Wisdom bonus to

Will saving throws. This is a supernatu-
ral ability.
Clutches of Vengeance: Once per

day, a 7th-level fiend slayer can negate
a single evil outsider’s SR and damage
reduction for 1 round per level with a
successful melee touch attack against
the target. This is a supernatural ability.
Fiendbane Shout: The 8th-level fiend

slayer can, once per day as a supernat-
ural ability, loose a shout that stuns all
evil outsiders within 50 feet for 1 round
(Fort save DC 10 + fiend slayer’s
Charisma bonus + fiend slayer class
levels) as a move-equivalent action.

Neutralize Evil: Upon reaching
10th level, a fiend slayer can use the
following spell-like ability once per day.
After a successful melee touch attack,

the fiend slayer can prevent an evil
outsider from using any supernatural
or spell-like abilities, spells, or magic
items for 24 hours. The decision to use
neutralize evil must be made before the
touch attack is made. If the fiend slayer
accidentally uses the ability on a crea-
ture that is not an evil outsider or
misses the touch attack, neutralize evil
has no effect but is still used up for
that day. There is no save against
this ability, and spell resistance does
not apply.
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Before the Empire of Ravilla (see
DRAGON #285), humans lived in
scattered tribes across Western

Oerik. When elves began their con-
quest, they pushed the tribes before
them. Each time the tribes resettled,
the elven boot kicked them still farther
from their homeland. With their num-
bers dwindling every year due to
hardship, disease, and war, the tribes
faced extinction.
The leader of the Strongbow tribe

was a warrior named Almira. She
argued that the tribes must travel far
beyond the elven reach to establish a
new home. All but three of the tribes
followed Almira on a grueling march. In
531 they reached the coast, off which
scouts had spied a massive island. This
island had ample resources, natural
defenses, and a remote location. There
was only one snag: It was overrun
with kobolds.
While other tribal leaders despaired,

Almira was pleased. Her people had
been running for years, but now they
would enter their homeland not as
refugees, but as conquerors. Almira
dubbed the island Thalos, the ancient
word for “fortress,” and rallied her
people for one last push. Under her
leadership, the tribes spent six months
resting, training, and building a fleet
of barges to carry them to the island.
The kobolds were not expecting an

attack, and they fled from the invading
humans. The disorganized kobolds fell
by the thousands, and within four
years, the island was under human

control. By 541 the war was over.
The surviving kobolds fled under-
ground, escaping the humans through
inaccessible tunnels. With the kobolds
defeated and contained, Almira claimed
victory. The Scouring of Thalos had
the effect she had desired, and her
people were now confident and unified.

A New Nation
Crowning Almira was only a formality,
for no one dared to stand against the
savior of humanity. By this time there
were only ten tribes left, and Almira
divided the land equally among them.
She also established the regents, an
advisory body with two representatives
per tribe. They were responsible for
enacting the Queen’s orders, the most
important of which was establishing an
army and navy. Despite their victories,
Almira knew it was only a matter of
time before the elven legions arrived.
Battle began in 550, when hundreds

of elven ships met the small human
navy, which was led by the aasimar
Furiel. The humans knew they stood no
chance against the navy of Ravilla, but
they also knew that every ship sunk
increased the chances of a land victory.
As they sailed to their deaths, the
marines shouted out a war cry that
has since rung out on a thousand
battlefields: “For Almira and the
Shield Mother!”
Magic blew ships apart, clouds of

arrows filled the air, and boarding
parties made decks run red with blood.
Furiel, in her wrath, called down pillars

of fire until a hail of elven arrows
nailed her to the mast. After three
hours of fighting, the forces of Ravilla
were ready to land on Thalos, where
Almira awaited with a mighty host.
The ensuing battle lasted for three

days. Wave after wave of elven ships
disgorged thousands of veteran sol-
diers. Ravilla’s armies, however, had
grown used to walking over their
opposition, and they were not ready
for such determined resistance. Human
soldiers matched the elves, arrow for
arrow and blade for blade. Each time
the elves established a beachhead, the
humans hurled them back into the sea.
Almira led her troops personally, and
the Battle of the Bloody Tide was her
finest hour. The human losses were
grievous, but the elves never again
attempted an invasion of Thalos.

Thalos Grows Strong
Fifty years of peace followed, and
Thalos thrived. Cities grew, trade flour-
ished, and the population boomed.
When Queen Almira died peacefully in
575, her eldest daughter succeeded
her, establishing a dynasty that has
continued to the present day.
The Thalish were not the only ones

growing in numbers, however. In 602,
tens of thousands of kobolds boiled
up from the underground to take
vengeance. The surprised human army
was initially slow to react. Farms were
burned, towns were razed, and stores
were destroyed by the rampaging
kobolds. It was the church of the Shield
Mother that reacted first. Its clerics
organized local militias to fight back,
buying the army time. Once the military
was organized, the kobolds could do
little to save themselves. Again they
were hounded back to their warrens
with great slaughter.
Queen Almira II was not satisfied with

her victory. She knew that the kobolds

by Chris Pramas

The Armies of Thalos

THE SHIELD MOTHER
The tutelary goddess of Thalos is Stern Alia, more commonly known in the Sundered Empire as the
Shield Mother. She is also called the Mother of War because of her three sons: Heironeous the good
God of Valor, Hextor the evil God of Tyranny, and Stratis the neutral God of War. Her powerful
church in Thalos works hand in hand with the queen. At the moment, paladins of the Shield Mother
are on a quest to recover the Shield of Stratis. This artifact was a gift from the Shield Mother to her
son and bears her likeness. The church would give anything to win this most holy of relics.
While the Shield Mother herself is lawful neutral, her church in Thalos tends toward good. Her

symbol is a shield, and her favored weapon is the longsword. Her domains are Law, Protection, and War.

The Armies of Thalos
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would return again and again unless
their warrens were rooted out. She
offered the gnomes of the continent
gold and any underground areas
they conquered in her name in
return for their aid. A whole human
generation passed, only vaguely
aware that a war raged beneath
their feet. By the time Queen Almira
III was crowned, the gnomes had
won the war. The kobolds would
never bother the humans again,
and Thalos had found strong allies.

Thalos Today
Four hundred years later, Thalos has
become a mighty nation. It controls
the seas, its gnome population
safeguards an impregnable under-
ground armory, and its paladins lead
a mighty army. Almira XXI is an
inspirational leader like her ancestor.
In the wake of the death of Stratis,
Almira declared a great crusade. She
has inspired her people with visions
of conquering their ancient home-
lands, and her armies now march
on the continent they once fled.

HAMMERER
Medium-Size Construct
Hit Dice: 5d10 (27 hp)
Initiative: +0
Speed: 20
AC: 21 (+11 natural)
Attacks: Hammer-arm +10 melee,
pincer-arm +5 melee

Damage: Hammer-arm 1d8+7,
pincer-arm 1d6+7

Face/Reach:
5 ft. by 5 ft./5 ft.

Special Attacks:
Improved grab

Special Qualities:
Construct, unreliable

Saves: Fort +1, Ref +1, Will +0
Abilities: Str 24, Dex 10, Con —,
Int —, Wis 8, Cha 4

Skills: None
Feats: None

Climate/Terrain: Any land and underground
Organization: Solitary or team (2-5)
Challenge Rating: 3
Treasure: None
Alignment: Always neutral
Advancement: 6-8 HD (Medium-size),
9-15 HD (Large)

The gnomes of Thalos create most of the armies’ weapons and armor. In their vast under-
ground workshops, gnome engineers continually tinker with new creations. Such experimenta-
tion led to the invention of a series of war machines, and the hammerer is one of the smallest.
Although superficially similar to a golem, the hammerer is quite different. It is built with
clockwork parts and animated with powerful magic. While the consciousness of the hammerer
sometimes has trouble interacting with the physical world, the hammerer can be devastating
on the battlefield.

COMBAT
The hammerer is not built for fancy tactical maneuvers. Thalish commanders point them at
the enemy and let them go. The powerful hammer-arm that gives them their name is a nasty
piece of business and their favored attack mode. The pincer-arm is used only in special
circumstances when capturing enemies is required.
Construct: Immune to mind-influencing effects, poisons, disease, and similar effects.

Not subject to critical hits, subdual damage, ability damage, energy drain, or death from
massive damage.
Improved Grab (Ex): Pincer-arm only.
Unreliable (Ex): The consciousness of the hammer is only quasi-real, similar to creations

like the simulacrum. The hammerer is thus sometimes slow to react to the changing environ-
ment around it. Each round a hammerer attempts to act, roll a d20. On an 11+ it acts normally.
Otherwise, it takes no action.
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Caring for Charisma
This letter is in response to Douglas
McLeod’s “Eye of the Beholder” in
issue #285. While I always considered
Charisma a nearly useless ability in 1st
and 2nd Edition, I was not hoping for
its disappearance in the new edition so
much as its relegation to the realm of
“ability scores that matter.” This hope
was partially fulfilled in that Charisma
was made the basis for turning checks,
several useful skills, arcane spellcasting,
and many paladin abilities. However,
even in the new edition, not all abilities
are created equal. This is made per-
fectly clear on page 19 of the Player’s
Handbook, where one discovers in the
half-orc description that -2 penalties
to both Intelligence and Charisma are
considered a fair trade-off for a +2
to Strength.

And as Mr. McLeod points out,
even the creators of the system seem
not to have been overly concerned
with the new role of Charisma, given
the racial penalties for dwarves and
half-orcs. The assignment of these
penalties seems to have stemmed
from a predisposition to conceive of
dwarves and half-orcs as being gruff
and unattractive. That such notions
should result in these races being
inferior spellcasters is ludicrous. Since
I like the idea that Charisma reflects
the self-confidence and willpower of
an individual, I have rationalized these
penalties in my own campaign by posit-
ing that dwarves and half-orcs might,
by virtue of their clan- and tribe-
oriented cultures, have a lesser sense
of self-importance and individuality
than members of other races. This
rationalization, however, results mostly
from a tolerance on my part for what

I view as a necessary, if aesthetically
unattractive, balancing factor.

In the end, I have come to the
opinion that Charisma is really what
you make of it. Abilities like Strength
and Dexterity figure prominently in the
game because they relate directly to
combat. Few DMs I know would simply
let a character hit an enemy without
making an attack roll. However, I think
there is a greater temptation to allow
PCs to make their way through diplo-
matic encounters without rolling. If
the character gives the palace guard
a good reason to let her through the
gate, many DMs will leave it at that.
Doing so, however, undermines the
importance of the Charisma ability.

In my games, I am constantly asking
my players for Diplomacy, Bluff, and
Gather Information checks, because

doing so places a real value on the
characters’ Charisma scores. Resolving
dialogues with skill checks does not
equate to the degeneration of roleplay-
ing skills, either; how well the players
roleplay through conversations can
determine what circumstance bonus
(or penalty) they receive. Similarly,
circumstance bonuses can be used to
account for the impression/intimidation
factor in play between the 10th-level
half-orc and the 1st-level anybody Mr.
McLeod cites.

As to whether a character’s
Charisma increases to reflect her
personal growth, that is entirely up
to the player. Characters get ability
increases every four levels; make
Charisma-based checks a regular part
of your game, and players might begin
to find reasons to put those extra
points into Charisma.

Jeffrey Ludwig • Orinda, CA

Toothy Wizards
I have been reading DRAGON for years,
and I have never felt the need to write
in response to somebody else’s letter.
Robert Kloeckner’s letter, “Wussy
Wizards” in issue #284, is so short-
sighted that it compelled me to write
a response. He believes that wizards
have had their teeth pulled in the new
edition and thinks their power should
be pumped to compensate.

Mr. Kloeckner is certainly entitled
to his opinion. Based on the single
comparison he makes, wizards do not
stack up to fighters of equivalent level.
The problem is that he has failed to
take several other factors into account.

Spell selection is an important
consideration. At 6th level, for instance,
a wizard can cast fireball for 6-36
points of damage, or he can cast
summon monster III and bring a
thoqqua into the battle for six rounds
(with a maximum damage potential of
126 points). Looking at the rest of the
spell list available at sixth level, it is
easy to identify spells that are useful
outside of combat situations.

Not only that, but by taking the
Scribe Scroll feat, a wizard can
increase the number of spells he has
available—limited only by the resources
he has in gold and experience. For a
1st-level caster, a shocking grasp spell
costs 13 gold and 1 experience point.
Potentially, the wizard could have an
extensive library of scrolls on hand,
allowing even greater flexibility in
available spells.

Because of their high Intelligence,
wizards gain many more skill points
than the average fighter, and they have
a wider variety of class skills. This
makes them more useful in situations
outside of combat. When that ancient
inscription needs to be translated, who
is going to succeed?

These are but three points Mr.
Kloeckner fails to take into account.
A fighter excels at dealing out damage,
but that is just about it. A wizard, on
the other hand, has the potential to
shine in many more situations.

Josh Harrison • Bangor, ME

In the end, I have come to the opinion that

Charisma is really what you
make of it.

SEND EMAIL TO:
forum@wizards.com
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“Forum” c/o DRAGON Magazine • 1801 Lind Ave. S.W. • Renton, WA 98055
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If It ain’t Broke . . .
While Jeff Wilder’s well-conceived
letter, “Repairing the Ranger” in issue
#285 expressed concern for class
balance and the key failings of the
ranger class, his presupposition belies
the greater problem within the D&D
game: Players often regard the value
of a character directly in proportion
to the amount of damage that she can
deal, spells she can cast, and so on.
Yet, over time, the uber-character
often loses its unique qualities, and
the fond memories of her exploits
blur with those of a myriad of similar
characters. The characters that stand
out are the ones that are weak, feeble,
and ultimately able to overcome those
adverse conditions.

I think the key reason why veteran
gamers feel that the ranger class was
slighted in the new edition is because
of the previous examples in the older
editions. In 1st Edition, the ranger was
so coveted the Player’s Handbook actu-
ally limited the number of rangers that
could work together! These 1st-Edition
rangers were given an extra HD at
first level, access to magic-user spells
(such as magic missile), and plenty of
super-cool followers. In 2nd Edition,
having a chance to Move Silently and
Hide in Shadows undermined the need
for a thief to be a scout and elevated
the ranger class above most, if not all
others, while clearly opening the door
to the abuse of multiple attacks. The
ranger class in the new edition is bal-
anced, where as in previous editions
this class stood as the paradigmatic
example of the aforementioned
“uber-character.”
Robert J. Schwalb • Murfreesboro, TN

False Sensory Input
In issue #281, Mike Briggs wrote a let-
ter detailing how he was displeased with
what he had seen of the new psionics
and would therefore use his own rules.
Normally, I would say that it was his
choice and more power to him. Then,
I noticed that the magazine had been
published just before the Psionics
Handbook came out. In fact, Mr.
Briggs even stated that, “I, like many,
have been tracking what little is known
from various websites, and I don’t
like what I see.”

Like Mr. Briggs, I kept a watch on
these sites. Some things I liked, some
things I didn’t, but I held off judgment

until I had seen the finished product,
which thankfully surpassed my expecta-
tions. I find it unfortunate that many
people look at a list of powers, or
a hint at how mechanics work, then
decide that the system isn’t worth their
while. That’s like seeing a person’s
elbow and left knee, and then deciding
whether that person is worth getting
to know.

I am curious as to whether Mr.
Briggs has seen a complete copy
of the rules now, and what he thinks
about them.

Mark Jackman
Corner Brook, Newfoundland • Canada

I am writing about Saint Cuthbert
in the D&D game system.

Saint Cuthbert was the Bishop
of Lindesfarn in England in the 5th
century. He was known for his good
deeds: feeding the hungry, clothing
the naked, teaching the ignorant, and
serving his flock selflessly. In short
St. Cuthbert was a good man, much
like Mother Theresa was in her day
and age.

Making Saint Cuthbert a lawful
neutral god of retribution does not,
I think, fit his commitment to forgive,
which he did on several occasions.
As Bede’s The Life and Miracles of St.
Cuthbert, Bishop of Lindesfarne says,
“. . . he was gentle in the spirit of
mildness to forgive the penitent, so
that he would often shed tears over
those who confessed their sins, pitying
their weaknesses . . .”

I understand that you need a lawful
neutral god to fit into your mythos,
but I think clearing the air about the
real Saint Cuthbert was needed. Based
on how he lived his life, I believe he
deserves the alignment of lawful good.
This would reflect more realistically his
dedication to his fellow man’s welfare.

I commend you, though, for keeping
evil clerics out of his religion. This, at
least, was more reflective of this good,
holy man.

Anthony Gabriel • Scarsdale, NY



       

       

Time for a bit of family care,MonsterManual-style.What creature is
an anagram of a wordmeaning “of a father,” another wordmeaning
“of amother or father,” and yet another wordmeaning “a type of care

for an expectantmother?”

M I NN DD B L A S T

You can find the solution to thisMIND BLAST on page 94
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Your wizardly master has sent you to the magic shop to pick up
sixteen magical items. At first glance, the list appears to be composed of
magical weapons. But your master informs you that none of the items
are generally categorized as weapons. Filling in the blanks, can you
identify what they are?

27
no.

by Mike Selinker

D Y M R A K D D A E R D E D A K C O T S
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by Rick Moscatello

Age of Wonders is a sprawling,
boardgame-like computer amusement
in the finest tradition. The campaign
game pits the forces of good against
those of evil (hey, that is the finest
tradition!) in an epic battle of a
dozen races, each with a host of
special units.

New Magic Items33
321Portable Boulder

One of the more bizarre weapons on
the battlefields of Age of Wonders is
the so-called “boulder sling.” Although
it appears to be a regular sling, the
stones increase to boulder size on
impact, dealing far more damage than
would normally be possible. Careful
examination of the item reveals that
the sling is quite ordinary, and it is
the ammunition that is magical.

Portable boulders appear to be small
rocks, ideal for use in a sling. When
hurled from a sling, the rock keeps its
momentum while at the same time
expanding into a boulder weighing
roughly 50 pounds (Small object). Upon
striking a target, portable boulders
cause 2d8 damage plus the sling user’s
Strength modifier.

Caster Level: 5th
Prerequisites: Craft Magic Arms
and Armor, enlarge
Market Price: 257 gp
Cost to Create: 132 gp + 10 XP

Chicken Shield

Yes, this shield is boldly emblazoned
with the image of a plump hen, flutter-
ing fearfully. For a warrior that doesn’t
mind sacrificing a bit of pride, the
chicken shield is valuable.

The wings of the chicken on this
+2 large steel shield animate and flap
during melee combat allowing the shield
to grant its wearer an additional +2
deflection bonus to AC. Also, In a fall
of 30 feet or less, the the fluttering
wings slow the wearer’s fall (as per
feather fall). Falls of greater distance
are reduced by 30 feet when determin-
ing falling damage. The shield must be
worn to gain any benefit.

Caster Level: 5th
Prerequisites: Craft Magic Arms
and Armor, feather fall
Market Price: 16,170 gp
Cost to Create: 8,085 gp + 800 XP.

Boots of Shrouding Darkness

Reconnaissance is an important part
of mass warfare, and Age of Wonders
provides one of the most interesting
items to foil the enemy’s attempts to
gain information. A version of the item
can be of great value to D&D heroes.

These boots protect their wearer
from scrying and divinations just as a
nondetection spell does. If a divination
is attempted against the wearer, the
caster of the divination must succeed
at a caster level check (1d20 + caster
level) against a DC of 19. The wearer
also leaves no trail in natural surround-
ings and cannot be tracked.
In addition, as a standard action,

the wearer can use the boots to shroud
herself in darkness as per the spell cast
by an 8th-level caster centered on the
boots. The wearer of the boots can see
in this darkness normally. If the boots
are removed, the darkness ends. This
ability is usable 3 times a day.

Caster Level: 8th
Prerequisites: Craft Wondrous Item,
darkness
Market Price: 82,000 gp
Cost to Create: 41,000 gp + 3,280 XP

AnswertoMindBlast:PLANETAR(PATERNAL,PARENTALandPRENATAL).



       

       

96 september 2001

This month the Sage begins with an
extended look at the fine art of
adjudicating the beginning of an
encounter and concludes with an
examination of combat and grappling.

What is the base DC for a Spot or
Listen check? The Player’s Handbook
seems to say that the base DC is 5
for Spot checks, whereas the DUNGEON

MASTER’s Guide states it is a base of
20. Likewise, Listen checks seem to
have a base DC of 5 in some places
and more in others.
As with any skill, the DC for Spot

or Listen depends on the situation, and
that’s why you see so many different
DCs listed.
Usually, a Spot or Listen check

requires an opposed roll. In the case
of Spot, the user’s Spot check is
opposed by a Hide check from the
creature trying to avoid notice. Listen
works the same way, except that
Move Silently is the opposing skill.

An opposed check has no base DC,
the opposing check result sets the DC
(see Opposed Checks on page 60 of
the Player’s Handbook for details).
Sometimes, the prevailing conditions
will affect the DC of an opposed check.
For example, distance affects most
Spot and Listen checks; you increase
the DC by +1 for every 10 feet of
distance between the Spot or Listen
user and the creature trying to avoid
notice (but see the next question).

I am having trouble adjudicating
surprise and awareness in my adven-
tures. Do you use both Spot and Listen
checks to determine awareness of
opponents, or just one? If it’s the
latter, when do you determine which
is to be used? Obviously, factors such
as distance, visibility, obstacles, light

sources, and sight type will affect
difficulty for a Spot check, and the
higher a player (or monster) rolls, the
farther away she should notice activity,
but this seems to be accounted for
with a purely random roll for distance
between the two parties instead. Is this
correct? If so, why?
Before you can decide who’s

aware of whom at the beginning
of an encounter, you must determine
the initial encounter distance between
the two groups using the system
presented on pages 59-60 in the
DUNGEON MASTER’s Guide. The distance
between the two when the encounter
begins is mostly a function of terrain
and visibility.
When PCs adventure outdoors, a

random roll is necessary to determine
initial encounter distance because
outdoor encounters tend to include
variables that DMs can’t account for,
such as the answers to these questions:
Was anyone looking in exactly the right

place during the split second that the
orcs were visible through the trees?
Exactly when are the characters look-
ing around them for danger, and when
are they watching the ground three
feet ahead to keep from tripping and
falling flat on their faces? Is there a
nice, flat open space to look across
right here? Or is there a bush or a
small rise that’s blocking sight? (Most
DMs don’t plot every dip, rise, tree,
or bush on their outdoor maps.)
Table 3—1 in the DUNGEON MASTER’s

Guide shows how to determine initial
encounter distance randomly in various
kinds of terrain.
Once you determine the distance

between two groups outdoors, make
Spot checks for each group using the
modifiers shown on Table 3—2 in the
DUNGEON MASTER’s Guide to determine

whether the two groups see each other.
There is no distance modifier to this
Spot check. As noted in the DUNGEON

MASTER’s Guide, anyone who succeeds
sees the other creature or group.
Anyone who fails the check remains
unaware of the other group until the
distance between them is reduced to
half the distance originally rolled. For
example, a party of four adventurers
emerges from a forest into a sunlit
glade where eight trolls are finishing a
meal. As the DM, you decide to treat
the glade as a grassland, so you roll
6d6 × 10 feet to determine how close
the party gets before anyone has a
chance to see the other party. You get
a result of 420 feet (an average roll).
When the party comes within 420 feet
of the trolls, you secretly make Spot
checks for each party member and
for each troll.
The Spot DC for the party is 24,

which you derive as follows: 20 (the
starting DC for a Spot check in this
particular circumstance), –4 for the
trolls’ size, +5 for contrast (you decide
the trolls blend into the background
fairly well), +5 for stillness (the trolls
aren’t moving), and –2 because there
are 6 or more trolls.
The trolls’ Spot DC is 20 (base),

+0 for size, –5 for contrast (all the
party’s armor and weapons stand out
pretty well in the sunlit glade), for a
total DC of 15.
If nobody in either group makes a

successful Spot check, both groups
automatically see each other at a
distance of 210 feet, and the encounter
begins at that distance with both
groups mutually aware (see page 61
in the DUNGEON MASTER’s Guide). If
only one group sees the other, the
group that made the successful check
is aware of the other and can act
while the other remains unaware
until circumstances make them aware.
Let’s assume the PCs fail to spot the

trolls, but the trolls spot the PCs (a
fairly likely occurrence). If the trolls
merely advance on the PCs, the PCs
see the trolls at a distance of 210 feet,
and you roll for initiative. If the trolls
have ranged weapons, they might

SEND EMAIL TO:

thesage@wizards.com
SEND SNAILMAIL TO:
“Sage Advice” c/o DRAGON Magazine • 1801 Lind Ave. S.W. • Renton, WA 98055

Do you use both Spot and Listen checks

to determine awareness to
opponents, or just one?
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decide to open fire on the party. If
so, they surprise the PCs provided they
don’t come within 210 feet before firing.
If the trolls have no ranged weapons

but show a little cunning, they might
decide to lie in wait for the PCs. Let’s
assume the trolls creep forward and
crawl into a thicket of bushes, where
they hope to hide until the PCs come
into charging range.
Although the PCs don’t know it, the

encounter has begun. To determine
whether the trolls gain surprise, I
recommend allowing the group Spot
checks at a distance of 210 feet (half
the original encounter distance), again
at 105 feet (half the previous distance),
and a final check at 30 feet (just before
the trolls charge). Resolve the checks
as normal Spot checks, opposed by the
trolls’ Hide checks and modified for
distance. Do not use the procedure for
initial encounter distance again because
the encounter has already begun.
For the troll’s Hide checks, allow

them a +2 for having plenty of time to
hide well and another +5 as an ad hoc
circumstance bonus for hiding in the
thicket (in this case, the same bonus
they got for contrast when determining
encounter distance). Allow the trolls to
take 10 on their Hide checks (because
they’re hiding carefully and because
that will make things easier).
The DC for the PCs’ Spot checks is

10 (the trolls are taking 10), +2 for the
trolls’ Dexterity scores of 14 (using
the troll statistics from the Monster
Manual), –4 because trolls are Large
(see the Hide skill description in the
Player’s Handbook), and +7 for the
trolls’ circumstance bonuses for a total
DC of 15. At a range of 210 feet, the
Spot DC for the PCs is 36 (15 + 21 for
distance), the DC falls to 25 at 105
feet and to 18 at 30 feet
If the PCs get lucky and see the

trolls at a distance of 210 or 105 feet,
you can assume that the trolls’ ploy
fails and they do not surprise the
group. There’s not much point in
running a surprise round when that
much distance separates the groups
(especially when the group that is
aware is merely hiding and waiting for
the other group to come closer), so
just start the encounter as though the
two groups are mutually aware of each
other. If the PCs come within 30 feet
before seeing the trolls, some or all of
the PCs might be surprised, depending
on the results of the Spot checks they

make when they get within 30 feet. Run
a surprise round as explained on page
61 of the DUNGEON MASTER’s Guide.
You could allow the PCs Listen

checks to notice the trolls, but since
they’re standing still, they aren’t making
too much noise, and the listen DC
would be 30 (the same as for hearing
a creature that is motionless and
invisible—see page 78 of the DUNGEON

MASTER’s Guide). In such a case, use
only the skill that allows the best
chance of success, not both.
When you’re running an adventure

in a dungeon or inside a building, you
don’t need to make a random roll to
determine encounter distance because
you can look at your map and tell
whether a creature’s line of sight is
blocked. In such cases, Listen checks
are often better than Spot checks
for determining awareness. In general,
if the initial encounter distance is
limited by illumination or line of sight,
consider using Listen checks to
determine awareness.
Let’s assume our example party of

four characters meets those eight trolls
underground. The trolls are resting in
a doorless room at the end of a

50-foot passage that ends in a right-
angle turn, and from there the passage
runs 40 feet to another turn. Under
most circumstances, the trolls and the
PCs will see each other at a range of
50 feet when the PCs round the cor-
ner. If one group is being particularly
quiet or particularly noisy, however, a
Listen check might be in order.
Let’s say the trolls are busy playing

knucklebones. When the party rounds
the first turn, they might hear the
trolls. The base Listen DC for hearing
creatures talking is 0, modified for
distance (in this case 90 feet) for a
Listen DC of 9. Assuming that the party
hears the trolls, the encounter begins
(though the trolls don’t know that), and
the PCs can try to sneak up to the
corner and possibly surprise the trolls.
To do so, the PCs must make Move
Silently checks, adjusted for their
movement and armor (as noted in the
Move Silently skill description), and the
trolls make Listen checks based on the
worst Move Silently result among the
PCs, adjusted for distance (in this case,
50 feet, which is as close as the PCs
can come without being seen).
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I am somewhat confused about how
hiding works. In the DUNGEON MASTER’s
Guide, on page 60, it shows how to
determine who spots whom at the
beginning of any encounter. But in the
Hide skill description in the Player’s
Handbook, it gives a range penalty of
–1 per 10 feet. This does not seem to
be used in the DUNGEON MASTER’s
Guide. How does this work?
If someone is trying to Hide from

someone else, the creature trying to
remain unseen makes a Hide check
opposed by the other creature’s Spot
check, which is subject to a penalty of
–1 for each 10 feet of distance.
The material to which you refer

is not an example of hiding, however.
Rather, it refers to the effects of

keeping a low profile when determining
the initial distance for an encounter
(which is not the same thing as hiding).
If the PCs in the previous question’s

example were attempting to use their
Hide skills, their overland movement
rate would be reduced by half, and
their own Spot checks to notice other
creatures would suffer a –2 penalty
(all this is explained under Hiding and
Spotting on page 60 of the DUNGEON

MASTER’s Guide), making their Spot
DC for seeing the trolls 22.
The trolls in the previous example

would have a harder time seeing the
PCs. Exactly how much harder depends
on whatever Hide modifiers the PCs
might have. In this case, use the worst
Hide modifier in the group. Let’s say
the worst hider in the PC party has
a Hide modifier of 0. That makes the
trolls’ Spot DC 25 (the starting value
when the group you’re spotting is
hiding), +0 for size, +0 for the party’s
worst Hide modifier, +0 for contrast
(in the previous example, there was a
–5 modifier for contrast due to the PCs’
armor and equipment; in this case, the
effects of armor are already taken into
account in the party’s Hide modifier),
for a total DC of 25.
The effects of successful or failed

Spot rolls would be exactly as noted
in the previous answer.

How come there isn’t any information
in the rules about the rate of fire for
a ranged weapon?
Because there is no such thing as

“rate of fire” in the game.
Your base attack bonus determines

how many times you can attack in a
round with any weapon. Note that you
must use the full attack action to attack
more than once. Certain weapons, such
as crossbows, require actions to reload,
so you can’t use the full-attack action
with them. Bows and slings don’t
require an action to reload.
All thrown weapons require a move-

equivalent action to draw, so you can
throw only one a round (although you
can get around this restriction with
the Quick Draw feat).

Can a creature with two natural
weapons, say two claws, make two
grapple attempts in a single round?
Could a character using the rules for
fighting with two weapons pull off the
same trick? Exactly how many grapple
checks can you make each round?
You can make one grapple check

for every attack your base attack
bonus normally allows. The number
of weapons you use doesn’t affect
the number of grapple checks you can
make. For example, a dire ape, an ani-
mal with 5 hit dice, has a base attack
bonus of +3, so it can make only one
grapple check each round despite its
three natural weapons. Note that when
you opt to deal damage with a grapple,
you deal subdual damage according to
your size, not your natural weapon. For
example, a dire ape (a large creature)
deals 1d4 points of subdual damage
with a successful grapple attack, plus
its Strength bonus of +6. Note that
creatures with the improved grab
special attack can use their natural
weapons in a grapple. Note also that
monk characters deal their unarmed
strike damage with successful grapple
checks. Monks and creatures with
improved grab are formidable grapplers.
The normal grappling rules assume

that the attacker uses pretty much her
whole body in the attack. (When you
grapple, you wrap your arms and

maybe your legs around the foe.)
You can grapple while using a shield,
but the shield’s armor check penalty
applies to your grapple check.
If the creature has the improved

grab special attack, it can opt to use
only one appendage to make a grapple
attack, but it suffers a –20 penalty to
its grapple checks if it does so. (“Sage
Advice” examined the –20 option in
issue #283.) A character also could
use the –20 option, but as you point
out, the character would also have to
use the two-weapon fighting rules. See
table 8—2 in the Player’s Handbook,
and remember that a character’s own
hands are considered light weapons.
The two-weapon fighting penalties

apply to both grab attempts and any
grapple checks that occur after suc-
cessful grabs. The –20 penalty applies
only to grapple checks. For example,
a character who has both the Two-
Weapon Fighting and Ambidexterity
feats would suffer a –2 penalty to
each grab attempt and a –22 penalty
to any grapple check she makes after
a successful grab.
On her turn, the character can stop

making separate grapple checks with
each hand and instead use both hands
on one opponent; if the character does
so, neither the two-weapon penalties
nor the –20 apply to grapple checks
she makes that turn.

When grappling, is it possible to just
pick up your opponent and carry him
away? Do you always have to move
into your opponent’s space when
grappling? Can you pull your opponent
into your space instead?
There’s no rule covering moving

your opponent during grappling, but
it seems like a reasonable thing to try.
Here’s what I recommend:
Treat moving your opponent as

another option you can use while
you’re grappling. If you choose this
option, you must win an opposed
grapple check to move your opponent.
If you win the opposed check, you still
have to be strong enough to drag the
opponent’s weight to move, and you
move as though encumbered with a
heavy load. For example, a human
fighter has a Strength score of 17, and
this character grapples an elf wizard
who weighs 110 pounds and carries 18
pounds of equipment. The fighter can
drag more than 1,000 pounds (see Table
9—1 in the Player’s Handbook and the

Can a creature with two weapons...

make two grapple attempts
in a single round?
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accompanying text), so he can easily
drag the wizard. When you’re moving
an opponent in this fashion you’re
assumed to be holding onto your foe
tightly and shuffling along.
When moving, you also can put your

opponent into any space within your
melee reach. You also could stay put
and place your opponent in a space
you can reach, but doing so is a move-
equivalent action. So, for example,
you could drag your opponent over to
a pit and drop him in, assuming your
opponent does not have a hold on you.
If your opponent has succeeded at a
grapple check to have a hold on you,
you would have to succeed at a grapple
check (which would be an attack action)

to free yourself from the grapple or
risk being dragged in the pit yourself.
If you and your opponent are moving

together, your mutual movement
provokes attacks of opportunity from
foes who threaten you, but shifting
your opponent from space to space
while you stay put does not provoke
attacks of opportunity.
Since moving your opponent

requires an attack action, you can only
move once a round. Note that if you
took –20 on your grapple check, you’re
literally holding your opponent in one
hand. When you hold an opponent that
way, you can move around freely,
provided you’re strong enough to
actually carry the load.
If you’re making a normal grapple

attempt, the rules say you have to
move into your opponent’s space.
However, you can use the rule

described above to move your oppo-
nent out of the space you both occupy.
Here’s another recommendation:

If you’re two or more size categories
larger than an opponent you have
grabbed, you can opt to pull the
opponent into your space instead of
entering the opponent’s space. Yanking
your opponent into your space doesn’t
provoke attacks of opportunity against
your opponent.
It’s important to note that these and

the other grappling options presented
in the Player’s Handbook are available
to your character only if he has
successfully grappled an opponent.
When an opponent grapples you, you
are grappled, but you have not grap-
pled your opponent until you have
used an attack action and succeeded
at an opposed grapple check to do so.

When grappling, is it possible to just

pick up your opponent and
carry him away?

Grapple/Unarmed Strike
Damage by Creature Size

Size Damage
Tiny 1
Small 1d2
Med 1d3
Large 1d4
Huge 1d6
Gargantuan 1d8
Colossal 2d6
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PLAYER Well, I suppose you’re going
to want to go in and attack
those orcs, even though we’re
outnumbered. After all, that’s
what you always do, since you
swore eternal vengeance on
the minions of Gruumsh.

You Well, actually . . .

Some schools of thought say
adventure heroes should embody
clear, simple ideas, and that they

should remain forever unchanged.
The enemies these heroes fight and
the situations they face change from
one installment to the next, but the
heroes remain unchanged.
The opposite train of thought marries

the structure of a soap opera to the
elemental simplicity of the adventure
genre. This approach tries to maintain
the audience’s interest in a character
by showing her grow in response to
the events of her life. TV’s Buffy the
Vampire Slayer has taken its title
character and supporting cast from
their teenage to college years, putting
them through all of the transformations
that period of life entails. This approach
works best with the young hero

archetype, mirroring the way people
normally change during their passage
to adulthood. Other examples include
young Arthur Pendragon, Frodo, and
Harry Potter.
If your PC is already an adult, you

can still put him through changes.
Unlike the writers of a long-running
adventure series, you don’t have to
worry about keeping your PC in sync
with an outside audience’s conception
of who he ought to be. It might be that
you created him too quickly in the first
place. Now you want to play off events
in the campaign to find an interesting
concept for him. His change must feel
right; if your gloomy dwarven sorcerer
abruptly turns into a laughing trickster
and starts picking up levels in the
rogue class, the change will seem
artificial. The DM and other players
might not believe in the transformation,
thinking instead that you’re switching
characters without starting over from
scratch the way you should.
What you need to watch for is a

pivotal event of some kind, one that
gives weight and believability to the
change you want to make. You might
have a change already in mind: perhaps
you want your light-hearted character

to become more in tune with the
increasingly grim tone of the DM’s
adventure. Or you might want to
explore a new side of the character:
maybe you want your barbarian to
branch out and establish herself as
a committed city-dweller.
If this is the case, you have two

choices: You can wait for something to
come up, or you can collaborate with
the DM to make something happen.
The advantage of waiting for an event

is that the change to your character,
even when preplanned, seems to grow
naturally out of the events of the cam-
paign. Your naive young monk might
commit himself to dark vengeance when
orc bandits overrun his monastery and
kill his masters. The barbarian could be
tempted to adopt civilized ways when
she wins an unexpected commission
to lead a unit of the imperial army. The
disadvantage of this approach lies in
the time it will probably take for the
DM to stumble onto exactly the sort
of plot development you can use.
If you contact your DM between

games and tell her of your plans for
the character, she can try to work
a suitable event into an upcoming
session. Although you can suggest

by Robin D. Laws • illustrated by John Kovalic

Decisive
Moments

Decisive
Moments



       

       

101

an idea, it might be more fun for both
of you if you leave the details up to
her. That way, she can still keep you
guessing, preserving the sense of
surprise that brings a game session to
life. While you thought your barbarian
might be tied to civilization by a
military posting, your DM might decide
to instead provide you with an urban
love interest. (A DM respectful of your
prerogatives will never try to force
unwanted character changes on you. If
you think she’s invading your territory,
take her aside and politely tell her
about your objections.)
Often you’ll be happily playing your

PC as is until he runs smack up against
an event in the campaign that inspires
you to evolve him. You might have
enjoyed playing an irresponsible rogue
up until the adventure where the party
had to safely rescue a group of
orphans out of gnoll territory. Without
even realizing it at first, you could
find yourself playing up your PC’s
newfound sense of concern toward
others throughout the adventure. When
you get the kids back home, you might
be surprised to hear your character
volunteering to adopt them. Struggles
between conflicting impulses always
make for interesting characters. Your
PC’s efforts to shake off his old habits
and fill the roll of reliable father figure

don’t so much throw out your previous
interpretation so much as make it
richer and more satisfying.
The most common change in a PC

is a spiral toward darkness, usually in
response to a setback. Unlike adventure
stories, D&D heroes don’t always
snatch victory from the jaws of defeat.
Sometimes die rolls and rules logic
dictate that the princess doesn’t get
saved, or that the kingdom of virtue is
conquered by the minions of evil. It
makes perfect sense for dedicated,
heroic characters to grieve over the
serious consequences of their defeats.
They might become vengeful, cynical,
or morose. Be warned, though, that this
is a hard cycle to pull out of, and that
it’s tough to portray a PC like this
sympathetically for long. If you do try
it, make sure his former optimism and
nobility stay somehow in sight: other-
wise he’ll just seem like a depressing
whiner, and the rest of your group
might start hoping he’ll meet an
early doom.
Not all changes need to be perma-

nent. In comics and TV series, writers
often play off their heroes’ traits by
having them act “out-of-character”
for a while. Your PC might pick up
a cursed artifact, suffer lingering
aftereffects of possession, or get bitten
by a lycanthrope. Or he might just lose

confidence in his beliefs for a while, as
seen in the brief cycle of X-Files
episodes in which Mulder stopped
believing in the paranormal. A clever
DM will give you a way to restore your
character before it becomes tiresome.
For the first set of examples, that
means an adventure to find a way
to lift the curse. The latter requires
an event that shows the PC his original
way was the right one. In the meantime,
you can have fun by temporarily
playing his opposite. When he does
return to normal, his characteristic
behavior will come as a welcome relief.

YOU Since my vision in the chapel,
I renounce vengeance! To
wantonly slay the sons of
Gruumsh is to prove myself
no better than they. They are
no threat to the innocent, so
let us move on toward our
true goal.

PLAYER Can I have your +3 vs. orcs
battleaxe then?

YOU Just because I had new
awakening doesn’t mean I
lost my mind.
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Welcome back to the construction
of Janda’s Valley, the home
base for the new Lost World

campaign, already in progress. These
locations all appear on the map that
accompanied last month’s column.

Janda’s Valley—Keyed Locations
4. Stele and Crypt. A huge, forty-

foot stele stands just inside the south
entrance to the valley. (A stele is a
freestanding obelisk or monument.)
Immediately behind the stele is a small
mausoleum dominated by a thick,
vaulted doorway. Both the stele and
mausoleum are covered in strange
runes and pictograms, indicating that
they are obviously the remains of some

sort of ancient civilization. Janda and
her followers are unaware of anyone
who has successfully deciphered
the runes. Similarly, none of Janda’s
followers have managed to open the
mausoleum door to find out what lies

inside. The door is tightly secured and
crafted from a thick slab of stone (DC
40 to force open). In the center of the
door is a small slot that can be spotted
by anyone who examines the mau-
soleum using the Search skill (DC 5).
A successful Intelligence check (DC 15)
indicates that the searcher not only
discovered the slot but also realizes
that the slot was built to accommodate
some sort of key.

Anyone who successfully enters the
mausoleum discovers that the structure
is little more than an entranceway that
leads down into a lengthy series of
winding tunnels that run out of the
valley for several miles in all directions.
Several of these tunnels and their off-
shoots lead into burial chambers where
the ancient civilization that built the
stele once left their mummified dead.
In fact, death worship was an important
part of this ancient civilization’s culture,
and all the settlements they built across
the Lost World were once connected
via this incredible artificial “under-
world.” Today, the tunnels are home
to miscellaneous small dinosaurs,
monsters, and even worse things.

At night, some thirty or forty visitors
to the valley can always be found
sleeping on the ground near the stele.
The valley’s inhabitants sometimes
experience strange dreams that contain
insights into one’s experiences and
glimpses of the past and future. No
one knows what causes the dreams,
but there is a cult that believes they
somehow emanate from the mysterious
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stele. Some members of this cult travel
for many miles just to see the stele and
try to improve their chances of experi-
encing a prophetic dream by sleeping
as close to the monument as possible.

Secret: In reality, the dreams have
nothing to do with the stele. They
emanate from the unconscious mind
of Janda herself. Remember, Janda’s
spirit houses part of the dream essence
of the great god of light who died sev-
eral centuries ago (see DRAGON #283).
Occasionally, the dreams of the dead
god are so powerful that they spring
from Janda’s consciousness and travel
into the dreams of those nearby. No
one, not even Janda herself, is aware
of the true nature of the dreams, and
it has yet to be noticed that no one
experiences one of the strange dreams
when Janda is not in the valley.

Long-time readers of “Dungeoncraft”
remember that an empire of lizardfolk
once dominated the Lost World. The
ancient death worshippers who built
the stele were the serpent-like
ancestors of the lizardfolk.

We created the burial chambers and
tunnel complexes to make sure the Lost
World is dotted with plenty of dungeon
corridors and complexes for the
adventurers to explore. It was a good
idea to include an entrance to the vast,
globe-spanning complex of subter-
ranean passages right inside the valley
because it should inspire a few inter-
esting adventures that DMs can set in
the valley itself. For instance, the mau-
soleum might provide a base of opera-
tions for an evil cult within the valley
or a convenient explanation for how a
monster or two might occasionally
enter the valley undetected. We can
decide later exactly who or what might
have a key to the mausoleum door, but
there’s no need to worry about such
things just yet.

The stele and strange dreams are an
attempt to give the valley an unusual
fantasy element that the players can
experience and remember. The dreams
can also serve as a useful springboard
into adventures. Any time I want to
provide the players with an unusual
idea or clue, I can always arrange for
one of the party members to receive
one of the mysterious dreams.

5. Lizardfolk Ruins. A few decades
before Janda and her followers arrived,

the valley was home to an important
outpost of the lizardfolk empire. Just
north of the stele are the remains of a
large domed structure that once served
as the valley’s grand temple. Because
the ruins are a natural breeding ground
for scorpions and snakes, most of the
valley’s inhabitants try to stay well
clear of the area.

Except for a few hieroglyphics
scattered around a frieze that stands
over the remains of the old temple
door, little of interest lies in the ruins.
Anyone with a skill or spell that allows
her to decipher the hieroglyphics
realizes that they tell an extremely
abbreviated version of the story of
the great light god’s death.

The lizardfolk ruins help give the
valley an air of ancient mystery.
They also serve as a convenient
isolated location within the valley
complex, where clandestine meetings
can take place and villains can hide—
another useful locale for adventures
set inside the valley.

6. “The Pits.” A deep fissure runs
through the southeast corner of the
valley, just north of the oat field. A
steep ramp provides access to the fis-
sure from the main valley floor. Janda’s
followers have excavated a large hole
in the south end of the fissure, and they
use it as a detention area for criminals
and undesirables. A simple wooden
basket-and-pulley system allows
controlled passage into and out of the
hole. At the bottom of the hole is a
makeshift guardhouse fashioned by
cementing together large rocks and
stones. At any one time, at least four
of Janda’s guards are on duty within
the guardhouse.

The prisoners are incarcerated in a
series of individual pits located just
outside the guardhouse. Each pit is
roughly twenty feet in diameter and
twelve feet deep. Prisoners are lowered
into the pits (and extracted from them)
using a special harness fashioned from

ropes and vines. Once a prisoner has
been placed in a pit, the guards cover
the opening with a wooden grate that
they secure by staking it firmly to the
ground. Prisoners with the appropriate
skills can easily climb the walls of the
pit to reach the top (Climb DC 5), but
forcing up the grate from the inside
requires an amazing feat of strength
(Strength check DC 25) and would
probably make enough noise to alert
the occupants of the nearby guard-
house who must make a Listen check
(DC 5) to hear the grate open.

In Janda’s valley, one can commit
a wide variety of crimes to earn a sen-
tence in the pits. Petty theft, tax fraud,
anti-social behavior (such as assault),
and deliberate damage to property all
earn people brief visits to the pits.
Sentences range from a few days to a
couple of months depending upon the
seriousness of the offense. More
serious crimes (such as murder, or
compromising the valley’s defenses) are
punished by permanent expulsion. In all
cases, justice in the valley is swift. A

suspected criminal is simply taken
before Janda or one of her nobles, who
single-handedly decides the criminal’s
fate. Although the accused has the
chance to speak in his own defense,
there are no formal procedures, and
nothing that resembles a real trial ever
takes place.

Janda’s guards take good care of
the prisoners in the pits and make
sure they are fed and sheltered during
storms. Still, a few days in the pit can
be a debilitating experience.

The pits are an important inclusion in
the valley for a simple reason—without
some sort of punishment to back them
up, local laws are meaningless.

7. Kennel. Located in the southeast-
ern hole, just north of the pits, is
another rock-and-stone structure that
houses some of Janda’s guards. This
particular building is home to Janda’s

Remember, Janda’s spirit houses part
of the dream essence of the

great god of light . . .
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kennel crew. The crew is comprised of
nine guards who spend most of their
time in this location. Just behind the
guardhouse is a series of low wooden
cages that house the crew’s “dogs:”
twenty-one compsognathus dinosaurs.
Compsognathus is a tiny, three-foot-
long dinosaur that looks like a miniature
tyrannosaur. Those of you who have
seen Jurassic Park II: The Lost World
might remember the vicious little
creatures that traveled in packs.

Because the compsognathus has a
keen sense of smell, Janda’s troops
use the creatures to hunt, search for
intruders, and track fugitives—just
about everything dogs are traditionally
used for. Use the statistics for dogs
presented in the Monster Manual.

Several times per day, two or three
of the handlers exercise the dinosaurs
by walking them around the hole or
(occasionally) around the entire south-
eastern corner of the valley. All of the
compsognathus wear small leather
collars. Whenever the beasts are taken
from their cages, thin leather leashes
are attached to the collars so the han-
dlers can guide the animals and keep
them at bay. Typically, one handler
leads four or five of the creatures at
once. Although the dinosaurs can be
quite vicious when provoked, they are
also well trained, so they almost always
respond to their handlers’ instructions.

The presence of the kennels serves
two purposes. It beefs up the
capabilities of Janda’s guards, and
it serves to reinforce the feel of the
Lost World in the players’ imagina-
tions. Note that the scent ability
of the “dogs” should make it much
harder for the PCs (or their enemies)
to get away with any serious mischief
inside the valley.

8. Bazaar. A collection of large
tents and wooden stalls that serves as
a sprawling bazaar stands just outside
the hole that houses the kennel and the
pits. Typically, the market opens at
sunrise every morning and closes just
about an hour before sunset. While the
market is in open, the area around the
tents is usually packed with shoppers
and merchants alike. During the day,

ten of Janda’s guards continuously
patrol the bazaar looking for pick pock-
ets and making sure that there are no
serious disturbances.

Everything from food to weapons
and armor is for sale at the bazaar.
The population of Janda’s Valley fluctu-
ates from 1,000 to 2,000 inhabitants.
According to Chapter 4 of the Dungeon
Masters Guide, items of 800 gp value
or less can be found for sale. With this
price limit in mind, the following items
are available:

•• All weapons and armor (except
crossbows, plate armor, and 
chainmail, none of which exist 
on the Lost World).

• All of the “Adventuring Gear”
listed on page 108 of the Player’s
Handbook (except for spyglasses,
which don’t exist on the Lost
World, and paper, which is
extremely rare).

• All of the “Food, Drink, and
Lodging,” as well as all of 
the “Clothing” listed in the 
Player’s Handbook.

• Horses (in the form of hadrosaur
dinosaurs) and all of the appropri-
ate riding accessories listed in 
the Player’s Handbook.

Note that the “Class Tools” listed 
in the Player’s Handbook are only
intermittently available in the bazaar.

One of the necessities of a useful
“home base” is a good, convenient
place to buy supplies and equipment.
The bazaar is designed to meet this
need. The limits on the availability 
of some items help reinforce the 
flavor of the Lost World. Remember,
this is a relatively uncivilized setting
compared to the average D&D world.
While some of the more sophisticated
items probably exist somewhere on the

Lost World, they shouldn’t be readily
available.

Ten guards patrolling the bazaar
make sure it is a relatively safe 
environment without overwhelming the
PCs in the event a fight is necessary.
As a general rule, place twice as 
many guards as PCs in areas you’d like
to keep secure, and half that 
number in areas that should be pro-
tected but still afford the players the
opportunity to start trouble or get into
a good scrape.

9. Barracks. These tents house the
bulk of Janda’s troops. Nearly four hun-
dred soldiers are headquartered here.

The valley has to have an army 
to keep it secure, and the army 
obviously needs some barracks.
Nothing special here.

10. Moot Circle. This is a series of
small boulders placed in a sixty-foot
circle around a central fire pit. Each
night, just after sundown, many of the
valley’s inhabitants build a fire in the pit
and gather around it to socialize, sing
songs, swap stories, and trade rumors.
While the gathering is in session, local
merchants stroll through the throng to
sell wine, bread, and meat. 

Long time readers will remember that
another one of the main purposes of
the base of operations is to provide the
players with a good rumor mill where
they can pick up interesting 
tidbits and legends that might lead
them into adventures. Traditionally, 
the rumor mill is some sort of inn or
tavern, but such locales just seemed
too “civilized” for the Lost World. 
The Moot Circle serves as a more bar-
barous replacement.

Come back next month, when we’ll
wrap up the description of the valley.

in areas you’d like to keep secure . . . 

As a general rule, place twice as many guards as PCs 
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illustrated by Ted Beargeon

Part of creating an interesting character is
incorporating strengths and weaknesses.
These PC portraits seek to put a face to all of
the unfortunate characters that have had
their players sacrifice their Charisma scores
to boost some other attribute.
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Group Identity
In CHAINMAIL, you play one of the many
different factions that vie for domina-
tion in the Sundered Empire. At the
moment there are six: the human’s
island kingdom known as Thalos, the
elven empire of Ravilla, the dwarves
of Mordenguard, Ahmut’s legion of
undead, the gnolls and demons of
Naresh, and Drazen’s Horde. As time
goes on, these groups will be expanded
and more will be introduced.

Each of these forces is composed
of sometimes quite radically different

troop types, but what stops them from
being a rag-tag group of individual
miniatures and turns them into spectac-
ular armies is their color schemes. Each
faction uses a limited range of colors
on their clothing and war gear; this isn’t
so much a strict uniform guide as it is
an overall feel. You’ll be amazed at how
closely you can tie your miniatures
together just by using a limited range
of colors when you paint them.

The best way to show how this works
is by looking at specific examples, so
that’s what we’re going to do! Over the

next few installments of “Role Models,”
we’ll take a look at each of the factions,
including what colors they favor, how
to apply these hues to the miniatures,
and plenty of other tips that are appro-
priate to creating beautiful armies with
a cohesive theme. This month, let’s start
by looking at Thalos.

Thalos
The island kingdom of Thalos is the
stronghold of the humans of the
Sundered Empire, so most of your
warband will be made of human troops.
Along with these, the faction includes
gnomes and their mighty constructs.
The main colors used on the Thalos
troops are a strong, medium blue
coupled with ivory white, giving the
miniatures a clean, neat appearance
that reflects the country’s maritime
roots. Most of the armor on the foot
troops is rendered in warm colors.
These shades, along with the
Mediterranean skin tones, give a good
contrast to the colder blue. You’ll find
a good color scheme reference on the
packaging for all the miniatures, both
in illustrations and in photos of painted
figures. In addition to those references,
let’s look at each of the main troop
types one at a time to see how to apply
these schemes.

Last month, “Role Models” started looking at the upcoming miniatures game
DUNGEONS & DRAGONS: CHAINMAIL. We covered how to approach painting the
miniatures for your warband and some techniques and time-saving tips for

painting several miniatures at one time. We looked mainly at a technique called
“production line painting,” which is great for economy of painting and creating a
uniform look to your force. This month, let’s look more closely at the look and feel
of the warband by focusing on group identity. This might sound complex, but it’s
really just a fancy way of describing the way you choose color schemes and how
you turn a collection of miniatures into a cohesive group.

by Mike McVey

Painting Your
Warbands

Painting Your
Warbands

You’ll be amazed by how closely you can tie
your miniatures together by just
using a limited range of colors.



       

       

109

Paladin: Even though the pal-
adin is clad completely in
armor, you can still work in
the blue and white faction
colors in a few places. One
feature that links all of the
human miniatures together is

a sash, which is generally tied to the
belt. This device is a great place to
incorporate the faction colors onto all
of the miniatures, and on the paladin it’s
one of the only places you can do so.

The best approach is to paint the
whole sash ivory white, then add the
blue as a contrast, perhaps in the form
of bands or chevrons. Base-coat the
sash with a medium cream color (white
with a tiny spot of warm brown) and
highlight by adding white. If you think
the sash needs a little more contrast
in the creases, just add a little more
brown to the mix and carefully apply
it in the recesses.

Plan how you want to add the blue
before you start painting—I go as far
as to sketch it out on paper so there
is no confusion before I start. First use
a deep blue for the pattern, then add
highlights where the bands cross folds
in the sash. This technique helps the
blue stand out much more.

One of the other places you can
introduce the faction colors to the
paladin is on the shield. Try painting
the rim and Shield Mother icon gold
or bronze, surrounding them with a
blue background. One way the paladin
differs from the other troops is in the
armor; while most of the troops’ armor
is warm metallic colors, the paladin
wears shining silver plate, making her
stand out from her troops and giving
her a more heroic stature. You’ll
probably only have one paladin in
your warband, so it’s worth playing
this aspect up and making her stand
out as the leader.

Glaiver and Marine: These
two are standard Thalos
troops, so you’ll probably
have multiples in your war-
band; this is where the pro-
duction-line painting
techniques described last
month can really help you.

The color schemes on both of these
figures are close enough to benefit
from painting them at the same time,
because the only real differences
between the two are that the glaiver

has more armor and the marine has
more bare flesh. As both the armor and
the skin are painted in warm tones, the
color schemes are quite similar.

As with the paladin, one of the best
places to show the faction colors is on
the sashes, but because they are basic
troops, it’s more appropriate to keep
the pattern simpler than on the paladin.

This is not your only choice. If most
of the miniature is painted in pale,
off-white colors—as is the marine—try
painting the sash blue so it stands out.
Armored areas are best kept fairly
plain; you can vary the colors between
gold and bronze, but try to avoid
getting too much of a mix-and-match
effect. I like to pick one color for most
of the armor and another for detailing
and contrast. You can get different
warm metallic colors by adding small
amounts of brown, orange, and yellow
ink to a standard gold paint, and high-
lighting by adding silver.

Sorcerer: In some ways, this
miniature is the opposite of
the ones we’ve looked at
already. The sorcerer does-
n’t have any armor, and
there are plenty of opportu-
nities to use the blue and

white faction colors. The obvious
choice is to paint the jacket blue and
use the trousers or sash as a contrast-
ing area by painting them ivory white
and adding gold detailing, but that’s
only one choice. There are many other
variations you can try to achieve the
same overall effect. Try reversing this
color scheme and painting the jacket
white with blue trim. There are no
hard-and-fast rules for uniforms to
obey, just guidelines to what the overall
effect should be.

Gnomes: The gnomes don’t have a
great deal of armor, so most of the
clothing should be painted in natural
off-white and leather colors. The best
way to introduce the faction colors is in

the detailing: Try painting the sword
scabbard blue, adding just a touch
of color can be enough to tie the
miniatures together.

Hammerer: The hammerer
is, without doubt, one of the
most spectacular elements
of the Thalos faction, tower-
ing above the other troops
with his mighty weapon
raised. Some miniatures are
focal points for a warband,

and the hammerer is certainly one of
them. As such, it needs to be painted
with more care and attention.

There are a couple of ways you can
approach the hammerer. The first is to
paint what you see: The hammerer is
made of metal, so the obvious choice is
to paint it in metallic colors. This is a
good option, since it lends a sense of
weight and power to the miniature; it
looks like a machine capable of inflicting

real damage. The only problem is that it
doesn’t really tie into the faction colors.
On the other hand, there is nothing else
like it on the battlefield, so it won’t be
confused. The other approach is to
add faction colors to the panels; this
can be equally effective, as long as you
don’t overdo it. Maybe just the shoulder
panels are blue with arcane symbols
carved into them. This way, it looks like
the hammerer has actually been painted
by the people who constructed it. One
technique you can use to achieve this
look is to paint small chips and weath-
ering onto the surface so it doesn’t look
like it’s fresh from the paint shop. The
hammerer is one of those miniatures
you can have real fun with: There’s
nothing wrong with a plain, straightfor-
ward approach, but why not try
something a little more adventurous?

Next week, we’ll discuss color
schemes and tips for painting a differ-
ent faction of the Sundered Empire.

There are no hard-and-fast rules
for uniforms to obey,

just guidelines to what
the overall effect should be.



       

       

Cunning foes are the lifeblood
of a great campaign. Players
never forget the enemies that out-

smarted them, and they love regaling
other gamers with tales of how they
beat the most intelligent villains.

Running brilliant NPCs is a daunting
task. After all, the players benefit from
working together, and you are all alone
behind your screen. Fortunately, there
are a few tricks you can use when
playing a clever foe who can give the
heroes as much as they can handle—
or more.

1. Focus on a specific goal
Before you start looking for specific
ways to outsmart the PCs, look at the
big picture. What does the NPC want
more than anything else? It’s easier
to play a villain when you know her
goals, because you can then weigh her
actions against potential gains for her
ultimate purpose. Should she attack the
PCs or trick them into helping her? Is it
better for her to raise an army or keep

a low profile? Should she befriend
the local nobles or assassinate them?

Also, a foe with a mission becomes
a motivated NPC, and a motivated foe
won’t sit around and react to the char-
acters’ plans. If the heroes thwart their
enemy’s plans, you have the long-term
picture in mind and can help the villain
rebound with new, wilier plots.

2. Keep it Simple
Sometimes DMs are their own worst
enemy when they create schemes too
complex or too rigid, then railroad the
PCs into making the story work. Avoid
this by keeping your villain’s plans and
actions as simple as possible.

Start with the foe’s goal in mind, then
ask, “What’s the fastest and easiest way
my NPC can achieve her aim with the
least amount of risk?” Now you can
outline a brief plan that you can change
based on the characters’ actions, or
you can choose just the first step and
add to the plan on the fly. Either way,
you save time and make your foe’s tac-
tics easier to track, adapt, and improve.

You’re better off running several
simple plans than one large, complex
plot. Not only are simple plans easier
to control, but also if any single plan
fails, your villain has others to fall back
on. That makes your foes more cunning
in the long run.

3. Build and Use Sources of Power
It would be difficult to achieve an
ambitious goal with just the clothes
on your back, so followers, gold, and
magic help your villain immensely. It is
also important that these things remain

safe so the NPC can rely upon them.
First, decide on one or more sources

of power your adversary has in the
beginning, then look for ways she can
use these to accomplish the next step
in her plan. Finally, try to find ways
that your foe can secure, defend,
and expand her power sources.

4. Avoid Direct Confrontations
Unless your foe’s style is blunt, avoid
confrontation between the PCs and
their enemies whenever possible. Any
contact with the characters is danger-
ous, as they will naturally be inclined
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7 Steps to Creating
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7 Steps to Creating
Cunning Foes

SEND YOUR TIPS BY EMAIL TO:
scalemail@wizards.com

SEND YOUR TIPS BY SNAILMAIL TO:
“DM’s Toolbox” c/o DRAGON Magazine
1801 Lind Ave. S.W. • Renton, WA 98055

SEE ALSO:
www.roleplayingtips.com

Get revenge for a betrayal

Take the throne

Locate and retrieve powerful magic items

Become a wealthy landowner

Bring lost love back from the grave

Gain an evil deity’s favor through a
single, powerful act

Become a guild builder

Discover the truth about a past event

Learn powerful secrets and lore for
ultimate mastery

Correct an ancient wrong, regardless
of the cost

10Adversary Goals

Social influence

Land and money

Allies and minions

Base of operations

Magic (items or spells)

Psionics

Military might

Divine or infernal favor

Special power, ability, or immunity

Favors owed, information, for
blackmail, reputation

10Sources of Power

5Ways to Defend
a Power Source
Hide it or keep it a secret

Guard it with hirelings or monsters

Employ traps

Create a decoy

Spread it around so it’s not concentrated
in one place
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to confront, attack, and possibly elimi-
nate him. At the very least, personal
exposure can result in the characters
learning of a weakness or other
useful information.

It’s much easier to create a sense of
mystery, tease the players, and bring
a villain back for revenge if the NPC
remains out of harm’s way. In addition,
keeping the NPC out of the action gets
you in the habit of having foes use
tools to do their bidding and let you
employ more subtle tactics.

Here are a few ways a cunning
foe can avoid direct confrontations:

• The foe chooses the time and place
of a confrontation, sets up an ambush
or trap with a competent lieutenant in
charge, and lures the PCs there;

• The villain puts a series of obsta-
cles in the way to weaken the PCs
before a showdown. The foe can choose
to escape, retreat, or use a tool to deal
with her vulnerable enemies;

• The villain misdirects the PCs to
chase red herrings while she gathers
her strength and furthers her goals. For
example, the foe could spread a false
prophecy that could lead her
enemies into all kinds of wrong turns;

• The foe distracts the party with
more pressing issues, such as endan-
gered friends or family; sabotage; or
unleashed curses, monsters, or magic.

5. Use the Best Tools Available
Most villains do not care who they hurt
or what they destroy in the pursuit of
their goal, so the term “tool” encom-
passes not just objects but monsters
and people too. They are all just a
means to an end for a crafty foe.

A smart NPC will seek out the best
tools for the job—time, gold, and other
resources permitting. For example, if
the villain doesn’t have the means to
eliminate the PCs who are threatening
her plans, she could try to hire, bribe,
or trick another enemy to do the job
for her. Even more diabolically, the
NPC could borrow or steal the
resources of her enemy, use them

against the characters, and then turn
what’s left back on the first enemy!

6. Always Look for an Advantage
Keep a constant lookout for ways
your foes can achieve any advantage,
no matter how small. Tiny successes
soon build into big victories, and your
players will admire the cleverness and
subtlety of their opponents. Spotting
the best angle for your foes during
encounters, and even behind the
scenes, is a skill that might require a
bit of practice, but the effort is worth
it because all of your NPCs will benefit
from your expanding DM expertise.

Here are a few ways your NPCs can
try to gain an advantage during play:

• Be the middleman. The foe puts
an obstacle in the heroes’ path and
then presents himself as the solution
in return for payment. It doesn’t matter
whether the obstacle truly exists, as
long as the foe’s victims believe it does.

• Learn what’s most important to the
PCs. The foe can use this knowledge to
threaten what the characters value and
extract a concession. For example, most
characters view losing a level as a fate
worse than death. After learning this, a
foe could obtain the services of an evil
priest who can control powerful undead
to manipulate the PCs.

• Learn what is important to the
characters’ allies, friends, and family.
The foe can use this information to gain
an advantage over the PCs by jeopard-
izing the people who will eventually
come to the heroes for aid.

• Enter a conflict last. If conflict
is necessary, a cunning foe waits until
the last moment to enter the battlefield
so that the other combatants exhaust
themselves first.

7. Use Cunning Conversation
As DM, you have information your
foe would love to know, such as the PCs’
plans. Therefore, it’s your mission to
root out that information legitimately for
the NPC while playing him in character.

Holding intelligent conversations
between your foes and the PCs can be
difficult, especially in encounters with
multiple NPCs and PCs. Fortunately,
there are a number of techniques to
get the most benefit from parleys.

Questions are powerful because they
can elicit information through answers,
and they help you take control of
conversations. If possible, have your
villains start their conversations with
a question, then keep probing until the
NPC has gained what she wants. Play
adversaries who have high Charisma
scores or well-developed social skills
with nonchalance, and use small
talk, politeness, and misinformation
to prevent the PCs from getting
defensive and suspicious.

A wily conversationalist asks
open-ended questions, because they
encourage others to speak more. Closed
questions can be answered “yes” or
“no,” while an open-ended question
usually starts with words like “how” and
“why.” Avoid giving ultimatums or
orders while roleplaying your foe. This
closes the PCs’ minds against him, mak-
ing them uncooperative.

Empathy can go a long way. If an NPC
starts a conversation with a question
about something that’s important to the
PCs, she is much more likely to keep the
parley going until she gets what she
wants, and she also gains their trust far
easier. Do this without trying to be
intrusive or acting sly by talking about
what matters to the characters in a con-
fident and relaxed matter, and then ease
into the topics that concern the NPC.

Magic items (normal and cursed)

An army

Followers and minions

A familiar

A patron or ally

Gold—money buys anything

Captured, bound, charmed, or summoned
monsters

People who owe the foe a favor

People the foe can blackmail or trick

The PCs

10Tools a Cunning
Foe Can Employ

5Ways Your Villain
Can Gain Something
Through Parley

The PC’s agree to do the foe’s bidding.

The characters are tricked into
revealing their plans and secrets.

The characters compromise a friend,
family member, or ally by giving out
sensitive information.

The PC’s are successfully misinformed,
throwing them off the scent.

The characters end up liking and
trusting the NPC.

5Ways to Expand
a Power Source
Beg, borrow, or steal

Earn more gold

Acquire important knowledge

Cultivate new allies or minions

Hire foolhardy adventurers to go
on quests
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Thoosee Englanndeers—Theyy’ree Fuunnyy!!
Simon Walker of Surrey, England is the winner 
of our first caption contest. For making us laugh, 
we’re sending him a DRAGON shotglass. Honorable
mentions go to Nick Worthington, Marvin L. Wright,
Kela Kitkowski, Mike Hummel, Erik Gold, Robert
Winterhalter, and Joe Reardon.

Be sure to check out this month’s 
caption contest on page 18.

by Tony Moseley with Simon Walker

by Jerry Seltzer

by Aaron Williams

This wouldn’t have bothered me before that incident with 
the storm giant and the pogo stick.






