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Not Door

A few weeks ago, | took part in an in-house
playtest. Playing D&tD at work is, in itself, a
great experience, but this was better than the
norm. For reasons unknown, | decided to play a
darkmantle barbarian. Using the rules presented
in last issue’s “Monsters with Class” article,
I rolled stats, getting a pretty decent charac-
ter whose one disadvantage, a 4 Intelligence,
seemed just my speed.
In issue #291’s editorial, | described how
I’'m a sucker for characters who know their
lines, and since I’d been editing this month’s
“Catchphrases” article before the playtest, | had
to have snappy dialog. | wanted fo let everyone
know that my darkmantle barbarian was about
as likely to solve a riddle as a drunk turnip.
Latching on fo something distinctive and easy,
| decided that | would only speak in two-word
sentences during the playtest.
The group dropped info the thick of the
advenfure we were playtesting, and we were
presented with a choice of five different doors.
Since everyone in the room was a professional game
designer or edifor, we couldn’t decide which door to open. Enter darkmantle
dialog. “Door!” | shouted, and slammed into the nearest door. Not realizing that
the door was made of stone, | was happy with a Strength check of 23. The stone
didn’t give an inch. Figuring this would puzzle the darkmantle (who, having no
hands, couldn’t try the knob), | turned to the other players and asked, “Not
door?” Since the other players were busy laughing, | tried another door, failed,
and again dubbed it a “not door.”

Once all five “not doors” had been opened by smarter party members, the
darkmantle’s speech pattern had been thoroughly established, and the other
playtesters were starting to mimic the pattern, ad-libbing two-word sentences of
their own. Good character catchphrases become signature lines and define the
character. Inane dribble like “not door,” however amusing, has the potential fo
totally overtake a group, and when everyone started joining in (fo the detriment
of the playtest), | loudly proclaimed, “Not imitate!”—playing it off like the dark-
mantle was sensitive about his speech.

Since the playtest was short, there was no real danger to the product or fo
the group even if everyone had adopted the darkmantle’s speech pattern and
stuck fo it. However, that’s not the case with most games, which can easily be
damaged by too much silliness.

Knowing a group’s fone is part of playing well, and even if you’ve come up
with what you think is insanely funny behavior or dialog for your character, it’s
a good idea to first make sure it’s the right kind of group and the right kind
of session for the humor. Making folks laugh at the beginning of the session
with an oft-repeated bit of nonsense is well worth it, but it’s not particularly
fair to a hard-working DM to do so in the middle of the climactic encounter.
Catchphrases, even those as silly as the darkmantle’s, are mostly about helping
the mood and verisimilitude of the game. The mood for the playtest, because of
the darkmantle, was unfeftered goofiness—not a good choice for a campaign
that’s meant fo last.

| know I’'m not the only player who thought up a stupid line for one of his
characters. Send a nofe to scalemail@wizards.com and tell us about your favorite
low-Intelligence character and the silly stuff that made you laugh at the gaming
table. Or, better yet, send a note telling us how the ECLs from that “Monster’s with
Class” article are working out.
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SHaRe YOUR OPINION

DraGoN Magazine
1801 Lind Avenue S.W.
Renton, WA g8055, USA

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

fOR SUBSCRIPLIONS OR INQUIRIES
REGARDING YOUR CURReNt
SUBSCRIPLIONS

EMAIL

CALL

EUROPEAN
EMAIL

Few changes grace the pages of
DRAGON rhis issue, a fact that seems
out of place in light of the chaotic pace
of the last few months. Many of you
have written in praising the recent
issues, and we're glad fo see that some
of you are enjoying and commenting
on issue #292’s playtest article “Bad
Seeds.” In the future, we'll have more
opportunities like “Bad Seeds” and the
feats from issue #293’s “Elemental
Planefouched.” A few of you have
asked questions about the playtest
material, wondering if it has been bal-
anced for use in your game. Well, all
modesty aside, DRAGON presents some
of the most well-balanced material
around, and the playtest material is no
exception. The feedback solicitation is
a request for our readership to use the
material and tell us what they think. If
the material is as interesting and

well balanced as we think it is, it will

likely appear in a larger product.
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Flower Power

| was very relieved to see the “Bad
Seeds” article in issue #292, since one
of the things that | thought was lacking
from the Monster Manual was a nice
representation of plant creatures. (|
seem fo remember many more plant
monsters in the 2nd Edition Monstrous
Manual, some of which appeared in the
current article.)

It was particularly nice fo see the
return of the myconid, and | can’t wait
until my PCs gain a few levels so |
can toss an orcwort at them! My only
regret is that my adventuring group
just recently finished trekking through
the forest, and now I'll have to think
up some excuse fo have them wander
back through it!

Robert Matunas ¢ Cranbury, NJ

Regurgitated Races

“Lords of the Lost Vale”—hmph! The
subtitle should have read: Four Old
Races Regurgitated into “Edition du
Jour” Format. The saurials are not
“new.” They appeared as PC options
in 2nd Edition’s Complefe Book of
Humanoids, and in Curse of the Azure
Bonds before that. Try to be accurate
when you pass this stuff off as new.
Next you'll be telling us the fighter is a
new class. You might try coming

up with something new instead of
riding the coat-tails of 1st and 2nd
Edition AD&tD.

Sorry. | forgot that it has been about
ten years since anything innovative like
DARK SUN came out. At least you're not
saying the myconid and needleman in
the “Bad Seeds” article are new mon-
sters. Can you tell me who originally
came up with the needleman for the 1st
Edition’s Fiend Folio or the myconid for
the 1st Edition’s Monster Manual 2?

| see you're planning on repackag-
ing these old monsters between two
covers and marketing them in a sup-
posedly new product, for those who
haven’t bought the same material the
first two or seven times.

Vince Lethal Vince_Lethal@hotmail.
com

Presenting a race or monster with sta-
tistics appropriate for the new edition

is important fo a lot of our readers,
and few articles in the past year have
received as much praise as “Lords of
the lost Vale.” Sean K Reynolds, one
of the authors of the new FORGOTTEN
RealMs Campaign Setting book, did a
great job on the article, and since we
knew that they wouldn’t appear in any
FORGOTTEN REALMS products in the near
future, DRAGON was the place fo
present them.

If conversions bother you, don’t
worry, in 20+ issues dedicated fo 3rd
Edition, we’ve done conversions less
than a dozen times, and each, as in the
case of the death knights from issue
#290 and the saurials from issue #292,
was requested by large numbers of
readers before we decided to run it.

We're always interested in getting
feedback on this topic though, and
we'd love to hear how often others
think we should present conversions.

Emotional Return
| was very excited to see the return of
my favorite humanoids—the saurials—to
the FORGOTTEN REALMS. | was also glad
to see that Sean K Reynolds included
the scent/emotion descriptions. | really
enjoyed The Finder’s Stone trilogy
by Kate Novak and Jeff Grubb and
have read that series several times. |
found a few scents/emotions that were
not covered in your article, and I've
included them for your consideration.
They are:

«Vanilla: amusement

«Hay: concentration, arcane magic

«Mint: shame or remorse

«Garlic: stubborness/determination

«Chicken Soup: impatience

«Basil: desire

«Soil: frustration

«Cinnamon: love

| would like to add that I've been
enjoying DRAGON Magazine for nearly
10 years. | might not always use every
article, but more often than not, | find
several useful articles or bits of infor-
mation. Keep up the good work!

Dean Siemsen ¢ Sent via email

Chain Gang
| was wondering if we'll be seeing
some more coverage of CHAINMAL as



a wargame in the pages of DRAGON. |
realize that you are running arficles
about the setting, but those are for
D&D and don’t actually pertain to the
wargame aspect of CHAINMAIL.

| feel that now is the time to pro-
mote CHAINMALL as a wargame, nof just
as a D&tD setting. Recently, we have
seen the demise of FASA and their
wargames, as well as a decline in the
sales of other wargames due fo pro-
hibitive pricing and the publisher’s afti-
tude toward distributors and retailers.
A decent marketing of CHAINMAIL could
prove profitable. By decent marketing,
I'm not suggesting TV ads, full-page
magazine ads, or billboards, but merely
a bit more coverage and information
in your non-electronic media. A few
strategy articles or even a regular
column for Q&tAs, FAQs, product pre-
views, and so on would be great.

Another complaint | have is the lack
of information concerning product
availability. How about including an ad
that shows what figures and box sets
are available for the various factions? |
do not have Internet access, so | can’t
check the Web for product information.
How about throwing us poor electroni-
cally challenged folks a bone here?

There is a void for good wargames
ouf there, and you have a good prod-
uct that could fill it if only you would
let it. Please don’t let this good game
slip through the cracks.

William Wright « Address withheld

Our “Command Points” column, written
by game designer Rob Heinsoo, concen-
trates on exactly the kind of CHAINMAIL
coverage that you describe. New war-
bands and effective strategies promote
the game as a wargame. We know we're
biased, but we love CHAINMALL foo.

Old School DRAGON
| recently finished reading my copy
of DRAGON #292, and | noted Jason
Sitcosky’s letter with some concern.
If | read it correctly, the gist of Mr.
Sitcosky’s letter is that he believes
DrAGON no longer applies to old-school
roleplayers such as himself. 'm in that
category, too—I've been gaming since
1979. Mr. Sitcosky feels that today’s
DrAGON Magazine caters only fo the
hack-and-slashers.

| contend that DraGon Magazine (and
its DUNGEON companion), in fact, appeals
to everybody. I've always felt that the
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new edition of D&D stresses, among
other things, flexibility and customiza-
tion. There are uncounted players out
there, and they fall info several gaming
types, as the magazine has menfioned
in the past. Still, DrAGON can be for
everybody. While it’s impossible for
every article to be written specifically
for every type of gamer, | believe that
you can get a greaf deal out of nearly
everything in every issue.

Whether you're a hack-and-slasher;
Monte Haul-er; rules lawyer; enjoyer of
mystery, horror, or historical campaigns;
power gamer; pure roleplayer; or some-
thing completely different, it's very easy
fo adjust and fine tune the material fo
work with your campaign.

| don’t use everything | read in
DrAGoN (that really can’t be done), but
| get a great deal of use out of nearly
the entire magazine every month, pro-
vided that | alter it to give it that spe-
cial “Tyler touch.”

The rules (in both the books and
magazines) can help you run any type of
campaign you want. If rules and mate-
rial seem to lean one way, and you want
them to lean the other, just push a little
and change them until they fit info your
campaign. lt's your game, after all.

Tyler Jones o Tempe, AZ

Man the ramparts! Barricade the
gate! DRAGON Magazine is besieged
by castle content! Check out the new
fraps fo keep thieves out of your
freasure room, new siege weapons to
tear down the walls of any castle, and
new magic fo fortify your stronghold.
Learn the secrets of your castle staff,
and shake the foundations of your
enemy’s fortress with a new prestige
class. But there’s more to this issue
than castles: Kill a dragon barehanded
with new unarmed combat specialists,
and discover how to make secret
societies a part of your game.

Inside you'll also find “Class
Acts,” “Bazaar of the Bizarre,” and
“Elminster’s Guide fo the Realms.” And
as always, you'll find advice, tools,
and tactics to
improve your
game!

$5.99 U.S.

$8.99 CAN
Product No.
82295

CaptiON CONtest

What’s so funny? Why, you are! So send your caption for this carfoon to

by May 1st, and be sure to write “issue
#2094” somewhere on your enfry. Your caption will undergo rigorous festing by the edi-
tors, and if it passes, it just might be prinfed in an upcoming issue, There’s no need fo cut
up your magazine. If you want fo include the drawing, send in a photocopy.




We agree. In fact, to show our read-
ers how ideas can easily be used in
different ways, we've started including
many “In Your Campaign” sidebars

in each issue. Now we want fo know:
Are they working?

We Like This Guy

Each month, | anxiously await the
plastic-wrapped gift of your magazine
in my mailbox. | am fanatical as | care-
fully remove the protective coating to
devour each and every page, begin-
ning with the cover art and anecdofal
message from the editor. | am amazed,
and wonderfully satiated, by the aca-
demic depth and thoroughness of each
article—be that historical cities, cultural
bastions, or even fantasy races. You
exist in a challenging market: Websites
can ouf-publish you and reach a
broader audience at less cost, and full
books and source material can outpace
you in focus and devoted page space.
And yet you thrive.

DrAGoON is a staple of the gaming
industry and an invaluable resource to
gamers, aficionados, and game mas-
ters. My only regret when | read your
magazine cover fo cover is the voice
of such unhappy people as those who
periodically fill the “Scale Mail” col-
umn. Not every article is written for
them, but for mass appeal. To them |
say: Apply a bit of that gamer creativ-
ity and intellect, and either adapt the
material or do not incorporate it into
your game. If your money is wasted
on the magazine, spend it elsewhere or
create what you feel are valuable con-
tributions to the industry.

Keep up the good work DrRAGON. You
set a standard for the industry and
continually surpass yourself.

Brian A. MorganArmsirong
La Verne, CA

Thanks. We love us too.

Githyanki 101
I've read DraGon Magazine for a while
now, and I've always enjoyed the
articles dedicated to the language and
names of a particular species; surface
elves, drow, dwarves, dragon, and so
on. These articles are great because
they give a useful resource for all
players to use and recognize.
Recently, I've started playing a
female Githyanki, Ytlac’ra. From what |
can ftell, the Gith language is a bit

guttural, with lots of hard consonants
and a few silent letters scattered
about. I've tried to find a language |
could use as Gith, since | can’t find
any “official” listings, but | haven’t had
much success.

| was wondering if there are any
plans fo construct a language primer
for the Gith? If not, are there any
tips you can offer for creating one
myself, such as grammar rules and
sentence structure? Any help would
be appreciated!

Name and address withheld

We don’t have plans for language
primers of any kind, but our minds
aren’t closed fo the idea. The only
reason not to do language primers is
that while they might be just the thing
one or two of our readers are looking
for, they don’t sound like the kind of
article that will benefit lots of readers.
However, if we've misjudged demand,
it’s up to you folks to let us know.

School Has Never Been So Fun
Having read the editor-in-chief’s com-
ments on one shots (issue #292), |

had to write in and relay the one-shot
adventures | play with my old gaming
buddies every so often. We used to
call this adventure game “school,” and
the name has stuck even though we
are all in our thirties now.

The basic premise of the game
is that you are yourself. The hilar-
ity starts as the players write down
the scores and skills they think they
have. Then we proceed through an
adventure the DM creates using all the
extraneous people that the assembled
gamers know through school, work,
and so on.

In creating these one shofs, the
essential fun is inferacting with the
numerous NPCs (all of whom are real-
life characters) but in the adventure,
they are involved in secret plofs to
take over the school, they run drug
and prostitution rings, and sometimes
they have far more encompass-
ing plans—like taking over the world.
Players get fo track down people they
know (friends, neighbors, enemies, and
so on), spy on them, and figure out
what everyone is up to. It provides a
hilarious satire that is fun to play and
even more fun to DM.

Will Henson e Alameda, CA
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Super editor Matt Sernett recently ran
a similar one shot using the rules from
the upcoming dzo Call of Cthulhu.
Everything was going well until
DUNGEON Editor Chris Thomasson (well,
his character) got eaten by a strange
flying head thing. That was weird.

Lolth and Found

The “Rogues Gallery” in issue #2g90
about the Justicar and his friends
piqued my interest, so I've bought and
read the novels that tell his story. | was
surprised that | was able to finish all
three of them! Whire Plume Mountain
was the first novel to hold my inter-
est since | got out of high school! The
characters are great, and how the
story is told makes it seem as if it were
actually being played out by players—
wise-cracks, catchphrases, and all!

The thing that bothers me is that
with most D&tD books, such as the
DRAGONLANCE and FORGOTTEN REALMS
series, what happens in them becomes
“official.” In the end of Queen of the
Demonweb Pits, Lolth is killed by the
party on her home plane, which implies
that she can’t come back anymore. So
is she dead?

| know that DMs can make up what-

ever they want and not include the
events in the novel, but what about the
official stuff being put out by Wizards
of the Coast? Is she officially dead?
Will she come back like Orcus? Will she
no longer appear in D&tD campaign-
based novels and resources? That
would be a serious blow to how the
drow operate and function! Please let
me know what’s up, okay?

Ryan Bernardo ¢ Vacaville, CA

Good questions. Sadly, you'll have ro
wait. A new novel series dedicated fo
the trials of the drow in the FORGOTTEN
REALMS is on the horizon. We're not
sure what is going to be announced
when, but by the time you read this,
you should be able to find informa-
tion about the upcoming series on the
Wizards of the Coast website. Check
out www.wizards.com. ©

CAPUION CONtest WINNER

“Look, if you need to be in Waterdeep in fifteen
minufes and can’t afford to teleport . . . frankly,
this is your only option.”

Congratulations Brendan O’Donnell!
Voorhees, NJ

“YES, the conical hat is required fo make the best
lemonade; now keep stomping on the pad and
when | push this button the peels, pulp, and juice
will come out of those three pipes accordingly.”
Mark Dudden
Missoula, MT




WHERE'S KEV?!

. MAYBE ONE
I DIDN'T SEE THE

OF
HIM THE WHOLE COW-SIZED
BATTLE !

MAGGOTS

DINDIL AND T WENT ToE-To<ToE
WiTH FIVE GIGANTIC MAGGOTS!
AN INTESTINAL STRANGLER! AND
A MASS OF UNDEAD SNAKES
SQRUIRMING IN A POOL OF
O0ZING SENTIENT PUS!!
WHERE WERE You?!

PUKING UP

Epic Level Countdown

by Mat Smith

Epic Characters

21st Level is Only the Beginning

here’s nothing quite as satisfying
Tas gaining a new level. You get

to decide whether to continue in
the same class, multiclass into another,
or even fake a prestige class. You also
get another Hit Die, more skill points,
sometimes a new feat or an increased
ability score, possibly even extra spells
or special abilities. Once you're finished
“leveling-up” your character, he can
fight fougher monsters, cast more pow-
erful spells, and handle more dangerous
sitfuations—he can do more.

When the Epic Level Handbook

releases in July, there will be virtually
no limit to what your character can do.

Epic Classes

Epic versions of every class from the
Player’s Handbook, all the prestige
classes from the DUNGEON MASTER'S
Guide, the psion and psychic war-
rior from the Psionics Handbook, and
entirely new epic prestige classes, like
the divine emissary, are all detailed. In
addition to the nuts and bolts of Hit
Dice, skill points, special abilities, and a
list of available epic bonus feats, each
epic class is described briefly with
advice for developing your character,
including suggestions for how fo take
him in new directions.

Epic Skills
Playing at the epic level means doing
things that a normal character can
only imagine. Epic skills enable char-
acters to perform acts of truly heroic
proportions. For example, the Epic
Level Handbook describes Lidda the
epic-level rogue as being able to “hus-
tle across a hair-thin thread, put her
ear to a door, and hear a cat breath-
ing three rooms away.” Take a look
at some of the other things you'll be
able to do as a highly skilled epic-level
character:

Climb: Scale a perfectly smooth, flat
overhang or ceiling (DC 100).

Concentration: Cast a spell with
somatic components while grappled (DC
50 + spell level).

Escape Artist: Pass through a wall of
force (DC 120).

Open Lock: Open a lock as a free
action (DC 50 + lock’s original DC).

Swim: Swim up a waterfall (DC 80).

Tumble: Ignore falling damage from
any height (DC 100).

Epic Feats

Epic feats allow your character to
do the truly miraculous. “Casting
spells with a glance. Firing arrows at
opponents sfanding at the horizon.
Beheading opponents with your bare
hands. Crafting mighty magic items
of unsurpassed power. Charming
liches with the power of song. This
is the stuff of the epic feat.” The
Epic Level Handbook features over
100 epic feafs to choose from—as

if picking a new feat wasn’t already
hard enough. Each one either gives
your character a new capability or
enhances one he already has.

Distant Shot: Target anything you
can see with a ranged weapon with no
penalty for range.

Legendary Tracker: Track across or
through water, even through the air.

Positive Energy Aura: Automatically
turn (or destroy) undead within 30 feet.

Tenacious Spell: Chosen spell cannot
be dispelled, only suppressed for
1d4 rounds.

Vorpal Strike: Unarmed strikes can
behead opponents.

You'll also discover that while the
things an epic character can do are
well beyond the scope of anything he’s
done before, one thing hasn’t changed:
The most exciting part of gaining a
level as an epic-level character is look-
ing forward fo the next one. @
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Being

hile most of the deities central
to the Greyhawk campaign
sefting are detailed in Deities

&t Demigods, there are several gods
who play a role in the setting that are
not part of the core pantheon as it is
described there. Here are four of them:
luz, demigod, demon-prince, and head
of state; Pholfus, stern god worshiped
in the Theocracy of the Pale; Rao, god
of meditation and grace under pres-
sure; and Tharizdun, the mad god who
would destroy the universe.

Iu

Demigod (3)

Symbol: Grinning skull

Home Plane: Material Plane

Alignment: Chaotic evil

Portfolio: Deceit, pain, oppression, evil
Worshipers: Residents of the Empire of
luz and environs, inferrogators, spies
Cleric Alignments: CE, CN, NE
Domains: Chaos, Evil, Trickery

Favored Weapon: Greatsword

Thought to be the cambion son of the
demon lord Graz'zt, ruler of the 45th
through 47th layers of the Abyss, and
the powerful wizard Igglwilv, luz is
the ruler of his own nation-state in
the heart of the Flanaess. He gener-

s of POWER

FOUR GODS OF GREYHAWK

by David Noonan e illustrated by Anthony Granato

ally rakes the form of a massive, pale
demon when he wants to impress and
intimidate visitors, but he looks like a
shriveled old man when he wants fo put
supplicants at his court af ease.

Dogma

luz revels in the exploitation of the
weak by the strong, rule by guile and
deceit, and the inflicting of pain for the
sheer joy of it. His followers seek to
expand the reach of the nation of luz,
crushing enemies only after they’ve
tasted agony beyond imagining. Power,
pain, and oppression are the ultimate
goals, and no means fo those ends is
beyond the pale. No frick is too cruel,
no affack too ruthless, and no sacrifice
to luz too sickening.

Clergy and Temples

The clerics in luz’s church practice a
bizarre form of survival of the fittest,
fighting with each other as much as
they compete with other faiths, align-
ments, and powers. They travel across
the Flanaess, often in disguise, seeking
powerful magic items and captured
creatures of great good (such as cler-
ics, paladins, and monsters such as
unicorns and couatls). Outside of the
nation of luz, clerics adopt whatever
nondescript garb allows them to blend
in—worship of luz is forbidden in
many lands.

Two tiers of six advisors each (col-
lectively called the Boneheart) are
available at luz’s beck and call. Another
group of six powerful agents known
as the Boneshadow travel the world on
important missions of pain and deceit,
projecting luz’s dread influence every-
where.

luz builds grand temples to himself in
his nation-state, but his churches are
small and secret elsewhere. He main-
fains important sites for mass rituals,
sacrifices, and other ill deeds in forbid-
ding wilderness terrain far from the
eyes of good.

luz

Cleric 20/Assassin 10

Medium-Size Outsider (Chaofic, Evil)
Divine Rank: 3

Hit Dice: 20d8+160 (outsider) plus
20d8+160 (Clr) plus 10d6+80 (Asn)
(760 hp)

Initiative: +11 (+7 Dex, +4 Improved
Initiative)

Speed: 6o ft.

AC: 43 (+7 Dex, +3 divine, +16 natural,
+7 deflection)

Attacks: +3 chaotic unholy greatsword
+57/+52/+47/+42 melee; or spell +54
melee touch; or +45 ranged fouch
Damage: +3 chaotic unholy greatsword
2d6+27/17-20, or by spell

Face/Reach: 5 ft. by 5 ft./s5 ft.

Special Attacks: Domain powers, divine
aura, salient abilities, spell-like abilities,
sneak aftack (+5d6), death attack (DC
27), poison use

Special Qualities: Divine immunities, fire
resistance 23, damage reduction 38/+4,
spell resistance 35, portfolio powers,
spontaneous casting of divine spells,
understand, speak, and read all lan-
guages and speak directly to all beings
within 3 miles, rebuke undead 13/day,
remote communication, godly realm,
teleport without error at will, uncanny
dodge (cannot be flanked, +1 Reflex
saves/AC against fraps)

Saves: Fort +44, Ref +34, Will +46
Abilities: Str 42, Dex 24, Con 26, Int 24,
Wis 31, Cha 24

Skills: Bluff +53, Concentration +31,
Diplomacy +71, Disguise +43, Forgery
+33, Gather Information +43, Hide
+43, Innuendo +46, Infimidate +57,
Knowledge (arcana) +53, Knowledge
(religion) +53, Knowledge (history) +33,
Knowledge (nobility) +33, Listen +36,
Scry +30, Search +33, Sense Motive
+46, Spellcraft +30, Spot +36

Feats: Cleave, Combat Reflexes, Dodge,
Expertise, Extra Turning, Great Cleave,
Improved Bull Rush, Improved Critical
(greatsword), Improved Initiative,
Mobility, Power Attack, Power Critical
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(greatsword), Spring Attack, Sunder,
Superior Expertise, Whirlwind Attack
Divine Immunities: Transmutation, drain-
ing and ability damage, mind effects,
disease and poison, stunning, sleep,
paralysis, death effects, disintegration,
electricity, cold, and acid

Salient Divine Abilities: Alter Size, Alter
Form, Lay Curse, Wound Enemy

Domain Powers: Cast chaos and evil
spells at +1 caster level

Spell-Like Abilities (at will as a 13th-level
caster; base DC = 20 + spell level):
Animate objects, change self, chaos ham-
mer, cloak of chaos, confusion, create
undead, desecrate, dispel good, dispel
law, false vision, invisibility, magic circle
against good, magic circle against law,
mislead, nondefection, polymorph any
object, protection from good, profection
from law, screen, shatter, summon mon-
ster IX; time stop, unholy blight, word of
chaos, blasphemy, unholy aura

Cleric Spells/Day (base DC = 20 + spell
level): 6/9/9/8/8/8/7/6/6/6

Assassin Spells/Day (base save DC = 17
+ spell level): 4/4/4/2

Divine Powers

As a demideity, luz adds a divine bonus
of +3 fo all attacks, saves, and checks.
This is included in the stafistics block
when appropriate. He treafs a 1 on a sav-
ing throw or attack roll normally and not
as an automatic failure. He is immortal.

Senses: luz can see, hear, touch, and
smell af a distance of 3 miles. As a stan-
dard action, he can perceive anything
within 3 miles of his worshipers, holy
sites, objects, or any locafion where his
name or one of his fitles was spoken in
the last hour. He can extend his senses
to up to 2 locations af once, and he can
block the sensing power of deities of his
rank or lower af up to two remote loca-
tions af once for 3 hours.

Portfolio Sense: luz is aware whenever
a rumor or lie reaches the ears of af
least 1,000 people.

Automatic Actions: luz can use BIuff,
Innuendo, and Infimidate as free actions if
the DC for the task is 15 or less: He can
perform up to 2 such free actions each
round.

Create Magic Items: luz can create
items of up to 4,500 gp that create illu-
sions or obscure the truth without any
requisife item creation feat.

Divine Aura: The maximum radius for
luz's divine aura is 30 feet. The save DC
is 20.

5
PHOLTUS

Intermediate God (15)

Symbol: Full moon partially eclipsed by a
smaller moon

Home Plane: Celestia

Alignment: Lawful good

Portfolio: Light, law, order, sun, moon
Worshipers: Theocracy of the Pale resi-
dents, judges, lawyers, astronomers
Cleric Alignments: LG, LN, NG
Domains: Good, Knowledge, Law, Sun
Favored Weapon: Quarterstaff

Pholtus is the self-proclaimed ultimate
authority on law and the guardian of
the natural order of everything under
the sun and moon. Worshiped in the
Theocracy of the Pale, he urges his
followers to breathe every breath in
a perfect, orderly way. Artists in the
Theocracy of the Pale depict him in
paintings and sculptures as a slender,
white-robed form with shining eyes
and an ivory quarterstaff topped by
an electrum sun-disk.

Dogma
Pholtus teaches that those who hold to
chaofic or evil nofions are never fo be
shown the slightest tolerance, and all
should aggressively spread the perfect
order of law across the Material Plane.
As one revered text puts it: “The One
True Way is a strict path, but it guaran-
tees rightness. Show no tolerance for
those who do not give all for the cause
of Law. Fanaticism in the name of the
Blinding Light is praiseworthy, and Law’s
champions shall be rewarded in the era
when chaos has been vanquished.”

Clergy and Temples
Depending on their rank, clerics of
Pholtus wear three kinds of vestments:

Lower-level members of the Glimmering
Order dress in white, mid-rank mem-
bers of the Gleaming Order add silver
trim and accessories, and the powerful
Shining Order are bedecked in white, sil-
ver, and gold. Clerics of Pholtus gener-
ally travel in large groups when outside
the Theocracy of the Pale, because the
unbending dogma of Pholtus is unpopu-
lar in many lands.

Within the Theocracy of the Pale, an
Inquisition-like fervor has gripped the
priesthood for more than two hundred
years. Wizards, sorcerers, and clerics
of “hostile” faiths, and unusual crea-
tures are watched closely or driven
away. The Templars of the Church
Militant and the roaming High Legates
lead periodic campaigns throughout
the Theocracy of the Pale, putting
anyone who dares disturb the perfect
order of Pholtus to the sword.

A ruling body of clerics known as
the Council of Nine chooses a great
Theocrat, who sits on the Throne
of the Sun for a lifetime and is also
known as the Supreme Prelate of
the Pale. The Council of Nine ordi-
narily attends to affairs across the
Theocracy and beyond, but they meet
in the city of Wintershaven four times
a year to discuss matters of church
doctrine and policy.

Pholtus’s temples are everywhere
in the Theocracy of the Pale, and they
double as important government build-
ings. They usually have a strong watch
presence and prison cells where those
who break the laws of Pholtus can be
punished for their crimes against the
perfect order of the universe.

Pholtus

Fighter g/Paladin 20/Cleric 20
Medium-Size Outsider (Chaotic, Good)
Divine Rank: 15

Hit Dice: 20d8+140 (outsider) plus
gdi0+63 (Ftr) plus 20di0+140 (Pal) plus
20d8+140 (CIr) (822 hp)

Initiative: +15 (+11 Dex, +4 Improved
Initiative)

Speed: 8o ft.

AC: 76 (+11 Dex, +15 divine, +28 natural,
+12 deflection)

Attacks: +5 disruption holy speed quar-
ferstaff +82/+82/+77/+72/+67 melee
plus +82/+77 melee (off hand)

Damage: Huge +5 disruption holy speed
quarterstaff 1d6+12/19-20 or 1d6+8/19-
20 off-hand

Face/Reach: 5 ft. by 5 ft./5 ft.
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Special Attacks: Turn undead 21/day

as Clr2o, 21/day as Palzo, domain pow-
ers, divine aura, salient abilities, spell-
like abilities

Special Qualities: Detect evil, divine
grace, lay on hands (240/day), divine
health, aura of courage, smite evil,
remove disease (6/week), portfolio pow-
ers, divine immunities, damage reduction
50/+4, fire resistance 35, spell resis-
tance 67

Saves: Fort +58, Ref +63, Will +61
Abilities: Str 25, Dex 32, Con 25, Inf 37,
Wis 31, Cha 35

Skills: Appraise +61, Bluff +80,
Concentration +g5, Decipher

Script +51, Diplomacy +108, Gather
Information +50, Heal +88, Intimidate
+74, Jump +49, Knowledge (religion)
+101, Knowledge (local) +g1, Knowledge
(nobility and royalty) +g, Listen +58,
Perform +60, Profession (judge) +1o1,
Profession (lawyer) +101, Ride +88,
Scry +81, Search +51, Sense Motive
+105, Spellcraft +81, Spot +58; *Always
receives a die result of 20 on

skill checks

Feats: Alertness, Ambidexterity, Brew
Potion, Combat Reflexes, Craft Magic
Arms and Armor, Craft Wondrous Item,
Deflect Arrows, Disguise Spell, Dodge,
Empower Spell, Enlarge Spell, Expertise,
Extra Turning (x2), Fleet of Foot, Forge
Ring, Greater Spell Focus (Abjuration),
Greater Spell Focus (Evocation),
Greater Spell Penetration, Heighten
Spell, Improved Critical (quarterstaff),
Improved Disarm, Improved Initiative,
Improved Trip, Improved Two-Weapon
Fighting, Improved Unarmed Strike,
Jack of All Trades, Lightning Reflexes,
Maximize Spell, Mobility, Persistent
Spell, Point Blank Shot, Power Critical
(quarterstaff), Precise Shot, Quicken
Spell, Run, Scribe Scroll, Skill Focus
(Sense Motive), Spell Focus (Abjuration),
Spell Focus (Evocation), Spell Mastery,
Spell Penetration, Still Spell, Stunning
Fist, Superior Expertise, Two Weapon
Fighting, Weapon Focus (quarterstaff),
Weapon Specialization (quarterstaff),
Whirlwind Attack

Divine Immunities: Acid, cold, electricity,
poison, transmutation, draining and abil-
ity damage, mind effects, imprisonment,
and banishment

Salient Divine Abilities: Alter Form, Alter
Reality, Alter Size, Area Divine Shield,
Avatar, Divine Blast, Divine Radiance,
Divine Shield, Divine Skill Focus (Sense
Motive), Divine Weapon Focus (quar-

terstaff), Energy Burst, Energy Storm,
Extra Domain, Gift Of Life, Instant
Counterspell, Know Secrets, Lay Quest,
Power of Truth

Domain Powers: Cast good, law, and
divination spells af +1 caster level,
greater furning.

Spell-Like Abilities (at will as a 25th-
level caster; base DC = 38 + spell level):
Aid, blade barrier, calm emotions, clai-
raudience/clairvoyance, defect secret
doors, detect thoughts, discern location,
dictum, dispel chaos, dispel evil, divina-
tion, endure elements, find the path, fire
seeds, fire shield, flame strike, foresight,
heat metal, hold

monster, holy aura, holy smite, holy
word, legend lore, magic circle against
chaos, magic circle against evil, order’s
wrath, prismatic sphere, profection from
chaos, protection from evil, searing light,
shield of law, summon monster IX, sun-
beam, sunburst, frue seeing

Cleric Spells/Day (base DC = 20 + spell
level, 22 + spell level for Abjuration and
Evocation): 6/9/9/8/8/8/7/6/6/6
Paladin Spells/Day (base DC = 20 + spell
level, 22 + spell level for Abjuration and
Evocation): 6/6/5/5

Divine Powers

As an intermediate deity, Pholtus auto-
matically receives a die result of 20 on
any check. He also adds a divine bonus
of +15 fo all attacks, saves, and checks;
this is included in the statistics block
where it applies.

Senses: Pholtus can see, hear, touch,
and smell at a distance of fifteen miles.
Portfolio Sense: Pholtus senses the
breaking of any law the instant it hap-
pens and retains the sensation for fif-

teen weeks after the event occurs.

Automatic Actions: Pholtus can use
any of his Knowledge or Profession skills
as free actions if the DC for the task is
25 or less. He can perform up to ten
such free actions each round.

Create Magic Items: As a god of
light and law, Pholtus can create magic
items that emit light or affect chaotic
creatures without the requisite item
creation feat.

Divine Aura: The maximum radius for
Pholtus’s divine aura is 1,500 feet. The
save DC is 37.

Avatars

Pholtus’s avatars are usually slender
men with shining eyes and gleaming
white robes. On rare occasions, he

uses an avatar to visit the Council of
Nine when they meet.

Avatar of Pholtus: As Pholtus except
divine rank 7, AC 42 (touch 29, flat-
footed 31); Atk +73/+73/+68/+63/+58
melee plus +73/+68 melee (off hand)
(1d6+12/19-20 or 1d6+8/19-20 off-hand);
SV Fort +50, Ref +55,

Will +53

Divine Aura: The maximum radius for
the avatar’s divine aura is 70 feet. The
save DC is 29.

Spell-Like Abilities: at will as a 17th-
level caster; base DC = 30 + spell level
Salient Divine Abilities: Alrer Size,

Divine Blast, Divine Radiance, Divine
Shield, Divine Weapon Focus (quarter-
staff), Extra Domain, Gift Of Life, Know
Secrets, Lay Quest

RAO

Greater God (17)

Symbol: White facemask

Home Plane: Celestia

Alignment: Lawful good

Portfolio: Peace, reason, serenity
Worshipers: Paladins, monks, negotiators
Cleric Alignments: LG, LN, NG

Domains: Good, Knowledge, Law
Favored Weapon: Light mace

The deity of calm, meditative thought and
contemplation, Rao (Rah-oh), appears as
a dark-skinned elderly man with bushy
white hair and a smile that radiates his
inner peace. He is rarely without the
Serene Staff of Rao, an artifact that he
wields as a light mace.

Because he is the god of peace, Rao
has few enemies among the gods; even
Nerull has stayed his hand when faced
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with Rao’s beatific calm. He rarely inter-
feres directly in the affairs of Oerth,
instead working through his worshipers
to bring an end to the wars that rage
across the Flanaess. He becomes active
to oppose luz whenever he can, because
luz has been responsible for much of the
recent warfare.

Monks and spellcasters who seek
uninterrupted meditation also venerate
Rao. Many gurus admonish their fidget-
ing pupils to “be as Rao.”

Dogma
Rao expects clerics and other worship-
ers to reject strong emotion for the calm
and serenity of inner peace. Only when
the foundation of good and reason are
threatened should Rao’s followers take fo
the battlements.

As Rao’s clerics say in a post-medi-

Serene Staff of Rao: This item, shaped
like an undersized staff that a shep-
herd might use, is a +5 holy lawful
speed light mace that can banish (as
the banishment spell cast by a 2oth-
level cleric) any outsider of up fo 40

HD within line of sight as a standard
action. It also projects sympathy
within a one-mile radius (as the sym-
pathy spell cast by a 2oth-level cleric)
and can heal with a fouch.

Caster Level: 25th; Weight: 5 Ib.

tative prayer: “Reason is the greatest
gift. It leads to discourse, which leads
to peace, which leads fo serenity. If
all could be convinced to reason with
each other, the world would enjoy the
harmony of benign order. Some refuse
fo use reason and instead resort fo vio-
lence, at which fime action—governed by
reason and wisdom—is required to coun-
teract their deeds and restore peace.”
When such direct action is required,
evildoers find Rao’s soldiers a difficult
challenge: calm, implacable, and utterly
convinced of the righteousness of
their cause. Though slow to act, Rao’s
followers act surely, carefully, and
with great force.

Clergy and Temples

Clerics of Rao spend much of their time
in meditation and teaching. Some are
gifted counselors and negotiators, and
many warring noble clans only bury the
hatchet after a cleric of Rao bids them
sit down and talk of peace.

Temples to Rao are generally stately,
open-air affairs filled with incense, quiet
chanting, and earnest philosophical dis-
cussion. Many have extensive libraries
and learned sages on hand to answer
even the most esoteric questions.

Rao

Fighter 20/Cleric 20

Medium-Size Outsider (Good, Lawful)
Divine Rank: 17

Hit Dice: 20d8+140 (outsider) plus
2dio+140 (Fir) plus 20d8+140 (CIr) (940
hp)

Initiative: +13 (+9 Dex, +4 Improved
Initiative)

Speed: 8o ft.

AC: 76 (+g Dex, +17 divine, +30 natural,
+10 deflection)

Attacks: Serene Staff of Rao +73/+73/
+68/+63/+58 melee; *Always receives

a die result of 20 on attacks; roll die fo
check for critical

Damage: Serene Sraff of Rao 1d6+34/19-
20/x3; *Always does

maximum damage

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

Special Attacks: Turn undead 13/day
Special Qualities: Damage reduction
52/+4, fire resistance 37, spell resistance
49

Saves: Fort +58, Ref +60, Will +68;
*Always receives a die result of 20

on saves

Abilities: Str 28, Dex 29, Con 24, Int 30,
Wis 44, Cha 30

Skills: Alchemy +50, Animal Empathy
+57, Balance +49, Bluff +70,
Concentration +77, Diplomacy +88,
Escape Artist +49, Handle Animal +77,
Heal +77, Intimidate +64, Knowledge
(arcana) +80, Knowledge (religion) +80,
Knowledge (the planes) +80, Perform
+70, Profession (philosopher) +go, Scry
+70, Sense Motive +77, Spellcraft +80;
*Always receives a die result of 20 on
skill checks

Feats: Alertness, Blind-Fight, Blindsight 5-
ft. Radius, Cleave, Combat Reflexes, Craft
Wondrous Item, Divine Might, Dodge,
Expertise, Eyes in the Back of Your Head,
Great Fortitude, Heighten Spell, Improved
Bull Rush, Improved Disarm, Improved
Initiative, Improved Trip, Improved
Unarmed Strike, Iron Will, Lightning
Reflexes, Mobility, Mounted Combat,
Power Attack, Power Critical (light mace),
Quicken Spell, Reach Spell, Sacred Spell,
Scribe Scroll, Spring Attack, Sunder,
Superior Expertise, Weapon Focus (light
mace), Whirlwind Attack

Divine Immunities: Acid, cold, electricity,
poison, transmutation, draining and ability
damage, mind effects, imprisonment, and
banishment

Salient Divine Abilities: Alter Form,

Alter Reality, Alter Size, Area Divine
Shield, Avatar, Battlesense, Clearsight,
Divine Blast, Divine Blessing (Wisdom),
Divine Dodge, Divine Fast Healing,
Divine Inspiration (hope), Divine Shield,
Divine Spellcasting, Divine Storm, Divine
Weapon Focus (light mace), Divine
Weapon Specialization (light mace), Gift
of Life, Instant Move, Life and Death,
Mass Divine Blast, Rejuvenation

Domain Powers: Cast good, law, and divi-
nation spells at +1 caster level

Spell-Like Abilities (at will as a 27th-level
caster; base DC = 37 + spell level: Aid,
blade barrier, calm emotions, clairaudi-
ence/clairvoyance, detect secret doors,
defect thoughts, discern location, dictum,
dispel chaos, dispel evil, divination, find
the path, foresight, hold monster, holy
aura, holy smite, holy word, legend lore,
magic circle against chaos, magic circle
against evil, order’s wrath, protection
from chaos, protection from evil, shield
of law, summon monster IX, frue seeing
Cleric Spells/Day (base DC = 29 + spell
level): 6/1/10/10/10/10/8/8/8/
8/3/3/3/3/2/2/2/2

Divine Powers

As a greater deity, Rao automatically
receives the best possible result on any
die roll he makes. He also adds a divine
bonus of +17 to all attacks, saves, and
checks; this bonus is included in the sta-
fistics block where it applies.

Senses: Rao can see, hear, fouch, and
smell at a distance of seventeen miles.

Portfolio Sense: Rao senses anyone
deep in meditation or peace negofiations
seventeen weeks before the event hap-
pens, and he retains the sensation for
seventeen weeks after the event occurs.

Automatic Actions: Rao can use any
Knowledge or Profession skill as a free
action if the DC for the fask is 30 or less.
He can perform up to twenty such free
actions each round.

Create Magic Items: Rao can create
any nonartifact magic item, except for
weapons, armor, and any item that deals
damage.

Divine Aura: The maximum radius for
Rao’s divine aura is seventeen miles. The
save DC is 37.

Avatars



Rao rarely sends his avatar to the
Material Plane, although he’ll some-
times fravel fo peace talks incognito.

Avatar of Rao: As Rao except divine
rank 8, AC 56 (touch 28, flat-footed
47); Atk +63/+63/+58/+53/+48 melee
(1d6+34/19-20/x3, Crook of Rao); SV
Fort +48, Ref +50, Will +58

Divine Aura: The maximum radius
for the avatar’s divine aura is 70 feet.
The save DC is 27.

Spell-Like Abilities: Caster level 18;
base DC = 28 + spell level.

Salient Divine Abilities: Alter
Size, Clearsight, Divine Blast, Divine
Blessing (Wisdom), Divine Inspiration
(hope), Divine Shield, Divine Weapon
Focus (light mace), Divine Weapon
Specialization (light mace), Gift of Life,
Life and Death.

Intermediate God (11)

Symbol: Dark Spiral

Home Plane: Imprisoned on demiplane
Alignment: Neutral evil

Porifolio: Entropy, insanity, darkness
Worshipers: Insane cultists

Cleric Alignments: CE, CN, NE
Domains: Chaos, Evil, Madness, Force,
Destruction

Favored Weapon: Curved dagger

An ancient, dark god of malign decay
and madness, Tharizdun seeks noth-
ing less than the utter destruction of
the universe, reducing all to literal
nothingness. Eons ago, Tharizdun was
imprisoned when the other gods put
aside their differences and attacked
in unison, fearing his dread dreams
would come to pass.

Now Tharizdun is trapped alone in a
prison demiplane from which he cannot
free himself. His conduits fo the Material
Plane and the rest of the Great Wheel
are few and tenuous, and only learned
sages know that Tharizdun was ever
worshiped. Under cover of darkness,
cults of his insane priests labor fire-
lessly to free their dark master from his
prison, hoping to aid him in the destruc-
tion of all.

Tharizdun’s cultists call him by many
names, including He of Eternal Darkness
and the Ebon God. He also grants spells
in the guise of the Elder Elemental Eye.

Dogma

The very threads that weave the uni-
verse together must be torn asunder,
then burned, then the ashes scattered,
unfil all is nothingness and no one
exists to remember existence. As an
inscription in one of Tharizdun’s black
pyramids says: “Light must be snuffed,
perfection decayed, order dissolved,
and minds fragmented.”

Tharizdun’s dark whispers are entropy
themselves, and thus his dogma doesn’t
get more complex than that. Given the
insanity rampant among his clerics, any
discussion about Tharizdun’s will often
degenerates into screams and ululations.

Clergy and Temples

Many of Tharizdun’s clerics have no
idea that they worship He of Eternal
Darkness. Tharizdun hides behind other
names and aspects, most nofably the
Elder Elemental Eye. Those who know
the truth are offered great power, but
the price is often the cleric’s sanity.
The more dark blessings a cleric of
Tharizdun receives, the more tenuous
her grip on reality.

Tharizdun’s few remaining temples
and unholy sites are far from civilization
and well hidden—the public knowledge
of a site devoted to Tharizdun is enough
to raise an army of crusading paladins.
Tharizdun’s cults guard these sites care-
fully and rarely stray from them, for
their dark god has great difficulty grant-
ing spells far from the ancient sites once
devoted fo him.

Tharizdun

Wizard 20/Cleric 20

Medium-Size Outsider

Divine Rank: 11

Hit Dice: 20d8+120 (outsider) plus
20d4+120 (Wiz) plus 20d8+120 (Clr)

Tharizdunn’s Domains

The Madness and Force domains,

and the spells that go with them, are
reprinted here to give DMs who are
new to Tharizdun the freedom fo use
him as intended. The domains and
spells first appeared in The Return to
the Temple of Elemental Evil by Monte
Cook. If you're using that product,
you'll note that there is a differ-

enf granted power for the Madness
domain. The one presented here is an
alternate version that does not use the
Insanity statistic. If you have access
to both, feel free fo choose which is
more appropriate for your campaign.

(760 hp)

Initiative: +13 (+9 Dex, +4 Improved
Initiative)

Speed: 8o fi.

AC: 44 (+g Dex, +n divine, +24 natu-
ral, +10 deflection)

Attacks: +5 ghost fouch keen wound-
ing dagger +66/+61/+56/+51 melee
Damage: +5 ghost fouch keen wound-
ing dagger 1d4+12/15-20

Face/Reach: 5 ft. by 5 f1./5 ft.
Special Attacks: Rebuke undead
13/day, domain powers, divine aura,
salient abilities, spell-like abilities
Special Qualities: Portfolio powers,
divine immunities, damage reduction
46/+4, fire resistance 31, spell resis-
tance 63

Saves: Fort +50, Ref +52, Will +49
Abilities: Str 23, Dex 29, Con 22, Int
44, Wis 39 (19), Cha 31

Skills: Alchemy +835, Balance +22, Bluff
+44, Concentration +81, Diplomacy
+55, Disguise +54, Heal +14, Hide
+76, Innuendo +43, Intimidate +74,
Jump +22, Knowledge (arcana)

+g1, Knowledge (geography) +68,
Knowledge (history) +68, Knowledge
(religion) +g1, Knowledge (the planes)
+78, Knowledge (undead) +g1, Listen
+58, Move Silently +53, Profession
(scribe) +77, Scry +g1, Search +61,
Sense Motive +54, Spellcraft +g1, Spot
+58, Swim +41, Tumble +53; *Always
receives a 20 on skill checks

Feats: Brew Potion, Combat Casting,
Combat Reflexes, Craft Wand, Craft
Wondrous ltem, Dodge, Empower
Spell, Enlarge Spell, Eschew Materials,
Extend Spell, Extra Turning, Forge
Ring, Greater Spell Penetration,
Heighten Spell, Improved Critical (dag-

DRAOD 31




ger), Improved Initiative, Maximize Spell,
Persistent Spell, Quicken Spell, Scribe
Scroll, Silent Spell, Spell Penetration,
Still Spell, Weapon Finesse (dagger),
Weapon Focus (dagger), Widen Spell
Divine Immunities: Acid, cold, electricity,
poison, transmutation, draining and abil-
ity damage, mind effects, imprisonment,
and banishment

Salient Divine Abilities: Alter Reality,
Alter Size, Alter Form, Arcane
Mastery, Avatar, Control Creatures
(undead), Divine Blast, Divine
Inspiration (despair), Divine Shield,
Divine Spellcasting, Extra Domain

x2, Increased Spell Resistance,
Spontaneous Wizard Spells

Domain Powers: Cast chaos and evil
spells at +1 caster level, Insanity 20
(adds +10 to Wisdom for spellcasting,
-10 to Wisdom otherwise), reroll dam-
age roll 1/day

Spell-Like Abilities (at will as a 21st-
level caster; base DC = 31 + spell
level): Animare objects, annihilation™,
blasphemy, blast of force*, bolts of
bedevilment*, chaos hammer, circle
of doom, cloak of chaos, confusion,
contagion, create undead, desecrate,
disintegrate, dispel good, dispel law,
earthquake, forcecage, harm, implo-
sion, inflict critical wounds, inflict
light wounds, insanity, mage armor,
magic circle against good, magic circle
against law, magic missile, Otiluke’s
resilient sphere, Otfiluke’s telekinetic
sphere, phantasmal killer, protection
from good, protection from law, rage*,
random action, repulsion, shatter,
summon monster IX, Tharizdun’s mad-
dening scream®, Tharizdun’s touch”,
unholy aura, unholy blight, wall of
force, weird, word of chaos

Cleric Spells/Day (base DC = 24 + spell
level): 6/10/10/9/9/9/8/7/7/7/3/
2/2/2/2

Wizard Spells/Day (base DC = 27 +
spell level): 4/9/8/8/8/8/7/7/7/7/3/
3/3/3/2/2/2/2

Divine Powers

As an intermediate deity, Tharizdun
automatically receives a die result of
20 on any check. He also adds a divine
bonus of +11 to all attacks, saves, and
checks.

Senses: Tharizdun can see, hear,
touch, and smell at a distance of eleven
miles.

Portfolio Sense: Tharizdun senses
the thoughts of any insane person,

and he retains the sensation for eleven
weeks after the event occurs. He is
likewise aware of any destructive act
performed at a site where he was once
worshiped.

Automatic Actions: Tharizdun can
use Alchemy, Spellcraft, or any of his
Knowledge or Profession skills as free
actions if the DC for the task is 25 or
less. He can perform up to fen such
free actions each round.

Create Magic Items: As a deity of
destruction and madness, Tharizdun
can create any magic item that deals
damage or forces a compulsion on
a target.

Divine Aura: The maximum radius
for Tharizdun’s divine aura is 1,100
feet. The save DC is 31.

Avatars

Tharizdun’s avatar takes the same
form he does: a pitch-black, roiling
amorphous form. His avatars can’t
leave Tharizdun’s prison either, but
they’re the only companions the Ebon
One has, so he'll occasionally create an
avatar fo converse with, fight, or per-
form some unspeakable rite. Rumors
persist, however, that one of his ava-
tars remains frapped somewhere on
the Material Plane, unable to leave but
also beyond the watchful eyes of the
other deities.

Avatar of Tharizdun: As Tharizdun
except divine rank 5; AC 31 (fouch 18,
flat-footed 22) SV Fort +44, Ref +46,
Will +43

Divine Aura: The maximum radius
for the avatar’s divine aura is 50 feet.
The save DC is 25.

Spell-Like Abilities (at will as a 15th-
level caster; base DC = 25 + spell
level): Tharizdun’s avatars have the
Chaos, Evil, and Destruction Domains
only.

Salient Divine Abilities: Arcane
Mastery, Control Creatures (undead),
Divine Blast, Divine Inspiration
(despair), Divine Shield, Divine
Spellcasting, Increased Spell Resistance

THE MADNESS DOMAIN

Deity: Tharizdun

Granted Power: Once per day, see and
act with the clarity of true madness.
You may add your Charisma modi-
fier to the DC of any spell. You must
choose whether or not to use this
power before the spell is cast.
Madness Domain Spells

1 Random Action

2 Tharizdun’s Touch

3 Rage

4 Confusion

5 Bolts of Bedevilment
6 Phantasmal Killer

7 Insanity

8 Tharizdun’s Maddening Scream
g9 Weird

Tharizdun’s Touch
Enchantment [Mind-affecting]
Level: Madness 2
Components: V, S

Casting Time: One action
Range: Touch

Target: Creature touched
Duration: 1 rounds/level
Saving Throw: Will negates
Spell Resistance: Yes

You can touch one living creature,
clouding his mind so that he takes no
actions for 1 round per caster level.
The dazed subject is not stunned (so
attackers get no special advantage
against him), but he can’t move, cast
spells, use mental abilities, and so on.

Rage

Enchantment (compulsion) [Mind-
affecting]

Level: Madness 3

Components: V, S

Casting Time: One action

Range: Touch

Target: Creature fouched
Duration: 1 round/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

This spell puts a creature info a
screaming blood frenzy. In this rage,
the farget gains a +4 morale bonus to
Strength and Constitution and a +2
morale bonus on Will saves. (Unlike
barbarians, no penalty to AC is suf-
fered, and no fatigue period comes
after the rage is over.)

Bolts of Bedevilment

Enchantment [Mind-affecting]

Level: Madness 5

Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Target: Up fo three creatures
Duration: 2 rounds/level

Saving Throw: Will negates

Spell Resistance: Yes

This spell empowers you with the abil-
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ity to cast three ray attacks,
one per round, during a
period of one round per
level. Attacking with the ray
attack is a standard action.
The ray affects one living
creature, clouding his mind
so that he takes no actions
for 1d3 rounds. The affected
creafure is dazed (not
stunned), so attackers get
no special advantage against
him, but he can’t move, cast
spells, use mental abilities,
and so on.

Tharizdun’s Maddening
Scream

Enchantment (Compulsion)
[Mind-affecting]

Level: Sor/Wiz 8
Components: V

Casting Time: 1 action
Range: Touch

Target: Living creafure
touched

Duration: 1d4+1 rounds
Saving Throw: None
Spell Resistance: Yes

The target cannot keep himself
from screaming, gibbering,
and leaping about as though
completely mad. This spell
makes it impossible for the
victim to do anything other
than race about caferwauling.
The spell also gives the victim
a -4 penalty to his AC, makes
it impossible for him fo use a
shield effectively, and requires
that he roll a 20 for Reflex
saves fo succeed.

THE FORCE DOMAIN

Deity: Tharizdun

Granted Power: By manipu-
lating cosmic forces of
destruction, once per day
the cleric can re-roll any
damage roll (for a weapon, a
spell, or an ability) and take
the better of the two rolls.

Force Domain Spells
Mage Armor

Magic Missile

Blast of Force

Oriluke’s Resilient Sphere
Wall of Force

Repulsion

o b wn -

7 Forcecage

8 Otiluke’s Telekinetic
Sphere

9 Abnnihilation

Blast of Force
Evocation [Force]

Level: Force 3
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. + 10
fr./level)

Target: One creature or
object

Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

You direct a single, invisible
blast of force af a chosen
target. This is a ranged fouch
aftack that inflicts 1d6 points
of damage for every two
levels, fo a maximum of 5d6.
In addition, a successful hit
forces the target fo make

a Fortitude save or be
knocked prone (size and sta-
bility modifiers apply fo the
saving throw as if this were
a bull rush.)

Annihilation

Evocation [Force]

Level: Force g
Components: V, S

Casting Time: 1 action
Range: Medium (100 ft. + 10
fr./level)

Effect: 2-foot globe of noth-
ingness

Duration: 1 round/level
Saving Throw: None

Spell Resistance: Yes

Using a blast of incredible
force, you fear a femporary
hole in the fabric of reality.
This hole takes on the form
of a sphere of annihilation.
You control the sphere as if
you possessed a falisman of
the sphere. At the end of the
duration, the hole seals itself
and the sphere disappears,
leaving a path of destruction
in its wake. ©@
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Class

Acts:

The Nightson;

Infiltrator

by Monte Cook
illustrated by Scott Roller

NIGHTSONG INFILTRATOR

Experts in breaking into “secure”
areas, the nightsong infiltrator is the
perfect thief and the perfect spy.
Whether he is there fo steal gold or
information, jewels or secrets, the
infiltrator of the Nightsong Guild is
trained to do his job quickly and effi-
ciently. As such, they practice exten-
sively with locks and traps, and they
focus on doing their job under pres-
sure and in unfavorable conditions. For
example, they frain extensively with
climbing since they often have to scale
walls and reach high windows. They
have little time to work on combat
training and relegate such concerns

to their companions, the nightsong
enforcers (see last issue).

Rogues most frequently and most
easily become nightsong infiltrafors,
but bards, urban rangers, and intel-
ligent fighters can make good mem-
bers of the class as well. Rarer, but
possible, are spellcasting nightsong
infiltrators who use spells fo aid them
in getting in and out of places. Woe to
those who wish to keep their valuables
out of the hands of a Nightsong Guild
member who can become invisible,
walk through walls, or teleport!

Members of the Nightsong Guild
rarely work alone. Usually, they oper-
ate in teams. For PC nightsong infilira-
tors, these teams can be made up of
adventuring allies. When working as
part of a team, the nightsong infilirator
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works best as the
advance scout and
the point person, while
the others take care
of threats that he is
unable to deal with
(guards, mostly).

CLASS FEATURES

All of the following are class feafures
of the nightsong infiltrator prestige class.

Weapon and Armor Proficiency:
Nightsong infiltrators gain no new profi-
ciency with weapons or armor.

Climbing Action (Ex): The nightsong
infiltrator does not lose his Dexterity
bonus to AC while climbing, nor do
opponents gain a +2 bonus to afftack
him. A nightsong infiltrator attempt-
ing fo perform an action while climb-
ing reduces the incurred penalty for
doing so by his Dexterity bonus (with
no greater result than o). For example,
if the nightsong infiltrator attempts fo
open a lock on a high window while
hanging onfo a rope, the DM might
assess a -2 penalty fo the attempt. If
the character has a +3 Dexterity bonus,
the penalty is negated (but the “lefr
over” +1 provides no benefit).

Skill with Traps (Ex): Like rogues,
nightsong infiltrators can use the
Search skill to locate traps with DCs
higher than 20 and the Disable Device
skill to disarm magical traps. These
abilities follow all of the normal rules
for rogues using these skills.

' nightsong infilfrafor studies one small

i’ S
ratio:((Ex): If a 2nd-level

encounter area, such as a doorway or
guardpost, for one hour (in disguise,
hidden across the street, invisible), he
gains a competence bonus equal to his
Wisdom bonus to Bluff, Climb, Disable
Device, Disguise, Hide, Move Silently,
Open Lock, and Search checks while
in that encounter area for the next 24
hours. Further, if the nightsong infil-
trator has a permanent base or home,
these bonuses are always in effect in
his home.

Break Away (Ex): A nightsong infil-
trator who does nothing but move
during a round gains a +4 competence
bonus to AC against attacks during
that round. The nightsong infiltrator
must be aware of the attack (not flat-
footed) to benefit from this bonus.

Sense Magic (Su): A gth-level night-
song infiltrator can defect magic, as
the spell, at will. This ability is used
primarily to seek traps or help ascer-
tain the frue value of loot.

Specialized Tools (Ex): Given one
hour and 10 gp, a 4th-level night-
song infiltrator can prepare a special
tool for a job. To do so, the night-
song infiltrator must make a DC 15
Craft (woodworking) or a DC 15 Craft
(blacksmithing) check, whichever is
appropriate for the task (as deter-
mined by the DM). The nightsong
infiltrator must have the proper tools
(for use with the Craft skill) available



to make his specialized tool. He must
know something about the job (loca-
tion, general weather, lighting, and so
on) so he knows what to prepare. The
tools he prepares give him a +2 cir-
cumstance bonus to one type of skill
check (Climb, Disguise, Escape Artist,
Hide, Move Silently, Open Lock, Pick
Pocket, or Search). Alternatively, at
the DM’s discretion, the tools allow
him to do something he normally could
not do such as picking a lock from

a distance (using a specialized pole),
opening a window with both hands
gripping a rope (using a mouth-pick),
and so on. The tools only work in that
particular location.

Defensive Roll (Ex): A sth-level
nightsong infiltrator can roll with a
pofentially lethal blow fo take less
damage from it. Once per day, when a
nightsong infiltrator would be reduced
to o hit points or less by damage
in combat (from a weapon or other
blow, not a spell or special ability), he
can attempt to roll with the damage.
He makes a Reflex saving throw (DC
equal to the damage dealt), and if he’s
successful, he takes only half dam-
age from the blow. He must be aware
of the attack and able fo react to it
to execufe a defensive roll—if he is
denied his Dexterity bonus to AC, he
can'’t roll. Since this effect wouldn’t
normally allow a character to make a
Reflex save for half damage, evasion
does not apply fo the defensive roll.

Nimble Fingers (Ex): A sth-level
nightsong infiltrator can take 20 on
Disable Device checks. Taking 20 takes
twenty times as long as making one
check. Using this ability with a Disable
Device check does not set off the trap
unless the character’s result after
taking a 20 is insufficient to disable the
device.

Rapid Action (Su): At 6th level,
once per day per nightsong infiltrator
level, this character can take an addi-
tional partial action in a round. During
this action, the infiltrator can: move
(including climbing or jumping), use a
special ability, activate a magic item,
draw a weapon/item, sheath/store a
weapon/item, stand up from prone,
light a torch with a tindertwig, use a
(non-attack) skill that takes 1 action,
pick up an item, or move a heavy
object.

Trap Avoidance (Ex): A 7th-level
nightsong infiltrator’s training with

fraps is so exfensive that he makes all
saving throws made against fraps and
trap effects twice, taking the better
roll each fime.

Improved Evasion (Ex): An 8th-level
nightsong infiltrator’s reflexes allow
him to get out of harm’s way with
incredible speed. This extraordinary
ability works like evasion, except that
while the nightsong infiltrator still takes
no damage on a successful Reflex
save against spells such as fireball or
a breath weapon, he now suffers only
half damage on a failed save.

Supernatural Touch (Su): At gth
level, the nightsong infiltrator gains a
supernatural affinity for mechanisms
and locks. This ability confers a +4
competence bonus fo normal Open
Lock, Search (to look for traps), and
Disable Device checks, or, alterna-
tively, allows the nightsong infiltrator
to make Open Lock, Search (to look
for traps), and Disable Device checks
without having the appropriate tools.

Ghost Move (Su): At 10th level,
the nightsong infiltrator gains a
supernatural ability that helps him to
infiltrate even impregnable places.
This ability confers a +8 competence
bonus to Hide and Move Silently
checks. He can even hide while being
directly observed, seeming to simply
disappear. This ability, coupled with
Supernatural Touch and Specialized
Tools (and of course, many skill ranks),
gives the nightsong infiltrator some
impressive bonuses fo all the skills he
needs, allowing the character to move
through even the most well-guarded,
heavily trapped, and tightly locked
vaults imaginable. o

THE NIGHTSONG INFILTRATOR

ttack ort. ef. Will
Lvl onus ave ave  Save

+0 +0 +2 +0
+1 +0 +3 +0
+2 +1 +3 +1
+3 +1 +4 +1
+3 +1 +4 +1
+4 +2 +5 +2
+5 +2 +5 +2
+6 +2 +6 +2
+7 +3 +6 +3
+7 +3 +7 +3

1
2
3
4
S
6
7
8
9
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REQUIREMEN IS

To qualify to become a nightsong infil-
trator, a character must fulfill all the
following criteria.

Open Locks: 10 ranks.

Move Silently: 6 ranks.

Disable Device: 4 ranks.

Pick Pocket: 5 ranks.

Feats: Alertness.

Special: The nightsong infiltra-
tor must undergo three months of
intensive training and fests with the
Nightsong Guild before he can actu-
ally gain the skills offered. Further,
the guild asks all members fo con-
tribute 10% of all their earnings. In
return, members have access to the
guild’s extensive library, training
facilities, workshops, contacts, allies,
and bolt-holes. Many places of busi-
ness in the city offer Nightsong Guild
members 10% discounts on services,
goods, and equipment.

CLASS SKILLS

The nightsong infilirator’s class skills
(and the key ability for each skill) are
as follows:

Str: Climb, Jump, Swim.

Dex: Balance, Escape Artist, Hide,
Move Silently, Open Lock, Pick Pocket,
Ride, Tumble, Use Rope.

Con: —

Int: Appraise, Craft, Decipher
Script, Disable Device, Forgery,
Profession, Search, Use Magic Device.

Wis: Innuendo, Listen, Spof.

Cha: Bluff, Diplomacy, Disguise,
Gather Information.

Skill Points at Each Level: 8 + Int
modifier.

HIT DIE

Special

Climbing action, skill with traps
Infiltration

Break away

Specialized tools, sense magic
Defensive roll, nimble fingers
Rapid action

Trap avoidance

Improved evasion
Supernatural touch

Ghost move
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Faiths of Faeriin:

THE GREEN HUNTER

by Eric Haddock e illustrated by Anthony Waters

here have long been rumors of

an elite, secrefive group operatfing

in the jungles of Chult, near Fort
Belurian. Their purpose and leadership
has been unclear, except that they wear
holy symbols of Thard Harr and per-
form good deeds near the fort, special-
izing in finding those lost in the jungle.
The Morning Rain, a royal courier
vessel from Cormyr, was sent to Fort
Belurian with an urgent request for any
member, if the order did exist, to assist
in locating a person of royal interest
lost somewhere in the jungle. Cormyr
needed someone who could pass quickly
through the undergrowth like a druid,
track a man like a ranger, and fend off
the monsters in the jungle like a fighter.

There was a response: Lilkinen Tar’rir
presented himself as a captain of a new
order of “scouts.” These scoufs were
the green hunters, and with their help,
Lilkinen was able to rescue the lost
alchemist. He now remains the primary
liaison between the order and the public.

Green hunters seek to serve the
cause of good in whatever capacity
they can. They're part ranger, druid, and
fighter, specializing in thick growth envi-
ronmenfs like jungles and dense forests.
Green hunters are usually druids, but
some begin their adventuring careers
as rangers. Druids have the close bond
with nature that Thard Harr respects,
and rangers are predisposed fo the
more violent aspects of the order, which
Thard Harr also respects. However,
druids are much more accomplished
spellcasters than rangers, so they are
sooner able fo meet the requirements
for joining the order. Dwarves feature
prominently in the order, as Thard Harr
is a god among them, but non-dwarves
are welcome. Regardless of race, those
wishing to join the order must pledge
their loyalty to Thard Harr.

The order was started by Lilkinen
Tar’rir, and he serves as its leader. He
has a room of his own at the Drowning
Rock, an inn just outside the walls of
Fort Belurian, which he uses fo interact
with the public whenever he needs fo.

He mostly spends his time in the jungle,
training new members.

While the order was founded in Chult
and knows that area well, it has sent
green hunters off fo many parts of the
world for a wide variety of purposes.
One reason is fo have members par-
ticipate in adventures. Adventuring is
a lucrative endeavor that adds sub-
stantially fo the order’s coffers. Player
characters who take this prestige class
can be members sent on a mission by
Likinen or green hunters out in the
world for the purpose of sending money
back home.

Class Features
All of the following are class feafures of
the green hunfer prestige class.
Weapon and Armor Proficiency:
Green hunters are proficient with all
martial weapons and with light armor
and shields. Druids who become green
hunters may use spiked gauntlets with-
out suffering the penalties for using a
prohibited weapon.

In Your Campaign

You don't need to play in a ForGoTTEN
ReaLmMs campaign fo use the green hunter
prestige class. Altering it fo fit your cam-
paign is easy. Here are a few examples:

« The green hunters can be devotees of
any nature god. Simply change the spiked
gauntlet to the favored weapon of what-
ever nafure deity exists in your campaign.

« The green hunters need not be
devoted fo any particular deity, instead
they can be a special sect of druids or
rangers that specialize in using whatever
weapon you like.

« The green hunters could be an orga-
nization of woodland wizards or sorcerers.

Just change the +1 caster level to allow
arcane spellcasters and replace refer-
ences to the spiked gauntlet fo references
to the dagger or club.

« The green hunters could be the
“frost hunters,” individuals that special-
ize in hunting in arctic climbs. When the
text mentions tangled undergrowth, think
instead that it refers to deep snow or
slippery ice. The references fo the spiked
gauntlet can be changed to a weapon
more useful in an arctic area, such as the
light pick.




Spells Per Day: At every other level
gained in the green hunter prestige
class, the character gains new divine
spells per day as if he had also gained
a level in a divine spellcasting class he
belonged to before adding the pres-
tige class. He does not, however, gain
any other benefit a character of that
class would have gained except for an
increased effective level of spellcasting.
If a character had more than one divine
spellcasting class before becoming a
green hunter, he must decide to which
class he adds the new effective level
for the purposes of determining spells
per day.

Quick Travel (Su): With Thard Harr’s
divine guidance, green hunters are able
to safely and quickly navigate terrain
with dense undergrowth. When fravel-
ing on foof and in forests, jungles, or
swamps dense enough fo cause a move-
ment penalty, green hunters of 1st level
and higher add 10 to their base speed.
The growth does not have to be natural
for the Hunter to enjoy this bonus.

Hand of Thard Harr (Ex): In the dens-
est jungle, there is littfle room to swing
swords or use pole arms. Thard Harr’s
favored weapon, the spiked gauntlet,
works well in close quarters.

At 2nd level, a green hunter gains the
Weapon Focus (spiked gauntlet) feat.

At 4th level, the green hunter
gains the Improved Critical (spiked
gauntlet) feat.

At 6th level, the green hunter deals
an extra point of damage whenever he
deals damage with a spiked gauntlet.

At 8th level, the green hunter wearing
a spiked gauntlef can use it fo disarm
foes without provoking an aftack of
opportunity. If successful, the green
hunter can take the weapon in his
gauntleted hand rather than allowing it
to fall at his opponent’s feet.

At 10th level, the penalties associated
with using two spiked gauntlets at once
are reduced by 2. Thus, a ranger or a

THE GREEN HUNTER
Base Attack Fort.
Levels Bonus
ist +1 +2
and  +2 +3
3rd +3 +3
4th  +4 +4
sth  +5 +4
6th +6 +5
7th  +7 +5
8th +8 +6
oth +9 +6
1oth +7

character with the Ambidexterity and
Two-Weapon Fighting feafs could fight
with two spiked gauntlets and suffer
no penalty.

Unerring Pursuit: At 3rd level, the
green hunter gefs a +10 morale bonus to
any Wilderness Lore skill checks made in
any area with undergrowth thick enough
fo cause a movement penalty, such as
a jungle or forest. The bonus is granted
whether or not the growth is natural.

Scent (Ex): Beginning at sth level,

a green hunter’s senses are so highly
affuned that he can ufilize the scent abil-
ity. This ability allows the green hunter
to detect approaching enemies, sniff out
hidden foes, and track by sense of smell.
He can identify familiar odors just as
others do familiar sights.

The green hunfer can defect oppo-
nents within 30 feet by sense of smell.
If the opponent is upwind, the range
increases to 60 feet; if downwind, it
drops to 15 feet. Strong scents, such
as smoke or rotting garbage, can be
detected at twice the ranges nofed
above. Overpowering scents, such as
skunk musk or troglodyte stench, can be
defected af friple normal range.

When the green hunter detects
a scent, the exact location is not
revealed—only ifs presence somewhere
within range. He can take a move-equiv-
alent action to note the direction of the
scent. If he moves within 5 feet of the
source, the green hunter can pinpoint
that source.

The green hunter can follow tracks
by smell, making a Wisdom check to
find or follow a track. The typical DC
for a fresh trail is 10 (no matter what
kind of surface holds the scent). This
DC increases or decreases depending
on how strong the quarry’s odor is, the
number of creatures, and the age of
the trail. For each hour that the trail is
cold, the DC increases by 2. The ability
otherwise follows the rules for the Track
feat. A green hunfer tracking by scent

Save

Quick travel

Hand of Thard Harr (Weapon Focus)
Unerring pursuit

Hand of Thard Harr (Improve Critical)
Scent

Hand of Thard Harr (+1 to damage)
Ferocity

Hand of Thard Harr (disarm)
Woodland freedom

Hand of Thard Harr (reduced penalties)

GREEN HUNTER
CLASS REQUIREMENTS

To qualify to become a green hunter, a char-
acter must fulfill all the following criteria:
Patron Deity: Thard Harr.
Alignment: Any good.
Base Attack Bonus: +4.
Knowledge (nature): 5 ranks.
Wilderness Lore: 5 ranks.
Feats: Track.
Spells: Ability fo cast divine spells.

GREEN HUNTER
CLASS SKILLS

The green hunter’s class skills (and the key
abilities for each) are:
Str: Climb, Jump, Swim.
Dex: Balance, Hide, Move Silently,
Use Rope.
Con: Concentration.
Int: Craft, Knowledge (geography),
Knowledge (nature), Search.
Wis: Heal, Intuit Direction, Listen, Spof,
Wilderness Lore.
Cha: Intimidate.

Skill Points at Each Level: 4 + Int modifier.

ignores the effects of surface conditions
and poor visibility.

Ferocity (Su): Once per day, a 7th-
level green hunter can increase his
Strength by +4 points for a number of
rounds equal fo his green hunter level.
When the ferocity ends, the green
hunter is fatigued for the duration of
that encounter.

Woodland Freedom (Su): The time the
green hunfer has spent going through
dense growth has given him the abil-
ity to move through it as easily as if it
were not there. The green hunter can
move through thorns, briars, overgrown
areas, and similar terrain at his normal
speed (plus the bonus from quick travel)
without suffering damage or other
impairment. The green hunter can move
through enchanted or magically manipu-
lated plantlife (such as the area of an
entangle spell) just as easily, but the
woodland freedom ability has no affect
on the ability of monstrous plants fo
hold or attack the green hunter. ©

HIT DIE

D8

Special Spellcasting
+1 level of existing class

+1 level of existing class
+1 level of existing class

+1 level of existing class

+1 level of existing class
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Elminster’s Guide to the Realms

Lost places, familiar haunts, and strange sites in the lands of Faertn

THE

LEANINGT

by Ed Greenwood - Illustrated by David Day

n the backlands of the ForgoTTEN
bEALMS, travelers depend on land-
arks but often come to fear

them—for any place familiar enough
for them fo use as a landmark also
sees enough passing fraffic fo make it
a good lookout or prowling-place for
hungry monsters.

Leaning Tree is a typical trailside
camp, controlled and inhabited by no
one but used as an overnight resting-
place by many. This traders’ crossroads
is located where the Northride (the
traderoad west out of Shadowdale)
meets the Tethyamar Trail (known
locally as “the Daggerdale road”) south-
east of Spiderhaunt Wood.

It was named for a huge shadowtop
tree that for years jutted out of the
earth af an angle that made every
passerby believe that it must soon
topple over. Some two hundred years
after the spot acquired its name, they
were proven right. The forest giant
reportedly crushed a small cottage in
its fall (some tales insist that gruesome
loss of life was involved), though all
traces of both tree and building are
now gone.

This waymoot stands in an area of
gently rolling terrain broken by occa-
sional rock oufcrops and deep, narrow
ravines overgrown by a thick forest.
Water is plentiful, and mists are com-
mon at dawn and dusk throughout
much of the year.

The soil is rich and dark, but it lies
in a thin layer over bedrock, and both
treeroot tangles and loose stones are
plentiful. As a result, both trade routes
at the crossroads are of hard-packed
dirt studded with small stones.

Leaning Tree boasts a horsepond, a
ramshackle pavilion, a few hollow-tree
hiding places, several dry wells now
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used for contraband storage, and a
small rock pinnacle that can be used

as a lookout and as a site for beacon
fires. Drinking water can be found in
the woods behind the pavilion, where a
small spring rises among rocks. Even in
winter, folk who can shatter a foot or
so of ice should be able to take buckets
of water from “Alath’s Hole,” a small
but deep pool that the spring empties
into before trickling on through the for-
est fo join other rivulets and form what
eventually becomes Daggerstill Stream.
No one can remember who Alath was
or why the hole is named for him, but
the most popular tale is that he hastily
buried a cauldron of coins very near
the pool during an orc raid—and was
then slain. No one, local rumors add,
has found his hoard since.

There are other rumors about
Leaning Tree: that it has been the site
of murders, spell-battles between
wizards, pitched battles, and that it is
haunted by beautiful women who
sing sad songs and even by a
“ghost dragon.”

Beacon Fang
The most striking feature of Leaning
Tree is this spar of bare rock. It stands
amid thick frees and creepers some
distance back from the crossroads, in
the northeast angle of the two trails.
Rising some eighty feet off the ground
at its fip (which is large enough for
three humans to stand on), it stands
higher than most of the surround-
ing trees by a dozen feet or more,
and it usually offers a view along the
Northride for three miles or more and
vistas in other directions of perhaps
a mile.

Beacon Fang is a sheer drop to the
south, southwest, and southeast, but

it is easily climbed on its other sides.
Harpers keep its top crowned by an
unlit beacon fire (and check on this
every four days or so, replenishing it
whenever necessary).

The beacon fire consists of a tree
branches laid in rectangular layers,
each layer of boughs laid at a go-
degree angle to the layers above and
below it, to form a “log cabin” roughly
six feet high. An old, cracked greathelm
laid at the heart of the log cabin is kept
stuffed with dry kindling; its scorched
and blackened state atftests to how
often lazy folk have ignited the finder
without even bothering fo take them
out of their protfective container.

Tl’le Horseponcl

The second prominent feature of
Leaning Tree is a long, narrow, and
stagnant pond in one angle of the
meeting of the roads. It’s typical of
what some folk call “drovers’ ditches”
and others term “drive-through
troughs,” found at many wayside inns.

It has bogged down many wagons
in the dark or under the guidance of
weary or tipsy drovers—because both
of its ends are mud-ramps, allowing
horses to be driven or towed by their
reins down info the water from one
end, thence through the water, to then
be brought up and out the other end in
the same manner.

Small personal items might well lie
buried deep in the hoof-churned muck
af the bottom of the pond, but larger
items are found and removed by trav-
elers who care for their mounts and
probe with wooden poles. The fastidious
who'd rather skip this aromatic, often
splatteringly dirty step are warned that
when troubles over the rulership of
Daggerdale first erupted decades ago,



the local phrase for someone having
been murdered was that he’d “been fo
visit a horsepond.” (I’s not uncommon
for corpses weighted with stones to be
found in wayside ponds wherever roads
traverse wilderness in the Realms.)

Peddler’s Palace

The pavilion at Leaning Tree is known
as “Peddler’s Palace” to old drovers.
Today it’s little more than a leak-prone
shelter from driving winds, rain,

and snow.

Standing just northeast of the way-
moot in the shelter of Beacon Fang, the
ramshackle pavilion is litfle more than
the standing trunks of two old, dead
trees cut off and then top-notched to
hold a third trunk laid across them as
a crossbar-.

The southwest side, facing the roads,
stands open, but many free frunks
of various sorts and sizes have been
leaned on angles against the northeast
side of the crossbar, rising up diago-
nally from the ground to form a sloping
back wall. Most are long enough fo pro-
trude up into the air, overhanging the
crossbar a trifle, but the term “Palace”
was obviously bestowed with sarcasm.

In front of the pavilion is a firepit
of scorched rocks overhung by a fire-
blackened iron cooking-hook of massive
size. Many folk have tried to remove
this over the years, but they found it
too firmly anchored to carry off; thrice
it has been severely damaged and
repaired by the Harpers.

A cauldron hung on the end of this
jutting hook is suspended not far above
the firepit; the hook is part of its pole,
originally dwarf-forged as one piece.
Dwarves drilled deep info bedrock
beneath the pit to anchor the pole,
which has rusted slowly and so remains
both secure and very heavy.

Hideyholes

Leaning Tree has almost as many real,
oft-used hiding places as it does leg-
ends of unclaimed valuables hidden

in its environs. The heat of cookfires
makes the firepit less than ideal for
storing buried treasure that can’t take
severe heat (thanks to the bedrock not
far beneath), but several hollow frees
(one beside the pavilion, and two flank-
ing the horsepond) offer cavities large
enough to conceal coffers, carrychests,
and even dwarves or smaller creatures.
A human can crouch in one of the

horsepond trees, though immobility and
drab clothing might be necessary to
escape being spottfed.

Unfortunately, these hiding places
are clearly visible and thus obvious to
any passerby. Only slightly less obvious
are the two old wells that date from
a time when an unusually dim-witted
human family tried to settle on the spot
and farm.

Wooden covers for these wells have
been made and renewed many fimes
over the years, and mud, stones, and
dead leaves have found their ways into
the shafts to block them both at a depth
of about seven feet. The eastern well is
lined with stone and surrounded by a
pile of broken rocks, and both often see
use for overnight food storage and as
temporary homes for more long-lasting
valuables. The wells retain their wooden
covers fo this day, rocks and deadfall
tree boughs anchoring them.

The Snarling Dwarf

Buried a few feet beneath the trodden
and weed-choked earth of the pavil-
ion floor is a huge slab of flat stone,
probably from the immediate area,

the uppermost face of which has been
skillfully sculpted info a relief carving
of a snarling bearded face with strong
brows and a large nose. Who carved if,
and why, are mysteries—several fimes
it has been dug up and examined in
vain for spells or freasure beneath it.
It's said to be a fearsome sight when
laid bare, causing most who reveal it
fo decide not fo sleep in the pavilion
thereafter, but for some reason (prob-
ably suspicions of curses) no one has
ever shattered it, tried to move it away
from the spot, or faken it. It remains a
mystery that might have nothing at all
to do with dwarves.

Old Writings
Some rocks around Beacon Fang, when
disturbed, have been found to be deeply
graven with old runes. Some are mere
symbols whose meaning is now lost, and
others are but fragments, but messages
have been found, and some of these
(their rocks long ago carried off) are
reported here:

« “The hidden ways hold more Art
than has been lost.”

« “Seek you Authelass of the Dripping
Eye. He has mastered . . ”

* “Nathurr has the Hidden Stone. It
now commands the other .. ”®

Elminster’s Notes

Know ye that the tales of a
“Watching Spirit” lurking about
Leaning Tree are true: a spectral
harpist (in life, the half-elf sorceress
Thelaerle Mounshraun, a gentle healer
and singer who served the Harpers
well) can manifest anywhere within a
mile of Beacon Fang.

In life she could take the shape of
a tiny flying dragon, and she often
does so in phantom form when she
doesn’t want living creatures fo see
her true likeness, which is that of a
beautiful, fair-haired maiden with very
large, dark eyes set in a bony face.
From this come the tales of a “ghost
dragon” lurking about Leaning Tree.
Thelaerle Mounshraun is a kindly soul,
easily moved fo pity or o aid weary
or siricken travelers. She’s been
known to guide folk, bring Harpers
and other helpful folk to them,
retrieve lost and fallen items, rouse
folk to face impending attack, and
even fry fo frighten predators.

Apt to be lonely, Thelaerle loves fo
hear fireside tales or even fo dance
around, above, or through the crack-
ling flames of a campfire. She reports
to certain Harpers, who regularly
seek her out and bring word to me in
Shadowdale of brigands or other folk
who seek to settle in “the Tree” or
establish ambushes there.

As for the Snarling Dwarf: |, too,
know nothing of how the carving
came to be here or what purpose it
might have or have once had. | can
confirm that it is ancient, and that
no magic whatsoever clings to it. No
treasure lies beneath it, right down to
the bedrock, which was examined for
messages, openings, or hiding-cavi-
ties—for some dozen feet in all direc-
tions. This examination occurred some
three decades back, when the pavilion
collapsed and had to be rebuilt.

As to the writings: all that | have
seen bespeak use of the area as
a message-drop in the time after
Netheril fell. None of them are tomb,
treasure, or way-marker inscripfions.
Many have been taken away by wiz-
ards hungry for old lore, but many
more lie buried in the woods east of
the waymoot, along the Northride.
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BEACON FANG

It takes Climb checks (DC 25)
to climb the southern side.
All the other sides require an
easier Climb check (DC 10).

PEDDLER’S PALACE

The lean-to provides

a +2 circumstance bonus to
Wilderness Lore checks made
to gain a Fortitude save bonus
against severe weather.

SNARLING DWARF

This non-magic stone slab
was once a door in a dwarf
stronghold far away. Casting
legend lore gives the caster
a clear enough image of the
stronghold to releport to the
area as if it were studied
carefully. Possible adventure
links include The Forge of
Fury standalone adventure
and “The Swarm” from

DuNGEON Magazine issue #92.
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Bazaar of the Bizarre

Relics of the Fal

by Darrin Drader e illustrated by Scott Roller

elief and dogma represent the
Bbackbone of the worship of dei-

ties, but another important facet
of faith is the magical items held as
sacred. In most cases these holy rel-
ics advance the causes of the deities
by manifesting magical effects that are
either directly drawn from, or closely
related to, their domains.

THE ADJUDICATOR

Through the ages, a rare class of magic
weapon has appeared within the church
of Pholtus that has helped the most
accomplished members of the Gleaming
Order of Pholtus fo act as elite escorts
to the Clerics of the Blinding Light. The
adjudicaror allows the wielder fo travel
light and fight effectively in both melee
and ranged combat.

The adjudicator is a multiple-purpose
magic weapon that is used as a two-
bladed sword or a longbow. The adjudi-
cafor functions as a +4/+4 two-bladed
sword or as a +4 longbow. As a free
action, the wielder can change adjudica-
tor from two-bladed sword fo longbow
or from longbow to two-bladed sword.
Using this weapon as a two-bladed
sword incurs all of the normal affack
penalties associated with fighting with
two weapons (see Attacking with Two
Weapons on page 124 of the Player’s
Handbook).

Caster Level: 15th; Prerequisites:
Craft Magic Arms and Armor, poly-
morph any object; Market Price:
124,075 8p; Cost to Create: 62,037 gp
+ 4,063 XP.

AXE OF GROUNDING

The axe of grounding is a highly
regarded magic item that was crafted
long ago by the clerics of Moradin and
duplicated few fimes since.

This axe has a short, thick haft
and a broad, double-bladed head. Like
most weapons crafted by dwarves, the
design is heavy, durable, and elegant.
The color of the metal is a dark blue
shade of steel, the handle is often
adorned with emeralds and rubies, the
length of the haft is etched with runes
in the dwarven nafive fongue, and
intricate scrollwork is carved info both
sides of the head of the blade.

The axe of grounding is a +2 shock
dwarven waraxe. Each round, the axe
absorbs the first 10 points of electrical
damage the wielder would otherwise
take. In addition, for one hour after the
axe of grounding has absorbed electri-
cal damage, it functions as a +2 shock-
ing burst dwarven waraxe.

Caster Level: 10th; Prerequisites:
Craft Magic Arms and Armor, resist
elements, call lightning or lightning
bolt; Market Price: 76,330 gp; Cost to
Create: 38,165 gp + 3,053 XP.

BAG OF FOOL’S GOLD

The gnomes faithful to Garl Glittergold
are a mischievous yet fiercely loyal
bunch that delight in occasionally using
their wit and magic to trick the taller
races. While the church advises against
using this item fo purchase merchandise
from struggling merchants, they encour-
age using it fo grease the palms of cor-

rupt bureaucrafs or fo buy a gnome’s
way out of a sticky situation. In all cases,
the gnomes who use it make certain that
they are far away from the people they
pass the false coins to when the money
disappears. Each branch of the church
of Garl Glittergold is allowed fo make
three of these items, and the church
leaders keep a close eye on the mem-
bers of the church who carry them. Due
to the immensely harmful effect such

an item could have on the economy of

a small area, the church is instructed fo
take whatever measures are necessary
to recover any of these bags that are
stolen or go missing.

The bag of fool’s gold appears to be
nothing more than a regular leather
pouch that could be easily attached to
a character’s waist. Once per day, the
user can draw up fo 5,000 gp from
the bag as though the user were pulling
coins from a bag of holding. The coins
pulled from the bag remain for three
hours and then disappear. The coins
don’t detect as magical but an identify
spell reveals that the coins were created
by magic. Casting dispel magic (dispel
check DC 21) causes the coins fo vanish
into nothingness.

Casting detect magic on the bag
reveals that it is magical, but unlike
a bag of holding; the magic is of the
lllusion and Conjuration schools.

Caster Level: 1oth; Prerequisites:
Craft Wondrous ltem, Nysful's undetect-
able aura, major creation; Market Price:
50,000 gp; Cost to Create: 25,000 gp +
2,000 XP.

AXE OF GROUNDING
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DM’s Note: This item can quickly
unbalance a game if there are no in-
game consequences for characters
spreading around fake money. Notfe too
that the spells minor creation and major
creation present the same problem.

BOCCOB’S DUST OF MAXIMIZATION
As the god of magic, Boccob knows that
magic is on the decline—an incredibly
slow process that most blame on the
god Tharizdun. Boccob and his church
have taken great steps over the ages
to counfer this effect, including creat-
ing new magic items and spells, open-
ing colleges of magic, and fighting to
preserve the magical places throughout
the land. Boccob’s dust of maximization
was created to increase the potency of
spells without increasing their effective
casting level.

A small handful of Boccob’s dust of
maximization used as an exira material
component while casting a 1st-, 2nd-,
or 3rd-level spell has the effect of the
metamagic feat Maximize Spell. The dust
is platinum in color and possesses a faint
glow. Boccob’s dust of maximization is
usually stored in tiny silk pouches that
confain enough dust for three uses.

Caster Level: 17th; Prerequisites: Craft
Wondrous Item, Maximize Spell; Market
Price: 6,800 gp (three uses); Cost fo
Create: 3,400 gp + 272 XP.

CAP OF REASON

The church of Rao, valuing peace and
reason above all else, is often called info
troubled areas fo mediate disputes and
bring the light of reason to chaos. The
cap of reason was created in ages long
past as a valuable fool to further the
church’s efforts for peace. The church
often recreates this item, and the cap

is never ornate or assuming—usually
being crafted from dented and well-
used helms that have been discarded by

experienced warriors. The cap provides
a +2 deflection bonus to Armor Class,

a +2 resistance bonus to Will saving
throws, and a +3 competence bonus fo
Diplomacy checks.

Caster Level: 6th; Prerequisites: Craft
Wondrous ltem, shield of faith, resis-
fance, creator must have 5 ranks of the
Diplomacy skill; Market Price: 10,360 gp;
Cost to Create: 5,180 gp + 414 XP.

EHLONNA’S ORB OF THE EARTH

It is written that in ages past Ehlonna
visited a druid besieged by marauding
orcs and granted that druid the magic
item now known as Ehlonna’s orb of the
earth. The orb helped the druid defend
her valley from the orcs, and copies of
the item have been made ever since.
The orb is a fist-sized sphere made from
polished petrified wood. The orb can

be used like a staff to cast a number

of spells. Each orb is created with 50
charges. Casting a spell drains a certain
number of charges as specified below:

o Soften earth and sfone (1 charge)

« Meld into stone (1 charge)

« Stone shape (1 charge)

« Spike stones (2 charges)

Caster Level: 7th; Prerequisites: Craft
Staff, soften earth and stone, meld info
sfone, stone shape, spike sfones; Market
Price: 27,187 gp; Cost to Create: 13,593
gp + 1087 XP.

GAUNTLETS OF GRUUMSH

Gruumsh, deity of the orcs, values
strength, chaos, evil, and war. To
advance his vision of how the world
should function, the few magic items
created by his savage faithful are
directly related to enhancing his fol-
lowers in combat. Orcs create few
magic items since members of the race
who follow a spiritual path are few and
far between, making the gauntlets of
Gruumsh extraordinarily valuable among

orc war parties. In most cases, only the
chieftain or war leader may don them.

The gauntlets of Gruumsh appear as
intimidating as Gruumsh’s own rega-
lia, formed from blackened steel with
Gruumsh’s symbol engraved on the fop
of the hand and lacquered red. These
function in the same way as standard
locked gauntlets, securing weapons to
the hands of the wielder with chains.
When wielded by an orc or half orc, the
gauntlets become +2 gauntlets, granting
a +4 enhancement bonus fo Strength,
and profection from good as per the
spell of the same name.

Caster Level: 6th; Prerequisites: Craft
Magic Arms and Armor, bull’s strength,
protection from good; Market Price:
24,0n gp; Cost to Create: 12,005 gp +
960 XP.

GIRDLE OF BREATH WEAPON
RESISTANCE

The hatred that Kord, the god of
strength, harbors foward dragons

is legendary. While the god actively
espouses the slaying of dragons by
his followers, he also knows that few
mortals can fight a dragon alone.
Because few magic items benefit
groups of people, the church of Kord
has created several special items over
time, of which the most commonly
replicated is the girdle of breath
weapon resistance.

Constructed from bronze, an
engraving on the front depicts a
dragon’s face belching fire. When
worn, the user may select up to six
allies within 300 feet to protect. Each
of these allies must remain within 300
feet of the character wearing the gir-
dle to gain the benefit of its profec-
tion. Changing the allies profected is a
free action. The wearer and his pro-
tected allies receive a +5 resistance
bonus against all breath weapons.

EHLONNA'’S ORB-QF THE EARTH

BOCCOB’S DUST OF MAXIMIZATION
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Caster Level: 3rd; Prerequisites: Craft
Wondrous ltem, shield other, resis-
fance; Market Price: 43,750 gp; Cost to
Create: 21,875 gp + 1,750 XP.

INQUISITOR’S WHIP

luz’s faithful seek to inflict the greatest
amount of pain and suffering possible
upon all who fail to worship luz. This
makes them excellent interrogators.
Despots across the land, while hav-
ing little tolerance for luz’s faithful on
the whole, often make an exception by
hiring a follower of luz to extract infor-
mation from unwilling detainees. Many
of these forturers for hire carry an
inquisifor’s whip.

Each inquisitor’s whip is a +1 whip.
Living creatures damaged by the whip
must succeed af a Fortitude saving throw
(DC 16) or be wracked by pain, suffer-
ing a -4 penalty to all attack rolls, skill
checks, and ability checks for 3 rounds
and be stunned for 1 round. Success
indicates that the creature struck suf-
fers a -2 penalty to all attack rolls, skill
checks, and ability checks for 3 rounds.

These penalfies are cumulative, but
their durations remain the same. For
example, a creafure damaged once that
failed its saving throw would be stunned
that round and suffer a -4 penalty. If on
the next round the creature was dam-
aged twice by the whip but made its sav-
ing throw both fimes, it would suffer a
-8 penalty for 2 rounds and a -4 penalty
for 1 round after that.

Nofe that an armor bonus of +1 or a
nafural armor bonus of +3 prevents a
whip from causing damage, and whips
cause only subdual damage. See page
104 in the Player’s Handbook for a full
description of a whip’s capabilities.

Caster Level: 7th; Prerequisites: Craft
Magic Arms and Armor, creafor must be
evil; Market Price: 80,700 gp; Cost to
Create: 40,350 gp + 3,228 XP.

WAILING STONE

Erythnul, god of slaughter, is said fo
carry a mighty stone mace that is
pierced in the center to cause a hor-
rible shriek when he swings it. The fol-
lowers of this dark god seek to emulate
him, bringing death indiscriminately fo
those who stand before their advance.
The wailing stone, though a pale imita-
tion of the original, is constructed fo
appear identical to the terrible mace
Erythnul wields.

Each wailing stone is a +2 thundering
heavy mace that moans and wails as the
wielder swings if. In the hands of a wor-
shiper of Erythnul, a foe damaged by the
weapon’s thundering quality is assailed
by a vision of Erythnul attacking. This
is a mind-affecting, fear effect. The
affected foe must succeed at a Will sav-
ing throw (DC 16) to recognize that the
image is unreal. Failure indicates that the
foe must then make a Fortitude saving
throw (DC 16). Failure causes the crea-
ture fo die from fright. If the Fortitude
save is successful, the target takes 3d6
points of damage.

Caster Level: 7th; Prerequisites: Craft
Magic Arms and Armor, blindness/deaf-
ness, phantasmal killer; Market Price:
110,712 gp; Cost to Create: 55,356 gp +
4,428 XP.

MASK OF THE DEAD
Many of Nerull’s followers pass on to
become greater undead such as mum-
mies, liches, and death knights. These
undead agents of evil move throughout
the land, bent on furthering their own
diabolical agendas, but ultimately serv-
ing Nerull. Unable to pass among the
living without being seen for what they
are, these servants of Nerull are forced
to work behind the scenes or with huge
armies of lesser undead to protect them.
The mask of the dead allows these
powerful undead to overcome this limi-

tation. This mask appears as a dun-col-
ored desiccated face. Undead wearing
the mask can change their appearance
at will as a standard action as per the
spell change self cast by a 3rd-level
sorcerer. When used in this way to
make an undead wearer appear fo be

a living creature, the mask disguises
the undead’s nafure in an additional
fashion: Spells that detect auras (derect
evil, detect good, detect magic, detect
undead, discern lies, and so on) detect
the undead as not evil or good, not
magical, not undead, not lying, and so on
as though the spells were being cast at
an inanimate object. If the caster of the
detection spell succeeds at a Will saving
throw (DC 13), the spell works normally.
Other divination spells (augury, defecr
thoughts, clairaudience/clairvoyance,
and so on) function as described in the
Player’s Handbook.

Caster Level: 3rd; Prerequisites: Craft
Wondrous Item, creator must be undead,
change self, misdirection; Market Price:
1,200 gp; Cost to Create: 5,600 gp +
448 XP.

MEERSALM SALVE
Legend tells that when he was born,
Heironeous’s skin was imbued with a
salve called meersalm, which made him
impervious to all but the most power-
ful magic weapons. Over the years,
Heironeous’s church has produced
extremely limited quantities of a weaker
form of this salve fo protect their war-
riors in battle.

The meersalm salve is a coppery lotion
that grants damage reduction 10/+5.
This profection lasts until the salve has
protected the target from a total of 120
points of damage or two hours of fime
have passed. Meersalm salve is made
so that one dose protects one creatfure,
regardless of ifs size. It takes a full-round
action fo apply meersalm salve.

WAILING STONE
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Caster Level: 12th; Prerequisites:
Craft Wondrous ltem, stoneskin; Market
Price: 4,800 gp; Cost to Create: 2,400
gp + 192 XP.

MIRROR OF OVERLAND TRAVEL
Farlaghn’s followers often travel from
one location to another, never set-
tling in one place long enough fo call it
home. Highwaymen and monsters ply
the roadways, making such journeys
dangerous, so the mirror of overland
travel was invented.

The mirror of overland fravel
appears fo be a simple silver shaving
mirror with an almost unnoficeable
word scrawled along one side of it.
When the command word is spoken, the
mirror changes from the reflection of
the person looking into it to a view of
the mirror bearer and his surroundings
from 6o feet above. This view through
the mirror allows the user to see an
area roughly 120 feef in diametfer with
the bearer of the mirror at the center.
This view lasts for 2 rounds before the
surface returns to the reflection of the
mirror user. This new viewpoint might
reveal foes not hiding from sight from
above, and it grants the mirror user a
+10 circumstance bonus to Spot checks
to see something in the area the mirror
reveals. Nofe that the user of the mir-
ror always suffers at least a -6 penalty
to Spot things on the ground as Spot
checks suffer a -1 penalty per 10 feet
of distance from the hidden creature
or object.

This item does not work if a solid
obstruction (a cavern ceiling, roof, or
glass dome) is less than 6o feet above
the user, and concealment from view
from above (irees branches, fog, an
overhang, or infervening object) pro-
vides concealment as usual.

Caster Level: 3rd; Prerequisites: Craft
Wondrous ltem, clairaudience/clairvoy-

NECKLACE OF SOUL
SWITCHING

ance; Market Price: 1,400 gp; Cost fo
Create: 700 gp + 56 XP.

NECKLACE OF SOUL SWITCHING
An obscure cult of the god Vecna
known as the Will of Vecna has had the
same leader for the past 400 years.
Mirena Shiir, the founder of the organi-
zation, has survived by transferring her
essence from one host body to another
through the ages. Generally, these hosts
have been willing to donate their bodies
fo the organization, though in several
cases her minions tricked noble women
of excepfional beauty info accepting
the gift of her necklace, allowing her
to possess their bodies. When Mirena
dies, a contingency spell binds her soul
fo the necklace. Once her essence has
been transferred fo the necklace of soul
switching, the necklace is then taken by
trusted servanfs fo the woman that will
be her next host.

The necklace of soul switching is an
ornate gold necklace with a 20,000
gp black sapphire set af the center. If
the gem contains the soul of a crea-
ture that has been placed there by the
soul bind spell, any creature wearing
the necklace must make a Will saving
throw (DC 23). Failure indicates that
the wearer’s soul and life force are
destroyed, and the soul trapped in the

gem is senf into the wearer’s body.
Success indicates that the soul in the
gem is destroyed. If a creature’s soul

is destroyed by the gem, it cannot be
returned to life through clone, reincar-
nate, raise dead, or resurrection.

A soul that has successfully been
transferred from the gem to the neck-
lace wearer’s body is now alive and
lives in that body. The occupying soul
keeps its Intelligence, Wisdom, Charisma,
class, level, base attack bonus, base save
bonuses, alignment, and mental abilities.
The body retains its Strength, Dexterity,
Constitution, hit points, natural abilities,
extraordinary abilities, and supernatural
abilities, but not its spell-like abilities.

Protection from evil or similar magic
active on the wearer prevents the neck-
lace from forcing the soul in the gem
on the wearer for the duration of the
profection. If no soul is contained in the
gem, wearing the necklace has no effect.

Caster Level: 17th; Prerequisites:
Craft Wondrous ltem, magic jar, soul
bind; Market Price: 326,000 gp; Cost fo
Create: 163,000 gp + 13,040 XP.

NECKLACE OF WATER MASTERY

The followers of Obad-Hai seek to know
and appreciafe all aspects of nafure.
They do this by carefully studying the
life that surrounds them and traveling

MEERSALM SALVE

MIRROR OF OVERLAND
TRAVEL



to the farthest reaches of Oerth in an
effort fo acquaint themselves with the
plant and animal species of all regions.
The only places that normally evade the
followers of Obad-Hai are the numerous
underwater areas. The necklace of water
mastery makes it possible fo explore
these murky depths.

Each necklace is created with 50
charges and used like a staff. Casting a
spell drains a certain number of charges
as specified below:

o Create water (i charge)

o Endure elements (cold) (1 charge)

o Water breathing (1 charge)

o Water walk (1 charge)

o Control water (2 charges)

Caster Level: 7th; Prerequisites: Craft
Staff, Craft Wonderous ltem, create
water, control water, endure elements,
water breathing, water walk; Market
Price: 25,499 gp; Cost fo Create: 12,749
gp + 1020 XP.

FLUTE OF DIVERSION

The majority of the followers of
Olidammara live by wit and wile, con-
sidering themselves free from the
constraints of the law. This philosophy
can get worshipers of Olidammara

in trouble, so magic items that can
help them out of sticky situations are
highly prized.

The flute of diversion is a small sil-
ver flute that, when used by a skilled
performer, emits beautiful music. When
necessary however, it can be played
soundlessly. By playing the flute and
concentrafing on the desired effect,
the performer can use the flute to cast
a number of helpful spells. In order fo
successfully cast the desired spell, the
user must succeed at a Perform (flute)
skill check of the appropriate DC.

o Ghost sound (Perform DC 10)

« Ventriloguism (Perform DC 1)

o Soundburst (Perform DC 12)

« Sculpt sound (Perform DC 13)

o Shout (Perform DC 14)

Caster Level: 7th; Prerequisites:
Craft Staff, ghost sound, ventriloquism,
soundburst, sculpt sound, shout; Market
Price: 60,200 gp; Cost to Create: 30,100
gp + 2,408 XP.

HEXTOR’S SKIN

The brother, sworn enemy, and fellow
war god of Heironeous, Hextor believes
in conquering for the sake of domination
and tyranny, and his worshipers follow
his example.

Hextor’s skin is a terrible looking
black suit of +4 heavy fortification full
plate that grants a +10 circumstance
bonus to Intimidate skill checks.

Caster Level: 13th; Prerequisites: Craft
Magic Arms and Armor, /imited wish or
miracle, fear; Market Price: 101,650 gp;
Cost to Create: 50,852 gp + 4,066 XP.

RING OF RECALL

Many elves throughout Oerth jealously
hide the locations of their homelands. In
many cases, elven communities do not
trust that returning elves will not be
followed. As a service to the commu-
nity, the elven wizards who follow the
teachings of Corellon prepare numer-
ous rings of recall for the elves that
ventfure ouf into the world and then
wish to make a discreet reentry info
their homeland.

The ring of recall is gold and is
fashioned in the shape of numerous
overlapping leaves, each one a slightly
different shade of gold. When placed
on the finger of an elf and the com-
mand word is spoken, the ring teleports
the elf and up fo 550 pounds of other
creatures and objects in contact with
the elf to a location within the elven
homeland specified at the creation of
the ring. Unwilling creatures can make
a Will saving throw (DC 1g) to resist

the teleport. This teleport effect has no
chance of error. Typical destinations
that are keyed to these rings include a
community’s main square, the inside of
a particular home, or a femple.

Caster Level: 11th; Prerequisites:
Forge Ring, word of recall; Market
Price: 83,160 gp; Cost fo Create:
41,580 gp + 3,326 XP.

PELOR’S WRATH

The worship of Pelor is focused on
good, healing, strength, and the sun. As
if in answer fo the new angrier, martial
aspect that has emerged among the fol-
lowers of Pelor, the leaders of numer-
ous sects of the sun god’s church have
created the powerful Pelor’s wrath.
This item was designed to profect the
innocent while punishing the wicked
and the evil.

Pelor’s wrath is made from bleached
darkwood and bears a golden starburst
symbol at ifs top. In the center of this
symbol is a large, multifaceted crystal.
The other end of the staff is tipped by
a brilliant ray of light.

Pelor’s wrath is a +3 holy/+3 brilliant
energy quarterstaff that can be used
like a staff to cast a number of spells.
Each day, the staff has 5 charges to
expend on certain spells. Casting a spell
drains a certain number of charges as
specified below:

« Bless (1 charge)

o Bless water (1 charge)

« Protection from evil (i charge)

o Shield other (1 charge)

o Prayer (2 charges)

Caster Level: 16th; Prerequisites:
Craft Magic Arms and Armor, Craft
Staff, gaseous form, continual flame,
holy smite, bless, bless water, protec-
tion from evil, shield other, prayer,
creafor must be good; Market Price:
168,400 gp; Cost to Create: 84,200 gp
+ 6,736 XP.




STARBURST INSIGNIA

The Stars division of Saint Cuthbert’s
church serves to maintain doctrinal
purity within the religion. The upper
echelons of this order often wear
platinum starburst insignias. These
insignias have rubies embedded within
them and appear very similar to the
standard non-magic starburst insignias
worn by the faithful of Saint Cuthbert,
but their common features hide pow-
erful magic.

A starburst insignia occupies the
same space that an amulet would.

It grants its wearer a +4 resistance
bonus to Will saving throws. In addi-
tion, the wearer of the insignia can
use it to cast discern lies, detect
chaos, and scrying at will.

Caster Level: gth; Prerequisites:
Craft Wondrous Item, resistance,
discern lies, detect chaos, scrying;
Market Price: 216,670 gp; Cost to
Create: 108,335 gp + 8,666 XP.

ROD OF ENTROPY

Few know of Tharizdun, but those
who do fear him and all his creations.
First created by a wizard who went
mad after investigating the ruins of
one of Tharizdun’s temples, the rod
of enfropy is a short, blackened iron
shaft fopped by three skulls sculpted
to look as though they have melted
together. When this item’s powers are
used, sinister red light erupts from the
distorted eye sockets.

Tharizdun’s rod of enfropy is a +3
unholy heavy mace that once a day
can be used to open a rift in reality up
to 20 feet away. The rift is a vertical
plane of darkness 5 feet in diameter.
It behaves in all ways like a sphere of
annihilation except that it cannot be
moved. The rift can be brought into
being in a creature’s square. A crea-
ture thus threatened by the rift can

FLUTE OF DIVERSION

make a Reflex saving throw (DC 23)
fo avoid it and move out of the area
the rift occupies. The rift remains as
long as the rod wielder concentrates
and for 1d4 rounds after that. The rod
of entropy can call only one rift info
being at a fime.

Caster Level: 17th; Prerequisites:
Craft Rod, disintegrate, gate, unholy
blight, creator must be evil; Market
Price: 161,200 gp; Cost to Create:
80,600 gp + 6,448 XP.

WEE JAS’S SYMBOL OF TRUE DEATH
Though not necessarily evil, Wee Jas’s
worshipers offen obsess about death
and dying. This obsession can lead
them into contact with undead, and at
these times Wee Jas’s faithful find Wee
Jas’s symbol of true dearh a valuable
tool fo help negofiations.

A Wee Jas’s symbol of true death is
a small amulet that looks like a red skull,
usually carved from bone, in front of
a circular fan of fire made of steel but
plated in gold. When worn, it provides
a +3 resistance bonus to saving throws
against death and life draining effects,
but each symbol has an additional
power that can only be accessed by
throwing it at an enemy. When thrown,
a Wee Jas’s symbol of frue death acts
as a +2 ghost fouch, disruption, refurn-
ing shuriken.

Caster Level: 14th; Prerequisites:
Craft Magic Arms and Armor, heal,
resistance, telekinesis, planeshift;
Market Price: 73,801 gp; Cost fo
Create: 36,900 gp + 2,952 XP.

YONDALLA’S CAPE OF
HALFLINGKIND

Yondalla’s worshipers work hard on
behalf of the halfling race to make
halflings accepted in the communities
of other races while at the same fime
preserving the unique essence of the
halfling race. Yondalla’s cape of hal-
flingkind is particularly suited to this
purpose.

The cape gives its wearer a +10
competence bonus fo all Diplomacy
and BIuff skill checks as they relate to
dealing with creatures other than hal-
flings. In addition, the cape improves
some halfling racial bonuses: A halfling
wearing Yondalla’s cape of halflingkind
has a +2 racial bonus to saving throws
and a +4 racial bonus to Climb, Jump,
Listen, and Move Silently checks; non-
halflings gain no benefit from this sec-
ond quality.

Caster Level: 3rd; Prerequisites:
Craft Wondrous Item, charm person,
creator must be a halfling; Market
Price: 7,512 gp; Cost to Create: 3,756
gp + 300 XP. ©

WEE JAS’S SYMBOL
OF TRUE DEATH




Bazaar of the Truly Bizarre

by Ed Stark
illustrated by Jonathan Wayahak

t the end of a rickety street

in a poor quarter of fown,

one of the most ingenious
inventors of his day peddles his wares.
Wanting only enough money to keep
inventing new devices, Gurnugman
Swent, sole proprietor of Gurnugman’s
Oddities, doesn’t deal in magic or weap-
ons. The odd little gnome deals: only
in the items that he says “make the
impossible somewhat likely.” Despite
Gurnugman’s strange attitude, some
adventurers have found the gnome’s
inventions quite useful, going so far as
to have minor enchantments placed on
their favorite items. The following are
a few of Gurnugman’s least ridiculous
inventions.

Flaming Shield
A concave item with a “quilted” appear-
ance, the flaming shield is always made
of metal. The quilted appearance comes
from waterproof leather packets riv-
eted fo the shield’s surface. The con-
cave nature of the shield (only slightly
concave, away from the wearer) pro-
tects the wielder when the item is used
to full effect.

Each quilted area of the shield’s
surface is filled with alchemist’s fire
(a total of three flasks are necessary to
fill a small steel shield, while five flasks
fill a large steel shield). When struck,
the packets break open and catch fire,
spilling liquid flame out over characters
in adjacent areas.

Every time a character wielding a
flaming shield is aftacked in combat,
there is a 25% chance (on a hit or miss)
that the shield ignites. If the shield bursts
into flames, there is a chance anyone in
an area directly adjacent to the shield’s
wielder takes damage from the fire. The
shield’s design protects the wielder.
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Only characters within 5 feet of the
shield have a chance of taking damage.
If the character who caused the igni-
tion is within| 5 feet, he must succeed at
a Reflex save (DC 20) or take damage
as if he had been struck by lalchemist’s
fire (because of the concentration of
the fire). On a successful save, he takes
damage as if he were splashed.

Characters within 5 feet of the
aftacker and 5 feet of the shield must
make a Reflex save (DC 15) or suffer
splash damage. They take no damage on
a successful saving throw.

The shield “burns” for 2 rounds (start-
ing on the shield wielder’s next action).
Anyone who comes in confact with the
outer area of the shield during that time
(perhaps from a successful shield bash)
takes 1d6 points of fire damage (no
saving throw).

The wielder of the shield can ignite it
as a free action at any time.

Price: 110 gp (small flaming shield) or
200 gp (large flaming shield); Weight: 10
Ib. (small) or 25 Ib. (large). Refilling and
repairing the shield costs the regular
price of alchemist’s fire plus 5 or 10 gp
(small or large).

Ready-Drink Helm

This bulky helmet contains six protected
areas for placing potion vials, and two
metal tubes that lead down the side of
the helm and into the wearer’s mouth.
Each tube extends far enough into the
potion vials that the character can drink
one or both of the potions as a free
action. The helmet’s vial holder can be
rotafed as a move-equivalent action
(requiring the use of one hand), setting
two fresh pofions in the tube areas.



IN YOUR CAMPAIGN

Although presented in the April issue
because they all have the potential

fo amuse, the items here are bal-
anced for actual play. However, each
DM should evaluate the items in this
article carefully before including them
in a campaign. (DMs should evaluate
every item included in a campaign,
for both balance and flavor, and

we always recommend tailoring the
names of the ifems fo your campaign
if nothing else.) Any of the items
might add just the right amount of
fun to a game, or they might add too
much silliness. If a DM is worried
about using the items, small changes
might be all that are needed fo keep
the tone of the campaign as the

DM intends.

For example, in a campaign full of
dark atmosphere and

quasi-science, you might change the
ready-drink helm to disassociate it
from its obvious real-world inspira-
tion. In this case, the statistics and
game effects remain the same, but
the item becomes the dwarven injec-
tor, a mechanical disk attached to the
wearer’s bicep that injects the potion
as a free action. Falling prone might
then cause premature injection rather
than spilling.

Other gamers might want to see
variants you create for your own
game. Drop by the DRAGON Magazine
message boards and share your ideas.

Placing a new potion in a protected area
is also a move-equivalent action.

Unfortunately, the protected vial
holders are only somewhat protected.
Since the potion vials have to be placed
in the helmet| open (though well-cov-
ered), there is always a chance one or
more of them spills during combat or
other stressful activity. If at any time
the wearer of a ready-drink helm falls
prone, there is a 25% chance that each
remaining potion spills, rendering it
useless. The only way to check fo see
if a potion has spilled is fo remove the
potion vial and look, or fo try to drink it
when it is in the “ready” position.

Price: 150 gp; Weight: 2 Ib.

Extension Spear
A nasty “surprise” weapon, the exten-
sion spear looks exactly like a small

spear until a hidden button is pressed
(as a free action). Then, it shoots out
to the length of a longspear and can be
used to attack. The character threatens
an area exactly as if he were wielding
a longspear, even when the extension
spear is compressed. Small characters
(or others unable to wield a longspear
because of its size) may make a single
attack with the extension spear when

it is extended, but then cannot wield it
effectively thereafter (it’s too long) and
must drop it immediately. A Medium-
sized or larger character may wield it
normally.

When the extension spear springs out
to its longspear length, the character
being attacked must succeed at a Spot
check (DC 25) or be caught flat-footed.

Price: 150 gp; Weight: 10 Ib;
Damage: 1d6 piercing.

Stilt Boots
Stilt boots allow Small characters| to
rise above the problems Medium-sized
characters take for granfed. “Knee-
deep” streams (really up to a halfling’s
or gnome’s waist) become fordable.
Books on high shelves are now reach-
able. It suddenly becomes possible to
pop up and look over cover.
These boots, in their “compressed”
form, look fairly normal, if a little thick
in the soles (Spot DC 10 to notice
something unusual about them). As a
move-equivalent action, the character
wearing them can extend the sfilts,
adding two feet to her height almost
instantly. Another move-equivalent
action is required fo lower them again.

Stilt boots normally support up fo 75
Ibs. (larger versions can, presumably,
be made). They are somewhat clumsy;
characters can walk normally in them,
but running is impossible. While wear-
ing stilt boofs in their extended form,
characters suffer a -6 circumstance
penalty to Dexterity-related activi-
ties that require the full body, such as
Tumble or Balance checks. If a char-
acter fails such a check by 5 or more,
he automatically falls prone. Anyone
frying to unbalance a character wear-
ing extended stilt boots (using combat
maneuvers such as bull rush or trip)
gains a +4 circumstance bonus to their
opposed check.

Price: 350 gp; Weight: 2 |b.
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Extender

Compressed, this item looks like a com-
plex metal web of gears and tubes.
Using the controls, a character can
extend the arms of the extender up fo
15 feet as a standard action. The “hands”
of the extender can then be used to grip
and pick up items (grip Strength of 5;
they can support up fo 10 pounds, fully
extended), or they can be replaced with
separafe attachments. Extending the
arms and grabbing an item (such as a
bag of gold or a door handle) requires

a Dexterity check. The base DC is 5

for every 5-foot increment (or fraction
thereof), plus any circumstance modifi-
ers the DM might choose to apply (par-
ticularly bulky or unstable itfems might
cause problems).

Two basic attachments are avail-
able, 'and either can be added fo the
extender arms as a full-round action
(with the arms compressed). The first
is a lockpick attachment, which allows a
rogue fo use his Open Lock skill at five,
ten, or fifteen feet away. Increase the
DC of the lock by 5 for every 5-foot
increment. The lockpicks included in
the attachment are always masterwork,
granting the user +2 circumstance
bonus o his Open Lock check.

The second attachment is known as
the “pusher.” It is a very basic attach-
ment, but when adjustments fo the gears
are made, the pusher adds +4 to the
wielder’s Strength for purposes of push-
ing things such as doors or buttons. This
can be useful when frying to open doors
at a distance, as long as they open away
from the wielder.

Price: 100 gp (extender), 450 gp
(masterwork lockpick attachment), 50
gp (pusher attachment); Weight: 2 Ib.
(extender arms; attachments negligible).

Gnome Battlepack
The gnome (or halfling) battlepack fits
over the shoulders of any Medium-size
character and provides a saddle” for a
Small character to ride in. The carrier’s
movements are for the most part
unimpeded (assuming she can carry
the weight of the battlepack, plus the
rider, plus the rider’s gear). The carrier
receives a -4 circumstance penalty
fo Tumble and Balance \checks while
wearing a gnome battlepack that has a
rider inside.

The rider can face in any direction
and can use missile weapons or spells
freely. He cannot move on his own,

however, though he can make most
move-equivalent actions (like reloading
or drawing a weapon). He can make
melee aftacks, but he suffers a -2 cir-
cumstance penalty. While in the gnome
battlepack, the rider’s Dexterity bonus is
halved for purposes of figuring Armor
Class, Reflex saves, and attack bonuses
using Weapon Finesse.

Melee aftacks can be launched at the
carrier or rider nonmally (they both
occupy the same area), but missile
attacks are made as! if the attacker were
firing into a grapple (a 50% chance of
hitting either character).

The gnome battlepack has two
“breaker cords,” one for the rider and
one for the carrier. If either pulls a
breaker cord (as a free action), the
battlepack “breaks,” spilling the rider out
into an adjacent area. If the rider has
warning that a breaker cord is about
to be pulled, he may make a Dexterity
check (DC 15) and land on his feet in an
adjacent area of his choice. (If the char-
acter has ranks in the Tumble skill, he
may use that in place of his Dexterity.)
Otherwise, the DM randomly deter-
mines where the rider ends up, and the
Dexterity (or Tumble) check DC is 20
(which the character must succeed at or
land prone). Reassembling the battlepack
after it has been “broken” takes three
full-round actions.

Price: 75 gp; Weight: 10 Ib; Capacity:
Can hold any Small or Tiny character
weighing no more than 50 Ib. (includ-

ing gear).

False Hook

This grappling hook appears normal in
every way unfil used. The hook can sup-
port up fo 50 Ibs. of weight, but if more
is hung from it, a mechanism inside the
hook relaxes the tines one round later,
letting the rope and hook, and anyone
on it, fall to the ground.

Usually used by Small rogues fo keep
pursuers from following them up and
down their own rope ladders, the false
hook can also be used fo save on rope
and hook costs. A Small character can
use the false hook to hold a rope in
place while he climbs down and then,
with a sharp tug (Strength DC 20)
cause the false hook’s tines to collapse
and the rope and hook to fall down fo
the ground.

Price: 50 gp; Weight: 4 Ib. @
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by Cory Herndon e illustrated by Tony Moseley

Grimlock the mighty barbarian strides into a dark
cavern filled with vile monsters. He takes out two
goblins with one mighty blow and lets loose a bellowing
battle cry that terrifies his unprepared foes.

As Grimlock prepares fo go further, a small,
insistent beeping begins to pulse from a pouch on his
belt. Retrieving a cellular phone with his oversized
fist, the raging barbarian sheepishly says, “Hello?

Yeah honey? Uh . .. I'm at the grocery store. Yes,
I'll be there soon. Yes, of course | love you. Game?
What game?”

Sensing weakness, the goblins renew their assault
as Grimlock drops his axe and runs screaming for
the dungeon entrance. . . .

THE ETERNAL DILEMMA

Ah, the girlfriend, the bane of the modern
roleplaying gamer. Yes, they’re soft and smell
like flowers, but they sure don’t seem to understand
gaming—a case of vastly different definitions of
“quality fime.”

As any gamer worth his salt knows, the
first place you look (provided the DM is out of
the room) to find a foe’s weaknesses is the
Monster Manual.
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OTHER, SIGNIFICANT

Medium-Sized Insider (If she asks,

she’s small.)

Hit Dice: Don’t even mention this. It’s
just begging for a lawsuit.

Initiative: You'd better let her go first.
Speed: Faster than you, bub.

AC: Again with the lawsuit.

Attacks: Manipulate +42 ranged
incorporeal

Damage: 8di2 (mental)

Face/Reach: No matter what it looks like,
say “beautiful”/your cell phone’s free
roaming area

Special Attacks: Withering Stare, Cell
Phone, Silent Treatment, Mother-in-Law
Special Qualities: Great Personality,
Dizzying Mood Swings, Immune fo
Sports

Saves: Coupons; baby pictures; little
mementos from your first date that you
completely forgot about

Abilities: Varies, but you'd damn well
better say Charisma 20 if asked.

Skills: Perform (melodrama) +10, Hide
(your keys) +12, Sense Motive +475
Feats: Alertness

probably knew that going in—so get used
to it! Don’t try to change your gamer
into a nongamer, or you'll end up with
either an unhappy partner or no partner
at all.

Instead, come up with ways fo balance
your relationship with your partner’s
gaming. Here are a few tips:

The Gamer Exchange: Keep track of
the fime your parfner spends gaming
(that he could have spent doing things
with you) and politely demand roughly
equal fime. Don’t be a shrew about
this, keeping track of every fime your
pariner glances at a set of dice. Be
realistic. If your partner spends 80% of
his leisure fime gaming and only 20%
with you, something’s out of whack.

Shop While He Drops (Dice): If
you have a problem hanging around
while your partner games (nobody
likes a “hoverer”), go shopping. Food
or other necessity-shopping is nice,
but try clothes shopping. If you share
living expenses, this works out well, as
it encourages your gaming partner fo

Climate: Your house? It isn’'t yours
anymore.

Organization: Solitary or clique (2d4)
Challenge Rating: Your level +6
Alignment: Varies. No, we mean it really,
really varies.

Treasure: More clothes than the entire
gaming group, fwo paychecks worth of
shoes, your wallet

SURE-FIRE, NEVER-FAIL
GAMING EXCUSES*
Just in case the guys are about fo
finish up the last part of the quest
for the rod of umpteen parts and
you've got pre-scheduled quality
time, here are a few helpful excuses:
“Sure, it had Ebola, but | figured,
when’s the next time I'm going to
get o pet such a cute little monkey?”
“Um . .. No hablo.”
“A school bus broke down so |
ad fo watch all those kids while the
bus driver made the repairs. The
news crew inferviewed me, but they
said it probably wouldn’t make the
final cut.”

limit his time at the table; or earn a lot
more money. Gamer: “Dear, 'm going fo
play D&D tonight!” Non-gamer: “That’s
okay, honey; there’s a one-day sale at
the Bon!” Gamer (checking credit card
balance): “Never mind. Let’s go to a
movie instead.”

Pamper Yourself: Gaming is a
hobby, and while it might not seem
relaxing to you, it probably is to your
gamer partner. Well, relax yourself.

Get a massage, go to the gym, or do
something else to clear your mind and
help your body. You'll like it, and your
gamer partner

will appreciate it, too. Besides, when
you come in all toned and buff, it’ll
remind him to lay off the cheesy-puffs
and take a shower.

Pitch in: While you'd probably find it
boring hovering around the gaming table
while your partner and your partner’s
friends game, you can involve yourself
in the social aspects of “game night” if
you don’t mind doing a litfle work. Offer
fo cook dinner for your gamer partmer

“I'm over at Bill's; it’s bible
study night.”

“I have fo be alone right now . . .
Grandma [insert Grandma’s name here]
really meant a lot to me, and | really
think she would have wanted me to
dismember and bury her myself.”

“My people are calling me home for
the evening. Need anything from Mars?”

“I'm Batman.”

*Editor’s Note: “Excuses” are thinly
veiled lies that may cause permanent
relationship damage. Whatever. Cry me
a river, Oprah.

Author’s Note: Top-secret DRAGON
research polls indicate that roughly
51% of the human population finds Mr.
Herndon’s article offensive. The good
doctor recommends that the 51% count
back from ten, take a deep breath, and
eaf a box of bon bons while watching
“Sleepless in Seattle” for the 47th time.
But dinner had better be ready when |
get home. And would it kill you fo put
on a miniskirt onc e in a while, for
cryin’ out loud? @

and friends, on the condition that they
take a break from gaming to eat with
you (and maybe some of their non-
gamer partners). This gets you involved
in the social aspects of the gaming
group (which is nice for you) and
feeds them something other than those
notorious cheesy-puffs (which is good
for your gaming partner).

Join In: If you're hanging around
the house while your partner games, it
doesn’t hurt to remind him that you're
there. Do so now and then when you
see the game at a pause. If you're really
ambitious, coordinate some of these
interruptions with the DM—you might
not like gaming, but you can assume
the role of a flirtatious barmaid or
authoritarian duke for a few moments.

So let’s recap:

No changing gamers.

No hovering.

Shop if you want.

Assume the role of a flirtatious
barmaid. o
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he player is one of the most pow-
Terful yet least-detailed entities in

the DUNGEONS &t DRAGONS game.
Possessing skills and abilities that are
truly game-altering, an experienced
player’s extraordinary range of talents is
not to be dismissed lightly. Detailed here
are but a few of the feats many savvy
players have developed and honed dur-
ing their gaming careers.

Dodge Food Run [Lazy]
Someone has to make a trip to the gro-
cery store or Chinese restaurant, but it’s
not you.

Prerequisite: A plausible excuse.

Benefit: At some point during the
gaming session, people are going to get
hungry. Whether it’s because you've all
run out of snacks or decide fo order
take-ouf, someone has fo leave the
game fo go get the provisions, but your
quick thinking and persuasive talents
enable you to avoid the legwork and still
get the goodies.

Normal: Everyone takes a turn.

Evade Chipping In [Thrifty]
Your gaming group splits the cost of the
pizza five ways instead of six.
Prerequisite: A wallet with no
visible cash or an impressive wad
of pocket lint.
Benefit: Your stomach gets filled,
but your wallet doesn’t get emptied.
When the pizza guy is af the door and
everyone is tossing in a few bucks, you
manage fo convince your pals to throw
in for you.
Normal: Everyone splits the bill.
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Snatch Last Soda [Thirsty]
Only one coke is left, and its carbonated
cola goodness is yours.

Prerequisite: Ability fo down the last
few gulps of your current drink.

Benefit: When someone announces
there’s only one pop left in the fridge,
you're able to chug-a-lug the beverage
you've already got and lay claim to the
last can.

Normal: Someone else usually gets it.

Lightning Dibs Calling [Greedy]
When the party divides up the treasure
from an adventure, you lay claim to the
tastiest doo-dad.

Prerequisite: Great need for a par-
ticular gewgaw.

Benefit: Whenever the party uncov-
ers one of those pieces of freasure that
are coveted by two or more characters,
you manage fo get your hands on it by
quickly proclaiming rightful ownership
before anyone else.

Normal: You have fto roll for your
freasure pick or determine which char-
acter would benefit most from it.

Repeat Die Roll [Shady]
Unfavorable die rolls can be re-rolled by
pointing out a disqualifying factor.

Prerequisite: Need for a good die roll,
an uneven rolling surface.

Benefit: Uneven rolling surfaces
can cause dice to be cocked, making it
unclear as to which number was rolled.
Dice that roll off of a designated rolling
surface resulting in a low number can
be considered out-of-bounds. Contact
with any and all objects (including books,
pencils, other dice, body parts, and roll-
ing surfaces) can adversely affect your
result as well.

Normal: You're stuck with a crappy
roll and your character ends up disinte-
grated or something.

Avoid Random Damage [Lucky]
When the DM rolls to see who gets hit
by a random attack, you're out of
the running.

Prerequisite: Inferest in self-
preservation.

Benefit: Whenever there is a need
for the DM to determine whose
character suffers the effect of an
indiscriminate attack (grenade-like
weapons, botched attack, blindfolded

kobold with a repeating crossbow, and
so on), yours doesn’t even have the
chance of being in the wrong place at
the wrong time.

Normal: You take your chances
at eating a wayward flask of alche-
mist’s fire.

Seat Jockey [Comfy]
If there is one chair that’s better than
the rest, it’s all yours.

Prerequisite: Desire to sit in the
best spot.

Benefit: Your place at the gaming
table has it all. It's got the cushiest seat;
it has plenty of space for your books,
dice, character sheet, and snacks; you've
got a great view of the map; and the
DM is close enough that you never miss
a thing.

Normal: Whoever sits in the best seaf
first gets it.

Avoid Bookkeeping [Lazy]
You came fo play, not to take nofes.
Prerequisite: Ability to proclaim,
“Someone should write this down.”
Benefit: Keeping up with your own
character is enough responsibility for
you. Someone else can take care of the
mapping, treasure inventory, and all
those other things the party will want a
record of.
Normal: Anyone with a pencil and
paper can get stuck doing this stuff.

Adjust Miniature [Shady]

Minor repositioning of a miniature
can greatly extend your character’s
life expectancy.

Prerequisite: A game that uses minia-
tures, realization your character is about
to get smacked.

Benefit: Occasionally, your miniature,
through no fault of its own, might acci-
dentally misrepresent your character’s
position as being just inside the edge of
an area-of-effect spell or similar dam-
age. That can usually be remedied with
a gentle nudge. If your character is
well within the affected area, you might
need fo retrieve your miniature “to see
if the paint is chipped” and then return
it to the table in a more satisfactory
and safe location.

Normal: You can go from “Wow, that
was close” to “Ouch, that hurt” at the
whim of a measuring stick. ©
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Sail on to the Isles of Woe

It all started with an eccentric wizard
from the city of Greyhawk. His name
is not important—after all, that city
spawns crazed mages by the dozen.
What is important is that he might
have solved the most famous mystery
of the Nyr Dyv: They say he’s found
the Isles of Woe.

The wizard hired a small mercenary
company that worked out of Elmshire
and giddily led his hired army info the
Nyr Dyv, setting out upon ancient spell-
constructed boafts moored in a cove
about a week beyond lonely Stankaster.
According to the wizard, these boats
were the only way a soul could set foot
onto ancient Heraan—the city where
the Codex of the Infinite Planes was
supposedly first inscribed and where
countless other treasures still rest.

The mercenaries’ captain, an ambitious
and greedy warrior named Deneju,
liked what the wizard told him about
the ancient lost city. He only barely
missed the great plundering of the
Temple of All-Consumption, arriving
at the foot of that dead volcano after
would-be treasure-seekers began to
find only ungilded death there. This new
treasure frove would be his from the
ground floor, so he followed the unstable
wizard across the Nyr Dyv’s waters
to the fabled isles. While | do not know
the entire story that followed, | know
that the wizard and Deneju went their
separate paths. The wizard grew more
erratic the longer they stayed on the
isle, and he eventually disappeared into
a massive structure the captain called
the Green Devil's Tower, while Deneju
went on to search for his freasure in
an abandoned temple devoted to some
long-forgotten wafery god.

Deneju has ... refired. What he found
on the Isles of Woe put an end fo his
adventuring days, and his worries seftle
on coin no more. But before the end of
his mercenary career, he told me where
that arcane boathouse lies—the exact
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Whit is Living Greyhawk?

LiviNng GREYHAWK is the largest, most popular shared-world DuNGEONS &t
DRAGONS campaign in the history of gaming. Run under the auspices of the
RoLe PLAvING GAMER AssociaTIoN Network (RPGA), the campaign offers gam-
ers around the world the chance fo contribute to the developing history of
Oerth by taking part in scenarios played at conventions, game days, or in the
comfort of home. For more information on how you can get involved in the

campaign, visit www livinggreyhawk.com.

spot—and | am willing fo pass on that
information to you. And it'll only cost
you ten gold orbs . . .

You Want Some of This?

At Origins 2002 the LIVING GREYHAWK
campaign kicks off its 592 Y dungeon
delve event: The Isles of Woe. During
this event, your character will travel
to the ruined ancient city of Heraan to
unlock ifs secrets and unhinge ancient
treasure hidden for more than

a millennium.

But you're noft there, yet.

This year, Origins takes place in
Columbus, Ohio on July 4-7, 2002. If
you are planning to attend Origins and
participate in the Isles of Woe event,
you must still face the challenges of the
boathouse hidden in a once-sunken cove
on the Cairn Hills coast of the Nyr Dyv.
We've included encounters for three
levels of play below. Before you come
to Origins, find the most devious DM
you know and have him or her challenge
you with the encounfer appropriate for
your characters’ level of play. When
you arrive at the Isles of Woe event,
your DM will ask you what challenges
you faced at the boathouse, and the
challenges and rewards you find on the
Isles just might change based upon your
answer. How? Here’s a hint: If the DM
is not amused or touched by your tales
of valor and heroism, his or her heart
will furn colder foward your plights in
Heraan—so bring your best bard or
suffer the consequences.

When you play these encounters,
you don’t gain experience poinfs, and
you don’t gain gold. If your character
dies, you can keep on playing it as if

nothing bad ever happened—though
you might want fo rethink your plans
for plundering the Isles of Woe ...
death there will be swift and real, and
if you can’t handle the foes below, it is
doubtful your character can handle the
challenges of the isle. In short, these
introductory encounters are presented
“for fun” only and don’t “count” in the
overall Living GREYHAWK campaign.

DMs Unite!

An encounter is only as tough as its
DM-and we're always on the lookout
for that excellent mix of devious and
fair for our LIVING GREYHAWK DM pool.
Read the encounters below, and set up
strategies that will challenge your foes.
When you have a fop-nofched strategy,
point your Internet browser toward the
Community section of the Wizards of
the Coast website (www.wizards.com/
community). Go fo the RPGA message
boards, and scroll down to the LiVING
GREYHAWK boards. A thread called “Isle
of Woe Strategies Contest” will be there
waiting for you. Post your best ideas
there. Each month until Origins, we’ll
pick the top three strategies posted on
the list and send our top strategist a
treasure chest of D&tD and GREYHAWK
prizes. At Origins we'll award a special
prize o our top DM strategist. What will
it be? Let’s just say that the prize will
be ... fitting. Next month, we'll give you
another hint!

Delve Toward the
Boathouse, EL 3 to 6



That’s what the man who gave you
directions to this place fold you, and
looking down into that cave—more
like a pit with its steep limestone sides
descending down to the shadow-
shrouded floor some hundred feet
below—dissuades you from searching for
the “hard way.” Once you make it to the
bottom of the pit, you have half a mile
of twisted caverns until you reach the
arcane boathouse.

Like the majority of the subterranean
passages in the Flanaess, the natural
limestone caves that reach down into
the arcane boathouse are inhabited.
Humanoid tribes from both the Cairn
Hills and the waters of the Nyr Dyv
use the caves, but they usually (and
wisely) stay away from the magical
boats. Lower-level characters encounter
a group of these squatters on their way
to their destination. These encounters
can occur in whatever cave passage or
chamber the DM deems fit.

Three to Five 1st-level
characters, EL 3

#Kobolds (6): hp 4, 3, 3, 2, 2, 1; see
Monster Manual page 123.

#Zezzru: female kobold Rgri/Sors;

CR 2; Small humanoid (reptilian); HD
1d10+1d4; hp 13; Init +2; Spd 30 ft.; AC
16 (touch 13, flat-footed 13); Atk +1 melee
(1d6-1, halfspear), or +4 ranged (1d8/19-
20, light crossbow); SQ Darkvision 60
fr., light sensitivity; SV Fort +2, Ref +2,
Will +2; Str 8, Dex 15, Con n, Int 10, Wis
10, Cha 12.

LIVING GREYHAWK BACK ISSUES

STILL AVAILABLE!

Have you missed an issue of the LiviNng GREYHAwK Journal?

Skills and Feats: Concentration
+5, Jump +4, Spellcraft +1;
Ambidexterity, Point Blank Shot, Track,
Two-Weapon Fighting.

Light Sensitivity (Ex): Zezzru
suffers a -1 penalty to attack rolls in
bright sunlight or with the radius of a
daylight spell.

Possessions: Leather armor,
halfspear, light crossbow, 10 bolts,
spell component pouch.

Spells Known (5/4; Base DC = 1 +
spell level; arcane spell failure 10%);
o—daze, ghost sound, mage hand,
resistance, 1st—shield, true strike.

Average Party Level 2, EL4
#Lizardfolk (2): AC 17 (touch 10, flat-
footed 17); hp 14, 1, 1; see Monster
Manual page 128.

Possessions: Large shield, greatclub, 5
javelins.
4Pzartez: male lizardfolk Drdz; CR 3;
Medium-size humanoid (reptilian); HD
4d8+6; hp 29; it +o0; Spd 30 ft.; AC 17
(touch 10, flat-footed 17); Atk +4 melee
(1d8+2/x3, longspear), or +4 melee (1d6,
club); SV Fort +5, Ref +3, Will +5; Sir
13, Dex 10, Con 14, Int g, Wis 14, Cha 10.

Skills and Feats: Animal Empathy +4,
Balance +4, Concentration +6, Jump
+7, Swim +g; Multiattack; Spell Focus
(Transmutation).

Possessions: Large wooden shield,
longspear, club, spell component pouch.
Spells Prepared (4/3; Base DC = 12
+ spell level; +2 Transmutation spells)

o—flare, guidance, light, resistance,

1st—entangle, magic fang (x2)

4 Snake, Viper, Medium-size
(Pzartez’s animal companion): hp g; see
Monster Manual Appendix I: Animals.

Average Party Level 4, EL 6
#Howlers (2): hp 45, 39; see Monster
Manual page 121.

4 Hertog the Quasit: hp 18; see Monster
Manual page 41. Hertog can take two
forms, that of a large black dog, and that
of a hunched and ancient human man.

Higher-level characters on their way

to the Isles of Woe will encounter
resistance in the boathouse. See us next
month for Encounter Levels 8 to 12!

LIVING GREYHAWK

Website Receives Facelift

With all the LivING GREYHAWK activity of
the last year, our campaign Web page
grew woefully out-of-date. Just last
month we unleashed a new page that
features regular content. Some of the
newest releases include all three Rules
Updafes and the Regional Dispatches
that formerly appeared in the Living
GREYHAWK Journal. Stop by
www.livinggreyhawk.com and check

it out. .*

On the Cover: Canadian artist Kalman
Andrasofszky reveals a contemplative Canon
Hazen of Rao, the mortal who used the Crook of
Rao to expel legions of fiends from the Flanaess.

Issue 3: Blood of Heroes (hero-deities of the Flanaess).

Complete Gods of Oerth table. Enchiridion of the Fiend-
Sage (Amedian Gutworm, Losel, Norker, Swordwraith).

Sheet.

Back issues are still available to active members of the

RPGA Network. Contact RPGA HQ via rpgahq@wizards.
com to order up some GREYHAWK goodness. Issues o and 1
are already sold out, and our remaining quantities of the
issues we do have in stock are waning fast.

Back issues cost $5.00 US per copy, which includes
shipping and handling. If you’d rather not pay upwards of

$10.00 per issue via online auctions, we strongly suggest

dropping HQ a line.

Back issues for DrRAGON Magazine installments and the
yet-to-be-printed “lost” fifth issue are sadly not available.
Here’s what the stand-alone issues you're missing contain:

Issue 2: Exclusive city of Greyhawk poster map. Greyhawk
map key. Gem of the Flanaess: The Artistan’s Quarter. The
Way of the Lake (Rhennee culture and prestige classes).
Enchiridion of the Fiend-Sage (Animus, Bullywug Savant,

Grigaur, Valley EIf). Dispatches.

Issue #2

Dispatches. Official LiviNg GREYHAWK Character Record

Issue 4. Gem of the Flanaess: Clerkburg (Part 1). The Silent
Ones of Keoland (including new prestige class). Enchiridion
of the Fiend-Sage (Dune Stalker, Necrophidius, Nyrrian
Boatcrusher, Qullan).

lssue #3 Issue #4
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multiverse, dismissing all other Material worlds as

insignificant backwaters populated by dim rustics.
Though perhaps somewhat overstated, the belief focuses
upon an undeniable fact—Oerth is a planar nexus. The
humble Material world supports the active interests of
more than one hundred gods, and scores of demon
princes and diabolical archdevils enjoy the adoration of
Oerth’s more depraved residents. Planar adventurers find
their way fo Oerth with some frequency, gaining access
to the world through countless gates, conduits, and infer-
connected demiplanes.

What draws so much attention to Oerth? The answer
might lie in its strong presence of magic, particularly as
manifested by the numerous powerful artifacts situated
throughout the world. The hundreds of divine, infernal,
and neutral powers who intervene in the affairs of the
Flanaess often bear with them personal items of power,
and sometimes they send these objects info the world as
proxies of their will. Other artifacts are mysterious even
to Oerth’s deities and antedate them by millennia.

Regardless of origin, artifacts have always shaped the
history of Oerth. The Twin Cataclysms of the Invoked
Devastation and the Rain of Colorless Fire almost certainly
involved the employment of several items of power, while
the Great Migrations that followed them spread legends of
artifact usage far and wide across Oerik. More recently,
Canon Hazen of Veluna employed the sacred Crook of Rao
to seemingly expel most evil outsiders from the Flanaess.

But some artifacts play a more humble role in the
day-to-day lives of the people of Oerth. Few indeed
are little girls of the Flanaess who have not spent hours
enchanted with tales of Queen Ehlissa’s Marvelous
Nightingale. Fewer still are those who have nof, if even
for a moment, entertained thoughts of leaving a hard
day’s work behind for a grand quest fo reconstruct the
fabled Rod of Seven Parts.

In a world in which magic and evil are both very
real and very present, the value of a good artifact is
incalculable (at least in gold pieces). Though few can
claim the lofty goals and achievements of Canon Hazen,
most who care to think on the matter know that owning
an artifact can be an instant ticket to power. While some
seek out such items (and such power) for altruistic
reasons, far more seek some personal gain. Often, a
great hero captures a powerful artifact, but an even
greater hero prevents its capture by agents of evil.

Pompous scholars declare Oerth the center of the
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Nof all objects of power are created equal. To begin, artifacts
are ifems of infense magical power crafted by humans, pow-
erful monsters, or even the gods. They might grant known
arcane or divine powers and abilities, or they might wield
energies beyond the comprehension of mere mortals. The dis-
tinction between major and minor artifacts and powerful magi-
cal items is vague, and often one sage’s steadfast classification
of an item differs from those of any three of her associates.
Generally, minor artifacts are powerful items within the realm
of mortal magic for which the “recipe” has been lost. By con-
trast, several criteria exist for classification of an item as a
major artifact:

« All major artifacts are unique. While staves of the magi
are potent magic items, Boccob’s Staff of the Archmage is a
singular powerful major arfifact

« Substantial bodies of folklore and legends surround all
major artifacts. While such histories are often contradictory,
incomplete, and inaccurate, every major artifact fits within
the context of Oerth’s living history. A bandit lord wielding a
vorpal sword might take a few heads, but he is unlikely to hold
the key to the destruction of an ancient lich-king who became
a god, as he would were he wielding the terrible Sword of Kas.



« Most of the artifacts catalogued in the libraries and
magical guilds of the Flanaess possess some potentially
harmful side effect that might vex the item’s owner. Major
artifacts stand as testaments to the universal truth that power
cannof be achieved without a price. When Shattados, last
ruler of the ancient Flannish Kingdom of Sulm, enfreated his
wicked gods for aid in the form of the Scorpion Crown, he
knew he would become everlasting overlord of his people. He
did not, however, anticipate his empire turning info a desert
wastfeland or his subjects mutating into hideous insectoid
beasts. Shattados’s example is a harsh one, but it makes an
excellent lesson for those expecting no consequences in
exchange for the invocation of awesome power.

« Major artifacts possess a durability unknown to most
substances in the multiverse. The creation of an artifact is the
supreme apex of magical arfifice. Having struggled so hard
for survival, such items do not pass easily. Most artifacts and
relics are effectively invulnerable, save for certain, extremely
specific conditions. The Crystal of Ebon Flame might appear
brittle, but it can only be crushed beneath Golbi, the massive
hammer of Fortubo, Suel god of stone, metals, and mountains
(and Golbi itself is a powerful artifact).

Artifacts present DMs with a wealth of roleplaying possi-
bilities. Many players will want o take part in heroic quests
to rescue artifacts (or even portions of artifacts) from dia-
bolical dungeons or exofic locales. Such campaigns can last
for years, with the PCs working their way from obscure
riddles to ancient maps to powerful enemies who also seek
the same artifact for their own, malignant ends. An artifact
should be used as a goal, a just-over-the-horizon reward
that keeps heroes walking the trails of the Flanaess for sea-
sons, or even years. DMs running high-fantasy campaigns
might even allow the party to capture and use an artifact,
no doubt drawing the aftention and ire of powerful minions
of evil, good, and neutrality.

Artifacts often change the world, and it is important to
understand that the world of Oerth is filled with powerful
NPCs who prefer that things continue to work exactly as
they did yesterday. Artifact-wielding PCs have much to
fear from such agents, be they well-intentioned paladins
of Pelor hoping to convince the PCs to use their power
wisely, scheming servants of luz looking for a trinket
to add fo the coffers of Dorakaa, or secret cabals of
Hierophant druids that travel Oerth, always looking fo
quash would-be power mongers who thought a simple item,
no matter how mighty, would be an easy route to lasting
glory.

Even DMs running a low-level campaign can find a
good use for artifacts. While the PCs might never come
within leagues of a relic such as the Talisman of Al-Akbar,
those passing through Baklunish lands will hear tales and
chants about its rich history. Those who look like foolish
foreigners might even find a friendly merchant willing to
sell them the “genuine” article.

In short, artifacts have much fo add to any campaign.
They are an integral part of the GREYHAWK campaign,
and whether used directly or to color background and

history, their presence can inspire lively play that will be
remembered fondly for years to come.

Certain secret locales present mortals with the raw materi-
als needed to construct artifacts, and a journey to one such
location might form the basis of an enfire campaign. These
places include:

« Beneath Castle Greyhawk, in its lowest and most
inaccessible dungeon levels, lurk the Oerth Stone and the
Obelisk. Each of these strange, quasi-sentient artifacts can
tap vast magical energies, which are well-nigh unfathomable
when used in fandem. However, few adventurers have
survived the castle’s dangers to discover the Oerth Stone,
much less the Obelisk (which exists in a hidden demiplane
of its own). The powerful objects can channel power info
items or people, and that played an integral role in Zagig
Yragerne’s ascension to demigodhood. Although the mortal
Zagig was able to chip a shard from the Oerth Stone, even
he never knew with certainty that the Obelisk existed—he
could only detect its presence through the subtle effect
that it had on his perceptions and the enchantments of his
castle. The secrets and powers of these stones have not
been rediscovered since Zagig’s ascension.

« The Causeway of Fiends lies just off of the north-
easternmost point of North Kingdom, between the shore
and the treacherous Isle of Lost Souls. The Cauldron of
Night exists beneath Asperdi Isle’s Tar Hill, a deep and
cavernous blight in the lands of the Sea Barons. These
places of dark might are sought by the most treacherous
and vile of Oerth’s villains, for from the sites can be
harvested the components necessary to fashion such items
as Talismans of Ultimate Evil and Spheres of Annihilation.
The Great Kingdom’s legendary Malachite Throne was
born from the living darkness beneath Tar Hill, its evil
emanations lending vicious strength to the Overkings
who ruled from Rauxes for generations. Yugoloths, dark
elemental spirits, and fouler aberrations are known to be
attracted fo these sites, and as they devour blackguards as
swiftly as paladins, only the strongest of evil's champions
dare fo risk approaching these areas.

o Oerthblood seeps into The Endless Well from deep
beneath the Fortress of Unknown Depths, the dwelling
place of the archmage Tenser. His ancient keep was built
by migrating Oeridians fo guard and harvest this rich magical
ore. Few know Oerthblood exists—Tenser has
been studying the substance in seclusion for decades—
and no one knows exactly what it is. Tenser recently
reactivated his keep’s mining operations (which had been shut
down after his death during the Greyhawk Wars),
and minor earthquakes and strange grinding vibrations
occasionally rumble info the surrounding area from
deep beneath the citadel, hinfing at the immense
golems currently at work harvesting the world’s
magical essence.
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nearly impossible—there are simply foo many fo cover here.
A handful of artifacts important to the Flanaess within the
last century have been included; a future issue of the Living
GreyHAwWK Journal will contain a complete list of all known
artifacts on Oerth.

The Chalice Everlasting: In the earliest days of conflict
between the Suel and Baklunish empires, Suloise magi
sought fo turn the legendary Baklunish affection for
the elements against them. To do this, they created four
artifacts of surpassing power and infused these symbols of
elemental magic with a portion of the spirits of powerful
elemental princes. By all accounts, the experiments failed,
resulting in flawed artifice bound (unwillingly) to potent
elemental nobles. After their creation, the flawed items
spread throughout Oerik. The item dedicated to water, the
Chalice Everlasting, currently rests within the Flanaess.

The Chalice Everlasting appears as an ornate cup formed
from constantly swirling water (though it is hard as metal).
Small water droplets occasionally spray off of its surfaces
and edges, and when holding the Chalice, the wielder feels
the movement of small waves beneath her fingers. The fresh
scent of ocean spray always surrounds the magical cup.
The Chalice is extremely empathic: when its bearer is in
foul spirits, the waters are agitated and stformy, sometimes
appearing brackish and giving off faint traces of steam.
Most of the time, however, the Chalice appears utterly clear
and enchantingly beautiful.

The Chalice Everlasting can alter any liquid it confacts,
including acids and the most harmful poisons. Once per day,
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its owner can fransmogrify up fo 20 cubic feet of liquid into
pure, fresh water simply by touching the cup to the surface
of the liquid and uttering a command word. Unholy water,
potions, or drinks of significance are spoiled by this
effect, but the Chalice has no effect upon creatures of
any type. Each use elicits a 10% chance that instead
of purifying the liquid, the Chalice instead furns it
into putrid swamp filth. Anyone drinking such liquid
becomes nauseated.

When tipped on its side and a command word
is spoken, the Chalice can double as a decanfer
of endless water.

Anyone wielding the Chalice Everlasting is
wrapped in a shell of fresh air, making him
immune to all gases and allowing him to breathe
underwater or in a vacuum.

A final command word transforms the
Chalice info a greafer water elemental that
serves the bearer for a period of up to three
full days before the power falls dormant for a full
week and it reforms info the artifact. Destruction or
banishment of the elemental reverts the Chalice to its
normal form, which remains dormant for one month.
Legends abound that the Chalice can be used to summon
the powerful elemental prince of evil known as Olhydra,
who rules a dark corner of the Elemental Plane of Water.
The specifics of this summoning, however, have been lost fo
fime.
The bearer of the Chalice Everlasting need not drink as
long as the item remains in his possession. This magical
nourishment is insidious, however. When the bearer and
the Chalice are inevitably separated, the former bearer
must make a Fortitude save (DC 30) or suffer crippling
dehydration. Dehydrated characters are exhausted for as
many days as they possessed the Chalice. They cannot
recover through rest—only a wish, miracle, or similar magic
restores them to full vigor.

After detecting the flaws in the elemental items, the Suel
dispatched them to foreign lands as gifts of the emperor’s
gratitude. The Oerthly Plates were lost somewhere in the
central Flanaess. The Unquenchable Scepter traveled north,
to what would become Blackmoor (and rested in that land’s
fabled castle for centuries), and the Tempest Horn was sent
to a distant empire in the Far West. All four of the items
returned to the Flanaess within the past 5o years, and were
employed by forces loyal fo luz and Zuggtmoy, the Demon
Queen of Fungi, to sanctify the four elemental nodes within
the dungeons of the Temple of Elemental Evil. Since that
action, the Chalice was lost on the Azure Sea and swallowed
by an ancient whale. That creature’s stomach acids were
altered fo pure water, and its corpse now lies on the ocean
floor amid a wide stretch of fresh water fifty leagues
southeast of Gryrax.

Suggested Means of Destruction: Feed the Chalice to the
balor Ter-Soth; fill it with the gastric juices of six beautiful
night hags; boil its composite water within the deepest
cavern of Lake Udrukankar.

The Crook of Rao: Among the most revered relics in
the history of Oerth, the Crook of Rao currently enjoys a
reputation shared only by frue messiahs and the gods.



In Coldeven of 586 cv, His Venerable Reverence, The
Savior of Our Lands, Canon Hazen of Mitrik used the Crook
to stunning effect, banishing thousands of demons, devils,
yugoloths, and other outsiders from all parts of the Flanaess,
and possibly from throughout the lands of all Oerth. Though a
few sages suspected the item’s potential for awesome power,
none would have predicted such pervasive effectiveness.

The assistance of nearly every priest of Rao in Mitrik as well
as the aid (some say manipulation) of the archmage Bigby,
certainly played an important role in the effort’s success.

Hazen’s victory allowed many goodly armies to gain
advantage against the formerly fiend-stacked forces of luz
and the former Great Kingdom, and Rao’s popularity, even far
from his clergy’s base in Veluna, has never been stronger.

Prior to these events, the Crook played a relatively minor
role in the affairs of the Flanaess. Many believe that the relic’s
existence predates that of humanity, and perhaps even that
of QOerth itself. Raoan scripture claims that the Crook alone
protected Oerth from the insurgence of evil outsiders prior to
the discovery of magic by the world’s denizens, though many
rival faiths dispute such boasts.

To the average man of the modern era, the Crook existed
only in scripture and hymn. In the mid-sixth century cy,
however, the adventurers Tenser, Terik, Merlynd, and
Robilar discovered the artifact in the depths of Castle
Greyhawk, only fo lose it again in a bizarre demiplane known
as the Isle of the Ape. The artifact’s subsequent rescue by a

group of adventurers led by the
redoubtable Warnes Starcoat of
Urnst is now a popular tale with
bards throughout the Central

Flanaess.

After its rescue, the Crook
somehow fell info the hands
of Drax the Invulnerable, the

calculating animus lord of Rel Astra.

In the closing days of the Greyhawk

Wars, Drax and Hazen worked

out a trade, and the Crook soon
came to Mitrik, where it would

become the most influential
item in the modern history of
the Flanaess.

The Crook of Rao is a
crooked staff not unlike
those used by shepherds,

crafted from a lustrous

auburn hornwood.
Round-cut jacinth,
angled alexandrite,
fiery sard, golden
topaz, and other
stones set it
apart from its
counferparts,
however, as
do the cold
d——iron and
silver that
form its
shaft and

Ly

headpiece. Despite the expensive maferials that dress it, the
Crook gives the impression of age; those in its presence feel
as though they gaze upon a remnant from a bygone era.

Before the Flight of Fiends, few would have ascribed
planetary banishment abilities to the Crook of Rao. Now, many
see the staff as a relic of near limitless power—the infinite
will of a god given form. The majority of the pilgrims now
flocking to Veluna discount the fact that many fiends escaped
banishment, and point to the gains in Nyrond and Furyondy
as evidence of Rao’s influence on Oerth. Though the Crook’s
current resting place in Mitrik is known to all, rumors circulate
that the banishment drained the Crook of all power, and that
it exists now only as an icon of Rao’s gift of mercy fo the
people of Oerth.

Regardless, the powers of the Crook prior to the Flight of
Fiends are well chronicled. Any good-aligned mortal being
grasping it and invoking the name of Rao may use the Crook
to turn evil outsiders (demons, devils, yugoloths, and so on) as
a 2oth-level cleric of Rao furns undead. Turned outsiders are
instead banished fo their home plane for 100 years.

An evil outsider’s summoning abilities do not function
within a mile radius of the Crook. Further, the bearer of
the Crook of Rao gains a +4 deflection bonus to AC against
attacks made by evil creatures. In combat, the Crook
serves as a +3 quarterstaff, with successful hits driving
evil outsiders to their plane of origin unless they make a
successful Will save (DC 25).

If new powers have manifested following the Flight of the
Fiends, they have not yet been recorded by any save the
Canon’s closest advisors.

The use of the Crook of Rao does not seem to frigger
a curse of any kind. Because of this, residents of the dark
quarters of Veluna and further afield speculate wildly on what
the use of the artifact might have “cost” Hazen of Rao, or
even those assisting him. These rumors became something of
a cottage industry within two weeks of the Flight of Fiends,
when tales fold as far as Ratik intimated that the pontiff might
have vanished from the site of the ritual entirely, perhaps
as a sacrifice fo the Crook’s power, or perhaps because
Rao decided fo bring him fo his Sacred Realm in the Seven
Heavens. Since Hazen remains in Mitrik, the fale has been
discounted. However, a now-excommunicated underpriest by
the name of Jander Semmisel, who can be found in various
drinking establishments in Veluna City, claims that he took
part in the ritual, and personally witnessed the Canon vanish
completely for at least fifteen seconds af the culmination of
the ceremony.

In light of any concrete evidence on the matter, most
expect speculafion fo continue for years to come.

Suggested Means of Destruction: Invoking the power
of the Crook on every layer of the Abyss within the same
Oerth-day; cutting its supply of power by killing Rao,
himself; assaulting the Crook with illogical and unreasonable
riddles every day for 300 years (rumors tell that Tenser
and company discovered the Crook in a chamber within
Castle Greyhawk that featured mindless automatons
speaking such nonsense from day fo night).

Druniazth: Druniazth (DROON-ee-AH-zzth) is the Claw of
Tharizdun, one of the more potent artifacts associated with
that dread god of insanity and entropy. Druniazth exists to
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Tharizdun, -
to spread his
worship, and to free
him from his efernal slumber-
It is a window into Tharizdun’s
soul, wherever it might slumber,
and through it, Tharizdun fries to
bring about

his freedom.

The sword first appeared more than eight hundred years
ago in the hands of Baron Lum (years before he discovered his
infamous Machine). He wielded a blade in combat described in
the same manner as Druniazth against Ur-Flan sorcerers near
what’s now the Bonewood, but he lost it during the fray. He
spent his remaining years frying to recover the sword, and the
search for it drove him slowly mad. Druniazth changed hands
for centuries before it was cast info the Rift Canyon in the
early 100s CY by an unnamed wielder who sought to end its
influence in her life. It remained there for many decades until
being discovered by a group of illithids, who traded it fo drow
merchants in 233 Y. Their caravan, however, was attacked
and destroyed somewhere in the Underdark between the Rift
Canyon and the Crystalmists, and the blade passed out of
living memory.

This simple, plain bastard sword is forged from an unknown
purplish-black metal. It is devoid of decoration, save for
strange patterns that whorl and shift across the blade and
guard. The blade is wider than that of most bastard swords,
and it emanates cold at all times—in non-arctic conditions,
wisps of fog drift from its surface, and it seems to drink light
and heat (which dim in its presence). Rounded knobs about the
size of a large thumbnail mark the ends of the sword’s guard.
Black, fanned leather wraps the tang, apparently some addition
made by one of the weapon’s mortal owners. The round
pommel twists and locks into place on the bottom of the tang,
hiding the tang nut.

Created by the doomdreamers of Tharizdun from a secret
metallic alloy they call ruinite, Druniazth serves as a +5 frost
bastard sword of wounding. Any nonevil creafure struck by the
blade must make a successful Will save (DC 33). Success results
in searing chills that reduce Dexterity by 2 and impose a -4
penalty on attack rolls, skill checks, and ability checks for one

hour. Those who fail fall into a catatonic slumber for 1d6 weeks.
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Sleeping characters cannot be awoken during this period, in
which they suffer terrible nightmares and apocalyptic visions
of the Dark One’s return. Such visions haunt the sleeper for
the rest of his life, leaving him fatigued upon waking up every
morning until a wish or miracle removes the effect. As the
blade’s goal is to spread Tharizdun’s influence, the wielder
cannot aftack or harm a victim slumbering under the weapon’s
influence.

Any nonevil being who wields Druniazth gains four negative
levels. The negative levels persist as long as the sword is
held and disappear when the weapon is no longer wielded.
The negative levels never result in actual level loss, but they
cannot be overcome in any way (including restoration spells)
while the sword is held.

Druniazth perverts any non-evil user to Tharizdun’s
cause through subtle nightmares, empathic
suggestions, and the slow poisoning of the soul.
Roughly 1d4 weeks after first coming info contact
with it (the DM makes this roll in secret), the
wielder’s alignment changes to neutral evil (no
saving throw). Alteration in alignment is mental
as well as moral, and the individual changed by
the magic thoroughly enjoys his new outlook.
Only a wish or miracle can restore the former
alignment, and the affected individual does
not make any affempt fo refurn to the former
alignment. If a character of a class with an alignment
requirement is affected, an aronement spell is needed as
well if the curse is to be obliterated.

Druniazth was recovered from a buried temple of Tharizdun
in the Jotens during the mid-570s cv. It passed from the
party of adventurers who discovered it to various tribes of
ogres and hill giants in that area for twenty years. In 591 Cv,
the blade resurfaced in Dyvers, in the hands of an assassin in
service fo luz. This assassin, Kerrab by name, was slain by the
city watch, and the blade was set aside for investigation due to
its strange appearance. Unfortunately, one of the guardsmen
who handled Druniazth was converted to Tharizdun’s service
through the sword’s influence. This guard, a crefinous half-elf
named Nizar Drav’va, absconded with the sword and began an
overland pilgrimage toward the Kron Hills, unsure of where
he was going or what he sought. Neither Nizar nor Druniazth
have been seen since.

Suggested Means of Destruction: Plunge the blade info the
heart of the Demiplane of Imprisonment; expose it to
a dream of pure happiness. Some loremasters among the
Silent Ones believe that Druniazth cannot be destroyed so long
as Tharizdun lives. They suggest submerging it deep
in a rift of the Solnor Ocean, which will remove
it from Oerth’s troubles at least until its inevitable rediscovery.

Kuroth’s Quill: Kuroth’s Quill was made famous through its
use by the Oeridian hero god of theft and treasure-finding
for which it is named. His exploits are legendary throughout
the Flanaess, and they include the daring theft of Schandor’s
Gavel while the Court of Essence (in the Overking’s Palace
in Rauxes) was in session; the surreptitious removal of a
necklace of flawless, matched emeralds from the coffin of
Vlad Tolenkov (while the vampire slept); and similar perilous
(and lucrative) exploits. Many attribute Kuroth’s skill to his
discovery of the ancient writing device.



Kuroth’s Quill is a large feather quill about 18 inches long,
whose feather has worn thin and reedy over the years (the
plume is approximately one and one-half inches across at the
top). Some of the horizontal feather “spines” are missing, and
the Quill appears to have seen better days. The spines are a
variety of light colors, with blues and greens predominating.
Ink stains the lower two to three inches of the Quill’s shaft, and
the spines begin to fan outward about six fo seven inches up
from the base of the shaft’s tip. The spines are shorter closest
to the tip, and they grow longer as they confinue up the spine.

Kuroth’s Quill can be commanded to detect the largest
treasure within 100 miles, allowing its wielder to home in
on the farget’s location through feelings of “closer” and
“further” to indicate proximity. It can scan into other planes
that intersect with Oerth (including the Ethereal, Astral, and
Shadow planes, as well as demiplanes). The treasure detection
ceases once the wielder is within a one-half mile radius of
the loot, and she is on her own from that point onward.

This power can be used once per month, and functions
confinuously fo provide directional and distance guidance, so
long as the user doesn’t abandon the hunt. The owner can
attempt fo direct the Quill to ephemeral treasures (irue love,
the most handsome elf, and so on), but the Quill almost always
tries to combine such activity with more profitable ventures
(so that the wielder might end up finding the fairest maiden
who happens fo be wearing 25,000 gp worth of diamond
jewelry, for example).

Once per day, Kuroth’s Quill can scribe perfect dictation
of any conversation within 120 feef, so long as the wielder
can see those participating in the conversation. The
Quill writes in the languages spoken during the

conversafion, and does not translate the

%\ conversation. It can scribe in any
‘§\ language that has a written

form, and it can scribe
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paper to sword blades to stone). The Quill does not require
ink, and it can scribe on wet surfaces as easily as it can

on dry ones. All transcriptions are written in the owner’s
handwriting.

Upon command, the Quill can draw an area map revealing
the general lay of the land within a 50-foot radius of the
wielder, providing a valuable dungeoneering service. This
ability may be used once per week, for up to four hours.

The Quill extends its mapping as ifs wielder moves beyond
the edge of her original radius, so it can be used to map a
landscape as the Quill’s owner travels through it. The Quill
does not draw pictures that are not maps (for instance, it

will not create portraits or landscapes), and it draws from an
overhead, omniscient poini-of-view (as if looking down from
above onto the area being mapped). The Quill’s maps do not
reveal traps or secret doors, but the item will add notes to its
map if commanded to do so.

Once per day, the Quill can be used to cast find the path as
a 2oth-level cleric.

Its wielder is immune to the effects of the maze spell.

Twice per month, The Quill can create a perfect copy of
any nonmagical written document’s writing content, or of any
map. The drawing style, penmanship quality, and signafures
are exact forgeries. The Quill does not copy the paper ifself on
which the original was created, however, nor does it age the
drawing medium of its duplicates to match that of
the original.

Kuroth’s Quill inspires great faith and self-assurance in its
owners, who feel that they can overcome any challenge while
wielding such a powerful artifact. Owners are likely to become
braggarts and egoists, such that the wielder suffers a -4
circumstance penalty to all Diplomacy checks while she owns
the Quill.

If the wielder does not employ the Quill’s treasure hunting
powers and follow-up on them with looting activity at least
four times per year, the Quill drains a point of Wisdom,
activates its detection powers, and encourages the character
to seek out the largest treasure within its range. A Will save
(DC 25) can resist this effect if the wielder is unwilling, with
a cumulative penalty of -1 for each time the wielder

has passed up a treasure revealed by the Quill (to a

maximum of -4).

Kuroth generally keeps his Quill to himself,

although from time-to-time he returns it to Oerth

as a test to rogues throughout the world. Those

who know of the bizarre etiquette of Kuroth’s

faithful sometimes steal an item of personal

importance from one of his clerics (who are
themselves notoriously difficult to find), returning
it the next day as proof of their thiefly abilities.
According to custom, the thief may then request a
boon of the cleric, which most often comes in the
form of a hint about the Quill’s location.

Suggested Means of Destruction: Using the Quill
to transcribe the millions of texts in the great library
of the demon prince Gresil; plunging the tip of the
pen into the eye of Delleb, god of infellect and study,

as the Scholar sleeps. A
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A LINJVIA

by Chris Pramas

Underground Scenarios

Blood and Darkness, expands the

game with rules for underground
fighting in the Sundered Empire. The
history of these underground battles
revolves around the exploration of the
ruins of ancient Zarum, an empire of
gith that thrived long before the Demon
War (see DRAGON #285). The dreaded
mind flayers conquered Zarum and
enslaved the gith, taking them fo the
Outer Planes to serve the lllithid empire.
The gith later rebelled against the mind
flayers and overthrew them.

After gaining their freedom, the gith
squabbled among themselves, eventually
splitting into two factions, the githyanki
and the githzerai. Neither of these races
ever returned fo Zarum, settling instead
on the Astral Plane and Limbo, respec-
tively. While long lost Zarumite cities
and galleries have provided countless
battlefields for the Godwar, these ruins
are not the only secrets beneath the
Sundered Empire. The River of Angry
Souls and the bridge at Celestian’s Gift
are two other ancient and long-forgotten
battle sites.

The first D&tD CHAINMALL guidebook,

THE RIVER OF ANGRY SOULS

When the mind flayers attacked Zarum,
fierce fighting raged underground for
months. Thousands died as the battles
wore on, and thousands more gith
became the chattel of the invaders. One
band of gith refugees tried fo fight their
way out of the mind flayers’ net. The
illithids gave chase through dozens of
miles of tunnels. Shortly after cross-
ing the outer boundaries of Zarum, the
giths’ luck ran out. Their route forward
was blocked by a raging underground
river, and the way back was blocked by
the advancing mind flayers. There was
no escape.

Rather than face the cruel forments
of the illithids, the gith threw them-
selves in the river in a last, desperate
gamble for freedom. It failed. Some of
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the gith drowned in the river, others
were dashed fo death against the jag-
ged rocks, and some were devoured by
aquatic ferrors.

The number of dead gith was so great
that their decomposing bodies turned
the raging river info a slow-moving
sludge. Further, the mass outpouring
of blood and souls changed the river’s
nature. It became a horrible repository
for thousands of fortured souls, achiev-
ing a strange kind of senfience.

Now the River of Angry Souls still
gurgles through the underground. Most
warriors of the Sundered Empire give
the place a wide berth, but the clerics
of Nerull have a sick fascination with it.
They like to throw captured enemies into
the river fo see if these fresh victims
will become subsumed into the river in
the same way as the gith.

CELESTIAN’S GIFT

Deep underground lies the enigma

of Celestian’s Gift. Legend has it that
the god Celestian, known as the Star
Wanderer, sent an enormous metfeor
hurtling foward Oerth thousands of
years ago. This flaming missile impacted
with such force that it buried itself miles
beneath the earth. Only the pulsing hot
core of the meteor survived its impact,
and despite the passage of counfless
centuries, it has never cooled. The core
of the meteor is said o hold a priceless

gift from the Star Wanderer, although
no one can agree on what it is. Some
say it is the purest adamantium in the
multiverse, others say that the core
holds deep philosophical truths. As of
yet, however, no one has learned the
secrets of Celestian’s Gift.

Several obstacles make accessing
Celestian’s Gift a challenge. First, there is
only one easy way fo get to the meteor
and that is over a narrow natfural bridge.
This span is treacherous, and the chasm
below is deep enough to ensure certfain
death fo those who fall from the bridge.
To make matters worse, the meteor
has guardians. Whenever someone
approaches Celestian’s Gift, monsters
are summoned from across space and
time fo defend it. Sometimes these are
well-known monsters, like otyughs, but
other times they are nameless cosmic
horrors from realms only the Star
Wanderer knows.

These impediments have not pre-
vented warbands from trying to
claim Celestian’s Gift. The dwarves of
Mordengard, hoping that the meteor
contains adamantium, have made several
attempts to stake a claim. So far, all of
their attempts have failed. An elven wiz-
ard named Elyrion also led an attempt.
He was sure that the dwarves’ hammer-
bashing approach was wrong, and he
trusted his intellect to solve the riddle of
Celestians’ Gift. Unfortunately, he was




carried off by a winged monstros-
ity and never heard from again.
Of late, several battles have been
fought on the bridge, as warbands
from different factions try to deny
the prize to their enemies. No war-
lord wanfs fo watch his rival win
one of the great prizes of history,
so the bodies continue to pile up,
and Celestian’s Gift looks more and
more like a curse.

NEW CHAINMAIL BATTLES
Both of these locations can be
used as the basis for story-ori-
ented CHAINMAL battles. The River
of Angry Souls and the Bridge
to Celestian’s Gift can be used
as interesting terrain features
for special skirmishes. This ter-
rain should be set up first, and
then players can place their
own ferrain following the normal
CHAINMALL procedures.

Use the following rule for deter-
mining whether models fall into
the river or the chasm: Any model
within 1 inch of a precipice must
make a save (DC 13) each time it
is hit in melee combat. Failure indi-
cates that the model has fallen off
the edge of the precipice. This has
different effects depending on the
terrain, as described below.

River of Angry Souls: A model
that falls into the river splashes
into the sludge. It can move only
at half speed while in the river
and must make a save (DC 1) at
the start of every furn as long as
any part of ifs base is fouching the
river. A model that fails its save
takes 1 point of damage. Any model
knocked down while in the river is
immediately slain.

The Bridge to Celestian’s Gift:
A model that falls off the bridge
plummets into the chasm and
is dashed on the rocks below.
Remove the model as a casualty,
regardless of its health.

SCENARIO CHOICE

Most of the scenarios in the
CHAINMALL rulebook and Blood and
Darkness can be adapted fo take
place at the River of Angry Souls

or the Bridge to Celestian’s Gift.
The Breakthrough scenario is par—
ticularly appropriate. Players look-
ing for a different sort of challenge
can creafe a special Celestian’s
Gift scenario. In this case, one
player selects a creature from the
Monster Manual and converts it

to CHAINMAL using the guidelines

in the CHANMALL rulebook. When
choosing this creature, it is best fo
pick one with a CR of 6 to 8. This
creafure serves as the creature
summoned fo protect the bridge.
The other player makes a 100-
point warband and tries fo defeat
the creature and claim the meteor
for his faction. Alternatively, the
defending player could make a
warband exclusively of mercenar-
ies, like the otyugh, and fight in the
name of Celestian.

NEW D&D CHALLENGES

Both of these locations can be
imported info your D&D cam-
paign. Below are some ideas of
how you can use these locations
in your game.

River of Angry Souls: The
gith souls are tormented by their
condition. Those in the water
must make a Will save (DC 11)
each round as the cacophonous
roar of a thousand souls assaults
their mind. Those that fail their
Will save take 1d6 points of tem-
porary Wisdom damage. While in
the water, all creatures move at
half speed.

DMs looking to make the river
the focus of an adventure could
play on the terrible fate of the
dead gith. What good cleric could
turn his back on so many restless
souls?

The Bridge to Celestian’s Gift:
Celestian’s Gift is best fleshed out
info a full adventure. Characters
can search to find the true secret
of the meteor. Perhaps it con-
tains a gate to Celestian’s realm,
or maybe Celestian didn’t send it
at all. Maybe the “meteor” is an
extra-dimensional space many
times larger than it appears, ripe
for exploration. @
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by Rob Heinsoo

More Players, More Fun

laying DUNGEONS &t DRAGONS
PCHAINMAIL against a worthy oppo-

nent is fun, but the game can be
even more fun when you are competing
against three, four, or even five players!
Thanks to the revised multiplayer rules
in the upcoming guidebook from the
Fire and Ice set, multiplayer games now
take no more time to play than normal
two-player games.

As with the original multiplayer rules,
victory goes to players who are willing
to attack. Players still get victory points
for eliminating enemy models, but the
victory conditions have been simplified.
Victory now goes to the first player
to accumulate victory points equal to
approximately 70% of the size of the
warbands involved in the fight. In a
multiplayer game with 7o-point war-
bands, the first player to eliminate or
rout 50 poinfs of enemy models wins
the game.

The 70-point warbands discussed in
this article use models from the base
set and from the Blood and Darkness
setf. Each of these warbands work
in two-player games, but they were
designed with multiplayer games in
mind and are likely to be more fun to
play in the multiplayer format.

THE RUNNING BULLS

The Battle Plan: The Human Death
Cleric can only command one of its
troops af a time, but this warband

isn’t about cunning maneuvers; it’s
about killing enemies quickly or dying in
the attempt.

The Running Bulls warband is aptly
named—it has the potential fo get close
to a 50-point win while opponents are
still jockeying for position. You might
want fo slow down to cast shield of
faith on each of your Crazed Minotaur
Cultists, but fime is not on your side.
As soon as you can get a target, you'll
want to “run the bulls.”
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Ahmut’s Legion: Running Bulls

Models
Commander
1 Human Death Cleric 14

Cost

Troops

2 Crazed Minotaur Culfists 50

1 Goblin Scout (cross-faction) 6
Total: 70

Terrain
2 High
Walls

If the
Crazed
Minotaur
Cultist gets
off a charge,
the charge attack
inflicts 5 damage.

Once in melee, and standing still, the
Minotaur gets 2 attacks, each inflicting
4 damage. The Minofaur has trouble hit-
ting high-armor opponents, but anyone
it does hit is likely to suffer a morale
save or be destroyed outright.

Keep the Goblin Scout with the
Human Death Cleric so that the Scout
can act as a bodyguard, especially since
it gets the buddy bonus and inflicts
Sneak Attack +1 damage if it enters
a melee the Death Cleric is already
involved in.

Weakness: Running Bulls is a fun
warband to play in mulfiplayer games
because if you don’t win, someone
else is likely to win soon. Your Crazed
Minotaur Cultists have low armor. If
they don’t take out the enemy quickly,
your Human Death Cleric might have to
scramble fo get into position fo rally a
routing Minotaur.

In Other Theaters: Underground,
where the Death Cleric can see only 67,
this warband fights at about two-thirds

of its above-ground potential. Replacing
the Human Death Cleric with the Half-
Orc Fighter isn’t an option, because

the Half-Orc only has 2 command
points—not enough to maneuver or rally
a single Crazed Minotaur Culfist.

TRICKY BUGGERS

The Battle Plan: The Tricky Buggers
warband aims to make life difficult for
its enemies, peppering them with arrows
shot by the Goblin Scouts while holding
the knockout punch of the Ogre Delver
in reserve.

Unlike Running Bulls, Tricky Buggers
does well in a long, drawn-out game that
begins with the Goblin Scouts chipping
away at enemy models that make the
mistake of being the Scouts’ closest tar-
get. Any opponents who decide to make

Drazen’s Horde: Tricky Buggers

Models Cost

Commanders

1 Hobgoblin Fighter 14

Troops

1 Ogre Delver 30

4 Goblin Scouts 24
Total: 68

Terrain

2 Quagmires

a serious
assault
on your
section of the
table must maneu-
ver with the expectation
that the Ogre Delver has the speed to hit
them where they least want to be hit.
Ranged attacks are great for rout-
ing or knocking down enemy models,



but not much good at slaying them. At
some point, Tricky Buggers has to get
its clubs and daggers dirty. That’s no
problem for the Goblin Scouts. Thanks
to their Sneak Attack +1 ability, they're
actually much stronger in melee

than they appear. As long as they’re
teamed up with an allied model, the
Goblin Scouts hit with a +2 to attack
for 2 damage.

Weaknesses: If something unfortunate
happens fo the Ogre Delver, Tricky
Buggers has to strain to inflict serious
damage on the enemy. Try fo maneuver
so that the Delver won’t move off the
table in a single turn of routing.

In Other Theaters: For ferrain
underground, you probably want to
play with a few Sacred Circles. The
Goblin Scouts are less effective at
ranged affacks underground, but the
Ogre Delver is much more likely to be
able to pop up where your enemies
least want to see him.

TEETH GNASHING IN DARKNESS
The Battle Plan: You don’t make life
easy for your enemies, so why make
life easy for the friends you game
with? The Teeth Gnashing in Darkness
warband won’t make you popular,

but it might let you grind out victory
at the expense of everyone else’s
game plan.

Naresh: Teeth Gnashing
in Darkness

Models Cost
Commanders

3 Tiefling Fighters 57
Troops

1 Abyssal Maw 8

1 Gnoll Trooper

Terrain
3 High Walls, 1
Mausoleum

You want fo create
a battlefield of your
choosing—in other
words, lots of darkness
spells. With his Blind-
Fight ability, the Tiefling
Fighter only misses in the
dark on a roll of 1-5, while most

other models miss on a roll of 1-10. Your
opponents are trying fo kill enemy mod-
els as quickly as possible, so darkness
spells get in everybody’s way.

You can either cast multiple darkness
spells at the same time or save one
Tiefling’s spell for the moment when the
other Tieflings’ darkness spells fail.

The Abyssal Maw and Gnoll Trooper
aren’t high-armor models, but their
vulnerabilities don’t show up so clearly
when concealed by darkness. You'll
probably want fo cast darkness on top
of these models instead of forcing them
to move into the darkness effect where
they’ll have to make saves or stop mov-
ing. The Tiefling Fighters, on the other
hand, don’t have to make that save
because they have the Blind-Fight abil-
ity. The Tiefling Fighters are also helpful
to your warband because as long as
they stay within 6” of each other, they
get bonuses to hit or rally.

Remember, models that rout inside
areas of darkness only move at half
speed, meaning that a routing Tiefling
Fighter might still be within 6” of its
comrades and thus receive the bonus to
its rally attempt.

Weaknesses: Your friends might
decide that the sooner your models
are eliminafed from the game, the
sooner they’ll be able to return fo
their regularly illuminated warfare.
They won’t be exactly correct, since
the effects of a darkness spell don’t
go away when the caster is eliminated.
But you get the point.

Aside from being annoying, this
warband might not be much fun to
play unless you're the type of
person who has fun watching every-
one struggle.

In Other Theaters: This warband’s
tactics can work above ground, but
it’s harder to get the enemy info the
area affected by a darkness spell when
enemy models have more room fo
maneuver. You don’t want fo let the
battle be decided while you twiddle your
tiefling thumbs waiting for someone to
come info the darkness and fight you.

THE ANSWER

The Battle Plan: Maneuver toward your
enemy as quickly as you can, keeping
your warband close together. This is
not likely to go fast, but you don’t need
speed fo inflict some damage. Use the
Paladin’s command fo let the Sorcerer
shoot any model on the table with its

Thalos: The Answer

Models Cost
Commanders

1 Human Sorcerer 22
1 Human Paladin 17

1 Dwarf Cleric (cross-faction) 14

Troops

1 Stonechild (cross-faction) 16
Total: 69

Terrain

4 Low Walls

Tactical

Advantage: +1

magic mis-
siles. Pick off
froublesome
enemy leaders
af the start of the
game, or hold on to

a couple of magic missile spells to pick
up cheap points later on—after all, the
4-point command to shoot models lets
the Human Sorcerer target a model that
has already been knocked down!

When you close with the foe, lead
with the Stonechild, armored up by
the Dwarf Cleric’s shield of faith spell.
Alternatively, place shield of faith on
the Human Paladin fo give it armor 21.
The Dwarf Cleric can cast cause fear
and command on enemy models in
melee with the Stonechild, giving the
Stonechild opportfunity affacks against
models that rout or free hits on models
commanded fo fall down.

Weaknesses: This warband is slow.
Enemies who go all-out might get lucky
and fight their way close to a win
before you're able to bring your melee
troops to bear. But peppering from
the Human Sorcerer’s magic missiles
is more than most foes are willing to
stomach, so it’s more likely that your
enemies will come fo
fight you.

In Other Theaters: Few people play
ranged attack armies underground, so
Low Walls are fine there, giving your
Human Sorcerer line of sight for his
magic missile spells. Above ground, a
ranged aftack army can shoot your
slow-moving models o pieces, so be
sure o go for High Walls instead. ©
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by Chris Hind

NIGHTCASTE

ightcaster is a third-person,
N single-player, action-adven-

fure game for the Xbox video
game system from Microsoft featuring
intense spell combat and exploration.
Players take the role of Arran, a nov-
ice wizard whose magical power grows
as he ages throughout his quest fo col-
lect spells and rid the world of eternal
night.

Although it’s an action-adventure
title, Njghtcaster is ripe with source
material for a D&tD campaign. This
article presents three spells from the
game for use in D&D.

For more information on Nighrcaster,
please see the official website at www.
nightcaster.com.

WATER GLYPH

Conjuration (Creation)

Level: Drd 3, Sor/Wiz 3
Components: S, M

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Effect: 5-fr.-diameter cylinder, 20 ft.
high erupting from the ground
Duration: 1 round/two levels (D)
Saving Throw: None

Spell Resistance: Yes

Sometimes known as Kalisto’s Glyph for
the wizard who perfected it, this spell
causes a violent jet of elemental water
(5 feet in diameter) to erupt from

the ground. It rises to a height of 20
feet before cascading back down as a
heavy downpour. Everything within a
10-foot radius of the column of water
is drenched by this downpour. The
downpour exfinguishes open flames
and has a 50% chance of extinguish-
ing protected flames (such as those of
lanterns). Within or through the down-
pour area, visibility ranges are reduced
by half, and Listen, Search, and Spot
checks, as well as ranged attacks
smaller than siege weapons or giant’s
boulders, suffer a -4 penalty.
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The jet of water is extremely pow-
erful. Any creature that comes in con-
tact with it is buffeted violently for 1d6
points of damage during each round of
contact.

Creatures can attempt fo force their
way info the jet of water with a suc-
cessful Strength check (DC 17), suf-
fering 1d6 points of damage as they do
so, but it otherwise blocks line of sight
and provides cover like a solid object
of its dimensions. Creatfures that fail
to enter the jet suffer normal contact
damage and are knocked prone outside
the water spout in the square they
attempted fo enter from.

A creature standing in the area of
the water spout when the spell is cast
can negate the damage by making a
Reflex saving throw, provided that
the creature can and does move
out of the area by the shortest
possible route.

Although this spell generates a great
volume of water, the elemental droplets
are volatile and dissipate within 1 round.
Thus this spell cannot be used fo fill
recepfacles or drown an opponent.

Material Component: A vial of
pure water.

LAVA SPIKES

Conijuration (Creation)

Level: Drd 7, Sor/Wiz 8
Components: V, S

Casting Time: 1 actfion

Range: Close (25 ft. + 5 fi./2 levels)
Target: One creature/3 levels; all of
whom must be in contact with the
ground, no two of whom can be more
than 60 ft. apart

Durafion: 1 round/3 levels

Saving Throw: Reflex negates

Spell Resistance: Yes

With the casting of this spell, spikes of

red hot stone leap up from the earth

fo cage creafures within 10 feet of the

ground’s surface. The cages deal 13d6

points of damage; 3d6 is impact dam-

age, the remaining 10d6 is fire damage.
The stones then immediately cool and




hold the creature in place. Creatures
held by the stones are considered
pinned but benefit from three-quarters
cover. The stones hold the creature
until the end of the spell’s duration, after
which they become brittle and crumble
away fo nothing. Creatures held by the
stones can break free with a successful
Sirength check (DC 35) or wriggle out
with a successful Escape Artist check
(DC 30). Should other creatures attempt
to free a trapped creature, freat the
stone spikes as foot-thick masonry wall.
Creatures that make successful Reflex
saving throws avoid the spell entirely.

PRIMAL LIGHTNING
Evocation

Level: Cir 4
Components: V, S
Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Target: One undead creature/3 levels,
no two of which can be more than 30
ft. apart
Duration: Instantaneous
Saving Throw: Reflex half (see text)
Spell Resistance: Yes
When this spell is cast, bolts of positive
energy leap from the air near the caster
to strike designated undead. The caster
can generate a maximum of one bolt for
every three levels. However, no more
than one bolt can affect a given undead
creature per casting of the spell.
Undead affected by a bolt take 1d6
points of damage per level of the
caster (fo a maximum of 10d6) due to
positive energy and are knocked prone.
A successful Reflex save halves the
damage and allows the undead creature
to retain its footing. @

by Aaron Loeb

NEVERWINTER NIGH

goodness fo your computer with

Baldur’s Gate, then they pro-
vided two exceptional follow-ups with
Baldur’s Gate Il and Throne of Bhaal
(an expansion pack so big, it felt like
a complete game.) Now Bioware is
delving deep into 3rd Edition with
Neverwinter Nights.

If you haven’t heard about it yet,
here are a few details: Neverwinter
Nights is a complete single-player
game, but it also comes with tools for
building complete worlds (and cam-
paigns) of your own. These can then
be put on a server and you can allow
both friends and strangers to come
info your world and play. You can
even step in as a DM (and allow others
the same power), taking over mon-
sters, toughening up or notching down
the difficulty level, roleplaying NPCs,
and shepherding the game like every
good table-top DM has done for years.
You can take control of a complete
and breathing world, or play in the
worlds created by others.

All of this will use the 3rd Edition
rules, making it possible for gamers to
take some of their favorite elements
out of the Neverwinter Nights game

Firs'r they brought pure D&D

and introduce them into their D&D
worlds. Bioware was happy fo provide
us with several magic items from the
game—ranging from moderately useful
to quite powerful.

Because the premise of Neverwinter
Nights is that it is both a single- and
multi-player experience, with people
from all over the world playing together,
there are no unique items in the game
(there is no way to make sure that your
warrior is the only one in the world with
a specific item), but some will certainly
be rarer than others. This bafch is a
small sample of the wonders that await
us all when Neverwinter
Nights arrives af last.

Vermin’s Bane
Forged by a
dwarven clan
that con-
cealed

them-

selves

deep

within an
untamed
jungle fo
fend off

the harsh

environment, blades of this sort were
thought lost unfil several specimens
were witnessed in the possession of one
of the jungle’s goblin tribes. The result-
ing drive for more of the greatswords
by the local militia drove the goblins
back to their jungle lairs, but several
blades were captured in the interim.

Vermin’s bane greatswords appear
to be expertly honed blades, clearly of
dwarven craft. Each is a +1 greatsword
bane versus vermin that grants the
wielder freedom of movement, as the
spell cast by a 7th-level cleric, for as
long as the weapon is held.

When a vermin’s bane is used in
battle with vermin of any kind, it gives
off a slight glow and is warm fo the
touch. This cannot be used as an early
warning ability, since it only begins
once it has tasted the blood or ichors
of vermin.

Caster Level: 8th; Prerequisites:
Craft Magic Arms and Armor, free-
dom of movement, summon monster
I: Market Price: 112,350 gp; Cost fo

Create: 56,175 gp + 4,494 XP.
Circling Star

Circling star flails were the creation
of Lord Welther Huntsman, a refiring
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ranger that worried for the safety of
his patrolled forests. Having amassed

a small fortune in his career, the spoils
of several unearthed ruins, he paid an
enchantress to fashion these weapons
and gifted them to carefully chosen
successors, ensuring a confinued rever-
ence for the land.

These weapons of the forest are
fashioned with wooden handles that
seem from some angles to be carved
with faces, but from others to merely
present the natural knots and burls of
wood. Light in the hand, the circling
stars bestow incredible gifts of wood-
craft upon their bearers.

While wielded, the circling star
enables its bearer fo see and hear more
clearly and to better understand animal
behavior. This gift seems so natural that
it usually takes bearers a few days to
realize that the circling star is having
any effect at all. Beyond these gifts, the
circling star is a powerful weapon in
its own right, casting a dull glow as it
smites enemies of the woods.

Each circling staris a +3 light flail
that granfs a +2 competence bonus
to Spof, Listen, Wilderness Lore, and
Animal Empathy skill checks.

Caster Level: gth; Prerequisites:
Craft Magic Arms and Armor, creator
must have 5 ranks in the Spot, Listen,
Wilderness Lore, and Animal Empathy
skills; Market Price: 18,948 gp; Cost to

Create: 9,474 gp + 757 XP.

Shimmering Blade

Known blades of this configuration
originate from the armory of Daavid Ali
Fazeer, a merchant of renown 5o years
ago. He claimed to have acquired these
weapons aboard a drifting ghost ship,

a vessel that sank soon after he found
it. He refused fo state whether its crew
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achieved their ghost status before or
after he arrived on the scene.

These amazing blades appear fo
have a mind of their own. When
wielded, they bob and dive, enabling
the bearer to block even the most
powerful blows. A shimmering blade
makes even the greenest swordsman
look like a master, parrying every
incoming attack.

Shimmering blades
have beautifully orna-
mented basket hilts,
most of them
adorned with valu-
able gemstones.
The blades are
a different
matter, as
they usu-
ally look
notched
and
nicked—
even
though they
are magical—for they have seen a
great deal of use.

Each shimmering blade is a +2
defending rapier that grants a +3
deflection bonus to the wielder’s AC.

Caster Level: gth; Prerequisites:
Craft Magic Arms and Armor, shield
of faith; Market Price: 54,320 gp; Cost
to Create: 27,160 gp + 2,172 XP.

Doron’s Mistake

Doron was a master dwarven smith, but
even masters make mistakes. While disas-
sembling some “worthless elven chain”—
for research, of course—he accidentally
dropped several links info his forge,

and that frace amount of mithral fainted
every armor he made until he scoured
the thing from top to bottom. Each suit
bore a strange enchantment, but Doron
threw them all on the trash heap.

Light when worn and cool to the fouch,
these suits of mail look a bit ratty at first
glance, but are quite obviously well made
when carefully examined. Bearing distinct
traces of mithral, these suits of armor
cast a silvery glow when light is shone
directly on them. However, because they
have remnants of enchantments from
one of the greatest dwarven forges in

history, they also give the bearer a
sense of hardiness and well-being.

Each Doran’s mistake is a +1 chain
shirt that provide a +3 resistance bonus
to all Forfitude saving throws while the
armor is worn.

Caster Level: 5th; Prerequisites: Craft
Magic Arms and Armor, resistance;
Market Price: 19,250 gp; Cost to Create:

104,452 gp + 7,652 XP.

Kelsten Helmet

These helmets were created by the
wizards of the Kelstenlands to help
them fend off aggressive demonic
hordes. Though designed fo aug-
ment the spellcasting abilities of the
Kelstenland wizards, it actually did
much more, improving hardiness,
reflexes, and willpower. Conflict
between the two groups has been
markedly restrained since the intro-
duction of these helms.

These frightening helms of crimson
and bronze were meant to clearly mark
the wizards who crafted them. From
a distance, they give their wearer a
second visage, one with eyes of metal
and blood. Indeed, at a first glance they
appear to be made for warriors.

Each Kelsten helmet gives its wearer
a +2 enhancement bonus fo Intelligence
and a +3 resistance bonus to all saving
throws.

Caster Level: 8th; Prerequisites:
Craft Magic Arms and Armor, com-
mune or legend lore, resistance;
Market Price: 17,000 gp; Cost to
Create: 8,500 gp + 680 XP. ©
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This month, the Sage considers ques-
tions about monks, the Oriental
Adventures book, and combat in the
D&tD game.

Can a monk mix weapon attacks with
monk unarmed attacks as long as the
weapons she uses are martial arts
weapons? For example, a monk is
allowed 2 unarmed attacks (let’s say
+4/+1) and is armed with a single tonfa
or nunchaku. Could the monk make

If the monk wields a two-handed
weapon, he can use a kick or similar
attack as an off-hand attack. This works
just like an off-hand attack made along
with a one-handed weapon attack.

If a monk is holding something (say a
lantern, a torch, or even a crossbow),
can she still make her normal unarmed
attacks?

Monks are assumed to use their
whole bodies—hands, feet, knees,

If a monk wields a one-handed weapon,
can he use his unarmed damage

if he kicks or headbutts someone?

her first attack an unarmed attack that
deals unarmed damage and then use
her tonfa or nunchaku for her second
atfack? Or must she use only weapon
attacks or only unarmed attacks during
her turn?

A monk can freely mix attacks with
special monk weapons info an unarmed
attack routine. The monk’s attacks can
all be with the weapon, they can all be
unarmed, or the monk can mix them

up.

If a monk wields a one-handed weapon,
can he use his unarmed damage if he
kicks or headbutts someone? Or does
the monk have to actually be unarmed
fo get this damage? What if the monk
is armed with a fwo-handed weapon?

A monk wielding a one-handed
weapon (other than a special monk
weapon, see previous answer) can use
the rules for fighting with two weapons
and can use his unarmed strike as an
off-hand attack, with all the appro-
priafe penalties, see page 39 in the
Player’s Handbook (the unarmed strike
is considered a light weapon).

Although the Player’s Handbook only
mentions using the unarmed attack as
an off-hand attack, there’s no reason
why a monk couldn’t make his unarmed
attack his primary attack. In this case,
the monk still must use his (lower)
armed aftack rate.
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elbows, and so on—when making
unarmed attacks. Holding an item in
one hand makes unarmed attacks only
slightly more difficult.

A monk who is holding an item (not
wielding a weapon) in one hand and
wanfs to make multiple aftacks can give
up her best unarmed attack and make
the remainder of her normal number of
unarmed attacks in a turn. For example,
a monk with an unarmed attack bonus
of +8/+5/+2 could make two unarmed
attacks (+5/+2) while holding a torch.

The monk in the example above can
also use the flurry of blows option, giv-
ing up one of her best attacks from the
flurry. The monk in the previous exam-
ple could use flurry of blows while hold-
ing the forch and attack at +6/+3/+o.

A monk holding an item in two hands
uses the same procedure but gives up
her two best affacks.
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If a monk does not want to make mul-
tiple attacks, a monk holding an item can
always make one attack at her highest
attack bonus.

Page 137 of the Player’s Handbook
says that monks can deal normal dam-
age when grappling without suffering
the -4 penalty fo attack. Is it therefore
safe to conclude that monks have the
Improved Grapple feat from page 63
of the Oriental Adventures book, even
though it is not explicitly stated?

No. A monk can inflict normal dam-
age in a grapple aftack without penalty
(just as a monk can deal subdual dam-
age with unarmed aftacks without pen-
alty), but the monk still uses the regular
grappling procedure and must grab a
foe (and provoke an attack of oppor-
tunity) before attempting to establish a
hold.

Is a character who is wearing a pair of
gauntlets considered armed? What if
the character wears spiked gauntlets?

Wearing a gauntlet lets you deal nor-
mal damage with an unarmed strike, but
you are still considered unarmed, and
you still provoke an attack of opportu-
nity if you strike an armed foe (unless
you are a monk, see previous question).
This is noted in the descriptions for
gauntlets on page 100 in the Player’s
Handbook.

When you attack with spiked gaunt-
lets, you're making an armed attack.
You deal normal damage and you do
not provoke attacks of opportunity
from armed foes.

would be automatic.

POWER PLAY

Magic Tricks with Magic Sticks by Stephen Schubert
A 1st-level bard or rogue with a Charisma score of 18, 4 ranks in Use Magic Device,
and the Skill Focus (Use Magic Device) feat would get a +10 on Use Magic Device
checks. Activating a wand has a DC of 20, so she could use any wand with better than
50% chance of success. Better still, she has no chance of a mishap with a wand, since
the minimum result of 11 does not fail by 10 or more. At gth level, the bard or rogue
could have her Charisma increased fo 20, and the total modifier for Use Magic Device
would be +19 (12 ranks, +5 Charisma, +2 Skill Focus), which means activating any wand




Are gauntlets and spiked gauntlets
considered weapons? Could a monk
wearing a pair of gauntlets attack and
still apply her unarmed attack bonus
and unarmed damage? Could the monk
use her class abilities that require suc-
cessful unarmed strikes, such as her
stun ability, while wearing gauntlets?
How much damage would a monk
wearing a pair of gauntlets deal? If the
gauntlets had an enhancement bonus
(such as a +2 enhancement bonus) or a
special ability (such as flaming bursy),
would a monk wearing these gauntlets
gain any benefit? Can gauntlets even
have weapon enhancement bonuses or
weapon special abilities?

Both gauntlets and spiked gaunt-
lets are weapons (that’s why they are
both listed on Table 7-4 in the Player’s
Handbook). A pair of gauntlets or spiked
gauntlets can be magically enhanced,
just as any other weapon can.

Although a non-monk wearing a pair
of gauntlets is still considered unarmed
(see the next two questions), a monk
wearing gauntlefs is using a weapon.

A monk cannot use any of her special
unarmed aftack abilities (unarmed dam-
age, stunning attack, and so on) when
using a weapon. A monk can use her
unarmed attack rate with a special
monk weapon, buf gauntlets are not a
special monk weapon. A monk wearing
gaunflets does notf provoke attacks of
opportunity when striking an armed
foe with gauntlets. The monk deals the
same damage as any other character
of her size (1d3 points of damage for
a medium-sized character). The monk
would get the benefits of any magical
properties the gauntlets might have.

If a spellcaster is wearing gauntlets,

could the character cast a spell with a
touch range and perform an unarmed
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strike in addition to the spell’s effects?
Could a spellcaster wearing spiked
gauntlets do an armed strike in addition
to the spell’s effects?

No, you cannot deliver a touch
spell through a weapon attack. You
can, however, still make a melee touch
attack fo deliver a spell with fouch
range while wearing gauntlets.

Can a character wearing gauntlets
opt fo deal subdual damage in melee
rather than normal damage, or would
he be required to remove his gauntlets
first? Could a character wearing spiked
gauntlets strike with the palm or side
of his hand to avoid doing normal dam-
age in melee, choosing fo deal subdual
damage instead?

You can use any weapon fo deal
subdual damage, but you suffer a -4
penalty to the attack (see page 135 in
the Player’s Handbook).

A katana is defined in the Oriental
Adventures book as a masterwork bas-
tard sword. Would a Medium-size char-
acter with Exotic Weapon Proficiency
(bastard sword) be able to wield a
katana one-handed? Would a Medium-
size character with Exotic Weapon
Proficiency (katana) be able to wield a
bastard sword one-handed?

Yes to both questions. Note that a
katana is described as a masterwork
bastard sword in both the DunGEON
Master’s Guide and the Oriental
Adventures book. Exotic Weapon
Proficiency (katana) is just another
name for Exotic Weapon Proficiency
(bastard sword), and vice versa.

The description of the shugenija in
the Oriental Adventures book says
that shugenjas don’t use spellbooks,
but rather use ofuda scrolls as divine
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POWER PLAY

Spring, Sprang, Sproing! by Stephen Schubert

Spring Attack is a great way fo move in on, or refreat from, any creature with reach,
but sometimes moving away still leaves the spring attacker within easy reach of the
opponent, as the enemy is usually able fo move up and then attack. The spring attacker
can increase the separating distance by either using reach weapons or increasing his
speed. A fighter with a longspear needs 5 feet less movement to close with an opponent
when compared fo his counterpart with a longsword. If possible, the character using
Spring Attack should move around corners or obstacles fo prevent a counter-charge by
an opponent. Of course, the spring attacker who rarely gets hit is he who carries a sup-
ply of potions of flying and then springs up!

focuses for their spells. Does this apply
only to spells that require material
components or to all shugenja spells
regardless of listed components?

It applies to all shugenija spells.

Table 6-2 in the Oriental Adventures
book seems a bit messed up. There
are feats listed under the martial arts
styles that don’t match the written
text. For example, Roundabout Kick
is listed in Empty Hand style, but not
in the Empty Hand text on the same
page. Ki Shout is listed in its place.
Table 6-2 and the text that accompa-
nies it are both correct. Some players
perceive inconsistencies. For example,
Roundabout Kick is part of the Empty
Hand style, but it is not a requirement
for Empty Hand Mastery (you don’t
have to know all the feats in a style fo
master if). You do, however, have to
meet all the listed mastery requirements
before you actually master the style.

Can you use the Karmic Strike feat
from the Oriental Adventures book
when fighting defensively? Can you
use Karmic Strike when using the fotal
defense option?

Yes. I’s not a very good option, but
you can do it.

Note that you decide whether Karmic
Strike is “on” or “off” during your turn,
and the -2 armor penalty and ability to
make opportunity affacks against foes
who hit you remain until your next turn.
Also note that any affacks of opportu-
nity you make via this feat count against
your number of attacks of opportunity
you are allowed—you won’t get a lot of
attacks from the feat unless you also
have Combat Reflexes and a decent
Dexterity score.

You could likewise choose to fight
defensively when it’s your turn, and the
+2 dodge bonus to Armor Class and the
-4 aftack penalty apply until your next
turn. Thus, the attack penalty applies to
any affacks of opportunity you might
make by virtue of Karmic Strike.

You also can use Karmic Strike when
you're using the tofal defense option.
Since total defense doesn’t carry an
attack penalty, any aftacks of oppor-
tunity you might make as a result of
using Karmic Strike are unaffected. On
the other hand, the +4 dodge bonus to
Armor Class might well limit the number
of foes who hit you and, thus, the num-
ber of attacks of opportunity you'll make.



The Oriental Adventures book

describes a new way of using the
Sense Motive skill: You can estimate
an opponent’s level. Can anyone do
that at any moment? Does it take one
round or more?

Attempting to assess an opponent’s
level is a standard action. Anyone can
try, even characters with no ranks in
Sense Motive.

| have a friend who is playing a
fighter/iaijutsu master, and our group
can’t agree what abilities he gets
outside of iaijutsu duels. The skill
description seems to say you can only
use it during iaijutsu duels, but the
iaijutsu masfer class description makes
it seem like you gain many abilities
that can be used outside of the duels.
Can you explain which abilities can
only be used in duels and which can
be used outside of duels?

In an iaijutsu duel, your laijutsu
Focus check doubles as your initia-
tive roll, and you gain extra damage
according to your check as shown
on page 59 of the Oriental
Adventures book.

Outside of an iaijutsu duel, you can
make a check against a flat-footed
opponent and deal extra damage. You
can also make a check and deal extra
damage to objects. (As noted in “Sage
Advice” in issue #293, neither your
normal damage nor your extra dam-
age from laijutsu Focus is halved when
you attack an object, despite what
it says on page 59 of the Oriental
Adventures book).

On page 77 of the DUNGEON MASTER’S
Guide, it says that each character
within range of a gaze attack must
attempt a saving throw each round at
the beginning of his turn to avoid the
gaze. In the Monster Manual on pages
8-9, it says that each opponent within
range of a gaze aftack must atfempft a
saving throw at the beginning of his
furn fo avoid the gaze. Are allies of a
creafure with a gaze attack affected
by the gaze attack? Logically, allies
don’t have to look at each other to
fight, but what if they’re flanking?
Also, if a creature decided to avert its
eyes to avoid a gaze attack (thus hav-
ing a 50% chance fo avoid having to
make a saving throw at the beginning
of its turn), does the creature with
the gaze attack get any benefit?

Each creature (not just foes) within
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range of a gaze attack has a chance
to be affected at the beginning of its
turn. Note that allies of the creature
with the gaze attack usually can look
away from the creature. These allies,
however, cannot then see the crea-
ture with the gaze attack, and that
could make life pretty complicated

for them in some cases. If the allies
want to gain a flanking bonus from the
creature with the gaze attack, it’s per-
fectly reasonable to assume that the
best these allies can do is avert their
eyes (50% chance to avoid risking a
saving throw).

In any case, when you avert your
eyes from a gaze aftack, the creature
with the gaze aftack gains one-half
concealment against you, and your
attacks against the creature have a
20% miss chance (see Concealment
Miss Chance on page 133 of the
Player’s Handbook).

Does a +1 short sword with the shock
enhancement (total enhancement of
+2 for pricing purposes) overcome

a creature’s damage reduction of
15/+2?

No, only the weapon’s actual magi-
cal enhancement bonus for attack and
damage counts. The weapon in this
example is considered a +1 weapon
for overcoming damage reduction.

A creature with damage reduction
(such as a gargoyle, damage reduc-
tion 15/+1) can use its own natural
weapons as if they were enhanced
enough to defeat its own damage
reduction. If | purchased armor with
the invulnerability enhancement (5/+1)
and then encounfered a gargoyle,
could the monster bypass my damage
reduction? Could | bypass its damage
reduction without a magical weapon?
The gargoyle’s natural weapons are
treated as +1 weapons for purposes of
defeating damage reduction, regard-
less of the damage reduction’s source.
Damage reduction from an item or a
spell, however, never gives the recipi-
ent the ability o overcome another
creature’s damage reduction. In the
example encounter, the gargoyle’s
nafural weapon attacks would bypass
the character’s damage reduction of
5/+1, but the character would need a
weapon with a magical enhancement
bonus of at least +1 to bypass the
gargoyle’s damage reduction of 15/+1.

& o

I’ve heard some people insist that
spells such as cure light wounds or fly
are effective on only one friend, even
if the caster is holding the charge. On
page 151 in the Player’s Handbook, it
says that a fouch spell may be used on
up fo six friends as a full-round action.
Doesn’t this mean that a single fouch
spell can have up fo six recipients?

It depends on what the spell’s Target
enfry says. The Target entries for both
cure light wounds and fly say “creature
touched.” Touching one creature com-
pletely discharges either of these spells.

You can indeed hold the charge on a
spell with a touch range and touch up to
six friends as a full-round action. Doing
so doesn’t accomplish anything, unless
you have a spell that only partially dis-
charges with a single fouch. For exam-
ple, the water breathing spell's Target
enfry reads “living creatures touched.”
As noted in the spell’'s description, you
can divide the spell’s duration among
multiple recipients. To do so, you'd use
the rule on page 151 in the Player’s
Handbook, and you could divide up the
duration between up to six friends.

In my group, we have a ranger who
sees himself as a bit of an archer—he
has most of the ranged attack feats
available. During our last game, he
found an ally directly between himself
and the target. He has the Precise
Shot feat, so he ignores the -4 penalty
for firing into melee. Does this also
mean he can fire past his ally fo hit
his target with no penalties, or does
his target get cover for being directly
behind another combatant?

Yes, an intervening creature
between the defender and the
attacker provides cover from a
ranged attack. The Precise Shot feat
eliminates the -4 penalty for firing
info a melee, but it doesn’t eliminate
cover bonuses. A shooter without the
Precise Shot feat would suffer the
-4 penalty for firing info melee, and
the target would get a cover bonus to
Armor Class as well.

The Weapon Finesse feat allows a
character to use her Dexterity bonus
rather than her Strength bonus for
melee attacks with light weapons.
Does the character use her Dexterity
bonus for attack rolls and damage
rolls or just attack rolls? Suppose the
character has Weapon Finesse (dag-
ger) and uses one dagger in each



Weapon Finesse affects only aftack
rolls, not damage rolls. If you use
Weapon Finesse and you hit, your
Strength modifier still determines how
much damage you deal.

the term “light weapon.”) Note that you
have fo be at least Medium-size to use
a spiked chain with Weapon Finesse,
and you can use a rapier with Weapon
Finesse only if you can wield it in one
hand.

No, you don’t have to use the Full
Attack action to get the benefit of

When rolling opposed attack rolls
(such as for a grapple or disarm

attempt), does a natural 1 mean
automatic failure?

Yes, you can use Weapon Finesse
when you're attacking with two weap-
ons. If you have the feat for a weapon
you're using, the feat applies to any
melee attack you make with that
weapon, whether it’s your sole weapon
or one of the weapons you use in
a two-weapon aftack. When using
Weapon Finesse in a two-weapon
attack, conduct the attack as you
would any other two-weapon attack,
just use the aftacker’s Dexterity
modifier for the attack rolls where it
is applicable. For example, a 6th-level
rogue of at least Medium-size has a
Strength score of 7 and a Dexterity
score of 18. The character has the
Ambidexterity, Two-Weapon Fighting,
and Weapon Finesse (dagger) feats.

If the character uses the Full Atfack
action and strikes with both dag-

gers, the character’s attack bonus

is +6 with each dagger (+4 base, +4
Dexterity, -2 two weapons used with
the Ambidexterity and Two-Weapon
Fighting feats, and the off-hand
weapon is light). The character deals
1d4-2 points of damage with a suc-
cessful hit (minimum of 1 point of dam-
age). Note that if the character had a
Strength bonus instead of a Strength
penalty, only half the bonus would apply
for the secondary weapon. (You suffer
your full Strength penalty with an off-
hand weapon.)

The Weapon Finesse feat only
applies to light weapons, rapiers, or
spiked chains. (See page g7 in the
Player’s Handbook for the definition of

either one of these feats. If you have
either or both of the feats, you get an
extra attack (or possibly extra attacks
with Great Cleave) whenever you drop
a foe, no matter what type of action
you used to drop the foe.

For the attacker (that is, the charac-
ter trying to disarm a foe or accom-
plish something with a grapple check)

a natural 1 fails and a natural 20 suc-
ceeds, no matter what the defender
rolls. Although the defender’s roll is
called an “opposed attack roll,” the
defender is really just setting the DC
for the attacker: 1s and 20s aren’t spe-
cial for the defender. Just apply the
defender’s modifiers to set the DC for
the attacker. If both the attacker and
the defender roll a 1, the aftacker fails.
If both the attacker and the defender
roll a 20, the attacker succeeds. Note
that you cannot get a hold on a foe two
or more sizes larger than you (see page
137 in the Player’s Handbook).

All of the foregoing assumes that you
are indeed making an opposed attack
roll, which is subject fo automatic suc-
cess or failure. Checks are not subject
fo automatic success or failure. For
example, if you are making an opposed
check (as you would when making a
Hide check opposed by a foe’s Spot
check) a roll of 1 or 20 has no special
significance. ©






