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THE UNDERDARK
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- Nternate Underdarks
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What if the drow weren’t in charge?

it By Any Other Name;
The Drow

Owen K.C Stephens
Drizzt isn't your
only choice.

3l The City of
Sunken Spires

Eric L. Boyd
A dark and deadly
duergar stronghold.

{) Denizens of the Underdark

Johnathan M. Richards
Four creepy new races to play.

Exclusive Previci

[ countdown to 3rd Edition

Building a better cleric.

[} Dragon's Bestiary
How to create convincing
dungeon monsters.

Gregory Detwiler

[]H Bazaar of the Bizarre
We have some contacts for you.

Ron C. Poirier

79 Dragon Ecologies
A classic creepy crawly.
Johnathan M. Richards
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Nancy Varian Berberick

Dalamar the Dark shows a young knight the door B‘i Dungeon Mastery
to his destiny. Better than treasure.
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Wolfgang Baur
They're watching you. Right now.

ON THE COVER

Larry Elmore has had this thing about the drow for a long, long time. We first learned of it when he insisted on putting a

COMING ATTRACTIONS . . .. oo v« s s

drow on the cover of issue #200. ['s been a while since we featured Larry’s work on the cover of DracoN" Magazine, so this
seemed like a perfect match
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Father Christmas a.k.a. Santa Claus

SKILLS: Lie Detection

Present Wrapping

Bag Packing

Pipe Smoking

Sleigh Driving

Chimney Climbing
FREQUENCY: Annually

(Father Christmas is never

a random encounter.)
TREASURE: All - Except cash
MOVEMENT: Rooftop: 67

Chimney: 487

Sleigh: w
ARMOR: Furs and blubber
PSIONIC POWERS:
Telepathy: Knows when you've been bad or

good
Clairsomnolence: Knows when you are sleeping
Clairsentience: Knows when you're awake
Levitation: Chimneys only
MORAL OUTLOOK: Lawful Jolly

Father Christmas” jolly outlook prevents emotion-affecting attacks
from having any effect on him or anyone within sight of him. The
drawback to this is that he tends to overeat to be polite and battles
a persistent weight problem. Rumors spread by his enemies of
possible hypertension induced by farty snacks are unproven.

KNOWN POWERS:

EIf Domination: Father Christmas can use a combination ol cajol-
ing, guilt, and mental domination to force nearby elves to make
children's toys one month out of every 12,

Invulnerability to Cold: Father Christmas” workshop is unheated.
When elves complain, he usually replies, “Feels fine in here to me.”
Science Resistance: Undetectable by electronic means,

Smoke Telekinesis: Santa can cause nearby smoke or vapor to
react o his thoughts. Though he is famous for his smoke rings,
which encircle his head like a wreath, Father Christmas also uses
this power 1o wrap shower steam around himself before walking to
his room to dress.

Prescient Gift Giving: Not only can Santa reward good children
with great toys and punish bad ones with coal. but he knows to give
in-between kids socks,

KNOWN WEAKNESSES: Father Christmas is compelled to take
a single bite out of any sweel. pastry. cookie, or cake left out for
him.

KNOWN IMMUNITIES: Father Christmas is immune to warm,
slightly rancid milk which has been left out over night for him.

KNOWN ARTIFACTS:

Sleigh of Holding: Father Christmas” sleigh can hold any amount
of gear. The items must fit within the confines of the sleigh for this
effect to function. As a result, many of the items emerging from the
sleigh require assembly.

Reindeer of Mighty Travelling: Santa is frequently accompanied
by ten reindeer. These reindeer have an infinite move while air-
borne. They also allow Father Christmas an airborne bombardment
attack. There are 5 male and 5 female reindeer: Dasher, Dancer,
Donder, Blitzen, Comet, Cupid. Prancer. Vixen, Rudolph, and
Olive, the other reindeer.

SPECIAL DEFENSES:

Father Christmas has omniscience in a one dwelling radius around
himself. This omniscience power does not extend to Mother
Christmas,

SPECIAL ATTACK:

Carbon Teleportation: Father Christmas can make coal, dia-
monds, or graphite appear in any stocking at will. This reduces any
sock-wearing opponent’s movement to 17,

Who were the ad wizards who came up with this one?

Find out at SHIDIMGARMOR .com.

(We sell lots of cool stuff at way below retail.)
You could also call us at 800.718.1440
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Claustrophobia

espite a paralytic fear of tight spaces, I did my share of spelunking in my

youth. It's still not clear whether the experience made me more or less terri-

fied of close spaces, but it gave me some of my favorite spooky stories—

including the one by which I divide old friends and new. (Old friends sigh
and roll their eyes whenever I tell the Bear Story.) It also gave me a taste of what it must
be like to delve into the subterranean world of the Underdark.

While the D&D" game didn't create
the concept of a world beneath the
world, it certainly claimed squatter s
rights early in its existence. How many
gamers haven't made at least one foray
into the world of kuo-toa, deep gnomes,
and the vile illithids? And how many of
us can honestly say we've never played
adrow or half-drow character at least
once? Drow have even made their way
into “mainstream”
fantasy fiction,
though most of the
authors who bor-
row them claim they re influenced not
by some roleplaying game but by the
dark elves of Nordic mythology or the
mythological archetype of the Under-
world.

You and I know the truth, of course.

There’s no doubt that the physical
attributes of the Underdark are striking,
with its weird geometries and alien col-
ors. None of this is easy to convey in a
Dé&D game, leaving open the question of
why the Underdark has become such a
compelling icon of fantasy roleplaving
games, The answer lies elsewhere,

Even in the maps for the original
Underdark adventure, Descent Into the
Depths of the Earth, the squiggly little cav-
ern tunnels looked cramped and uncom-
fortable. These were not regions you
could easily capture with mere graph
paper. They defied the horizontal and
the vertical, and they refused to be
described in terms of a “10-foot wide”
corridor.
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What makes the

Underdark tick?

Yet every side of the maps had an
unfinished passage, some tangential
route left “To Be Determined” by the
Dungeon Master. While not as overtly
fabulous as “Here There Be Dragons,”
those vague legends proved that the
Underdark was, in fact, as endless as the
imagination. An excursion into its
depths never really ended as long as
there was one more of those untermi-
nated tunnels and a
DM who could con-
ceive its undiscov-
ered destination.

Despite its infinite possibilities, the
Underdark is still compartmentalized, if
not as neatly as a gridlike dungeon of
rectangular chambers. A DM can conirol
the characters’ wanderings in a way that
would be impossible on the typical
wilderness map. On the surface world,
heroes need a compelling reason not to
poke around beyond the Dark Forest or
else they're on their way to unmapped
regions. In the Underdark, your choices
are limited to those passages down
which the DM has already designed.

These paradoxes of subterranean
adventuring might be interesting, but
none of them truly defines what makes
the Underdark so compelling. The real
answer, at least to wimpy spelunkers
like me, is that it's damned scary in
those caves!

Dave Gross, Editor
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Keep in Touch!

]-II slure your opuuons on this issue of Illl‘ magazie

y “D-Mail,” DracoN" Magazine,
1801 Lind Avenue S.W., Renton, WA 98055, USA.

post a letoesr te

You Got Fantasy in My Sci-Fil

Give me a break! Vampires in the
ALTERNITY® game? Repeat after me: “Sci-
ence fiction is not horror.” All together
now: “Science fiction is not horror.”

Horror plays off of the fears of chil-
dren. Science fiction hypothesizes the
future of those children. Science fiction
might not always be the pretty future
that some authors want to display, but
horror never has a good side.

There are ways of creating scary sce-
narios for the ALTERNITY game. Throw in
a couple of klicks or n'sss and you've got
yourself a fearful 1st-level party. A dark
mystery can also scare the party easily

Send emall o dmaili@wizards.com,

Include youe full name

wnd mailing address if you

letter 1o be printed.and let us know

how miuch ¢

{WWe'll assume city

i ehae address voud like P! mredd

and state otherwise.)

For subscription inquiries, send email to

dragon(@pcspublin

I

We agree that the DARK®MATTER setting
makes a niore appropriate place for vampires
than does the STAR*DRIVE® cantpaign. On
the other hand, some of Sean Reynolds's
ideas for vampires in the far future were so
cool that we fust had to pass them along to
the artists,

The DARK®*MATTER campaign setting

fell into our hot little hands just today, so

were still drooling over the gorgeous book.
By the time you read this, however, you'll
have had a couple months to come up with
your own campaign ideas, whether they're
more supernatiral or scientific. Write in to
tell us which direction your campaign has
taken.

Il together now: “Science fiction is not

horror.”

enough. There is no need to bring in the
archtypes of the horror genre. Doing so
only dilutes the game.

I haven't seen the DARK® MATTER ™
setting, so the elements of horror might
have a place there, but not in the
STAR*DRIVE® game. The STAR*DRIVE
setting is science fiction pure and simple.
It is based on what we can become and
what we might find out in space.

Randy Bisig
Jefferson City, MO

While at least one member of the editorial
staff was previously infected by the purist
bug, we've all been won over to the notion of
vanpires as part of science fiction for two
reasons: The line between SF and fantasy has
already been irreparably blurred by such
popular shows as The X-Files, and purists
are generally clever enough to leave out the
bits they don'’t like.
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Rein in Those Themes!
[ would like to see one less theme-
related article per issue. While any arti-
cle has ideas [ can use outside its context,
too many articles related to a subject far
from my campaign are undesirable.
Another thing I would like to see less
of is the apparently popular “Dragon
Ecology” department. While it is amus-
ing and occasionally inspiring, I think
the concept has been over-used, and |
would rather see fewer of these articles.
Articles I would like to see in the mag-
azine, some of which frequently appear
already, are campaign journals. Such
articles might focus either on some part
of a Wizards of the Coast® world like the
DRAGONLANCE®, GREYHAWK", or
RAVENLOFT” settings, or they might be an
addition to the campaign like the Black
Pegasus Company (from many issues
back). Such articles should ideally

or call | (BOD) 395-77

include aspects unique to or characteris-
tic of the locale, such as races, character
roles, unusual or mystical places to visit,
and adventure hooks. A good example
of such an article is “The Dimemesti”
from issue #250, and there are, of course,
many more.

I am content with the present dosage
of non-AD&D" articles. The DRAGON-
MirTH" department, Nodwick, and the
Knights of the Dinner Table are excellent
and greatly entertaining. The graphic
design is likewise very pleasing to the
eye. Keep up the good work!

Finally I would like to express my
wish for the return of the long gone
“Roleplaying Reviews,” a column that
used to review both TSR games and
those of other companies. It was a great
service to the roleplaying community,
and I am sure it will contribute to the
sales of TSR products reviewed.

Oran Magal
magalart@zahav.net.il

We determine the themes of issues in fwo dif-

ferent ways: Somietimes we pick one we think

covers a subject weve neglected for a while
(as with the "High-Level Campaigns” theme
coming up in a few months), while at other
times a theme “emerges” from the submiis-
sions stack. If we see two or three elf articles
we like, we make a theme of it. This year,
expect a little more diversity in most issues,
even as we lead with theme-related articles,

The “Dragon Ecologies™ department is
indeed one of the more popular, according to
the letters we've been reading. Thus, we plan
on including plenty, but we hope you'll find
them frequently amusing and inspiring.
Check out Johnathan Richards's latest offer-
ing, a decidedly creepier installment than
you nright expect from the mind behind the
Monster Hunters’ Association.



the game dynamic and progressive for
my roleplaying group. I truly think the
game is long overdue for a 3rd edition.

Also, after reading some of the hints
and specifics given in the FAQ, | think
some of the changes are long overdue.
For example, bonus spells for high Intel-
ligence for wizards. This has been a
house rule in my campaigns for as long
as | can recall.

That being said, however, [ do have
several concerns. First off, I question the
use of the GREYHAWK® campaign as the
default setting. The GREYHAWK setting

Unfortunately, Wizards of the Coast
has decided to support the GREvHAWK
campaign as the default setting for 3rd
Edition.

Now | am faced with the decision to
use a world that 1 don’t enjoy or else try
to develop a world on my own. Please
tell me that the FORGOTTEN REALMS cam-
paign will still be supported with addi-
tional supplements in the future! Don’t
force the GREYHAWK setting on me.

There is also a question regarding the
novels produced by TSR. 1 own every
novel produced for every setting,

fter all, I'm not Elminster!

lost much of its allure early on for me.

The world never appealed to me.
There were many reasonable characters
developed but no passionately interest-
ing characters. After only two or three
years (I was 11 when I started playing
this game), my gaming group created its
own world called Palor. This world
became a richly detailed setting. How-
ever, it was difficult to maintain a consis-
tent campaign while also developing the
setting. Imagine my surprise when |
picked up the first FORGOTTEN REALMS®
supplement.

Here was a world with unbelievable
development, detail, excitement, and
passion. There isn't a single character in
any other campaign (home-grown or
officially published) that can touch the
seven sisters, Let me say for the record:
Ed Greenwood is a genius!
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1 especially love the FORGOTTEN REALMS
novels. Will TSR continue to produce
novels from this setting?

One last point [ would like to make. |
buy practically everything produced by
Wizards of the Coast in a given year. (I
know, it's a habit now instead of a
hobby!) However, if FORGOTTEN REALMS
is no longer going to be developed, it
makes me wonder if Ed Greenwood's
creative brilliance will grace future Wiz-
ards of the Coast products. If Wizards of
the Coast is moving away from Ed
Greenwood, I will have to move away
from Wizards of the Coast.

I do have other concerns. (Will the
PLANESCAPE® setting still exist? Talk
about a setting with infinite potential.
Whose idea was that?) However, these
other concerns I can address on my own
by using existing products, developing

some things on my own, and imple-
menting house rules. However, no
house rule I can create will allow my
tiny little mind to replace the wonders
brought to us by Ed Greenwood. After
all, I'm not Elminster!
Lee Perry
shade@wvadventures.net

Let's see whether we can allay all of Lee's
fears at once. Fortunately, it's ensy this time.

While the GREYHAWK setting provides the
backdrop to the 3rd Edition D&D game, it
isn't taking the place of the FORGOTTEN
ReALMS campaign. In fact, there are big
plans afoot for the Realms, and Ed
Greenwood remains a big part of them. You
can expect ta see a steady supply of game
products and novels from the land of the
Seven Sisters. That's not to mention the
“New Adventures of Volo,” which begin in
this very issue.

Those who toant more of the GREYHAWK
setting should keep an eye on POLYHEDRON®
Newszine. While the plans aren’t firm
enough for announcements, it's safe to say
the setting will enjoy lots of activity in the
RPGA® Network. For more information,
check out the website (www.wizards.com).

As for the PLANESCAPE sefting, if will
continue to exist as a part of the much
more inclusive D&D world. This year, in

fact, you can expect to see at least one or
twa significant jaunts to the planes in
Dé&D adventures and supplements. The
only difference now is that the planes
aren't pigeontholed into their own setting—
they're more a part of the D&D multiverse,
as they were originally meant to be. -

By Aaron Williams




Whenever we see a great campaign article,
we'll snap it up. Check out this issue's
“Underspires” article, and look for a taste of
the GREYHAWK® and AL-QADIM® settings
very soon. In keeping with our “back fo
basics” philosophy, we'll try to keep ail of the
campaign-specific articles usceful to everyone,
even those who don't play in those worlds.

“Roleplaying Reviews" is gone for the
forseeable future and perhaps forever. It's
impossible for a paper magazine to compete
with the speed of Web-published reviews
these days, so we're focusing on material that
remains useful for months or years rather
than just a few weeks.

Symbols of Audaire

Thave a few questions concerning “Van
Richten’s Legacy: The Cult of Simon
Audaire” from issue #264.

1. Gerard Renier supposedlv can cast
the ward against wererats spell. This in
itself is good, as it’s practically necessary
for any resistance movement in
Richemulot. However, according to his
description, Gerard has no access to the
Wards sphere. [s this a granted power or
was a minor access to this sphere
unlisted in the article?

2. What sort of symbol does this cult
use? (It seems that every religion in the
Dé&D game has a symbol that its priests
use.) I suggest the Renier coat-of-arms
with a scar across it to indicate they are
working against that clan, or perhaps
simply the Audaire coat of arms?

3. Are there any other priests in this
cult aside from Gerard Renier? Perhaps
there are a few 1st-level acolytes to assist
him in services and to add to the level of
power for teams on specific missions.

These are minor points, but they
might add to the flavor of the cult. I real-
ize some of these could be up to individ-
ual DMs, but [ am interested in the
official answers. Thank you very much.

Eric C. Daniel
Alexandria, VA

We turned to author James Wyatt to
ansioer your questions and, more impor-
tantly. shoulder the blame!

He writes:

“1. My mistake. Gerard should have
minor access to the Wards sphere in addition
fo his other spheres.

“2. As a persecuted minority cult, the
followers of Simon Audaire do not make

&twﬂmﬂmmm

room where the smoke powder is stored.

: ready escape.
mmmwmmmmumum

ninety percent of his spells, Travis calmly gathers sev-
eral thousand missile beads that Zagyg left lying around and marches off to the

He packs the beads into the jars of powder. “Look guys, shrapnel!”

Twelve jars of smokepowder, each the equivalent of a sixteen-die fireball. On top of
that, 2,700 beads, averaging a five-die firehall each.

How many experience points do you get for 240 invisible stalkers?

These are but twio examples of how Travis always brings an air of excitement
to the game, and excitement is what it's all about. Whenever he's at the table,
there's always the chance for the extraordinary, always the possibility that the
day will be won by fabulous ingenuity when strength alone cannot prevail. It is
with tremendous respect that I nominate my brother, Travis Hawvermale, for
DRAGON* Magazine’s’s Player of the Monith.

—Lance Hawvermale

physical holy symbols, as their discovery
would be concrete evidence usable against
them. Instead, they use signs and gestures to
identify themselves to other members of the
cult. The most common and simple of these
identifiying gestures is drawing a knife and
pulling the flat of the blade across the back of
the left hand.

“3. At this point, no other member of the
cult has shown sufficient devotion to be
rewarded with priestly powers (granted poiw-
ers and spell ability). Gerard certainly has
acolytes who assist hint in the rites, but they
are not members of the priest class. Some of

them are formidable members of other char-
acter classes, however, and the day will prob-
ably not be long in coming when additional

priests of the cult appear.”

Ed-cellent Campaign

I have recently read the FAQ for the 3rd

edition D&D" game on the TSR website

(www.3rdedition.com), and [ wanted to
express my opinions.

I'have been playing the D&D game (in
its various configurations) for more than
twenty years. In that time, [ have seen
many changes that have helped to make

DRAGON 267 - 7



Truths Untold

In issue #263 you asked, “When is it all
right for the DM to give blatantly false
information to the players ?” The answer
is never. It is a matter of personal
integrity.

The players are human beings. By that
fact alone they deserve to be shown
respect by honest communication. They
are probably also your friends. If you
like having friends, you don'tlie to
them.

Characters, on the other hand, must
be lied to all the time. DMs lie in the tra-
ditional ways, the most common of
which is the lie of omission. The DM
says, “You see a long hall with a door at
the end,” not, “You see a long hall with a
trap in the middle and a door at the
end.”

The second most common is the lie of
commission. The DM says, “You see a
man in the shadows beckoning you,” not,
“You see a demon, disguised as a man,

Questwn of the M(,mth

WHAT LEVEL IS “HIGH LEVEL"?

L

How HIGH IN LEVEL DOYOU LIKE
YOUR PCS 10 GO DURING A CAMPAIGN?

The party consisted of a majority of
evil characters, but none of them were
chaotic evil. This eliminated the com-
mon problem of “lets go kill everything
and take over the world.” Don't be mis-
taken, world domination was their goal,
but they just decided that it would be
easier to conquer the world than to
“earn” such rulership through good
deeds.

The party was well roleplayed. For
instance, we had a dwarven fighter that
could have single-handedly taken out an
entire army of skeletons, but he had a
severe phobia of undead and cowered in
the corner whenever there was a chance
of undead appearing. They stayed true
to their lawful evil alignments through-
out the game. This worked well because,
while each party member had a personal
agenda, each also knew how to work as
a team. It was the most against-the-book
campaign | have ever run, but it was also
one of the most fun.

haracters on the other hand, must be lied to

all the time.

lurking in the shadows, beckoning you.”
As a DM you lie to the characters all
the time. It is a game tool, how the game
is played, and what the players expect.
But as a DM, you never lie to the players.
Bryan Cooper
Riverside, RI

Evil is as Evil Does

On the topic of playing evil characters
(“Evil Rules!” from “DMail” in DrAcoN'
Magazine issue #264), | would like to add
a story from my own group.
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This party built a castle and pro-
ceeded to perform all of the mundane
political stuff that goes along with run-
ning a castle. They still managed to put
an evil twist on it, though. While holding
audience, they killed the first merchant
to object to their taxes and used him as
an example, but they were completely
fair with everybody else who came in,
including the party that was there to
declare war on them—although they did
try to poison, stab, beat, and generally
kill the other party.

This just goes to show that a party of
evil characters can work within the
game, Granted, they won't be saving the
princess out of the goodness of their
hearts, but they would still save her in
exchange for some sort of compensation,
and they knew the value of a reputation,
so they might have done it for free if for
no other reason than the good public
relations that it would show. So, evil
does not mean unplayable; it just takes a
more skilled party to pull it off. Who else
could convince the bad guy that they are
actually allies while sliding a knife into
the villian’s back? It's all about how you
play it.

Jacob Schwariz
Reading, PA

Impractical Evil

Commenting on Matthew Avery's

idea for evil characters, there is one way
that evil does work: The evil characters
must band together for a common
purpose so strong that they would
never mess with each other. [nstead of
roleplaying a group of chaotic evil
characters messing with each other,

try a less random group of lawful evil
characters all heading towards a terrible
goal. This works because everyone can
be evil, but not to each other. The
Empire in Star Wars exemplifies this
kind of disciplined evil.

However, two things make this type
of play difficult.

1. Most players who want to be evil,
want to mess with their friends’ charac-
ters. The lure of being evil for these role-
players involves stealing things and
causing havoc. These antics ultimately
take the fun away from everyone else,
and they just don't work.



2. To play a lawful evil campaign is to
tread on dark territory. You must be
serious about your evil, This isn't steal-
ing your friend’s purse or getting him
drunk or leaving him in a tight spot.
This is calculated evil, and most of us
believe very strongly in not doing things
like that.

In the end, evil campaigns are not
practical. They often result in angering
your friends, and the entire experience
often turns negative. Playing evil charac-
ters just doesn’t work.

However, as many many novels and
stories and movies have depicted, that
doesn’t mean the good characters must
be perfect. Take a greedy character like
Han Solo for instance, a fan favorite in
the movie genre; he was rough around
the edges and pretty selfish at times, but
he was still good.

Jason E. Smith
Address Withheld

Improving Ability Scores
There's been a lot of talk about things in
the AD&D" system that need work,
ranging from new skill systems to more
fluid character design. However, there is
one point most writers seem to miss
entirely when they imagine the new
vistas of advancement: Ability Scores.

Imagine a scrawny 20th-Century
computer hacker. Suddenly, a war
breaks out; he is drafted into the military
and pushed through the rigors of boot
camp and intensive exercise. He is flown
out to the mountains, where he spends
months elimbing up and down rocky
slopes carrying a full pack as a commu-
nications specialist for his unit, battling
thick snow, high cliffs, and daily moun-
tain climbs, as well as close-range battles
with indigenous forces who prefer the
tactic of springing into the group’s midst
and engaging them at ranges too close to
safely use firearms.

At the end of his tour, he walks into a
bar with his laptop for a drink while he
works on a new script for his web page.
A fight breaks out, so he picks up the
offending biker in one hand and carries
him out of the building with sheer
physical might.

Now imagine an AD&D mage. He's
casting cantrips to fetch his beer when a
war breaks out. He is put through rigor-
ous training and sent out with a full pack

loaded down with components for
exhausting combat magics, food for
days on end, and a heavy tome of spells
to carry up and down rocky inclines. He
is thrust into hand-to-hand combat
against attacking monsters. At the end of
the war, the mage pants and puffs his
way back home, still barely able to carry
his pack as the other members of his unit
whine, “What a wimp!”

The AD&D rules have always viewed
stats as an absolute. They are mon-
strously difficult to raise, and they gen-
erally require massively powerful magic
to improve.

While [ dont have a perfect solution
at the moment, I do have a stopgap

measure to offer. Upon gaining a level,
a player can choose one of the PC's
primary statistics and roll to improve
that statistic, with the modifiers
shown below.,

1f the bonuses to improve the roll add
up to more than the starting score, the
statistic automatically improves by one,
and a roll at—10 is made to improve the
stat by a second point.

This system is hardly bullet-proof,
and it hasn’t been adequately tested, but
it should alleviate the problem of being
unable to improve oneself.

Justice McPherson
Palmer AK,

rgray@mainet.com
™
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For this games editor,

fun is the name of the game.

oleplaying games editor Miranda

Horner is having a great time,

and she wants everyone to know
it. "Working here is a whole lot of fun,”
she says. “Our passion for the work is
tremendous, and it gives us a lot of
energy. It's just a blast.”

Miranda is an editor with the role-
playing games Ré&D group at Wizards of
the Coast, working on the DUNGEONS &
DraGons' and DRAGONLANCE™: FiFTH
AGE* games. She considers herself an
example of what you can accomplish if
you're willing to follow your dreams
and do what you love.

Born in Waukegan, lllinois, Miranda
was raised in Texas and moved to
Kansas City shortly before attending
college there. When she was growing
up, she loved reading fantasy books,
which led her to the ENDLESS QUEST'
series of books from TSR, followed by
Weis and Hickman's DRAGONLANCE
Chronicles trilogy. “ also watched
the DUNGEONS & DRAGONS cartoon
religiously,” she reports.

Her exposure to the stories of the
DuUNGEONS & DrAGONS worlds led
Miranda to an interest in roleplaying.
Unfortunately, she was unable to find a
gaming group that was looking for
players. So she bought the basic
AD&D" books, taught her cousins how
to play over summer vacation, and
played the D&D* computer games
from SSL “Until I moved to Kansas
City, my gaming experience was fun
but very sporadic.”
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iranta Horner

by Stephen Kenson

When she started college, Miranda
wanted to be an accountant. After a few
classes in Accounting and other business
subjects, she decided she liked History
and English Literature better, and that
she wanted to edit fantasy books. “Since
TSR was so close to my grandparents’
house in llinois, I made it my goal to
somehow get into TSR.”

Miranda started attending the Gen
Con* Game Fair and met a number of
TSR people at the seminars. She also got
a job working in a bookstore to help pay
her college tuition. She set up game
demos and ran a booth for the store at a
local roleplaying convention, where she
met her future husband, Shaun.

“He was in charge of finding a site for
the convention, and the hotels kept ask-
ing him for a name, even though it did-
n’t have one yet. So he told them it was
called “ShaunCon.” His friends thought
it was so funny that it's been called that
ever since.” ShaunCon is still held in the
Kansas City area, and Miranda and
Shaun still attend every year.

Miranda took an editing job with
West End Games in 1994, shortly after
she and Shaun were married, then
joined TSR some eight months later.
Since that time, Miranda edited a num-
ber of game books for TSR and has even
tried her hand at writing. She has two
published short stories, “Hanna’s Tale”
in the Rath & Storm anthology for
Magic: The Gathering' game, and
“Tree of Life” in the Heroes & Fools
anthology for the DRAGONLANCE setting,
Miranda edited a number of books for
the DRAGONLANCE game line, including
The Bestiary, one of her favorites. “I
liked the stories. They really helped
bring the creatures to life, and the art
was just glorious. It all really came
together in the end.”

She says it's an editor’s job to “refine a
book and make it as good as it can be, so
the reader gets the best possible experi-
ence out of it.” She’s quite proud of her
editorial co-workers and the game
designers she works with. “Part of the
enjoyment [ get out of my work is know-
ing the designer and the people I work
with appreciate the effort that goes into
each project.”

Currently, Miranda works primarily
on the D&D game line. Recently, she has
been editing a new AD&D adventure by
Bruce Cordell and Steve Miller. “I can't
say much about it except that it’s an epic
adventure, featuring a mix of AD&D
worlds and the return of some familiar
faces. It's a lot of furn.”

Miranda is also editor of the LEGENDS
OF THE LANCE” online newsletter, which
features stories, interviews, and game
articles about the DRAGONLANCE world.
The newsletter looks for short articles
useful to DRAGONLANCE players and
Narrators with interesting stories
behind them. “Either SAGA" or AD&D
statistics are fine,” Miranda says.
“Including both is even better!”
Miranda encourages budding writers
to submit material for the newsletter to
her at gumdrop@wizards.com. “It's
a great way to get started and earn
some experience,” she says. Some
LEGENDS OF THE LANCE writers have
gone on to write for DRAGON" Magazine.

It's the opportunity to do something
she really enjoys that drives Miranda’s
work at Wizards of the Coast. “The
whole reason I'm doing what I'm doing
is because [ want to have fun with my
life, and that’s what I encourage other
people to do. You can do what you
really love. Don’t lose sight of that. It
can happen.”

,h



f you are as prone to irritation as
[ am when seeing or hearing the

term “fanboy,” this column
should do your heart good. On
the other hand, if you approve of
the word, worse still use it, then
run along and read something else,
junior. Bad enough we need to suffer
the slings and arrows of those who
scorn gaming. To be bent on attacking
fellow gamers—putting them down
because they like a game or style of
play that you don’t—is absolutely
unconscionable.

Calling

admiration, and evidences this, some
twit can smugly refer to that person
as a fanboy. The name-caller gains the
approbation of his coterie of self-sat-
isfied associates and wears the laurels
of victory for identifying a gamer
who by his or her standards is obse-
quious. They are devotees, better afi-
cionados, but the object of the
derisive epithet is a mere fanboy.

If you have been ridiculed by use of
the appellation or even witnessed such
an event, think back to the incident.
More than likely the one named as a fan-
boy was espousing some popular
game—the AD&D* game, for example.
Perhaps it was some person, an author
or game designer who was being cham-
pioned. When the enthusiast ardently

All Fanboys!

By Gary Gygax

matter of whether there is any meril in
numbers when judging the worth of a
thing or a person, the very act of trick-
ery conveys the weakness of the one so
doing. Fanboy is a weak, petty little epi-
thet made up by someone lacking forti-
tude and the courage of conviction. If
one truly believes admiration for an
object or person is justified, no rein-
forcement by others is needed, and
those who hold differing opinions are
not threatening.

All of this seems germane now, With
the news of 3rd-Edition D&D* game
releases coming soon, there will be
much discussion, pro and con, regard-
ing it. The small minority of wvocal
detractors of Wizards of the Coast, the
game proper, and those who create its

Fan is a suitable
word often used to
describe “an enthusi-
astic devotee” or an
“ardent admirer” of
something or some-
one. Years ago, [ was

Fanboy is a weak, petty little
epithet made up by someone
lacking fortitude and the
courage of conviction.

parts will be out in
force. Some will aim at
building themselves
and what they do up
by attempting to tear
down what you advo-
cate, and vou person-
ally. Count on fanboy

a fan of Avalon Hill
games, Tom Shaw (vice president of the
company), and even Donald Feather-
stone (publisher of Wargamer’s Newslet-
ter in the UK). Overall,  am a game fan.
As | ardently admire the writing of Jack
Vance, | am his fan. [t is safe to say that
all of us are fans to some degree. Now
to the offensive “fanboy.”

The prefix, "fan,” is a perfectly
acceptable word. It describes most of us
in some aspect. By adding the suffix,
the real meaning of the word is
destroyed, and together they convey
something opprobrious.

We all understand the disparaging
connotations of the word “boy.” In its
vilest implication it conveys lesser
status, servility, and inferiority. When
combined with “fan,” the new word
denotes someone who is servile to a
thing or a person. Because someone is
enthusiastic, a devotee, ardent in
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held his or her ground, the one assailing
the championed thing or person pointed
a virtual finger, uttered “fanboy.”

This, of course, then served as high
ground for the condescending twit, and
standing upon it, he spoke down there-
after. No need to address actual facts,
answer questions, or provide a cogent
discourse. With the fact of the inferior-
ity of his opponent established by the
fanboy label, what need for actual
debate? Thus the opinions and asser-
tions of the name-caller were validated
and established as the truth. The victim
of the epithet must perforce slink away
in abject humiliation or else be treated
to worse verbal abuse.

What is taking place seems certainly
to be that someone who feels inferior
because he or she is in a minority posi-
tion assumes an opposite mantle to
cloak this feeling. Leaving aside the

being hurled about
with considerable abandon,

In truth, I have yet to observe anyone
answer the epithet with a devastating
counter. Merely returning some instilt is
unsatisfactory, as it brings one to the
same level as the one calling names. Per-
haps the best response is to shrug off the
insult and point out that the one using it
must lack reasoned argument to resort
to name calling. There might even be
some merit in embracing the term, mak-
ing it a badge of honor rather than
something opprobrious. That is what
the American Revolutionists did with
the epithet “Yankee.” I'll accept the term
in this sense: “fan” plus “boy” as in “fel-
low” or “person,” one of the boys.

Hey! That’s not bad. If D&D gamers
are fanboys, then it means we are
enthusiastically devoted to that game
and associated in fellowship thus. Can't
argue with that .., »







he AD&D' game presupposes a vast

subterranean world that serves as
home to such vile monsters as mind
flayers, drow, and aboleth.

The origins of this Underdark are
almost as old as the AD&D game itself.
The “D" series of modules published in
1978 introduced the immense network
of caverns underneath the GREYHAWK
campaign setting. The Dungeoneer’s
Survival Guide provided the most com-
prehensive overview of the Underdark

svirfneblin. Almost all of these races
are evil, and legend tells that several of
them (drow, duergar, and kuo-toa) fled
underground in the aftermath of the
ancient wars between the forces of
light and darkness. The defeated cul-
tures now live beneath the surface in an
uneasy balance of power.

Tweak any of these assumed charac-
teristics, however, and the Underdark
becomes a profoundly different place.
Imagine a subterranean empire ruled by

up to that point,
detailing an expan-
sive underground
region called Deep-
earth. The Night
Below boxed set
offered an entire
campaign that’s set
in the Underdark.

Tweak any of the
assumed characteristics
and the Underdark
becomes a profoundly
different place

duergar, where the
other races of the
Underdark are either
extinct or enslaved.
Picture an Under-
dark that is domi-
nated not by evil
races but by good

ones—deep dwarves,

In most AD&D game campaigns, the
Underdark has several identifying char-
acteristics. It is composed mostly of
air-filled passages, though underground
rivers, lakes, and even seas exist as
well. These tunnels resemble natural
caverns that exist on Earth: limestone
or volcanic caves with features like
sinkholes, stalactites, and stalagmites.

A number of fabulous races populate
the Underdark, including the drow, duer-
gar, myconids, derro, cloakers, mind
flayers, jermlaine, aboleth, kuo-toa, and

svir-fneblin, and others. Suppose sea-
water fills an Underdark ruled by the
aboleth and kuo-toa. For a taste of the
truly fantastic, imagine an Underdark
that bears absolutely no resemblance
to earthly caverns, an alien or other-
planar environment that breaks all the
rules. Challeriging the presuppositions
of the Underdark ean result in a rich
new environment for adventuring. It
can even help you think in new ways
about the surface of your campaign
world.
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A Duergar Empire

The traditional Underdark is inhabited
by a number of civilized races—some
native to the subterranean environment,
some driven underground in the myth-
shrouded past—co-existing in a relative
balance, if not peace. In an alternate
Underdark, however, one race might
have upset the balance of power to
dominate the subterranean world. Play=
ers might not be surprised by a drow or
mind flayer empire, and these creatures
have been detailed extensively (drow in
the FORCOTTEN REALMS® supplements
Drow of the Underdark and Menzoberran-
zan, and mind flayers in The [ilithiad and
its MONSTROUS ARCANA® adventures), A
powerful empire of duergar, on the
other hand, is more unusual.

Duergar make more complex and
interesting opponents if their magical
powers of enlargement and invisibility
described in the MonsTrous Manuar”
book are replaced by the full complement
of psionic powers detailed in The Con-
plete Psionics Handbook. Psionically, the
duergar are not the match of the illithids,
but their powers are formidable nonethe-
less. Duergar of any class gain psionic
powers as a psionicist of the same level.

Duergar Empire Adventure Track

This outling suggests a possible course
of events to introduce a group of PCs to
the existence of the duergar empire.

« A band of raiders fram a hill dwarf
client state of the duergar empire raids
a surface village and carpies off several
peaple. The PCs must track down the
raiders and rescue the prisoners before
their captors transport them into the
Underdark for slavary. One of the cap-
tives could be a friend or relative of a PC;
all of them are healthy adults capsble of
combat. If the rescue brings the PCs into
the dwarven stronghold. they catch a
glimpse of tall gaunt dwarves whao seem
to be giving orders ta the hill dwarven
leaders

+ A bounty hunter comes after the
PCs, hoping to collect the price that the
local duergar duke has put on their heads.
This bounty hunter 1s a highly skilled
fightar/thief la hill dwarf, duerger; or per-
haps a drow thralll who moves sbout only
at night. He attempts to deliver the PCs
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The Environment

Massive construction projects mark the
duergar empire. These gray dwarves
expand natural caverns and finish them
with elaborate carvings, the artistry
equal to anything produced by hill or
mountain dwarves. They smooth and
pave tunnels to form roads patrolled by
elite soldiers on steeder mounts. Aque-
ducts carry water from natural sources
to remote strongholds. A standing army
bearing magical weapons enforces harsh
discipline upon subject states and
slaves. The Underdark might contain
civilizations, but it is not without its
frontiers.

PCs daring to venture into even the
fronfier regions of the empire must be
careful in their movements. Marching
around in plain view as a well-armed
party of surface-dwelling adventurers is
foolhardy; the duergar quickly respond
to such small-scale invasions with a
powerful military farce. PCs should dis-
guise themselves as they would in a
hostile city on the surface—trying to
appear as slaves, most likely, and keep-
ing weapons concealed.

to the duke alive. affording them a
chance to escape while underground. [f
he fails, the PCs learn that they are
wanted ocriminals in @ mysterious: sub-
Lerransan empire

«On this or another visit to the under-
ground. the PCs have ther first direct
confrontation with duergsar. The small
grotip of marchants. slavers, and guards
should be a close match for the PC party,
The encounter can be & combat, or it
could involve diplomacy and negotiation.
I either case, it should give the PCs the
opportunity to learn more about the
dugrgar empire and its vassals.

-Slave raits on the surface incresse in
frequency and intensity until the PCs are
forced underground to investigate (o
perhaps to rescue more captives), Mak-
Ing their first venture into the Under-
dark proper through passsges leading
downward from the vassal hill dwarf
stronghald, cthey discover a
duergar trading post, a small settlement

s0on

The Powers

The duergar, naturally, are the dominant
culture of this Underdark. Guided by the
priests of Laduguer. the gray dwarves
have a rigidly lawful sociéty reminiscent
of the Roman Empir¢ at its worst
unbendingly hierarchical, with a large
slave population supporting the luxury
of the upper classes, Their slaves include
drow; jermlaine, derro, and svirfneblin, as
well as goblinoids, troglodytes, and other
subterranean creatures found nearer the
surface. In some regions of the surface,
the duergar might have client states of
humans or hill dwarves who send slaves
mnto the Underdark as part of their trib-
ute. Many duergar slaves are so degener-
ate after centuries of servitude that they
have become members of a sub-race of
their original stock.

Other major cultures of the tradi-
tional Underdark—myconids, cloakers,
mind flayers, aboleth, and kuo-toa—
might be extinct, or they might survive
in small pockets. There could be tiny
puppet states of any Underdark race
within the borders of the duergar
empire, but there is no/question who is
in control.

where mest of this duchy's business
with the surface warld occurs. They
trace the raids to a slave trader who
boasts a cantract from the ruler of this
region of the empire. Eliminating bim
causes the rads on the surtace to slow
fara time.

«If the PCs kill the first slave traden a
new ang soon moves to Fill his plece: The
PCs can follow the trail of the royal can-
tract deeper nto the subterranssn
realm to discover that the duergar king
is using the slaves as part of his effort to
put down a rebellious pocket of drow
thralls. In this vaolatile situation, the PCs
could start a lucrative smuggling opera-
tion, Punning weapons to the drow rebels
i exchange for mining product or other
valuables of the Underdark. They might
assist the drow in other ways or even
help the duergar quash the rebellion and
thereby reduce the dermend for slaves.




The Other Denizens

The giant hunting spiders called steeders
are common in an Underdark ruled by
duergar, their traditional riders. Large
and dangerous predators are scarce near
duergar strongholds, as the dwarves
have pushed them into the frontier. Oth-
erwise, the creatures encountered in a
duergar-dominated Underdark are the
same as in a tradifional Underdark.

Bastion of Good
The traditional Underdark is a haven for
evil creatures driven below ground by

their good, surface-dwelling counter-
parts. The svirfneblin are the only major
Underdark culture that tends toward
good alignment, and they are a small
minority in most Underdarks. If the sur-
face world is uninhabitable (covered in
frozen methane, bathed in acidic rain, or
overrun by ancient dragons), humanoid
civilization might have developed

Bastion of Good Adventure Track

In & good-dommated Underdark, the pamnt
is not tolure the PCs inta the Underdark
but rather to lure them ouf INto a sur-
face world that could be even more hor-
rific than the deepest resches of a
traditional subterranean realm, This out-
line presents one course of events build-
ng on the assumption that an ewil
race—"liends from a portal to the Abyss,
in this example—has ovarrun the surface
world. To the degp-dwellers, the surface
world is a realm of legend, the inhabi-
tants of the Underdark have forgotten
that their ancestors ever lived under the
sun. The tanar'r, likewise. believe that
they are the sbsolute masters of this
waorld, not knowing that their humanoid
slaves have distant cousins living deep
underground. This epic campaign arc corn-
tains many unpleasant revelations for
both groups.

- Aninterracial council, made up of the
lgaders of several Underdark cormmini-
ties, sumimons the PCs. A divine mes-
sengen appearing to each of them, has
revealed that great events are in store.
To set them in mation, heroes must ven-
ture to the surface world and return
with a box of sunlight. When released in
the Underdark, this sunlight triggers the
cransformation of the world. The leaders

underground, with good and evil races
co-existing. Alternatively, the Underdark
could be the refuge of good-aligned
races in a world dominated by evil,
Pursuing this latter option, the sur-
face world might be overrun with
drow, mind flayers, or something
even worse. Perhaps the illithids
have succeeded in their quest to
exterminate the world’s sun
and taken over the darkened
surface of the planet. Per-
haps an interplanar gate §
has released a plague of
fiends, driving throngs of

into  subter-
havens. More
than any other oplion, '
turning the Underdark
into a refuge of good

refugees
ranean

shapes the character of the
surface world as well.

have chosen the PCs to make a journey
to the surface world, carrying & box lined
with mirrors to carry the sunlight back
to the depihs.

- The PCs undeirtake their quest to the
surface, encountering ever-increasing
threats from the fiendish denizens of
the surface as they progress upward, Ini-
tially, they could encounter tieflings and
ather minions of the tanar'ti that domi-
nate the surface world. These minions
are the PCs’ first. hint that the Under-
dark races have distant relatives still
living on the surface wopld, though
enslaved and corrupted by their
fiendish masters. Dretch and rut-
finally a lesser
tanar'ri. tanar'ri [@ half-fiend cambion or
alu-fiend), stand... in the way of theair final
goal, At last the PCs emerge nto a sur-
face world shrouded in right. Shortly
thereaften they witness thewr first sun-
rise. Capturing the sun's rays in thelr
mirrorad box, they hasten back into the

terkin slaves, and

Underdark toescape fiendish pursuit,

- When the PCs raelease the sunlight
from the box. it rises to the top of the
great chamber the leaders have chosen
as a meeting place, aftfixing itself there
like a tiny subterranaan sun. Once it is
settled there, bright beams fall from it

to land on the PCs, bestowing minor
magical talents on them and indicating
that they are the chosendivine agents of
the great change that is in the works.

- Newly awakened to the existence of
martals in the depths of the earth. the
tanarTi mount an expedition into the
Uinderdark, As chosen divineg champions,;
the POs sre expected to lead the
defense of the Underdark races

- After driving off the first wave of
tariar'™  invaders. the PCs receive
anothar divine messenger whao charges
them with a quest to seal the Abyssal
portal through which the origina! fiendish
invaders arrived and through which they
still receve both life energy and rein-
torcements. The PCs are to place the
borrowed sunlight that now shines on
the cailing of the great cavarn bsck inta
the mirrored box, then throw the box
through the portal, which 1s located
within @ great obsidian palace on the
world's surface

- Sgaling the portal stirkes the deci-
sive blow against the tanarri, but the
war is not over as long as they swarm
over the surface. The war's climax
comes as the PC heroes face a nighty
tanar'ri lord and miust drive his life force
hack into the Abyss




Aguatic Adventure Track

A series of adventures involving air-
breathing PCs in an aguatic Underdark
should involve twin arcs of character
development. At the same time PCs
learn mora sbout the Underdark envi-
ronment and its denizens, they should
gradually acguire the means to stay
underwater longer and move about
more fresly. An interesting method of
providing this magical technology te the
PCs is to assume that an ancient
hurman or elven empire, long vanished
from the surface world, was well
acquainted with the watery Underdark
and developed many magical items to
faciliate ivs exploration. The PCs' first
incursion inta the aguatic tunnals might
have them using potions of water
breathing for a guick mission in which
they might uncover a ring of water
breathing left behind by an ancient
explorer who met an untimely end. As
they venture deeper and face greater
threats, they acquire more power not
only by racking up experience points but
also by overcoming the limitations of
the underwater environment.

- The PCs are in a surface city that is
experiancing problems with its sewers.
Subtle clues suggest that the city is
desling with an almost stereotypical
wererat, infestation, but the truth is
different. A group of kuo-toan monitors
pursued an insane kuo-toan warrior
into the city's sewers, which drain into
8 subterranean river connected to the
endless waters of the Underdark.
Thrilled by this new playground, the
kuo-toa have been venturing to the sur-
face on dark nights and spreading may-
hem, careful ta leave no witnesses. The
PCs venturing into the city sewers
offer the first opposition to these
creatures, and the kuo-toa flee back to
the watery Underdark—diving into a
sewer line and swimming away—before
the PCs kill them all,

- The city council remains concerned
about the possibility that the fish-
men might mount a large-scale inva-
sion. so they commission the PCs to
perform a reconnaissance mission
into the water-filled tunnels. Paying a
city alchemist an exorbitant sum, they
provide the PCs with two potions of

water breathing per character and
send them back into the depths. Ven-
turing back into the sewers and into
the subterranean river, the PCs
explore the twisting tunnels of a
strange and foreign environmant
Soon they stumble upon the ruins of &
small outpost built by the ancient sur-
face empire that once explored these
depths. Originally half-filled with air
the subterranean chamber is now
completely water-filled, cavered with
algae (some of it dangerous), and oth-
erwise in extreme disrepair. There are
dangerous fish in the place, but that
threat is disorganized, and there is no
sign af the kuo-toa. The duration of
their potions restricts the PCs' explo-
ration of this outpost, and they must
return before they can survey it thor-
oughly. As the duration of the potions
dwindles. a group of merrow or
aguatic troglodytes catches the PCs
in an ambush, The climactic battle
takes on a frenzied tone as the PCs
struggle to defeat their attackers and
return to the sewers before the
potions wear of f.

- The PCs’ report to the city councll
persuades the council members to
shell out the money for another round
of magical potions—or perhaps the PCs
recover sufficient treasure from the
ruins to finance the alchemist's work
themselves. In any case, they should
now have nough time to explore the
ruins more carefully. Now the PCs find
mosaics depicting conflicts between
the ancient surface-dwellers and kuo-
toa and see representations of abo-
leth. Most importantly, they find one
magical item that helps their next
expedition—a helm of underwater
action or some other long-term
breathing solution.

-Now armed with one good breathing
device and enough gold to purchase
their own potions—and possibly a spell-
caster rising high enough in levels to
provide some waterbreathing assis-
tance as well—the PCs can venture
deeper underground. This brings the
PCs back inta confliot with kuo-toa, as
they come upon a small outlying settle-
ment of the fish-rmen. The settlemeant

is in a state of disorder, as the kuo-toa
have just discovered that one of their
number has been spying for the aboleth,
The fish-men are nervous and paranoid
when the PCs arrive. The scene dis-
solves into total chaos when a raiding
party of skum, led by a young sholeth,
descends upon the kuo-toan settle-
ment. The PCs' goal is to stay alive, and
their reward is a handful of ancient tro-
phies prized by the kuo-toa as relics of
their ancient war with the surface-
dwellers, including a closk of the manta
ray end a pear| of the sirines.

«In future expeditions, with increas-
ing power, the PCs face greater num-
bers of kuo-toa and the increasing
threat of the aboleth They discover
more ruins from the ancient surface-
dwellers who previously explored this
Underdark, perhaps slaying many of
the unfortunate descendants of those
explorers—the skum slaves of the
aboleth. The kuo-toan priest/thieves of
Blibdoolpoolp and the savant aboleth
disciples of the Blood Queen hope to
use the PCs as pawns in thelr ongoing
struggles against each othern This
allows the PCs the opportunity ta play
the two races ageinst each other or to
try not to become entangled in the
conflict.

- The climax of the campaign comes as
the PCs locate a fantastic ruin left by
the ancient explorers from the surface.
The incredible magic that kept this
sprawling subterranean complex air-
filed still protects certain areas of the
ruins. The ruins hold the pramise of vast
stores of knowledge as well as magical
power, and the PCs have their work cut
out for them, Unfortunately, the brewing
war between the aboleth and the kuo-
toa erupts with the ruins as a battle-
field. and the PCs must negotiate around
the massively destructive violence of
the conflict while pursuing their own
goals. The ruins might hold an ancient
artifact [which could lead into a whole
new campaign), a library holding a wealth
of valuable historical information or
other significant treasure.




The Environment

If good-aligned creatures dominate the
Underdark, the physical environment is
nearly unchanged. Light could be more
common, as surface-dwelling creatures
try to adapt the underground énviron-
ment to their physical needs. Other-
the natural
remain in place in this alternate Under-
dark.

A shift in the balance of power might
drastically alter the physical environ-
ment of the surface world, on the other
hand. if illithids have extinguished the
sun, the surface is cold and dark. If
fiends have taken over, their outer-pla-
nar influence might warp the surface
world, its landscapes growing increas-
ingly similar to a lower plane.

wise, normal hazards

The Powers

Of the traditionally dominant Under-
dark cultures, only svirfneblin can
thrive in a good-dominated world.
Myconids might co-exist with the good
races in relative peace, while jermlaine
continue to haunt the fringes of Under-
dark culture, nearly impossible to exter-
minate from their tunnels. The other
races either do not exist at all, live in
remote “wilderness”
Underdark, or dominate the surface
world in some form.

Other races and cultures fill this void.
Deep dwarves (described in The Com-
plet¢ Book of Dwarves and PLAYER'S
OPTION®: Skills & Powers) take the place
of their duergar cousins. Consider a race
of deep elyes, related to the drow as
deep dwarves are to duergar. Stout
halflings or a unique halfling subrace
{perhaps similar to the furchins
described in The Complete Book of Gnomes
and Haiflings) might adapt to the deep
subterranean world, while humans can
make their homes in any environment.

areas of the

The Other Denizens
As on the surface of most AD&D cam-
paign worlds, good-aligned civilized
races try to keep predatory monsters
from encroaching on their cities and vil-
lages. Away from civilization, of course,
the normal range of Uniderdark creatures
continues to thrive,

In a world so polarized along align-
ment lines, aasimon and other creatures
of the Upper PManes might throw in their

eliminate the danger of tradi-

lot with the beleaguered good races of
the Underdark, and aasimar (descen-
dants of celestials and mortals) could be
common. If fiends have overmm the sur-
face world, tieflings (descendants of
maortals and fiends) might exist in both
camps.

An Aquatic Underdark

Particularly appropriate for a world
covered mostly in oceans, this Under-
dark is mostly filled with water. There is
still a vast network of caverns and tun-
nels, but only a few near the surface
contain any breathable air. The watery
tunnels present a completely alien envi-
ronment to surface-dwellers, and even
aquatic creatures accustomed to the
open ocean are bewildered by the con-
fined spaces of an aquatic Underdark.

The Environment
Exploring an aquatic Underdark com-
bines the envirorimental hazards of tra-
ditional underground adventuring—
darkness, cave-ins, claustrophobia, and
hostile inhabitants—with the challenges
of underwater exploration—breathing,
visibility, movement, and three-dimen-
sionality. Naturally, an explorer’s first
concern is acquiring the means to
breathe in the watery environment.
Chapter 9 of the DUNGEON MASTER®
Guide details the hazards of underwater
adventuring. (The Of Ships & tie Sea
accessory expands these rules.)

Since a swimming creature can freely
move in any direction mostly unham-
pered by gravity, characters unac-
customed to the envirpnment
might often. miss passages §
extending up or down and 7
could be susceptible to ambushes '
from these directions. This same
negation of gravily can offset or

tional dungeon hazards such §
as falling rocks ... or falling
characters. The most precipi-
tous drops offer no more severe
threat than increased water
pressure. While it is still pos-
sible to be crushed
under tons of fallingé
rock in a cave-in, smaller
amounts of cavern debris
offer less serious perils than
in an air-filled tunnel,

Perhaps the greatest danger facing
characters who explore too deeply in an
aquatic Underdark is water pressure.
Humans have difficulty functioning at
depths greater than 400 feet, while tra-
ditional Underdark caverns can extend
dozens of miles underground. Even the
deepest ocean-dwelling creatures, the
eel-like anguillians, cannot survive af
depths greater than 3,700 feet. An
aquatic Underdark is necessarily shal-
lower than a traditional Underdark, and
most PCs need ‘magical protection to
explore the depths of this Underdark.

The Powers
While aboleth and kuo-toa are on the
losing end of competition with drow,
duergar, and the like on most worlds,
they are the undisputed masters of an
aquatic Underdark. Aboleth cities float
in the deepest subterranean seas, but
smaller outposts infest caverns closer to
the surface as well, competing for domi-
nation with the kuo-toa. Kue-toa in an
aquatic Underdark are less prone to
insanity but still too chaotic to form an
organized threat to the surface world ar
the aboleth, though they

greatly outnumber the
slimy amphibians.

GOM 257 « 25



Alien Adventure Track

A campaign revolving sround an alien
Underdark involves themes of madness,
mghtmare, and unspeakable avil. Lsing the
rules for Fear, Horror, and Madness
campaign
setting can help to maintan this atmos-
phere. Consider making extensive use of
the rules for dreams and nightmares in
the BavenLorT boxed set The Nightmare
Lands In this outling, the PCs maske thair
first excursions undergrourd in their
nightimares. In fact, the PCs dream selves
can enter the utterly alien world that les
at the core of the real world, while thewr
physical bodies woulkd not withstand (ts
corrupting influance. Their minds might

checks from the RaveniorT

not survive the experience, however:...

- While the PCs are in the middle of an
overland jpurney, camped in the wilder-
ness In spme rugaed terramn, they all
experience a shared nightmare during
their sleep ona night. In the mghtmare
the party is journeying toaether under-
ground, fighting alien horrors and cross-
ng weird terrans, The PCs find their
actions slow and Ineffective aganst the
enetnies they confront, and it is possible
that injury or death in the dreams can
result in real damage to the dreaming
character, In the final scene of the mght-
mare, the PCs come to 8 ledge overlook
g a huge cavern. Strange spires and
bizarre structures fill the cavern.
arraved around a bubtiing fissure in tha
center, almost like a voloanic apening,
instead of lava spewing from the
hissure, howevar, gobs of protoplasm,
eves, mouths, lghts and energies.

The other cultures of a traditional
Underdark—drow, duergar, myconids,
dero, dloakers, mind flayers, jermlaine,
and svirfneblin—either do not exist at
all, or they live enly in isolated air-filled
pockets. There might be additional
major races: aquatic dark elves or squid-
like variants of the mind flayer.

The Dther Denizens

Other monsters likely to be found in
these water-filled tunnels include mot-
tHed worms, vodyanoi, kopoacinth (gar-
goyles), morkoth, dragon turtles, sea
snakes, giant squid and kraken, crystal
ooze, water nagas, scrags (trolls) and
merrow (ogres), and aguatic undead
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winged fung, and other manifestations
of the deep realm erupt from the gaping
hole and sink back in. Standing in a circle
around this monstrous aperture ars
dozens of illithids who seam to be sum-
moning or channeling the energies in
some way. As the ilichids, in umison,
raise thenr heads to look toward the
intruding PC dreamers, each character
is averwhelmed with the sudden knowl-
edoe that the illithids plan to channgl the
force of the deep-realm snergies to
engulf and transform the surface world,
In the dream. the PCs feel thermselves
fly straight up through the earth. pur-
sued by an almost physical hlast of
deadly psionic energy, to reunite with
their sleeping bodies and awake.

« If the PCs continue thew journey, they
come to a town within another day's
travel The townspeople speak m hushed
whispers of strange nightmares and
stranger occurrences in the area, par-
ticularly in the nearby foothills around an
old abendoned mine. If the PCs explore
the mine. they find themselves reliving
much af their nightmare. The alien tun

nels below the abandoned mine cleave a
little more closely to the reality of the
waking world, but still warp the PCs’
sense of space and time. Here, the PCg
minds do not conspire agamst them as
in the mightimare, but the deamage they
suffer in combat spills real blood. VWhile
in many cases their real experignce
diverges from the mightimare, at other
times they see evidence that suggests
their dream was real—some physical

such as lacedons (ghouls) and sea zom-

bies. In addition, aquatic varieties of

ditional subierranean races such as
troglody
this strange environment. Some algae
have powers similar to those of terres-

trial fungi and molds, and some unique

and carrion crawlers exist in

varieties of fish and crustaceans resem-
ble normal sea creatures

An Alien Underdark

What lies in the deepest reaches of the
underground might not have anything
to do with caves and tunnels, The
DE&D* Hollow World setting proposes a
whole new world located within the
crust of the surface world. Perhaps the

sign of their earlier passing like a mark
scrawled on a wall, blood spilled by a
dying character, or & burned-out torch
left behind. Any attempt to sleep within
the tunnels brings only more vivid night-
Mmares.

« The mghtmare that lasted only a
mght for the PCs’' dream selves lasts
weeks for the PCs in their physical
forms as they daescend deep into the
garth snd, simultaneously, into the
mouth of madness. Eventuslly, they
arrive on the ledge overlooking the
great cavern, just as in the dream. Thay
must find a way to halt the illichids” rmon-
strous machinations and save the sur-
face world from immersion in the
substance of insanity. A clever combina-
tion of magic and physical force results
ir1 the mind flayers plunmimeting into the
fissure and total annihilation.

- As the PCs begin the Eortuous jour-
ney back toward the surface land san-
ityl, they continue to experience a
plague of nightmares. Now, however,
their dream selves follow the mind flay-
ars into the pit. threatening the PCs
with ut.ter madnass as they exparience
a realm that was never meant for
human contemplation. The nightmares
begin to fade 8s the PCs get closer to
the surface. but recur pocasionally for
mariths afterward—as a new danger
begins Lo appear in the dreams. slowly
riging toward the fissure in the great

caverT...

subterranean world is literally the

ode of the dead, as in dassical Greek
the deep tun-
nels of underearth could open into a

mythology. Alternativ

totally alien world—such as the Far
Realm mentioned in The Gates of
Firestorm Peak and MonsTrRous Com-
Annual 4. Instead of a trans-
the
mundane world with the Far Realm,
this bizarre domain sits inside the mun-
dane world like the seed of madness

PENIDIUA

dimensional gate connecting

inside every rational mind.

An Underdark such as this has an
impact on the surface world, though
surface dwellers mostly experience its
influence indirectly. The inhabitants of




the surface world are unusually hot-
tempered and prone to insanity.
Weirdly deformed children are born
all too often; what becomes of these
children depends on the society in
which they are born. Alienist wiz-
ards (as described in PLAYER'S U
OrrioN: Spells & Magic) are com-
mon, perhaps even the only
form of wizards
waorld.

on this

The Environment
The uppermost subterranean layers of
this world are similar to those on any
other world—tunnels and caverns of
natural origin wend their way toward
the depths of the earth. These caves
form a boundary region between the
ordinary world and the realm of mad-
ness below them, extending perhaps a
mile under the surface. The proximity
of the other world that lies below warps
the caverns and hunnels of this bound-
ary region. Those who venture even 100
feet underground risk insanity—
plagued by nightmares, prone to mood
swings and fits of temper, even physi-
cally altered by the influence of the
twisted nether world.

Beyond this shallow boundary region,
the ordinary caverns of limestone and
laya simply dissolve into the alien realm
below. This realm has no form. The con-
straints of space and time are irrelevant
there. Surface-dwellers who actually
enter this realm go irrevocably insane,
becoming mindless, catatonic husks
while the hostile atmosphere of the
place dissolves their bodies.

The Powers
Many of the traditional Underdark
races inhabit the twisted boundary
region between the sane surface world
and the realm of madness in the deeps,
but no race is unchanged by its proxim-
ity to this place. Jermlaine and
svirfneblin do not exist in this alternate
Underdark, while drow and duer-p™

gar are significantly changed,
showing physical mutations and
characteristics similar to troll mutates.

(See MonsTROUS CoMPENDIUM Annual 4.)
The Underdark races—
myconids, derro, cloakers, illithids,
aboleth, and kuo-toa—are already

creatures of madness and are little

other

&.‘.‘('

changed by their proximity to
the deep realm, However, any
encounter with these creatures
should emphasize their alien
natures and bizarre characteris-
Hes—players might think they
are dealing with a new race
even when they are not.

The Other Benizens

Creatures native to the deep
realm of (most
described in MonsTROLIS M-
PENDILM Annnal 4) include the
bloodsipper, dharculus, brood gibber-
ling (and their gibberling progeny), gib-
bering mouther (from MOoNSTROUS
Compenpiust Amnual 1), neh-thalggu,
Other alien life forms—
strange moss-like growths, tiny tenta-
cled things, Aapping batlike plants, and
countless others—often roam into the
natural caverns of the boundary region.
These creatures live in an ecosystem
completely alien to that of the surface
world and defy classification. Also,
common subterranean creatures like
trolls ‘or troglodytes might exist in
mutated forms in the twisted caverns of
this alien Underdark. (See troll mutates
in MonsTROUS COMPENDIUM Annual 4.)

madness

and wyste

More Tweaking

Use the ideas presented in
the World Builder's Guide-
book and “With a Twist” in
DRAGON® Magazine #253 to &
make each Underdark
race—haorrible mind flayers
or benevolent deep elves—
unique both physically and cul-
turally. Perhaps the duergar
empire more closely resembles
medieval Japan than ancient Rome; ™

Mr—/

.
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the dominant kuo-toa of an
aquatic Underdark command marids
and wield unusual elemental magic
thanks to their proximity to an elemen-
tal vortex. Evena traditional Underdark
leads to new experiences if the drow

while

have lost all remmants of their once-glo-
rious civilization and have reverted to
barbarism, or the mind flayers have

mastered Athas’ psionic enchantments.
The bumper-sticker aphorism about
questioning reality is a good cardinal
rule for world and campaign design. It
is the quirks and oddities of a world,
the things that are different from the

norm, that players remember for years,
-

James Wyatt spends so much time at his
computer, often late at night, that he might
as well be in the Underdark.




WOE_ fo the last player
to roll up a character!

Everypne wants to have a cleric in the
party, but almost no one wants to serve
as the walking first-aid station.

The situation improved somewhat
with the introduction of spegialty clerics
in 2nd Edition, but clerics remained the
least popular of the classes. Fortunately,
playing a cleric gets a lot better with the
new edition of the D&D" game.

We talked with designers Jonathan
Tweet and Skip Williams, and editor
Julia Martin, to learn how they plan to

make clerics more players’ |
i
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The New and Improved Cleric

____The New Cleric___
Clerics in the 3rd Edition game have,
according to Jonathan, “better spells,
higher-level spells, better combat capa-
bility, a more solid spell list, and more
balance among ¢lerics of different
types.” More to the point, they aren’t
just about healing anymore.

Thanks to a deceptively simple new
rules mechanic, clerigs have a much wider
practical spell selection. Rather than pre-
pare healing spells in advance, clerics can
“swap out” other prepared spells to cast
healing spells in a process called “sponta-
neous casting,” Better yet, the new edition
provides a wider range of healing spells at

lower levels. For instance, by expend-

ing a prepared 3rd-level spell, a cleric

can spontaneously heal 3d8 plus his or

her level in hit points, to a maximum of
3d8 + 15 points of healing.

“But watch out,” cautions Jonathan,
“evil clerics can spontaneously cast
spells that cause wounds instead of

heal them,”

Spells & Granted Powers
How are spheres defined in 3rd Edi-
tion? First of all, they aren’t spheres
anymore. They are now known as
“domains,” and they're much more spe-
cific than in earlier editions.

“A domain is nine spells,” explains
Jonathan, “one of each level from 1st to
9th, each of which relates to the
domain’s overall theme—plus a
granted power.”

“Each domain provides a
granted power plus access
to a ‘'domain spell’ at each
spell level. For each level of
spells, a cleric can prepare
one additional spell per day,
which can come from either
of the cleric’s two domains.
Thus, each cleric has two
granted powers (in addition

Healing in 3rd Edition

One of the oddities of earfier editions
of the D&D game was that it took
high-level characters much longer to
gain complate healing. Fortunately,
healing Is more robust in 3rd Edition,
The healing spells now restore more
hit points when cast by higher-level
‘clerics, and characters regain their
level in hit points per day of rest
Thus, a 4th-level warrior gains 4 hit
points for a single day’s rest, even
without help from a cleric.

to turning undead), and a lst-level
cleric gets one extra 1st-level spell per
day (from either domain), When that
cleric can cast 2nd-level spells, he or
she gains access to two more domain
spells, a 2nd-level spell from each
domain.”

Like clerics. druids haoe nccess to spells from levels 0-9,
bui they hioe no bonus spells or .-_Tr.mmi' porwers from
doname, Instead, hey haoe o wide array of special

ithlitees thal veferan players
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10 THIRD EDITION

In earlier editions of the game, clerics
were limited to 7th-level spells. With 3rd
Edition, the list now goes all the way up to
9th level—and all the way down to O-level
“orisons.” While the design team has reor-
ganized spells to more appropriate levels,
thus “smoothing out” the spell progres-
sion, 9th-level cleric spells are still more
powerful than old 7th-level cleric spells,
Considering that undead turning contin-
ues to improve after 14th level, clerics
have a lot to look forward to at high levels,

The old blunt-weapon rule is a thing of {4 £ Cleriis, miove D ever befon

the past. Weapons in the 3rd Edition
game fall into broader categories such
as "simple weapons” and “martial
weapons.” Clerics usually do not have
access to martial weapons, but they can
take a heroic feat to gain proficiency in a
single martial weapon. And while all
deities have favored weapons, their
clerics needn’t use the same weapons—
though most do, as a point of pride.

No matter which weapons the cleric
chooses, he or she gains additional
attacks starting at 8th level, making the
class even more formidable in melee.

caintin

g defensioe and conglul abilities itk

et spelldastug abilities
—skip Williams
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__Turning Undead

Any cleric of a good deity, any good
cleric of a neutral deity, or any good-lean-
ing neutral cleric of a neutral deity may
try to tum the undead. To do so, the cleric
rolls 1d20 and adds his or her Charisma
bonus. The result of that roll determines
whether the cleric can turn undead of the
target creature’s Hit Dice. A good roll can

Why Play a 3rd Edition Cleric?

4 Convert prepared spells to
healing magic

++ Beatter spells

< Great saving throws

4+ Multiple attacks at higher levels

< Fewer weapon restrictions

turn undead up to 4 Hit Dice more pow-
erful than the cleric, while a poor roll
might affect only undead with 4 Hit Dice
fewer than the cleric.

Clerics can attempt to turn undead
more than once in an encounter, but
their turning attempts are limited to 3
plus their Charisma bonuses per day—
unless, as is possible with many abili-
ties, they increase it with a heroic feat.

The Gods -

Instead of referring to vague concepts
of fantasy deities, the 3rd Edition
rules give specific examples from the
GREYHAWK® setting. The idea isn't to
lock people into the GREYHAWK cam-
paign but to provide a baseline from
which all new D&D players can start
together. This way, a player can have a
completely defined cleric before the
game begins, and everyone knows from
the start that Moradin is the god of the

The Gods of 3rd Edition

Alignment Darmiks dwarves in tth core bTamL, el
Halroneous, God of Valor Lawful good Good, Law, War Incorporating these god:- into
Moradin, God of Dwarves Lawful good Earth, Good, Law, Protection your own campaign is easy, but
Yondalla, Goddess of Halflings Lawful good Good, Law, Pratection DMs are encouraged to devise
Ehlonna, Goddess of the Wootllands  Neutral good Animal, Good, Plant, Sun i
Garl Glittergold, God of Gnomes Neutral good Good, Protection, Trickery their own pantheons or use those
Pelor, God of the Sun Neutral good Good, Healing, Strength, Sun of other popular settings, like the
Corsllon Larethian, God of the Elves ' Chaotic good Chaos; Good, Protection, War ORGOTTE TALMS® ca i
Kord, God of Strenath Chaotic good ~ Chaos, Good, Luek, Strength PORBOTIEY, RENIMES campdigh:
Wee Jas, Goddess of Death and Magic Lawful neutral Death, Law, Magic The purpose of the GREYHAWK
St. Cuthbert, God of Retribution Lawful neutral Law, Strength, Protection, Destruction | gods is simply to give everyone
Boccob. God of Magic Neutral Knowledge, Magic, Trickery the same starting point. “n
Fharlanghn, God of Roads Neutral Luck, Protection, Travel :
Obad-Hai; God of Nature Neutral Air, Animal, Earth, Fire, Plant, Water
Olidammara, God of Thieves Chaotic neutral Chaos, Luck, Trickery
Hextor, Giod of Tyranny Lawful evil Destruction, Evil, Law, War Jain s next month, when e take a
Nerull, God of Death Neutral avil Death, Evil, Trickery i el Rl
Vecna, God of Secrets Neutral evil Evil, Knowledge, Magic look at the new face of wizards in th
Erythnul, God of Slaughter Chaotic evil Chaos, Evil, Trickery, War 3rd Edition game.
Gruumsh, God of Orcs Chaotic evil Chaos, Evil, War
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(Owen]KICYStephens

Humans are warned that drow names do not necessarily denote beings of
the same sex as similar names [(and name endings) in human societies.

One of the most common problems
in fantasy gaming is naming nonhu-
man characters. It's difficult to come up
with names that are both odd enough to
be appropriate for characters from an
inhuman society and similar enough to
one another to be believable. This is
especially true for races popular as
player characters, since each PC's name
is likely to be used for a long time.

Yet without appropriate names, non-
human characters often don't seem like
creatures with a unique society and
waorld-view. This is especially true for an
enigmatic and secretive race such as the
drow. For the members of this largely evil
race to be believable, it is important thal
their names represent and reflect their
culture’s attitudes and philosophies.

The drow name generator below has
been presented to assist with this intimi-
dating task. Although it cannot even
begin to represent all of the possible
names for a race as ancient as the drow,
this list can serve as a starting point and
reference to create a consistent list of
names, Further notes on drow culture
and language can be found in The Drow
of the Underdark. »

Owen's wife wamns us that he's working
on twenty more name articles, including
Neo-Otyugh Neo-Names, 101 Things to
Call Your Pet Roc, and Names of the
Flumphs. Anyone who knows a flumph
willing ta discuiss their nomenclature can
reach Owen at OStephens@aol.cam.
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—The Orow of the Underdark

How It Works

Each drow name consists of a prefix
(from Table 2) and one or more suffixes
(from Table 3). Since female and male
drow names are often very different,
many table entries list a female name
fragment and then the male equivalent.
Although the names might not seem
particularly gender specific to an out-
sider, any drow will be able to tell the dif-
ference immediately. Rarely, a female
drow might take part of a purely mascu-
line name. However, any male who uses
a solely feminine name fragment would
be considered a rogue or troublemaker.

You can randomly generate a drow
name by rolling on Table 1. Definitions
have been included in these tables to
help determine what a name means
once it has been generated. If you prefer,
it is also possible to pick a set of defini-
tions you like and assemble a name that
matches them. If your character is a
powerful priestess of Lolth, you might
decide her name should reflect this.
Looking at the definitions, you decide
her name will mean “Spell Weaver.” This
results in the name “Instra.” For a man,
the name would be “Sorntran.”

Keep in mind that drow names fre-
quently sound odd to human ears and
might be difficult for humans to pro-
nounce. If you really don’t like a particu-
lar combination, try adding one or more
letters or an apostrophe between the
name fragments. Although not every
combination of prefixes and suffixes will
sound right, usually only a minor change

is called for. If you can't make a particu-
lar name work, try one with a similar
meaning. If you didn't like “Instra," try a
name that means “Web Priestess”
instead.

If you have randomly generated a
name and don't like its definition, try
altering the order of the words. It is also
possible to use the definition as a start-
ing place for a name's meaning. Often
the definitions can be combined in a
poetic way for better results. In the case
of a three-fragment name, try dropping
one or more of the definitions.

Thus “Halicedril” could mean “The
Spider-Taken Warrior,” “Deft Knight,”
“Nimble Warrior,” or just “The Spider
Taken.” Don't worry about two names
sharing the same meaning or having two
definitions for one name. Two names
might sound the same to a human, but a
drow would know the difference.

Although some drow have a surname
that denotes what family they are
descended from or to which guilds they
owe loyalty, noble drow and titled com-
moners can use the name of their noble
house, clan, or trading house as a sur-
name. Those drow are free renegades,
owing allegiance to no one, sometimes
keeping their house name as a reminder
of where they came from and what
they've escaped. A house name can be
assembled from Tables 4 and 5, either
by choosing a definition or by rolling
once on each.




Tabie 1 (Rall 1d10)

13
4-5
6-7

89

10

1d10 Result

Roll once on Table 2 and once on Table 3.

Roll once on Table 2 and twice on Table 3.

Roll once on Table 2, once on Table 3, add an
apostrophe, then roll again on Table 3.

Roll once on Table 2 and once on Table 3 for a
first name, then roll on Table 1 again for a sec-
ond name.

Roll once on Table 3, add an apostrophe, then

roll once on Table 2 and once on Table 3.

Table 2: Drow Names Prefixes

1d100

BELUBELRE

40
41

43

Prefix (F/M) Meaning

Akor/Alak Beloved, best, first
Alaun/Alton Lightning, powerful
Aly/Kel Legendary, singing, song
Ang/Adin Beast, manstrous, savage
Ardul/Amal Blessed, divine, godly
Aun/Ant Crypt, dead, deadly, death
Bae/Bar Fate, fated, luck, lucky
Bal/Bel Burned, burmning, fire, flame
Belar/Bruh Arrow, lance, pierced
Briz/Berg Graceiul, fluid, water, wet
Bur/Bhin Cratt, crafty, sly
Chal/Chasz Earth, stable

Char/Kron Sick, venom, venomed
Chess/Cal Noble, lady/lord

Dhaun Infested, plague

Dil/Dur Cold. ice. still

Dirz/Div Dream, dreaming, fantasy
Dris/Riz Ash, dawn, east, eastern
Eclav/Elk Chaos, mad, madness
Elvan/Kalan Elf, elven, far, lost
Elv/Elaug Drow, mage, power
Eral/Rhyl Eye, moon, spy

Ethe/Erth Mithril, resolute
Faer/Selds Qath, sworn, vow
Felyn/Fil Pale, thin, weak, white
Fili/Phar Dwartf, dwarven, treacherous
Gauss/Orgoll Dread, fear, feared, vile
G'eld Friend, spider

Ghuan Accursed, curse, unlucky
Gin/Din Berserk. berserker, orc, wild
Grey/Gul Ghost, pale, unliving
Hael/Hatch Marked, trail, way

Hal/Sol Deft, nimble, spider
Houn/Rik Magic, ring. staff

Iliv/Dip Liege, war. warrior

lim Life, living, spirit, souil
liam/Im Devoted, heart, love
In/Sorm Enchanted, spell

liph Emerald, green, lush, tree
Irae/lizt Arcane, mystic, wizard
In/lzz Hidden, mask. masked
lym/ist Endless, immortal
Jhan/Duag Shield, warded

100

Jhael/Gel
Jhul/Jar
Jys/Driz
Lael/Lit
Lar/les
LiNeer/Mourn
Lird/Ryld
Lua/Lyme
Mal/Malag
May/Mas
Micar
Min/Ran
Mol/Go
Myr/Nym
Nath/Mer
Ned/Nad
Nhil/Nai
Neer
Nl
Olor/Omar
Psllan/Relon
Phaer/Vorn
Phyr/Phyx
Qualn/Quil
Quar
Quav/Quev
Qil/Quil
Rauv/Wely
Ril/Ryl
Sabal/Szor
Sab/Tsab
Shi'n/Kren
Shri/Ssz
Shur/Shar
Shynt
Sin/Szin
SEETE

Susp/Spir

Talab/Tluth
Tal/Tar
TrielTaz
T'riss/Teb
Ulviir/Uhls
Umrae/Hurz
Vas/Vesz
Vic

Vier/Val
Vien/Wod
Waer/Wehl
Wuyon/Wruz
Kull/Url

Xun
Yas/Yaz
Zar/Zakn
Zebey/Zek
Zes/Zsz
ZilvVuz

Ambitious, clan, kin, family
Charmed, rune, symbol
Hard, steel, unyielding

Iron., west, western

Binding, bound. law, lawful
Legend. legendary, mythical
Brand, branded, owned, slave
Bright, crystal, light

Mystery, secret

Beautiful, beauty, silver

Lost, poison, widow

Lesser, minor, second

Blue, storm, thunder, wind
Lost, skeleton, skull

Doom, doomed, fate
Cunning, genius, mind, thought
Fear, horrible. horror, outraged
Core, root. strong

Sad, tear. weeping

Skin, tattoo, tattooed

North, ptatinum, wind

Honor, honored

Bless. blessed. blessing
Mighty, ocean. sea

Aged, eternal, time
Charmed, docile, friend

Fae, goblin, slave

Cave, rock, stone

Foretold, omen

Amber, yellow

Abyss, empty, void

Fool, foclish, young

Silk, silent

Dagger, edge, stiletto
Invisible, skilled. unseen
Festival, joy. pleasure

Blue, midnight, night
Learmed, skilled, wise

Bumn, burning, fire

Love, pain, wound, wounded
Bat, winged

Blade, sharp. sword

Gold, golden, treasure

Faith, faithful, true

Blood, body, flesh

Abyss, deep, profound
Black, dark. darkness

Bold, hero. heroic

Deep. hidden, south, southern
Humble, third, trivial
Blooded, crimson, ruby
Demon. fiend, fiendish
Riddle. spinning, thread. web
Dusk, haunted, shadow
Dragon, lithe, rage, wyrm
Ancient, elder, respected
Forgotten, old, unknown
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Table 3: Drow Name Suffixes

1d100 Suffix (F/M)

1

W ®E ~~mO &WiN
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47

49

-a/-agh

-ace/-as
-ae/-aun
-aere/-d
-afae/-afein
-afay/-aufein
-ala/-launim
-anna/-erin
-arra/-atar

-aste
-avin/-aonar
-ayne/-al
-baste/-gloth
-breena/-antar
-bryn/-lyn
-cice/-roos
-cyri/-axle
-da/-daer
-dia/-drin
-diira/-diim
-dra/-zar
~drira/driirn
-dril/-dorl

-2

-eari/-erd
-eyl
-fiyn/~fein
-ty

-iara/-ica
-ice/-ath
-idil/~imar

=iira/~inid
-inidia
-inil/-in
-intra
-isstra/-atlab
-ithra/<irahc
-jra/-gos
-l$
-kacha/-kah
-kiira/-raen
-lay/-dyn
-lara/-aghar
-lin

-lochar
-mice/-myr

-mur'ss
-na/-nar
-nilee/-olil

Meaning

Breaker, destruction, end,
omega

Savant, scholar, wizard
Dance, dancer, life, player
Blood, blood of, heir

Bane, executioner, slayer
Eyes, eyes of, seeress/seer
Healer, priestess/priest
Advisor, counselor to
Queen/prince, queen of/prince
of

Bearer, keeper, slaver
Guardian, guard, shield
Lunatic, maniac, manic, rage
Path, walker
Matriarch/patriarch, ruler
Agent, assassin, killer
Born of, child, young

Ally. companion, friend
lllusionist, trickster

Rogue, stealer

Initiate, sister/brather
Lover, match, mate
Mother/father, teacher
Knight, sword, warrior
Servant, slave, vassal
Giver, god, patron

Archer, armow, flight, flyer
Minstrel, singer, song
Champion, victor, weapon,
weapon of

Baron, duke, lady/lord
Obsession, taker, taken
Alpha, beginning, creator of,
maker

Harbinger, herald

Secret, wall, warder
Lady/lord, rider, steed
Envoy, messenger, prophet
Acolyte, apprentice, student
Dragon, serpent, wyrm
Beast, biter. stinger

Scout. stalker

Beauty, hair, style

Apostle, disciple

Flight, fiyer, wing, wings
Cynic, death, end, victim
Arm. armor, commander
Messenger, spider

Bone, banes, necromancer,
witch

Shadow, spy, witness
Adept, ghost, spirit
Corpse. disease, ravager

R2888%28 BEBRTBIIY
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95
96

97
98

100

-niss/-nozz
-nitra/~net
-nolu

-olin
-onia/-onim
-oyss/-omph
-qualyn
-quarra/-net
-quiri/-oj
-ra/-or
-rag/-rar
~rasma/-orvir
~raena/-olvir
-riia/-rak

-ril
-riina/-ree
-ryna/-ayn
=ryne/-ryn
-shales/-ral
-ssysn/-rysn

-stin/~trin

-stra/-tran
~tana/-ton
-thara/-tar
-thrae/-clg
-tree/-tel
.tyrr

-ual/~dan
-ue/-dor
-uit/-dar
-une/-diin
-ugue
-urra/-dax
-va/-ven
“yayas
-wyll

-vyrae/-vyr
-wae/-hras
~wiira/-hriir
~wyss/-hrys
-Xae/-zaer
-xena/-zen
-xyra/-zyr
-yl
-ylene/-yin

-ymma/-inyon
-ynda/-yrd

-ynrae/-yraen
-vrae

sy

-zyne/-zt

Chance, gambler, game
Kicker, returned, risen

Art, artist, expert, treasure
Ascension, love, lover, lust
Rod, staff, token, wand
Binder, judge, law, prison
Ally, caller, kin

Horde, host, legion

Aura, cloak, hide, skin

Fool, game, prey. quarry
Secret. seeker, quest

Crafter, fist, hand

Center, haven, home

Chaos, storm, tempest
Bandit, enemy. raider, outlaw
Enchanter, mage, spellcaster
Follower, hired, mercenary
Blooded, elder, experienced
Abjurer, gaze, watch, watcher
Artifact, dweomer, sorcerer,
spell

Clan, house, merchant, of the
house

Spider, spinner, weaver
Darkness, lurker, prowler
Glyph, marker, rune
Charmer, leader, seducer
Exile, loner. outcast, pariah
Dagger, poison, poisoner,
scorpian

Arm, artisan, fingers

Breath, voice, word

Diviner, fate, future. oracle

‘Cavern, digger, mole, tunnel

Nomad, renegade, wanderer
Comrade, honor, honored
Forge, forger, hammer, smith
Punishment, scourge, whip,
zealot

Mistress/master, overseer
Heir, inheritor, princess
Seneschal of, steward

Best, creator, starter

Orb, rank, ruler, scepter
Cutter, gem, jewel, jeweler
Sage. teller

Drow, woman/man
Handmaiden/squire,
maiden/youth

Drider, feet. foot. runner
Captain, custodian, marshal,
ranger

Heretic, rebel, riot, void
Architect, founder, mason
Protector, rival, wielder
Finder. hunter
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Table 4: Drow House Name Prefixes Table 5: Drow House Name Suffixes

1d100 Prefix Meaning 1d100 Suffix Meaning
1-3 Alean The nobla line of 1-3 -afin The web
4-6 Ale- Traders in 4-6 -ana The night
7-10 Arab- aughters of -10 -ani The widow
1113 Arken Mages of ‘ 11-13 -ar Poison
14-16 Auvry- Blood of the 14-16 -arn Fire
17-20 Baen- Blessed by 17-20 -ate The way
‘ 21-23 Barri Spawn of 21-23 ath The dragons
‘ 24-26 Cladd Warriors from 24-26 -duis The whip
27-30 Desp- Victors of 27-30 -ervs The depths
3133 De- Champions of 31-33 ep The Underdark
34-36 Do’ Walkers in 34-36 ett Magic
37-40 Eils- Lands of 3740 ghym The torgotten ways
11-43 Everh- The cavern of 41-43 ryn History
44-46 Fre- Friends to 44-46 -Iyl The blade
47-50 Gode- Clan of 47-50 mitor The abyss
51-53 Helvi- Those above 51-53 ndar Black hearts
54-56 Hla- Seers of 54-56 neld The arcane
5760 Hun' The sisterhood of 57-60 -rae Fell powers
61-63 Ken Sworn to 61-63 -rahel The gods
64-66 Kil- People of 64-66 -rret The vaid
67-70 Mae- Raiders from 67-70 -sek Adamantite
71-73 Meal- Mothers of 71-73 -th Challenges
74-76 My- Honored of 74-76 -tan Mystenes
77-80 Noqu- Sacred to 77-80 t'tar Victory
81-83 Orly- Guild of 81-83 -tyl The pits
84-86 Ouss- Heirs o 84-86 -Lnd The spider's kiss
87-90 Rilyn- House of 87-90 -urden The darkness
91-93 Teken' Delvers in 91-93 -val Silken weaver
94-96 Tor- Mistresses of 94-96 -viir Dominance
97-100 Zau- Children of 97-100 -Zynge The ruins
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Urlder.spfres mn your Campm'gn . Although this article details a subterranean city set in the ForRGoTTEN
REALMS’ campaign setting, Underspires works equally well in any campaign world with a large subterranean environment
and deep-dwelling dwarves. For example, in the PLANESCAPE setting, Underspires might lie at the heart of one of the great
cubes of Acheron, amid the endless tunnels of Pandemonium, or deep beneath the surface of the Outlands. In the Grey-
HawiC' campaign, Underspires might lie deep beneath Hellfurnaces, within a few hundred miles of the drow city of Erelhei-
Cinlu (detailed in Vault of the Drow and Dead Gods) and the Sunless Sea (which you can expand with Night Below).




Since the release of the classic Descent Inta the Depths of the Earth, Shrine of the Kio-toa, and Vault of the Draw
modules, fans of the DunceEons & Dracons* game have been inspired to mount expeditions into the Underdark of
thelr favorite campaign setting. Although alien in comparison to most surface settlements, Menzoberranzan, the
City of Spiders, represents but one of the many exotic lacales found in the depths of Abeir-Toril, the world of the
FORGOTTEN REALMS® setting.

The recently released Drizzt Do’Urden’s Guide to the Underdark details for the first time the major subteranean set-
tlements of the Sword Coast beyond the teeming hive of evil first revealed by the pen of R.A, Salvatore. Neverthe-
less, the Underdark contains many unique settlaments as yet unrevealed. Underspires is one such city, the capital
of an expansionistic duergar kingdom that lies on the roof of a great rift in the earth. Llurth Dreir, a vast city of
drow enslaved by aboleth (detailed in the RPGA* Network's PovyHepron® Macazive #140), is another such city that
escaped Drizzt Do'Urden's original report.
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Underspires

City of Sunken Spires, Middle Reaches

he city of Underspires, known as Dunspeirrin in the tongue of the Stout Folk
(dwarves), lies deep beneath the Mountains of the Alaoreum in northern Turmish,
carved into a thicket of massive stalactites that dangle high above a great subterranean
chasm. All told, the City of Sunken Spires encompasses more than a thousand dangling
speleothems, each of which has been hollowed out to some degree, but the bulk of
the populace resides in three score of the largest stalactites. The duergar have linked
their nigh-impregnable stronghold via a network of stone ledges and arching bridges. Four mas-
sive causeways link the City of Sunken Spires with apertures in the chasm walls, and all ground-

based traffic into and out of Underspires must traverse one of the 20-wide spans.

Although the bottom of the great, mist-cloaked rift has never been plumbed, daring dwarven
explorers have determined it extends at least 10 miles into the depths. The walls of the chasm are
rich with ores including veins of iron, gold, silver, copper, tin, and trace amounts of hizagkuur
and mithral at various depths. Countless varieties of gemstones have been unearthed from the
rift walls, including unworked jewels such as amaratha, dlamonds, jacinths, and sapphires.

Fierce, unpredictable gusts of wind warmed by updrafts of geothermal heat buffet the chasm,
providing a steady source of fresh air and energy. An endless river of moisture seeps through the
rock, and four great subterranean rivers empty into the abyss as massive waterfalls, making foot-
ing precarious but providing an important source of nutrients to the entire rift. All manner of
lichen, fungi, and mosses grow on the stalactites and the walls of the chasm, serving as food for a
wide variety of subterranean herbivorous bats. Those bats are preyed on in turn by carnivorous
bats, as well as giant spiders and cave fishers,

Examples of duergar adaptation to their environment are everywhere. Small stone basins,
hung on the sills of openings into the inhabited stalactites and chilled by small colonies of brown
mold, are filled by rivulets of water running down the sides of the stalactites and by condensa-
tion. The great waterfalls pouring into the abyss are harnessed to turn great metal waterwheels
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current Clacrk
® Reports have trickled back from

front that the
of Steel

the southwestern

duergar-led Army has
fought a series of skirmishes with
the gold-dwarf-led Army of Gold.
The gray dwarves have reportedly
held their entrenched positions amid
the Tathtar caverns with minimal
losses in the face of a series of prob-
ing feints by the gold dwarves. At

least a handful of captives are
reportedly expected to arrive in
Underspires in a matter of days, and
already merchants are haggling over
the rich barttle trt1p||ile~‘. said to have
been seired.

® The War King recently granted
an audience to a kuo-toan priest-
duke and his retainers, lending an

air of truth to speculation that the

Steel Kingdom is in the process of

that in turn are used to power a net-
work of hoists strung along the perime-
ter of the rift. Wastes are sil]‘lp]‘\‘
dropped into the abyss, although some
thought has been given to reusing
them as fertilizer to supplement the
influx of nutrients from bat guano and
the

duergar

surtace runoff. In addition to

waterwheel-driven hoists
engineers and miners employ cave fish-
ers to raise and lower raw materials and
tools up and down the walls of the rift
and to support dangling ledges and

bridges as they are constructed

Who Rules
Underspires is the capital of a militaris-
tic, subterranean kingdom that has long
been ruled by its preeminent generals.
lhese leaders are drawn from the ranks
of the citv's elite bloodlines and known
as war Kings upon their coronation. The
Steel Kingdom is currently ruled by War
King Olorn Ridaugaur (LE gray dm
F19/Psi10), a dark-skinned dwarf who
stands nearly 12 feet tall. Ridaugaur can
hurl gusts of wind with a simple gesture
and claims to be the son of DL'L’p Duerra,
the demigod of duergar conquest, and
the grandson of Laduguer, patron god of
the duergar Species

Ridaugaur wields the Scepter ol

Barakuir, one of the ten Ruling Scepters

34

hammering out a military alliance
with the aboleth and kuo-toa of
Leshynmul.The City of Coral Cav
erns lies deep beneath the Hinur
Plateau amid a maze of flooded
tunnels that connect with the Tun-
nels of Iratis, Although Leshynimul's
existence has long been rumored
among the duergar of Underspires,
first contact between the two cities
was established less than a decade
ago, and trade contacts berw
the two settlements are still in then
infancy. The aboleth savants ol
Leshynmul are reportedly wil
supply kuo-toan troops and vi.

the preserved mucous thar facili
tates water breathing in exchange
for some of the products of Under
spires’s forges. Moreover, whispers
that the aboleth have learned of

the long-losit Wyrmshkull Throne's

of Shanatar, although he cannot employ
any of its powers beyond using it as a
club, The Scepter of Barakuir, which
also served as the Scepter of Holorarar
after the Iron Kingdom's fall, carries the
symbol of Laduguer, a shield with a
broken crossbow motif. [t was recap-
tured by the scions of Clan Duergar
ago,
overrun during the final years of Deep
Shanatar, and it has been handed down

centuries when Holorarar was

by the monarchs of House Ridaugaur
ever since. The current War King has
sent many agents throughout the
Underdark, seeking out the words of
power so he can claim the Wyrmskull
Ihrone. His ambitions make him all the
more dangerous, as he and his offspring
are the last of the bloodline of Taark
Shanat, distantly

through more than one hundred gener-

though related
ations. (Further details on the Wyrm-
skull Throne and the Scepter of
Barakuir/Holorarar can be found in
The Wyrmskull Throne adventure.)

Whao Really Rules

War Queen Ovdana Xothcorlar (LE
gray df P12—Duerra/Psil2), daul of
Cathbara, blood of Llaemna, is the high
priestess of Duerra in Underspires and
the true power behind the throne.
Ovdana, whose clerical title is the Voice

added

tions.

current location have lent

ul'“rnl Vv L

e The Plu

going n ol

tless spirits

of duergar who have fall an into the

abyss, have been seen again on the
southern causeway, lorcing the War
King to order it sealed by the mili-
tary. The Plungeghosts’ muunbers
seem o 'l.l\'l‘ 1'_| awn ‘iilll “ l'll"ll l st
appeavance just over three decades
ago,

wup--ul out wh

and at least one patrol wus
host of undeadd
spirvits drove 1 oll the edge ot
the causeway. Fitorts by the clergy
of both Deep Ducrra and | adupuer
T

to destvoy Mungepghosts have

again met with complete Bailure,
|e.lt'|ln'1: many to whisper that some
dark pod stirs in the depths of the
rift and that the l"!lsl\j| ;rlnl\(‘, are
sent as a warning (o those who

would disturb his rest

of the Depths, speaks with the authority
of the Deep Duerra, and the War King
seeks her counsel in all matters of state,

Population

The City of Sunken Spires is home to
more than 120,000 duergar, nearly half
of the entire population of the Steel
Kingdom. Visitors to the city are rare,
with most trade conducted in other
city-states by duergar merchants wan-
dering far afield.

At present, approximately 90,000
slaves reside in Underspires, fewer than
half of those held prior to the Time of
Troubles, In the past 12 years, the bulk
of the duergar realm'’s slave populace
has been drafted into the War King's
far-flung army, and the number of
slaves remaining in Underspires con-
tinues to dwindle. Most of them are
drow, humans, shield dwarves, or
svirfneblin, with children and females
predominating. Most drow found In
the City of Sunken Spires hall from
the city-state of Undraeth, which lies
deep beneath the Aphrunn Mountains
of southern Turmish. Humans are
bought from slavers based in the Vil-
hon Reach and Dragon Coast regions.
Most shield dwarves found in Under-
spires were captured in the decades-
long war with Ironfang Keep or are



descended from prisoners of that con-
flict. Svirfneblin are descended from
captives selzed from small deep
gnome holds scattered throughout the
north.

The Inhabitants of Underspires have
domesticated large numbers of semi-
sentient species commonly considered
monsters. Steeders, members of a sub-
species of glant arachnid bred by the
duergar, are not restricted to the gray
dwarven cavalry. Over 15,000 glant spi-
ders of this type are found in the City of
Sunken Spires, employed by the various
clans as mounts and beasts of burden.
Although countless thousands of bats
make their home nesting among the
dangling spires of the city, fewer than
2,000 are employed as aerial mounts for
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New

Animal Handling (Cave Fishers)
(2 Slot, Wisdom, - 1 Check Moditer)
t ave fishers are not normmally amenabls
ter shonnesus ation, and they can only be
is beasts of ‘burden alver many
years ol trining. In addition to the
effects outhned in the PMlayver’s Handbook
o thee gones .|| |lT.!|i1 il‘l'n Y, «@ \IIL’\‘('&&[H!
prohcen. y checle indicates that a charac-
rer can Jdivecr a cave fishier o tire its
strong adhesive filament toward the
desired targec and then suspend the tar

et at w hixed dhstance o slowly reol it i

Land-based Riding (Steciders)

{2 Slot, Wisdom, +3 Check Maocdifier)
Those skilled in the art of nding and han
|_“H |p\ ‘;[l‘('l*l‘f‘. l(l]uwll d% lt,I\ AIII'.II I| AITHH Y
the duergar, can pevionm a unigue sot ol
feats that differ from those noonally asso
l‘if“ln_; hovses  and other

cated  with

FOUNES cotmmon (o the sorface
& While the eéluborate saddles of the
duergar  preciode

vaulting onto

ste eder, dioppmge down and hanging

the duergar air cavalry, and few, if any,
are trained by private citizens. Cave
fishers, uniquely suited to the vertical
terrain of Underspires, are found in
great numbers as well. More than 1,200
of these insectoids have been trained as
beasts of burden.

Major Products

Armor (chainmall, platemail), ballistae,
cave fishers (bred and trained as beasts
of burden), foodstuffs (fungi, lichen,
and mosses), gemstones, giant bats
(bred and trained as mounts), merce-
naries, mushroom ale, steeders (bred
and frained as mounts and beasts of
burden), and weapans (axes, balts,
crossbows, flails, maces, and swords).

longside the steed, or leaping from the
Inaeke of such a mound, he character can
hang on vertical surfaces oy upsils
down withou ditficulty. Moveover. the
chayaorer can |l}[||l without puenaliy in
such unusual circumstances, 1t takes
2 -4 younds o strap into a steeder <ad
dle, but only 1 round (o extiicate one
sell.

® The character can urge the stecder 1o
jump vall ohstacles or leap across wids
gaps. No check is required if the obsia
cle is less than 60 feer rall or le-:. than
120 feet wide. IF the character wants 1o
roll a proficiency check, the mount can
be urged to leap up to 240 fect i any
direction. Success means thai  ihe
steeder has made the jump. Falure
cates that the steeder jumps 10 a4 ran
dom position. No check is necessary (o
we whe thoo the character ret.ons his o
her seat, as he oe she cannod be nval
untarily dislodged;

® ATen)ps Lo Spur a stes der on (o
greater speed are magde in accondance
with the peneral profivency description
i the Playver’s Haodbook,

@ Stecders can only be guided with con
ol |n'nd s, henee bwa handed weapons
canniot be eoployed when inounted on
4 steeder, The only available second
weapon 1 the control prod, which dou
Bles as o dub ina pinch. (In eflea this
i~ a hee weapon proficien. y ) |However,

e any round i which the contral

Armed Forces

The Steel Kingdom maintains a huge
standing army that includes over 40,000
duergar warriors and 80,000 slave levies
As part of that total, 5,000 gray dwarves
are mounted on steeders, and 2,000 duer-
gar are mounted on giant bats. Al pre-
sent, nearly half the duergar troops and
the majority of the conscripts are in the
southwestern reaches of the Steel King-
dom, securing the deepest tunnels of
ancient Tathtar beneath the Deepwing
and Cloven Mountains and pushing on
into what were once the eastern caverns
of Deep Shanatar. Moreover, half of the
remaining troops are allocated to outly-
ing strongholds, leaving only one quarte:

of the totals to guard Underspires itself

|||n.i 15 used as a wiipon, a ul-pi]lﬂl(!
proficiency check must be made to see if
the steeder responds as desired,
Further details on steeders and thelr use as
moints appear given Diracon MAGAZING
#2445, “Thel lll’l!’l‘:f of the Steeder.”

\polnml(ing
(2 Slots, NA, NA)

Spelunking subsumes the Mountaineening
proficiency, as detailed in the Playér's Haod-
book, and includes all the abilities descnbec)
therein, A character who has already spent
I nonweapon proliciency slot on Moun-
taineering can upgrade it o Spelunking by
expending an additonal nonweapon profi

rienry shot

In addition to |l.|\'i\:.‘|li|lp. sStecp '-l(‘l‘("-
chiffs,

and v oskilled spelunker can

navigate many cave-ins, chasms,
speleothems (cave farmationg), suls-
merged tunnels, and tight squeéezes in
near darkness. A spelunker can guide
characters Illrullgh treacherous sub-
tervanean terrain they could not oth,
erwise pavigate at half their normal

movemoent rate.
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However, any invader would have to
pass through hundreds of miles of
heavily fortified tunnels beneath Tur-
mish just to reach the periphery of
Underspires, ensuring that the War
King would have plenty of time to
recall his troops. In addition, the
omnipresent mist of the great rift cloaks
most of the defensive fortifications
erected by the duergar and precludes
aerial assaults by those unfamiliar with
the thicket of speleothems that adom
the roof of the great rift.

Notable Mages & Sages
As is common among the Stout Folk,
Underspires has few resident wizards.
However, the royal seat of the Steel
Kingdom is home to a small but thriv-
ing community of duergar scholars.
Mhaergard Axeglyph (LE gray dm
F9) is one of the most knowledgeable
historians of Underdark military his-
tory, rivaled only by Pvelnga Tsunglyl,
a member of the secretive derro elite of
the duergar city of Gracklstugh that lies
far to the north beneath the lands of the
Savage Frontier, Mhaergard holds the
title of Royal Runewarden and Is
attended by a dozen senior apprentices
and tens of junior apprentices. He and
his apprentices dwell in the Runespire
[5] and are responsible for recording
and maintaining the history of the Steel
Kingdom, which is recorded on riine-
stones and dominated by accounts of
military campalgns waged over the
eons by the descendants of Clan Duer-
gar. Moreover, the Royal Runewarden
and his assistants are expected to play
an active role in planning military strat-
egy and training duergar officers. This
practice has enabled the Steel King-
dom's standing army to refine the art of
war to a level unmatched throughout
the Underdark of Faerfin, with the
notable exception of the Deep Kingdom
of the gold dwarves.

Notable Clergy & Churches

Underspires is unusual in that the pri-
mary deity of its duergar inhabitants is
Deep Duerra, Daul of Laduguer. Her
father, the Master of Crafts, Is rele-
gated to a secondary role. Among the
slave races held by the duergar of
Underspires, only shield dwarves and
svirfneblin retain much of their native

The duergar of Underspires are never troubled by a fear of helghts.

cultures, Religious expression among
these two races, while discouraged, is
never stamped out entirely, and many
secretly worship the Morndinsam-
man and the Lords of the Golden
Hills, respectively. Humans are an
adaptable race, and most human
slaves of the duergar adopt the gods
of the Stout Folk and svirfneblin, as
well as their traditonal clan struc-
tures. Only religious expression by
drow prisoners is actively crushed by
the duergar, shattering the traditional
dominance of female worshipers of
Lolth within the drow slave subcul-

ture. However, the presence of count-
less spiders within the rift over which
Underspires hangs gives secret hope
to many drow that the Spider Queen
will eventually overthrow the hated
gray dwarves.

The Spear of Conquest [6], temple
complex to Deep Duerra; War Queen
(Ovdana Xothcorlar (see above); 336
priests and 512 followers. This temple
complex occupies an entire stalactite
and serves a tripartite role as a college
for military strategy, a school of psion-
ics, and the primary house of worship
for the populace.
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¢ King-in-exile Jhorn Flamebeard
(NI gnl{l dm F16), the duptlsvd king
of the dwarven realm of Glitter

delve, ended up in Underspives after

he was stripped of his title and fled

imprisonment by the Deep Lovds of

the Deep Realm. A greedy, solt-sery
ing pold dwarf, Jhorn was ronvicted
of selling military secrets to the duer
gar. As the former Duke of the West
serpent, commander of the Deep
Realm's western army, Jhorn is privy
to many of the most closely guarded
secrets of the Deep Realin. He has

parleyed his knowledge into a position

Ihe Crattchimney [7], temple com-
plex to Laduguer, High Swordsmith
Noradkyrn Ironforge; 64 priests and
111 followers. This temple complex
occupies a small stalactite with a hol-
low inner core open at the bottom,
Great forges adorn the ledges that
encircle the central shaft, creating a
column of black smoke that is vented
up the Craftchimney and out into the
greater chasm through small tunnels at
the stalactite’s root,

Notable Guilds

Underspires’ most prominent clans
include Clan Alaghar, Clan Axeg-
lyph, Clan Donnarlin, Clan Glander-
rin, Clan Ironforge, Clan Shubelith,
Clan Thawtcorl, and Clan Xotheorlar,
although there are at least thrice that
number of lesser clans. The clans of
the City of Sunken Spires fulfill the
role of the guilds found in most large
settlements on the surface, although
no duergar crafts are restricted to
any single clan. Within the military,
the clans form the backbone of the
l';_-girn:_-nt.ll structure, and new clans
typically arise from an unusually
prominent military unit,

The City of Sunken Spires Is also
home to a handful of secret societies,
although most such groups are nomi-
nally agents of the reigning War King,
T'he Thoughthunters serve as the secret
police of the Steel Kingdom, ferreting
out dissent among the populace. Com-
posed primarily of psionicists, the lead-
ership of this society is made up of

s N

of some prominence among the
War King's milirary advisors, but
he is well aware that the duergar
will sell him into <Javery or have
him killed the moment his wseful-
ness comes (o an end

e Ubelein “Fatreel®” Shuboelith (L}
gray dm I'9/Psi%) is a prosperous
metrchant and senios mber of the
Order of the Al L

s aces as o

supplier for Xalytl's Campany in

Menzrobervanzan, a pu@;iliun that
allows him to teavel I‘Il'ﬂughul.ﬂ the
Roealips Below, « haneeling the outpot
of Lindersp s forges o cities scat-

tered acvoss the porthes o reache- of

Duerran psionicist/ priests who answer
directly to War Queen Ovdana Xothcor-
lar in her role as high priestess of the
Duerran faith in the kingdom. Although
the War Queen Is supposed to pass stich
reports to the relgning monarch, het
control over the War King's spy net-
work s a cornerstone of her power and
she filters such reports accordingly.

Formed as a secretive branch of the
military, the Invisible Blades setve as the
assassing’ and sples’ gulld of the Steel
Kingdom. Although most targets ate of
a military nature, on occasion members
of this society are dispatched against
dissenters within the populace. Over the
centuries, this group has come to exer-
clse a great deal of autonomy from their
nominal militaty commanders, and
many of the most prominent members
are powerful psionicists,

The Order of the Anvil Is a secret
brotherhood of duergar craftsmen domi-
nated by metalsmiths. The group played
a much more prominent role in Under-
spires’ society in centuries past, but the
rise of the military and the Duerran faith
effectively marginalized this group's
influence. The order now serves as a rel-
atively nonthreatening outlet for dissent
and has been thoroughly infiltrated by
the Thoughthunters,

The Rift Plumbers are a secretive
group dedicated to the exploration of
the rift over which the Clty of Sunken
Spires hangs. Members of this group
regularly organlze expeditions Into
the depths of the rift, but none have
reached the bottom as of yet, Although

the Undepdark. In addition, Viselein
ha= made a sall fortune shephesd
roned sujts of

1edibl

g s |A||y conunis
armor and weapons of i
qu,vlii\' from the larges of Lipgdes

spires to human and drow wirards
who seck 1o enchant magical arma

ments, Ubelein's nickname, given to
him by Xalyth, stems from the rothé
Fat he smears all over his rotand
form, a form ol prerfumery com

men amoeng wealthy duergar ol
the Souvth bt considered » cvolting
by most drow, dwarve-,

gold
shield dwarves, sviiIneblin, and

surface Jdwellers.

this group was founded quite openly
several centurles ago, It was qulckly
outlawed by the relgning War King
who fedred they might awaken some
slumbering tetrot. Sltice then, the RIft
Plumbers have been forced to operate
clandestinely, although reports of
thelr successes are usually an open
secret.

Equipment Shops

Full. (Items selling for 500 gp or less are
avallable in the city, and more expen-
sive items can be acquired for those
willing to walt or pay a lot.)

Adventurer's Quarters

Although the merchants of the Steel
Kingdom trade extensively with citles
throughout the Underdark of Faer(n,
the realm’s nigh-perpetual state of war
with {ts immediate nelghbots enstires
that most such metcantle activity 1s con-
ducted by far-wanderihg merchants in
the markets of distant city-states. Under-
spires is a major trading hub, but Its
markets are dominated by duergar
craftsmen engaged Ih trade with each
other and with merchants from the
realm’s otitlying clanholds, As such, for-
elgn traders are quite rare in the City of
Sunken Spires, and only one inn provides
accommodations for non-duergar visi-
tors. Those few trading establishments
that are open to non-native merchants
are found in the Westbridge Bazaar [11],
and agents of the War King (often dis-
guised as members of the staff) keep a
close eye on golngs-on therein.



When they sald it was a swinging
tavern, what did you expect?
The Bucketspire [8] (fair/cheap),
despite its relatively bland fare, is not
to be missed by the daring at heart.
Constructed from petrified wood, this
open-roofed, bucket-shaped structure
dangles from the tp of a mid-sized sta-
lactite, firmly suspended above the
chasm below by a massive chain
threaded through a hole in the
spleothem’s tip and attached to the
structure at four equidistant points in
the floot. Duergar tradeérs make up
more than half the regular clientele,
enticing disguised outsiders who seek
to negotiate private deals away from the
Westbridge Bazaar. A favorite sport of
the regulars is to get the entire structure
swaylng back and forth in a most
alarming fashion, often in time with one
of several never-ending martial songs.
The house brew, Bat’s Blood, is a vile
concoction of iron-enriched mead with
a powerful kick, and few non-dwatves
cah stomach it even before the entire
tavern begins its nightly swaying,

I'he Innside [9] (fair /expensive) pro-
vides the only accommodations for
non-duergar visitors in the city. Fre-
quented by ambassadors, intrepid
merchants, and .a handful of daunt-
less mercenary bands, the Innside Is
under constant supervision by the

Thoughthunters, Regular efforts by
some of the War King's more xenopho-
bic advisors to have the Innside shut
down and non-duergar visitors barred
from traveling beyond the Westbridge
Bazaar have so far been rebuffed on the
grounds that forelgners’ activities can
best be contained if their visits to the
City of Sunken Spires are officlally
sanctioned by the War King and tightly
regulated by the military

The Plunging Pinnacle [10] (good /expen-
sive) is a large tavern whose continued
existence is a miracle of duergar engi-
neering. Housed in a stalactite that
broke loose from the roof of the chasm
over a century ago, the entire structure
has been held aloft ever since by
mithral rods that extend horizontally
into a ring of smaller stalactites that
encircle the severed spire. The Plunging
Pinnacle’s drinking area actually lies on
the flat top of the stalactite, providing
one of the few unimpeded views of the
cavern roof aside from the soaring
spans that knit the city together. The
house specialty is Cloudfoam, a nox-
ious brew rumored to contain fer-
mented bat guano.

Important Features in Town

The royal palace and great Duerran
temple of Underspires is known as
Ultokolor, the Worldthrone [1]. Fash-
ioned by the duergar in the form of a
great steel stalactite and imbedded in
the roof of the chasm, Ultokolor is home
to House Ridaugaur and its attendants,
as well as the senior generals of the Steel
Kingdom. At the heart of the Worldthrone
is a vast circular council chamber domi-
nated by a great dais, Traditionally, the
War Kings of Underspires stand on the
dais and do not sit on a throne when
giving audiences, an ancient tradition
that stems from a prophecy cherished
by the duergar that one of their own
will one day sit on the Wyrmskull
Throne.

The three largest stalactites of Under-
spires are the Trispire [2], the Ax Han-
dle [3], and the Batroost [4]. The first,
formed from three massive stalactites
that grew together over the eons, is
home to many individual duergar arti-
sans and miners. The second, a thick
column with a wide flat tip, houses the
poorest duergar citizens who earn their

1ether Rings

The clergy of Laduguer forges tether
rings from magically enchanted lode
stone. A tether ring cannot be moved
muore than 50 yards from the last prece
of meral it touched. IF an attempt 15
made to move a metal |||l||'1‘t or the
tether ring beyond this distance, one
itein or the other must move, as the
two are bound by an unbreakable,

invisible tether. However, as soon as a

|n-||u:| ri|||, "; Iuln'lu'll Lo a rerw rece ol

llll"l.li, I|!|' previous rether s ill'-l.lnll}
'ﬁt'\‘l'l'.'ll.

Many wealthy duergar ol Unde:r
spires employ tether nngs to mcrease
their personal : afery when navigating
the labyrinth of hridges and led
that links the stalacutes of U
spires. For this reason, steel plates ¢
fivmly embedded inte the dose<r sta-
lactite wall at the ends of most spans,
and ownors of tether rings always
carry al least one other pim’r of metal
on theie person, Despite their useful
ness, tether pngs might fal when
employed by the Stout Folk jus likee
any other magical item, due 1o the
innate resistance to magic of all
I'\\',"\I"\

XP Value: 500 G Value: 1,000

living harvesting lichen, fungi, and
mosses. The third, which glows like a
torch when viewed with infravision
and appears jet black when viewed
with the aid of a light source, is perenni-
ally cloaked in thousands of bats.
Underneath the guano-caked exterior
are the main barracks of the Steel King-
dom’s armed forces

Even the environment of the great
mist-cloaked chasm over which Under-
spires hangs does not really explain the
scale of the stalactites in which the
duergar have built their city. It is said
that the first gray dwarves to tunnel
into the stalactites discovered great
rods of unworked adamantite at the
core of each af the major spires. Put in
place millennia ago by a forgotten race,
the adamant cores provide both the
foundation on which the stalactites first
formed and the tensile strength by



which these massive speleothems keep
from collapsing. If word of these great
rods ever spread beyond the inhabi-
tants of Underspires, it might well pre-
cipitate a great war between the
duergar and powerful opponents who
would seek to tear the city apart and
claim its most preclous resource for
themselves.

Local Lore: In the eatliest days of
Shanatar, the great kingdom of the
shield dwarves, the ruling families of the
eight original subkingdoms all sought to
claim the Wyrmskull Throne and unite
all the realms into an empire. The lron
Kingdom of Barakuir, dominated by the
dwarves of Clan Duergar, was a strict
theocracy dominated by the clergy of
Laduguer and led by a priest-king
known as the Iron Shield. Barakuir was
a flerce adversary of both Ultoksamrin
and Drakkalor, two other Shanataran
subkingdoms, a rivalry that grew into
open conflict during the Spawn Wars.
Although the Iron Kingdom did join the
empire of Shanatar, Barakuir’s royal
house was not selected to rule all of
Shanatar, a position to which a succes-
sion of monarchs thought they were
entitled. Over time the Iron Kingdom
withdrew in all but name from the aegls
of the Wyrmskull Throne, and the other
clans of Barakuir fled the increasingly
tyrannical rule of Clan Duergar,

Long before the fall of the great shield
dwarven empire of Shanatar, the armles
of the Wyrmskull Throne battled the
illithids of Oryndoll In a serles of con-
flicts known to the Stout Folk as the
Mindstalket Wars. During this strife,
the subkingdom of Barakulr was cut off
from the rest of Shanatar and its popu-
lation apparently disappeared. Unbe-
knownst to the shield dwarves of
Shanatar, the inhabitants of Barakuir
were enslaved by the illithids of Oryn-
doll. After centuries of thralldom, the
gray dwarves escaped their anclent
masters In a series of rebelllons, emerg-
Ing as a unlque dwarven subrace with
strong pslonic powers. One of the earli-
est settlements founded by the duergar
was Underspires,

Beginning in the Year of the Roaring
Horn (1288 DR), the gray dwarves of
Underspires waged a 5-decade-long
and ultimately inconclusive war with
their surface kin in Ironfang Keep
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among the Mountains of the Alaoreiim.
(This is not to be confused with the
mysterious fortress of the same name
on the shores of the Moonsea,) That
conflict, known to the shield dwarves of
the Alaoreum as the Campaign of Dark-
ness, has continued fitfully to the cur-
rent day and Is the main source of
reports regarding Underspires attempts
to reach the surface world.

In the Year of Shadows (1358 DR),
during the Fall of the Gods, Deep
Duerra’s avatar appeared in Under-
spires in the form of the Queen Mother,
who was serving as regent of the duer-
gar city untll War King Olorn reached
his maturity. Duerra began assembling
and training an army of elite duergar
warrlors. Initial forays against the out-
lying dwarven and drow settlements of
Ironfang and Undraeth served to shape
the army of Underspires into its highest
level of readiness in centuries. Under
the leadership of their divine regent, the
duergar extended thelr holdings to the
Underdark tunnels deep beneath the
Deepwing and Cloven Mountains,

reaching into the deepest mines of long-
fallen Tathtar. Duerra then disappeared
into the southernmost reaches of the
Underdark, and the young War King
ascended to the Worldthrone.

Since the Time of Troubles, the duer-
gar king has sent his armies against the
illithids of Oryndoll to the west, deep
beneath the Shining Plains, and against
the drow, dwarves, and svirfneblin
beneath the Dragonreach lands to the
north. In the 12 years of war, the gray
dwarves have overrun the outlying ter-
ritories of their enemies, but the quick
conquests won under Duerra’s leader-
ship have been few and far between.
The emerging empire of the gray
dwarves has rekindled many ancient
enmities, and it might be vulnerable to a
concerted attack by its foes. "

In a desperate attempt to flee the wrath of
Faertin's gods, Eric has been hiding out in
the Underdark, where of late he only nar-
rowly survived an Hlithid breeding experi-
ment,

"Would you please stop reading over my shoulder?!!



circular mouth ringed with many sharp
teeth, In the manner of a lamprey. Slap
the whole thing onto the end of a really
fat elephant’s trunk, and you get the
general idea.

Zygodacts are very nimble with their

finger extremities, and the fact that they |

have eyes an the ends of their fingers
makes fine detail work that much easier
for them. (Zygodacts are renowned
throughout the Underdark for their
intricate writing, leatherworking, paint-
ing, gemcutting, and carving skills.)
They have two sets of eyelids: a standard,
fleshy exterior eyelid and a transparent,
hard, inner nictitating membrane. Zygo-
dacts usually cover their eyes with their
transparent inner eyelid whenever
using their appendage extremities as
hands. On the down side, having to
share a head and a hand on the same
appendage does make some things
impractical for the creatures: Holding a
weapon means devoting one appendage
to the role of "hand," leaving the other
appendage to serve as "head.” Zygo-
dacts who devote both appendages to
serve as "hands” severely limits their
range of vision.

Because of their heavily armored bod-
ies, zygodacts are less concerned with
their own personal safety than are many
other races—even zygodact wizards like
to jump into the midst of a fray. Zygo-
dacts occasionally retract their upper
appendages into their carapace, tip the
carapace forward until it's parallel to the
ground, and go racing full-sprint into a
crowd of enemies. They inflict 1-6
points of bludgeoning damage using
such tactics; smaller creatures might be
thrown prone to the ground after
impact. A small spine juts forward from
each zygodact knee joint, which can
inflict 1-3 points of damage upon an
enemy. The zygodact mouth structure
makes biting enemies an unlikely
proposition; zygodacts strike at —4 to hit
when biting in combat and thus rarely
do so. If a bite is successful, though, the
zygodact’s numerous teeth inflict 1-4
points of damage the first round and an
automatic 1-2 points of damage every
round thereafter until the zygodact s
dislodged (with a successful Strength
check by the victim, made at-2),

Zygodacts are omnivorous. They pre-

Lyoodact Basic Game Informaion

Abllity Score Adjustments. Zygodacts
receive a +1 banus to both Inteligence and
Wisdom, but they suffer a ~1 penalty to

Strength and a -1 panalty 1o Charisma.

Ability Score Range

Ability Min

Slrenglh
Dexternty
L-onstiition

Zygodact thieves have the following
adjustments to their thieving abiliies: +10%
to Pick Pockets and Open Locks (it helps
having eyes on your fingers), -10% lo
Maove Silently and Hide In Shadows, 6%
to Climb Walls.

On the rare occasions that zygodacts
multiclass, they Invariably include the

wizard or priest class in the combination,
Fighter- /mages and thiet/mages are the
most comman multiclass combinations.
Zygodact druids are members of the Gray
Druid branch, as detalled in The Complete
Druic’s Handbook.

Hit Dice. Zygodacts receive Hit Dice
by class.

Alignment. Most zygodacts are neutral,
but zygodact PCs may be of any alignment.
Natural Armor Class. Tha zygodact's thick
carapace and ammored legs have a natural
AC of 3, Their armvneck appendages and
head/hands are much softar, with a natural
AC of 7 when extended. (When the
appendages are retracted Into the cara-
pace, they drop fo AC 3 lke the rest of tha
creature.) Aiming a weapon biow at & zygo-

Average Height and Weight: Height 64
+1d12 (1o the tap of the carapace when
standing upright; the height to the top of the
head fluctuates depending on how far the
upper appendages are extended). Weight
160+7d10.

Age: Starting Age: 15 + 1d4. Maximum
Age Range: 100 + 1d20 years. Average Max-
imum Ager 110 years. Mickle Age: 50 years.
Old Age: 67 years. Venerable: 100 years,

fer meat when they can get it, but make
do with lichens, mosses, and fungis
when meat is unavailable.

Zygodact language sounds almost
reptilian, with an abundance of sibilant
hisses. There is little variation in topal
quality, no matter how excited or bored
the speaking zygodact might be, and
the volume seldom exceeds a loud
whisper. The language is not easy for
members of other races to speak, for
some sounds can be produced only
from two sets of vocal chords speaking
at once. Zygodacts can learn to speak
other raclal tongues, and many speak
Undercommon as a second language
When doing so, they often begin a sen-
tence with one head and finish it with
the other, a habit most other races find
distracting.

Roleplaying a zygodact is one of the
few opportunities to run a two-headed
character. The overall "alienness” of the
zygodact is its most distinctive feature,

Zygodacts have a somewhat haughty

and superior attitude when it comes to
other races; they can’t help but feel pity
for the poor "single-headers.” Other
races have a difficult ime “reading” a
zygodact, as they have no facial expres-
sions as such and their speech retains the
same moderate tone whether they're
saying "I think we should try the pas-
sageway on the right” or “A poisanous
spider just dropped into your hair.”

Just as diopsids are fascinated with
exotic weaponry, zygodacts find magic
and magical items enthralling. Any
type of magic is revered; a zygodact
warrlor would rather wield a dagger
that radiates light upon command but
grants no combat bonuses than a non-
magical broadsword, even though the
broadsword would inflict far greater
damage to the zygodact's enemies, The
zygodact love of magic does not extend
to cursed [tems; they see these as grand
attempts at magical item construction
that must nevertheless be destroyed as
failures,
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by David Day

“This assignment on the drow has been a learning experience
for me,” claims David Day. “Of course, [ had heard of Drizzt,
the dark elf, but that was about as far as it went. After doing
some research | realized that | wouldn’t want to cross any of
these folks ina dark cavern, but they certainly are great to draw
{and play)!”




= Dy Johnathan M. Richards ilustrated by Jeff Miracola

JeniZens ofme
Underdagk

for in ifs lightless caverns
lie unfold freasures.




Indeed, the Underdark is the favored

locale fﬂl the standard ﬂl.lnﬂEUﬂ craul.
DMs love such excursions, too, for there
ate hazdtds galore Ih the subtertatean
environment: rockslides and cave-ins,
poor ventilation and pockets of gas, and
all sorts of dangerous inhabltanits, intel-
ligent and otherwise,

There are already a small handful of
PC taces that dwell in the sunless wotld
below, Here are three new character
taces for the Underdark setting, allow-
ing players to devise characters from
such bizarre stock as upright-walking
beetles; intelligent, floating fungl; and
two-headed, bipedal, catapaced mon-
strosites,

Even If the DM s not interested in
running an Undetdark-based cam-
palgn, the races detalled below can be
used as speclal NPCs to spring on the
party when they next ventute into the
sunless world of the subterranean
realims, Stich NPCs can help or harass
the PCs, as best fits the DM’s campalgn.

Diopsids are large, underground beetles
that walk upright on their hind legs,
using thelr other four limbs as arms,
Thelr most distinctive features are thelr
ted, multifaceted eyes, which project
sideways on long, narrow stalks, Unlike
snalls’ eyestalks, dlopsida’ eyestalks ate
immobile; they cannot move them
around. Thus, diopsids must walk side-
ways down narrow passageways, for
the span of thelt eyestalks |s greatet
than the width of thelr bodles,

The length from eyestalk to eyestalk
(s an Important distinction between
diopsids. Males are often Intimidated
by other males with “widet eyes,” and
the greater the eyestalk length amonig
females, the more attractive they are to
the males.

Like many insects, diopsids begin life
as grubs. A diopsid grub bears little
resemblance to its adult form, appear-
Itg when it hatches like a glant, 4'-lotig
white maggot. Diopsid grubs lack Intel-
ligence and are little more than eating
machines, Thelr first 3 years of life are
spent doing little else, untll they reach a
length of 7 feet or so. Once a grib meta-

totphosizes into Its adult form (a
ptocess that takes about a week, at the
end of which the beetle rips out of its
discarded "grub-skin”), It enters into
adult soclety and 1s ralsed by the entire
diopsid community, Diopsids do not
grow larger once they've attained adult
form, so It's usually impossible for
tietribets of other races to tell the differ-
etice between a diopsid elder and one
“fresh from the grub.” Diopsids live
only about 25 years,

The diopsid language ls visual, based
pon lightning-quick flashes of blolu-
minescefice from glands In thelr
abdomens. Such light-flashes ate siml-
lar to the pulses of light produced by
the cominon lightiing bug, The light
pulses flash on and off with amazing
rapldity. While diopsids Find it easy to
interpret thelr language, other races
have & difficult Hime separating the indl-
vidual pulses into a cohetent message.
For obviots reasons, diopsids commu-
ticate ohly among themselves (h this
fashlon, In fact, they have so miich con-
trol over thelr own light-flashes that
they can project thelr light-frequencles
Ifite the Infrared specttim, whete thelt
tessages cannot be seen even by those
unable to employ infravision. (This s
the diopsid equivalent of a whisper.)

Although dlopsids prefer commuinl-
cating via light pulses, thelr voeal
organs ate capable of producing the
speech of other races, and many have
leathied to speak Undetcommon of
other langiiage. Diopsids have no spo-
ken raclal language of thelr own.

Diopsids are Large-size creatures,
standing 7-7% feet tall. Thelr slze and
appeatafice often intimidate other races,
and most diopsids (especlally warrlors)
take full advantage of this effect, often
acting meanet and Hercer than they
really are. A favored tactic Is to spread
thelr elytra (the hard, outer sheath cov-
ering their gauey wings) wide, causing
them to appeat much larger. This tactic
works well against non-intelligent ani-
mals and many Intelligent ones smaller
than the diopsids. All diopsids, regard-
less of chatacter class, tend to gloty in
combat, although they don’t take this
feeling to outrageous extremes—a diop-
sld knows when to flee from a stronger
foe and sees no shame in the act.

Because of thelr rather short lifespan

dble Kite: (Wartlor) beast-rider
(diopald beast-riders Invariably ride
glant boring besties or subterransan
llzards), myrmidon, savage, wilder-
hess warrlor (FHBRY), mine rowdls,
pit fighter, sellsword (PHBR10);
(priest) fighting-monk, savage priest
(PHBAS), shaman, war priest
(PHBR10); (druld) guardian, hivermas-
ter, savage, wandersr (all diopsid

8in, scout, thug (PHBRZ), scavenger,
tunnel rat, shadow (PHBR10),

(compared to those of othet taces),
dlopsids tend to be impatient and hate
walting above all else. In the manner of
many Insects, they do not sleep but
remmaln motionless In extended periods
of rest. Thus, diopsids are favorite look-
oiits during the sleep shifts of mixed-
race adventuring partles, for their
compound eyes are incapable of clos-
ing, and diopsids remains aware of
events in thelr vicinity even when in
rest status. Futthetmore, because of the
way thelt compound eyes are bullt, a
dlopsid enjoys a 270° panotamic view
at all times; {ts only "blind spot” |s the
90° are directly behind it

Diopsids are fascinated by new types
of weapons, especlally since they have
no metalsmithing abilities as a race.
Most diopsids take thelr weapons from
the corpses of slain enemles, and the
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Diopsid Basic Game Information

Iity Score Ad)ustments. The Inital
abllity scores are modified by a +1
bonus to Strength and & -1 penalty to
Charlsma.

Ahility Score Range

natl

iesinctions

Diopsid thisves ad|ust their thieving
abllitles as follows: +5% {o Plck Pock-
ats, +10% to Detect Nolsa, -15% to
Read Languages. (Diopsids have no
written language of thelr own and find
the concept puzziing.)

Diopsids can bacome fightar/thleves,
but shamane and drulds do not multi-
olass. Diopsld drulds are meambaears of
the gray druld branch, as detalled in

The Complste Druld’s Handbook,

Hit Dice. Diopsid PCs recelve Hit
Dice by class.

Allgnment. Diopside tend toward
neutrality, although PC diopsids can be
of any alignment.

Natural Armor Class. 4. Bacause
of thelr tough, chitinous exoskelstons,
diopsids cannot wear armor, although
they can Improve thelr armor class by
wearing magical rings, amulets, and
othar such ltems. Diopsids can use
shields, often crafted from the wing-
case of a dead diopsid. A diopsid wing-
oase shield Improves the bearer's AC
by 1 point agalnst males attacks and
by 2 agalnet missile attacks.

Average Helght and Welght.

Haeight. 78 + 2d8, Weight. 200 + 8d10.
Unllke many races, there Is little or no
difference In height and welght
between tha sexes among diopsids. In
fact, most other races are unable lo
even determine the difference betwean
diopsld males and femaies; diopsids
find this highly amusing, as the differ-
ences are quite obvious to them.

Age. Starting Age: 3 + 1d4. Max!-
mum Age Range: 20 + 1dB. Average
Maximum Age: 26 years, Middle Age;
10 years. Old Age: 15 years.
Venerable: 20 years,

discovery of a new type of weapon
brings diopsid wartiors flocking from
all over to study this new means of
Inflicting hartn upon one’s enemies.
While diopsids are often loners by
nature, they are always willing to help
others of thelr race master a new
weapon proficiency.

Diopsids fear the sutface world and
dll that it entalls, In the diopsid cosmol-
ogy, the surface world is the place of
eternal punishment, where the poor
souls dwelllng there must suffer the
random effects of changing weather, the
burning sun and endless skies of day,
and the vast pool of stars at night.
Diopsids view creatures from the sur-
face world with the same dread that
most races feel toward the undead: as
strange, unnatural things intruding
upon the normal order. Until they learn
otherwise, diopsids attack such abomi-
nations that dare to enter the Under-
dark, the world of the living,

Diopsid tales tell of daring warriors
who braved the horrors of the surface
wotld to prove their fearlessness. Diop-
sids wishing to prove their worth (as a
rite of passage into a band of warrlors
or to win the affections of a desired
mate) can elect to enter the World
Above and bring back the head of one
of the foul beasts that live there. Such
visitations earn a great deal of respect In
the diopsid community.

The diopsid views on other subter-
ranean races are skewed by thelr love of
exotic weaponry. The [llithids, for
instance, are scorned for their general
lack of weapons use; diopsids do not
understand their preference for mind
powers over physical weapons, (This
doesn’t mean that diopsids see illithids
as pushovers. They respect and even
fear the mind flayers’ psionic abilities;
they just realize there's little point in
dealing with an Illithid.) Drow, on the
other hand, are respected as manufac-

turers of adamantite weapons. Dlop-
sids, even good-aligned ones, usually
have no ethical dilemma in consorting
with the evil drow, seeing them primar-
lly as an excellent source for magical
weapons, (Whether this is through
trade with the drow or by slaying drow
watriors and looting their bodies after-
ward depends upon the Individual
dlopsid.) To a lesser extent, duergar and
kuo-toa are tolerated, although diop-
sids greatly prefer drow weapons
above all others,

Special Diopsid Aovanrages

» Having four arms, diopsids can
attack with two weapons and still use a
shield each round without penalty.

+ Diopsids have Infravision to a range
of 120 feet. Unlike many subterranean
races, they are not discomfited by
bright lights.

+ If forced to fight without weapons, a
diopsid Inflicts 1-3 points of damage
with Its claws. It gets two such attacks
per rounid,

« Although diopsids have wings, they
are not strong enough to allow them
full powers of flight. They do allow the
dlopsid to slow a fall, however; In such
instances the effects are the same as a

feather fall spell.

Special Diopsid Disadvaniages

+» Because of their insectoid body
structure, dlopsids are unable to wear
boots, slippers, shoes, gauntlets, gloves,
helmets, robes, or belts/girdles (except
possibly those made for giant-sized
humanoids, although wearing a belt
prevents the diopsid from spreading Its
elytra, thereby precluding the use of its
wings). Their compound eyes prevent
them from employing any of the magi-
cal eyes (such as eves of nibute seeing or
eyes of the eagle).

+ Unlike many Insects, diopsids can-
not walk along walls and cellings.
Memibers of the rogue class can learn to
climb as well as any other character
races, though.

« In additon, few people seeing a
diopsid for the first ime are likely to
assume {t {s an Intelligent being; as a
result, diopsid PCs receive a +4 penalty
to initial reaction checks.

« Diopsids have bestial appetites and
require twice as much food as the aver-



age human at every meal. Diopsids
don’t handle food rationing well at all;
they suffer a temporary -1 penalty to
their Strength and Constitution scores
any time they miss a meal.

+ Diopsids suffer damage as Large
creatures.

Sapromnemes [Fungal Ghosts]

Sapromnemes (SAP-ro-neems), or
fungal ghosts, are a normally non-
intelligent type of alrborne fungus,
similar to a gas spore. They have more
of a jellyfishlike appearance, however,
with a broad central mass similar to the
cap of a toadstool from which depend
twenty or so thin tentacles. The cap
holds two black eyespots along its rim,
granting the creature 60' infravision.

Sapromnemes move by an innate
form of telekinesis, hovering up to 10
feet above the surface of the ground. A
sapromneme stretches about 6 feet from
the top of Its central mass to the tips of
its tentacles; its central cap has a diame-
ter of about 3 feet.

Sapromnemes reproduce only in
death, exploding into a puff of spores
when slain. The spores drift off in the
currents of the Underdark; those fortu-
nate enough to land on a dead organ-
ism break down Its decaying flesh and
expand its form into that of a fully
grown fungal ghost.

Those spores that happen to land
upon a slain intelligent being do more
than just absorb the nutrients from its
body; they also absorb the slain victim’s

The Sapromneme Resurrection

A sapromneme represents a unique
way for the DM to return a player's
favorite PC to the party once slain.
Perhaps the Underdark adventurers
have recently lost a dwarven fighter
to a fall down a seemingly endless
chasm. The other party members
grieve their fallen comrade but never
expect to see him again, for retrieving
his body would be nigh impossible.
Imagine their surprise when several
weeks later a fungal ghost floats up to
them, claiming to be none other than
their old pal Bjorgas Battleblade,
ready to pick up where he left off!

memories and
intelligence. When fully
grown into the jellyfishlike form
of a sapromneme, the creature has, for
all intents and purposes, the mind of
the dead being whose decaying body
gave "birth” to the fungal ghost. Many
sapromnemes believe themselves to be
reincarnations or magically altered ver-
sions of their “predecessors,” somehow
polymorphed into their present shape.
Intelligent sapromnemes have an
unconscious ability to alter their own
bodies during the growth stage, twist-
ing their normal growth to create a pair
of vocal organs and a lunglike organ
deep in its cap, through which it can
"speak.” Sapromneme speech is stilted
and strange, with little tonal quality and
no inflections (modern-day listeners
would compare a sapromneme's voice
to that of a robot), but it allows the fun-
gus-being to communicate with others,
and even allows those sapromnemes
with spellcasting predecessors to cast
spells with verbal components.
Sapromneme tentacles are highly
flexible and dexterous; they serve
admirably in place of hands. Saprom-
nemes have no difficulty “translating”
remembered hand movements into the
proper tentacle movements, whether

Sapromneme Proficiencies & Hirs
Weapon  Proficiencies:
allowed by character class

overall length of 8 feet or less. Lnnw
weapons are diffioult for the saprom-
name to wield, as they play havoe with
a sapromneme's abilty to balance
itself telekinetically. A sapromneme
patterns its weapon selection upon
that of Its

Nonweapon Pmﬁalmuln. Recom-
mended: Aleriness, Artistic Abllity,
Blind-fighting, Close-quarter Fighting,
Danger Sense, Direction Bense,
Endurance, Forgery, Herballsm, Hid-
ing (usually above, among stalactites
or the shadows of cavern cellings),
Observation, Reading/Writing, Sur-
vival (Underdark).

Avallable Kits: (Warrior) mine rowdy,
sellsword, wilderness protector; (wiz-
ard) hedge wizard, humanoid scholar;
(priest) oracles, war priest; (rogue)
scavenger, tunnel rat, shadow, Note
thal sapromnemes believing them-
seives to be transformed humans or
demihumans will not have a humanoid
kit but possibly the kit of their prede-
cessor Instead, as allowed by the sltu-
ation and the DM.

the action be swinging a sword or cast-
ing a spell with somatic components.

As fungal lifeforms, sapromnemes
eat by absorbing nutrients from decay-
ing flesh through their tentacles, They
can also “drink” through their tentacle
tips. (This allows them to drink the con-
tents of a magical potion vial.)

Sapromnemes have no racial lan-
guage. Once a fungal ghost achleves
consclousness, it “remembers” the ini-
tial language spoken by its predecessor.
If the predecessor knew more than one
language, the sapromneme can remem-
ber only one of the languages at first but
can recall additional languages as it
increases in level. Languages must be
purchased with nonweapon proficien-
cles as per the normal rules.

A sapromneme can be played In one
of two different ways: Either the crea-
ture knows what it is, or else it believes
itself to be its predecessor, somehow
warped in form.

In the latter case, the sapromneme
spends much of its time trying to find a
“cure” for its present condition. It hates
what it has become: a lowly form of life
no better than a flying mushroom.
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Sapromneme Basic Game Information
Abllity Boore Adjustments. A saprom-
nema PC gaine 8 +1 bonus to Dexter-
fly and suffers a -2 penalty to
Charlsma.

Ability Seore Hangt

Clasa Restrictions

All sapromneme class restrictions are
based on those of the oreature's pre-
decessor's race.

Hit Dice, Bapromnemes recelve Hit
Rice per character class but have a
"oap” of @ hit painta per dis. That is, &
sapramname fighter rolls 1410 for its
hit points, and a roll of 8, 7, 8, 8, or 10
o treated aa a 8,

Alignment, Baproamnemes can be of
any alignment, depending upan the
alignment of thelr predecessor.

Natural Armer Claes. 8.

Average Height and Weight. Height:
86+1d12. Welght: 10+1d4. Bapram-
NeMas are asexusl,

Age. Blarting Age: 1 year. Max|-
mum Age Range: 88+1d10, Average
Maximum Age: 80 yeara, Middie Age:
30 years, Old Age! 40 years, Venara-
ble: 68 years.

These PCa offer an interesting roleplay-
ing challenge, as the sapromneme
repeatedly Insists upon searching for a
way to reverse its transformation, a
quest that cannot be achieved (although
It might be possible with wish-level
magie, at the DM's discretion), These
fungal ghosts often have the sharpest
memories of thelr “former life,” and
they have difficulty accepting that
things are no longer what they were.
Sapromnemes that realize that their
intelligence in the result of having
devoured another's memories use their
predecessor's life as a template and pat-
tern themselves after the predecessor to
the best of their ability. They do not,
however, believe (or expect others to
believe) that they are the same being.
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Their predecessors are revered in a
manner similar to ancestor-worship,
although sapromneme priest PCs wor-
ship their predecessar’s deity. (Whether
the deity accepts the warship of the
sapromneme depends upon the indi-
vidual deity; most recognize fungal
ghost priests as they would the prede-
cessor.)

Many sapromnemes (especially those
aware of their existence as a separate,
fungoid species) are heavily supersti-
tious, giving great credence to the
whims of Fate, After all, they realize that
it was only a matter of luck that their
spores happened to land where they did
and pravide them with a self-awareness,
even If it Is patterned after that of a
deceased individual, How easlly they
could have landed elsewhere, on the
non-intelligent corpse of a lower animal
ar upan some barren rock somewhere!l

A sapromneme’s opinlons of other
Underdark races is heavily influenced
by the opinions of its predecessor. A
fungal ghost with the memories of a
surface elf, for instance, 1s not likely to
have much regard for the drow: Simi-
larly, a sapromneme whose dwarven
predecessar was killed by duergar
might have an {rrational fear of or
hatred for members of that race, Oddly
enough, Intelligent sapromnemes do
not seem o enjoy association with other
fungal ghosts; since each intelligent
sapromneme has the memories of a
member of a standard humanoid
species, the sight of a floating, jellyfish-
like mushroom-being seems strange to
them. (Mast of these sapromnemes
avald mirrars for the same reason.)

Special dvaniages

Bapromnemes are immune to all other
fungal-based attacks, including the
spores of yellow and russet mold and
the touch of a violet fungl’s branches.
They are likewise immune to cold-
based attacks, magical or otherwise,
Their innate ability to hover at a height
of wp to 10 feet above the surface below
them allows them to pass harmlessly
over covered pit traps and even bodles
of water. They can "climb” a wall by
staying in contact with the wall's sur-
face with their tentacles and hovering
upward. As fungold life. they do not
require air to breathe (although air must

be present to allow them to speak
aloud).

special Disadvantages

Because their telekinetic flight depends
upon a lightweight body, sapromnemes
cannot wear armor or carry significant
amounts of weight. (Fifty pounds is
about the maximum a fungal ghost can
carry and still maneuver,) Because of
thelr body structure, they cannot wear
most magical items, although the DM
should allow magical rings to be worn
at the tip of a tentacle, (The standard
maximum of two magical rings being
waorn at the same time should likewise
be enforced.)

All sapromnemes give off a slight
smell of decay, noticeable within a 10’
radius, They feast upon decaying flesh;
their odor is worsened immediately
after having consumed such fare, These
traits, combined with the fungal ghost's
alien appearance, combine to create an
initial reaction penalty of +4.

Lygodacts

Zygodacts are curious creatures of
dubious appearance and unknown ori-
gin. They stand upright on two long,
armared, insectoid legs jutting out from
a thick carapaced body similar to that of
a tortoise. Their most distinctive fea-
tures are their upper appendages, how-
ever: Extending from where a turtle’s
forelegs would appear are two thick but
sinuous stalks, ending in a combination
head /hand. The stalks are retractable,
capable of being pulled almost fully
into the zygodact's carapace.

The head /hand extremities of a zygo-
dact can perhaps best be visualized as
follows: Imagine a human hand giving
the Vulcan “Live Long and Prosper”
salute (fingers splayed so that the
pointer and middle fingers are together,
as are the ring and pinkie fingers), Bend
the wrist forward so the fingers are
pointed at you, and bend the thumb
down so it's below the index and mid-
dle fingers. Now add a second thumb
under the other two fingers, so the
whole hand (8 more or less symmetri-
cal. On the tips of the middle and ring
fingers add a glistening. shiny black
eye, and in the center of the palm add a



Tygodact Proficiencies & Hirs

Weapon Proficiencies: As allowed by
class, with the following restrictions:
A zygodact cannot use any fwo-
handed weapons. as using both
arm/neck appendages to wleld
weapons effectively blinds tham.
Zygodacts generally do not have the
strangth in their upper appendages to
successfully employ hurled weapons
(ke |aveline and spears) that gain
their thrust from the strength of the
wielder's arm, although slings can be
employed to full effect.

Nonweapon Proficiencies: Recom-
mended: Animal Lore, Close-quarter
Fighting, Danger Sense, Direction
Sense, Endurance, Forgery, Gem Cut-
ting, Jumping, Leatherworking, Natural
Fighting, Observation, Reading/Writing,
Running, Seamstress/Tallor, Spellcraft,
Survival (Underderk), Wikd Fighting.

Avallable Kits: (Warrior) berserker,
gladiator, myrmidon, wildermess war-
rior (PHBR1), tribal defender, mine
rowdle, pit fighter, sellsword, wilder-
ness protector (PHBR10); (wizard)
academiclan, militant wizard, mystic
(PHBR4), hedge wizard, humanald
scholar (PHBR10); (priest) barserker
priest, fighting-monk, scholar priest,
(PHBR3), war priest (FHBR10); (druid)
beastfriend, guardian, wanderer (all
zygodact druids are from the gray
druid branch; see The Compiete
Druid's Handbook for detalls); (rogue)
adventurar, assassin, bounty hunter,
scout, thug (PHBR2), scavanger, tun-
nel rat, shadow (PHBR10).

Because of this love of magic, the vasi
majority of zygodacts are wizards,
priests, or multiclassed characters with
wizard or priest as one of the classes.
Zygodact fighters and thieves tend to
be of overall lower intelligence and are
looked down upon by spellcasting
zygodacts. This "spell snobbery” does
not carry over to the other races, since
they have hard enough lives trying to
cope with only one head, the poor
things!

Zygodacts view magic with an
almost religious awe; as such, they
greatly fear areas where magic does not
work. Dead magic zones are cursed
places to be shunned at all costs; a wiz-
ard cloaked in an anti-magic shell gener-
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ally sends a zygodact fleeing in the
opposite direction. Beholders are one
of the most feared of all creatures,
because of the anti-magic ray effect of
their central eye. (Disenchanters, from
the Monstrous Compenpium® Annual
Velume Three, are similarly feared.)

Even magical items like wands of
negation or rods of cancellation are seen
as inherently evil and corrupt; zygo-
dacts of all classes destroy these foul
items whenever possible

The zygodact love of magic influ-
ences their relationships with other
Underdark races. Races that are heavily
involved with spellcasting or the pro-
duction of magical items are favored
over those less inclined to walk the
paths of magic.

Special Advantages
Zygodact wizards begin their careers
heavily armored; not many Ist-level
wizards can wade into battle with
Armor Class 3! Their thick carapaces
allow zygodacts to suffer only half
damage from falls and blunt weapons
In addition, their double vocal chord
arrangement allows each head to speak
the verbal components of a given spell
simultaneously. Many standard spells
have been adapted by zygodact mages
or priests fo incorporate two sets of ver-
bal components (one spoken by each
head, simultaneously) in place of using
material components. The DM has
the final say as to which spells
can be modified in this way, but a
good rule of thumb is to allow it
of any spell whose material com-
ponents are valued at 10 gp or
less, Zygodact spellcasters other-
wise conform to the standards of
the class: Zygodact
record spells in spellbooks, zygo-
dact priests carry holy symbols,
and so on.
Finally, all zygodacts have infravi-
sion to 120 feet in each of their four
eyes. They are not discomfited by
bright lights as long as they have their
nictitating membranes in place.

wizards

Special Disadvantages
Because of their body structure, zygo-
dacts are incapable of wearing armor,
and it is impractical for them to use a
ghield. In addition, zygodacts cannol

wear many of the standard magical
clothing items: boots, hats, helms,
robes, gloves, gauntlets, slippers, and
girdles. While they are capable of
wearing magical bracers, most zygo-
dacts prefer to keep their arm/neck
appendages unclad, since wearing
bracers inhibits their ability to pull their
appendages into their carapace. Magi-
cal cloaks and rings remain about the
only items of magical apparel open to
the zygodact.

Zygodacts ar. poor climbers, as they
can usually devote only one upper
appendage to the task. Climbing up a
rope is nearly impossible for a zygodact.
Since a zygodact wears no clothing, any
carried objects must either be held in a
hand/head appendage or strapped
onto the creature’s body somehow, For-
tunately, the zygodact’s insectoid legs
are somewhat knobby, allowing
pouches, weapons belts, and the like to
be strapped onto the sides of the legs.

Finally, a zygodact’s unusual appear-
ance causes a +2 penalty to initial reac-

tion rolls. “»

lehnathan M. Richards refers to the

Hbrary/den wohere he does all of lis freelance
work as "the cave.” His wife, Mary, fears
that with as much time as he spends in his
“cave,” he's likely to qualify as a member of
an Linderdark race himself before long
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Fiction by
NancyVarian Berberick

e did not scream when she read the message from the
High Clerist Tower, and she did not faint. She was the
daughter of a proud house, the widow of a noble
Knight of Solamnia, and the liege lady of four broad
estates. She did but scan the creamy parchment, the bold
marching letters of her brother-in-law’s missive, biting her
lips to bleeding.

“... And so I ask, sweet Vanore, my brother's beloved
wife, that you send me again what you sent thrice before, a
son to take the place of his proud father. Send us Renn ..."
So Ainsel uth Fallan had written, doing what he had
promised to do, months before at Yuletide when he'd taken
Vanore and her son aside from the festivities to talk of war
and trouble.

Then, while folk yet celebrated the victory over the dragon-
armies, Sir Ainsel had spoken grimly of the unease of the
Knights. “For [ tell you Vanore,” he said, “the peace born of
that victory is young. In the Dargaard Mountains, the armies
of Takhisis are ready to burn all treaties in their lust for the
sweet lands of the Vingaard River valley. Already people won-
der how soon these incursions into Solamnia will encourage
dragonarmies everywhere to pour out from their fastnesses to
begin the war again.

“You were your father’s squire,” said Sir Ainsel, turning
from Vanore to her son. He'd lifted the Yule cup in salute, Renn
had returned the gesture. “And | hear it said that no hunter is
better than you, no rider more daring, no wrist stronger to
hold the sword. One day, nephew, you must come and finish
what you started. You must come be a knight.”

Renn had said that no other thing did he want so badly as
this, and hearing him, Lady Vanore knew he lied. She knew,
for she’d stood beside him on the day her husband and sons
were returned from the battlegrounds. In the bitterly bright
sunlight, she and Renn had watched as flies swarmed their
wounds. Her husband's right arm had been ripped from the
shoulder, and one of her sons had come home with his own
head tucked under his arm, another so hacked by sword and
ax that only his knightly crest identified him, the fair embroi-
dery of Vanore’s own hand. The third, the youngest knight,
was unmarked by any wound but one — his heart had been
cut from his breast.

affs Tl

Vanore knew it: These ravaged knights, his father and his
brothers, haunted Renn’s every dream. He did not say so, and
he need not have spoken a word about it. She discovered
Renn’s fear in secret hidden glances, his terror in the dark
shadows beneath his eyes, and she welcomed itas if itwere a
weapon strong in her hand. She would not let him join his kin
in death, she would not stand again in the hall and weep over
her dead. Never, she vowed, would she be summoned to look
upon her beardless boy as he lay upon his bier.

Whispering dryly, the vellum sheet bearing Sir Ainsel’s mes-
sage fell from Lady Vanore’s fingers and drifted to the fAloor.
Renn fetched it. “Mother,” he said, “my uncle has written to
call me to the Tower.”

"Yes.” Vanore folded the letter in half and slipped itinto the
pocket of her red gown. “Yes, my son, but you will not go.” His
breath caught in his throat: What was that, disappointment?
Vanore eyed him closely, and saw it was. Since that day in the
courtyard, with the flies buzzing and the wounids gaping, he'd
been living with fear and sleeping with dread. Vanore shiv-
ered. Perhaps it was that his noble bload, the blood of heroes,
cried to him that he must test his heart now, test his courage or
diein the attempt.

She lifted her head, her gaze chill. “l am a woman who has
sent three of her children to die, a woman who saw her own
dear lord brought home in his gore. Renn, | will not send you
to your uncle.”

“But, mother, I promised—"

She dismissed his promise with a shrug. “Thave lately had
news from Coastlund. They need me there, at Swan’s Rest. You
will accompany me, and there we will stay” She looked out the
window to the gardens where the sunlight of a warm sum-
mer's day lay full and golden on fragrant herb beds. “It's time
you saw the Coastlund estates, for they will be part of your
inheritance one day.”

He would be lord, his father’s heir, the son of a long line of
proud men. In dark days and fair, the Whitelakes had been
knights. They served to the very life's blood of their dearest
sons, and the name Whitelake was spoken in the same bright
tones as the words “honor” and “pride.” No more, Lady
Vanore had given enough. She touched Renn’s cheek, gently as
she used to dowhen he was a dulq




“You are still young,” she murmured. “Your
uncle will find the men he needs. Others will
stand in the breach. In Coastlund you'll see it is
as important for lords to hold the lands as for
knights to defend it.”

Renn said nothing, though the blood rose to his face. Vanore
looked past her son’s silence and did not show that she saw the
fear in his heart or felt his relief when he acceded to her com-
mand. She simply left him.

In that way she started what was to follow, though she did
not know it then,

hunder harried them, rolling dewn the sky like echoes
? I ! of the war many in Krynn celebrated as over. Light-

. ning flashed, bleaching the green from the lush Plains
of Solamnia, turning the landscape ghostly white. The true
strength of the storm raged far behind, still tearing around the
broad lands between the south arm and the north arm of the
Vingaard River.

“Are you all right, mother?” Renn shouted, his voice barely
heard aboye the sound of the horses running.

“Ride on!” she cried, leaning low over the foaming neck of
her dappled mare. She dug her heels into the mare’s flanks and
shot out ahead of Renn. She was as one chased by phantoms.
She'd driven her son and herself mercilessly these three days
gone, riding hard and resting little. They had twice encoun-
tered travelers, once a group of men and women gaily decked
and heading for Teasel, the largest village in the districk.
“We're going to be wed,” said one of the men, his hand
upon the rosy shoulder of a doe-eyed young woman. They
stood in a flower-starred meadow, varrow and daisies and
vellow petaled black-eyed maidens waving ‘round the hem
of the bride’s skirt. “Come travel with us and we'll all make a
merry journey.”

Vanore declined, but she gave the bride a ring from her own
hand. “A token to bring you happiness,” she said. She hoped
she would be buying luek, that one day she would see so faira
maiden on her ownson’s arm.

They rode on through Teasel and round the bounds of Lan-
callan. Vanore would have ridden by the light of the two
moons if Renn had not pleaded for the horses. After lean meals,
she slept hard, as soldiers in the field sleep. At timesshe woke
to see her son tending the campfire and locking north to the
high mountain pass warded by the High Clerist Tower. There
squires were being forged into knights, and knights wené being
sentout to the eastern borders to fortify the Dargaard Moun-
tains against the restless armies of the Dark Queen.

“And | am here,” Vanore heard him whisper, once to the fire
and the night. His face shone pale in the moonlight, pale even
under Lunitari’s glow. The lady’s heart trembled. She had
known his father when he was only a little older than Renn
was thatnight. Renn was like him, a handsome youth with
hair the color of wheat, eyes blue as steel. Her heart ached for
her lost husband and her sons, and they were, all of them, pre-
~ sentwhen she looked at Renn. The dread that drove her every

day since leaving River’s Ward pounded in her then: Renn will
find his heart and go to be with his uncle. He will go to die ...

And then she remembered the corpses in the courtyard and
the boy who knew he must take their places one day. She
thought, both ashamed and comforted: He will not go. He is
his father’s son only in body, not in spirit.

ark rose the castle’s ruined towers, the brave walls

crumbling. Rain fell in swift silver sheets, running

down the walls, tumbling along the thick ivy. Like
grasping hands, thativy clung to the stone, gouging out
mortar to shatter the thick gray blocks. Before the travelers
lay only the jagged walls of the ancient fastness, like a black
crown flung down by the hand of a wrathful god. All around
rose up the stone of Hard Run Pass, that narrow way
through the Vingaard Mountains.

“Whatever lords held this castle,” Renn said, “must have
done a good business in tolls,”

“Perhaps their only business,” Vanore murmured. “It
doesn't seem they had much farmland tax.”

Nor would the lords of this place have needed that. In times
when the towers rose tall and the stout walls stood, travelers
would have found no way past this fortress that did not
involve unchancy mountain trails and crumbling paths. The
lords here might well have been toll-takers, or they might have
been robbers, happy to ride out to raid and come back to enjoy
their stolen treasures. Those days had long passed, though.
Now any could run round the walls or go with impunity
through the castle itself.

Vanore saw no campfire’s glow to warn that another had
come to shelter, but Renn would not go carelessly. He slid his
sword from its tooled leather scabbard. Horses ran on that
scabbard, long necks stretched, manes flying. One bright topaz
glinted on the weapon's grip. Sword and scabbard, they had
been a Yearday gift from his uncle, three summers gone, to
celebrate the thirteenth anniversary of his birth.

One day, the accompanying note had read, a missive hastily
scribed by firelight, in a battleground tent, you will lift your
sword beside me in battle, nephew, as your father did.

At sight of the sword, Vanore pulled tight the folds of her
heavy cloak. She hated to see it in his hand, and yet it was his
birthright. He knew the use of it, had a good strong wrist and
a keen eye. All the best teachers of River’s Ward had been
his, old soldiers who believed they were training the son to
follow the father. Renn and Vanore knew better. They had
guilty secrets; he the unspoken fear, she the nurturing of it.
Renn glanced only once over his shoulder at Vanore as he
went into the ruin.

The mountains rising up narrowly had been this castle’s
best defense, but the lord of that place had not left all to
nature. He built his castle as though it were sitting upon the
grassy Plains of Solamnia, not wedged into this tight pass.
Two baileys, broad cobbled courtyards, greeted the visitor,
their stout oaken doors long down from the gates, the
wood rotted in years past, or gone for fires. Lady Vanore



followed her son through the outer bailey, across broken
cobbles. In the silver flashes of storm-light she saw piles of
stone, granite blocks fallen from the walls to lay, some shat-
tered, others not, in hunches and piles around the walls.
Weeds ran up through the broken paving. Young trees
stood boldly, silent sentinels.

Within the inner bailey they found traces of ancient gardens,
plots overgrown with weeds yet still shaped in rounds and
rectangles as though waiting for tamer vegetation. Broad stone
steps climbed into a hall that once made up the whole well of
the castle. High up, on the eastern and western walls, galleries
showed as deeper pockets of darkness, The far gallery had
fallen, the stone of wall and floor now lying where once the
lord of this place had sat upon a dais to feast.

“Come,” Renn said, leading Vanore's mare up the stairs
and into precincts never meant for the horse. “We're under
roof at last!” Gently he lifted her to the
ground and tucked her hand into the crook
of his arm. “We'll find you a good place in
the hall, my lady.”

She smiled, for that was the old greeting
of her husband's hall, one she was herself
used to offering travelers who came to the
castle. Come, we will find you a good place
in the hall.

Renn led his mother under shelter. By the
light of the storm he found kindling beneath the east gallery
overhanging, old branches, winter-fallen, and the leaves of
autumns past piled up in corners. With steel and flint he
made a-careful fire. When the flames leapt high he brought
Vanore to sit near. He took bread and cheese from their sad-
dle bags, one leather water bottle nearly full, and a wineskin
untouched. The food he rationed carefully, and he gave the
most to his mother though he swore his own portion was as
large.

“I'm going toeat it on my feet,” he said, passing the wine-
skin after the merest sip made to look like a hearty swig. “We
haven’t enough wood to light the night through, and 1 want to
find what | can.”

Vanore drew off her wet wool cloak and stretched itovera
pile of stones to steam beside the fire: Though shé was weary
from travel, she didn’t like the loneliness of the place. The fire
notwithstanding, it held no cheer. And so she took up a brand
and followed Renn through shattered chambers. They wasted
no time looking for furnishing to break up. Not the least stick of
oaken chair, cherry table, or mahogany coffer remained in this
broken castle. All had been long ago pillaged. They looked,
instead, in courtyards, places where branches would have
fallen, windswept into the dry places beneath sagging eaves.

“Come see,” Renn called, standing at a wide breach in the
castle’s north wall.

Vanore went close and lifted her torch high. Outside the
breached walls of the hall a ring of stone sat in a small court-
yard. It was the foundation of a narrow tower, not the kind
that might have been part of the castle’s defense but simply a
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place set apart for the sake of a lord who liked
his peace, a lady who craved solitude. Vanore's
heart lurched hard against her ribs. They were
not alone in this castle ruin. Someone sat
within the circle of the broken foundation, quietly, utnmoving
in the rain. Ignoring her detaining hand, Renn slipped into
the courtyard.

Walking carefully, his hand on the grip of his sword, Renn
approached the circle and the lone figure'sitting there. Vanore
could only follow, the flames of her torch streaming behind. In
a flash of lightning she saw two eyes shining, two eyes fixed
upon her son.

“Renn, wait,” she whispered.

He did not. He took a step toward the circle, the stones like
gapped teeth. He slipped his sword from the scabbard, but he
did not raise it. With quiet steps, Vanore went to stand beside
him, her own breathing the loudest thing in
the night. Renn handed her his torch, and
for a long moment she stood, letting her

she cried, “Ah, gods, what woe is this?”
The one who sat in the dircle of stone was
a dwarf, bound in such a way as Vanore
could not have imagined.
“0 Guardian of Light” Renn
whispered. “Paladine; be merciful ..."
Vanore's hand on his arm tightened, but he shook her off and
went closer to the circle.

and very old. Vanore barely breathed as she watched
her son, the boy standing straight and tall. Upon the
walls of all his father’s castles knights stood thus, stone-
carved, frozen in frieze. Her blood chilled to see him thus
gripped by the glance of one who might have been a son of any
one of the dwarven nations, from Kayolin in the Garnet Moun-
tains, or from the hills around the Kharolis Mountains, even
from far Therbardin.
“Renn,” she whispered. “My son, come away.”
He didn’t even shake his head. He simply stood, watching
the dwarf.
The dwarf sat upon a stone bench, before a stone table. His
hands, gnarled as the roots of an ancient oak, spotted with the
marks of age, lay as though at rest upon the table: On the
middle finger of his right hand the dwarfware a ring, an ugly
thing; rough and made of stone as though someone had drilled
through a chunk of granite and only smoothed it enough to
make it round. Otherwise, he was unadormed, plain as the
stone on his finger. His pate showed brown as a nut inthe
wake of receding hair. His beard, gray as iron, grew thickly
down from cheeks and chin, and it grew right into the stone of
the table. So strongly did his beard grow that small cracks
appeared in the granite, the hair of the dwarf‘s chin as strong,
as the eternal fingers of ivy that, year after long year, work to
shatter even a castle wall.

T he dwarf’s bright eyes held Renn'’s, brown and keen




Brown eyes shone, and Vanore knew the tears
on the dwarf's face from the rain. She saw them
spill. “Dwatt,” she said, “who are you?”

He said nothing, did not move, and never
took his eyes from Renn. The sky grew quiet as the storm
receded. In the last restless wind, flames streamed out from the
torches as she thrust the brands into the cracks between the
broken cobble stones.

Renn's breath caught, a rough sigh. He stepped closer.

“Renn, what will you do? Have care — "

“I'm going to cut his beard free of the stone.” He lifted his
swaord, the blade running red with firelight.

The moment he stepped closer to thecircle, Vanore heard a
footfall behind them. Low and cold, a deep voice said,

“Stand away from the circle, boy. Move away from the
dwarf.” -

Renn turned, sword high. “Who goes? Speak your name!”

Like shadows separating from the night, a tall man ina
black cloak walked out from the breach in the castle wall. As he
walked, he put back the hood of his cloak, revealing a pale,
handsome face of elven cast.

“lam Dalamar Nightson,” the elf said. He inclined his head.

Renn lowered the tip of his sword. “And [ am —"

The elf-mage waved his hand, dismissing the courtesy as
unimportant. His cloak parted slightly to reveal a black robe,
the plain wool unmarked by decoration. Dalamar Nightson
was no adept of Solinari or Lunitari. The hair raised up prick-
ling on Vanore's arms, Here was a follower of Nuitari, the god
whose mother was dread Takhisis herself.

“Stand behind me, mother,” Renn murmured, putting
himself between the mage and his mother.

Head cocked, Dalamar smiled, if such a mirthless tugging of
lips can be namex a smile. “Are you thinking, boy; that you've
fallen in with some minion of the Dark Queen?”

Renn'’s shoulders stiffened, he bristled at the belittling
form of address. “I am Lord Whitelake of River’s Ward,” he
said, coolly as the elf. “This is my lady mother, Vanore of
Coastlund and Solanthus. A man might be tempted to ask
why you fare so far from the lands of elven, but you need
not tell your tale to me, sir mage. Your raven's gear speaks
it clearly”

The mage Dalamar raised an eyebrow, but he did'not
trouble to deny what was plain to see. By virtue of their
ancient custom, no gads but Paladine and his bright kin
reigned in the elven nations. All those who chose for other
gods were cast out, exiles to wander the roads of the warld.
In all lands, péople know them as dark elves, elves fallen
from the light.

“An outlaw.” Dalamar spoke as one who probes an old
wound. “You sneer to say it but what's true is true.”

He shrugged as though h spoke of someone not himself.
Vanore had got a good education in the ways of the world, so
she knew the pain this dark elf pretended did not exist must
be considerable. They are the most insular of folk, the elves
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“Yes,” said the mage, not to the woman who observed
him so keenly but to the boy beside the stone circle, “l am an
outlaw;, but don’t let my dark robe frighten you. lam my own
man, no tool of the Dark Queen. If you give me no reason to
harm you, | will not. Now, I have asked you once, and I say
again: You and your lady mother must stand away from the
circle and the dwarf.”

Vanore moved, ready to do as the mage wished. She wanted
only safe shelter here, only the night’s peace. The matter of the
dwarf seemed to be the conicern of mages, and that made it no
cancern of hers, But Renn wore the stubborn look of his father.
Head high, shoulders braced, he said, “We go nowhere until
you tell me why we should, Dalamar Nightson.”

The mage took one long stride toward the circle of stone.
Renn lifted his sword.

Dalamar’s laughter rang round the ruins, harsh as a crow’s
cry, cold and seornful. “Lo, the bold son! Had you not better do
whal your mother wishes?” Renn's grip on the sword tight-
ened. The elf's bolt had struck home. “So. Will you strike me,
young squire?” Not waiting for an answer, he bentand picked
up a pebble from the ground, one among many in the rubble.
“Now put up your sword, and watch.”

With a careless flick of his wrist, Dalamar tossed the pebble
into the circle.

Light changed within the embracing stone, rippling like
water. The cobbled ground rumbled. Vanore felt the humming
in the soles of her feet, right through her boots and then into
her bones. The dwarf shuddered, and his brown eyes grew
wide. A sudden jerk of pain convulsed his body.

“Stop!” Renn cried. “What have you done?”

“What?” said Dalamar. “Were you looking only at the
dwarf?” He shook his head, as over the inattention of a slow
student. He took up another pebble, and this time he scribed
a rune in the air above it, a shining symbol that vanished
with his next breath. He tossed the pebble, sent it arching
high over the circle. “Now,” he said, his voice grim as iron,
“watch the circle.”

Arcing high, the pebble hung for an impossible moment
over the ruined foundation, all the air around it shivering, The
dwarfscreamed, though no sound came ottt from him. What
sound could possibly issue from a throat so long closed?

“Mage,” Vanore cried. “Stopthis cruelty!”

Instinctively, Renn turned his head. The mage’s hard hand
grasped him by the back of the neck. “Look where I tell you,
boy,* Dalamar snarled, forcing him to look away from the
dwarf and to the air in the circle.

The pebble hung, suspended upon an invisible rune.
Vanore's own cry rang through the ruin as the stone table, the
little bench, the imprisoned dwarf himself yanished.

“Look,” whispered Dalamar, growling in her son’s ear.
“Look deeper!”

Howling rose up from the circle. As in a mirror, Vanore saw
dark figures nunning, Some screamed, while others stood,
mouths stretched wide and soundless. She saw killing, rapine,
dire couplings among creatures she could not name, beings



whose skin had been flayed from their bones, others whose
arms were wings, more whose legs were the trunks of trees
grown rooted into stone. Steam hissed up from cracks in the
earth, foul vapors that burned the flesh of all it touched, made
skin run like tallow, muscles crisp and curl from bones. An elf-
woman, her silver hair changing to snakes inan arcane wind,
clawed at her face, the flesh of her cheeks, even at her eves.

“Theyare mad,” Dalamar whispered. The ground quaked.
Renn tried to move his head, The dark elf held him hard, forc-
ing him to look where he willed. “They are mad,” said the
mage, “and their every demented thought becomes reality.
They are sorcerers.” :

Keening turned to Speech, to words, obscenities and vile
epithets, hideous threats and hymns to lunacy. i

Struggling, Renn tried to escape the mage's grip as, beneath
their feet, the ground settled. Cold in his ear, Dalamar hissed,
“Still, be still.” -

Renn held, and Vanore stood shuddering to'see the sweat
streaming down his neck: All was again peaceful in the
circle, the dwarf returned, sitting with his hands upon the
stone table. “Dear gods,” Vanore whispered, her voice ragged
as one who had been a long time screaming, or a long time
weeping. Fingers of breeze caught her
hair. Only then did she realize it hung
loosearound her shoulders, fallen from
the clasp of pinsand comibs that always
kept it held high and off her neck.
Shuddering, she thought of the
elf-woman, her silver hair tumbled, her
flesh rent by her own fingernails.
“Mage, what is that place?”

“Have you not guessed? The circle
is a portal. The dwart is a guardian at that gate. As long as he
sits in perfect stillness, none of those madmen may pass
through.” He glanced at the dwarf and thenaway. “And, of
course, no one from here may enter, for if one of us were to
do that, the little shivering you saw froma pebble’s distur-
bance would be as nothing. “He looked at Renniand then
away as from one of no reckoning, “Such disturbance as your
sonwould have made would cause the gate to collapse and
the dwarf to die.”

“Those howling madmen, they are mages of Krynin whao
walked or stumbled through the gateway a long, long time}
ago. They are,” he said, musing, “like torches being endlessly
consumed by fire, so strong is the magicrunning through
them, heart and mind and soul. If they came back here—"
Dalamar shook his head. “Imagine it madmen sorcerers
whose magic flies as the storm flies, bursting on all they
encounter as lightning over the mountains. They would lay
waste the land around and before all was sung, That war we
have lately seen would be only a footnote in the histories of
Solanmia and Coastlund.”

Renn shivered, and Dalamar spared himnot even a glance.
“Madam,” he said to Vanore, without the slightest trace of
irony; “you are white as ghosts. No doubt vour journey
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through the storm tonight has wearied you.” He
gestured over his shoulder, into the darkness
where only the faintest orange glow shone. “1see
your fire is sinking. Come, | have a few small
skills at fire-craft.”

He took Vanore's hand. She let him tuck itin the crook of his
arm neatly as any courtier might. In that way they left the ruin,
the dwarf and his tears running. Once Vanore glanced back,
though, and shivered to see the dwarf's brown eyes upon her
son's back.

forward, his palms over the falling fire, He spread his
. fingers wide and lifted his hands. The flames followed
tamely, rising to grant light and warmth. “That means ‘war-
den’ where he comes from.”
“Where is that?” Vanore settled into her cloak, wishing it
were thicker:
“Thorbardin, madam: A long time ago.”
Renn gave the dark elf food, bread, and cheese, and he gave
him the flask of wine to drink. Dalamar supped in silence.
Two dark leather bags sat near to his hand. Unadorned by
more than sterling buckles, they
bulged fat in square bulk.
Books, Vanore thought, or cases
and coffers. Renn glanced at them.
“Ah, you're curious,” said the dark
elf, handing the flask to Renn. “Well,
I'm a treasure hunter, of sorts. | don't
seek the kind of treasuré most would
likeé to find, trinkéts and baubles and
«caskets filled with steel coin. [ Tunt

”T he dwarf’s name is Yearden.” Dalamar leaned a little

mage-trove,”

Renn said nothing. He passed the flask to Vanore and
settled.

“It seemns,” the lady murmured, “that you've had good luck.
sir mage.”

Dalamar shrugged. “Not here, [haven't.” Absently, he
traced a rune in the thin film of dust covering the fattest of the
black leather pouches. “These things | found inother places,
fallen towers and ruined cities. The swag of ages, madam: a
book of charms penned by an elf in Silvanesti before our
people divorced,; a seroll filled with spells composed in the
Age of Might, a talisman crafted in the deepest warrens of
Thorbardin; it will shine the light of a fierce god's eye into your
heartand inflame such passions as few have ever known,"”

“You've come toloat, then," she said, her voice chill.

The elf’s pale face grew whiter, his eyes narrowed. The least
of them, the elves of Krynn, considers himself of greater worth
than any lord in the world outside their forests. Doubtless,
Vanore thought, Dalamar considered her disdain as the imper-
tinence of a serying girl.

Renn stirred, and Vanore's eye went to him. Hidden in
shadows outside the light of the fire, he had eyes for Yearden,
behind them in the dark. \: !
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“I came to this place,” Dalamar murmured,
“for only one thing.” He looked away, into the
darkness where Renn did. “ An ugly little ring no
one would think worth a second glance.”

“What property does the ring have?” Vanore asked. “What
magic will it work?”

He stretched out long legs. Firelight and moonlight
gleamed on black boats of Ergothian leather. No expression
touched his face, his features composed in perfect stillness as
he considered whether to answer.

“Madam,” he said at length, “legend has it that the ring was
created by a woman's tears, a million tears falling, drop and
drop, upon a little granite pebble until they finally hollowed
the stone. The power it lends is the power of weeping and
stone: the power to feel one’s own most secret pain, the power
to discover one’s own most secret strength.”

Moon shadows ran, flowing 6n the ground as clouds
flowed in the sky. Cold in her belly, Vanore félt under-
standing dawn. “That ring,” she whispered, “has kept the
dwarfalive.”

Dalamar nodded. “Fora verylong time, but it does not
make him immortal. Yearden is dving.”

Renn caught his breath, sharp surprise. He turned from the
night, his cheek white in the fire's light. “How do you know?
How can you know?”

Dalamar cocked his head, honestly curious. “Can’t you
feel it?”

Vanore put her hand to the ground, the cobbles through
which rough weeds bristled. In the same moment, Renn
stretched out his fingers, pressing his palm hard to the stone.

“No,” said Dalamar, looking at Vanare, speaking to Renn.
“Gently, gently.” .

Pressing gently or roughly, Vanore felt nothing but wet
broken stone beneath her hand. She sat back, her hand
withdrawn, but Renn eased the pressure, and an expression
passed swiftly across his face, his eyes tightened as though
he had a great and sudden urge to weep. Thus had Lady
Vanore seen him look when he'd stood before his father’s
bier and those of his brothers, the knights wrapped darkly in
funeral gear.

“What you feel,” said Dalamar with gentleness so far
strange to him, “is the dwarf mourning hisown death”

“And what,” Vanore asked, afraid of herquestion, com-
pelled to know, “whatwill befall when Yearden dies?”

Pale of face, dark of eves. Dalamar turmed to her. “Madam,
what youi saw in the circle, that glimpse into another plane,
would spill out into our plane.”

“But what must be done? Something must be done ..."

Hedidn't deny that, but he didn’t reply. In his silence lay
the answer. There must be, at all times, a guardian at the
gate.

Came asigh of wind. Renn lifted his head. and he looked
right into Dalamar’s eyes. The dark elf smiled, a scant lifting of
the corner of his mouth, A thing passed between them,

yanm’é_heartﬁghtened pa;nfully to see it.
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oonlight and shadow spun strange veils of light
as Vanore came out from the broken hall and into
the little courtyard where Yearden wept at the
gate. Renn didn’t turn when he sensed her behind him, he
didn’t speak. He stood, shoulders braced, watching the dwarf.

“He must have used all his store of courage to step in there.
Don't you think so, mother?”

She said she thought the dwarf must, indeed, have spent his
heart in the doing;

After a long moment, his tone addly flat, Renn said, “When
first I saw him — this Dalamar Nightson — 1 thought he was a
ghost. | thought he was my father in his funeral garb.” Flatness
twisted to bitterness. “Do you think a son's cowardice haunts a
ghost, mother?”

He spoke thinking to wound her. He might have done
that had Vanore been unaware of her own part in fostering
his fear. But she had worked with purpose in the years since
all Ker sons were dead but him. Carefully, she'd murmured
easy excuses into her child’s ear, and they all had the same
reasonable theme: We have lost enough, we Whitelakes,
and must not bear the loss of our last, our dearest son. It is
the sacred duty of a lord to rule his manors for the sake of
those who depend upon him. She was not stung when he
rebuked her

“Renn.” She touched his arm, he pulled away. “Your father
would not reproach you. Don’t you think he would take jov in
knowing his son is alive?”

Renn turned, and his were the stark eyes of one who stands
at the crumbling edge of a cliff and contemplates the fall. “No.
| think my father mourns me, mother. And T know youare
ashamed of me.”

Fear clutched her heart with cold grasp. She reached for
him again, again he pulled away. Into that moment came
the scent of heady oils and herbs and dried rose petals.
Dalamar stoad behind, and he keptthe moment’s silence as
Renn returned to watching Yearden's tears, the silver run-
ning on old, old cheeks. Then, soft he said, “Don’t you want
to know, boy?"”

“Know what?" Renn asked, as though they two were the
only ones standing in that darkness outside the circle.

“Don’t you want to know when he'll die?”

“Soon. I felt that when 1 felt his grief. Can you tell me more
than that?”

Dalamar couldn't, or he wouldn't.

“What about you, sirmage?” Vanore asked, wanting to
break the closeness of this conversation, mistrusting him all in
amoment. “Will you stay till the dwarf does die?”

His dark eyes glittered restlessly. “And do what, madam?
Take his place? 1 couldn’t do that if T wanted to.” He nodded
to the dwarfand the circle enclosing. “That is no post for
mages, for not even the best of us would stand long before
the templation of turning and stepping into a world that
would drive us mad. And I'm thinking [ don’t want that ring
as badly as [ once'did.” He glanced at Renn, and then away.
“Or not enough to see Solamnia and Coastlund laid waste.”



Renn turned, and his pale, strained expression told Vanore it

was harder to break the dwarf’s gaze than to look into Dala-
mar'’s strange dark eyes. “Yet you have been here longer than
tonight, and so I reckon it you're waiting, For someone?”

“For someone.” Old leaves tumbled lazily across the court-
yard, the wind whisked none past the circling stones, Dalamar
nodded to the dwarf. “For whoever will come and take his
place. And 1 pray to dark gods often that someone will.”

Again, the wind sighed and so like a mortal voice was its
sound that Vanore turned to look at the dwarf thinking that, at
last, he spoke. Of course, he did not. His throat had long ago
lost such strength as was needed to carry voice. And yet, look-
ing, she understood a thing she hadn't before. Yearden's were
not tears of pain. They were tears of sorrow.

Soft, she said, “Dalamar, who will come? Do you Know?”

Dalamar shrugged. “How could 1? A week ago [didn't
know the dwarf existed or that this place did. But here they
are, guardian and gate. And here Iam, waiting.”

“Why do vou wait?” he asked. “If you don‘t want the ring
now, what do you'want?"”

“Iwant to see what lies beyond the gate,
boy. I want to slip in, and slip out again. In
the moment of the dwarf's death, in the
breath before another takes his place, [ want
to taste what power is found in a world
where even the air breathes magic.”

Vanore stared at the elf. “Are you mad?”

Dalamar considered that seriously. “No. |
have taken risks for my magic, madam. I have walked on
paths the Silvanesti don’t walk, prayed to gods whose names
my peaple consider curses. [ have wandered all the' roads of
Krynn searching for magic, more and stronger and ever
deeper: I don't test my courage on small things. That might be
madness seen from the outside. It isn't — Look!” he said, his
voice suddenly hushed. “The dwarf has stopped weeping.”

Yearden, ancient guardian, sagged, his shoulders caving, his
head falling hard, chin to chest. Soundless, he tumbled to the
stomy ground. Vanore cried out and turned to see Renn leap
into the circle of stone.

“Nol* Her cry was a long winding wail. “Renn! No!”

Close beside, as though he had foreseen the move, Dalamar
went with him, and it was like they’d leapt into water, light
and darkness spraying up and all around, holes being torniin
the substance of the world, as splashed water, falling, pocks
the surface of a pond. Rose up a wild howling, a screaming of
voices and winds and madmen. Into that Vanore plunged; a
step behind them, unable to keep away. She reached for Renn;
plucked at his sleeve and he shook her off. In that place, in that
roiling, howling place, she saw rage in her son's eyes, a fire to
consume all the fear she’d fed him.

Beneath her feet the ground quaked, then heaved, knocking
her to the ground. Crawling, tangled in her skirts and stum-
bling; she crept to Yearden's side. She took hisarm, his with-
ered hand, and reached for a pulse. She found only stillness,
and tearless eves. He was dead.

A ]’td‘“f of IF€3) M theruin. Dalamaredged closer to the way
triuupk, Dalamar’s
<ry; tam, ot af
the air fhiveres,
then shattereo.

Nancy Varian Berberick

Ashout of dread and triumph, Dalamar’s cry,
rang out as the air shivered, then shattered. A
dark figure burst through into the circle, a mad-
man screaming whose face was a mass of eves,
all roving and staring in every direction, whose arms were
flames, Behind him, on the other plane, more of his luckless
kind ran, clashing each with another in arcane battle. Then one
saw the way through, soon another.

“Boy!” Dalamar shouted. “Draw thatsword! It works here!”

Renn's sword flashed in the shuddering air, bright and keen.
Blood ran dripping down the blade as the first sorcerer flung
himself upon the weapon, embracing the steel as it pierced his
breast. Renn turned, and turned again, seeing Vanore near.

“Mother! Stay where you are!” he shouted. He leveled the
sword at ﬁer,-panting.

Dalamar laughed. His dark eyes shining, he took his own
chance, He ran for the rift, the gate between the worlds. Crying
one word of magic, he filled his hands with fire and flung it, a
flaming ball, at the next mage to come out of therift. Flesh
sizzled, the acrid stink of burning hair filled

out, the way in.

Renn backed up, putting himself
between Vanore and another of the sorcer-
ers, the snake-haired elf-woman.

“Keep still, mother,” Renn ordered.

She dared not move, and perhaps that
looked like obedience to him. In her arms
the dwarf lay lightas ash, his ancient bady withering as
each moment passed. The stone chair, the stone table, these
vanished like so much mist rising to the sky. The guardian
was gone from the gate.

Renn lifted his sword again, the bright blade dripping red.
The snake-haired sorceress was blind now, her eyes gone from
her face. Had she clawed them away? Had she dreamed them
gone? She came for him, and each step she took turned the
cobbles beneath her feet to molten slag, Caught and held, the
flesh burning from her feet, she screamed, in agony and in an
ecstacy of magic. All around, as her voice ran, the stones of the
circle melted, like lava they ran.

Shrieks of glee, howls of pain, terrified laughter filled the
world, astorm of madness. In all those voices one rose up to
pierce the chaos:

“Renn!” Vanore cried, “We must leave here!”

He heard her, but he did not heed. Dalamar stood before the
rift, the dark elf on the edge of here and there. A wind ot of
the magical plane caught his cloak and flung it back like
raven’s wings. As Renn turned and saw him, Dalamar gath-
ered himself, making ready to leap, to test his courage on no
small thing, All around the stone melted, and towers ran like
candle wax. On the blade of Renn's sword a mage’s blood ran,
hissing when it touched the ground.

“Dalamar!” he shouted. “Get out! Now!"

His cry rang round the melting ruin, reverberating from
dying stone. The mage hung in the moment, Like that




rune-marked pebble he'd tossed, he stood
between one chance and another. Something
howling hit him from behind; something with
too many arms and toomany legs swarmed all over him,
snarling, laughing, clawing. Renn leaped; sword high. he
ran. He hacked the head from the creature, the madman sor-
cerer, and black blood ran, pouring onto the burning stone.
Arms jerked, legs twitched in spasm. Dalamar heaved up,
shoving the thing from his back.

“Too late, mage!” Renn pointed to the widening rift. Bevond
others gathered, slavering, yelling, shrieking mad curses and
wild spells. “Toa late! If vou're caught in there, vou'll spend
the rest of yourlife insane!”

“If I go and come back — “

The dark elf's words fell into stillness, into silence. Beyond
the gateway, they held, and no madmen eame through. Renn
looked around him, and Vanore, frozen in fear, the ashy
corpse of the dwarf still in her arms, knew what each of them
did. Shivering she saw it: Her son stood in the exact center of
the circle, of the ruined foundation. He stood where a
guardian might stand, in that place where none could
approachand not see him. A look came on him of sudden
fear, and then seftling peace. He glanced at the mage, then
turned his eves to his mother.

. Breath held, she thought he would say something ta her. His
lips never parted to speak. He turned, and he lifted his sword.
He put the tip of it to Dalamar's throat.

“Leave,” he said. Staring along the length of the steel, he
said, “Leave, mage. Now.”

One lightning look passed betweeri them, and then the dark
elf knelt beside Vanore. Mage-scent drifted from the folds of
his robes as he lifted Yearden's hand. Dalamar slipped the ring
from the finger that was not but bone now, that bone crum-
bling as the ugly granite talisman left it.

Eyes on Renn, he rose, but Vanore rose with him, and she
stopped him.

“Give me the ring,” she said.

He looked at her once, and deeply. Understanding passed
between them and he put the ring into her hand. He helped
her to her feet, and carefully Dalamar moved the middle finger
of Renn’s right hand, lifted it notenough to disturbithe grip.

“Do it well, madam,” he said.

Her boy! Her child! Sweat ran on him, the pulse beat wildly
in his neck. He stood in a glorious madness of courage the like
he had not known before. Ah, but Vanore had known it, not in
her own heart, but in the eyes of three sons and the man who'd
sired them. Renn was, standing there, weaponed and deter=
mined, the true kinsman of those knights. None who saw him
could doubt, and seeing him, Lady Vanore knew her sin. She
had kept a good man from his heart, from his destiny. But he
had found another fate, and this doom she dared not keep him
from. Before her heart could counsel otherwise, she slipped the
stone ring onto the finger of her last, her dearest son.

Stillness settled upon the circle, like a sigh the silence of

madmen: Dalamar inclined his head, a proud man's bow. “1
salute you, my lord,” he said in a voice that might never have
known irony or scorn. Gently, he took Vanore's hand and led
her from the circle.

In the great stillness, in the silence pressing against her
eardrums, Vanore watched Renn ground his sword. The tip
touched the stone. The light of the silver moon touched the
topaz on the grip, waking it to shine. A breeze somewhere
sighed, that strange, voiced breeze. She heard Renn’s name, his
name upon the zephyr quietly whispered.

“lam here,” he said, not to Vanore nor to Dalamar. He spoke
to the gateway, to all the guardians who had stood watch at
this rift between worlds. “And here | stay.”

anore of Coastlund and Solanthus watched her son's

hands grow stiff upon the grip of his sword, that gift

of his uncle who would not now receive him in the
High Clerist Tower. She did not watch alone, for Dalamar
Nightson kept her company. Not put off by losing the treasure
of the ring of stone and tears, he searched the ruin for what
he'd been pleased to call the swag of ages. Vanore hardly knew
he was there. Sometimes, in daylight, he would come and say
it would be better if she left the ruin. Betimes, at night he
offered the same advice. Vanare did not take it. Weeping,
ceaselessly as Yearden had, she watched her son standing in
the center of the circle, the round etched out in melted stone of
a tower s foundation. He resembled those carvings so often
seen in graveyards and mausoleums, the traditional carvings
upon.caskels and coffins; a knight standing tall, a knight at
ready watch.

He stood, her true son of his knightly father, and the pain
of standing, of never moving, not even breathing, washed
over him like fire that would melt him. She said as much to
Dalamar, once when he came to bid her away. When he
asked her how she could know that, she answered coldly,
“Am I not his mother? Can I'not read his every expression?”
He said, “Tsee,” but she didnt imagine that he saw anything
about it. He was a mage, dark and powerful, but that was not
a mother’s heart beating in his breast, not a father’s soul
weeping in him. He had not seen his child take up the task
noone should have to bear, he had not handed that child
over to the cruel work himself.

Vanore stayed beside the stone circle and she wept until she
had no more tears, A day and a night and another day passed.
Then, on the third morning, with the new sun rising behind
her, she saw a thing she had not seen in all the days of her son’s
life. Her beardless boy was not, now beardless. A small glint of
down showed on his cheek, on his chin. -

Nancy Varian Berberick has written several fantasy novels and
short stories including the new DrRaGoNLANCE novel, Dalamar the
Dark, chronicling the legendary exploits of the dark elf wizard
Dalamar Arget. The novel releases this month.
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Designing

Dungeon Monsters

ANY AD&D* ADVENTURES TAKE PLACE IN DUNGEONS

and caverns, and they usually involve fighting monsters,

many of animal intelligence. The “perfect dungeon monster”

doesn’t necessarily mean the “perfect character-killer.” Instead,

it's a creature adapted to living in underground environments. The

monsters described in the following pages are nonmagical animals

specialized for life in a subterranean world.

Diet

Because life tends to be scarce under-
ground, subterranean monsters tend not
to know where their next meal is coming
from. Thus, herbivores are rare, unless an
underground volcanic vent or the like
provides heat for fungi, mosses, and so
forth. As a result, omnivores make ideal
cave-dwellers.

Fantasy worlds often have rock-eating
creatures, many of which hail from the
Elemental Plane of Earth, such as the
xorn. These “lithivores” (stone-eaters)
can be fun, but they present a problem.
The metabolism required for digesting
rock means that normal carnivores prob-
ably cannot eat them, leaving them out
of the food chain. It would take a special-
ized predator to prey on them, one that
evolved from the same weird realm that
produced the lithivores,

Special Attacks and Defenses

Underground carnivores are far more
formidable than most of their surface-
dwelling counterparts, as they must
make the most of every opportunity,

even killing and eating creatures their
own size. This means larger teeth and
claws, causing up to 50% more damage
than those of their above-ground coun-
terparts. Swallowing attacks are com-
Mon, as are poisonous or acidic attacks.
Most subterranean creatures also have
long spines, heavy armor, or an immu-
nity to poisons of all sorts.

Treasure

Creatures of animal intelligence gener-
ally don’t hoard treasure, making them
less popular with the characters who
must fight them. A rare few are inquisi-
tive or attracted to bright objects such as
gems, coins, and glowing magical
weapons. Aside from this handful, most
dungeon animals collect only “inciden-
tal” treasure: stuff left lying around after
they've killed and eaten their victims,
Depending on how extensive your
underworld is, these finds could still
turn out to be quite a haul. Also, don't
forget the treasure, particularly magical
items, that adventuring bands left lying
around when they were wiped out. If




you want your players to explore a trea-
sure-rich Underdark realm where most
of the monsters are mere animals, by all
means let them do so. Just make sure
they have to work to get at the good stuff.

Population

Dungeon populations are spread thinly
through the Underdark. This is particu-
larly true of creatures that are Medium-
size or larger; these monsters should
rarely be encountered in groups of more
than a half-dozen, while the really large
ones appear singly or in pairs at most.
Only creatures of Small Size should be
encountered in large numbers: bats, rats,
and so on. As a rule of thumb, the small
animals should appear in numbers com-
parable to those of creatures such as
stirges and giant rats.

When dealing with creatures of ani-
mal intelligence, only the little ones have
anything like a complex social organiza-
tion. A nest of giant ants is likely to be the
the most sophisticated “society” among
Underdark animals. Due to the scarcity
of food, Large and Medium creatures are
almost always solitary wanderers or
lurkers, even if they have the intelligence
to create maore complex groupings. Since
there is not enough food to support them
in large numbers, they will not be pre-
sent in large numbers,

Activity Cycles

In the eternal darkness of the Under-
dark, there is no daily rhythm to mark
the passage of time. Consequently, the
animals that dwell there can be active al
any time of the “day” or “night”; such
concepts are inconceivable for dungeon
monsters, and probably even for intelli-
gent races that have never visited the
surface world. If the creatures can see,
sunlight makes a major difference to
them, while even blind creatures notice a
change in temperature between day and
night. Thus, monsters that leave the cav-
emns to raid the outside world eventually
time their hunting for the nighttime
hours once they overcome their initial
confusion. As surface-dwellers are at
their best in broad daylight, the special-
ized navigation abilities (see below) of
dungeon monsters will give them a dis-
tinct advantage in nighttime hunts

Means of Navigation

This is another area where subterranean
animals can differ radicallv from their
surface-dwelling counterparts. The DM

can, of course, have well-lit caverns (see
below) so the players don’t have to
waste time fooling around with relight-
ing lanterns and torches, but this takes
away much of the special flavor of the
underground realm. Adventurers are
intruders here and must suffer accord-
ingly, while the local residents cope in a
variety of ways, such as:

Normal Vision: This works best if
there are phosphorescent rocks or lumi-
nous plants in the cavern. Either that, or
the animals carry their own phosphores-
cent lights with them, like many deep-
sea creatures,

Special Eyes: This category can con-
sist of huge eves that catch and magnify
every shred of light, infravision, or see-
ing parts of the electromagnetic spec-
trum, like the “ultravision” used in the
AD&D 1st Edition.

Echolocation: Navigation by means of
sound waves, like bats on land and
cetaceans (whales, dolphins, and so
forth) in the water.

Scent: Some monsters rely on a
heightened sense of smell. Incidentally,
crossing bodies of water doesn't always

work against these monsters, as the sceént
lingers in the air above the water.

Touch: The animal has feelers of some
sort, such as whiskers (more properly
called vibrissae),

Taste: The monster uses its tongue to
detect prey.

Telepathy: This special mental power
is the hardest detection ability of all to
fool.

Adventure Ideas

This article presents three new denizens
of the Underdark, each one with special
attacks and abilitites that make it a lethal
predator in its domain.

Dungeons and caves are a major part
of the AD&D game, so it is high time that
their monstrous denizens were designed
specifically to belong to the world they
inhabit. Even in a monster hunt, realism
can make the proceedings more enjoy-
able, and once you throw in a few other
elements, you can make this standard
scenario an adventure to remember. ¥

It is not true that Greg Detwiler lives in a
subterranean lair, nor does he swallow his
prey whole, Moreover, we're sure there’s a
perfectly sound explanation for the nrissing
posttmen.

DRAGOMN 267 - 63



Tunnelmouth Dweller

CLIMATE/TERRAIN: Subterranean

FREQUENCY: Very rare
ORGANIZATION: Solitary
ACTIVITY CYCLE: Any

DIET: Carnivore
INTELLIGENCE: Non- (0)
TREASURE: Incidental
ALIGN MENT: Neutral

NQO. APPEARING: 1

ARMOR CLASS: 6
MOVEMENT: 3, Swim?9

HIT DICE: 10

THACO: 11

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 2-16

SPECIAL ATTACKS: Swallow whole
SPECIAL DEFENSES: Partial immunity to fire

(see below)
MAGIC RESISTANCE: Nil

SIZE: H (20" long)
MORALE: Fearless (20)
XP VALUE: 4,000

The tunnelmouth dweller is a horrifying predator of dungeon
and cavern alike. This creature has a mouth as wide as half the
length of its body, ten feet in diameter, the typical width of a
dungeon tunnel. The entire animal is a rich deep brown. It
finds its way through the Underdark by a means of echoloca-
tion; the huge, blank white orbs near its mouth once functioned

as eyes for its ancestors.

Combat: The tunnelmouth dweller has only one attack, but it is
especially lethal. When it encounters prey while prowling
through cavern tunnels or dungeon corridors, it lunges for-
ward, swallowing whole victims of up to Size H. (The mon-
ster’s skin stretches, so it can swallow prey its own size.) A
tunnelmouth dweller can swallow three PCs at once, or four if
they’re packed together (like a formation of spearmen). Swal-
lowed characters suffer 2d8 points of damage on the first round
from the monster’s long teeth. In following rounds, victims
suffer 1d6 points of damage from the dweller’s digestive juices
until they either die or are rescued. The only ways to avoid
being swallowed are to brace the creature’s jaws with a 10-long
pole or a polearm (requiring a successful Dexterity check,
assuming the weapon is already in hand) or successfully dodge
the snapping jaws.

Swallowed characters cannot defend themselves unless they
have short stabbing weapons such as short swords, knives, or
daggers. The entire mouth and throat of the creature is slick
with a slimy mucus wet enough to extinguish torches and
uncovered lantern flames. Any ordinary flame attack thal
strikes inside the creature’s gaping jaws is totally extinguished,
while magical fire causes only half damage (one-quarter dam-
age if the dweller makes a successful saving throw). Note that
this only applies to those fighting the creature at its front,
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which is usually the case. If the tunnelmouth dweller can be

attacked at its side or rear, fire-based attacks work normally. Of
course, since the big-mouthed thing fills the entire width of a
typical corridor, getting around it isn't easy.

Habitat/Society: Like the majority of true subterranean preda-
tors, the tunnelmouth dweller is solitary, meeting peacefully
with its own kind only for an hour or so each year for the mat-
ing season. After mating, the couple allow each other to leave
uneaten, at which time all consideration ceases. If they meel
again before the next mating season, even later on the same
day, they try to eat each other as they do everything else. (Pity
the group caught between two tunnelmouth dwellers in a cor-
ridor with no accessible side tunnels.) The females lay clutches
of six leathery eggs, of which perhaps one or two hatchlings
survive long enough to reach adulthood.

Ecology: Tunnelmouth dweller skin is much in demand
among mages seeking to create a bag of holding. Its mucus isalso
used in extinguishing fires, selling for roughly 50 gp a vial.
(One vial can put out a single torch, lantern, or campfire.) It
keeps no treasure but often swallows adventurers who have
valuable items on them. To retrieve these goods, one must
either butcher the creature’s carcass or pick apart its droppings.

Those who don't know any better buy tunnelmouth dweller
eggs at 500 gp apiece but quickly regret their purchase. The
young have 2 Hit Dice and are 2 feet long at birth; they grow to
full size within 8 months, gaining two more Hit Dice and
slightly more than 2 feet in length per month. Because the crea-
ture has such a voracious appetite, it is an expensive guardian
for any stronghold and usually wears out its welcome among
even evil NPCs within a matter of weeks.



Stalking Catfish

CLIMATE/TERRAIN: Subterranean
FREQUENCY Very rare
ORGANIZATION: Solitary
ACTIVITY CYCLE: Any

DIET: Camivore
INTELLIGENCE: Animal (1)
TREASURE: Incidental
ALIGN MENT: Neutral

NO. APPEARING: 1

ARMOR CLASS: 5

MOVEMENT: 3, Swim 18

HIT DICE: 12
THACO: 9
NO. OF ATTACKS: 1

DAMAGE /ATTACK:
SPECIAL ATTACKS:

1d8

Swallow whole

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Nil

SIZE: G (30'long)
MORALE: Fearless (19)
XPVALUE: 4,000

The stalking catfish is amazingly adaptable,
being able to spend nearly all its time out of the
water, walking about on its broad and muscu-
lar fins. This enables it to leave isolated cavern
pools and lakes to find new prey after it has totally devoured
all the goodies in its previous habitat. Although few can appre-
ciate its appearance in the underground darkness, its scales are
a gleaming metallic green.

Combat: This land-dwelling fish moves slowly and methodi-
cally through the caverns, its 12'-long barbels or whiskers prob-
ing everything within reach. Thus, concealing magic is no
defense. Whenever even one barbel touches a living thing, an
electric impulse shoots automatically to the small brain, and
the great fish lunges forward to swallow the victim whole. (It
can do this to Size M prey or smaller.) If the target fails to avoid
this attack, the target suffers 1d8 points of damage from the
creature’s teeth and the same amount each subsequent round
from its digestive juices. Swallowed prey can attack using short
weapons such as daggers and short swords, but only if such
weapons are in hand. If outside rescuers attempt to cut the vic-
tim free, there is a 50% chance per slice that the blow inflicts
half damage—rounding down—to the one being rescued.

The catfish’s ability to probe for prey depends entirely on its
long barbels; if they are all cut, it is all but helpless in the dark,
attacking at a -4 penalty. However, anyone who starts cutting
them off at the base will be at most within only a few feet of the
catfish’s mouth, announcing his or her presence in the
strongest possible terms. Severing a barbel requires a success-

ful called shot with a slashing weapon.

Habitat/Society: These fish are solitary for much of the year,
buit they gather in large numbers in large bodies of water once

a year, for a full week, during the breeding season. Depending

on how many large bodies of water there are in the region, each
pool or lake could contain up to a dozen stalking catfish during
the week in question. Because of their voracious appetites, the
other life forms in the pools and lakes tend to have greatly
reduced populations. This is beneficial to the catfish because
their eggs are helpless and vulnerable to any other predator.
Each female lays up to a hundred eggs, but no more than four
or five reach maturity

Ecology: Stalking catfish that make their way to the outside
world generally become the top predators in the areas they
inhabit, unless some truly fearsome maonster such as a dragon
is already present. In their normal environment, however, they
are just another giant predator. If a tunnelmouth dweller gets
the drop on one, it works its jaws extensively until the catfish
carcass is bitten in two, as the stalking catfish is one of the few
rivals it cannot simply swallow whole

Stalking catfish flesh is delicious, and the meat, whether
fresh or smoked, fetches 10 gp a pound in almost any market
The smashed-up gelatinous eggs can also be used to make an
“egg cake” of exquusite flavor that costs 20 gp. (The eggs them-
selves cost 6 gp per dozen but must be submerged in water
until used.) The tough but beautiful hide is also prized by fash-
ion-conscious fighters, who would pay heavily to have a wiz-
ard form this hide into a suit of scale mail +1. A foot-long length
of barbel, encased in amber and suitably enchanted, can also be
used to make a wand of enemy defection; no more than one barbel
per catfish can be so enchanted.



Glitterworm

CLIMATE/TERRAIN: Subterranean
FREQUENCY: Very rare
ORGANIZATION: Solitary

ACTIVITY CYCLE: Any

DIET: Omnivore (see below)
INTELLIGENCE: Animal (1)
TREASURE: Nil

ALIGN MENT: Neutral

NO. APPEARING: 1

ARMOR CLASS: -1

MOVEMENT: 12

HIT DICE: 18

THACO: 5

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 2-20

SPECIAL ATTACKS: Acid jet, camouflage
SPECIAL DEFENSES: Immunity to acid,

earth-based attacks
MAGIC RESISTANCE: Nil

SIZE: G (30'long)
MORALE: Fearless (19)
XP VALUE: 16,000

The glitterworm is a massive subterranean predator
closely related to the purple worm. However, it has
the ability to change color to match any metallic or earth hue;
its natural color seems to be slate gray, but this is by no means
certain. A long worm with a leechlike mouth, it is one of the
few terrestrial predators that preys on creatures from the Ele-
mental Plane of Earth. Unlike its surface-dwelling relative, it is
only 5 to 6 feet in diameter.

Combat: After attracting prey by giving itself the color of gold,
silver, platinum, or another precious metal, the glitterworm
first employs its breath weapon, squirting a jet of acid all over
its foe and inflicting 3-30 points of damage, or half that if a sav-
ing throw vs. breath weapon is successful. (This acid jet
extends to 70 feet and is a uniform 5 feet wide.) Then, as the
worm lunges forward, its great leechlike, acid-beslobbered
jaws fasten upon the prey, causing 2-20 points of damage each
round the glitterworm remains attached. The acid flows freely
even after the initial attack, requiring victims to make saving
throws for worn or carried items as well. The glitterworm's
leechlike grip cannot be broken unless a successful Strength
roll is made (at a -1 penalty). Because of its specialized attack
and the nature of its toughest prey, this creature is immune
both to acids and to all earth-based attacks.

Habitat/Society: Glitterworms are solitary predators, coming
together only during the mating season. A couple will meet,
intertwine for an hour, then go their separate ways. The
female lays a single egg: a lustrous shiny gray orb that is
completely inedible to all terrestrial creatures. Creatures of
elemental earth can eat it, however, which is another reason
why glitterworms go out of their way to destroy such preda-
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tars. Aside from this, no special care is taken with the egg,

and indeed, none is necessary.

Ecology: The glitterworm is the ultimate omnivore, eating not
only flesh and vegetation but minerals as well. Indeed, its abil-
ity to devour elemental earth is almost certainly an outgrowth
of its tendency to eat normal stone. Xorn are favorite targets,
and a glitterworm will pass up other prey if a xorn is in the
area. Dwarves, gnomes, and other demihumans or humans
who delve underground are also regarded as choice fare, Itis to
attract these two favorite foods that the glitterworm evolved
the ability to change colors and odors to look and smell like any
type of precious metal, including such rare ones as mithral and
adamantite. The intended prey sees what looks like a narrow
vein of rare ore, rushes up to start eating or mining it, and
receives quite a rude surprise!

Because of various unsavory changes in its metabolism in
the course of its evolution, the glitterworm has no natural ene-
mies except on the Elemental Plane of Earth, and even crea-
tures from that plane are more likely to be prey than predators.
However, adventurers and evil wizards being what they are,
there are many attempts made on these creatures, either to kill
them or capture their 3'-diameter eggs to raise guardian beasts,
Since a glitterworm can bite into and digest anything with its
acidic jaws, it can literally eat its way out of any enclosure not
protected by magic. However, fools keep on trying, as a size-
able number of reckless or power-mad wizards are willing to
pay 5,000 gp for a single egg. The creature’s acid is also much in
demand by alchemists. A single vial of the stuff can sell for up
to 100 gp.
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ADVENTURE GAME

The Beyonder

Skills:

None

Fowers:

The Beyonder has every power at Intensity 30+. Reed Richards
has hypothesized that the Beyonder’s one limitation is an
inability to create a temporal paradox. No one knows whether
this is true.

Calling: Explorer (usually)
Hindrances: Naive, Obsessive (about humanity)
Fersonality: The Beyonder was perpetually curious during
his existence in this reality. Once he had a question, he
would try anything from simply asking to destroying a
galaxy to find an answer. Being new to life, he seemed
unaware of the consequences of his actions and
often went overboard in pursuit of answers,

History

In another universe, the Beyonder was all.
Then a hole opened to the Marvel Universe,
and the Beyonder knew “otherness.” '
Observing this strange new concept,
“he” eventually homed in on Earth
and watched the varied people

and their actions, paying special
attention to the superhuman beings,
In every living thing, he saw one
similar trait: desire.

To study desire more closely, the
Beyonder used his infinite power to
make a large number of heroes and
villains fight. To this end, he created a
planet called Battleworld, which was
galaxies away from Earth. Then he sent
the heroes and villains there and told the two
sides, who frankly never needed a reason to fight
before, “Slay your enemies, and all you desire
shall be yours.”

This promise began a long, painful battle
known as the Secret Wars. Of course the
heroes won, but the Beyonder was
baffled by their desires. They y
wanted simple, kind things, some- ‘." ;
times with no direct benefit to ~ P
themselves, Further, they did not

slay their enemies. The Beyonder granted
their desires nonetheless, sent them all
home, and retreated to meditate on all he
had observed.

Soon after, he returned to Earth in the
guise of a human. He wanted to learn all
there was to know about humanity. To
accomplish this, he asked questions, con-
quered the world, became a hero,
destroyed death, founded a religion, and
eventually tried to become human. This last
part was his downfall. During the process of
the Beyonder's becoming a human, a com-
bined strikeforce of superhumans assaulted his =

transformation machine, killing the Beyonder—
sort of. Rather than die, the Beyonder’s energy
left the Marvel Universe and went on to create a
new universe.

Wr'Hpower

Edge

Hand Size

30 and could ga up from there,
Lhﬂaqnndnl'mdn whuLear

Narrator Notes: How do you run a

game with an omnipotent character?
Make him a plot device. Never give
him to a player as a Hero.

What do you do with an omnipo-
tent plot device? You make a point
with him. The Beyonder wonders

about the big questions in life:

Why do good? What is desire?
How do I use the bathroom?
Most Beyonder adventures
rotate around the Beyonder’s
misinterpretation of some
truth and the havoc that results.

Heroes must fix whatever

wrong he created in his
overzealous quest for knowl-
edge, then explain to him why he
" got it wrong. Fighting and problem-
solving are all by-products of the

Beyonder's involvement, but after that
comes direct confrontation with the
Beyonder, when the heroes must
explain some fact or moral truth.
Maybe, when the heroes have to
explain wiy they act selflessly,
they might re-examine their own
motivations ... ormaybe it's just
a good excuse to fight
dinosaurs in New York.

’
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Fourteen new magical
items to help you see

the light ...
or in the dark, or
througha lie ...

by
Ron C. Poirier

ilustrated by
Terry Dykstra
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The Eyes
Have It

YES ARE THE MOST EXPRESSIVE PART OF ANY FACE,

the most mysterious and complex of all the sensory organs.

From the “evil eye” of ancient legend to the bowl of peeled

grapes at a Halloween party, eyes hold a special mystique,

symbolizing both power (the ability to see) and weakness (due to the

delicate and irreparable nature of the eye), light (vision) and darkness

(blindness), life (open eyes) and death (closed eyes).

The legendary power of the eye has
not gone unnoticed in the AD&D" game.
Consider the feared gaze attacks of crea-
tures such as basilisks, catoblepas, and
bodaks, as well as the charming gazes of
vampires and other creatures. Consider,
too, the existence of powerful magical
items based on the power of the eye.
From eyes of charming to the popular robe
of eyes and the fearsome Eye of Vecna,
these treasures entice adventurers into
lost tombs, dragon’s lairs, and even more
fearsome places.

Here is a treasure trove of optical mag-
ical items for use in the AD&D game.

Cat's Eve

Some thieves believe that the infernal
green eyes of the displacer beast hold
power because they continue to glow
after the beast itself is dead. These
thieves believe that the disembodied eye
of a displacer beast helps protect them
from detection as they go about their
lawless ways. This belief probably origi-
nated because of the existence of this
magical item. Created from the eye of a

freshly slain displacer beast, a cat’s eye is
magically preserved so that it never
decays or ceases glowing. When con-
cealed in the palm of the hand, the cat’s
eye enables its owner to gain all of the
benefits of the 2nd-level wizard spell
misdirection. In addition, it grants its
owner night vision equal to that of a cat.

Dogs of all sorts exhibit a strong dis-
like of anyone carrving a cat’s eye, even if
they are familiar with the owner. Normal
canines do not necessarily attack, but
they are much more likely to do so. Blink
dogs always attack a character carrying
one of these items.

XP Value: 2,000 GP Value: 10,000

Circlet of the Bat
In truth, this item is related more to the
ear than the eye, but it enables its owner
to “see” in an unorthodox way. Usually
made of silver, a circlet of the bat has a
miniature carving of an open-mouthed
bat on its facing side.

When the circlet is worn and a com-
mand word is spoken, the mouth of the
bat emits high-frequency sound waves



that reflect off of walls and other objects.

The circlet gives its wearer the magical
ability to hear these sounds and process
them into something resembling visual
images, effectively giving the character a
form of sonar. The sonar granted by this
item is useful to a distance of 180 feet,
Beyond that range, the sound waves
become too diffuse to work effectively.

It is important to note that sonar is not
just another form of vision. Because it
uses sound waves, not light waves, color
is impossible to “see” with sonar. Written
text is likewise undetectable by sonar
alone. Visual-oriented spells such as
invisibility are ineffective against sonar
{thus enabling the user of this item to
detect invisible creatures), while a silence,
15" radius spell effectively keeps sonar
from functioning within its area of effect.

Although the sound waves produced
by the circlet are outside the range of
human hearing, certain creatures (such
as bats) might be able to hear them and
thus detect a character using this item.
Also, at the DM’s option, certain crea-
tures such as cloakers and gibbering
mouthers might produce sounds that
interfere with the proper functioning of
this item.

Note that the use of this item in no
way impedes the use of speech or ordi-
nary hearing and vision by the wearer.

XP Value: 2,500 GP Value: 12,500

Evil Eye

The first of these fiendish items was cre-
ated by a covey of greenhags. An evil eye
is always made from the eye of a mon-
strous creature, such as a bugbear, ogre,
or yuan-ti. It is magically preserved and
radiates an aura of Necromancy and

Abjuration (but not evil) if examined
with the appropriate Divination magic.
The eye tunctions only when placed
within the empty eye socket of a living
being, at which point it grafts itself to the
socket and cannot be removed any more
easily than a natural eye. The magic of
the evil eye enables it to expand or con-
tract to fit any eye socket, from gnome to
storm giant size.

Although the owner of the eye cannot
see through the evil eye, the enchanted
organ does grant its host the ability to
cast a powerful curse on anyone it gazes
upon. This curse is handled as a gaze
attack, and the recipient must make a
successful saving throw vs. spell or suf-
fer its effects. In most respects, the curse
is similar to that bestowed by the 3rd-
level priest spell, bestow curse. However,
50% of these items can only bestow one
type of curse (reducing a victim's Con-
stitution score to 3 every time the curse is
invoked, for example). Additionally,
25% of these items bestow curses that
are permanent unless removed by a
remove ciirse spell

Any person with an eoil eye attached
receives a +3 reaction roll penalty from
anyone who sees it.

XP Value: 1,750 GP Value: 8,000

Eye of Spying
This useful item resembles
a normal-sized human or demi-
human eye with batlike wings, two
tiny legs ending in perching claws, and
a delicate, whiplike tail. It is actually a
magical construct similar to a golem or
homonculous, but it can be attuned to an
owner other than its creator if it is held
and a command word is spoken.

The eye of spying is animate and dimly
self-aware, but it moves only to avoid
what it perceives as danger. By holding it

and speaking a command word, how-
ever, its owner can shift a portion of his
or her consciousness into the eye,
thereby gaining complete control over
the movements of the item. In doing so,
the owner also gains the ability to see
through the eye. The owner’s body
remains in a trance-like state until his or
her consciousness leaves the eye. Upon
leaving the eye, the owner's spirit imme-
diately returns to his or her body
regardless of where the eye is at the time
of departure.

The eye of spying is deaf, but it can see
as well as any human eye, and most
(90%) of these items possess infravision
of some type (30-90' range, depending
on the type of eye used in their cre-
ation). The eye can “walk” at a speed of
1 and fly at a speed of 36 (B). Because of
its size and maneuverability, it is AC 4
when attacked by blunt weapons and
nets, and AC () when attacked by any-
thing else. It is delicate, however, and
has only 3 hit points.

If the consciousness of its owner is still
in the eye at the time of its destruction,
the owner must make a successful Sys-
tem Shock roll or die. For this reason,
many cautious owners abandon their
eyes at the first hint of trouble, leaving
them to their own devices. Note that

any being not attuned to the eye

is perceived by it as a threat,

and avoided when it

is in control of its
own actions.

Eyes of spying
often avoid destruction
after being abandoned
by their owners, and
because they do not
require food, they can

occasionally survive for

many years on their own. Even if
captured, they are often regarded as
curious living creatures, and their new
owners might never realize their true
potential.
XP Value: 1,000 GP Value: 6,000
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Talisman Eye
This magical talisman is usually plain,
fashioned from wood, glass, or cheap
metal. A stylized eye stands proudly
emblazoned on the front of the talisman.
The eye has the power to ward off
“evil spirits”"—noncorporeal
such as ghosts, wraiths, shadows, and
so on. Such creatures that attempt to
touch or attack a character protected by
this item are unable to do so. In addi-
tion, they are unable to possess or exer-

beings

cise mental control over a character
who wears this item.

A secondary power of the talisman eye
is that it renders its bearer completely
immune to the curses cast by an evil eye
and provides a +2 saving throw bonus
vs. all other types of curses.

These effects operate continuously,
without any need for concentration, as
long as the falisman eye is displayed. If
the protected character attacks or forces
contact with an evil spirit, that spirit is
no longer affected by the power of the
talisman eye.

Note that the talisman eye protects only
against contact, possession, and mental
control, not special attacks (a banshee’s
wail, for instance).

XP Value: 1,500 GP Value: 7,500

Eyed Ring

This magical ring is usually made of plat-
inum. It has a wide upper band, into
which is worked a highly detailed rendi-
tion of an eye, complete with iris and
pupil. The ring is inert until a command
word is spoken, at which time the eye
animates, enabling its wearer to see
through it. This ring is useful for looking
around corners or into holes. When the
ring is removed, the eye becomes inert
until it is worn and the command word
is spoken.

YO0
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Note that a character who is naturally
or magically blinded cannot use this ring
to see. The magic of the ring enables the
wearer to see only as well as he or she
can currently see. This means that char-
acters with infravision or other visual
enhancements can use these abilities
when looking through the eyed ring.

Fully 10% of these items can broad-
cast whatever they see to their creator
in addition to allowing their wearer to
see through them. The creator is men-
tally alerted when the eyed ring is in use
choose to concentrate on
receiving the images it broadcasts or
not. The creator of such an item can also
choose to activate and deactivate the
ring at will, in which case it broadcasts
only what it sees to its creator, not its

and can

wearer. In this case, the wearer might
not be aware that the ring is function-
ing. These abilities function only if the
creator is on the same plane as the
wearer, and they are never revealed by
the use of identify spells.

XF Value: 1,000 GP Value: 5,000

Eyes of Fury
These lenses have a slight reddish tint
that is not normally detectable when
they are worm. When the wearer
chooses to activate the power of the
lenses, however, his or her eyes glow
with a hellish red light. At the same
time, the is thrown
berserk fury and attacks any living
enemy within sight.

This fury lasts for 1 full turn, during

wearer into a

which time the wearer uses melee or nat-
ural weapons only. While under the
effects of the fury, the wearer gains a +2
bonus to all attack and damage rolls, as
well as a temporary bonus of +5 hit
points. Because of the berserk rage, the
wearer attacks without regard for life or
limb and therefore suffers a -2 penalty to
Armor Class.

If no enemies remain within sight or
reach and the fury has not run its course,
the wearer must still continue attacking,
although the wearer can vent his or her
rage on inanimate objects rather than
friends and innocent bystanders. Any-
one who tries to stop the wearer from
attacking is perceived as an enemy for
the duration of the fury.

The power of these magical eyes can be
used once per day. If only one ey is used,
the wearer enters a fury as usual, but

gains only a +1 bonus to hit and a -1
penalty to Armor Class.

Fully 10% of these items are cursed
and function normally 1d10 times before
putting their wearer into a permanent
fury. A character in a permanent Fury
blindly attacks anything that moves,
pausing only to eat when hungry and
sleep when tired. A successful remove
curse spell frees such a character from
this eternal rage, but the cursed eyes
never function again.

XP Value: 2,500 GP Value: 12,000

Eyes of Glaring,

These delicate crystalline lenses always
appear in sets of two. When worn over
the eyes, they enable their owner to glare
menacingly. This effectively gives the
wearer an 18 Charisma for purposes of
intimidating others. If only one is worn,
then it only increases Charisma by two
points, up to a maximum of 18, for pur-
poses of intimidation.

If the optional nonweapon proficiency
system is used, then the eyes grant their
owner the Intimidation proficiency in
addition to their other benefit.

XP Value: 1,000 GF Value: 5,000

Eyes of Infravision

These lenses are always found in pairs,
They are made of a special crystal that
can be worn over the eyes of their
owner. They grant their wearer the abil-
ity to see in the infrared spectrum, as if
he or she possessed infravision. About
75% of these sets grant infravision with



a range of 60 feet; of the remaining 25%,
half grant infravision to a range of 30
feet, and half grant infravision to a
range of 90 feet.

The effects of the lenses are not cumu-
lative with any infravision ability that a
character might already have. [f only one
of these magical lenses is worn, it grants
infravision in only one eve.

XP Value: 1,000 GP Value: 6,000

Eyes of Soulgazing

These magic lenses are always found in
pairs. When in place, they enable their
owner to gaze intently at any individual
and perceive their aura. This provides
information similar to that gained by the
casting of a know alignment spell. As with
a know alignment spell, the subject is
allowed a saving throw vs. spell to
negate this effect.

Even if the subject succeeds in its
saving throw, the eyes of soulgazing grant
their wearer some insight into the tar-
get's character. A limited empathy effect
informs the wearer of the general emo-
tional state of the subject (happy, sad,
angered, and so on). In addition, there is
a 10% chance that the gazer gains knowl-
edge of a past intense emotional experi-
ence of the subject. The exact nature of
this experience is up to the DM, but com-
mon examples would include painful
losses, moments of terror, or love.

Note that the wearer of these lenses
must concentrate on a subject for 2
rounds to see a complete aura. During
this time, the subject is likely to notice the
wearer’s intent gaze.

If only one lens is worn, the wearer
can determine the subject’s alignment
with respect to law and chaos, but not
good and evil. No other information can
be gained from the use of one lens.

XP Value: 1,250 GP Value: 7,500

Hypnatic Eves

Sometimes called “eyes of the serpent,”
these items are always found as a pair of
crystalline lenses. When placed over the
eyes, they enable the wearer to make a
gaze attack that can effectively hypno-
tize one victim. Because the victim’s gaze
must meet that of the owner of the eyes
for the trance to take effect, the victim
suffers a—2 penalty to the saving throw.

An affected victim falls into a trance
and cannot think, move, or act for 2-5
rounds. During this time, any damage
inflicted upon the victim breaks the
trance immediately.

The user of the hypnotic eyes can plant
a suggestion (as the 3rd-level wizard
spell) into the mind of the hypnotized
victim. The suggestion takes effect after
the victim recovers from the trance and
remains in effect for up to & turns. The
victim does not remember having been
hypnotized, even after the suggestion
effects wear off.

It must be noted that the suggestion
powers of the hypnotic eyes are useless
if the victim cannot understand the
gazer's speech.

If both hypnotic eyes are worn, their
wearer gains a +1 bonus to Charisma as
long as his or her eyes are within view. If
only one hyprotic eye is used, there is no
Charisma bonus, and any victim of the
eye'’s gaze attack gains a +3 bonus to the
saving throw.

XP Value: 3,000 GP Value: 20,000

loun Eve

This magical eye is actually a type of ioun
stone and functions as one in all respects
save those mentioned here. It resembles
a well-crafted crystalline eye, and when
it is placed in orbit around a character’s
head, it enables its owner to see in a 360°
radius. The vision granted by the ioun eye
is continuous, so its owner can see for-
ward, backward, and to the sides at all
times, not just when the eye is facing
these areas.

The power of this item is such that it
enables a blind character to see, but it
does not have any special visual abilities
such as infravision.

XP Value: 300 GP Value: 1,500

Lenses of Light Shielding

These magical lenses were originally cre-
ated by the drow, but they are often used
by other subterranean races, and some
surface-dwellers have found uses for
them as well. They resemble other items
of their type, but for the fact that they are
black as shadow. When placed in the
eyes, they do not prevent sight but rather
protect the eyes from the harmful effects
of exposure to extremely bright light.

While these lenses are in operation, all
parts of the affected eyes become glossy
black. If only one of these lenses is used, it
protects only one eye from the effects of
extremely bright light.

GP Value: 1,500

XP Value: 300

Lenses of Second Sight

These magical lenses are usually crafted
by fairies or elves. They appear to be
clear unless held up to the moonlight, in
which case a faint blue-green glimmer
can be discerned.

When placed in the eyes, the lenses
grant their wearer the power of second
sight. This ability effectively gives the
wearer the ability to perceive the true
forms of fairies and fairy creatures such
as sprites, leprechauns, and dryads.
Thus, the wearer can see otherwise invis-
ible pixies or recognize a polymorphed
fairy for what it truly is.

From time to time, these lenses also
grant their wearer visions of the future,
These visions are sporadic and vague at
best, and the wearer has no control over
them. Under certain circumstances, the
wearer might not realize that what he or
she is seeing is a vision and not actually
happening at the present time!

XP Value: 500 GP Value: 2,500

-

Ron can be found playing on Usenet at
rec.games.frp.dnd, where he is a notorious
troll named Werebat, He is told that some-
time in May, his wife will produce a tiny,
wrinkled, grnomelike creature known as a
"baby.”" This pleases him mimensely.
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The Underdark is the
last place you want to

make a wrong turn.
You never know what

JOU Tight meet.
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Jonathan M. Richards
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THE EcOLOGY OF THE CARRION CRAWLER
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Crawlspaces

HE UNDERDARK CAVERN WAS COMPLETELY STILL

and silent. Were there any illumination in that lightless

cave, only one object of any interest would be seen: the rotting
. J - [ o

corpse of a hook horror, nine feet of insectoid monstrosity with a vulturelike

head and sharp, curved hooks in place of hands.

The creature lay dead, its body covered
in what appeared to be moist, juicy pus-
tules, each the size of a small wineskin.
Once the pustules began bursting open,
however, their true nature became appar-
ent, as wriggling larvae crawled forth.'

Each larva looked like a large caterpil-
lar, with a soft, pliant body about a foot
long, an inchworm’s knobby pseudolegs
bunched together at the front and rear, a
large head equipped with aversized black
eyes and a complex mouth.” The grubs’
bodies were still wet with the muck of
their eggs when they began burrowing
into the corpse of the decaying hook hor-
ror, devouring its flesh., Wet sounds
emerged from the once-silent cavern as
the grubs chewed their way deep into the
corrupted flesh.

The hook horror was a massive crea-

“ture, but there were scores of the hungry

larvae, each focused on the single, all-
consuming task of sating their ravenous
hunger. They devoured the beast in less
than a week.

Then they began devouring each other.'

1. Female carrion crawlers lay their leathery eggs
{about one hundred in a clutch) among carrion, pro-
viding their alfspring with a ready source of food
when they hatch. That 1s the extent of the parental
care the female provides for her young, for the eggs
are abandoned immediately after being laid and are
even occasionally devoured by the mother or any
other adult carrion crawler that discovers them

2 Newbommn carrion crawler larvae hite for a sin-
gle point of damage, have 2 Hit Die, and strike with

“Ta-dah!” announced Shandrilla with a
flourish, popping open the lock on the
massive iron chest her gnomish compan-
ions had uncovered. The two gnomes
crowded closer, eager to see what riches
lay within,

Javorik the Bold, lllusionist Extraordi-
naire, personally hoped for a stockpile of
magical items, maybe even a replace-
ment for the wand of lightning he had
recently lost to the strange pudding they
had fought in these very corridors a few
weeks ago. His cousin Federico had sim-
pler tastes: gold and gems, the more the
merrier.

“Well?” Federico demanded. “Openit,
you silly human girl!”

Shandrilla gave the warrior a quick
scowl in the torchlight, then turned her
attention back to the chest. “I'll take the
lock,” she said, dropping the device into
her thieving kit. The lock had been a real
challenge to pick, and she wanted more
time to study it in better light.

“Sure, sure, fine, fine,” Federico
agreed. “What'd we get?”

a THACD of 20, Their soft bodies have an Armor
Class of 9,

3. When the larvae chew their way out of their
egys (about a week after being laid), the newborn
grubs immediately devour the adjacent carrion and
often each other, falling into a feeding frenzy to rival
those of sharks. Those grubs that avoid being eaten
by their siblings are often devoured by an adult, for
carrion crawlers enjoy the taste of their own young,.
As a result, few survive to adulthood



The hook horror was a massive creature, but ... they devoured the beast in less than a week.

Shandrilla creaked open the lid of the
weathered chest, then gasped in sur-
prise. “Gentlemen,” she said in an awed
voice, “We. Are, RicH!" She scooped her
hands deep into the pile of gold coins
that nearly filled the chest, throwing
them into the air in her exuberance.

Their hoots and hurrahs echoed eerily
down the twisted corridors of the under-
ground tunnel network.

The grub wriggled and squirmed out of its
old skin. It emerged a larger version of its
previous self, as it had after each of its
previous molts. This was the creature's
tenth molt in as many months; now its
flexible body was nearly six feet long
when fully extended.*

The grub had been one of the few of its
brood to survive this long. Once the hook
horror in their hatchery had been
stripped to a mere exoskeleton, only the
toughest and fiercest of the grubs had
endured the cannibalistic frenzy that fol-
lowed.

In the past several months, the grub
had experienced a wide variety of new
tastes: discarded spider husks, rotting
lizard meat, the rank, decaying flesh of a
small, horned humanoid creature. It had

4. Carrion crawlers molt in the manner of many
insects and reptiles, shedding the outer layer of skin
as their bodies grow. Grubs begin life about 1 foot
long and molt every month or so, adding approxi-
mately 6 inches with each molting, Each shedding of
skin takes about a day:

When a carrion crawler grub reaches a length of
about 6 feet, it metamorphosizes into its adult form
This process takes 5-7 days, after which it rips out of
its old grub skin and emerges as a small adult. The

even once chased down a fire beetle,
nudging it onto its back and biting
through its underside to reach the juicy
flesh within.®

But those meals were long gone and of
no use to the creature now; as always,
the process of molting had made the grub
ravenously hungry. It wriggled and inched
its way down the Underdark corridor,
seeking food—any food, living or dead.

“Well, that's it,” said Javorik, dropping
the last of the golden coins into Little
Biggie, the bag of holding he had spread
out on the cavern floor at his feet and
into which the three had been chucking
the contents of the treasure chest. Even
though the chest had been far too big for
the gnomes to carry, its contents fit easily
into the small sack, thanks to its extra-
dimensional magical properties. “We'll
count it all and split it up when we get
back, but I'd say there’s easily several
hundred, maybe even close to a thou-
sand, each!”

“Beer money for a couple months,
anyway!” chuckled Federico, rubbing
his little hands together in glee.

“What about you, Shanny?” asked
Javorik. “Got any plans for your share?

adult form looks rather like a cross between a giant
green cuitworm and a cephalopod, for the creature
sports the eight flailing tentacles arranged in a horse-
shoe shape over its sharp mandibles that make the
carrion crawler so distinctive, Instead of the soft,
caterpillarlike pseudolegs of the grub form. the adult
has twelve sets of insectlike legs, six pairs toward the
front of its body and six pairs at the rear.

The adult carrion crawler continues to grow,
molting each month (and adding another 12 inches

Gonna look for a magical weapon or
two? Some better armor? Or maybe
spend it all on frilly dresses and gaudy
jewelry? Gonna forget the life of an
adventurer and find some good-looking
man to settle down with?”

“Never you mind, gnome,” answered
the young thief, blushing, who honestly
hadn't given it any thought. “Let’s just
get back up to the surface, and then we'll
worry about spending it.” Shandrilla
glanced around at her surroundings in
the flickering torchlight; why did she
always seem to spend so much of her
time traipsing around in rough-hewn
tunnels deep under the earth? Gods
knew she didn’t enjoy being so far below
the surface, where one simple earth-
quake could send tons of rock crashing
down on her head. And the monsters! If
she came across one more weird pud-
ding, she'd scream ...

“I"'m with her,” agreed Federico. “The
quicker we get back, the sooner | can
quench this thirst of mine!”

“Oh, all right,” said Javorik. “Let’s
go.” He took a left and headed down the
passageway. His cousin, though, had
turned right and was heading the other
way.

with each molt) until reaching its full size of 9 feet
long. Carrion crawlers have a 2-year lifespan, about
half of which is spent as a full-sized adult

5. As its name implies, a carrion crawler prefers a
diet of dead, decaying flesh, but if carrion is unavail-
able the creature has no qualms against attacking liv-
ing beings. As a result of their diet, carrion crawlers
{and grubs) exude a constant stench of decay: this
odor often gives others warning of the creature’s
approach. The DM should allow a +2 modifier to the
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“Hey, just wait a minute, guys!” said
Shandrilla. “Where are you going?”

“To the surface!” the gnomes said in
unison, pointing in opposite directions.

“Oh great,” said the young thief.

With a savage twist, the carrion crawler
shook off the remains of its latest molting,
letting the torn skin fall to the floor, and
emerged for the first time in its adult
stage.

While it still retained the basic form of
its larval stage, there were several notable
differences. The most noticeable were the
eight tentacles sprouting from the front of
the creature’s head. These glistened with
moisture and waved slowly back and forth
as if responding to a secret breeze.' The
head itself had grown a chitinous layer of
armor, making it harder and tougher than
the rest of the creature’s flexible body.’

As with all of its moltings, the creature
emerged ravenously hungry—this time
more so than normal, for the metamorpho-
sis from larva to adult had taken much
longer than its larval moltings. Skittering
along the rock floor of the tunnel

Larvae

a group’s roll to see if thev are surprised when
encountering a carrion crawler.

6. Carrion crawlers habitually wave their tenta-
cles even when not attacking, for the tentacles are
important sensory appendages, housing the crea-
ture’s senses of touch, taste, and smell. In this aspect
they serve the same role as an insect’s antennae.

Carrion crawlers also have keen senses of sight
and hearing. They have two large, shiny multifac-
eted eyes well-equipped to pick up movement. The
eyes also grant the creatures infravision to a range of
30 feet, Tiny hairs on their legs and body sense
sound vibrations, providing the creature an acute
sense of hearing

7. The carrion crawler’s hard, chitinous head
plate grants that portion of its body a natural Armor
Class of 3. The rest of its body is soft and Aeshy like a
caterpillar’s, providing only AC 7.

8. Like many arthropods. carrion crawlers can
walk along walls and ceilings at their full movement
rate. They can also walk backward at full speed, a
useful ability when they have crawled into a narrow
dead-end tunnel.

9. A carrion crawler s primary attacks are with its
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network on two dozen newly developed
legs, the carrion crawler eagerly searched
for its next meal.

“1 can't believe we're lost!” bemoaned
Shandrilla. “You guys have been down
here—what?— at least twice before!”

“Ah, but Shanny, vou remember
what a hassle it was finding our way
down here in the first place! All of these
tunnels start to look the same after
awhile. Anyway, I'm certain the surface
is this way.”

“This way,” corrected Federico, point-
ing in the opposite direction.

“No, it's this way,” insisted Javorik.
“Remember, there was that T-intersec-
tion where we took a right.”

“That led to a dead end!” responded
Federico.

“No, not that one! The one before then.
First there was that squiggly bit, then the
three lefts, then the right and the bit that
sloped downhill ..."

“Wait a minute. Three lefts is a right,”
pointed out Shandrilla.

Grubs begin life about 1 foot long

eight tentacles, each of which is covered in a sticky
secretion that causes paralysis in those touched by
even one of the appendages. A carrion crawler
always goes after a single opponent at a time, never
splitting its attacks between two or more foes. This
means that the poor victim might have to roll up to
eight successful saving throws vs. paralyzation each
round to prevent being immobilized for 2-12 turns!
As might be expected, carrion crawlers are immune
1o the effects of their own tentacles and those of oth-
ers of their race.

Being basically mindless, a carrion crawler
attacks its enemies one at a ime until they have all
been paralyzed or fled the scene. The creature never
checks morale, fighting to the death, Onee no longer
confronted by mobile enemies; the carmon crawler
chooses a victim and begins eating, inflicting 1-2
ponts of damage per round with its sharp
mandibles. A carrion crawler does not bite in com-
bat; it paralyzes its prey first so that it can devour its
helpless victim without interruphon.

10: These holes are called spiracles, and they are
the means by which the carrion crawler breathes,
There are eighteen in all, nine on a side.

“Only if they're all right angles,”
responded the illusionist, his prodigious
nose in the air. “Remember, that last one
just kind of veered off funny.”

“Then that's a "Y," not a “T,”” argued
Federico.

Gy

“So, you said ‘the T-intersection,” not
‘the Y-intersection.””

“1 wasn't talking about that one then!
First there was the T-intersection, then
the squiggly bit—"

“Wait a minute, I thought the squiggly
bit came before the T-intersection.”

Shandrilla sighed. “Javorik, just how
certain are you that you know the way
back to the surface?”
“Absolutely certain.”
“How certain?”
“Okay, fairly certain.”
Shandrilla crossed her arms and
raised an eyebrow questioningly at her
illusionist companion.

“Oh, all right then, just a slight little
teensy tiny bit less than fairly certain.”

Each molting takes about a day.

11, Carrion crawlers defv standard taxonomic
classification. They are nol insects, despite their
many similarities to insects while in the larval stage
Ihe closest approximation in the axonomic system
used by most human cultures would be phylum
arthropoda, class myriapoda, putting the carrion
crawler in the same general category as centipedes
and millipedes,

There are differences, of course, primarily the car-
rion crawler’s lack of antennae (present in all earthly
myriapods] and the presence of the eight paralytic
tentacles. Also, most myriapods have their multiple
leg pairs spaced maore or less evenly along their body
lengths, while the carrion crawler s legs are bunched
up in sels of twelve at the front and rear thirds of the
areature’s body.

The reason the carrion crawler differs so much
from terrestrial creatures s that it is not native to the
planet. It is instead believed to be a native to the
hame world of the illithids, or mind Hayers, wher-
ever that may be. Carrion crawlers not only share the
same habitat as the illithids but also bear a ring of
tentacles around the mouth much like the mind fay-
ers (although mind flavers have only four tentacles)




tures who stood with weapons in hand.

It didn't hesitate but rushed toward
the nearest foe, tentacles waving and
mouthparts open wide in anticipation ...
“Hmm, that's funny,” said Federico,
staring at the solid wall of the dead end
tunnel before them and scratching his
chin in puzzlement.

“You'll notice I'm not laughing,” said
Shandrilla with a scowl.

The dwarf raised his shield up to the
crawler as the thing attacked, its paralyz-
ing tentacles flailing wildly, eager to
embrace its intended prey. The dwarf
brushed the tentacles aside with his

to move, his chanting stopped, as did his
weapon blows. He fell over as soon as the
creature released him, unable even to
balance upright.

The other dwarf soon found himself fac-
ing a hungry and pain-crazed carrion
crawler all alone. “Come on then, you stu-
pid bug, """ he said between gritted teeth,
hefting his weapon. The words were
meaningless to the worm-monster, but the
crawler was more than eager to comply ...

“Maybe we should try those stairs we
passed,” suggested Javorik,

“Those stairs went down,” Shandrilla
said. “We want up, not down.”

is way!” shoute ederico, drawing his
“Th y!” shouted Fed drawing hi

short sword and leaping down the stairs three
at a time.

shield and swung his warhammer in a
vicious arc at the worm-creature’s head.
The weapon bounced off the carrion
crawler’s chitinous head plates.

At the same time, the other dwarf was
methodically swinging his battle-ax right
below the row of regularly spaced holes
along the monster's side, spilling yellow
blood from its soft body with each
strike.'® The carrion crawler rose up on its
hind legs and swung its flexible body
around to strike at the ax-wielding dwarf.
That one, chanting obliviously with each
swing of his weapon like a smith singing at
the forge, didn't even see the attack
coming. One minute he was carving
chunks of fatty flesh from the worm-man-
ster's side; the next, he was engulfed in a
writhing mass of tentacles that had
dropped over his head. Suddenly unable

Muost worlds inhabited by illithids also house carmion
crawlers; it is believed the mind flayers actively raise
them as they do amorphs, fungi, and other danger-
ous creatures. Further details on the relationship
between carrion crawlers and illithids can be found
in Stephen Inniss" “The Sunset World" in DrAGoN
Magazme #150.

12. Carrion crawlers keep permanent under-
%mund lairs, venturing out every few days to search
or food. When they discover a meal. they usually
drag it back to the lair so they can devour it in rela-
tive safety. The two main exceptions to this policy
are when the meal is too big to drag away (as when
stumbling upon the corpse of a purple worm) or
when the flesh is so rotten that it falls apart when
moved. In the latter case, the carrion crawler
devours its meal in place; in the former, it usually
attempts to bite off a large chunk of flesh and drag
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“Picky, picky.”

“Shh— What was that?” Federico
asked suddenly, hand raised in the air to
stop his companions.

“What was what?" asked Javorik.

“Quiet!” hissed his cousin. The three
adventurers stood silent and still, strain-
ing their ears. All Shandrilla could hear
at first was the sputtering and hissing of
the torch in her hand, but gradually she
made out the sounds of metal striking
stone, and the echoes of shouted curses.
There was no doubt about it, the sounds
were coming from the stairway leading
farther down into the Underdark.

“This way!” shouted Federico, draw-
ing his short sword and leaping down
the stairs three at a time, no small feat for
a gnome in plate mail. “They might need
our help!”

that portion back to its lair for consumption

Since carrion crawlers customarily drag their
prey back to their lairs, a crawler den is apt to
include all sorts of incidental treasures, as typified
by Treasure Type B. Coins, gems, and metallic
objects are likely to be found intact (if scattered
about), but most organic items (including those
made of cloth or leather) are often partially eaten or
rotting away.

13. Unbeknownst to Shandrilla. she’s encoun-
tered the by-product of the carrion crawler method
of reproduction. During the mating season, males
deposit sticky blobs of spermatophores (usually
around 20) along the surfaces they travel. Each blob
is a small oval about as big around as a fist. If and
when a female carnon crawler comes across such a
blob, she picks it up in her tentacles and stores it ina
special set of buccal pouches inside her mouth

“Oh, great,” sighed Shandrilla,

This final prey was proving to be more
difficult than the carrion crawler had
anticipated. Although it was severely
wounded and there were already two
potential meals lying helplessly on the
stone floor, the thought of snatching one
up and fleeing back to its lair never
occurred to the creature.” There was still
an enemy to overcome and overcome him
it would, or die trying.

This one was armored like a beetle, but
it was quick like a lizard, The other two
like it had been dispatched quickly, but
surprise had been on the carrion crawler's
side then; now it faced its enemy without
such an advantage. The prey seemed to
realize the danger posed by the monster's
tentacles, for it hid behind its removable
shell each time the creature attacked.
The prey kept trying to flee from the
monster’s head and attack its unpro-
tected flank, but the carrion crawler was
too efficient a fighter to allow that to
happen, and the cramped quarters of the
narrow tunnel worked against the prey.

And then more prey arrived on the scene.

The first of the new prey seemed an
even shorter version of one of these bee-
tle-lizards, but the other two who fol-
lowed farther behind lacked the shells
and would be that much easier to chew ...

Shandrilla raced down the steps behind
Federico, marveling at the speed of the
gnomish warrior. Then her foot slipped
out from under her, and she bounced
down the last of the steps to land in an
undignified heap.

“Shanny! You okay?” called Javorik,
bounding up behind her as fast as his lit-
tle legs would take him.

The process of storing spermatophores triggers
egg production in the female. For the next several
days, her body starts generating around 100 eggs,
which are temporanly stored in her bloated
abdomen. During this time, she hunts for an appro-
priate corpse of sufficient size to lay her eggs. When
one has been found, she ejects the eggs through the

enital orifice between the third and fourth pairs of
ner front legs, grasping each egg with her tentacles
and placing it into position upon the carrion. The
eggs are then fertilized by the sperm celis she's been
storing inside her buccal cavities: The entire egg-lav-
ing process takes the better part of a day.

The female dies a few weeks after laying her
clutch of eggs, exhausted from the effort. Immedi-
ately ailermin her eggs and for the remamnder of
the short span of time lelft to her, her Movement rate
drops to 3, and she suffers a -2 attack penalty.



The Anatomy of the Carrion Crawler

Carrion crawlers have
keen senses of sight and
hearing. They have two
large, shiny multifaceted
eyes well-equipped to
pick up movement. The
eyes also grant the
creatures infravision to a
range of 30 feet.

/

The tentacles end of a carrion
crawler are its most feared
and infamous features. An
unlucky foe might need to
make up to eight successful
saving throws per round.

arrion crawlers
often use their
frontmost legs

The creature’s chitinous head
plate gives it AC 3, while the rest
of its body is soft, only AC 7.

Lo carry away
paralyzed prey.

He held his thumb and index finger a
hair’s-breadth apart to demonstrate.
“Lead on, Federico,” said Shandrilla.

The carrion crawler clung motionless to
the celling, listening intently.® It had
heard voices just a moment before—but
where?

There, behind itl It did a quick U-turn
on the ceiling and started racing toward
the sound, its multiple pairs of legs rip-
pling in wavelike unison with an almost
hypnotic rhythm.

As the beast turned a comer, it
received its first glimpse of its new prey:
three small humanoid creatures stagger-

ing through the Underdark corridor under
the bulky weight of their backpacks.

The trio carried metal lanterns and a
wide assortment of weapons. Had the
ravenous monster the intelligence to
understand their language, it would have
heard them exchanging opinions on the
first bar they should hit when they got
back to the surface, and which of the
three would be able to drink the others
under the table.

The carrion crawler therefore took
them completely by surprise.

The creature dropped silently from the
ceiling as they passed underneath, catch-
ing the rearmost creature with its tenta-

The carrion crawler breathes
through its spiracles.

Tiny hairs on the creature’s

body let it "hear” subtle
vibrations in the air.

to attack

> Medium-or
Large-sized
creatures,
carrion
crawlers set

legs for
balance.

cles before the others were even aware
of the crawler's presence. That one froze
like a statue in mid-stride and toppled
over onto his face, breaking his noese in
the process.” The carrion crawler scrab-
bled over his still form in a beeline for the
others.

The sound of the fallen creature’s
armor clattering on the stone floor gave
the other two enough warning to evade
the tentacled monster. Spinning around,
they saw the monster barreling toward
them and dove in opposite directions; the
creature's tentacles swished through the
air just above one's head. Then the
crawler faced the remaining two crea-
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their hindmost



“Fine, fine,” replied the young thief
between clenched teeth, rubbing a
bruised knee and trying not to curse
aloud. “Slipped in something.” Go on,
I'm fine.”

Javorik sped on down the corridor in
his cousin’s wake, Shandrilla limping
behind him.

When she caught up to the others, she
gasped out loud at the sight before her.
Shandrilla was a city girl, more accus-
tomed to scaling high walls and sliding
through the shadows of back alleys than
slinking around in the bowels of the
earth and fighting hideous monstrosi-
ties. The sight that greeted her made her
blood run cold.

I'here in the corridor ahead was the
biggest worm she’d ever seen. On closer
inspection, she realized that it wasn’t a
true worm, for the creature reared up on
its many hind legs and lunged at the
dwarf immediately before it.” Thick, yel-
low blood spilled freely down its side,
but the abomination hardly seemed to
notice. The dwarf raised its shield to
ward off the creature, but the nightmarish
monster grasped the edges of the shield
with six or eight of its front claws and
hoisted the dwarven warrior into the air.
A cluster of vile-looking tentacles snaked
outand slapped the dwarf in the face; the
stout warrior fell silent. Then, as if no
longer interested in its current victim, the
worm-monster released him to plummet
hard against the stone floor. The creature
dropped its front half back down to the
ground and set its sight on Federico, ten-
tacles whipping back and forth.

Federico had raced into the corridor
filled with bravado and battle-lust, but if
Shandrilla was reading his body lan-
puage correctly, he’'d had an almost
immediate change of heart. Fortunately,
before he had the time to turn tail and
flee, a barrage of magic missiles raced
past his head and found their mark. The
worm's front half crashed to the ground.

14. A carrion crawler often rears up on its hind-
mast twelve legs when attacking Medium-sized or
larger creatures. This puts its body at about the same
height as a human, making successful attacks more
likely. Omnce its prev has been slain, it often carries the
corpse slung under its upper body, holding it tightly
with its twelve front legs, while walking back to its
lair on its hind legs. Otherwise, the carrion crawler
walks on all twenty-four legs, keeping its flexible

Its middle section arched up as the legs
of the back half ran a couple extra steps
before the creature toppled over in a tan-
gled pile. By the time Shandrilla had
hobbled up to the gnomes, the fell crea-
ture was lying on the floor, hideous,
insectoid legs twitching spasmodically.

“Is he dead?” whispered the young
thief, the blood drained from her face.

“1 don’t know,” said Javorik. He went
over to inspect the fallen dwarf. “He's
breathing!” he called out.

her arms over her chest, “And ['m not a
thief! I'm a recovery specialist.”

Federico scowled up at the dwarf,
hand on the hilt of his sword. He
might have flinched at combat with an
enormous killer worm, but he wasn't
about to let some stupid dwarf push
him or his friends around. “Look here,
Budd_v, we just saved your miserable
lives,” he snarled. “I'd think you might
be a bit grateful, rather than spitting
out accusations.”

The monster crashed into the warriors with a
silence that seemed much creepier than if it

had bellowed its defiance.

“There’s more behind the monster!”
pointed out Shandrilla. She was slinking
along the wall of the tunnel, trying to
slip past the dead worm-monster with-
out brushing up against it.

She found a second dwarf lying on his
back just past the creature, an axe
gripped tightly in both hands as if in
mid-swing. Bending over his body, she
saw that he was breathing and that his
eyes were wide open, but he stared
sightlessly ahead at nothing and his
hands were rigidly clenching his
weapon as if his life depended upon
keeping a firm grip. “Paralyzed,”
decided Shandrilla out loud.

There was a groan from farther down
the corridor. Shandrilla saw another
dwarf stumble to his feet, then look up at
her. “Hey! Get away from him!” he cried.

Javorik and Federico heard the com-
motion and came running over. “Lousy
thief!” snarled the dwarf, drawing a
sword from his belt. “Trying to loot me
friend, eh?"

“I was doing no such thing!” replied
Shandrilla, indignant at the accusation.
She stood at her full height and crossed

body relatively flat. (It stands about 4 feet high when
doing so.)

15. Although normally solitary creatures, several
carrion crawlers can be tound in the same area and
even sharing the same lair, so long as food remains
plentiful. No more than six of the monsters have
ever been encountered together, and even this is
highly unusual.

Even when encountered in numbers, carrion

“I'seen what 1 seen.”

“Look,” said Javorik, “Couldn’t we
settle this elsewhere? 1 don’t know about
you, but I for one feel kind of exposed
out here. There's a chamber just down
this corridor; maybe we could drag your
pals in there until they come out of it? 1
don’t really want to be standing out here
in the open if another one of these big
caterpillar-things shows up.”"

“Hrrmph!” snorted the dwarf. “Ye
lead the way, then, an’ I'll do the drag-
gin’. I don't want her near our loot.”

Shandrilla turned to the ungrateful
dwarf with a hot retort on her tongue,
but screamed aloud instead. Another of
the worm-monsters was barreling down
the tunnel toward them.

“Shanny, get these two to safety!”
ordered Javorik, readying another spell.
“We'll hold off the critter!”

Shandrilla bent over the ax-wielding
dwarf and started lugging him slowly
down the corridor, toward the dead
beast still vozing yellowish blood onto
the tunnel floor. Gods, but the dwarf
weighed a ton! Why did she always
seem to end up dragging unconscious or

crawlers do not cooperate; each attacks ils own
oppanents and moves on until all potential prey has
been paralyzed or fled. In the event of a single victim
and two or more carrion crawlers, the crawlers
immediately attack each other as soon as the prey
has been immaobilized, often fighting to the death,
Since carrion crawlers cannot paralyze each other
and their mandibles inflict only 1-2 points of dam-
age, a battle between two carrion crawlers can take
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paralyzed armor-clad adventurers down
Underdark passageways? Last time i
was Federico, and he weighed even
more than Shandrilla had imagined.

Javorik was out of magic missiles;
instead, he threw up an illusionary wall
in front of the rampaging beast. It might
have slowed it down momentarily, but it
was hard to tell. The monster popped
right through the phony wall and con-
tinued its charge."

Federico and the dwarf stepped up,
swords drawn, ready to engage the
beast. “You go right; I'll take left,” said
the gnome. “And watch those tentacles.”

The monster crashed into the warriors
with a silence that seemed much
creepier than if it had bellowed its defi-
ance.” They ducked and parted ways,
swords poking up at the beast as it
struck. The dwarf was hit on the back by
a tentacle, but it struck only armor and
had no effect.

Javorik, meanwhile, was struggling to
find another useful spell in his inventory.
Spook had had no effect. Several other of
his choice spells he dared not use for fear
of affecting his companions as well.
As much as he viewed magic
missile as a crass and unimagi-
spell, what he
wouldn’t give to have

memorized a few more
of them!

native

Federico managed to stab into the
worm-monster’s side between two of its
legs. He was rewarded with a spurt of
thick yellow blood and the creature’s
undivided attention. Twisting its mal-
leable body to face the little gnome, it
slammed all eight grasping tentacles in
his direction. Federico didn't have a
chance fighting off eight attacks at once,
especially when each tentacle was
nearly as long as he was tall. He went
rigid and was out of the fight.

“Oh, what the hell”
Javorik, casting a mirror image upon
himself. Soon after, seven identical
Javoriks went screaming down the cor-
ridor, daggers in hand.

Shandrilla watched all of this with
mounting horror. With Federico down,
they had lost half of their combat power.

She didn’t think Javorik would last
long armed with only a dagger and a
handful of fake duplicates. That left
only the dwarf, and if he couldn’t han-
dle it, herself, It was a shame these other

muttered

two dwarven warriors were still para-
lyzed; they could use all the help they
could get.

And then, looking down at the
dwarves at her feet, she got an idea.

Javorik and the dwarf had been stab-
bing at the creature, opening several
wounds in its flanks. As was common
with the mirror image spell, it was hard
to keep track of which Javorik was
which, for they shifted around so much
it soon became impossible to track any
one image's movements, This appar-
ently held true for the creature as well,
for it attacked three false images in a
row, popping them like soap bubbles
with its tentacles.

In the heat of battle, fighting for his
life against a smelly, tentacled beast
from the bowels of the earth, and with a
crazy illusionist going stab-crazy all
around him (he half expected to get
stabbed himself amid the frenzy), the
dwarf caught sight of the little human

thief down the corridor alone with his
friends’ helpless bodies, down by the
slain monster. Confound it if she wasn’t
looting them of their hard-fought trea-
sures. Blasted thieves! You couldn’t
turn your backs on them for an instant.

Of course, when fighting for your life
against a carrion crawler, it's generally
not a good idea to turn your back on it,
either, The creature swung its body onto
the distracted dwarf and wrapped its
tentacles around his face. He fell to the
ground with a litany of dwarven curses
unspoken on his tongue.

But by then Shandrilla was ready.
Wearing not one but two dwarven back-
packs, each crammed near to bursting
with loot, she hobbled awkwardly
down the corridor, shouting at the top
of her lungs.

“COME AND GET ME, UGLY!”

Even Javorik was shocked. He and his
remaining two mirror images froze up
and looked questioningly at each other.
The silly human girl wasn’t even hold-
ing her weapon! What was she thinking?

That didn’t seem to bother the worm-
monster, however; it struck out at her
with tentacles spread wide to cover the
greatest area. Stifling a scream, Shan-
drilla leapt into the tentacles’ embrace,

She figured she had only a few sec-
onds before the paralyzation kicked in,
and put those few final moments of
movement to good use. As a tingling
sensation swept down her arms and
throughout her body, Shandrilla wound
her arms around as many tentacles as
she could, gripping down hard on them
with her hands and even biting down
on one that happened to be right in
front of her face. This had better work,
she thought as all conscious movement
was taken from her.

It did. Javorik and his two mirror
images looked on as the creature’s
head was tugged to the floor of the tun-
nel under the weight of one slim girl
and two overloaded packs. The mon-

quite some tfime. (If the intended prey is lucky, the
effects of the paralyzation might wear off, allowing a
change to make a break for it while the two would-
be devourers hash it out!)

16. The carrion crawler relies predominantly
upon its senses of sight and smell. For an illusion to
be effective against such a creature, it should have
both visual and olfactory components.

17. Carrion crawlers make no vocalizations; usu-
ally the only sound they make is the scralching of
their many claws on stone.
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18. Severed tentacles can be sold to an alchemist,
for when properly boiled, the essence thus distilled
can be fashioned into a potion protecting the imbiber
from all forms of paralysis {including that of ghouls,
ghasts, and various other undead creatures) for
1d10+2 turns. Optionally, an alchemist can crait a
potion that paralyzes the drinker for 2d6 tumns. (This
is often the umintended result of a poorly made batch
of the poton mentioned above.) Finally, carrion
crawler tentacle essence can be used to fashion a
gummy ointment that, if spread lavishly over a pair

of gloves, allows the wearer to paralyze other living
beings for 1d8 turns by touch. The ointment gener-
ally wears off after 25 uses or 1d4+2 hours,
whichever comes first. Of course, those foolish
enough to try applving the ointment directly on
their own hands vsually end up paralyzing them-
selves

Details on the uses of carrion crawler essence can
be found on page 91 of the RAVENLOFT® campaign
supplement Lords of Darkriess



ster worm thrashed around but was
unable to extricate its tentacles. “Like
spearing fish in a barrel,” commented
the illusionist to his nearest duplicate,
as they simultaneously carved their
way into the creature's body with their
slim daggers.

Movement returned slowly to Shan-
drilla; as the last one paralyzed by the
creature, she was also the last one to
regain full movement. She sat up weakly
and trembled.

“You okay, Shanny?” asked Javorik,
obviously concerned for his human
friend. He was covered nearly head to
toe in sticky yellow blood. “We had to
cut off a couple of that thing’s tentacles
to get you out from it.""

Now that Shandrilla
move again, she found herself shivering

was able to

uncontrollably with the worst case of
the heebie-jeebies she'd even known in
her life. “1 can’t believe I really did
that!” she said, scraping worm-slime
from her tongue.

Three dwarves approached her,
shame on their faces, “Uh, yeah. Us
either,” said one.

“Bravest thing 1 ever seen,” com-
mented another.

“Look, about what [ said earlier ...”
began the third, scratching the back of
his head in embarrassment.

“Forget about it,” said Shandrilla with
a wave of her hand. “I'll consider us
even if you guys can get us out of here
and back up to the surface.”

“No problem!” said the first dwarf.
“Right up these stairs, down to the left, a
quick T-intersection to the right, a squig-
gly bit, up a slope—"

“Wait a minute,

[

" interrupted the sec-
ond dwarf. “I thought it was a Y-inter-
section.”

“Didn't the squiggly bit come before
the intersection?” asked the third.

“Oh, great,"” said Shandrilla. “n

Whenever Johnathan M. Richards researches
an “Ecology” article, he is astounded by the
vast complexity of the animal world. In this
case, carrion crawler reproduction was taken
directly from the Scutigerella, a species of
earthly myriapod. Once again, Johnathan's
copy of The llustrated Encyclopedia of
the Animal Kingdom comes through!

'I.l:e evil wizard has given you a list of his magic items—with = twist. All the items are “(something) of (something)”
The FIRST WORD clue defines the type of items PLUS one lﬁ&tnttheftbrﬂ. hm@tbﬁ&i&d as if it were
CHAT). The LAST WORD clue defines the last word of the item with mhhwhm(;mghth

clied as HEATING).

FIRST WORD
Bone contents
Manhandle lecherously
Poke
Rose's point
Not flat or natural
Carry
Government inquiry

Fencing sword

“Dallas” oil family

Harsh-sounding

OF
OF
OF
OF
OF
OF
OF
OF
OF
OF

LAST WORD

Fixing, as a cat

MAGIC ITEM

The process of buildink

It gets the kinks out

Crowiug ebour oneself

TD!S out

Type of theater booth

Female sheep

Degrading

Haml)urger cnulc's laslt

Young deer

DRAGON 267 - 79



By Ed Greenwood
[Nustrated by Ron Spencer

What All Know

and the Eve Beholds

Under this heading, I'll set before you a
topic or some news, and what common ;
knowledge or rumor says of it. Then I'll % Coug, Gag b

deal with its history, followed by its % ,"‘/‘M' _ J

true status and details today—in other iz, 7 i '
words, the dirt and detail that only Mot ;&m"pm”f’ d“'&a’ ”"’-ff!’

gmtles. setring truths

Or ey
ofthe Realms before vou like Volo brings to you, gentle readers! " A’ia’:%’ Ol gy %’ d‘é.,ww:””“f?
Ly o] B ' n Let that be the pattern in columns ,m ety J'?“far,,m r"éﬂ
peatls presented on black velvet . ‘ S T 1 o %
: . to come—but for this first meeting, " tary, 1 I’WI @‘ofsj;% Rertiagyy M»ﬂ_.
tO_ ] Mrpﬂim?d Waterdha- hearken to the latest exciting % %ﬂm Yor g 4  at gy
vianymarron. Oh. please be Realmslore I've unearthed: g e ?f Ve “"?a-
asauwclﬁutldrawno patallels  sccrets of the elvest ;;wb teg ;f:r ithry 1, ey
betweenﬁtosé : : Aumrauth ’”"'re;;%;’”%dﬂ@@’“% Kdrs g
5 d matrons and vou - | Uspys GOy
T W By '

Found beneath the waves of
-qentle reader Notatalll Volo the Shining Sea between

saman oftact', judgment.and 1,01t and the mouth of
discernment.’ one who'dnever  the River Scelptar, this is a :
SIOOP [O such foolish tactics. verdant, crowded aquatic elven

But. GBO“@I'I apolaw—this day realm of many fish, seaweed, and other

| must t Hew career “farmed” undersea life. The Aum-
[ Lo rauthen trade with select surface fisher-

Once M&iﬂ I'm flee 1 wancder folk, meeting in sheltered bays on o ,(mw
rheRealms, fepomd" Isee 0 moonlit nights to exchange goods; o w: "\m mﬁp’( 4
I'h'f MGWOTMQFM'M many sc-called “deep-caught fish” - rcé’\) ,'\U'\“
Y 5 “lt‘ &SN\ \ﬁ
lﬂ'ﬁlﬂ the mg'lcal pmaﬂorl are actually handed to fisher- ‘mﬁgi\a ﬁmo"‘ﬂ“ ‘&gﬂ“‘" )
ofone of‘ﬂw mighumwes men at the surface in / r “\‘\ “\& u\ﬁ\\ Wﬁw\@\w&\l‘
A 4 rog” W A
m aﬂmthat mﬁm@ﬂﬁ seawater sleeves “{m “ 4 ’f‘ﬁ e M‘M ‘“‘ﬁ‘m\& ’
made of seaweed o‘\\s, \‘ n&‘hﬂ‘ .,}W \
woven through the } i@l‘s&tq Q\o ““ m\\‘}\ i o ) Al 0\0\7{ W‘Soﬂ B
4 ribcages of dead Y L L 6 L B Vo e
ﬁobym}'pen expecnta se¢ whales. : ,\\'l‘?d?“\\oﬂ‘aﬂ%‘ﬂ@“_'“\%" \5‘\‘05‘9 " _“\W h&m
sectets Of the Realms revealed! Aumrauthen warriors o \m,\"{\?“‘ '\9*93 “ﬂ\\c‘ﬁ {t@“‘d o
A mee llem_ a“- carry standards that dis- wﬁ‘&\}“ﬂc\\\ﬂ wwma‘a Mv‘o\d I‘%\\G i“‘,;’in.
enchantment there—places. play long, deep green pen- S e N
s ] Ao nants, each charged with a %‘3‘“%' ; aqu‘ : M W
folk treasures, and more: the i ; 0 et

single large, white, spired shell.

full, vivid panoply ofthe
KB&'MS, e b@fOtE vou like a Exalted Lord and a Lady Queen,

feast that offers too many who are not married and need not
dishes o enjoyl? consort with each other, although the

current holders of these for-lite offices,
Lord Eilauver lldroun and Lady
Helartha Jaglene, are firm friends.

Aumrauth is ruled jointly by an

80 - |IANUARY 2000



Aumrauth is a strong, peaceful
kingdom at present, but it has a
history of making war on the sailors of
Calimshan, and of its rulers being
assassinated by ambitious would-
be successors. Its prominent families
include the houses of Alluth (pro-
nounced “Al-OOth”), Ceretlan
(“SEER-tlann”), Duthjuth, Gourael,
lldroun, Jaglene, Laralytha ("LAR-al-
ITH-a"), Meirityn, Nolbrae, Torthtan,
and Yundraer.

Elventree

This pastoral wooded village is a trade-
moot where elves meet with humans
and others. Of its affairs, I've only one
tidbit to share; the heraldry used by
many of the moon elves who dwell in
Elventree.

These fair folk use the following bla-
zon: an oval shield, always worn on the
diagonal (slanted upper right to lower
left). The field is black and displays a
silver crescent moon at its lower left,
seeming to fall like a comet, with
irregular trails of silver stars streaming
from both of its horns.

Several of my sources report that the
fair folk of Elventree they've dealt with
have been both strong in magic and
capably equipped for adventure—
something to bear in mind if you're
looking to hire elven guides or swords
tor dangerous ventures,

Evereska

Most have heard of fabled Evermeet,
but the similarity of its name to that of
Evereska has doomed the latter land to
being overlooked by most who dwell
far from it, or care not of elven doings.
Moreover, the vigilance of the fair folk

The inhabitanis of Elventree are
stong in ams and magic

keeps Evereska cloaked
in mystery—but I, of
course, have been able
to learn something of
its trade with the
wider world.

Evereska's few
imports are largely
trade metals for the
elves to shape and
enchant into
swords. Its fewer
exports include
beautiful flowing
wood sculptures
shaped by magic after
the wood has died, rather than being
carved; certain minor enchanted items
such as potions, enspelled arrows, dag-
gers, and the like; and, of course, the
highly-prized ruby-hued liquor known
as elverquisst. A word of advice: If
you'd like to learn elven secrets as ['ve
done here, empty your purse and ply
some fair folk with elverquisst, whilst
drinking but a swallow yourself. It
loosens elven tongues like nothing else!

Even more rarely, traders will see
some of the Evereskan summer vine-
fruits elverquisst is fermented from:
orosks and resmers,” which are now
found only in Evereska and a few
isolated, hidden valleys elsewhere in
Faer(in.

The major elven trading families of
Evereska include the Alaenree,
Coudoarluth, Presrae, and Straeth
moon clans, the Shalandalan sylvan
family, and the Elond, Immeril, and
Naelgrath gold houses.

Greycloak Hills
Often confused with Evereska itself,
this region was once a sacred moon
elven burial place, but it has become
the barracks and training-ground of
moon and gold elven warriors
through the need to protect
the tombs from plunder-
ers. It's now cloaked in
more or less constant
enchanted mists (akin to
wardmists or mythals,
some sources say)’ and is
governed by alert, battle-
ready elves who mount
frequent patrols and are

S

close kin to the elves of

l'he Elven Kingdom of
Aumrauth lies beneath
the shining sea

Evereska.
They dwell in ‘
empty tombsand €
warrens dug into
the hillsides and,
armed with lances & N -
and bows, ride

horses into battle.

The Hills have no formal blazon, but
its warriors often use the badge of an
upright, metal, left-hand warrior’s
gauntlet with blue-white stars at its fin-
gertips, upon a dark purple lightning
bolt racing from upper right to lower
left and outlined in silver. Out of pride,
some elves retain this badge after
leaving the Hills.

Lyrandrar

This hitherto litte-known realm lies in
the Chondalwood immediately north-
wesl of the Adder Peaks. A land of
well-armed, xenophobic gold elves
who try to slay even other elves

who intrude, —_
1 et 1, '['rn ‘I]ki“g‘
Tolerant. FeA¥ o ihe
ivalo the e i upor
. awdy 1 (fhaw
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10. Mys

New Elven Magic
While interviewing a Greycloak elf
recently, my innate charm and known kind-
nesses to the fair folk” gained me an elven
spell that | hereby generously share, gentle
readers:

Spellshine

{Alteration, Divination)

Level: 4

Range: 0

Components:V,5,M

Casting Time: 4

Duration: 4 roundsilevel

Area of Effect: Special

Saving Throw: Special

This spell causes the caster’s eyes to
glow a vivid blue,a manifestation that
might alarm others.While a spellshine
lasts, its caster can clearly see the
extent and locations (Including precise
outlines of affected areas, sigils, and
other symbols) of magic recently cast
or unleashed by a particular being,
Such magical residues appear. to the caster’s eyes, to glow a bright blue, standing
out from their surroundings even in bright sunlight or in complete darkness.
(Seeing magical glyphs, symbols, runes, or wardings by use of this magic doesn't
trigger them, though caster actions that touch or disturb them activate them in
accordance with their usual triggers.) Magic affecting only the target being or cast
on a creature or item that has since been remeved leaves behind only a small
swirling cloud at the point of casting.

Though observations made by spellshine-sight might suggest the actions or path
of travel of a target being, the spell itself gives no hint as to direction of travel or
type of magic unleashed. A spelishine persists without need for a continuous trail
of in-range magical “spoor.”

The target being must be a creature the caster has touched within the preced-
ing 6 hours. (Direct skin to skin contact must have occurred.) Alternatively, the
caster must have possession of at least three drops of the target’s blood (which
are consumed in spellcasting).

The spellshine can “see” only magic worked in the immediate past (| hour
into the past per level of the caster), persists and remains active through other
castings.and can be ended instantly by will of the caster, whose eyes instantly
return to their usual appearance.A prematurely ended spellshine can't be
reawakened: its magic is exhausted.

The material companents of a spelishine
are one tear from each of the caster’s
eyes and a piece of any material
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lyrandrar boasts little of interest to the
outside world beyond gemstone
deposits and lumber that can be had
with far less trouble elsewhere. Its
elders live a life of effete and :i-nphibti-
cated luxury, but its youngsters are sent
forth into wider Faertn to explore,
learn, and bring back new ideas,
items, and the like.
drii like
become traders for the realm, barter-

Avery few lyran-
“the world outside” and

ing sapphires and rubies for small,
valuable items (metal vessels and
hardware in particular).

lyrandrar seems to have few magical
items, but it is able to defend itself with
dart-guns (carried even by children,
these fire missiles tipped with a para-
lyzing venom and are used to hunt
small game) and the swords of its
warriors, as well as the spells of many
powerful mages.

The arms of lyrandrar consist of a
horizontal brown branch studded with
green leaves or buds at its left end,
which turns into a black, clutching fal-
con's claw at its right end, all on a field
of .\;01\.1.

The realm mounts patrols of thirty
warriors or more, and it is ruled by
Lords (garrison and settlement com-
manders) and Elder Lords (the nobility,
of whom an inner circle of about a
dozen, the Ardreth, really rule), Iyran-
drar has a Lord Speaker—always an
old, formerly famous male warrior—
who proclaims the will of the Ardreth,
but he has no real power, being a ser-
vant of the Ardreth rather than a mem-
ber of it. He does pronounce justice in
those disputes that aren’t settled by
death-~duels.

Milossai

Located in the Great Sea around the
Shipgrave Isles, this is a large, pros-
perous, war-ready realm. Its warrior-
elves wear battle armor made from
the barbed plates of hardened giant
seashells, They occasionally ride giant
squids or octopi who can lift their ten-
tacles up above the surface to hurl
boulders at passing surface ships.
These elves are ruled by the Deep
King, Baerdelecoam the Bluebearded,
who's said to be an elf as tall as a tri-
ton, and who keeps many wives with
whom he's sired countless children.



Legends say Miossae guards several
sunken, ancient cities of men, and from
them the Mlossam have taken many
magical items that they now handle
expertly in battle.

Narbeth

This secretive kingdom of gold elves
lies along the northern fringes of
Shalhoond, the Great Wild Wood east
of the Spiderhaunt Peaks. Narbeth is
ruled by Great King Aumanas Raryn-
dur, a ruler who leads his people in
their favorite pastime: hunting, They
spend davs racing through the forest
on foot (though some sages swear
that Narbathan gold elves can dimen-
sion door when they wish) pursuing
stags, wild boar, and more fearsome
monsters. The Shalhoond abounds
with such creatures, and it is said to be
a surface colony of the strange monster-
belching creatures known as
deepspawn. Some folk believe the Nar-
bathan went on expeditions and
fetched the deepspawn to provide end-
less sport.

Narbathan drink potent berry wine,
lack much of the hauteur and “sophisti-
cated” ways of other gold elves, and
tend to be far more practical and pos-
sessed of a sense of humor. They rarely
venture outside their land. In fact, they
seem not to desire trade or contact with
the wider world and are, by all
accounts, a contented people. The
Raryndur ruling family has held the
throne of Narbeth for thousands of
years, and they have had no serious
rivals since the presumed extinction of
the house of Oumryn—though there
are constant rumors of escaped Oum-
ryndar dwelling elsewhere in Faeriin,
plotting to conquer Narbeth.

Nindrol

This small realm lies in the Sea of
Swords around the island of Toaridge-
at-the-Sun’s-Setting. Nindrol consists of
labyrinths of coral, including “stacks”
that rival the largest castle turrets of
surface-dwellers. It is home to a highly
skilled, green-skinned, and blue-haired
breed of aquatic elves who always
seem frolicsome:

Nindrollen often sport with the
pirates of the Nelanther or with the
crews of merchant ships passing their
realm, and they have been known to
drag wrecked skiffs and dinghies up
from the depths to rescue shipwrecked
sailors who are about to drown.

Nindrol is ruled by the
petite but wildly energetic
Queen Vaervenshalice, who
has six daughters, the
Princesses Paeraeroyal—
named after their dead father,
King Elpaerae—who have
somehow inherited or acquired
magical means to come ashore for brief
periods and dwell among men.

When bored, the Princesses slip
ashore and pose as travelers on the
coastal roads to make sport with sur-
face elves or men. They're the source of
the ballads “She Walked Out on the
Waves"” and “My Lady of the Moon-
light.” It’s thought one of them recently
caught the eye of the infamous Elaith
Craulnoble of Waterdeep and was the
reason his agents scoured certain
stretches of ground just south of the
city. If the ballads can be trusted, at
least one of them answers to the name
“Nanalethalee.”

Ondroth

I know little about this land beyond
whiat a single source told me—but he
was a sea elf of advanced age, and I've
no reason to doubt his words. Ondroth
encompasses the undersea flanks of
that peninsula of Tethyrian land known

Lvrandearis
a land of elves
wihe nll Ot welcome

human ingrusion

to most as the Dragon'’s

Head. It's a fledgling, underpopu-
lated land of elves who've broken
away from Nindrol to form their own
independent realm. They seem to have
a number of self-proclaimed, rival
rulers and exist more as shifting
groups of families wandering from
cavern to cavern rather than as an
organized kingdom. ~n

It's now over thirty years since Ed Green-
wood started writing about the FORGOTTEN
REALMS® setting witlt a tale about the
troubles of a particular fat merchant by the
rame of Mirt, as it happens. Not all that
much has changed down the years, Mirt's
still in trouble, and still fat. Oh, wait, there
is one change: Ed's fat now, foo.

By Aaron Williams
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M A STERY

Great
Rewards

HEN THIEVES FOIL A WICKED DEATH TRAF, WHEN

fighters slay a vicious dragon, and when wizards discern the

Money and magic

true nature of a cunning plot, they expect to be rewarded. Every

adventurer knows that with great risk comes great reward.
ire only the mos

Players and Dungeon Masters often see the cycle of bigger treasure-
OBvious rewards.

hoards and more powerful magical items as the only possible rewards

for adventuring. Initially exciting, this approach eventually becomes

tiresome and can lead to the dreaded Monty Haul campaign.

From the roleplaying puint of view,
monetary rewards are not always realis-
tic. In all likelihood, kings and guild-
who recruit adventurers to
perform great tasks do not have the cash

masters

on hand to reward adventurers commen-
surate with the adventurers’ skill or the
challenge they face. How much is defeat-
ing a great wyrm worth? How about a
major demon? A mighty necromancer?

Even rulers have the

who

resources to provide appropri-

ate compensation are probably

unwilling to empty out their trea-

suries. Running a kingdom, a guild,

or a church costs money and hard cur-
rency is a precious commodity.

Magic is also a rare and precous
resource. A ruler might loan a magical
item to an adventurer for the duration of
service, but that ruler should be unwill-
I] ing to throw such precious resources

-v away as a gift or reward. People in posi-

Brian Dunnell

ilustrared by
loe Pillsbiury

tions of power and influence husband
their magical resources as much as possi-
ble, giving them to important and loyal
retainers, rather than common adventur-
ers. Leaders who squander money and
magic will not rule for long.
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Rulers, guildmasters, and others in
positions of power have more plentiful
resources at their disposal. Why should
a king hand out cash he will never see
again when he can bestow a title, a par-
cel of land on his kingdom's frontier,
and a few common soldiers? Instead of
paying off adventurers for good, the
ruler can invest in new and proven vas-
sals, keeping them close at hand. Using
rewards other than money or magical
items also provides excellent avenues
for roleplaying and hooks for future
adventures.

Titles

A title can be a rank, such as knight or
lord, or it might be associated with
some great deed, like Wyrm-slayer or
Elf-friend. At the very least, a title con-
veys respect. In some societies, titles
carry special privileges. For example,
lords might have to provide food and
lodging to passing knights. Titles might
also convey responsibilities. When the
king musters his army, every able-bod-
ied knight in the realm might have to
report for service.



Memberships

Memberships in guilds and organiza-
tions can be extremely useful. Guilds
often give preferential treatment to
their own members. A goldsmiths’
guild might exchange currency and
offer appraising at a discount. A mages’
guild might maintain a common library
for members” use. A thieves' guild
might operate safe houses and intelli-
gence networks that members can use.
Such organizations can put adventurers
in touch with specialists and artisans. A
mages’ guild might know how to con-
tact a particular sage. A thieves’ guild
might know where a safe-cracker can
be found. Guilds can use their influ-
ence on their members’ behalf. The
goldsmith’s guild might intervene with
the local tax collector on behalf of an
adventuring party. The thieves’ guild
might arrange bail for a cut-purse
picked up by the authorities. Member-
ships in such organizations also come
with a price. Members are expected to
support the organization, just as the
organization supports its members.

Introductions
Letters of introduction can be very use-
ful. It can be difficult to meet with

influential and powerful people.

They are busy in the first place, and
their handlers protect them from being
overwhelmed by petty petitioners in
the second. Knowing the right people
can make all the difference. A letter of
introduction, a whisper in the right
ear, or a personal recommendation can
smooth the way. A party of adventur-
ers might want to meet a local guild-
master, the head of a local monastery,
or the king of the realm. All of these
people might be completely inaccessi-
ble without the right connections.

Letters of Writ, Marque, and Note
Permission can be a powerful thing. A
letter of marque gives permission to
sailors to raid an enemy nation’s ships,
turning a pirate into a commerce raider.
A note from a lord advising his vassals to
provide any and all service to the bearer
could expedite transportation, food,
lodging, and other services. Such memo-
randa could waive local laws, like a
“license to kill” for a royal assassin, or
papers that allow unrestricted travel in a
policed autocracy. Of course, such

papers can be forged, or—to the wrong
party—can be a condemnation rather
than a reward.

Followers, Henchmen,

and Lackeys

Men come cheap. Those in power can
provide all manner of retainers. Some
might be common soldiers or servants
who relieve their masters of day-to-day
duties. Others might be more skilled—
artisans suich as armorers and smiths,
body guards, and elite troops. Still oth-
ers might be highly skilled—spies,
sages, novice warriors, priests, mages,
or thieves. These followers are loyal
and provide service as long as their
new master stays in the good graces of
whoever provided them in the first
place. Generally their first loyalty will
be to their overall patron. Some might
even report to their patrons and keep
them informed about their current mas-
ter’s comings and goings.

Unspecified Favors

One of the most valuable rewards of all
is the unspecified favor. This favor
might be called in at some later date or
can be traded to another for
their use. Having the head
of the city watch or the
high priest of the local

Writs, medals, and servants are good choices for nonmonetary rewards,
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temple owe you a favor can be valuable
indeed. Experienced lords will not offer
unspecified favors lightly. Debts have a
habit of being called in at the most
inopportune times.

Services

Services are one of the easiest ways for
a debt to be paid and a valuable reward
to the receiver. Services are always
commensurate with a person’s skills
and resources. An innkeeper might
offer free room and lodging, a black-
smith, free work, a wizard, free magical
identifications. If such services are
abused, the giver is likely to become
disgruntled and revoke the privilege,
especially as adventurers’ past deeds
fade from memory.

Quality Goods and Keepsakes
These items might be rare and difficult
to obtain, such as elven ashwood-bows,
or might carry value, such as wine or
spices, or might convey respect from
those who recognize them, such as a
ring from the finger of the king or a
scarf from the queen. Such items are
often given in conjunction with other
rewards, such as land and titles. Rare
and valuable items are more difficult to
use for wealth than cash, requiring spe-
cialized merchants to sell them. Keep-
sakes can identify the bearer to enemies
as well as friends.

Land

A powerful ruler such as a king might
have limited funds but plenty of land.
Land is easily given away in frontier
kingdoms and is often used to entice
settlers and soldiers to civilize the land.
Land provides adventurers with a
place to build a base of operations and
a certain degree of respectability. In
time, it might even provide income
from settlers paying taxes. Those pro-
viding land can monitor allies because
they know where to find them. Land
can be taken back as easily as it is
given, providing rulers with leverage
when dealing with adventurers. Hav-
ing a permanent base of operations
provides a degree of safety but also
gives enemies a place to attack.

Income

A lord might not be able to reward
adventurers with a vast sum of cash all
at once, but he might be able to pro-
vide a reasonable stipend over time.
This might take the form of a specific
stipend to be drawn monthly or annu-
ally, or it might be enough cash to sup-
port a lifestyle or a group of retainers.
Stipends free adventurers from the
day-to-day concerns of money. A wiz-
ard’s research might be sponsored; a
warrior's army quartered; a regular
donation made to a priest’s church.
Stipends allow a liege a certain degree
of control over their retainers’ actions.
A stipend can be raised, lowered, or
even taken away to reward or punish.

Information
Another extremely valuable commodity

is information. A royal wizard might
know the command word to a PC's
magical item. A thief's guildmaster
might know the location of a rare spell
component. A lord might know just
what happened to an adventurer’s lost
brother. Of course, information can be
false or misleading and might be
desired by other interested parties

This list is by no means all-inclusive. It is
merely meant to suggest several alterna-
tives to monetary and magical rewards.
Just as these ideas can be used to reward
adventurers, cash-strapped adventurers
might use these ideas to compensate
their own retainers and allies. -

Brian's campaign has heavy political wnder-
piniings, but he assures us he is no way
influenced by his experignces working for the
government in Washington, DC.
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The use of aerial surveillance to keep
tabs on people and armies from a dis-
tance has a long history. The use of bal-
loons for aerial observation began
during the Civil War in the United
States. Orbital satellites are just the logi-
cal extension of recon balloons and the
U2 and SR-71 spy planes.

In the DARK ® MATTER setting, these satel-
lites are more than merely observation
platforms; they are weapons to achieve
larger and more nefarious goals, including
occult activities as well as the detection
and suppression of alien species. The exis-
tence and deployment of spy satellites
makes for a perfect foil for adventures.

Reading Headlines from Orbit

The techniques used by spy satellites
have changed drastically since 1960. The
Corona satellite took images from a low
orbit of about 100 to 125 miles, then
ejected a film capsule that literally para-
chuted back to earth. Specially equipped
Air Force planes captured those capsules
in midair to prevent them from falling
into the wrong hands. The entire pro-
gram was overseen by the National
Reconnaissance Office (NRQO), which
was so secret that its existence and even
its logo were classified. U.S. government
officials finally acknowledged itin 1992
The first-generation Corona satellites
were replaced by Argon and Lanyard
satellites (and presumably even newer
systems whose names remain classified).
The first spy camera, the KH-1 or “Key-
hole,” was progressively replaced by
more advanced systems (KH-1 to KH-9).
Corona used the KH-9 until the program
ended in 1972. The practice of spying
from orbit didn’t end in 1972; the Corona
satellites were simply retired and
replaced by the Hexagon satellites.
Hexagon is a redundant digital real-
fime system. At least two of its satellites
are in orbit over any given point on the
Earth at any particular time (from
roughly 75 degrees North latitude to 75
degrees South). While image resolution
has improved steadily over the vears
from 2 meters for Corona KH-1 to about
10 cm for today’s military satellites, the
most important breakthrough of all
might have been the introduction of the
KH-11 camera in 1976. This camera and
all subsequent Kevhole cameras use
chargé-couple devices to digitize images

and relay them to earth in real time. The
digital imagery can be manipulated to
extrapolate data, filling in holes, adding
dimensions, or taking out clutter. It can
search for particular images, such as a
tank silhouette.

Forgign & Corporate Systems

LS. systems aren’t the only ones orbit-
ing the earth, of course, Soviet Zenit spy
systems came online not long after the
American satellites, in 1962; Soviet space
technology looked down at the US.
naval embargo and the US. ICBM silos
during the Cuban missile crisis. All the
modern Russian civilian satellite sys-
tems—most prominently, the Cosmos
and Resource systems—are based
directly on the 40-year-old Zenit technol-
ogy. Unlike the Hexagon and Corona
systems, the Russian satellites provide
photos to the public as well as to the
Russian intelligence services.

In addition to satellites constructed
and operated by foreign governments,
the orbital environment has recently
become filled with private telecommuni-
cations and data relay satellites, as well
as devices quietly launched by private
organizations like the Bilderbergers for
their own purposes. Generally sent up
on Russian or Chinese launch vehicles,
these satellites are strictly private ven-
tures that are answerable to no one. That
they are used in illegal invasions of pri-
vacy, in monitoring the status of tracking
devices implanted on U.S. citizens, or
simply in recording the movements of a
few of the world’s most important
power brokers is a given. Answerable to
no civilian authority, the controllers of
these satellites can do as they please.

Blugprints & Specifications

Most satellites are purely functional
machines, with no consideration for
human visits, repair, or habitation. They
are typically about 3 meters across, with
a wingspan of about 125 meters for
those satellites using solar power. They
have an operational weight of about
1,000 kilograms (1,250 with a full load of
hydrazine fuel for maneuvers). Since
each satellite is built to order, they vary
from model to model, and some are con-
siderably larger or smaller. However,
size and weight are not the critical fac-
tors once a satellite has reached orbit. A

Born in the Cold War

The first full-bore spy satellite program,
Corona, started in the United States in
1960. Its goal was to generate images of
bases deep inside the Soviet Union, and
it suicceeded even beyond its designer's
expectations, offering millions of pho-
tographs of bombers, missile silos, and
rempte military installations that were
simply unobtainable through any other
means.

Since then, spy satellites have grown
more accurate and far more nuMerous.
Most are tightly guarded military systems,
with access restricted to national military
planners. But a few nations, primarily
France and Russia, offer images to anyone
willing to pay a modest price, roughly $700
per image ($800 for color). This has made
information gathering easier for large and
small corporations. for the cash-strapped
spy agencies of smaller nations. and for
the members of conspiracies and secret
societies.

satellite’s two most important technical
details are its orbit and its resolution.
The orbit determines how often a
satellite passes over a particular part of
the globe. (Typically, a low Earth orbit
satellite passes over a region once per
day by following a high-inclination, low
altitude polar orbit.) These low orbits are
usually only about 1,000 kilometers
high, and the satellites orbit the earth
every couple hours. Communication
satellites, by contrast, usually sit in geo-
synchronous orbit, 35700 kilometers
above the earth, where they rotate
around the earth at the same speed that
the earth itself rotates (and thus remain
stationary relative to the Earth’s surface).
Since the footprint of an imaging satel-
lite can cover thousands of square kilo-
meters; only four or five satellites are
needed to provide complete coverage of
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Adventure Hook: The Orbital Pentagram

A private U.S. corporation with links to the
Final Church has recently shown great
interest in launching a strange network of
twenty-six linked satellites. A friendly con-
tact from the Knights of Malta calls the
heroes' branch of the Institute with Informa-
tion about these plans, promising to mest
them to discuss it. The emailed notes get
through, but the friend is discovered ritually
murdered and drained of blood.

The more the heroes investigate, the
stranger the satellites seem: They are
-armed with lasers and jamming equipment,
are Inscribed inside and out with occult
symbols, and are capable of bouncing
those lasers among each other to create a
huge reflected web of light around the
earth. Is the Final Church hoping to attack
its enemies from space? Or does it hope to
create a vast pentagram of orbital laser
light, turning earth itself into a sactifice to
infernal powers? Are the satellites meant to
exert mind control, or Is that |ust disinfor-
mation and paranoia to conceal their true
purpose? The adventure comes to a head
when sunspot activity on the surface of the
Sun fiares up enormously. This could be a
blessing that disables the entire infernal
network, tuming the satellites into space
junk—or it could be just the result that the
satellites were intended to achieve, bringing
Luciferans through a doorway to visit the
cultists who summoned them.
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90% of the earth’s surface. Doubling that
number provides a reserve for each area in
the event of failure (something that real-
world agencies usually provide for but
James-Bond-style villains often neglect).

The satellite’s resolution determines
what it can see. A 10-meter resolution
can see buildings, large planes, and other
objects 10 meters long or larger. Today's
best satellites are believed to have a reso-
lution in the 10 centimeter range, but
those are strictly for the best-equipped
National Reconnaissance Office surveil-
lance missions and are not available to
the public. The best civilian satellites are
in the l-meter range, able to see cars,
people, back yards, crops, dogs, and so
on, as if their pictures were taken from a
low-flying plane. To see sample images
(or to buy a satellite photo of a particular
place), take a look at the images at
<www . Lerraserver . coms.

A satellite view is completely vertical;
anything not visible from the top is invis-
ible to the satellite. In addition, most
satellites images are limited by prevail-
ing conditions. Cloud cover exists over
about 40% of the world at any given
time, eliminating a satellite’s ability to

see a target. Likewise, nightfall or even a
forest canopy can hide a target from
view. And satellite images can be fooled;
spray painting a long black strip on a
desert landscape and plunking plywood
roofs onto the ground can make it
appear as if an air base has been con-
structed virtually overnight. Likewise,
dummy aircraft or tanks—stripped of
engines, weapons, and armor—can fool
observers overhead. Even when the pic-
tures are legifimate, a trained photorecon
interpreter is often required to determine
what’s what; images reveal more infor-
mation to a trained observer than some-
one without experience. (See the “Satellite
Mechanics” sidebar for details.)

Beginning in 1987, a few specialized
satellites were launched that used an
active form of observation rather than
passive photography. These synthetic
aperture radar (SAR) satellites can look
through clouds and through the dark of
night—even through small layers of
sand or camouflage netting. Surpris-
ingly, today the French government sells
such images to civilians. However, even
this technology has its limits. At the
moment, no satellite can see through a
steel or concrete hangar or building.

Similarly, tracking a quickly-moving
target, such as a plane or even a car, can
be difficult. This is because the cameras
are so distant and so sensitive; maintain-
ing a series of turns and corrections to
follow a car moving and stopping in city
traffic is quite a feat from 1,000 kilome-
ters up. For all of these reasons, spy satel-
lites are best used to take pictures of
stationary objects over time, such as air-
fields, missile silos, and bunkers.

Tapping Your Phone, Your Radar .
four $AM Battery

While most people think of spy satellites
as cameras first and foremost, just as
many are SIGINT (Signal Intelligence)
satellites as are involved in photo recon-
naissance. These satellites intercept radio
and TV broadcasts, phone conversa-
tions, faxes, and even wireless airplane
and cell phone communications,

Thé tirst of these communications-tap-
ping satellites sent aloft by the U.S. were
called Rhyolite (launched in 1970). Its
successors were Aquacade, Chalet, Magnum,



and now Orion. They are parked much
higher above the earth than photo recon
satellites; SIGINT satellites travel in geo-
synchronous orbits, about 35,700 kilo-
meters above the Earth, and listen in
with 22-meter-wide antenna. They can
monitor thousands of phone calls simul-
taneously and can intercept car phones,
wallde talkies, radar stations, and missile
telemetry. In the US,, these intercepts are
monitored by the NSA at Fort Meade,
Maryland.

Just as famous as the satellites them-
selves is the data-integration system that
the NSA uses to make sense of the
incredible tower of babble that is mod-
ern telecommunications. The NSA sys-
tem is called Echelon, and it is run jointly
by the United Kingdom, Canada, Aus-
tralia, New Zealand, and the United
States to track primarily civilian rather
military communications, (The
armed forces have their own systems for
monitoring foreign military communica-
tions.) The Echelon system depends on
both satellites and undersea cable taps to
intercept all important world commumi-
cations, though primarily those in
Europe, North America, and the Pacific.
It uses incredibly sophisticated compu-
tation power to analyze the millions
upon millions of emails, phone calls, and
other messages every day. Echelon does

than

this by searching for a preset group of
key words defined by its internal “dictio-
nary.” These key words or search strings
might be phone numbers, the name of a
dictator, drug lord, or conspiracy leader,
calls made in a particular language or by
a particular individual, or words such as
“atomic” or “alien” or “drugs,” depend-
ing on the nation’s security interests of
the moment. While the system is not
foolproof, it generally can find most of
what it seeks—if the NSA knows where
to look. Technically, the NSA is forbid-
den from using the system against U.S,
citizens, but in practice no one exercises
any day-to-dav oversight, and abuses of
the system are easy for people with the
right government connections,

It's worth mentioning that commumni-
cation satellites are more susceptible to
disruption than photorecon satellites. In
2002, the Earth is near the peak of a
sunspot cycle, and satellite communica-
tions do suffer accordingly during these
outbreaks. The vagaries of satellite jamming

are kept hidden from the general public,
but attempts by many industrial nations
to disrupt their enemies’ communica-
tions do occur when small wars grow
serious. In some cases, however, such as
the border wars between India and Pak-
istan, neither side has anything to gain
from disrupting the regional satellite:
They both depend on the same hard-
ware for their own messages. Disruption
at the communication satellite dishes on
the ground is more effective in these
cases.

Agricuttural & Archacological
Techninues

Some satellite reconnaissance involves
using radar-based SAR methods to find
things kept hidden from ordinary pho-
toreconnaisance. These unusual targets
include archaeologists searching for
buried or underground structures, farm-
ers and agricultural ministers tracking
crops and fallow fields from space. and
even police and customs officials pin-
pointing drug fields, laboratories, smug-
gling, and interdiction.

For instance, the European Union uses
a pale blue, flowering plant to ensure
that fields that arent supposed to be
planted are, in fact, fallow. The plant’s
blossoms reflect a particular spectrum of
light back into space, a spectrum that is
quite distinct from that reflected by
wheat or maize or barley. Any farmer
who doesn’t plant what he claims in this
satellite-monitored field can be sure to
receive a visit from the Ministry of Agri-
culture.

The detection of coca plants, cannabis,
and poppies from orbit is just as easy,
making detecting drug-producing fields
easier for law enforcement. Although few
people will discuss it, these same tech-
niques also track human populations,
poachers, dark matter concentrations,
and possibly even the movement of alien
species. In particular, the Center for Xeno-
logical Studies (CXS) in Washington, DC
uses multispectrum analysis to find and
track invasive alien species that appear
within regions monitored by the AFT.

Stiutter Control

While anyone can buy a picture of an
area from SPOT—the French civilian
recon company—or from private US.

‘Commandeering someaone else'’s satellite
requires sending the proper radio signals
and interpreting a returning stream of data.
In game terms, this requires a successful
System Operation-communications roll,
though most satellite commands are sa
routine they do not require a skill check.
For unusually difficult tasks (such as track-
ing & moving object or finding targets hid-
den under partial cover), a complex skill
check might be required.

Heroes might try to gain access to satel-
lite resources that don't belong to them. This
requires a successful System Operation
—commtinications mﬂ to establish a radio
link, then a Science-hacking
complex skill check to break in, The level of
difficulty depends on the satsllite’s age and
‘security measures: An old bird might require
only 2 successes, while a modern military
satellite might require 610 9.

Not every satellite understands com-
mands given in English, adding yet
another layer of difficulty to commandeer-
ing foreign satellites. Hijacking these
devices requires fiuency in the appropri-
ate foreign language, or at least a skilled
translator able to perform simultaneous
translation of technical jargon. These for-
‘eign satellites expec! their Instructions
to be delivered in Chinese or Korean,
E;oiogrm'ns. Cyrillic letters, or Japanese
‘kanji.

Once in control of a satellite, the heroes
have access to its stream of data but not
its core guidance system. Seizing control
of a satellite guidance system requires an
Amazing difficulty complex skl check. If
they succeed, the heroes can use Vehicle
Operation-space vehicle to maneuver the
satellite to view any target.

Interpreting the full results from sateliite
observation requires training, but in most
cases, a hero can interpret the basic struc-
tures at a site with a successful Knowl-
edge-deduce roll. For a more detalled
interpretation, a System Operation-sen-
sors roll is required.

vendors like terraservercom, not just
any picture is freely available to the pub-
lic. Only “friendly” governments and
citizens can obtain access to certain pho-
tos, and some areas of French and allied
security is simply unavailable. For
instance, Groom Lake photos are not
released to the public, nor are photos of
the French nuclear testing sites in the
South Pacific, Russian gulags in Siberia,
and certain particularly benighted por-
tions of Texas.

The nation owning a satellite can exert
“shutter control,” allowing that nation to
turn off the stream of images from a
satellite during military maneuvers,
weapon testing, or especially during a
war. Because of this, nations like Japan,
China, India, Israel, and South Africa
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Aufventure oo The Breeder

An electromagnetic life form has infected
an orbiting satellite deep in space and now
plans to take it on a joy ride. In fact, the
creature has learned to manipulate electri-
cal signals Inside the command-and-con-
trol circuits to force the sateliite into a
decaying orbit. Once it has gone through
re-entry, the creature promptly infects a
member of the satellite recovery team sent
out to retrieve it

Infecting a human host requires a few
hours of adjustment, but then the host Is
under the creature's control and begins
exhibiting strange behavior, including
sudden obsession with electronics of all
kinds. When the host’s actions draw atten-
tion, the creature jumps out of its host and
into the phone system, crossing the wires
as a “pure” electrical signal, perhaps shut-
ting down the local phone system for a few:
hours until the irregular burst of power Is
repaired,

Tracking the creature down is a chal-
lenge; destroying or capturing it is even
more difficult. Perhaps the heroes can trick
it onto & specially insulated satsliite about
to be shot right into orbit, or perhaps they
can't capture it without arcane FX.

have launched their own satellites to
gain a better view of targets and threats
that might surround them. The United
Arab Emirates and the Ukraine are
acquiring satellites as quickly as possible.

Attack Satellites

To counter all this orbital activity, the
US. has developed special weapon
systems with a single purpose, the so-
called satellite killers, These kinetic
energy weapons are satellites that
waork by first finding and then smash-
ing into other satellites, destroving
them both. No nation has admitted to

Arventure Hook: oss of Shutter Contro

When a border war flares up In the
Golden Triangle between the Shan and a
U.S. proxy government, the U.S. watches
the action through one of its many Hexa-
gon satellites. Unfortunately, someone
has compromised the control codes, and
the satellite is turned against the U.S. The
heroes must find out who has taken con-
trol and how: Perhaps telekinetic abilities
are being used, or perhaps it was taken
over by Bilderberger or Knights of Malta
operatives who feel their need for its
information is greater,

Regardiess of the source, the heroes
must fight their way into the new ground
control station and re-establish control of
the salellite before its telemetry is used to
coordinate a missile attack. pinpoint U.S.
troops; or otherwise harm the govern-
ment’s efforts to contain the Shan.
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deploying any such weapon; their real
strength and real numbers will only be
acknowledged after they have been
used to cripple a hostile power’s com-
munications relays or its surveillance
satellites.

The principles behind these weapons
are straightforward. Kinetic attack
satellites are often parked in variable
orbit to allow them maximum flexibil-
ity in choosing targets. These elliptical
orbits have a perigee of just 2,000 kilo-
meters above the Earth and an apogee
of 20,000 kilometers. Each weapon is
launched into orbit on a rocket and then
releases “kill vehicles,” each of which is
slightly bigger than a fire hydrant.

Once in orbit, the kill vehicles maneu-
ver to a target using reaction thrusters
and destroy their target by smashing
into it. The real trick is to destroy the
satellite without creating so much space
junk that the satellite destroys some of its
neighbors as well. In ALTERNITY game
terms, they are guided High Impact
weapons with -1 accuracy and Good
damage that inflicts d6+1s/d6+1w/
d6+3w. The first of these anti-satellite
systems flew in 1997, funded by a small
research program that operated quietly
under the Bush and Clinton administra-
tions. Estimates are that up to ten such
weapons might be in place by the year
2000, to assert U.S. control of space in the
case of emergency.

The US has also developed weapons
that strike from orbit against targets
within the Earth’s atmosphere. The
newest generation of U.S. attack satel-
lites is the SBL, or “space-based laser”
series launched in the early 00s. Puta-
tively designed as part of an anti-ballistic
missile defense during the 1980s and
1990s, they use hydrogen fluoride lasers
combined with 10-meter wide concen-
trating mirrors to destroy missiles
shortly after launch, destroying roughly
one missile per second and up to several
hundred targets each. Weighing roughly
77,000 pounds, these gigantic weapons
are capable of destroying several hun-
dred targets before runming out of
energy. Currently, four of these satellites
are deployed in a LEO about 1,300 kilo-
meters above the Earth; the plan is to
deploy a full twenty such weapons by
2010. However, their enormous weight
has made launching them difficult; their

incredible military value means that
none of these satellites can be trusted toa
Chinese, European, or Russian launch
vehicle,

However, the system is not perfect.
For one, the SBLs cannot hit ground-
based targets; the water vapor in the
atmosphere absorbs their energy before
they reach the surface. This limits them
to destroying ballistic missiles (the job
they were designed for), plus destroying
other satellites, military aircraft, and
even commercial aircraft flying more
than 4 kilometers up (roughly 13,000
feet). U.S. Department of Defense scien-
tists and Israeli scientists are cooperating
to produce new SBLs with wavelengths
that can penetrate clouds and other
sources of water vapor, to be able to
attack ground targets. When attacking
vehicles, these lasers inflict Good fire-
power energy damage. They damage
vehicular targets for dow /dBw /d4+1m,
with ~1 accuracy. It is capable of autofire
and has a range of roughly 4,000/6,000/
8,000 kilometers.

Paranormal and Highiy Classified

On occasion, the Hoffmann I[nstitute
acquires information or tips regarding a
class of oddball satellites. These aberrant
satellites are often mentioned but never
detailed in the fringe press. They include
devices devoted to obscure and classi-
fied projects in experimental physics,
laser satellites that blind individual tar-
gets, kinetic energy weapons that strike
from orbit with the force of a tactical
nuclear weapon, and even mind control
satellites,

Though no nation admits to owning,
deploving, or even researching such
satellites, the multi-billion dollar black
budgets of the space-going industrial-
ized nations have plenty of room for
such schemes. Proof of their existence is
sketchy, however, and generally limited
to witness statements or the reports of
supposed weapons-research insiders.
Typically, their stories are impossible to
verify. »

Waoifgang Baur is the designer of the
DargeMarter Campaign Setting. In s
spare time, he struggles to master arcane
compiiter codes, reads volumes of esoteric
technical data, and tinkers with his mind
control lasers.
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By Andy Collins, J0 Wiker,
and Jeff “Tippy” Quick

You are cordially invited to attend

MUFONia
MUFON for the NEW MILLENNIUM
Presented by the MUTUAL UNIDENTIFIED FLYING OBJECT NETWORK

Lexington Convention Center and Arena
FREE PARKING WITH REGISTRATION

Speakers & Guests Include:

Rev. Leon Oglethorpe

“Messages from the Divine”

Prof. Ian McKinley
“The Hill Incident”

Mayj. Samuel Wylie, USAF

“Aerial Phenomena”

Janet Randatl
“Psychic Encounters”

Alva Mayhill
“The Abductee Effect”

Amanur Prompattaya
“UFOs Abroad”

Many other guest speakers will be on hand for a variety of panel discussions and seminars.

Advance registration required for workshops due to limited space.

Call MUFON at (970) 555-UFOS to pre-register.
All major credit cards accepted.

Gamemaster Hints

The heroes have received an invitation to a Mutual UFO Net- Was Alva Mayhill abducted by the Men in Black? Or was her
work conference In Lexington, Kentucky. The heroes witness kidnapping merely a hoax orchestrated to generate publicity
one of the speakers, Alva Mayhill, a former analyst for the Hoff- among the conspiracy-happy convention attendees? As
mann Institute who resigned after an alleged alien abduction, rumors spread about Hoffmann Institute involvement, the
being forced into a black sedan by two men dressed In black pressure Increases for the heroes to discover who Is really
suits and wearing dark sunglasses. responsible for Alva’s disappearance,

e S — — ———— ] —

Gamemaster Hints

The state of the local grid in Aegis is

T
VIRUS ALERT!

A naw firidvintis; "Fushover” hes besn found in the local Asgia grid syntem
The Puahmar virus @ memory resident; it infucts and destroys vybematics
filez in thi user's nanocomputan

Gritlpilots in or near the Asgis system ara strongly advised o diagnose
thair wetware immediataly. Pushover 1 axtremely GEngeraus to cyberiet-
cists and Mearing, Brd Users with oybsrnetic organs in or near Asgis are

ad\sat to seek & sale jackdin poiit and procead immadistely o nsear gnd

VoilCorfr gridsites far antivirus upﬂm
The Puthover virus begms by

atian. Early werning signs of infection include muscle spusms, sensory

and regunfivured bipert, Pushover spreads pro-
%w sevaral days, finally copstrictng cybernetic mus-
culature B ussless snare, Pushover 15 fatal Lo victime with
cardie-puimonary cybernelic organs,

data ralnted o cyhenmetio aper-

atrocious. With a little effort, nearly
anyone can slip Invasive viruses into.
the system. In this case, a t'sa hacker
has created Pushover as revenge on a
mechalus business pariner who cheated
him in the sale of their company.

An Infected cybernetic herc will not
immediately know of his or her condi-
tion. Infection becomes apparent when
he or she discovers reconfigured bioart
or sees phantom images on cybereyes.

The bioart distortions and sensory
ghosts are consistent over time, showing
pictures or sounds of the mechalus who
cheated his t'sa partner. What will the
heroes do when they see him for real?
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By Ray Winninger

Last month, we started to explore the
fine art of creating AD&D" adventures
and examined the Fourth Rule of
Dungeoncraft: Challenge both the
characters and the players.

Need Help?

running AD&D" game
adventures to:

|
] Send your questions and anecdotes about
‘:
i

In part, your job as Dungeon Master is
to make sure that your adventures are
full of situations that test the characters’
mettle. Unlike obstacles that force the
players themselves to think and make

aster the three types of combat encounters:
romps, battles of attrition, and drag-out

fights.

This rule means that good adventures
give the players plenty of opportunities
to think and plenty of opportunities to
show off their characters’ abilities, spells,
and magical items. Last month, we
looked at some specific tactics for chal-
lenging the players. This month, let's
explore similar tactics for challenging
their characters.

Challenging the Characters

The biggest attraction of the AD&D
game is that it allows the players to
assume the roles of bold heroes capable
of performing incredible feats. One of
the hooks that keeps players returning to
the game table is the lure of gaining new
levels and acquiring formidable spells,
magical items, and capabilities. Obvi-
ously, this attraction loses its luster if the
players have few opportunities to use
those fantastic abilities.

decisions, your goal this time is to
design challenges that push the charac-
ters’ game statistics, spells, and other
capabilities to their limits. Generally,
such challenges fit into one of three cate-
gories, each tailored to the specific class
of abilities it tests.

1. Balanced Combats

The most obvious method of challeng-
ing the player characters’ abilities is to
test their skill in battle. Combat is a big
part of the AD&D game, and properly
balancing the combat is one of the DM’s
most important responsibilities, Unfor-
tunately, the only way to design a com-
pletely balanced encounter is to apply
hard-won experience. Until you have
this experience, try to err on the side of
making the foes too easy for the charac-
ters to vanquish. It's easier to add more
enemies (or beef up existing enemies)

“Dungeoncraft”
%> DrRAGON Magazine
1801 Lind Avenue S.VV.

Renton, VWA 98055

Send email to
dmail@wizards.com

during play than it is to mysteriously
remove enemies from the battlefield.

Typical adventures make use of
three different types of combat encoun-
ters: romps, battles of attrition, and
drag-out fights.

Romps are combats in which the
player characters aren’t in any danget;
they're designed to allow the characters
to kick some butt and show off. A
good example might be a small party of
goblin raiders trying to waylay a party of
6th-level adventurers. Although vour
ultimate intention is to push their char-
acters’ abilities to the limit, allowing
them to run amok tends to increase the
players’ sense of satisfaction and create
some good opportunities for roleplay-
ing. Although this formula isn’t com-
pletely reliable, most encounters in
which the total Hit Dice of the opposi-
tion is equal to or less than one-fourth
the total experience levels of all the
adventurers are bound to be romps. In
other words, eight orcs (1 Hit Die each,
total of 8 Hit Dice) versus four 8th-level
characters (total of 32 levels) is a romp.

Battles of attrition are engagements
that pit the characters against slightly
tougher foes. Although the characters
should win these fights, the oppaosition
might be stern enough to inflict a little
damage. The idea here is to test the
party’s stamina. Alone, none of the

Catch up on past installiments of Dungeoncraft.

http://www.wizards.com/dragon/Welcome,asp
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Provide muitiple ways of negoliating
each obstacle whenever
possible.

Use a wide variety of monsters
and NPCs when designing the
opposifion.

Give the players plenty of
opporiunilies to roleplay.

Malke sure that every obstacle the
players successiully negoliale
rewards them in some way, even if
that reward is not ohvious.

Break up particutarly difficult
ohstacies by placing easier
ohstacies in between them,

Make sure every player has a
chance 1o conlribule.

Niiow the players o receive it leas!
one particularly interesting reward
(a special magical iten, a lavor
Irom an imporiant nohie, or anether
unigue henefit) per adventure.

ake your maps interesting. Lots of
plain, 10° ¥ 10° dungeon corridors
gel boring nuickly.

battles presents a significant challenge to
the heroes’ abilities, but a series of these
combats should start to inflict a real toll.
Do the PCs have enough hit points to
withstand the onslaught? Enough heal-
ing spells? Encounters in which the total
Hit Dice of the opposition is roughly half
the total experience levels of the adven-
turers often fit best into this category.
Drag-out fights are big, climactic bat-
tles in which the players face strong
opposition. Normally, a drag-out fight is
a prelude to the players’ receiving some
great reward—obtaining valuable trea-
sure, uncovering an important secret, or
successfully completing the adventure.
Drag-out fights are the hardest combats
to balance. The ullimate objective is to
make the opposition weak enough that
the players will almost certainly win the
fight, but strong enough to make the
players doubt their chances. As a rule of

thumb, when designing your drag-out
fights, begin by selecting a group of
maonsters with total Hit Dice that equal
approximately 75% of the total experi-
ence levels of all adventurers. Since
you're facing a much thinner margin

of error when designing these encoun-
ters, though, vou should be especially
careful. Although the “75% Rule” might
provide you with a decent starting
point when setting up your drag-out
fights, in the end you're going to have to
trust your judgment. For now, just
choose opponents that make the battle
seem balanced in your eyes, and then
take away one or two enemies or capa-
bilities for good measure.

One of the keys to designing an enter-
taining adventuire is to combine romps,
battles of atirition, and drag-out fights
in just the right proportion. The best
adventurers establish a sort of combat
“rhythm.” For example, one or two
romps can whet the players’ appetites.
These are followed by a few battles of
attrition that lead to the first drag-out
fight, which is then followed by a few
more romps and then another drag-out

fight. From here, the adventurers might

face a series of battles of attrition that
culminate in the big drag-out fight that
serves as the adventure’s climax. In
effect, you're pacing your adventure in
much the same way a good director
paces a movie. Place romps in the areas
where the surroundings are less inter-
esting and you'd like to speed up the
action. Battles of attrition are a good
way to provide the players with the
feeling that they are slowly but steadily
advancing toward some goal. Drag-out
fights pick up the tension and get the
players” hearts beating a bit faster.
Although it's dangerous to make firm
assumptions about the order in which
the players will tackle the encounters
you sprinkle in their path, you should
give some thought to how you’d like
your adventure to progress when you
are designing the players’ opposition.

2. Heroic Feats and Tests

The AD&D game provides several dif-
ferent systems that allow the players to
use their characters’ unique abilities to
perform heroic stunts and feats: ability
checks, saving throws, and proficiency
checks, These systems can be used to

3)

6)

DON'T..

Put the adventurers in a situation

where they can perish without
warning from a single poor die roll.
Forgel 1o give your players some-
thing 1o o when not fighting.

Assume the players will tackie your
obstacies in any particular order or
assume that they'll attempt to
overcome any ohistacle in one
particular way.

)

Assume that all monsters are stupid.
Intelligent monsters should
construct intellivent defenses.

Forget ihal most monsters and NPCs
with access to magical items are
going to use those ilems against
invaders. Why would the evil necro-
mancer store his ring of protection
in a trunk in his betiroom when he
could be wearing it?

Force the players to fioht several
difficalt battles in a row without an
opporiunity to rest. 0f course, it
their own mistakes pul them in this
position, it's another matier entirely,

force the players to overcome a wide
variety of obstacles that aren’t directly
connected to combat.

For example, you might require the
adventurers to leap across a narrow
chasm (requiring a Dexterity check).
Similarly, you might place an extremely
valuable jewel in a room full of worth-
less trinkets; only a successful Apprais-
ing proficiency check allows the
adventurers to make off with the real
prize. For more inspiration, you should
re-read the sections on ability checks,
proficiency checks, and saving throws in
both the Player’s Handbook and the
DunNGEON MASTER" Guide.

One important distinction to keep
in mind as you sprinkle opportunities
to perform heroic feats and tests
throughout your adventure is the
difference between ability checks and
saving throws, Saving throws
improve dramatically with experience
level, while ability checks do not. Sincea
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character’s experience level is the most
important indicator of that character’s
significance and general aptitude, try to
arrange things so that the adventure’s
most critical heroic feats are resolved by
saving throws. As an example, suppose
you've decided that, to reach the leader
of the evil cult and rescue the princess,
the heroes must first make their way
through the Caverns of Despair—a mag-
ical labyrinth that saps their will to
fight. Only heroes with the strongest
willpower can hope to negotiate the
caverns successfully and reach their
quarry. Since Wisdom is a measure of
personal willpower, it might seem like a
good idea to require each adventurer to
make a successful Wisdom check to
make his or her way through the
caverns. However, this situation is
probably best handled with a saving
throw vs. paralyzation, since it should
always be easier for higher level charac-
ters to perform a feat that is so impor-
tant to the adventure. There's certainly
something wrong if a legendary hero
has no better chance to complete an
important test than a Ist-level charac-
ter. In this particular case, you can
account for characters with high
Wisdom scores by allowing them to
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add their Magical Defense Adjust-
ment to their saving throws,

For similar reasons, an ability check or
proficiency check should never be used
to resolve a life-and-death situation;
always use saving throws to handle
these cases. Let's return to the example
of the narrow chasm the adventurers
must leap to reach a remote portion of
the dungeon. While it's reasonable to
require a Dexterity check to perform the
leap, any characters who fail the check
should not fall to their deaths. Instead,
give these unfortunates a saving throw
vs, breath weapon to catch themselves
on a ledge before plummeting. Again,
the higher the hero's level, the greater
the chance he or she will find a way to
survive against all odds. Using saving
throws in this fashion also ties nicely to
some of the game's other systems and
assumptions, After all, shouldn’ta ring of
protection +2 help prevent an adventurer
from stumbling down a chasm to his or
her death? It will if you resolve the situa-
tion with a saving throw, but it won't if
you rely solely upon an ability check.

Of course, one of the problems with
using saving throws in this fashion is
that it's sometimes difficult to deter-
mine which category to use in any par-
ticular situation. To help, here is a recap
of some important and often over-
looked guidelines from Chapter 9 of the
Player’s Handbook.

Paralyzation, poison, death magic
Situations that call for exceptional force
of will or physical fortitude.

Petrification, polymorph: Situations
in which a character must withstand
massive physical alteration to his or her
entire body.

Breath weapon: Situations in which a
combination of physical stamina and
Dexterity are critical factors in survival.

Spell: Situations that don’t fit into any
of the other three classifications.

3. Feats of Sorcery

The coolest thing about playing an
AD&D wizard or priest is the ability to
toss around magical spells. You should
strive to keep vour spellcasters happy by
giving them all sorts of opportunities to
exercise their magical abilities and show
off for the other players. Generally, this
gives you two things to consider when
designing your adventures.

First, try to make sure that you even-
tually give each of the spellcasters in the
party an opportunity to castall of the
spells in their various arsenals. If one of
your wizards finds a scroll containing
the plant growth spell and adds it to his
ot her spellbook, the player will become
frustrated if your adventures never pro-
vide an opportunity to use the spell. Of
course, this doesn’t mean that you must
include an opportunity for all your
spellcasters to use all their spells in
every adventure. As you sitdown to
create each adventure, however, take
note of any of the adventurers’ magical
capabilities you might have been
neglecting in recent weeks and try your
best to incorporate them.

Second, think about using special rid-
dles, puzzles, and obstacles that can be
solved only by the correct application of
magic. Suppose, for example, the PCs
are pursuing a band of orcs who have
captured one of their comrades. Eventu-
ally, the characters find the orcs slaugh-
tered in a clearing, but there is no sign of
their friend. What should they do? Well,
if she’s using her head, the party’s priest
might realize that she can spend a few
hours praying and then cast a speak with
dead spell. It's likely that the dead orcs
can provide the PCs with the clue
needed to continue the quest.

When you incorporate these sorts of
challenges into your adventures, you
accomplish two aims. You make sure
that the spellcasters have the opportu-
nity to make an important contribution,
and you confront the players with an
interesting enigma. You can also use this
tactic to prevent the PCs from reaching
certain parts of the adventure until
they're ready. Placing a wizard lock on a
key door in your dungeon, for example,
prevents the party from entering that
area until one of their spellcasters
obtains a knock or dispel magic spell.

Join us again in thirty days when we'll
begin to lay the groundwaork for an

actual adventure. )

Ray Winninger is an author, a gante
designer and (curiously) an executive in the
higl tech industry. This installment begins
his second year of “Dungeoncraft.”



By Skip Williams

This manth, the Sage considers the use (and
abuse) of spells, proficiencies, and character
abilities in the ADED" game and wraps up
with a look at fatniliars.

A player in my campaign came up with
an idea for the Tenser's destructive reso-
nance spell in the Spells & Magic book.
It goes something like this: What if
someone purchased a large glass vase,
filled it with shards of broken glass or
caltrops, and in the center of the vase
put a dagger, which would be the target
of the spell? The dagger explodes, tak-

the blast should inflict damage equal to
the target item’s total weight.

In general, Tenser’s destructive reso-
natce does not produce any shrapnel
effects. When there are lots of loose items
lying about, items tend to be obliterated
in the blast or else largely unaffected
(roll item saving throws vs. magical fire).
Surviving objects could be scattered
around if they weigh less than 1 pound.
Roll randomly for direction and dis-
tance. Use the grenade scatter diagram
from Chapter 9 in the DunGEON MASTER

Guide and orient it so that the “1” posi-

hat are the correct rules for natural

healing?

ing the glass or caltrops with it. Would
the glass or caltrops cause damage in
addition to the spell damage? If so
what would the damage and range of
the blast be?

First, you cannot target any spell on
something held in a container; there
must be an unbroken line between the
caster and the target point.

In any case, since the character has
packed all the items together to con-
struct a sort of fragmentation bomb, the
whole collection should be treated as a
single object. (This brings to mind last
month’s discussion of the itenn spell.) The
caster cannot target just one part of the
itern. If the assembled item weighs more
than what the spell can affect, the spell
fails. If the spell can affect the new item,
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tion is toward the caster. Objects should
move about 1d3 x5 feet.

Suppose a ring of kender surrounded a
battlerager (the dwarf fighter kil), and
then the kender proceeded to taunt the
dwarf, one after the other, with the next
one taunting before the dwarf could
attack the previous taunter. Since the
taunt automatically affects the battle-
rager and forces the dwarf to attack the
taunting creature, what would happen,
since there is more than one taunting
creature?

You seem to refer to the special effect
of the taunt spell on a battlerager in the
throes of a killing rage. The kender taunt
is not a taunt spell, though I suppose you
could treat it as one in this instance.

“xSage Advic

1801 Lind Avenue'S

The Sage cannor malke personnl replios;
please include no SASE with your questions.
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Magazine
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In any case, the battlerager is not
obligated to attack the kender unless the
dwarf fails his or her saving throw vs.
the kender taunt or until the killing rage
builds up. (The latter takes 5 rounds.) If
the battlerager fails a saving throw vs.
the kender taunt, the dwarf attacks the
kender who made the taunt and suffers
all the penalties the taunt imposes (a -2
penalty to attack rolls and Armor Class).
Once the battlerager’s killing rage kicks
in, the rage bonuses partially offset the
taunt penalties. (See the battlerager kit
description in The Complete Book of
Drwarpes.)

If a battlerager is ever subjected to
multiple taunt effects, he or she attacks
the nearest taunter and presses the
attack until that taunter is dead (even if
subjected to a new taunt effect), then
moves on to the next nearest taunter. [f
two taunters are equidistant, randomly
determine which one the battlerager
attacks.

Can a restoration spell be used to
restore drained ability scores other than
Constitution? The spell mentions only
Constitution loss, but I thought the idea
was to restore any permanent loss.

The restoration spell description in the
current Player's Handbook doesn’t men-
tion Constitution loss, only Intelligence
lost to a feebleniingd spell. I recommend,
however, that you allow a restoration
spell to restore all ability score points lost
to a single ability, provided the loss came
from a creature or item's special attack.
For example, if a character loses several



points of Wisdom in a battle with a
lamia, one restoration spell should restore
all the lost points,

A restoration spell will not restore Con-
stitution points lost from being killed
and subsequently raised from the dead,
nor will it restore a Constitution point
lost due to casting the perntanency spell.

I'm confused about the gem values
required for some wizard spells. For
example the lesser sign of sealing spell
requires a pinch of gem dust worth at
least 100 gp—a sapphire for electricity.
A sapphire, however, has a base value
of 1,000 gp. I know gems of lesser value
are possible, but these are pretty rare,
and a gem of only a tenth the base
value is extremely rare. Then there are
the gems needed for the conjure ele-
mental-kin spell, which requires an
aquamarine, amber, ruby, or emerald
worth 1,500 gp. Ambers are commonly
worth only 100 gp, and aquamarines
are typically only 500 gp. It would be
difficult to find a 1,500-gp aquamarine
and even harder to discover a 1,500 gp
amber. Since the spell description says
you need a gem worth 1,500 gp (instead
of 1,500 gp worth of gems), it seems this
spell cannot be used with ambers or
aquamarines very often.

Read the material component entry
carefully. If it calls for a single gem, that
is what you must have. If it calls fora
certain monetary value of gems, vou can
combine smaller stones to achieve the
necessary amount. For example, the
lesser sign of sealing spell requires 100 gp
worth of gem dust, not a single gem.

If a spell requires a single gem of a cer-
tain value, you can cut large gems into
smaller, less valuable pieces (or just use a
gem that is bigger than vou need), but
you can’t combine smaller gems to get
the required amount. For example, you
can cut a 1,000-gp stone into ten 100-gp
pieces (or perhaps only eight or nine
100-gp pieces if the DM wants to allow
tor wastage and jeweler’s fees) for use in
spells that require 100-gp gems. You can-
not, however, use fifteen 100-gp stones
in a spell that requires a single 1,500-gp
gem.

Note that the gem in a conjure elemen-
tal-kin spell is a focus; it is not consumed,
but the caster must have it to cast the
spell. The material components (which

to heal 3 hit points per day.

supersedes the older advice.

What does this mean?

Help on Healing

What are the correct rules for natural healing? Chapter 9 of the Player's Hand-
book says characters heal naturally at a rate of 1 hit point per day of low activity
or 3 hit points per day of complete bed rest. In the section on the Healing profi-
ciency, it says that a character can help others heal at a rate of 1 hit point per day
or 2 poinis per day of bed rest, but that both Healing and Herbalism are required

This is a long-standing error in the Player’s Handbook that has defied correction
through numerous reprints of the book.

I suggest you just add up the healing values, That is, a character regains 1 hit
point per day of light activity or 3 hit points per day of complete rest. A character
whao receives a healer’s care while being restricted to light activity regains 2 hit
points a day (1 point naturally and 1 from the healer). Characters who enjoy com-
plete rest while receiving a healer’s care regain 5 hit points a day (3 points naturally
and 2 from the healer), or 6 points a day if the healer is alse an herbalist.

“Sage Advice” has handled this question before, and the answer given here

The description for the Healing proficiency in the Player’s Handbook has a line
that reads: “Only characters with both Healing and Herbalism proficiencies can
attempt the same treatment for poisons the victim has swallowed or touched.”

The line refers to the procedure for treating a poison, which begins in the third
paragraph of the proficiency description. [t means that a character must have bath
the Healing and Herbalism proficiencies to treat an ingested or contact poison. (If
you just have the Healing, you can only treat injected poisons.) You also need both
Healing and Herbalism to treat inhaled poisons.

are consumed) are incense, clay, sulfur
and phosphorus, or else water and sand.

If someone willingly receives a nap
spell, how easy would it be to wake up
that person while the spell is in effect?
Would it be considered normal sleep or
magical sleep from which they would
only wake if attacked?

Treat it just like a sleep spell; it would
take some rough physical contact—slap-
ping or wounding—to awaken the
recipient.

Note that only willing recipients can
receive nap spells.

The standard bard ability to use all
written magical items at 10th level isn't
mentioned in the description of the
Loremaster in The Complete Bard's
Handbook. Is this replaced by the
Arcane Lore ability? When using the
Arcane Lore ability, does a failed
Wisdom check indicate a misread
scroll? That is, does the spell on the
scroll go awry if the Wisdom check
fails?

Loremasters receive the Arcane Lore
ability instead of the standard bard

ability to use written items, When read-
ing a scroll, the Loremaster can attempt
a Wisdom check. If the check succeeds,
the character can use the scroll. If the
check fails, the character can’t use the
scroll. A failed roll does not cause a
mishap, but I recommend thata
mishap occur on a roll of 20.

Does the psionic power truthear indi-
cate when the subject tries to lie or
merely when the subject doesn’t speak
the truth? What happens when the sub-
ject merely stretches the truth?

The power works just like the defect
lie spell. It detects intentionally false
statements—things the subject knows
or believes are not true. If the subject
speaks the literal truth, the power
does not detect a falsehood even if the
subject is twisting or stretching the
truth.

What are the costs of the Contact
psionic ability (from The Complete
Psionics Handbook) for targets with Hit
Dice over 20? Is it even possible to use
Contact on creatures with more than 20
Hit Dice?
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Yes, it’s possible to make contact with
creatures of more than 20 Hit Dice. 1 sug-
gest a cost of 23 for all creatures of 21 Hit
Dice or more, though you can just
extend the table in the power descrip-
tion by adding 5 points for every group
of 5 Hit Dice beyond 20.

1s there any limit to the total number of
languages a druid can speak?

Not really. A druid’s Intelligence score
(and number of available proficiency
slots, if you're using the optional
proficiency rules) determine how many
languages the character can speak, just
at it does for any other character.
However, the druid also gains extra
languages as a class ability (the secret
language of druids, plus one woodland
language every three levels). These
languages are free and do not count
against the character’s Intelligence limit
nor do they require proficiency slots.

Is a clone, once grown, magical? Does it
radiate magic? Can it be dispelled? Can
it enter antimagic zones?

then it would be a type P/B weapon
instead of type B, and clerics could not
use it, though it would still inflict mace
damage and require the Mace profi-
dency to use.

Amorningstar is not simply a spiked
mace; it is a much larger weapon that
resembles a baseball bat with rows of
spikes set in the business end.

You might come across books that
identify maces or flails with heads
consisting of round balls set with sharp
spikes as morningstars, but this does
not reflect the nomenclature of the
Dé&D game.

Exactly how long does a changestaff
spell last? Is it permanent? If the caster
died and you found the caster’s
remains hundreds of years later, could
you use the staff?

A changestaff spell lasts until it is dis-
pelled or the staff is destroyed. The
completed staff can be used only once
per day for a maximum of 1 turn per
caster level, and only the caster can use
the staff.

s there any limit to the total number of

languages a druid can speak?

The magic of a clone spell ends once
the cloning is complete. The resulting
creature is not magical and does not
radiate magic (though a character with
the Spellcraft proficiency might be able
o recognize it as a magically created
being). Antimagic has no special effect
on clones, and clones cannot be
dispelled or destroyed by effects that
disrupt magic.

I'm confused about the difference
between maces and morningstars.
Not all maces are flanged, right?
Aren’t spiked maces practically the
same thing as moming stars? If not,
what's the difference between a
spiked mace and a morningstar? Is it
spike length?

In the D&D* and AD&D games, a
mace is always a blunt weapon. It hasa
fairly thin, short haft (like the handle of
a hand axe) and a head that might have
ridges, flanges, or knobs. Technically, a
mace could have a spiked head, but
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1 have some questions about mechani-
cals from The Complete Sha'ir's Hand-
book. How do you make a mechanical’s
steam power source start again after it
has worked for its total minutes of
activity? How quickly does a spring-
powered mechanical exhaust its
power? Do you have to wind it for 1
round for every minute of activity or
for every minute it just sits there?

Any mechanical’s endurance is mea-
sured in rounds of activity; a mechanical
does not use power by just sitting still.

Steam-powered mechanicals can be
refueled. 1 recommend 1 round of
work and 1 to 10 gp (set a value appro-
priate to your game) worth of fuel for
every minute the mechanical runs.
Also roll 1d20 at each refueling. On a
roll of 1 the mechanical explodes after
1d6 rounds.

How does a thief’s Backstab ability
work with the critical hit system from
the Praver’s OprionN®: Combat & Tactics

rules? Will a successful backstab
always be a torso hit? How do you
calculate damage?

Just go through the critical hit proce-
dure normally. Assuming a backstab is
always a torso hit is fine as a house rule,
but it doesn’t have to be that way. In any
case, determine whether a critical hit
occurs and what effect the critical hit has
before calculating the backstab damage.
A backstab does not increase or other-
wise alter any special effect a critical hit
might have (such as severing, crushing,
bleeding, or movement reduction). You
might want to reroll some criticals or
bump up the severity roll; for example,
you might decide that a successful back-
stab does not cause a graze effect.

When a critical hit doubles or triples
damage, add the multiples to the
multiples from the backstab. For
example, a »2 (one extra multiple)
damage critical hit coupled with a >3
(two extra multiples) backstab yields
x4 damage (x1 for the base damage
plus three extra multiples). A x3
damage critical hit coupled with a x3
backstab yields x5 damage (1+2+2).

I've noticed that the familiars listed in
the Player’s Handbook have different
statistics from those listed for similar
animals in the MonsTROUS MANUAL™
tome. For example, cat familiars have
Armor Class 7 and Intelligence scores
of only 2 or 3. In the MonsTROUS MAN-
uAL” tome, however, domestic cats have
Armor Class 6 and Intelligence scores
of 9. Which statistics should we use?
My copy of the MONSTROLS MANUAL
tome gives cats an Intelligence of 1,a
movement of 9, and an AC of 6. In gen-
eral, when dealing with familiars, use
the statistics in the Player's Handbook. A
cat familiar, however, has an Armor
Class of 6 and is semi-intelligent (2-3),
You might want to give domestic cats
(and familiars) a movement rate of 12—
they sure aren’t slower than people. ~¥

Skip Williams is a confirmed cat lover who
shares his Seattle avea home with Cyrano de
Bratcat (and also with his wife, Penny).
Cyrano is a bluepoint Siamese with amazing
vocal prowess and enough feline charnt to
bring most humans to their knees. Neverthe-
less, Skip assures us he's never meta cat that
could claim an Intelligence scare as high as 9.



BY JOLLY R. BLACKBLIRN

SKRAAD USED TO BE THE “FIFTH
FATE!" BUT HE ANGERED THE
GODS AND WAS BANISHED.

N\

HE DARED TO
CHANGE THE
FUTURE TO

AVERT THE

DEATH OF HIS

-~ MORTAL LOVER.

BEING EX/LED FROM THE FELLOWSHIP IS THE
MOST SEVERE FORM OF PLINISHMENT THE
GODS CAN HAND DOWN TO ONE OF THEIR OWN,

I DON’T KNOW ABOUT THAT! ARE YOU
FORGETTING WHAT THEY DID TO
NAVINGER, THE GOD OF EUNUCHS??

\

AS SOON AS YOU'VE ENTERED THE
ROOM, THE DOORWAY YOU JUST
PASSED THROUGH VAN/SHES. THE
ONLY WAY TO EX/T THE ROOM IS
THROLIGH ONE OF THE FOUR DOORS
ON THE FAR WALL, OKAY, SO HERE'S
THE DEAL. EACH OF YOU MUST
CHOOSE HIS OR HER OWN PATH. THAT
MEANS EACH OF YOU MUST CHOOSE
A DOOR OR ‘PATH' TO ENTER,

LH HUH. T THINK T JUST FIGURED OLIT
WHO BOLGHT THAT LAST COPY OF

"GRIMMOCK'S TRAPS, RIDDLES, AND

PUZZLES" DOWN AT WEIRD PETE'S.

WE'D BETTER BE EXTRA
CAREFLL, SOMETHING 84D
IS ABOUT TO GO DOWN.

50 WHAT IF WE DECIDE MOT TC PICK A PATH?
HUH, WISEGLIY? SUPPOSE 1 JUST DECIDE NOT
TO PLAY YOUR GAME? T ATTACK ONE OF THE
WALLS WITH MY PICKAXE OF BREAC\I:ING.

EVERY TIME YOU STRIKE THE you'
WALL, THE CEILING DROPS ONE mnéf;vgg Re
FOOT! KEEP IT LIP AND YOU'LL DON'T YOu?
ALL BE CRUSHED TO DEATH.

AN HOUR GLASS MYSTERIOUSLY APPEARS, SUSPENDED IN MIDAIR, AS THE SAND
BEGINS TO POUR, A DEEP, RUMBLING VOICE DECLARES, "CHOOSE YOLR PATH
BEFORE THE SAND RUINS OUT, OR YOUR PATH WILL BE CHOSEN FOR YouU/”

AND YOU SAY WE LOOKS LIKE B84, IS
we”égésa'ﬁpwr"ﬁeé‘é € EACHWAVE TOPCK A PURPOSELY TRYING
HOUR GLASSES? DIFFERENT DOOR? TO SPLIT UP THE

\ PARTY, BUT WHY?

A\

HACK

i OOOASH, LICENESE TD
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WHY?2 T'LL TELL YOU WHY. MAYBE ‘COS LAST WEEK SOME /D/OT POINTED OUT
TO BA. THAT OUR PARTY'S COMB/NED FIREPOWER COULD EASILY TAKE OUT A
THIRD WORLD NAT/ON - THAT'S SOMETHING HE DIDN'T NEED TO KNOW.

HEY, HOW WAS I SUPPOSED TO KNOW B.4. WAS GONNA READ MY
SPREADSHEETS WHEN I FORGOT TO TAKE THEM WITH ME?

\




OKAY DAVE, YOU WALK THROUGH POOR NUMBER THREE AND
VAN/SH FROM SIGHT, T'LL LET YOU KNOW WHAT HAPPENS AFTER
THE OTHERS HAVE CHOSEN THEIR PATHS. WHO'S LIP NEXT?

I GUESS I AM. -GULP- I'LL TAKE DOOR FOUR
- NO WAIT!! MAKE 1';HAT NLIMBER TWO.

YOU'RE PICKING POOR  UH ... ER ... NO, GIMME DOOR FOUR/
TWO? ARE YOU SUREP  YEAH, FOUR! T GO WITH DOOR FOUR.

TEN MINUTES LATER...

THAT’S RIGHT, YOUR CHARACTER HAS
BEEN REPLACED BY A FREDATOR
DOFPPELGANGER, THE ROOM WAS A
BAIT-TRAP 50 HE COULD FIND A HOST
TO PERPETUATE HIS EV/L ON THE WORLD,

/ OH MAN. THIS 1S HEAVY//

FIVE MINUTES LATER ...

OKAY SO YOU'RE ALL

FOLR IT IS/ YOLI ENTER THE DOOR AND VAN/SH FROM
SIGHT. AGAIN, T'LL LET YOU KNOW WHAT HAPPENS TO YOUR
CHARACTER ONCE EVERYONE ELSE HAS GONE THROUGH A DOOR.

VANISH? T HOLD UP MY HANP IN
FRONT OF MY FACE. CAN I SEE IT?

SORRY, BOB. T OKAY, LET'S GET THIS OVER WITH.
CAN'T TELL You 1 PICK POOR NUMBER ONE/!
ANYTHING JUST YET, g5

THERE |5 ONE M/NOR DETAIL T HAVE TO
CONVEY TO 808 IN PRIVATE, CAN THE REST OF
YOU GRAB A SODA AND WAIT OUT IN THE
LIVING ROOM FOR A FEW MINUTES?

MINOR DETAIL? CRIPES! T KNEW / WAS
GOING TO GET SCREWED ON THIS DEAL.

U W -
DUDE. HUNCH WAS RIGHT/

YOU JUST GAVE ME A LICENSE TO HACK!
THIS IS AWESOME! 1 CAN SCREW WITH
THE OTHER GUYS AND STUFF AND THEY
WON'T BE ABLE TO HOLD IT AGAINST ME

\COS |'M NOT ACCOLINTABLE.

T LIKE YOUR ENTHUSIASM, LET'S \
BRING THE OTHERS BACK IN.

/ THIS IS
GOING TC BE
S0 KEWL!
~ HEH HEH.

AFTER THE GAME....

BOB'S FIT TO BE TIED. S0,
HOW PIP YOU FIGURE [T ouT?

B.A. SHOULDN'T HAVE
TOLD US THE NAME OF
THE ADVENTUIRE HE
WAS RUNNING,
“THE DOFPLER EFFECT"

WAS A DEAD GIVEAWAY.

Knights of the Dinner Table™ © KenzerCo 1999 = Intermet: hitp://members.aol.com/relkin/kenzerco.himl
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www.kovalic.com

By Joe Pillsbury

The Unspetkebie 09F Dby John Kovalic

TELEPORTATION EXFERT

MUST BE ABLE To
RELOCATE

HELP \WANTED 5
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By Aaron Williams

“While your guild’s child protection requirements are
commendable, they make your spell's use as a theft
deterrant about as effective as dryer lint!!l”



HEY, 1GOR !
WHRAT CAN
\ 1 GET You?

3\0 '™ Resowm(,’tgdho |
CK UP ANY m

| DON'T BVEN HNE

.1 RESOLVE
To BUY MORE LEAD
UNTIL | PAINT OF THE

THE TIME TO MOUNTAINS ofF MINIKTURES
PLAY THE
= S\ AND 1'VE RESOLVED Y0 SBP
HAVE ! Wi O\ BUYING MORE DICE,Too
BUY OTMERS? Mok

=y
N %
|

CAN BE To0

ADD\CTVE ! INE :

| RESoWVE 10 KIKK
THE COLLECTIBLE CARD

GAME HABIT, AND |\

RESOLVE ONLY To BuY
GAMES | NEED, NOT
PILED AROUND THE HOUSE, | | THOSE | COVET BECAUSE

3 VEWL!

©1999 Shetland Productions

SERI\OUSLY.
WHRAT CawN |

GEY You?
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“WHAT "~ SAID THE EVER
PATIENT GIRL SIPEKICK-,
*ARE You POING?"

WHY NOT? THERE
RE sQ Hﬂ%

STORIES ABAUT "‘MONSTERS

IN THE EARTH' ARE SOME OF

THE OLDEST STORIES THERE
ARE, POSSIBLY BASED ON
ENCOUNTERS (WITH CAVE
PWELLING- NEANDERTHALS TENS }
OF THOUSANDS OF YEARS _-

Y TopaY WE JUST
LIVE IN MOM'S -

BASEMENT. _ ‘
S (&

STORIES OF 'HIPPEN TREAS

CAME FROM PRIMITIVE PEOPLES

WHO HAD YET To GRASP THE

CONCEPTS OF MINING AND~
MY SHOVE,

MY MOM GAVE "\
ME THIS SHOVEL-. )




