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WYRM'S TURN

FROM THE EDITOR
DEAD AGAIN

t seems like every time Rob dies, | die too, and silly Chris Thomasson has killed

us again. At the beginning of the playtests for the DuNGEON adventure path, | was

playing a fierce halfling druid, mainly fo try out the improved animal companion
rules in D&D 3.5. Hallan (the druid) was a fun character to play; he made a good
scout, possessed decent spellcasting abilities, and had a fair chance of hitting foes.
Because he was small, he didn’t do a tremendous amount of damage, but he and
his riding dog companion Fergus were usually the last folks standing in a fight.
While | played Hallan, Rob Head (Paizo’s new webmaster) played a goblin thief
named Meechee, who led the way info the final encounter in “Life’s Bazaar.” One
long and difficult fight later, Meechee, Hallan, and Fergus all lay dead.

Less than a week later, Rob came back with a new character, a barbarian with
“so many hit points” that Rob claimed “he was sure to survive.” | rejoined the
group with a stoic dwarf fighter/cleric, a low-Charisma servant of Fharlanghn that
not only promised to be fun fo roleplay but also took the party another step closer
to the all-cleric party that Matt Sernett (DRAGON Associate Editor) and | continue
to threaten Chris with. The first fight went just fine, and the new characters
seemed effective, reinforcing our beliefs that the new party was more capable
than the group that included Hallan and Meechee and that Chris wouldn’t get us
again. That belief lasted about 15 minutes info the next session when Rob charged
his barbarian into a fight, provoking three attacks of opportunity in the process.

When Rob’s barbarian charged into that fight, | should have seen the paftern
and fled right then. Of course, | was too caught up in the encounter to realize
what was about to happen, and by the time Rob’s barbarian died, it was too lafe fo
get away. In that same combat action, before my 4th-level dwarf cleric could back
away from the fight, Thomasson was cackling gleefully and asking whether or not
a ‘30’ confirmed a critical hit against my character.

Um . .. yeah, that hit.

From there, it was straight to negative 15 hit points and death number two for
the campaign. Poo.

If's the threat of lasting consequences like character death and level drain that
make the game fun, and I'm never happy in campaigns where the DM bends the
rules to avoid PC deaths, in campaigns too easy fo provide a credible fear of
character death, or even campaigns with easy access fo frue resurrection. (To
borrow a phrase made famous by Knights of the Dinner Table, | believe in letting
the dice fall where they may.) But even knowing and believing in the importance
of these consequences, character death sucks, and | was a bit bummed . . . for all
of about 15 minutes.

Then | was excited, looking forward to the next session, and reminded again
about one of the things | like best about D&tD: new characters. I've said that
combat is my favorite part of the game often enough, but making a brand new
character is somewhere near the top. Rolling ability scores, picking feats and skills,
suiting the character up with equipment, coming up with some basic factics,
thinking up catch phrases, and outlining a background is almost an evening’s
enterfainment in itself, and since | had what was at the time a hot-off-the-press
copy of Savage Species, | got to make my first ever minotaur character, adding fo

the fun.
/
ﬂw’/ EDITOR-IN-CHIEF

il blishing.com. Letters
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by Wolfgang and Shelly Baur
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The Silverstrike Guild

by Christopher Campbell
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SCALE MAIL

READERS TALK BACK
CONES, D&D 3.5, AND THE OGL

Sealed for Your Protection

My DM literally has all your DraGon
magazines, as well as DUNGEON, and a
slew of other gaming periodicals. The
problem is that he places them in nice
plastic bags with cardboard and refuses
to damage them at all, even fo the point
of removing the incredibly useful items
such as your newly released cone fem-
plates. Is there any way you can put
those items into a PDF format for
download and use?

So how, you may ask, do we figure
ouf our area effects without your won-
derfully colorful templates? | take solid
electrical wire (not braided) and bend it
info an outline of your patterns. It's
time consuming, but it allows me to
place the pattern around our figures
such that it doesn’t cover or (heaven
forbid!) knock over someone’s carefully
painted miniature. This also allows us to
leave long-duration effects like glitter
dust on the table and not have to move
any figures to place it. To add fo this, |
use a yellow wire for glitter dust, red
for fireball, and white for cone spells.

Maybe | need to get out more?

Thanks, and | love your magazine,
although | didn’t start reading until
issue #287.

Tony Pine
Address Withheld

Everyone on the DRAGON staff agrees
that we should sell something online,
whether it's complete electronic back
issues, compilations of specific arti-
cles, or extras like our cone templates.
Soon, our newly hired web expert will
sort all those tentative plans ouf, and
we'll make an official announcement.
Until then, | point out that you could
easily acquire the cone templates and
other extras that we put in the maga-
zine by “buying your own copy.” As
strange as that might sound, it’s our
recommended way to get access 1o
the contents of the magazine. Burt
that’s not to say that you shouldn’t
spend some time convincing your DM
to get a second subscription. Tell him

that he needs one for game use and
one for the collection.
Jesse Decker
Editor-in-Chief

Compendiumonium

Does the release of the 3.5 Player’s
Handbook mean we can expect new
books for our favorite classes with
additional prestige classes? Even
though the shifter and the weapon
master are cool, more prestige classes
and dedicated paths help our those of
us new fo the game to flesh out a char-
acter fairly swiftly. Perhaps individual
books for the separate classes . . . you
know, one dedicafed fo paladins,
another dedicated solely to druids, and
S50 Oon.

Might | make a suggestion for an
additional compendium? | really enjoy
the articles that flesh out guilds that
PCs can be a part of or fight against. |
am currently running a tiefling rogue
who is a member of the Gray Order
described in DraGon #29g. Perhaps an
“associations” book would be a nice
addifion fo the library of every good
player and DM. As such, | am seriously
looking forward to the Savage Species
book. Il be nice to develop a human
info a stronger half-dragon over fime. |
also like the idea of playing some outra-
geous creatures such as a slaad in
addition to using the Nameless Legion
suggestions and such in DRAGON # 304.

Y’all are brilliant!

Jason Webb
South Jordan, UT

We've been using the revised versions
of the rules here in the office for
nearly a year, and none of the supple-
mental material that we've accumulared
since third edition’s release has become
obsolete. The characters in Chris
Thomasson’s Shackled City playtest (the
Shackled City is DUNGEON'S new
Adventure Path series of adventures)
still aim for prestige classes from
Sword and Fist, use magic armor from
Green Ronin’s Plot 81 Poison, and grab

com, Letters
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material from other D&D and dzo sup-
plements that line our bookshelves. We
can't spill the beans about what the
folks at Wizards of the Coast have in
store for fans beyond what's in their
current product catalog, but it’s safe to
say that the material that you've got
now will still be useful with the updated
D&D 3.5.

For a more detailed answer to this
question, check out the “Revision
Update” articles by DED Design
Manager Ed Stark in recent issues.

Jesse Decker

Fighting Men

What is going on here? I'm a soldier
serving is the US Army at the speartip
of US Forces in Korea. Every day since
January 1st of 2003, | have inspected
the magazine racks in our PX stores for
the lafest issue.

Have the Harpers stopped the ship-
ment of DRAGON Magazines to the “Land
of the Morning Calm” (Korea)? Are the
North Koreans afraid | might use the
arcane knowledge gained from Dracon
Magazine to stop their development of
nuclear weapons? Or, did someone open
a planar portal that sucked Dracon
Magazine's print shop to another plane
of existence (if so, send me their new
email address)?

P.S. I'd like to see more articles on the
Neverwinter Nights PC game such as
fips for developing your own module or
even a CD in the issue of approved
modules for the game. Thanks!

Thor Sadler
US Army

Major Thor Sadler is the son of Barry
Sadler. Sgt. Barry Sadler recorded the
number one selling song in 1966, The
Ballad of the Green Berets. He also
wrote a best-selling series of military
fantasy novels about Casca, The Eternal
Warrior. Apparently, the apple doesn't
fall far from the tree, and we here at
DRAGON are happy to support the
Sadlers’ legacy of interest in fantasy and
our troops around the world. Besides,
who can resist a request from a guy
named Thor? The DRAGONs are coming.
Matthew Sernett
Associate Editor

Make a Cone a Cone
| feel that any templates for spells or
other area effects should have a realistic

To inquire about subscriptions, email dragon@pespublink.com or call 1 (Boo) 395-7760. To contact DraGow about editorial concerns, email

shape, rather than conform to the exam-
ples put forth in the Player’s Handbook.
While the Player’s Handbook examples
make it easy to decide withour an aid
whether a potential target is in the area
of effect on a grid, any template should
be similar to those provided in the 2nd
edition Bartlesystem: Skirmishes book,
where the cut-out templates are shaped
like actual cones, spheres, and so on.
This way, the spellcaster is not limited by
the grid map and can instead direct the
effect in whatever direction she desires.
Any grid-squares included or intersected
by the template should be considered to
be in the area of affect.

Jarrad Richards

London, UK

So, we could make the cone effect of
spells actually be a cone? That'’s weird.
Jesse Decker

Open Wide

| was thrilled to see some open gaming
content in issue #304. It’s perfect
material for open content: a new sys-
tem for doing things (in this case, pres-
tige races). This is how the game
system is supposed to evolve. We can
all test this, and if it works out well
enough, hopefully we'll see it eventually

in an official product from Wizards of
the Coast.

You know, | wrote you a previous
letter on the topic. | sure do hope you
address the subject some day. | think all
the content in DrAGoN should be open,
and the idea that open gaming content
would destroy DraGon is ludicrous. |
don’t think you can make that statement
without backing it up. Everything
should be open game content!

Jason Smith
Heber City, UT

As | made the comment, Il try to
explain my reasoning.

Roleplaying game companies make
parts of their products open game con-
tent because they must if they want to
put the dzo logo on their product. The
dzo logo is how they advertise to the
public that their products are compati-
ble with DEtD, so they have good moti-
vation fo make part or all of the
products open content.

DRAGON isn’t required fo make any
part of the magazine open game con-
tent. It is an official D&D product, and
Wizards of the Coast owns all the
material in DRAGON after it’s printed.
Wizards of the Coast may take any of
the game content from DRAGON and

CAPTION CONTEST
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By James Jacobs
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e RPGA Network

high-tech ninjas in Unusual
Suspects, and travel to a galaxy
far, far away.

make it open content or add it to the
system reference document. When we
run open content in DRAGON, we do so
because we used the open content of
another company as the foundation for
an article or because the rules set a
necessary standard for the industry.

If all the material in DRAGON was open
content, a company could compile
designed and edited game confent info a
single product to come out at the end of
the year (or maybe quarterly). That
company would have no costs to acquire
and edit the material, it would not have
to pay the other costs of employing edi-
tors and production staff for a year, and
the product would likely be produced
with black-and-white art on cheaper
paper. The cost of producing such a
product would be a great deal less than
it costs Paizo to make a single issue of
DRAGON. The savvy dzo company that
produced this huge product could put a
price on it that was much cheaper than
a subscription to DRAGON, but consumers
would get the same game content. This
scenario gets worse if the dzo company
instead decided to put such a product
downloadable online for an even
cheaper price or for free.

It should be clear how it would hurt
the magazine to have another company
offering DRAGON's contents cheaper or
for free. Add to this the fact that Paizo
sells back issues and might soon sell
PDF collections, and it should be even
more obvious.

Matthew Sernett

Although there are some good reasons
to not make DRAGON's content com-
pletely open, | want to reiterate that
you'll see more open content through
the coming year. New rules systems
are the best thing we can make open,
and that's what we're going fo focus
on. For example, were we to run an
article like the underwater rules that we
ran last year, we'd certainly make it
open content. (Updated underwater rules
will be in the revised DMG, and there-
fore the SRD, so youll have those as
open confent soon anyway.)

Jesse Decker

Knight Chills

| work in an inner-city high school and
as a former college gamer | have con-
tact with several student gamers here at
the school. Over break they rented a
new movie called Knjght Chills and were

To inquire about subscriptions, email dragon@pespublink.com or call 1 (800) 395-7760. To contact Dragow about editorial concerns, email scal paize
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blown away! Basically, it is a DUNGEONS
Ot DrRAGONS movie that really captures
the energy and fun of gaming. | rented it
myself, and | think it has a neat super-
natural twist and that the gaming scenes
were great. They made me miss gaming
so much! | asked the kids how they
heard about it, and they said they just
saw it at Family Video and took a chance
because it had a review on the cover by
Gary Gygax. Do you know about this
movie? The only other movies that |
know of that even touched gaming were
that awful Tom Hanks movie and that
part in E.T. The kids say they have
never seen anything in any gaming mag-
azine about it and wonder how it could
be overlooked. Me too!
Just an FYI, and | hope to see more
movies coming out that get it right!
Mrs. J. Rae
Address Withheld

Just to be clear, this is the same Knight
Chills in which one of the players of a
roleplaying game commifs suicide and
comes back as the ghost of his character
to kill the other members of his gaming
group, right? Well, if it is, then Knight
Chills already made an appearance in
DRAGON. As the movie's website gleefully
points out, someone mentioned Knight
Chills in “Scale Mail” from issue #256.
When | asked in the last issue for ref-
erences to DEtD from pop culture, this
wasn't exactly what | was hoping for, but
we've got to start somewhere. If you
know of any other instances of D&tD
mentioned in movies, in music, on fele-
vision, or in weird places in print, send
them to scalemail@paizo.com with the
title “DED Pop Culture.” We'll compile
them, and if we have enough, well
print a guide to all the strange places
where gamers can get their fix.
Matthew Serneftt

5-Sided Winners
Gabriel Anderson
Matthew Belcher
Caroline Byford
Graham Carey
David Degregorio
Greg Draudt

John Ensworth
Chris Jameson
William Long

Ryan Scott Jones
Alexander F. Simkin
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UP ON A SOAPBOX

BEST SHOTS

THE FOLLY OF PREDICTABILITY

s | have stated before, much of
Amy early adventuring in the

realms of D&tD was Dungeon
Mastered by Rob Kuntz. It was in Rob’s
extensive dungeon complex that many
of Mordenkainen’s tribulations and
triumphs occurred. Put yourself into that
wizard’s boots, then, as you continue
reading. Imagine his delight when he and
his party of henchmen, Bigby included,
discovered a large hexagonal chamber in
the center of which was a stone plinth
with a huge, faceted diamond resting
atop it. The enfrance to this room was at
the point where two of its walls mer.
Each of the walls had a large gate in its
face, big panels of iron-bound oak. “Six
exits? Unlikely,” was the assessment
made by Mordenkainen as he stood in
the entryway. Most likely there would be
guardians awaiting behind those valves,
and they would be let loose as soon as

CAPTION CONTEST WINNER

WINNER
it's been a long day. Just take the
stupid treasure.”

“Look . .

Congratulations Amy Mamsiriwan!
Glen Burnie, MD
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by Gary Gygax

any move was made towards the gem in
the center—a prize sure to lure any
avaricious dungeon delver fo it.
Having spent much time reading and
studying military history on all levels, the
tactical included, the analysis
Mordenkainen made encouraged him to
move forward boldly. He reasoned that
the guardian monsters of this place
would be loosed successively. If the
defenders attacked piecemeal, then he
and his stalwart party had a very
favorable chance of defeating each
group. The assessment took only a few
seconds, and with clear instructions as
to readying weapons and spells, the
advance infto the chamber proceeded.
As expected, the first gate opened,
and out came a large number of low-
level guards. Before they could atftack,
the lot were slain with a ready cloudkill
When that happened, the next set of

RUNNER-UP
“Are any of you, by chance, an optometrist?”
Chris Trost
Aloha, OR

or call 1 (8oe) 395-7760. To contact Dracow abour editorial concerns, email i
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KNOWLEDGE CHECK

For how many issues was
DraGon Magazine called
The Dragon?

doors opened, and stronger guardian
monstfers issued forth. These too were
soon laid low by spells. The third gate
yawned, and yet more and stronger
minions of the Dungeon Master poured
into the chamber. Arrows and spells met
them, and so that group joined their
fellows as corpses littering the floor.
Without a pause, the fourth portal gaped
open, and still stronger monsters
emerged to meet their end in much the
same manner the lesser guardians had.
Like clockwork the fifth set of valves
parted, and with like precision the party
of adventurers struck with spells and
weapons. As that group succumbed,
however, there real concern among
Mordenkainen and his stalwarts. They
were near the limit of their spell-casting
capacity, and few arrows remained in
the fighters’ quivers. What was going to
come forth from the sixth and last door?

The monster that rushed out was
indeed a fell one, but a barrage of magic
missiles, the last shafts, and then close
combat with sword managed to slay the
final guardian. It had been a near thing,
that fight, but no adventurer was slain,
and the huge diamond was gained, a gem
worth half a million gold pieces. The
exhausted party seized the stone and
beat a hasty retreat, all well satisfied.
That satisfaction did not extend fo the
DM, of course. The error in the “trap”
became apparent. Successive shocks
had not worked, because the attacking
monsters had not been able to inflict any
serious damage on the infruding party
until the very last, while the arsenal of
spells and weaponry the latter possessed
had been just sufficient to deal with the
groups meant fo guard the gem.

“I should have sent the monsters out
all at once,” Rob said dejectedly.

“Right,” | agreed. “Now watch my dice
so Mordie and the rest of the lads can
level up. With the experience from
casting, kills, and the value of the
diamond, they all have gained a level.”

No further comment is necessary
here. ... ©®@

1 il com. Letters

2002 Gary Gygax. All rights reserved.



HOUSE RULES

DRUID SUMMONERS
NATURE’S SPONTANEOUS ALLY

likely that your list of house rules

starts running pretty long. Over the
months and years, the DM and players
craft new rules to handle peculiar
rules situations. It's easily possible to
have so many variant rules in your
campaign that even the DM—much less
the players—can't keep track of them.
This situation is exacerbated by most
groups’ fendency fo remember, rather
than record, their house rules.

In the end, this creates a game that
resembles an overgrown shrub: There
are so many branches, shoots, and
leaves that the game is in danger of
choking itself on minutiae. The best
solution for this situation is the same
one that you'd use on the overgrown
shrubbery: pruning. Take a good look
at your house rules. If you haven’t
already written them all down, do so.
Sit down—preferably with the whole
group involved—and ask five questions
about each of your house rules:

1) How important is the rule fo your
game? Is it something that affects the
PCs directly, or have a number of
encounters hinged on it? If not, you
might want fo consider if it's really

In a typical long-term campaign, it's

by Andy collins

worth the time and effort to remember
and apply.

2) How often does the rule come
up? If the house rule hasn't come up
in play during the last half-dozen ses-
sions or so, it's likely that no one
would remember it even if the situa-
fion came up.

3) Does the rule solve the problem
it's intended to solve? In many cases,
simply looking at a house rule weeks
or months later proves that the rule
wasn’t necessary.

4) Does the rule create more prob-
lems than it solves? In some cases, a
house rule spawns even more house
rules to deal with its effects.

5) Is there a simpler solution? It's
easy to collect a bushel of minor
house rules to handle a specific situa-
tion or group of related effects. Can
you consolidate the house rules into a
broader, more general rule instead?

Once you've answered all these
questions, you're set to start being
judicious about your House Rules. Try
to answer these questions for your
campaign when you review the house
rule below.
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Thirty-eight (issues #1
through #38)

House Rule:

Druidic Summoners

One area where everyone likes to tin-
ker is Chapter 3: Classes. From skill
points per level to class skill lists to
class features and spell lists, there are
plenty of places for DMs to customize
their campaign.

While most groups of adventurers
count the cleric as their most valuable
member, the druid rarely enjoys such
a reputation. Part of the problem
comes from a misunderstanding of the
character’s role—the druid can't simply
replace the cleric in a typical party,
since she can't hope to provide the
necessary healing. It's best to view the
druid as a “fifth member” of a party
that already has a cleric, or as an
integral part of a group that depends
on more than one character for heal-
ing (such as a bard, paladin, or ranger,
armed with cure wounds wands). Such
a view allows a druid to better utilize
his strengths.

That said, if the druids in your cam-
paign need a bit more help, fry using
the rule described here. The model of
“swappable” spells used by the cleric
seems like an obvious option to
explore. Allowing the druid to sponta-
neously cast summon nature’s ally by
converting a prepared spell of the
same level gives her a clear (and quite
potent) role in the party—providing
support in whatever form necessary.
Need another combatant? Summon a
wolf or a bear. Need a scout? Conjure
an eagle or an owl. And so on. The
versatility of making summon nature’s
ally “swappable” provides the druid
with a big power boost, as she quickly
becomes the character who always has
the right trick up her sleeve. ©@
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ne of the most important aspects
Oof DUNGEONS &t DRAGONS is the

struggle between good and evil. In
most games, the lines are clearly
drawn—monsters and those who wish fo
hurt others are evil, while the characters
are the good guys, dedicated fo stopping
‘the forces of darkness. In other adven-
tures, however, the line sometimes
becomes blurred.

A group of characters might need to
make agonizing choices that force even
good characters to do or say things that
they normally wouldn’t. Or, a group of
characters could be composed entirely
of evil characters bent on their selfish,
greedy goals. Then there is the issue of
evil characters or monsters that have
turned their backs on their old habits (or
upbringing) and choose to walk on the
path of redemption, atonement, and
good. Life is extremely difficult for these
beings, who have to address fear,
resentment, bias, and prejudice based on
their appearance, their heritage, or their
race. Portraying such a character or
encountering one as part of an adven-
ture can be a fascinating and challenging
experience. This arficle discusses indi-
viduals who come from evil back-

Temptation and Redemption

grounds who try to redeem themselves
and integrate info a society that loathes
and misunderstands them.

EVIL BACKGROUNDS

Evil doesn't form in a vacuum. It has a
source and grows in places where good
is absent or foo weak to resist. Like a
weed, evil pops up in unlikely, isolated
places and runs rampant without opposi-
tion. Some people are evil regardless of
race, upbringing, or culture, usually
becoming something of an aberration in
the eyes of others. However, some
come from an evil background, but

strive to be good, regardless of the

obstacles, prejudices, and conditioning
set upon them.

If you wish to play a character from
an evil background who is frying to walk
the straight and narrow path, you have

" many options. Below are several classic

reasons why your PC might have once
been evil or might be tempted to commit
evil acts.

Belonging to an Evil Race

Some races have always been, and will
always be, evil. Many of the monstrous
humanoids listed in the Monster Manual

(Betraying Your

are inherently evil—goblins, orcs,
iroglodytes, and so forth. For untold
generations, these evil races have raided
villages, burned homes, and killed with
impunity. If's no wonder that the sight of
a lone bugbear walking the streets of a
human city is a rare thing—usually
resulting in the humanoid being attacked
just because of what he is.

Stripped to its basics, this sort of dis-
crimination is nothing more than racism.
Of course, much of this distrust can be
easily justified if the race is notorious
for violence and brutality. In some parts
of the world, simply being a member of
a given race is an automatic death sen-
tence—aiding, abetting, or even ignoring
them can be a crime as well.

Characters that belong to one of these
races must struggle for acceptance.
They might be tolerated in metropolitan
areas, but less accepting areas are dan-
gerous places to be. In these smaller
communities, the characters stand ouf
from the crowd. If they can prove by
their words and deeds. that they are noft
evil, they might be able to avoid the
worst prejudices. Even so, prejudiced
minds view even the most altruistic
deeds with suspicion and distrust.
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Evil Parents or Mentors
Sometimes an evil nature comes from
the way a creature was raised, taught,
or apprenticed. Whether nurtured to act
in an arrogant, selfish, and merciless
fashion, or brutalized into acting in kind,
some people become evil because of the
way others treat them.

Having evil parents or mentors can
occur in places that are otherwise good
and upstanding. This treatment can be
overt or subtle and manipulative, but in
either case, it serves fo twist the young
mind toward evil. Most of these unfortu-
nate souls have nothing but contempt
and hatred for the parents or mentor
that brought them up in this way, bur
there are notable exceptions that revere
the “harsh lessons” they were taught.

The idea that evil begets evil is well-
established, and unless a character
brought up by evil people leaves the
place of her birth, she will fight a con-
stant battle to prove that she does not
adhere to the fenets of her upbringing.
If the character’s parents or mentor live,
the character might be plagued by
agents sent to bring her back info the
fold or eliminate her.

Evil Society or Culture

Just like not all monsters are evil, not all
“normal” races are completely good
either. Some cultures are notoriously
brutal, vindictive, and war-like. In these
cultures, might makes right. Weakness,
mercy, and kindness are exploited. War,
raiding, slavery, and other despicable
acts are the norm. Curiously, these evil
cultures might be less overtly racist than
elsewhere—they often accept nearly any
being into the society, regardless of
race, as long as it possesses the strength
to defend itself.

By spending time among people with
different, good-oriented values, a char-
acter from an evil society can heal his
tainted heart. Of course, accent, style of
clothing, or general appearance can
inform others that the character
belonged to the evil society. Such char-
acters can either strive to educate those
around them or suffer in silence, endur-
ing the hatred and suspicion of others,
Some become ambassadors for good,
returning fo their homelands to show
their former people the error of their
ways or change the society in more
subtle ways to encourage good. Most
such creatures find a few, trusted
friends and avoid other contact.
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Evil Planes

Creatures that come from certain planes
of existence are infused with evil—it is
in their very core. Sometimes, these
oufsiders make their way to the Material
Plane, whether by accident, summoning,
or to do the bidding of a superior. Most
go there fo cause as much ferror and
mayhem as possible before returning to
their plane of origin.

Sometimes outsiders from these
planes are forced to stay on the
Material Plane. Separated from the
source of their power, they can occa-
sionally (and very rarely) succumb to
alien ideas—kindness, forgiveness, and
mercy. These few individuals come to
see the error in their ways and slowly
make the transition from evil to good.
Composed of pure evil, such creatures
find this transformation extremely diffi-
cult. In addition, these creatures often
suffer the wrath of their former kin,
who see such a change of heart as the
worst crime imaginable.

Creatures from these planes lose a
great deal when they try to become
good. They cannot (or will not) use
many of their spell-like abilities that
involve evil energy (such as circle of
protection against good or blasphemy).
Their old habits of wanton destruction
must be curtailed, along with the desire
to bully and abuse others. Unless they
have the ability to change their appear-
ance, their mere presence is enough ro
cause fear and violence among normal
people. However, for these beings, the

fransition from pure evil fo that of good
can allow redemption, letting their souls
aftain the one thing that is nearly impos-
sible for demons, devils, and other
fiends to attain—true peace.

THE SEVEN DEADLY SINS AND
THE SEVEN GOODLY VIRTUES
The seven deadly sins and the seven
goodly virtues are a useful ser of guide-
lines to determine what sort of life a
character is leading. While they are
broad interpretations, they allow the DM
to gauge a character’s behavior fo see
how closely he lives according to his
chosen alignment. Players might find it
useful to pick some of these virtues and
vices to help them define their charac-
ters’ personalities and how their charac-
ters exhibit their alignments. Players
wishing to play conflicted characters
seeking redemption should pay special
attention the seven deadly sins for inspi-
ration about their character’s past and
the seven goodly virtues for the actions
that will lead to living a good life.

The Seven Deadly Sins

All the shades of darkness and acts of
evil cannot be encompassed by a mere
seven sins, but the list below should pro-
vide more than enough temptation for
most characters.

Pride: Pride, also known as vanity, is
excessive belief in one’s own abilities or
value. It has been called the sin from
which all others arise. A character filled
with pride often considers herself better

EVIL BACKGROUNDS AND SOCIAL SKILLS

The table provided below gives suggestions for DC modifiers to Diplomac
checks based on a character’s evil background. Characters with an ev
ties to Diplomacy checks (including with other evil people—evil doesn’
bonuses fo Intimidation checks. Bonuses and penalties apply only wl
who are cognizant of the character's evil background. If the charact
larly evil and horrific group (such as a culture of cannibals), increase the

and Intimidation

y suffer penal-

evill, but gain
2 with people
o a particu-

bonus and penal-

ties by an additional +1. These modifiers are cumulative, For example, if a character belongs

to a well-known evil race. and belongs fo a particularly evil religion, there is a -z penalty 1o

Diplomacy checks and a +2 bonus to Intimidate checks. Note that a creature with an evil

reputation is likely to cause other creatures ro have an initial attitude of hostile; any

Diplomacy and Intimidate check should madify that attitude appropriately.

Background

Character's race is considered evil
Character's culture is considered evil
Character’s religion is considered evil

Diplomacy Intimidation
DC Modifier DC Modifier

-2 |

Character’s parents/mentor were noloriously evil -1 +1



than anyone else. She believes that
she can do no wrong and that all of
her actions and opninions, no matter
how small, have grear importance.

Greed: Greed is the desire for
material wealth or gain. A greedy
person covets what he does not
have and holds on dearly to what he
does. More than keeping a nest egg
for the future, a truly greedy per-
son hoards anything and everything
he owns and constantly craves more
and more.

Envy: Envious people desire oth-
ers’ fraits, status, abilities, or situa-
tion. An envious person offen feels
inferior to others. Such a person
usually tries to sabotage the target
of her envy whenever she can.

Wrath: Wrath manifests in the
individual who spurns love and opts
instead for fury. In the dangerous
and violent world of D&tD, wrath
can be a constant companion for
those that live and die by sword and
spell. A wrathful person is danger-
ous, violent, and unpredictable.
Wrath is the source of some of the
worst actions imaginable.

Lust: Lust is an inordinate craving
for the pleasures of the body. A
base emotion, lust can cause a per-
son fo acl in a completely irrational
manner. A lusiful person is obsessed
with sex, allowing it to dominate his
life. A lustful person will often judge
others solely on their looks or con-
siders them nothing more than
objects of pleasure.

Gluttony: Gluttony is an inordinate
desire to consume more than one
requires. A glutfonous person eats
every scrap of food they have and
hungrily watches the food of others
with a covetous eye.

Sloth: Slothful people avoid work,
whether physical or spiritual. This
laziness prevents a person from tak-
ing care of day-to-day duties and
often prevents them from achieving
important goals. With sloth comes a
disregard for responsibilities. In
extreme cases, sloth also manifests
as not caring for appearance, pro-
fession, family, and health. Sloth
paralyzes people preventing them
from doing the right thing.

The Seven Goodly Virtues
There are more virtues than can be
counted and few posess them all.

Seven stand out as counter to the
seven deadly sins.

Humility: A humble person sees
himself for what he is and does not
compare himself to others—not con-
sidering himself above or below
anyone else. Even when his power
and righteousness are obvious, a
humble person does not boast of
them or abuse them.

Love: One of the most ephemeral
virtues, love is expressed by a per-
son through combinations of kind-
ness, empathy, and the desire fo see
others do well.

Temperance: A temperate person
accepts the natural limits of pleas-
ures and preserves this balance.
This does not pertain only to food,
but to enterfainment, goods, and
even the company of others. She
consumes only what is required to
survive, avoids excess, and seeks a
natural equilibrium in her life.

Chastity: Self-control prevents
sexual pleasure from killing the soul
by suffocation. The act of pleasure
should serve to strengthen the soul
and the desire fo live. Chastity fo
the exireme is nothing more than
masochism, especially if it is coupled
with guilt.

Kindness: Instead of approaching
a situation with violence, a kind per-
son seeks a peaceful solution with
patience and compassion. A kind
person sirives fo overlook the faults
of others and offer friendship,
understanding, and aid.

Generosity: A generous person
parts with material goods, knowing
that they ultimately have no real
value. Generosity also means allow-
ing others their time in the spotlight,
or their fair portion, without expect-
ing anything in return.

Zeal: This is not obsessive, or
excessive zealousness of a cause
(which is harmful), but being ener-
getic, proactive, and mofivated to do
the right thing. The seven deadly
sins often have the effect of causing
ennui, lethargy, and cynicism, Zeal
works fo counter these harmful
effects, allowing a person to face
evil directly, forcefully, and with
determination.

REDEMPTION
The path to evil is an easy one,
often spiraling out of control with

ALIGNMENT, TEMPTATION,

AND REDEMPTION

A character of any alignment can use the temptation
and redemption system. Here are some guidelines on
how each alignment might have cause fo use the
temptation and redemption system.

Lawful Good: A lawful good character is considered
a paragon of all that is virfuous and righr. However,
she also has a long way to fall, and her road of right-
gousness is paved with temptation. A heart shielded
against evil is all the more vulnerable fo cracking.

Chaotic Good: The chaotic good character is a
rebel, and as such, can be tempted to do questionable
things to protect himself or to preserve infringement
on the freedom of others. Such a character might
become obsessed with the concept of freedom and
deluded into thinking that they should be allowed to do
whatever they wish.

Neutral Good: By not being biased toward chaos or
law, the neutral good character could fall sway to evil
that preys on the unaware. Her sense of fairness
could bind her to the evil around her, or evil could
wear her down until she doesn’t care anymore.

Lawful Neutral: A lawful neurral character believes
in the rule of law and order. As law can be fwisted fo
evil ends, so can this character if he blinds himself to
the pain laws can cause. Alternatively, he might come
to understand that the law exists to serve the people
and to make their lives better through acts of kindness
and good.

Neutral: A true neutral character sits on a razor's
edge, with temptation and redemption pushing her in
both directions. These pressures can make a normally
disinterested or detached individual more good or evil.
She could easily sway in either direction, “rrying them
out” for a while, then choosing good or evil as she
sees .

Chaotic Neutral: Already self-centered, a chaotic
neutral person could easily fall 1o evil it he believes
that he can ger away with evil actions. Such a charac-
ter could also come to understand thar he has been
selfish and dedicate himself 1oward helping others.

Neutral Evil: A neutral evil person is self-absorbed.
While everything is done with her best interests at
heart, there might be times when a generous acl of
kindness to her could touch her blackened soul.

Lawful Evil: A lawful evil person’s twisted sense of
honer might make him believe that what he's doing is
in the best interest to those around him, despite the
sorrow and oppression that he causes. On those rare
otcasions when he becomes cognizant of his actions,
redemption might follow.

Chaotic Evil: A chaotic evil person must temper
his anger, his hatred, and his violence, which can be
extremely difficult. Like other evil beings, however,
the chaotic evil character can sometimes feel
remorse, guill, and the beginnings of empathy. For
such a wild soul, such feelings can cause a greal

deal of conflicr.
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REDEMPTION DCS
Action

General Redemptions
Ended a fight through diplomacy
Convinced a criminal to mend his ways
Saved a city of innocents from evil
Humble Actions

Refused to take advantage of the respect given by others

Give honest praise and respect to others
Was truly humble after an amazing act
Loving Actions

Treated family in a loving manner

Took on a meaningful loving relationship

Showed love to someone despite that persons hurtful actions

Temperate Actions

Resisted eating or drinking more than needed

Resisted a debilitaring habit

Successfully kicked a debilitating habit (drugs, alcohol evil magic)

Chaste Actions

Spurned a person exhibiting lewd behavior

Resisted seduction

Resisted a sexual encounter that had no repercussions

Kind Actions

Showed kindness to a downtrodden person

Showed kindness 1o racial enemy

Showed kindness to an arch enemy or evil outsider

Generous Actions
Gave 1o someone in need withour risk

Gave to someone knowing they were not in need

Gave when in need

Zealous Actions

Was proactive, energetic, and positive
Took a stand against an evil act

Took righteous action when all seemed lost
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KEEPING TEMPTATION
and Redemption
Points Secret

As an alternate rule, the DM can
secretly frack how many temptation and
redemption points each character has.
This requires keen observation of how a
player portrays his character—acts that
go counter to the character’s alignment
should be duly noted. Feel free to give
warnings fo a player if her character is
getting close fo conversion, or you can
keep it hidden until the final moment. Of
course, players should be aware that
you are using this rule so they won't be
taken off guard when you tell them that
their character has shifted alignment.




Temptation DCs list. If the character
fails the check or save, she gains a
temptation point. In general, committing
a DC 10 act is a weak temptation to
commit more evil, and the act causes
litle harm. Committing acts of DC 15
requires considerably more willpower
to resist the path of darkness. Actions
of DC 2o are truly vile and make other
acts of evil seem mild by comparison.
Higher DCs are possible, and accom-
plishing multiple evil deeds with a single
evil action should raise the temptation
check DC.

When a conflicted character commits
a good action, the DM should have the
player make a check or save (see
Saving Against Temptation or
Redemption below) with the DC deter-
mined by the DM or taken from the
Redemption DCs list. If the character
makes the check or save, she gains a
redemption point. In general, a commit-
ting a DC 20 act of good is a weak
protection against further evil actions.
Committing a DC 15 act of good is a
good step on the path to redeption.
Good actions of DC 10 are truly valiant
and pure, providing conflicted charac-
ters with a focus for their internal
struggle. To represent the difficulty of
walking the straight and narrow, no
action should automatically grant a
redemption point.

Each player should keep track of how
many of these points her character
acquires. If the difference between the
character’s temptation and redemption
points is greater than their current
Wisdom score, then the character’s
alignment will shift one step toward evil
or good, depending on whether the
character has more redemption or
temptation points. When this happens,
the character looses all temptation and
redemption points and the process of
tallying points begins anew.

For example, Rasar is a chaotic evil
character with a Wisdom score of 10
trying to turn a new leaf and become a
good person after being spared by a
paladin. Over his adventures he
acquires 12 redemption points and 2
temptation points. After a particularly
valorous act, he gains one more
redemption point. The difference
between the number of temptation and
redemption poinfs he gained exceeds
his Wisdom score, and the redemption
points are most numerous. Rasar thus
shifts from chaotic evil to chaotic

TEMPTATION DCS

Action bc
General Temptations

Lied, cheated, or stole when it was unnecessary 10

Succumbed to an addiction (drugs, evil magic, or alcohol) 15

Used evil magic 20
Prideful Actions

Excessive boasfing 10

Used status or authority in a heavy handed way 15

Blamed another to cover up a mistake 20
Greedy Actions

Refused to give to someone in need 10

Kept treasure thar should be shared 15

Stole from someone in need 20
Envious Actions

Copying a person’s actions or demeanor 0

Spread slanderous statements about target of envy 15

Sabotaged the target of envy to gain advancement 20
Wrathtul Acrions

Harmed a negotiation with an act of violence 0

Incited a riot 15

Killed a foe when capture would suffice 20
Lustful Actions

Acted in a lewd manner 10

lgnored more important matters for lust 15

Seduced an innocent 20
Glurtonous Actions

Ate far more than necessary 10

Consumed all of a food item that was to be shared 15

Refused to give food to a starving person 20
Slothful Actions

Rested excessively 10

Slept on watch duty 15

lgnored a friend in need for no good reason 20

neutral, and the process of tallying
points for actions begins again.

Saving against
Temptation or Redemption
If the DM chooses fo use these alter-
nate rules, then a conflicted character
must make a save or check when taking
certain actions. Here are two options
and their benefits and drawbacks.
Wisdom Check: Wisdom represents
intuition, understanding, and insight
(including insight into one’s self). It is
one of the best ways to see if a charac-
ter undersfands and rejects the fempfa-
tion of acts that go counter to their
goal of purity. A Wisdom check might
suit your game better than a saving
throw because it ignores the benefits
that increasing in level, class choice, or
feafs can give 1o a saving throw. The
downside is that a character with a low
Wisdom has little chance to improve
their lot and easily risks falling info evil.

Will Saves: A Will save represents a
character’s force of personality and
willpower, and it’s an excellent way to
represent a character denying tempta-
tion and choosing the path of good.
Obviously, high-level characters will
make their saves more often than low-
level characters, representing the
greater power fo remold themselves
such characters wield. Unfortunately,
this system makes characters of certain
classes more likely to become or
remain evil.

Regardless of what kind of check or
save you use, remember that the point
of the system is not to allow good or
neutral characters to commit many evil
acts while refaining their alignment; it is
designed for those who wish to roleplay
the internal struggle of an alignment
change or play good characters from
normally evil races. ©@
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Ithough the Blood War has pitted
Atanar’ri against baatezu for endless

centuries, the struggle has
remained more or less a stalemate.
Whenever the demons make an advance,
their poor organization and lack of disci-
pline cause them to overextend them-
selves and quickly fritter away their
gains. The devils make promising
progress under the command of able
leaders, but their endless bickering, poli-
ticking, and back-
stabbing ensure
that any success-
ful general is soon
deposed by a rival
more proficient af
navigating the
treacherous politi-
cal waters of the
Nine Hells.

Such was the fate of Balruhk the
Invincible. Considered a brilliant general
even by other pit fiends, he swiftly rose
through the ranks by virtue of his skill at
arms and his keen military mind.
Unfortunately, his unbroken string of
successes earned him enemies among
the baatezu, particularly those devils he
had displaced on his way to the top.

Even as Balruhk's legions marched
into the Abyss, his rivals plotted his
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doom. First they approached the mortal
wizard Yullok, a master of diabolism and
conjuration, and he agreed to complete a
powerful ritual that would drag Balruhk
to the Material Plane and bind him for-
ever within a mithral pentagram. In
return, Yullok would be given mastery
over a unit of hellforged devils—power-
ful creatures that functioned as
enforcers and police amongst the
baatezu legions. But the diabolist would
need time to perform such a ritual, so

EVEN AS THE MiGHTY PiTFiEND BALRUNK
MARCHED HiS LEGiONS iNTO THE ABYSS, HiS

RiVALS PLOTTED HiS DOOM.

Balruhk’s disgruntled enemies sought the
aid of certain demon lords who were
also quite eager to see Balruhk defeated.
Each of these demon lords pledged to
sacrifice a few tanar’ri armies o hold
off Balruhk while the ritual was com-
pleted. To further ensure the success of
the venture, Yullok made a pact with the
battleloths (yugoloths capable of taking
weapon form) that served Balruhk and
his troops. These mercenary creatures

N

agreed to betray Balruhk and his follow-
ers for a very high price.

On the chosen day, Balruhk’s enemies
carried out their plan. The assembled
baatezu and tanarri armies crashed info
each other with a roar heard across the
cosmos. At the height of the struggle,
Yullok’s spell gripped Balruhk and tore
him away from the fight, binding him
info captivity. But the mortal wizard
could not control the terrible energies

that his spell had
unleashed. Both
armies were annihi-
lated by the magical
backlash, and the
souls of fanar’ri
and baatezu alike
were reduced to
the tiniest bits of
essence. Shockwaves
rocked the Abyss, altering its fundamen-
tal structure and incorporating the soul
remnants of the dead tanar’ri and
baatezu froops into the elemental mate-
rial of the nearby layers. Eventually, the
altered abyssal material reformed and
combined info element-based demonic
forms that were animated by patchwork
souls composed of both tanar’ri and
baatezu essence. Slowly, over the
course of almost three centuries, these



new elemental demons grew in number.
Formed in violence from souls driven by
their hatred of one another, these crea-
tures despised both tanar'ri and baatezu,
but only the former were close enough
for them fo
fight.

But the dam-
age from the
spell was not
confined fo the
tanar'ri realms.
When the Dukes
of Hell learned
of the pact with Yullok, they were
enraged. While the devils who had struck
the deal were well within the bounds of
baatezu law, the dukes were not about to

threaten the realms of humanoids. Now
and then someone summons one of
these creatures by accident, but occa-
sionally a researcher uncovers some
long-lost lore that describes the methods

BALRUMK LiNGERS ON iN A FORGOTTEN
CiTADEL, WAIiTiNG FOR AN OPPORTUNITY TO WiN
FREE AND EXACT HiS VENGEANCE.

once used to call them.

Meanwhile, the great pit fiend Balruhk
lingers on in Yullok’s forgotten citadel,
waiting for an opportunity to win free of
his captivity and exact his vengeance.

assaults on their enemies or as a last
line of defense. Like other demons,
these creatures are wild and almost
uncontrollable. They respect only
those who have the strength and
arcane power fo
browbeat them into
obedience. Even
when a demon lord
manages fo bind
such a creature into
service, it is much
less dependable than
any other demon.
Thus, only demon lords in dire straits
rely solely upon them.

18 HELL SPAWNED SERV’ANT%

consign a legion of their most useful and
loyal servants to a mere mortal. Instead,
they put forth an edict stating that no
heliforged devil could serve a mortal
master for the next three centuries.

For their part, the other yugoloths
were enraged by the battleloths’ treach-
ery against the baatezu masters they
had served. While a few such actions
were to be expected from time to time,
the pervasive nature of the betrayal
caused a precipitous slide in the employ-
menf offers that all the yugoloths
received. This circumstance led the
yugoloths to bar battleloths from gather-
ing in groups of more than thirty or
accepting employment with mortals for
the next three centuries.

Such is the scope of the Blood War
that fo the fanar’ri and baatezu, these
evenfs were merely small-scale develop-
ments. But because of the restrictions
placed upon the hellforged devils and the
battleloths, and the time it took for the
abyssal elemental demons to become
esfablished, all three kinds of fiends
remained unknown to mortals for sev-
eral centuries. Now that these outsiders
are free fo respond to summoning spells,
a host of new evil creatures can

ELEMENTAL DEMONS

The material of the Abyss constantly
shifts and transforms, as befits a realm
where chaotic beings hold sway.
Sometimes, the raw material of the
plane spawns a living creature imbued
with a patchwork soul made from the
remnants of the tanar’ri and baatezu
souls that were shattered during
Balruhk’s final battle. These demons
are analogous fo wild animals in other
realms. Each embodies the natural
material that spawned it, be it fire
from a lava pool or ice from an end-
less glacier.

The demons of the Abyss sometimes
capture these elemental demons and
train them for use in war or as labor-
ers, but more often they simply keep
them for food or use their bodies as
sources of spell components.
Spellcasters also fry to summon these
demons to the Material Plane and bind
them as servants. Many summoners
actually prefer these demons because
their relatively low intelligence makes
them easier to subjugate than most
other outsiders.

Most demon lords maintain small
herds of elemental demons for use in

Combat
Elemental demons are dangerous foes
that can easily overwhelm inexperienced
adventuring parties. Even vrocks and
other tanar’ri must be careful when
traveling the Abyss alone, for elemental
demons have been known to gather in
packs to hunt down and slaughter the
beings who would feed on and enslave
their kind.

Outsider Traifs: An elemental demon
has darkvision (6o-foot range). It cannot
be raised or resurrected.

' AIR
l DEMON

MEDIUM=-SiZE
'LiH\Il ER
AiR. Cravtic. Evir)

Hit Dice: 5d8 (22 hp)

Initiative: +3

Speed: 30 ft., fly 8o fr. (perfect)

AC: 18 (+3 Dex, +5 natural), touch 13,
flat-footed 15

Attacks: 2 claws +6 melee and beak
+4 melee

Damage: Claws 1d4+1, beak 1d6
Face/Reach: 5 ft. by 5 ft./5 fr.
Special Attacks: Air blast
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Special Qualities: DR 5/+1, immunities (cold,
electricity), outsider fraits, SR 12

Saves: Fort +4, Ref +7, Will +6

Abilities: Str 12, Dex 16, Con n, Int 5, Wis 15,
Cha 10

Skills: Balance +8, Climb +6, Listen +9, Spot
+g, Wilderness Lore +7

Feats: Aleress, Multiattack

Climate/Terrain: Any land and underground
Organization: Solitary or flock (3-12)
Challenge Rating: 4

Treasure; Standard

Alignment: Always chaofic evil
Advancement: 6-10 HD (Medium-size); 1-15
HD (Large)

Air demons are spawned from the titanic,
howling storms that tear across some layers
of the Abyss. These creatures travel in flocks,
eagerly descending to attack small bands of
travelers or demons they encounter.

An air demon has a pale blue body, feath-
ered birdlike wings, and a long, vicious beak.
Its fingers are spindly and thin, and its face
resembles that of a bird of prey.

When trained as servants, air demons can
function as scouts and messengers, although
they are not reliable enough to be trusted
with important missives. Somefimes, an air
demon unwittingly delivers a message to the
wrong person simply because it is too dense
to remember who the intended recipient is.
Crafty demon lords make use of this fen-
dency and use air demons fo frick their ene-
mies. By giving an air demon a false missive
to deliver and then deliberately sending it
across the path of a rival or an unwitting
group of adventurers capable of defeating it,
the sender ensures that the false information
lands exactly where he intends.

Combat

Air demons prefer to attack by diving down
from a high altitude and tearing at their
opponents with beaks and talons. Despite
their ferocity, these creatures can easily be
beaten back by a determined defense. Air
demons exhibit almost no loyalty to each
other—in fact, they have been known to tear
the wings off a weaker member of their own
flock, thus forcing it to remain behind and
cover their refreat.

Air Blast (Su): At will, an air demon can
form a powerful sphere out of air and send it
whistling toward a target as a ranged touch
attack (maximum range oo feef, no range
increment). If the aftack hits, the target takes
3d6 points of damage and must make a suc-
cessful Strength check (DC 12) or be pushed
5 feet directly backward and knocked prone.



ASH
DEMON

y4

MEpium-Size

SUISIDER

(Cractic. Evin, Fire) 4

Hit Dice: 6d8+12 (39 hp)

Initiative: +1

Speed: 30 fi.

AC: 15 (+1 Dex, +4 natural), touch n,
flat-footed 14

Attacks: 2 claws +6 melee

Damage: Claw 1d6

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

Special Attacks: Stream of ashes
Special Qualities: DR 5/+1, fire subtype,
form of ashes, outsider fraits, SR 12
Saves: Fort +7, Ref +6, Wil +6
Abilities: Str 10, Dex 13, Con 14, Int n,
Wis 13, Cha 10

Skills: Climb +8, Escape Arfist +g, Hide
+g, Intimidate +8, Listen +g, Move
Silently +9

Feats: Dodge, Mobility

Climate/Terrain: Any land and under-
ground

Organization: Solitary or pack (3-8)
Challenge Rating: 4

Treasure: Standard

Alignment: Always chaotic evil
Advancement: By character class

Ash demons are born from the remnants
of burning souls that constantly wander
the scorched landscapes of the Abyss.
Perhaps because of the sentience with
which their raw material is imbued, they
are by far the most intelligent and cun-
ning of the elemental demons.

An ash demon appears as a black-
skinned humanoid with white eyes, a
long red tongue, and gleaming whife
teeth. Its ears and eyes are overly large
for its head, and its long, flowing hair is
normally worn pulled back.

These elemental demons meet in
secret cabals to plor against the other
creatures of the Abyss. Some are
accomplished spellcasters, and such indi-
viduals often bargain with mortals to
gain servants, extend their power, and
foil their rivals.

Ash demons are the most likely of all
abyssal creatures to gather elemental
demons together and attempt fo train
them as servants and warriors. In some
isolated areas, ash demons reign
supreme, with small armies of air
demons, fire demons, and other abyssal
creatures at their command. Only the

swirling, trackless nature of the Abyss
allows such fiefdoms fo survive; the
tanar’ri would quickly exterminate these
upstarts if they could locate them.

Characters who encounter ash
demons might find themselves drawn
into the war befween these monsfers
and the tanar’ri. Should it appear that a
mortal knows the location or plans of an
ash demon, she becomes a target for
both sides. The ash demon and its min-
ions relentlessly pursue and attempt to
silence the character, while agents of the
tanar’ri give chase in hopes of learning
what the mortal knows.

Combat

An ash demon typically begins battle by
transforming into a cloud of ash, since
this form allows if to ignore most physi-
cal attacks (see below). Then it begins
firing a deadly stream of ash to choke
and suffocate its enemies. Should the
battle turn against it, it flees, relying on
its ash-cloud form to avoid damage.

When ash demons encounter
humanoids and other travelers in the
Abyss, they typically attempt fo parley,
in hopes of winning new allies in their
struggle against the fanar'ri.

Stream of Ashes (Su): Once every
1d4 rounds, an ash demon can breathe a
stream of ashes at a single target as a
ranged touch aftack (maximum range
50 feet, no range increment). If the
aftack hits, the target must make a
Fortitude save (DC 15). Success results
in the ashes having no effect. Creatures
that do not breathe are not affected.
Failure results in the creature suffering
2d6 points of damage from the choking
ash, and thereafter, the victim must
make a new Fortitude save at the same
DC each round until it either dies or
succeeds. Each failure means the victim
takes another 1d6 points of damage and
is unable to act that round because of
coughing and choking. Success ends the
effect; the victim has coughed up the
ashes and can act normally thereafter.
A successful Heal check (DC 20) clears
the victim’s mouth, allowing normal
actions and preventing damage for that
round, but the victim must still save
again the following round against the full
effect. A creature cannof be affected
by more than one stream of ashes
attacks af a time.

Fire Subtype (Ex): An ash demon is
immune fo fire damage bur takes double
damage from cold unless a saving throw

for half damage is allowed. In that case,
the creature takes half damage on a suc-
cess and double damage on a failure.

Form of Ashes (Su): Three times per
day, an ash demon can take the form of
a cloud of fine, powdery soot. This has
the same effect as the gaseous form
spell cast by a spellcaster of a level
equal to the ash demon’s Hit Dice.

Ak, Evil

Hit Dice: 8d8+24 (60 hp)

Initiative: -1

Speed: 20 ft., burrow 2o ft.

AC: 21 (-1 Dex, +12 natural), fouch g,
flat-footed 21

Attacks: Greatclub +11/+6 melee
Damage: Greatclub 1dio+4
Face/Reach: 5 ft. by 5 ft./5 fi.

Special Attacks: Fire of earth

Special Qualities: DR 10/+1, earthen
form, fire immunity, outsider fraits,

SR 16

Saves: Fort +g, Ref +5, Will +5
Abilities: Str 17, Dex 8, Con 16, Int 5,
Wis 8, Cha 7

Skills: Balance +8, Climb +10, Hide +5,
Listen +7, Spot +7, Wilderness Lore +7
Feats: Power Attack, Skill Focus (Hide),
Sunder

EARTH

Climate/Terrain: Any land and under-
ground

Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Always chaotic evil
Advancement: g-16 HD (Medium-size);
17-24 HD (Large)

These chunks of demonic earth are
simpletons even by the standards of
the elemental demons. They delight in
dismembering small creatures and
enjoy stalking injured demons or other
weakened creatures. Earth demons
have been known fo sit in rock form
for weeks at a time, patiently waiting
for prey fo stumble into their ambush.

An earth demon is capable of taking
on either of two forms at will—a large,
featureless rock, or a human-shaped
statue of a demonic, horned warrior
clad in chainmail and carrying a mas-
sive club. Its face is permanently
etched into a leering grin.
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A few demon lords and powerful spell-
casters have tried to use earth demons as
sentinels, but this factic is rarely effective.
Invariably the earth demons either wander
away to what they consider better hunting
grounds or doze off and allow intruders to
pass unmolested.

Combat
In battle, earth demons use their mighty
clubs to smash their enemies. A typical
earth demon relies on its earthen form
ability to catch opponents unaware, so that
it can revert to humanoid form and per-
haps deal a crippling blow before its target
can cast a spell or ready weapons.
Even when faced with determined oppo-
nents, earth demons eagerly fight to the
death. These creatures are simply too
~dim to realize their danger, and they
"\ have been known fo attack demon
_ lords, pit fiends, and other powerful
B creatures solely out of ignorant
malice and hatred.
Fire of Earth (Ex): An earth
demon's blood runs as hot as fiery
lava. Whenever the creature is hit
with a piercing or slashing weapon, its
burning blood sprays out in a 5-foot-
wide, 10-foot line foward the origin of the
attack. Any creature caught in the spray
(normally only the opponent that made the
attack) must make a successful Reflex save
(DC 17) or take 1d8 points of fire damage.
Earthen Form (Su): At will, an earth
demon can use a standard acfion fo
take the shape of a Medium-size
rocky outcropping, a small boulder,
or other earthen terrain feature. In
this form, the earth demon cannot
move, does not gain a Dexterity
bonus to armor class, and it gains a
+10 competence bonus on Hide checks
when in surroundings that would nor-
mally include such features. The demon
does not gain any special protection in this
form; it takes damage normally from spells
and weapon attacks. The earth demon can
return to its humanoid shape at will as a
move-equivalent action.

FIRE v
DEMON

MEDIIM-5i71
QUISilER
(Cravric. Evil, Fier)

Hit Dice: gd8+g (49 hp)

Initiative: +8

Speed: 30 ft.

AC: 20 (+4 Dex, +6 natural), rouch




14, flat-footed 16

Attacks: 2 claws +14 melee

Damage: Claw 1d6+1 plus 1d6 fire
Face/Reach: 5 f1. by 5 ft./5 fr.
Special Artacks: Flame touch

Special Qualities: DR 15/+1, fiery aura,
fire subtype, outsider traits, SR 20
Saves: Fort +7, Ref +10, Will +6
Abilities: Str 13, Dex 19, Con 12, Int 6,
Wis 11, Cha 10

Skills: Balance +12, Climb +13, Jump
+15, Move Silently +16, Tumble +18
Feats: Improved Initiative, Weapon
Finesse (claw), Weapon Focus (claw)

Climate/Terrain: Any temperate or
warm land and underground
Organization: Solitary or swarm (4-24)
Challenge Rating: 7

Treasure: Standard

Alignment: Always

vom i

setfing creatures alight just to watch
them burn. Because fire demons are
sometimes too dense to nofice the dif-
ference between a living creature and
an inanimate flammable object, they
often choose the closest target of any
sort to attack with their flame touch.
In battle, fire demons usually focus on
starting fires rather than on over-
whelming their foes, as cleverer com-
batants would.

Flame Touch (Ex): Any creafure that
is hit by a fire demon’s claw attack (or
that hits the fire demon with a natural
weapon or an unarmed strike) takes 1d6
points of fire damage and (if flamable)
must succeed af a Reflex save (DC 15)
or catch on fire (see Catching on Fire
in Chapter 3 of the DUNGEON MASTER'S
Guide). The fire burns for 1d4 rounds
unless extinguished.

PO

flat-footed 18

Attacks: Ice blade (+2 short sword)
+11/+6 melee and ice blade (+2 short
sword) +11 melee

Damage: Ice blade (+2 short sword)
1d6+4 plus ice shards /19-20 (primary
hand), ice blade (+2 short sword) 1d6+3
plus ice shards /ig-20 (off hand)
Face/Reach: 5 ft. by 5 ft./5 fr.

Special Atfacks: Ice blades, ice shards
Special Qualities: Cold subtype, DR
10/+1, outsider traits, SR 16

Saves: Fort +7, Ref +g, Will +7
Abilities: Str 15, Dex 15, Con 1, Int 8,
Wis 10, Cha 6

Skills: Climb +12, Intuit Direction +10,
Listen +10, Move Silently +12, Search +g,
Spor +10, Wilderness Lore +10

Feats: Ambidexterity, Two-Weapon
Fighting, Weapon Focus (short sword)

chaotic evil Climate/Terrain:
Advancement: F; b e B - 2 Sl Any arctic and
9-18 HD (Medium- iRE DEMONS ARE SiMPLE, ViCLENT BRUTES underground
size); 19-27 HD el iy Sl A s R R e S : ; Organization:
(Large) THAT DELiGKT iN SPREADING FiRE AND PAiN Solitary, pair,
R RO s hunting party
: v : b7
Fire demons are WHEREYEE ThE ) Thays (3-8), or flock
living embodi- (g9-24)

ments of abyssal flame. These simple,
violent brutes delight in spreading fire
and pain wherever they travel. In
much the same way that swarms of
locusts plague the Material Plane,
packs of fire demons sweep across
the Abyss, burning all they encounter
and drawing sustenance from the
ashes. More than one demon lord has
seen his domain blasted by a rampag-
ing mob of fire demons, so now the
residents of demonic fortresses keep
pails of water on hand to deal with
that particular threat.

A fire demon looks like a bald, red-
skinned humanoid with coal-black eyes
and a toothless mouth. Its eyes glow
with a reddish aura from the fiery lig-
uid that flows through its veins.

An evil spellcaster intent on con-
quest could use summoned fire
demons fo destroy enemy fortifica-
tions and spread ruin throughout a
city. Even a single fire demon in a
crowded urban area could touch off a
conflagration capable of devastating
the entire town.

Combat

Fire demons love the sight of flames,
so they always try to start as many
fires as possible during combat, often

Fiery Aura (Ex): A fire demon is sur-
rounded by an aura of searing flame
that deals 1d6 points of fire damage fo
every creature within 10 feet.
Creatures that suffer damage due to
the fire must succeed at a Reflex save
(DC 15) or catch on fire (see Catching
on Fire in Chapter 3 of the DunGEON
Master’s Guide). The fire burns for 1dg4
rounds unless extinguished. Any unat-
tended flammable objects in this area
burst into flames. Treaf this effect as
an emanation. A fire demon can sup-
press or activate this ability at will.

Fire Subtype (Ex): A fire demon is
immune to fire damage but takes double
damage from cold unless a saving
throw for half damage is allowed. In
that case, the creature takes half dam-
age on a success and double damage
on a failure.

Hit Dice: 10d8 (45 hp)

Initiative: +2

Speed: 30 ft., fly 60 ft. (average)

AC: 2o (+2 Dex, +8 natural), touch 12,

Challenge Rating: 6

Treasure: Standard

Alignment: Always chaotic evil
Advancement: n-20 HD (Medium-size);
17-24 HD (Large)

In the frigid regions of the Abyss, ice

demons reign supreme. Even pit fiends
and powerful indviduals avoid the mas-
sive glaciers the ice demons call home.

An ice demon appears as a bald
humanoid with piercing blue eyes and
pale blue skin that is always coated
with a layer of frost. A pair of white,
furry, batlike wings sprouts from
its back.

Ice demons dwell in caverns carved
out of the same abyssal ice that forms
their own bodies. Their deep, magical
bond with this substance also allows
them to shape weapons, shields, tools,
and other items from it, despite their
limited intelligence and skill.

Of all the elemental demons, ice
demons are the most likely to be
recruited as servants and soldiers by
other powerful creatures. Some
demon lords build huge furnaces near
the glaciers where these creatures
dwell, hoping to melt their homelands
and thus make them vulnerable to
press gangs.
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Combat

In combat, ice demons like to swoop in
for the attack, deal several blows with
their icy blades, then fly away, giving
the ice shards that their weapons leave
behind (see below) time to slay their
enemies. After a while, they refurn to
collect their loot.

Ice Blades (Su): The twin weapons
wielded by an ice demon resemble short
swords with barbed blades made entirely
of ice. In an ice demon'’s hands, each
such ice blade functions as a +2 short
sword. In the hands of any other crea-
ture, it functions as a normal short
sword until it melts away, which occurs
after it has been outside the possession
of an ice demon for 1 hour. An ice
demon can make new ice blades as a
full-round action that provokes attacks
of opportunity.

lce Shards (Su): With each successful
hit, an ice blade in the hands on an ice
demon deposits small, razor-sharp sliv-
ers of ice in the
wound. These
bits of abyssal
ice remain dor-
mant for 2d6
rounds, then
surge to life, dig-
ging into the vic-
tim's flesh and
dealing 3d6 points of cold damage (Fort
DC 18 half) in a single round before
melting away. This damage is not cumu-
lative for multiple hits from an ice blade;
the effect consumes all ice shards
embedded in the victim upon its first
activation. Once the effect has activated,
however, the creature is vulnerable to
shards embedded by later aftacks. A
Heal check (DC 20) removes the ice
shards from a creature

Cold Subtype (Ex): An ice demon is
immune fo cold damage but takes double
damage from fire unless a saving throw
for half damage is allowed. In that case,
the creature fakes half damage on a suc-
cess and double damage on a failure.

WATER
DEMON

MEDILM-%i7E
D ESIDER
(CrasTic. Evin, Warer)

Hit Dice: 8d8 (36 hp)
Initiative: +5
Speed: 30 ft., swim 6o ft.

AC: 16 (+1 Dex, +5 natural), touch 1,
flat-foofed 15

Attacks: 2 claws +10 melee and bite +7
melee

Damage: Claws 1d6+1, bite 1d8
Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks: Waters of fire

Special Qualities: DR 10/+1, fire immu-
nity, SR 15

Saves: Fort +6, Ref +7, Will +7
Abilities: Str 12, Dex 13, Con 10, Int 7,
Wis 13, Cha 10

Skills: Climb +11, Listen +11, Move Silently
+11, Swim +18, Wilderness Lore +10
Feats: Improved Initiative, Multiattack,
Weapon Focus (claw)

Climate/ Terrain: Any land and under-
ground

Organization: Solitary or school (3-12)
Challenge Rating: 5

Treasure: Standard

Alignment: Always chaofic evil
Advancement: g-16 HD (Medium-size);
13-24 HD (Large)

WATER DEMONS iNFEST ALMOST EVERY
WATERWAY iN THE ABYSS—~RBE iT RiVER,

LAKE, ©R SEA.

Water demons infest almast every
waterway in the Abyss—be it river, lake,
or sea. Schools of the creatures gather
in areas where ships commonly sail or
where other denizens of the Abyss
approach the shore fo drink. While
water demons can survive on land, they
rarely venture there, since they cannof
use their waters of fire ability on land.

A water demon is a piscine humanoid
with sealy skin, bulbous eyes, and over-
sized teeth that protrude like fangs. Ifs
fingers and toes are fipped with long,
curved claws.

Often demonologists store valuable
treasures in deep wells or pools, then
summon and bind water demons to
guard the items. Whenever curious or
greedy interlopers brave the water in
search of loot, the demons transform the
innocent-looking pool info a boiling pit.
Alternatively, a wizard or sorcerer with
a penchant for piracy might summon
these creatures fo sink merchant ships
then send followers who can breathe
underwater fo recover freasure from
the sunken vessels.

Combat

A water demon usually begins underwa-
ter combat by using its waters of fire
ability to make the water around it boil
and churn like the seas of the Abyss, lit-
erally cooking nearby creatures. Once it
enters melee combat, a water demon
uses ifs sharp claws and fanged maw to
fear af ifs enemies.

Waters of Fire (Su): A swimming
water demon can open the vents along
its torso and forcefully expel gouts of
superheated steam that cause the wafer
in a 10-foot radius to boil. Every crea-
ture in this area must make a successful
Fortitude save (DC 14) each round or
take 1d8 points of fire damage. The
churning water also decreases visibility,
granting all creatures in the area one-
quarter concealment per 5 feet of
churning water between them. The max-
imum duration of this effect is 20
rounds per day, though the demon need
not use the entire duration at once.
Once the waters of
fire ability has been
activated, the water
demon can mainfain
it as a free action
during subsequent
rounds until the
maximum duration
for the day is
reached or end the effect in order to
use it later.

DEVILS

The hellforged devils were originally
constructs made of coal, obsidian, glass,
or other natural materials made to house
evil souls doomed to eternal torment.
Over the eons, however, the strange
magic of the Nine Hells gradually frans-
formed these creatures from constructs
into frue beings. The rituals originally
used in their creation, however, still
compel heliforged devils to obey hell's
convoluted legal code to the lerter. This
greater-than-normal emphasis on rigid
adherence to law makes these creatures
ideal enforcers and executioners.

From the lowliest lemure fo the might-
iest duke, every devil occupies a well-
defined place in the hierarchy of the
Hells. The hellforged devils serve to pro-
tect and maintain this order. Although
they also fight alongside the legions of
the Nine Hells in the Blood War, their
primary function is to frack down mis-
creant devils, mortals, and ofthers who



violate the strictures of the Nine Hells.
Thus, mortal wizards who break their
pacts with devils often find hordes of
hellforged devils besieging their towers.

Aurandeus, the chief magistrate of the
Nine Hells, is the creafor and leader of
the hellforged devils. This creaky,
decrepit figure is both the weakest and
the strongest of the Dukes of Hell. He
appears as an ancient human with red
gemstone eyes, wearing a tattered black
robe and a carrying a short rod of gold
and a thick, battered, leather-bound
tome. Eons ago, Aurandeus fried fo
shackle the most powerful devils to his
will. Although his plot failed, his magic
and falent were so formidable that his
foes could not destroy him. Instead, they
levied upon him a powerful curse: He
could never again harm a devil or a
mortal who had not broken one of the
rules in the complex code of law that
governed in the Nine Hells.

Now, as the ultimate arbiter of diaboli-
cal disputes, Aurandeus plays a major
role in keeping the most powerful devils
from turning against each other. Dozens
of times in the past, crises that could
have thrown the legions of the Nine
Hells into widespread civil war were
averfed when Aurandeus stepped in with
a fair judgment. Despite his pivotal role
in keeping hell functioning, however, the
devil is dissatisfied with his lot, and he
constantly plots fo escape his curse.
Aurandeus uses a vasf array of ploys to
trick mortals, demons, devils, and other
creatures into helping him remove his
curse and bring the legions of the Nine
Hells under his banner.

Aurandeus usually uses obsidian devils
(see below) to enforce his edicts.
Although they were originally his cre-
ations, these creatures now function as
enforcers and guardians throughout the
Hells. Aurandeus seethes at the thought
that the minions he built to serve him
are instead enforcing and maintaining
the very order he wishes to subvert.

Combat

Since they lack vital organs, all hell-
forged devils have some qualities in
common with constructs, even though
they are actually outsiders.

Hellforged (Ex): Hellforged devils are
immune to crifical hits and are not sub-
ject to death from massive damage.

Outsider Traits: A hellforged devil has
darkvision (6o0-foot range). It cannot be
raised or resurrected.

Hit Dice: 8d8+24 (60 hp)

Initiative: +3

Speed: 2o ft.

AC: 18 (-1 size, -1 Dex, +10 natural),
touch 8, flat-footed 18

Artacks: 2 slams +12 melee

Damage: Slam 1d8+4

Face/Reach: 5 ft. by 5 fr./10 ft.

Special Attacks: Fiery breath

Special Qualities: Aura of smoke, blind-
sight go ft., DR 10/+1, fire subtype, hell-
forged, outsider fraits, SR 18

Saves: Fort +g, Ref +5, Will +7
Abilities: Str 18, Dex 8, Con 17, Int g,
Wis 12, Cha n

Skills: Climb +11, Diplomacy +2, Intimidate
+11, Listen +12, Search +4, Sense Motive
+12, Spot +i2

Feats: Improved Initiative, Power Attack,
Weapon Focus (slam)

Climate/Terrain: Any land and under-
ground

Organization: Solitary, pair, or gang
(3-8)

Challenge Rating: 7

Treasure: Standard

Alignment: Always lawful evil
Advancement: g-16 HD (Large); 17-24
HD (Huge)

Coal devils serve as enforcers and shock
troops in diabolic armies. They are well
suited to service as front-line soldiers
because their fough bodies can absorb
much more punishment than those of
osyluths and other devils. Thus, coal
devils are often used to absorb the brunt
of an attack or fo spearhead an assault.

Composed of knobby, twisted chunks
of coal, a coal devil resembles a mis-
shapen humanoid with short legs, long
arms that end in clumsy, battering fists,
and a small head. Its face is perpetually
conforfed in a scream, and its body is
continually aflame, filling the area around
it with a thick cloud of smoke.

Coal devils are sometimes assigned as
bodyguards for mortal wizards and cler-
ics who work fo further the goals of
powerful baatezu. The fiery coal devils
are famous for their loyalty and reliabil-
ity, and their melee abilities make them
excellent protectors.
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Combat

In battle, a coal devil relies on its aura of
smoke to hinder and blind its foes while
it pounds away at them with its mighty
fists. The creature can also unleash the
searing fire within ifs body as a cone of
flame, incinerating its enemies.

Fiery Breath (Su): Once every 1d4
rounds, a coal devil can focus the flames
that burn within its body and project
them outward as a 30-foot-long cone of
fire. Every creature within this area
takes 6d6 points of fire damage (Reflex
DC 17 half).

Aura of Smoke (Ex): Because a coal
devil burns continuously, a 10-foot-
radius cloud of ash, smoke, and cinders
constantly surrounds it. This effect
obscures all sight (including darkvision)
beyond 5 feet. An adjacent creature has
one-half concealment (20% miss
chance); creatures farther away have
tofal concealment (50% miss chance,
and the attacker cannot use sight to
locate the target). Furthermore, every
air-breathing creature caught within the
smoke cloud must make a successful
Fortitude save (DC 17) each round or
suffer 1d6 points of damage from chok-
ing on the ashes and cinders. Coal devils
are immune fo this effect. A strong wind
(such as that generated by a gust of
wind spell) destroys this cloud, although
the coal devil automatically generafes a
new one within 1d4 rounds.

Blindsight: A coal devil can ascertain
its surroundings through ifs incredibly
precise hearing. This ability enables it to
discern objects and creatures within a
go-foot radius. The coal devil usually
does nof need to make Listen or Spot
checks to notice creafures within range
of its blindsight. A silence spell negates
this ability and forces the coal devil to
rely on its weak vision, which has a
maximum range of 5 feet.

Fire Subtype (Ex): A coal devil is
immune fo fire damage but takes double
damage from cold unless a saving throw
for half damage is allowed. In that case,
the creature takes half damage on a
success and double damage on a failure.

GLASS
DEVIL

MEDILUM=-SiZE
SUISIDER
(EartE, Evil, Lawrue)

Hit Dice: 6d8 (27 hp)
Initiative: +4

Speed: 4o fr., burrow 20 fr.

AC: 18 (+4 Dex, +4 natural), tfouch 14,
flat-footed 14

Atftacks: 2 claws +10 melee

Damage: Claw 1d6

Face/Reach: 5 fi. by 5 ft./5 fr.
Special Qualities: DR 5/+1, immunities
(cold, fire), hellforged, invisibility, out-
sider traits, SR 15

Saves: Fort +5, Ref +g, Will +6
Abilities: Str 11, Dex 18, Con 10, Int 12,
Wis 13, Cha 1

Skills: Balance +6, Escape Arfist +13,
Hide +13, Jump +2, Listen +10, Move
Silently +13, Spot +10, Tumble +13
Feats: Dodge, Weapon Finesse (claw)

Climate/Terrain: Any land and under-
ground

Organization: Solitary, pair, or pack
(3-12)

Challenge Rating: 4

Treasure: Stfandard

Alignment: Always lawful evil
Advancement: 7-12 (Medium-size); 13-18
(Large)

The spies and watchers of the hellforged
legions, glass devils excel at missions
that require stealth and quick attacks.
Because they are nearly invisible, these
creatures make perfect scouts. They are
often dispatched to observe foes of
more powerful hellforged devils, gather-
ing information about their targets’ abili-
ties and laying the groundwork for
future assaults or ambushes. Against
weaker targets or when serving with
other hellforged troops in a major battle,
glass devils typically function as assas-
sins or skirmishers, striking hard and
then fleeing invisibly before their oppo-
nents can prepare a counterattack.

This devil's humanoid body is made
entirely of transparent glass plates,
joined together with jagged ridges and
angular joinfs. Its eyes are mirrorlike
orbs, and its fingers are long, needlelike
shards of razor-sharp glass.

A glass devil's transparent body
makes it difficult to detect with normal
vision. Often, the creature is noficeable
solely because of the distorting refrac-
tive effect that its angular body has on
objects behind it.

Combat

In battle, glass devils dance just af the
edge of their opponents’ reach, relying
on their natural camouflage to avoid
attacks while darting in to stab foes with
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their needlelike fingers. If a foe manages
to cancel a glass devil's invisibility
through magic or some other means, the
creafure flees rather than enfer melee
with any save the weakest opponents.

Invisibility (Su): A glass devil's body
refracts and bends light, granting the
creature a permanent effect like the
improved invisibility spell.

?

Larcr
UTSiER
(Earry, Evin, Lawrur)

Hit Dice: 16d8+48 (120 hp)

Initiative: -1

Speed: 20 ft., burrow 2o ft.

AC: 23 (-1 size, -1 Dex, +15 natural),
touch 8, flat-footed 23

Artacks: 2 slams +28 melee

Damage: Slam 1dio+13

Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Hell's embrace,
improved grab

Special Qualities: DR 20/+2, hellforged,
immunities (cold, fire), outsider fraits,
SR 25

Saves: Fort +13, Ref +g, Will +12
Abilities: Str 37, Dex 8, Con 17, Int 13,
Wis 14, Cha 10

Skills: Intimidate +18, Intuit Direction +20,
Jump +31, Knowledge (the planes) +1g,
Listen +2z0, Search +1g, Spot +20,
Wilderness Lore +20

Feats: Cleave, Expertise, Improved
Disarm, Power Attack, Track

LEAD
DEVIL

Climate/Terrain: Any land and under-
ground

Organization: Solitary

Challenge Rafing: 13

Treasure: Standard

Alignment: Always lawful evil
Advancement: 17-32 HD (Large); 33-48
(Huge)

Although ponderous in their thoughts
and movements, lead devils are the elite
among their hellforged brethren. What
they lack in speed they make up with
raw strength—it is said that their leaden
fists can easily punch through stone
walls. When a target is foo dangerous
for a band of obsidian devils to over-
come, or the Dukes of Hell require a
more subtle approach to a problem, they
dispatch a lead devil to handle the job.
A lead devil has a smooth, human-
shaped, muscular-looking body made of

lead. Its form is entirely featureless—
even its face is blank.

The Dukes of Hell dispatch lead devils
fo capture prisoners that they want
taken alive because these hellforged dev-
ils can grapple, hold, and transport even
creatures as strong as fifans. Skilled at
tracking and relentless in pursuit, lead
devils are amongst the most feared
enforcers in the Nine Hells.

Combat

In battle, lead devils smash their enemies
to pieces with their mighty fists. They
focus on a single, powerful target until
they have battered it info submission.

When assigned to capture a specific
creature, a lead devil employs slightly
different factics. Ignoring all other ene-
mies in favor of its target, it smashes
through or leaps over barriers fo reach
its quarry. Once in melee range, the lead
devil uses ifs great strength to grapple
its target and then employs its hell's
embrace ability to carry off its captive.

Hell’s Embrace (Su): When a lead
devil grapples an opponent, it can use
dimension door to transport both itself
and the opponent to a place within 500
feet and within sight. If the grappled foe
succeeds at a Will save (DC 16) the hell's
embrace effect fails and neither creature
is transported.

Improved Grab (Ex): If a lead devil
hits an opponent thart is up to two size
categories larger than itself with a slam
attack, it deals normal damage and
attempts to start a grapple as a free
action without provoking an aftack of
opportunity (grapple bonus +33). If it
gets a hold, it can also use its hell’s
embrace ability in the same round.
Thereafter, the creature has the option
to conduct the grapple normally, or sim-
ply use its hand to hold the opponent
(-20 penalty on grapple checks, but the
lead devil is not considered grappled). In
either case, each successful grapple
check it makes during successive rounds
automatically deals slam damage.

OBSIDIAN
DEVIL

=viL. Lawrul

Hit Dice: 10d8+20 (65 hp)

Initiative: +o0

Speed: 30 ft., burrow 30 ff.

AC: 17 (=1 size, +8 natural), touch g, flat-

footed 17

Attacks: 2 claws +13 melee

Damage: Claw 1d8+4

Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Grinding grip 4d6+6,
improved grab

Special Qualities: DR 10/+1, hellforged,
outsider fraifs, resistances (cold 2o, fire
20), SR 18

Saves: Fort +g, Ref +7, Will +g
Abilities: Str 1g, Dex 10, Con 15, Int 8,
Wis 1, Cha 10

Skills: Balance +10, Climb +14, Escape
Artist +10, Intimidate +10, Listen +10,
Move Silently +10, Spot +10

Feats: Blind-Fight, Iron Will, Power
Artack

Climate/Terrain: Any land and under-
ground

Organization: Solitary, pair, or squad
(3-12)

Challenge Rating: 6

Treasure: Standard

Alignment: Always lawful evil
Advancement: n-20 HD (Large); 21-30
HD (Huge)

Brutal even by hell's standards, obsidian
devils live for only one goal—to tear
enemies to pieces. Who those enemies
are makes little difference; these devils
are content fo attack any target desig-
nated by a superior.

An obsidian devil resembles a blocky
humanoid composed entirely of black
obsidian. Its angular body is covered
with razor-sharp ridges and spikes. A
grisly patina of torn skin, gore, and
other remains of previous victims usu-
ally covers these projections.

Obsidian devils serve primarily as the
police force of the Nine Hells. Whenever
a devil breaks a compact or otherwise
violates some portion of hell's complex
legal code, a squad of obsidian devils is
dispatched to take the miscreant into
custody. Obsidian devils are also sent to
capture mortals who break diabolic pacts
or turn against their devil masters.

Combat
In combat, an obsidian devil uses ifts
long, powerful arms to grab and grapple
a foe. Once it establishes a hold, it
crushes its captive against the sharp
edges of ifs body, slicing through flesh
like a knife through butter. Normally
deployed in large groups, obsidian devils
overwhelm foes with sheer numbers.
Grinding Grip (Ex): With a successful
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grapple check, an obsidian devil can
grind its opponent against the sharp
ridges and spikes of its body in a vicious
bear hug, dealing 4d6+6 points of slash-
ing damage.

iImproved Grab (Ex): If an obsidian
devil hits an opponent that is at least
one size cafegory smaller than itself with
both of its claws, it deals normal damage
and attempts fo start a grapple as a free
action without provoking an attack of
spportunity (grapple bonus +i8). If it
=ets a hold, it can also use its grinding
grip in the same round. Alternarively,
the obsidian devil has the option fo con-
duct the grapple normally or simply use
one claw fo hold the opponent (-20
penalty on grapple check, but the obsid-
ian devil is not considered grappled). In
either case, each successful grapple
check it makes during successive rounds

automatically deals grinding grip damage.

SAND
DEVIL

i1

MEBIUM~SizZE
SUTSIDER

Earti. Evit. Lawrui

Hit Dice: 4d8 (18 hp)

Initiative: +2

Speed: 30 ft., burrow 50 ff.

AC: 16 (+2 Dex, +4 natural), touch 12,
flat-footed 14

Arttacks: 2 claws +4 melee and bite +2
melee

Damage: Claw 1d6, bite 1d4
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Artacks: Cloud of sand

Special Qualities: DR 5/+1, fire immunity,
hellforged, outsider traits, reaching
grasp, sand form, SR 14

Saves: Fort +4, Ref +6, Will +5
Abilities: Str 10, Dex 15, Con 10, Int 1,
Wis 13, Cha 10

Skills: Balance +4, Disable Device +7,
Hide +g, Jump +2, Listen +8, Spot +5,
Tumble +g

Feats: Combat Reflexes, Multiattack

Climate/ Terrain: Any land and under-
ground

Organization: Solifary, pair, or swarm
3-8)

Challenge Rating: 3

Treasure: Standard

Alignment: Always lawful evil
Advancement: 5-8 (Medium-size); g-16
(Large)

Sand devils are the spies and informers

of the hellforged legions. Because they
can disperse the sand that makes up
their bodies over a large area, they can
hide almost anywhere—in small holes,
sand dunes, or even the nooks and
crannies of an archdevil's mansion. Once
in position, they lie in hiding until they
have collected the information for which
they came. Then they quietly shift the
sand of their bodies until they can
reform in a safe place and report back
fo their superiors.

The fine, powdery sand that makes up
a sand devil’s human-shaped body gives
its outer surface a rough, grainy look.
The creature has leering eyes and a
wide mouth filled with needlelike teeth,
Its arms and legs appear thin and puny.

Sand devils rarely operate on their
own; they are usually found in the
employ of an archdevil or lead devil that
has a specific spying mission for them.
Occasionally sand devils also work with
obsidian and coal devils to capture or kill
difficult targets. For this function, the
sand devil hides in ifs sand form while its
allies drive unsuspecting enemies foward
it. As soon as the foes draw close
enough, the sand devil leaps to aftack,
catching the unwary opponent between
two forces. Mortals rarely encounter
sand devils, although necromancers and
diabolists of minor power sometimes
employ them as guardians or familiars.

Combat
In battle, sand devils rely on ambush and
surprise. Because they are too weak fo
take on any but the puniest demon or
devil in melee, they rarely confront ene-
mies openly. Instead, they lie in hiding
and wait for the unsuspecting opponent
to pass, then leap to attack. When
threatened, sand devils exhale clouds of
stinging sand fo blind their enemies.
Cloud of Sand (Ex): Once every 1d4
rounds, a sand devil can breathe a 20-
foot-long cone of sand. This cloud of
debris persists for 1d4 rounds and
obscures all sight (including darkvision)
beyond 5 feetf. A creature within 5 feet
has one-half concealment (20% miss
chance); creatures farther away have
total concealment (50% miss chance,
and the attacker cannot use sight to
locate the target). Furthermore, every
air-breathing creature caught within the
sand cloud must make a successful
Fortitude save (DC 12) each round or
take 1d6 points of damage from choking
on sand and dust.

s
. g

www.paizo.com/dragon




Reaching Grasp (Ex): A sand devil’s
long, slender arms grant it a reach of 10
feet with claw attacks.

Sand Form (Su): As a move-equiva-
lent action, a sand devil can transform
itself into a patch or cloud of sand. This
has the same effect as a gaseous form
spell, except that the sand devil gains a
+10 circumsfance bonus to Hide checks
and moves at a speed of 5 feet.

Hit Dice: gd8+8 (58 hp)

SPIKED

(EArTHE. EViL. LAwFuL)

Initiative: +o

Speed: 3o ft., burrow 2o ft.

AC: 1g (-1 size, +10 natural), fouch g,
flat-footed 19
Artacks: 2 slams
+11 melee
Damage: Slam
1d8+3
Face/Reach: 5 fr.
by 5 ft./10 fr.
Special Attacks:
Hail of spikes,
piercing grapple
Special Qualities: DR 20/+2, fire resisi-
ance 20, hellforged, outsider traits, SR 18
Saves: Fort +8, Ref +6, Will +6

Abilities: Str 16, Dex n, Con 15, Int 8,
Wis 11, Cha 10

Skills: Climb +15, Intimidate +12, Jump
+6, Listen +12, Search +11, Spot +12
Feats: Cleave, Power Attack, Sunder

Climare/Terrain: Any land and under-
ground

Organization: Solitary, pair, or band
(2-8)

Challenge Rating: 6

Treasure: Standard

Alignment: Always lawful evil
Advancement: 10-18 (Large); 19-27
(Huge)

Spiked devils are forged from iron
mined within the realm of Dispater, the
Iron Duke. They are poorly suited for
fighting alongside other devils because
they fend to catch allies in their spike
attacks, so they typically serve as sen-
tries and guardians.

A spiked devil’s body has a head, a
torso, two arms, and two legs, but there
the resemblance to a humanoid form
ends. The fact that each body part is
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nearly spherical gives the creature a
lumbering appearance and a graceless
stride. Its chest, arms, and legs are dot-
ted with hundreds of sharp, iron spikes.

Some necromancers and diabolists
who have especially pleased an
archdevil are granfed spiked devils as
servitors. These evil spellcasters use the
creatures fo guard their towers and
watch over their treasures.

Combat
Spiked devils typically begin combat by
spraying the area with spikes projected
from their bodies. Then they close for
melee and aftempt fo grapple opponents,
using their spikes fo cut and rend flesh.
Hail of Spikes (Su):; Once every 1d4
rounds, a spiked devil can project a 30-
foot cone of sharp spikes from its body.
Every creature in the area takes 3d4
points of piercing damage (Reflex DC 16
avoids). These spikes are a living part of

BATTLELOTHS ARE WiLY, CUNNiNG CREATURES
WHOSE ALLEGiANCE CAN BE PURCHASED BY THEE
HiGHEST BiDDER AT ANY TiME,

the devil's body, and they continue to
burrow into the victim’s flesh for 3
rounds after striking, dealing 1d4 points
of additional damage per round. A suc-
cessful Heal check (DC 20) or the appli-
cation of any healing magic kills the
burrowing spikes and stops the confinu-
ing damage. The damage from multiple
successful hail of spikes attacks is cumu-
lative (that is, a creature that fails its
saves against hail of spikes attacks from
two spiked devils takes 6d4 points of
damage initially and 2d4 points of dam-
age for each of 3 rounds thereafier).
However, only one successful Heal
check is required to kill all the spikes in
the victim's body.

Piercing Grapple (Ex): With a suc-
cessful grapple check (grapple bonus
+16), a spiked devil can crush an oppo-
nent against its body, dealing 2d8+4
points of piercing damage.

BATTLELOTHS

Other yugoloths may serve their
employers and superiors as mercenar-
ies, bodyguards, and torturers, but the
battleloths literally serve as tools for
their masters fo exploit. Each of these
creatures can take the form of a partic-

ular weapon, such as a sword, axe, or
crossbow. In this form, the battleloth can
be wielded in combat by its master. In
general, a battleloth is at its best when
used to sitike an opponent, then
released fo take humanoid form and
continue attacking on its own. Although
this tactic forces the creature’s master
to draw a second weapon in order fo
continue fighting, some demons and
devils consider the element of surprise
worth the inconvenience of having to
carry an exira blade.

Battleloths are wily, cunning creatures
whose allegiance can be purchased by
the highest bidder at any time. Now and
then a wielder comes fo regret striking a
bargain with a bartleloth when opponents
on the field bid higher for the creature’s
services in the midst of a fight.
Battleloths love gold, gems, magic items,
and other valuables. They are hard bar-
gainers, and they
always insist upon
receiving at least
half their payment
in advance. Both
player characters
and NPCs can
employ battleloths,
To contact and
bind one of these creatures, a character
must use the appropriate planar ally
spell or hire a spellcaster to cast it on
his or her behaif.

Combat

Most battleloths enjoy combat, but they
do not take foolish risks on the field.
They usually remain in their weapon
forms until they sirike opponents, then
they might change to humanoid form
and continue the artack on their own or
remain in weapon form, as desired. All
battleloths have the following special
qualities and abilities.

Weapon Form: A battleloth can
change to or from its weapon form as a
standard action rthat does not provoke
an attack of opportunity. While in its
weapon form, a battleloth functions as a
weapon of the appropriate type with
the indicated enhancement bonus. It can
use only those movement forms and
attacks specifically noted in its weapon
form description, but all of its special
qualities apply to both its weapon and
its humanoid forms. A battleloth can
perceive the world around it and com-
municate normally while in weapon
form. Since it lacks limbs, however, it
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cannot use spells that require material
or somatic components.

In all other respects, the battleloth
functions as a creature, nof an object. It
gains no hardness or additional hit
points in weapon form, and any spells,
attacks, or effects that specifically tar-
get it are resolved as if they had been
used against the creature’s humanoid
form except that the battleoth benefits
from a +2 size bonus to AC.

Qutsider Traits: A battleloth has dark-
vision (6o-foot range). It cannot be
raised or resurrected.

Yugoloth Traits: A battleloth is
immune to poison and acid. It has cold,
electricity, and fire resistance 2o.
Batileloths can communicate felepathi-
cally with any creature within 100 feet
that has a language.

Battleloth Characters

A battleloth’s favored class is fighter. As
creatures created for war, they excel at
learning complex combat maneuvers
and battle tactics. Some battleloths also
learn magic, usually studying as wiz-
ards. Batileloths with class levels rarely
hire themselves out to other creatures;
they prefer to work as equal partners
with demons, devils, blackguards, evil
clerics, and other villains instead.

l 3 ARROW
BATTLELOTH |

SMALL
QUISIDER

(Evit)

Hit Dice: 1d8 (4 hp)
Initiative: +3
Speed: 2o ft,, fly 8o ft. (perfect)

AC: 16 (+1 size, +3 Dex, +2 natural),
touch 14, flat-footed 13

Attacks: 2 claws +2 melee

Damage: Claw 1d3

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

Special Qualities: Arrow form, DR 5/+1,
outsider fraits, SR 12, yugoloth traits
Saves: Fort +2, Ref +5, Will +4
Abilities: Str 10, Dex 17, Con 1, Int 10,
Wis 14, Cha n

Skills: Craft (fletching) +4, Spot +6
Feats: Dodge

Climate/Terrain: Any land and under-
ground

Organization: Solitary, pair, or quiver
(3-20)

Challenge Rating: 1

Treasure: Standard

Alignment: Always neutral evil
Advancement: By character class

The weakest of the battleloths, these
creatures are sniveling, whiny, and
prone fo nitpick at the language of their
confracts in an effort to avoid service.
Most arrow battleloths consider servi ,
as living ammunifion to be the only Com-
bat duty required of them. Therefore, 4
they often refuse to take humanoid fori
and continue fighting after being fired f
unless the farget is an obviously weak
opponent such as a wizard or sorcerer.
In weapon form, the arrow battleloth
looks like a barbed-steel missile. In its
true form, it resembles a brown-skinned,
feathered humanoid with steel arrow-
heads set on its fingertips like claws.
Arrow battleloths are often hired to
serve as spies. On such a mission, the
creature inserts ifself into a target’s
quiver, then watches and listens, gather-
ing all the information it can about the
target’s strategies, plans, and comrades.
When drawn from the quiver and fired,
the battleloth alters ifs course to land
out of sight, shifts into its humanoid
form, and scuttles away to report back
fo its master.

Combat
Though these battleloths are generally
poor combatants, they are quite useful
for harrying enemy spellcasters. If
encounfered without a master, arrow
battleloths do whatever it takes fo avoid
danger. They normally flee at the first
sign of trouble, but they have been
known to gather in small packs to over-
whelm and loot weak or injured targets.
Arrow Form (Su): When fired from a
bow, an arrow battleloth can turn at any
point in its flight to attack an opponent
who had cover or concealment, or was
otherwise ouf of the bow wielder’s line
of sight. As soon as the battleloth spots
the desired target, it can use its flying
ability to adjust its course, so long as it
does not move beyond the maximum
range of the weapon used fo fire if. The
attacker makes a normal attack roll
against the farget to see whether the
battleloth hits, ignoring any miss chances
or AC bonuses that would otherwise
apply for concealment or cover.
Otherwise, the arrow battleloth functions
as a +1 arrow. Although it can turn info
an arrow and fly on its own, an arrow,
battleoth cannot attack in arrow form
without being fired from a bow.
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Hit Dice: 3d8+3 (16 hp)

Initiative: +o

Speed: 20 ft.

AC: 15 (+1 size, +4 natural), touch 1, flat-
footed 15

Attacks: Gore +5 melee

Damage: Gore 1d6+1

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

Special Qualities: Axe form, DR 5/+1,
oufsider traits, SR 14, yugoloth ftraifs
Saves: Fort +4, Ref +3, Will +2

Abilities: Str 13, Dex 1, Con 12, Int 8, Wis
g, Cha 1o

Skills: Climb +7, Craft (weaponsmithing)
+5, Intimidate +6, Jump +4

Feats: Power Attack

Climate/Terrain: Any land and under-
ground

Organization: Solitary or squad (3-18)
Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral evil
Advancement: By character class

Axe battleloths enjoy battle and are
eager fo continue fighting, whether in
humanoid form or weapon form. In com-
bat, an axe battleloth can bite its target
without taking humanoid form after ifs
master buries it in an opponent’s flesh.

In its weapon form, an axe battleloth
looks like a greataxe forged from
bronze, with spikes sef on its head and a
leering face engraved on its blade. Along
the blade’s edge is a wicked-looking
fanged mouth. In its true form, the crea-
ture looks like a small, gray humanoid
with a sharp, bony ridge on its forehead
that it can use fo chop into ifs enemies.

Axe battleloths are notoriously dense
and simpleminded, and their communica-
tion is limited to short, simple words.
Their employment negotiations usually
consist of simply repeating their
demands over and over again until their
potential employer either agrees fo their
terms or cuts off the discussion.

Combat

Axe battleloths love combat. When

wielded in battle, they eagerly snap their

fangs at their enemies and urge their

employers to charge forward and attack.
When not employed, axe baftleloths
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spend their time sharpening their bony
ridges and using them fo hack info
rocks, wood, or other objects for pleas-
ure. Should any visitor annoy them, they
charge to the attack, relying on reckless
bravery to overcome the perceived foe.
Axe Form (Su): While in its weapon
form, the axe battleloth functions as a +1
greataxe. The fanged mouth set along its
edge allows the creature to make a bite
attack (+5 melee) without assuming
humanoid form each fime its wielder
successfully hits an enemy with it (maxi-
mum once per round). This bite is in
addition fo the wielder's attack and deals
1d4 points of damage on a successful hit.

1535, 5P

Hit Dice: 4d8 (18 hp)

Initiafive: +1

Speed: 20 ft,, fly 8o fr. (perfect)

AC: 15 (+1 size, +1 Dex, +3 natural),
touch 12, flar-footed 14

Attacks: Bite +5 melee, or bone shard
+6 ranged

Damage: Bite 1d3, bone shard 1d6
Face/Reach: 5 fr. by 5 fr./s fr.
Special Qualities: Battleloth traits, bone
shards, crossbow form, DR 5/+1, out-
sider traits, SR 15, yugoloth traifs
Saves: Fort +4, Ref +5, Will +4
Abilities: Str 11, Dex 13, Con 10, Int 10,
Wis 1, Cha 10

Skills: Disable Device +7, Open Lock +8,
Listen +7, Sense Motive +4, Spof +7
Feats: Point Blank Shot, Precise Shot

Climate/Terrain: Any land and under-
ground

Organization: Solitary, pair, or squad
(3-12)

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral evil
Advancement: By character class

Because of their versatility and ufility in
battle, crossbow battleloths are perhaps
the most highly sought after of all bat-
tleloths. Like arrow battleloths, they do
not particularly enjoy combat, though
they usually don't take any special pains
to avoid it.

In weapon form, a crossbow battleloth
appears as a wood-and-iron light cross-
bow with a leering, demonic face where

the bow joins to the stock. In its true
form, it resembles a pale-skinned
humanoid with an overly wide mouth.
Crossbow battleloths are pragmatic
creatures that consider it their place to
provide a service and nothing more.
They feel no loyalty or attachment to
their employers. If a crossbow battleloth
wishes to break its bond to its current
master, it blatantly informs foes how
much gold it will take to buy away its
loyalty. If its employer becomes angry
and attacks if, the crossbow battleloth
uses this “betrayal” as an excuse to
return home and keep its payment.

Combat

The wielder of a crossbow battleloth can
lay down a steady stream of fire
because of the creature’s ability fo facili-
tate reloading. In humanoid form, a
crossbow battleloth spits sharp frag-
ments of bone at enemies as a ranged
attack, or it bites in melee combat.
Usually it assumes humanoid form and
scurries away fo fire bone fragments at
opponents after its master drops it in
favor of a melee weapon.

When encountered without an
employer, crossbow battleloths prefer to
snipe at their enemies from a distance.

Bone Shards (Ex): A crossbow bat-
tleoth can create a sharp shard of bone
in its mouth and spit it at opponents as a
ranged attack. This attack has a range
increment of 8o feer.

Crossbow Form (Su): When used as a
weapon, a crossbow battleloth functions
as a +1 light crossbow. It grants ifs
wielder the use of the Precise Shot feat
(whether or not the prerequisite is mef)
because it uses its own skill ro help guide
each shot. In addition, the creature can
cock its own bowsiring and prepare
itself to fire, allowing its user fo reload it
as a free action. This action can be taken
more than once per round, allowing
characters with multiple attacks to aftack
multiple times in a round.

l 6 PICK
BATTLELOTH

SMmaALL
SUTSIDER
(EviL)
Hit Dice: 2d8 (g hp)
Initiative: +2
Speed: 20 ft.
AC: 15 (+1 size, +2 Dex, +2 natural),
touch 13, flat-footed 13
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Attacks: Bite +5 melee

Damage: Bite 1d3 plus blood drain
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Artacks: Attach, blood drain
Special Qualities: Battleloth traits, DR
5/+1, outsider traits, pick form, SR 12,
yugoloth traits

Saves: Fort +3 Ref +5, Will +3
Abilities: Str 11, Dex 14, Con 10, Int 7,
Wis 11, Cha 10

Skills: Bluff +5, Diplomacy +2, Hide +n,
Intimidate +4

Feats: Weapon Finesse (bite)

Climate/Terrain: Any land and under-
ground

Organization: Solitary, pair, or mob
(3-12)

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral evil
Advancement: By character class

Pick battleloths are vicious, predafory
yugoloths that feed on the blood of liv-
ing creatures. Always hungry, they are
eager fo strike bargains for employment,
so long as their employer promises
plenty of combat.

In weapon form, a pick battleloth looks
like a heavy pick crafted from brass.
Close inspection reveals that the head is
hollow, and there is a tiny hole in the
point. In its true form, the creature looks
like a slender, long-limbed humanoid with
a long, mosquitolike proboscis that it
uses to drain blood.

These creatures are the most active
of all the battleloths when not in the
employ of masters. Pick battleloths wan-
der the planes, seeking out warfare
wherever it occurs. When they find a
pitched battle, they lurk at the edges of
the fight and feed on the blood of
injured, weakened, or dying combatants.

Combat
Pick battleloths are eager combatanfs—so
eager, in fact, that they are sometimes
difficult to control. It is not uncommon
for a pick battleloth’s thirst for blood to
overcome ifs sense of discipline, leading
it to forget its contract in the ecstasy of
blood-drinking. For this reason, a pick
battleloth’s master usually allows it to
latch on to the first opponent it hits and
drain blood to its evil heart’s content.
When not employed, pick battleloths
lurk in hiding and wait to pounce on
unsuspecting victims. Small and physi-
cally weak, they rely primarily on

surprise fo larch onfo victims so that
they can drain blood.

Attach (Ex): When a pick battleloth in
either weapon or humanoid form scores
a hit on a target, it latches onfo the
opponent’s body, automatically grappling
it. An attached pick battleloth begins
draining blood when that it assumes
humanoid form (see below). While
aftached, the pick battleloth has an AC
of 13. An attached pick battleloth can be
struck with a weapon or grappled itself.
To escape a grapple with an attached
pick battleloth, the opponent must
achieve a pin against if.

Blood Drain (Ex): Once it is attached,
a pick battleloth in humanoid form can
drain the opponent’s blood, automatically
dealing 1d4 points of Constitution dam- {5
age per round of attachment. The crea- |
ture does not willingly detach until it has
killed the victim.

Pick Form (Su): While in weapon form,

a pick battleloth functions as a +r heavy
pick. As soon as it scores a hit in com-
bat, it attaches to the victim’s body as
noted above. Thereafter, it usually
assumes humanoid form and begins
draining blood. Many a victim has been
horrified o see the pick head embedded
in its flesh transform info the proboscis
of a monstrous creature.

17 3

SMALI

SUTSIDER

(Evir)

Hit Dice: 3d8 (13 hp)

Initiative: +3

Speed: 20 ft.

AC: 18 (+1 size, +3 Dex, +4 natural),
touch 14, flat-footed 15

Attacks: 2 chains +7 melee

Damage: Chain 1d6+3

Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Constrict 1d6+4,
improved grab

Special Qualities: Battleloth traits, DR
5/+1, outsider traifs, spiked chain form,
SR 13, trip, yugoloth traits

Saves: Fort +3, Ref +6, Will +3
Abilities: Str 16, Dex 17, Con 1, Int 10,
Wis 11, Cha 10

Skills: Climb +g, Jump +g, Listen +6,
Spot +6

Feats: Dodge

Climate/Terrain: Any land and under-
ground
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Action-Movie Stunts in D&D

hen was the last time your
character swung from a
chandelier, toppled an ancient

idel onto pursuers, or held open the
jaws of a trap? For that matter, has
your character ever sliced through a
tied-off rope and let the weight
aftached to the other end pull her up
into the air like a one-way elevator?

All these showy sfunfs are pretty
standard fare for action/adventure
movies—“blood and thunder” fantasy
at its swashbuckling best—but they
rarely appear in DUNGEONS &t DRAGONS
adventures. Usually, that's because
Dungeon Masters are absolutely baf-
fled when players declare that their
characters are trying action-movie
stunts like these. Does swinging on a
chandelier require a Dexterity check,
or is it some new use of the Tumble
skill? What if the character decides to
pull that nearby scaffolding down on
top of the pursuing villains? Sure, a
Strength check would cover the
aftempt—but how much damage do the
villains take on a success?

Faced with such dilemmas, an inex-
perienced DM might simply declare
that the desired stunt can’t be done.

But. forearmed with a little guidance
on how to handle such situations, the
DM can be ready for just about any
over-the-top heroics the players try.
Berter still, she can even plan for it.

FEATS OF STRENGTH

The first fantasy adventure heroes we
encounter in books and movies are
usually the big, muscle-bound barbar-
ians. From Conan of Cimmeria to
Tarzan of the Apes, the “more brawn
than brains” set has a certain appeal
to the strong, silent type that lurks
deep within a lot of us. What sefs
them apart from the average heroes
in an adventure is that they are the
“go-to” people when heavy gates need
fo be lifted, massive statues need to
be toppled, and the slavering jaws of
gigantic monsters need fo be pried
forcefully apart.

Pick-Ups and Put-Downs

Page one of the Muscular Hero's
Operating Manual might just read:
“When all else fails, drop something
really heavy on your opponent. When
faced with multiple opponents, pick
one up and hit the rest of them with

him.” Flexing that Strength score is a
popular pastime, and a quick look at
the rules for falling objects in the
Dunceon MASTER's Guide reveals that a
nice, heavy slab of rock, dumped from
30 feet up or so, is the muscular
hero’s version of a fireball.

Bringing Down the House

Scenery can be extraordinarily useful,
provided that it's not bolted down. A
toppled statue or other object can
block an enemy’s charge, cut off a
foe's escape, or just fall on top of a
villain and ruin her day. Fortunately
for the muscular hero, getting scenery
to topple isn’t much more complicated
than making a Strength check. It's the
DC for the Strength check that the
DM needs to know before allowing the
players fo pull this stunt.

The Falling Objects Table below pro-
vides the Strength check DC to topple
an object of a given weight, along
with how much damage it deals when
it falls on top of something else, and
examples of whart sort of objects
might be in that weight category. The
base damage ratings given on the
table assume a 10-foot drop and are
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s the last time
e our character swung

from a chandelier?

based on the rules for falling objects
in the DUNGEON MASTER's Guide. Bonus
damage might also apply for additional
distance fallen (+1d6 points per 10 feet
beyond the minimum distance required
to deal damage at all, to a maximum of
+20d6). One key point to remember is
that an object weighing less than 200
pounds has to fall farther than 10 feet
before it deals any damage. How much
farther depends on how much less it
weighs; see the footnotes for the
appropriate entries on the table.

The Strength check DCs in the table
are derived from the rules in the
Player’s Handbook on carrying capaci-
ties (specifically, how much a character
can push or drag). The DM can and
should modify these DCs if the object is
top-heavy or unbalanced in some fash-
ion. A precariously balanced boulder,
for example, might reduce the DC by
as much as 10. Likewise, a scaffold with
most of its weight at the top could
decrease the DC by 5. Objects that are
firmly attached to something else (parts
of a statue, for example) must first be
broken off with a separate Strength
check or somehow cut loose before
they can be dropped. (See Chapter 4 in
the DUNGEON MASTER’s Guide for more
information on Break DCs, hardness,
and object hit points.)

Toppling an object takes a lot of
exertion, so it requires a full-round
action regardless of the object’s weight.

For example, imagine that Krusk has
made his way to the top of a ruined
parapet, where the battlements have
crumbled away because of exposure
to the weather. On the ground 20 feet
below him is the shambling mound that
chased him up there. Krusk notices
that the shambler is directly below a
loose section of battlement, so he
decides to push the bit of masonry off
onto the creature.

The DM decides that the battlement
secfion weighs about 8oo pounds, so
Krusk needs a result of 21 or betfer on
his Strength check to push it over the
wall and drop it on the shambling
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mound. Krusk has a Strength score of
18 (+4 ability modifier), so he needs to
roll 17 or better to shift the heavy
stone. Heaving and grunting, he finally
manages fo tip it over after several
fries. It plummets down on top of the
shambler, dealing 5d6 points of dam-
age—4d6 for its weight, +1d6 for the

additional 10 feet of distance that it fell.

Of Flightless Mammals

Falling damage can be the best way to
hurt an enemy that has a high Armor
Class because of armor, or one that
has just enough damage reduction fo
be a problem. A fall from a height of
only 10 feet is just as damaging as a
hit from a short sword; a fall from a

FALLING OBJECTS TABLE

Weight Strength Falling
of Object ~ Check DC  Damage'
up fo 50 Ib. 6 o?
51-100 Ib. 7 03
101-150 |b. 8 o4
151-200 Ib. 9 1d6
201-250 |b. 10 1d6
251-300 |b. " 1d6
301-350 |b. 12 1d6
351400 Ib. 13 2d6
401-450 Ib. 14 2d6
451-500 Ib. 15 2d6
501-550 |b. 16 2d6
551-600 |b. 17 3d6
6or-6s0 Ib. 18 3d6
651-700 Ib. 19 3d6
701-750 Ib. 20 3d6
751-800 Ib. 21 4d6
801-850 Ib. 22 4d6
851-goo Ib. 23 4d6
gor-g5o Ib. 24 4d6
g5i-,000 b, 25 5d6
+200 Ib. +4 +1d6

! Based on a 10-foor fall.

2 This amount of weight requires at least a 4o-foot fall to deal 1d6 points of damage.

height of 20 fest & We being stabbed
with a greatsword Bt if a trouble-
some oppoment Just refuses fo fall info
that handy 20-foof-deep pit, he might
need a helping hand

The option of ®rowing an opponent
isn’t specifically cowered by the D&tD
grappling rules. bur i1's a wonderfully
effective 1acsc when there’s a long
fall conversenthy close by or when the
thrower is exceptionally strong. To
allow for thes stume. just add “throwing
an opponent” fo the kst of options
available 10 2 grappéng character who
has pinned an opponent. As the foe
remains pinned ondy for one round,
the pinning character must use a sub-
sequent aftack o use the throw action.

When you choose the throwing
option, you can shways simply drop
the pinned foe prone in your square
(or in any sguare you occupy, if your
face is greater than 5 feet by 5 feet).
But if distance = your desire, assume
that you can throw an opponent
weighing mo more than one-third of
your light load rating out of your

Example
Tiny stone stasue. wooden ladder, chest
CONf3ining 1,000 Comns

Diminurive gold stasue

Small wooden status

Small stone starue, Large scaffold,
wooden cart

Tiny gold statue

Medium-size wooden statue, wooden sled
Small stone obelck

Medium stone statue, wooden wagon
Medium stone obelisk

Large wooden statue
Small gold starue

Huge scaffold

Medium-size stone column
Huge wooden statue
Wooden ballista

Large stone statue

4 This amount of weight requires at least a 2o-foot fall to deal 1d6 points of damage.

3 This amount of weight requires af least a 30-foot fall to deal 1d6 points of damage. J




square. If you're actually trying to hit
a specific spot, treat the opponent as
an improvised ranged weapon—that is,
you take a -4 nonproficiency penalty
on the attack roll and your range
increment is 10 feet. If you're large
enough, you might even be able 1o
make the throw with one hand, pro-
vided that the opponent is no larger or
heavier than a weapon you could use
one-handed. If you can throw the
opponent one-handed, doing so
requires only an attack action; other-
wise the act of throwing takes the rest
of your actions for the round.

You can throw an opponent that is
larger than one-third of your light load
rating—just not effectively. To deter-
mine the base distance the opponent
travels, make a Strength check. The
base distance is 5 feet plus 1 foot for
every 2 points by which your Strength
check result exceeds 10. Then compare
the opponent’s weight with your load
ratings and consult the table below to
determine the foral distance thrown.

Opponent’s Weight
Total Distance Thrown

Less than your light  Triple base
load but more than distance

1/3 your light load

Less than your Double base
medium load but distance
morethan your

light load

Less than your Base distance
maximum load
but more than

your medium load

No more than
5 feer

Less than the -
maximum weight
you can lift off the
ground but more
than your maximum
load

When you want to throw an oppo-
nent at a specific target (such as
another foe), make an ordinary attack
roll and then roll a Strength check to
see if you can throw the creature far
enough fo hit the target. Treat the
thrown creature as an improvised
weapon with a range increment of 10
feet. If your attack would reach the
foe but misses, the creature thrown
lands prone in the target’s square.

If you're aiming at a square, use the
rules for grenadelike weapons, but do
not roll for deviation unless you miss
and threw the opponent more than g
feer. Using these rules means that
your opponent could actually land far-
ther away than you intended, depend-
ing on the deviation roll. If anyone is in
the square where your opponent lands,
that character (not the thrown oppo-
nent! may attempt a Reflex save (DC
15 to avoid being struck.

The damage dealt by an opponent
used as a thrown weapon equals 1d6
points per 200 pounds of the oppo-
nent's weight plus your Strength
bonus. Apply this damage to both the
thrown opponent and the target. If the
result of your throwing attempt allows
you 1o toss an opponent info a square
where the ground is lower (such as a
pit), add the falling damage for the
drop in elevation to the damage from
the throw.

For example, suppose Krusk (a 1oth-
level barbarian with a Strength score
of 23) is grappling with an orc. Since
the DM has ruled that the orc with all
of his equipment weighs 300 pounds,
he is too heavy for Krusk to hurl like a
missile in one hand. But Krusk suc-
ceeds at his grapple check to pin the
orc and elects to throw the orc as far
as he can toward a nearby chasm
(about 25 feet away), preventing him
from taking other actions for the rest
of the round. Krusk rolls 1g for his
Strength check and adds +6 for his
Strength modifier, giving him a check
result of 25. Krusk adds only 1 foot of
distance for every 2 points by which
he beat the DC of 10. Thus his base
distance for the throw is 5 feet (mini-
mum) plus 7 feet (extra distance for
beating the DC by 15), for a total of 12
feet. Because the orc’s weight is less
than Krusk’'s medium load but more
than his light load, that distance is dou-
bled to 24 feet—not quite far enough
to reach the chasm. But since Krusk
wasn't throwing the orc at another
creature, the throw is treafed as an
attack with a grenadelike weapon, so
there’s still a slim chance that a devia-
tion roll might send the orc tumbling
into the chasm anyway. In either case,
the orc is going fo take at least 1d6+6
points of damage. If he does fall into
the chasm, he also takes falling damage
based on the length of the drop.

Having trouble injecting opportunities for
using these rules into your adventures? Try

some of the following concepts.

= A town square could include an old stone
marker (Boi-650 pounds), a few unatiended
wagons (351-400 pounds), a rickety mer-
chant's stall {151-200 pounds), or maybe even
an old, crumbling battlement on a rampart
overlooking the square (751-800 pounds).

= A dungeon setiing could feature an old
statue (7o1-750 pounds), a wooden door off
its hinges (101-150 pounds), a crumbling sec-
tion of wall (g51-1,000 pounds), a solid gold
idol (851~goo pounds), or maybe just a gold-
foil-covered wooden idol (301-350 pounds).

« A wilderness area could offer a fallen

tree (go1-g50 pounds) or & loose boulder
(nearly any weight).

Throwing opponents has a rich fradition in
heroic fantasy. Greek heroes were parficu-
larly fond of wresiling, which—if the various
movies abour Hercules are any indication—
usually involved flinging one’s foes around.
But people get tossed around as a matier of
course in more modern films as well.
Sylvester Siallone gers hurled out of the ring
in Rocky Hll Gary Busey throws Mel Gibson
onto the hood of a police car in the original
Lethal Weapon. And one of the most famous
“throw the bad guy to his death” scenes done
in the past twenty years has fo be the oné in
which Darth Vader flings the shrieking
Emperor info the power core of the Death
Star in Return of the Jed),

The movie called The Four Musketeers fea-
tures an exciting scene about midway through
the film. The fitle characters, accompanied by
D'Artagnan’s faithful manservant Plancher,
fight off a small horde of enemy soldiers af
the siege of La Rochelle. When the attackers
threaten to swarm up the ruined wall 1o where

the musketeers are trying 1o have breakfast

(on a wager, actually), the heroes puf their

backs to the wall and push a fon or so of

masonry down on their enemies.

This kind of maneuver, of course, got its
start in:the biblical 1ale of Samson and Delilah.
The image of a blinded Samson, chained
between two pillars and pushing against them
ta bring down the entire arena, has burned

irself into our collective subcanscious. Thus,

such maneuvers make for great storytelling.
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In the classic 1rash compactor scene
from the movie Srar Wars, Luke,
Han, Leia, #nd Chewie Iry every-
thing they can think of 1o keep the
walls From closing in on them~
Including using & Gast-off stanchion
a4 a brace. That 1actic almost cer-
tainly gained them a circumstance
bonus:

Traditional traps aren’t the only
crushing mechanisms that can close
in on a hero. The DM can also make
use of the same mechanics 10 repre-
sent otherwise mundane accidents,
For example, a runaway cart could
pin characters fo a wall, or a col-
lapsing wall could threaten 1o crush
them, A Falling tree could-land atop
a PG, or floating fimber could grind
adventurers between massive logs
(or force them 1o go underwater .
Broken ice on a frozen river could
have much the same effect.

Wwho can forget Luke Skywalker and
Princess Leia swinging across the
gap in the original Srar Wars movie?
Or Tom Cruise as Jack in Legend,
swinging down from the gallery fo
bartle Darkness and rescue the
lovely Lily? Kevin Costner did it
several times in Robin Hood, Prince
of Thieves; and Bruce Campbell did
it as part of a bull rush in Army of
Darkness. Johnny Weismuller swung
on vines so many times in the old
Tarzan movies (from 1932 to1948)
that the "Tarzan yell" has almost
become a requirement for the stuni!

With a lirtle imagination, you can
visualize nearly any hanging object
as something 1o swing from. A huge
1apestry on awall, for example,
might work much like a rope If you
could rear one side loose and you
didn’t mind swinging directly along
the wall. Chains work just as well as
rope, and chandeliers, hanging
plants, and even the clothing of
really, really rall opponents can pro-
vide a convenient lines from which
10 swing
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Open Wide!

Mighty heroes don't let little things like
barred gates and locked doors get in their
way. The DuNGEON MASTER's Guide pro-
vides rules for breaking everything from
locks to walls, but what if you're not try-
ing to break something? What if you're
only trying to keep the portcullis from
dropping, or keep a crushing room trap
from closing in?

The DM should decide when the ability
of a trap to deal damage depends upon
the closing of some mechanism, such as a
spring-loaded frap. In either case, a
strong character can pit her might
against the power of the frap and possi-
bly put off certain death—at least for a
little while.

The Jaws of Life

Certain mechanical traps deal damage by «

applying pressure—either suddenly (in the
case of traps that make attack rolls) or
slowly (in the case of traps that have
onset delays). The crushing wall, scything
blade, and portcullis traps described in
the DUNGEON MASTER's Guide are all exam-
ples of this sort of trap. In each case, a
particularly strong hero might be able to
react quickly enough to prevent the trap
from dealing its damage.

If the trap has an onset delay, a char-
acter in the path of the mechanism can,
as a standard action, try to halt its
progress temporarily. If the trap doesn’t
have an onset delay, the character must
be in position and also have a readied
action to halt the mechanism.

Applying one’s muscles to defeating a
trap is a risky proposition. The character
must make a successful Strength check
each round fo restrain the mechanism.
The DC for the check equals the DC of a
Disable Device check to defeat the trap,
even though delaying the trap's action by
sheer muscle power does not actually
disable it. If the Strength check succeeds,
the character has restrained the mecha-
nism for that round. As soon as the char-
acter fails a Strength check or lefs go,
the trap resumes its normal operation.

The precise result of restraining a
trap’s mechanism depends on how if
operates (see below). In any case, the
best the muscle-bound hero can achieve
is to delay the inevitable—though that
delay might buy just enough time for a
rogue fo actually disable the trap.

Attack Roll: If a trap uses an attack roll
fo determine the outcome, a successful
Strength check prevents it from attacking

that round. Once the restraining character
either fails a Strength check or lets go, the
trap makes its attack roll normally unless it
has been disabled. Certain traps of this sort
(such as those that use bladed weapons)
cannot be defeated in this fashion.

Saving Throw: If a mechanical trap
allows the targets a Reflex saving throw, a
successful Strength check grants everyone
in harm’s way a +5 circumstance bonus on
that save. Any creature that does not
remove itself from the dangerous area
before the restraining character either fails
a Strength check or chooses to let go suf-
fers the full effects of the trap, as though
it had failed its save.

Onset Delay: If a mechanical trap has an
onset delay, a successful Strength check
halves its damage. Until the mechanism is
otherwise disabled, however, any charac-

_fers in the frap’s area take that damage

every round.

ROPE TRICKS

Every dashing action hero—from Batman
and Luke Skywalker to Zorro and the Three
Musketeers—knows that a good length of
rope is the best tool in his arsenal against
boring entrances and humdrum heroics.
Ropes and grapples whisk the heroes up fo
the unguarded roof of the villain’s lair.
Then some conveniently dangling ropes let
them whip past hordes of bloodthirsty
henchmen to land gracefully beside their
arch-nemesis—with any luck, while the
fiend is still cackling about all those hench-
men blocking their way!

Rope-Swinging

A rope-swing made to move a distance or
to clear an obstacle is really just an equip-
ment-assisted jump. Like standard jumps,
this tactic can move you across pits, over
low fences, up into the low branches of a
free, or down safely from a height.

When you swing on a rope or similar
flexible object, you move in a straight line
that passes under where the rope is
affixed to a spot double the distance from
where you are fo a point level with you but
beneath where the rope is attached,
assuming your swing does not bring you in
confact with the ground or another large
object. You must make a Climb check (DC
10 with two hands, DC 15 if you hold the
rope with one) to successfully complete the
swing and land safely at your destination
or maintain your hold on the rope after it
completes its first swing. A failure by 5 or
more resulfs in you losing your grip on the
rope at some point during the swing. If you




are near an object (such as a ledge) or
the length of the rope allows, you can
make a Reflex save (Dc 15) fo catch onfo
the object or rope and prevent yourself
from falling, much like if you failed to
jump across a pit. A failure by less than 5
results in you landing prone at your des-
tination. The distance you cover in a
swing counts toward the distance you can
move during a round just as the distance
of a jump counts.

A character might be required fo jump
to reach a rope or might wish fo jump
once the rope has complefed its swing. If
the rope swings you more than 20 feet
and you jump in the direction the rope
swings you, you may counf the jump
from the rope as a running jump.
Otherwise, a jump from the rope is con-
sidered a standing jump. When you long
jump to grasp a distant rope and swing
on if, the maximum distance you can
swing is equal to the length of the rope
from where you grabbed if fo the point
where it is affixed.

If you attack a creature while swinging
on a rope, your movement stops. On the
following round, you may continue the
swing or drop off the rope, making
another Climb check to determine your
success at holding the rope. If you have
Spring Attack, you can swing, attack, and
then continue your swing, assuming you
have enough movement to do so. You
provoke attacks of opportunity normally
when swinging on a rope, and you can
use the Tumble skill to avoid such attacks.
Note that in most cases, a swing on a
rope occurs in an arc that has its lowest
point directly beneath where the rope is
affixed, and this can change the number

of creatures that can reach the character.

You are counted as climbing while swing-
ing on a rope (attackers gain a +2 bonus
to hit, you do not gain your Dexferity
bonus to AC, and you must succeed at a
Climb check when damaged or you lose
your grip on the rope), but you can use a
shield if you swing using the other hand.

You can release the rope af any point
in the swing and fall the appropriate dis-
tance, taking damage normally. This might
allow a character fo swing down from a
height and take no damage.

The rope’s momentum slows after the
first swing. If you hang onto the rope
after it completes its first swing, it swings
back, but you move 5 less feet of dis-
tance away from the point where the
rope is affixed. This process continues
with each swing until the rope stops

swinging beneath the point where it is
affixed.

For example, a swashbuckling Lidda
grabs a rope that is affixed fo the ceiling
of a cavern fo swing across a chasm and
attack an orc that's standing on the oppo-
site side. Lidda would have fo travel 20
feet forward to be beneath the point
where the rope is affixed, so she can
swing 4o feef across the chasm, which is
just enough fo put her within reach of the
orc she wants fo attack. Lidda grabs the
rope with one hand and swings. She suc-
ceeds at the DC 15 Climb check and
swings across. This counts as a double
move for her because her speed is only
2o ft, and she chooses fo maintain her
hold on the rope. She succeeds in reach-
ing the orc, but it is ready for her and
atracks on ifs inifiative. Lidda is counted
as climbing while swinging, and the orc
hits, dealing damage and causing Lidda to
make a Climb check (DC 15) fo maintain
her hold on the rope. She succeeds.
When it's Lidda’s furn again, she attacks
the orc but fails to kill it and swings back.
The orc makes an attack of opportunity
but misses Lidda. She makes her second
Climb check to maintain her hold on the
rope and succeeds, halting her movement
for the round below where the rope is
attached because she can only move 2o
feet after attacking. On the following
round, she continues her swing, but
swings only 15 feet. Knowing she can't
jump 10 feet or land in the orc’s square
when she swings back again, she fries fo
jump to the ledge from which she started.
This counts as a running jump; although
she traveled only 15 feet this round, the
distance swung last round in the same
direction is still fuelling her momentum.
She makes her Jump check and succeeds
in bridging the intervening 5 feef.

Going Up!

Why bother running up the stairs when
there’s a perfectly good rope close at
hand? A character looking for a quick (or
quiet) way up has several options: grap-
pling hooks, a bow and arrow, or perhaps
even a nice, stout rope attached to a
good-sized counterweight.

Grappling Hooks

The basic tool for an impromptu Climb
check is the grappling hook. You can
attach it to a length of rope, toss it up
until it catches some handy projection on
the wall, tug to make sure it's secure, and
then just climb the trailing rope. All you

The most famous example of this sort of
maneuver might be Luke Skywalker, but
the tactic is certainly not limited to sci-
ence fantasy; countless heist movies
have featured burglars using grappling
hooks to ger up on the roofs of muse-
ums, jewelry stores, or palatial mansions.

This device helps adventurers scale
unchmbable walls, bridge chasms, escape
down sheer ciiffs; and the like. A grap-
ple-firing crossbow is a heavy crossbow
modified ro fire a special, grapple-headed
metal bolt attached o 100 feet of thin,
light rope.

A successful shot at an appropriate
rarget (see the Artack an Object section
in Chapter 8 of the Player's Handbook)
indicates that the grapple has hooked
onto something, anichoring the rope
firmly enough for a character fo ascend
it with a successful Chmb check (DC 15).
Failure brings one of three results: that
the grapple simply failed 1o snag any-
thing, that it has lodged but is nor secure
enough 1o support a characier's weight,
or that there's simply nothing up. there
for:it 1o catch, In the firsi case, the user
can simply recoil the rope and try again,
In the second case, a successiul Use
Rope check (DC 15) made before anyone
tries 10 climb reveals the mstability. The
user cannof free that grapple bur may
iry to fire another. (Should anyone try o
climb the unsiable rope, the grapple
gives way after the climber has pro-
gressed who feer, Determine damage
normally for 1he resulting fail.) in the
third case, retries automatically fail.

A characier can easily anchor a grap-
ple-bolt by hand in a niche or use pifons
to secure it on smooth stone. This pro-
vides the same aid for descent without
the need 1o fire the weapon.

Crossbow, Grapple-Firing

- Simple Ranged Weapen

Cost

Damage

Critical

Range Increment
Weight

Type

Hardness

Hir Points
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i1’s not the grappling hook; it's how you use
ir. remns on which a grappling hook can
calch could mclode tall statues, rafiers,
deeply embedded spears or throwing axes,
andl particularly unfortunate sentries, as
well as rocky outcroppings, crenallations,
wall bultresses, and windows.

The best example of the arrow, string, and
rope stunt was teatured in the movie Flesh
and Blood (also known as The Rose and the
Sword), with Rutger Hauer and Jenniter
Jason Leigh, The late, great Brion James
employed ihis frick to get Haler and Leigh
1o the 1op of a casile turrer. Hauer and
Leigh, of course, are so lazy that rather
than climb up the wall themselves once the
rope is in place, they made the rest of
Hauer's band of brutal mercenaries use the
rope 1o pull them up to the topl Of course,
the whole reason they wanted to ger atop
the turret in the first place was so thar
they could sneak inside, kill everyone, and
seize the castle, Thus if's perhaps not quite
ancurate to call the mrick “hereic,” but you
get the idea.

Jeff Bridges used the same technigue a
bit more heroically in The Fisher King. He
employed, ironically enough, a toy bew and
arrow sef, with a beat anchor for the grap-
pling hook!

Bruce Campbell, as Ash in the movie Army
of Darkness, used this frick to quickly
ach the parapet of King Arthur's castle in
:limactic baltle scene. In the process,

he also managed 10 conveniently crush the
skeleton that was sneaking up on him,

Another example of both the right way
and the wrong way to use a counterweight
system appears in the opening figh! seene
of The Four Muskereers. Clever muskereer
Aramis cuts the rope securing. a heavy
portcullis, and as it falls (sealing one of ‘two
gates), its weight whisks Aramis up 10 the
top of the wall, where his opponents can't
reach him, Following suit, his companion
Parthos cuts the rope securing the other
poricullis—bur being a little, slower of wit
than his fellow musketeer, he cuts the rope
between himsell and the poricullis. The
porfcullis slams down, trapping the befud-
dled Porthos inside with his enemigs.
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Use these rules to

inject some movie-style
action into your game.

need is a reasonably strong projection
for the hook to catch on.

To determine whether your throw
actually hit the intended projection, use
the rules as for affacking an object, as
described in Chapter 8: Combat, in the
Player’s Handbook. A successful attack
means that the grappling hook has
caught on something, and it's just a mat-
ter of making a successful Climb check
with an unknotted rope (DC 15). The
major disadvantage fo throwing a grap-
pling hook in this fashion is thaf the
range increment is a mere 10 feet; for
longer climbs, consider employing the
grapple-firing crossbow described in
Song &t Silence and repeated in the
Grapple-Firing Crossbow sidebar.

Regardless of how the grappling hook
is set in motion, the possible results of a
failed atfack roll are the same as the
three possibilities noted in the descrip-
tion of the grapple-firing crossbow. (It's
up to the DM to decide which is the
case.) First, perhaps the grappling hook
simply failed to catch—though it almost
certainly made a noise when it fell!
Second, maybe there’s actually nothing
there for it to catch on. In that case, not
even a retry can help. Finally, the grap-
pling hook might have caught on some-
thing, but it isn't wedged securely
enough to hold your weight. A success-
ful Use Rope check (DC 15) reveals that
the grapple isn’t stable, but you can free
the rope by putting your full weight on it
as a full-round action. Otherwise, the
instability doesn’t become apparent unfil
the rope gives way after you've climbed
1dio feet along its length.

Of course, if your goal is fo climb
down rather than up, you can always
secure the grappling hook by hand. In
this case, you need not make an attack
roll to lodge it and there is no chance
that it isn't stable (unless the DM has
some nasty trick in mind).

Arrow, String, and Rope

An ingenious variation of the grapple-
firing crossbow is a length of string, rib-
bon, or light cloth (such as silk) tied fo
an arrow. You fire the arrow so that if

passes over some projection, leaving the
attached string lying across the outcrop-
ping and the arrow dangling on the
other side, probably at ground level.

The other end of the string is tied fo a
climbing rope. so all you have to do is
walk over to where the arrow landed
and begin reeling in the string, which
pulls the rope along the same path. Once
you get the rope in your hands, you can
simply tie it off, or perhaps use an assis-
tant or two to hold it in place.

Counterweights

A rope-and-pulley arrangement is a
darned clever simple machine. In addi-
tion to its normal functions, it can also
serve as a primitive express elevator—
provided of course that there is a suffi-
cient weight on the other end of the
rope, and that the user has a strong
enough grip to hang on for the trip up.

The trick itself is simple: Find a heavy
object that is suspended a good distance
above the ground by means of a rope
and pulley. Locate the other end of the
rope, which is presumably tied off fo
something heavier or more secure than
the dangling object. Grasp that end of
the rope, and then cut it. Assuming that
you're lighter than whatever is at the
other end, up you go.

Cutting the rope to initiate this maneu-
ver is an affack action, and hanging on
throughout the ascent requires a suc-
cessful Climb check (DC 10 with two
hands, DC 15 with one hand). The maxi-
mum distance you can ascend in this
fashion is the distance from the heavy
object to the ground, since the kinetic
energy pulling the object down and you
up has been expended by that point.

The rate of ascent is 6o feet per
round, assuming thaf the counterweight
is no more than 50 pounds heavier than
you are. The rate increases by 10 feet
per round for each additional 50 pounds
of weight difference between you and
the counterweight.

Like jumping or swinging on a rope,
your distance you can move by hanging
onto the rope is limited by your speed.
The rules for attacks outlined under




SET DRESSING: LIFTS

Rope-Swinging apply in this case as we
(creatures take attacks of opportunity
against you normally, you are consid-
ered fo be climbing, you cannot rise,
aftack, and continue rising unless you
have spring Attack, and so on).
Alternatively, the DM might rule that the
object falls instantly, and thus you rise
instantly as well.

Have you figured out the other appli-
cation of counterweights yet? The coun-
terweight drops at the same rafe as the
rising object ascends. Therefore, if you
set it up so that youe the counter-
weight by making sure the object tied to
the other end of the rope is a litfle
lighter than you are, you can just grab
the rope up near the pulley and descend
to the ground. If your total weight,
including equipment, is no more than 50
pounds greater than that of the counfer-
weight, you descend at 6o feef per
round (as though you were affected by
a feather fall spell). If your weight
exceeds that of the counterweight by
more than 50 pounds, you take falling
damage from the drop according to the
following table.

Weight Falling
Difference Damage
51100 |b. 1 point/10 feet
101-200 |b. 1d3/10 feet
201 Ib. or more 1d6/10 feet

Using These Rules

As Dungeon Master, you decide what
to allow in your campaign. If you
ntend fo use these rules in your
adventures, be sure that you plan

: . Put lots of conveniently dan-
ropes in the wider areas of your
unter sites, and make sure you
know where they are tied off and how
ong they are. Mark on your maps
which pieces of scenery can be bro-
ken off and roppled over. Keep track
of the elevations of all structures,

s, and other objects that might be

trees

used for these stunts.

Setting the scene like this—especially
with players who are willing to use
everything at hand to accomplish their
goals—can slightly unbalance the diffi-
culty of an encounter. You should be
prepared to modify the experience
point award for the encounter if the
heroes make use of all the props
you've given them in overcoming their
challenges. After all, jumping across a
chasm isn't anywhere near as difficult
f there’s a rope on which fo swing as
it would be otherwise. Neither is get-
ting past the assembled enemies who
are waiting for the heroes to jump
across. And if there’s a conveniently
placed large statue to dump over on
the bad guys, the heroes shouldn't get
as much experience for the win as a
group who did it the old-fashioned
way. Of course, if you're designing the
advenfure yourself, you can always
adjust the Encounter Level downward
to account for all the help you're pro-
viding. See Chapter 7 of the Dungeon
MAsTER's Guide for information on
modifying encounter levels.

Above all, use these rules fo inject
some movie-style action info your
campaign. After all, what good is being
an adventuring hero if you can't give
Conan a run for his money?
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are as mysterious as the githzerai.
These willful, individually minded
beings have found a way fo thrive
in the infinite chaos of Limbo—a
place where only the most insanely
unpredictable creatures can typically
survive for long.

The githzerai's ability to live and
flourish in an environment like this is
due primarily to the dedication with
which they pursue their driving pas-
sions. They live to hone their minds
and bodies in the martial skills that are
so necessary to their survival. They
live to challenge themselves in
rrakkmas—tracking and hunting illithids
wherever they lurk. And they live fo
fight the menace of the githyanki, the
other offshoot of their ancesfors, the
slave race that once fought for the
legendary warrior Gith.

Of the githzerai’s two most impor-
tant foes, the illithids are perhaps more
deadly, but the githyanki are more
numerous. The latter might also be
more dangerous overall because they
are less likely to flee from potential
conflict with groups of githzerai.

Few denizens of the outer planes
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by Chris Thomasson

Forming a rrakma to hunt illithids is
considered a demonstration of per-
sonal foughness and resolve, but the
githzerai never form parties to hunt
githyanki because such tactics would
result in needless loss of githzerai life.
Instead, certain devoted githzerai
observe githyanki plots from a dis-
tance, biding their time until they can
find an opportune moment to infer-
vene and stop a plot from taking hold.

To better combat the wily, resource-
ful, and powerful githyanki, the githz-
erai known as gith-attala, or cousin
hunters, have developed new abilities
and items, as well as new alliances.
Gith-attala are more patient than githz-
erai devoted to a rrakma, and they are
also far less numerous. As a result,
their tactics have gradually shifted to
embrace a more subtle approach.
Many gith-attala take rogue or ranger
levels to better facilitate their often
stealthy activities.

Gith-attala frequent any planes
where the githyanki have citadels or
operations in progress. Thus, they are
often encountered on the Material
Plane, since it has long been a favorite

- illustrated by Jonathan Wayshak

of githyanki seeking to establish new
strongholds. Gith-attala typically dis-
guise themselves when traveling there
because the sentient inhabitants of the
Material Plane tend to mistake them for
goblinoids, and even experienced
adventurers and individuals from other
worlds frequently confuse them with
githyanki. Occasionally, gith-attala
groups also recruit powerful creatures
to take the battle to the Asiral Plane,
the home of the githyanki, if they feel
such action is appropriate.

When pursuing a githyanki threat, a
gith-attala group quickly establishes
itself in the area so that its members
can gather information about nearby
githyanki infestations. The gith-attala
make contacts with the local under-
world and other information-savvy
organizations, spy on nearby military
activities, and take special note of
adventurers in the region. The githz-
erai know that adventurers are likely
to act more quickly and decisively to
eliminate a githyanki plot than any
authorities would. They also know that
adventurers are often easy fo manipu-
late, so they use this tactic whenever



possible. Nevertheless, if the stakes are especially high in
a given circumstance, the githzerai eventually reveal
themselves and openly offer any aid they can. The greater
goal of eliminating githyanki almost always trumps any
concerns they might have about maintaining secrecy.

Gith-attala have developed many resources to combat
the githyanki menace, including new fighting styles and
magic designed to thwart the more potent githyanki abili-
ties. In addition, they frequently enlisi the aid of gormeel
slaadi in their ventures. These creatures are usually more
than happy to join the gith-attala because they find planar
travel exciting and always appreciate the opporiunity fo
do battle—the nearly inevitable outcome of any gith-attala
excursion. In fact, gith-attala groups were the first fo use
gormeels as mounts, so that they could more effectively
combat githyanki dragon riders.

PLAYING A GITHZERAI

If you're interested in playing a githzerai, or in including
githzerai in an existing campaign in which the Psionics
Handbook is not in use, you can use the variani rules and
advancement table given below fo build a PC or NPC of a
level appropriate for your group. (If you are using the
Psionics Handbook in your campaign, adjust the entries in
the table below to reflect the abilities unigue to that book.)
This table spreads the acquisition of the githzerai abilities
over several levels. Using this progression, a githzerai
character won't unbalance a party.

The character level column indicates whether a githzerai
character gains a class level, “githzerai powers,” or both.
At each character level that provides githzerai powers, the
character acquires certain githzerai abilities instead of
gaining any class level. Class levels provide all the benefits
normally associated with a level increase (including
another Hit Die, advancement in base attack bonus and
base saves, and potentially a feat or the increase of an
ability score). A githzerai character with eleven class lev-
els (or thirteen character levels) has gained all the githz-
erai abilities.

FEATS

The githzerai often hone their bodies as monks to combat
the many threatening denizens of Limbo. But some, espe-
cially those who become gith-attala, have also developed
certain abilities that enable them to more effectively
counter the powers of their distant cousins, the githyanki.
Some of these specialized fighting forms and abilities are
detailed below, though these represent only a fraction of
the feats that githzerai have developed over the millennia.

Anchoring Blow [General]
You can keep a creature from leaving the area via a
teleport or plane shift effect, as per the dimensional
anchor spell.
Prerequisite: Str 15, Wis 17, Improved Unarmed Strike,
Power Attack, Stunning Fist (as a feat or class feature).
Benefit: When you apply Anchoring Blow fo an
unarmed strike, any opponent damaged by that attack is
also affected as if by a dimensional anchor spell (caster
level equals your character level). Spell resistance applies
normally. You must declare that you are using the feat




CHARACTER LEVEL BENEFIT GAINED
1 Class level, feat, githzerai powers (+2 Dex, -2 Int, inertial armor, outsider traifs
2 Class level
3 Class level, feat
4 Ability score increase, class level
5 Githzerai powers (+2 Dex, +2 Wis, psionics)
6 Class level
7 Class level, feat
8 Class level
9 Githzerai powers (+2 Dex, psionics, spell resistance)
10 Ability score increase, class level
1 Class level, feat
2 Class level
13 Class level, githzerai powers (psionics)
14 Ability score increase, class level, feat
15 Class level
16 Class level
17 Class level, feat
18 Ability score increase, class level
19 Class level
20 Class level, fear
The character gains the following githzerai abilities as noted on the table above.
Inertial Armor (Sp): Githzerai can use psychic force fo block an enemy’s blows. While conscious, a githzerai has a +4 armor bonus to AC.
Because inertial armor is composed of psychokinetic force, incorporeal creatures can't bypass it the way they do normal armor.
Psionics (Sp): A githzerai's psionic powers function as spell-like abilities (caster level 16th). These powers improve with character level as
follows.
5th character level: 1/day—daze, feather fall, shatter.
gth character level: At will-daze, feather fall, shatter.
13th character level: At will—daze, feather fall, shatter; 1/day—plane shift.
Spell Resistance: Upon attaining gth character level, a githzerai gains spell resistance equal to 5 +1 per character level.

before making the attack roll, and it
can be applied fo only one attack each
round. Whether or not you hit, the
attempt expends one daily use of the
stunning fist ability.

An attack made with this feat cannot
also be enhanced with any other spe-
cial unarmed attack feat or class fea-
ture (such as a stunning fist or flurry
of blows).

Astral Cord Whip [Generall
You can use your astral cord as
a weapon.

Prerequisite: Strengthen Asfral
-Cord.

Benefit: You can use your astral
cord as a whip with an enhancement
bonus equal to +1 per four character
levels (maximum +5). The cord func-
tions exactly like a whip, as described
in Chapter 5: Equipment in the
Player’s Handbook, except that it deals
normal rather than subdual damage.
You are considered proficient with the
weapon when using your astral cord
as a whip.
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Feed the Hungry Slaad

. [Generall

You can focus your ki to increase one
mental ability score at the expense
of another.

Prerequisites: Wis 17+, Improved
Unarmed Strike, Iron Will.

Benefit: Once per day as a standard
action, you can voluntarily reduce your
Intelligence, Wisdom, or Charisma score
by up to 4 points (to a minimum of 1) to
increase another of those three scores
by the same amount. The effect lasts
for 1 minute per character level.

Ki Barrage [Generall

You can focus the ki energy normally
available for your melee attacks into
ranged force attacks.

Prerequisites: Dex 16+, Wis 19+,
Improved Unarmed Strike, Precise
Shot, Point Blank Shot, Stunning Fist
(as a feat or class feature).

Benefit: This feat lets you use your ki
to launch a barrage of force attacks as
a full-round action. When you use Ki
Barrage, a glowing, white fist (or foot,

or head, or whatever body part you
typically make unarmed attacks with)
made entirely of force appears. It func-
tions as a thrown ranged weapon with
a range increment of 3o feet. The
effect lasts 1 round.

The glowing fist attacks the targef or
targets you designate. It uses your base
attack bonus for unarmed strikes (pos-
sibly allowing it multiple attacks per
round) with any modifiers that normally
apply to your ranged attacks. If multiple
attacks per round are permitted, you
can allocate them as desired against
opponents within range. For example, a
1oth-level monk can make three attacks
with a single use of Ki Barrage and
allocate them against up to three far-
gets. The base attack bonus is +7 for
the first attack, +4 for the second, and
+1 for the third.

Each successful attack deals damage
as if you had hit the target with a suc-
cessful unarmed strike, including all
bonuses that would apply for such a
blow. You must declare that you are
using the feat before making any attack



rolls. Whether or not any of the attacks
hit, the attempt expends one daily use
of the stunning fist ability.

Attacks made with this feat cannot be
also be enhanced by any other
unarmed attack feat or class feature
(such as stunning fist or flurry of
blows), or by the Two-Weapon Fighting
feat, or by any feats or special abilities
that affect ranged attacks (such as
Rapid Shot).

Planar Tracker [General]
You can track a creature through
the magical signature it leaves
behind after using a teleport or
plane shift effect.

Prerequisites: Alertness, Track,
Wilderness Lore 15 ranks.

Benefit: Using the Track feat, you
can follow tracks even if your quarry
has used a releport or plane shift
effect to escape. When the you reach
the location at which the magical
method of escape was employed, you
can aftempt a Wilderness Lore check
(DC 30). Success means you are
aware that a teleport or plane shift
effect has been used. If your check
result beats the DC by 10 or more,
you know which effect was used. If
your check result beats the DC by 15
or more, you know the direction in
which your quarry has moved (in the
case of teleportation) or the destina-
tion plane (in the case of plane shiff).
In any case, if you locate the crea-
ture’s tracks within 1 hour per charac-
ter level, you can instantly identify
them as your quarry's and attempt
another Wilderness Lore check (DCs
as given in the Wilderness Lore skill
description in the Player’s Handbook)
to determine how fresh they are.

St
L

gthen Astral Cord
[Generall

You sireng'fhen your astral cord, mak-
ing it more difficult fo sever.

Benefit: Your astral cord gains a +4
deflection bonus to AC. In addition, its
hardness increases to 15, and its hit
points increase to 40.

Normal: A creature projecting into
the Astral Plane has a silver cord with
your AC, hardness 10, and 20 hit points
that connects its physical and astral
forms. Damage to this cord can force
the astral form back to the physical
body. Severing the silver cord kills the
character’s physical body.

mbo Strike [General]
You can channel the unique environ-
ment of Limbo into your weapon,
exposing spellcasters who take damage
from its blows to wild magic.

Prerequisites: Int 13+, Wis 13+,
Expertise, Iron Will, Weapon Focus
(selected weapon), Knowledge (the
planes) 4 ranks, must have established
control within a raw area of Limbo.
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magic items that provide them with
advantages over the githyanki. Plane-
traveling githzerai sometimes share
these items with other foes of the
githyanki that have proven fo be espe-
cially competent allies.

New Weapon Quality
The glthzerm have developed one new
weapon quality, as given below.
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Benefit: When you take this feat,
you must select one weapon which
you have chosen for your Weapon
Focus feat; this feat work only in con-
junction with attacks made with that
weapon. You can use Limbo Strike
once per day for every four character
levels you possess.

You can apply this feat to any single
attack you make with the designated
weapon, but you must declare that
you are using Limbo Strike before
making the attack roll. Any opponent
damaged by that attack must make a
successful caster level check (DC 10 +
one-half your character level + your
Wisdom bonus) if it tries to cast a
spell or use a spell-like ability within 1
round per character level you possess.
If the check is successful, there is no
effect. Otherwise, the target is
exposed to the effects of wild magic.
(See Table 1-1: Wild Magic Effects in
the Manual of the Planes to determine
the effect of the spell or ability. If you
are not using the Manual of the
Planes, use the rod of wonder effects
from the Dunceon MasTer's Guide
instead.) This wild magic effect applies
only to the target’s first attempt to
cast a spell or use a spell-like ability
during the duration of the effect; sub-
sequent artempts function normally. If
the target makes no such attempt
before the duration expires, there is
no effect.

Special: This feat can be taken mul-
tiple times. Each time you take it, it
applies fo a different weapon.

GITHZERAI ITEMS
The githzerai—particularly the gith-
attala—have designed a number of

Suppressing: A creature damaged by
a suppressing weapon must make a Will
saving throw (DC 22) or lose the bene-
fits of its spell resistance for 1 round.
The target’s spell resistance returns fo
normal on the following round.

Caster Level: 15th; Prerequisites:
Craft Magic Arms and Armor,
antimagic field; Market Price: +5 bonus.

New Specific Weapon

Githzerai monks have developed special
quarterstaffs that utilize the suppress-
ing quality (see above).

Quarterstaff of Law: This +2 lawful
suppressing quarterstaff is designed
specifically for use by the most power-
ful githzerai monks against the race’s
two archenemies, the slaadi of limbo,
and foes who attempt to invade their
homes. While wielding the weapon, the
user of a quarterstaff of law can pro-
duce an effect identical fo that of the
order's wrath spell (caster level 7th)
once per day and use defecr chaos, as
the spell, at will (caster level 1st).

Caster Level: 18th; Prerequisites:
Craft Magic Arms and Armor,
antimagic field, detect chaos, order’s
wrath, creator must be lawful; Market
Price: 278,300 gp; Cost to Create:

139,150 gp + 1,132 XP.

New Wondrous ltems

The wondrous items developed by the
githzerai are primarily designed to foil
the special abilities of their cousin-race,
the githyanki.

Amulet of Astral Projection: This sil-
very, prismatic pendant hangs from a
fine chain of adamantine. When the
command word is spoken, the amulet
projects its wearer and up fo eight
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other willing creatures of the wearer's
choice onfo the Astral Plane as if with
an astral projection spell. Using this
item takes its toll, however. Upon
returning from a frip to the Astral
Plane that was made with the amulet,
the user must make a successful Will
save (DC 23) or suffer 2d6 points of
Intelligence damage. (Creatures that
accompanied the wearer on the trip are
safe from this effect.) Amulers of astral
projection are quite rare, but githzerai
find them indispensable during sabotage
and scouting missions.

Caster Level: 17th; Prerequisites: Craft
Wondrous Item, astral projection: Market
Price: 320,320 gp; Cost to Create:
210,160 gp + 8.813 XP.

Extradimensional Anchor: This device
constantly radiates a dimensional anchor
effect in a 4o0-foot radius emanation.
Creatures on the same plane within this
area cannot use astral projection, blink.
dimension door, ethereal jaunt. ethereal-
ness, gate, maze, plane shift, shadow
walk, teleport and similar magic. This
property makes the item extremely valu-
able for fighting highly mobile opponents
such as githyanki.

Appearing as a glowing, green crys-
talline prism, an extradimensional anchor
is roughly 2 feet long and 8 inches in
diameter. It levitates 2 feet off the
ground af all times and floats along
within 2 feet of its owner, much like an
animated shield. The anchor cannot,
however, support any weight; any effect
that exerts more than 1 pound of force
on the anchor causes it to fall fo the
ground. The anchor continuously sheds
light equivalent to that of a torch.

By making a successful melee touch
aftack against the owner, an opponent
can take possession of an extradimen-
sional anchor. Such an action provokes
an attack of opportunity.

Each extradimensional anchor comes
with a shield—a fine, magically enhanced
mesh of mithral that, when draped over
the anchor, suppresses the dimensional
anchor effect. This shielding does not,
however, stop the item from floating.

Caster Level: 7th; Prerequisites: Craft
Wondrous Item, dimensional anchor;
Market Price: 112,000 gp; Cost to Create:
56,000 gp + 4,480 XP.

Bottled Limbo Items

These uniquely crafted wondrous items
can be created only in the Ever-
Changing Chaos of Limbo. Made from

the wild substance of which Limbo itself
is formed, such @ems vary wildly. Those
described below are bur a few examples
of such equipment.

Vials of Element-Dominant Limbo: A
vial of element-domsnant Limbo is a sin-
gle-use item that causes the area it
affects to mimic the traits of one of the
four elemental planes. Each vial has a
range increment of 10 fee. Some are
designed primarily for use as grenade-
like weapons: others are made fo be
detonated at the feet of their bearers
(see descriptions below!. An air- or
water-dominant wial can affect only one
creature; an earth- or fire-dominant
vial affects all creatures within one 5-
foot square.

Air-Dominant Vial: This bottle is
designed to be detonated at the feet of
its bearer, although it can also be
thrown at a targetr. {In the latter case,
the vial is treated 2s a grenadelike
weapon, and the wielder must make a
successful ranged rouch attack to hit.)
When the vial bursts, i grants one
creature (either the bearer or a targer
hit by the thrown wial. depending on
how it was used) the benefit of subjec-
tive directional grawity—that is, the
creature can decide in which direction
gravity pulls it and change that direction
at will. (See page g in the Manual of the
Planes for a full description of this
effect. If you don't use the Manual of
the Planes, treat this effect as though
the target were the subject of a fly
spell.) The affected creature also doesn’t
need to breathe and is immune fo the
effects of air-based spells or abilities
(such as an air elemental’s whirlwind
power or a confrol winds spell). All of
these effects last for 10 minutes.

Caster Levek: 13th: Prerequisites:
Craft Wondrous ltem, freedom of move-
ment, reverse gravity: Market Price:
5,600 gp; Cost to Create: 2,800 gp +
224 XP.

Earth-Dominant Vial: This potent vial,
designed for use as 2 grenadelike
weapon, brings the suffocating power of
earth to bear on a single target. Any
creature hit by such a vial must make a
successful Reflex save (DC 18) or be
encased in a 5-foot cube of solid earth.
Success indicates that the targef is
pushed info a 5-foot square adjacent to
the cube (target’s choice) rather than
being encased. but the victim still takes
4d6 points of damage in the process. A
Large creature or 2 creature with a



facing larger than 5-feet by 5-feet
automatically succeeds at the save. A
Medium-size or smaller creature
encased in such a cube is helpless
(although it has 100% concealment),
takes 6d6 points of damage, and has
no air to breathe; thus it begins 1o suf-
focate unless it has a means of avoid-
ing that result. (See Suffocation in
Chapter 3 of the DUNGEON MASTER'S
Guide for details.) Creatures that do
not need fo breathe still take damage
from the effect. The earthen cube has
hardness 5 and 6o hit points.
Destroying it frees the creature
trapped within,

Caster Level: 13th; Prerequisites:
Craft Wondrous Item, polymorph other,
wall of stone; Market Price: 5,026 gp:
Cost to Create: 2,513 gp + 202 XP.

Fire-Dominant Vial: Like the earth-
dominant vial, this item is also designed
for use as a thrown weapon.
Predictably, it explodes in a great gout
of flame on impact. The target must
make a successful Reflex save (DC 18)
or be covered with a viscous flaming
substance known as liquid fire. This
goo deals 6d6 points of fire damage on
impact and continues to burn for 3
rounds thereafter, dealing 1d6 points of
fire damage per round. In addition, the
liquid fire ignites any flammable mate-
rials the target is carrying, and any
metal carried or worn by the target is
affected as though by a heat meral
spell. (This latter effect lasts for the
normal 7-round duration of that spell,
even though the target stops taking
damage from the liquid after 3 rounds.)
On a successful saving throw, the tar-
get takes half damage from the fire and
all other effects of the fire-dominant
vial are negated.

Although it is akin to alchemist’s fire,
liquid fire is magical and cannot be
scraped off or otherwise neutralized.
Dispel magic, however, works normally
on it.

Caster Level: 13th; Prerequisites:
Craft Wondrous Item, fireball, heat
metal: Market Price: 1,225 gp; Cost to
Create: 613 gp + 49 XP.

Water-Dominant Vial: Like the air-
dominant vial, this item is intended to
benefit the bearer. It can either be det-
onated at the bearer’s feet or thrown
at a target. (In the latter case, the vial
is treated as a grenadelike weapon, and
the wielder must make a successful
ranged touch attack to hit.) When the

vial bursts, it grants one creature
(either the bearer or a target hit by the
thrown vial, depending on how it was
used) the benefits of a water breathing
spell, a freedom of movement spell,
and an air walk spell. The target also
gains a swim speed equal to its normal
speed. Finally, at any time during the
duration of these effects (maximum 10
minutes; see below), the subject can
vomit forth a 5-foot-wide line of water
30 feet long that deals 5d8 points of
damage (Reflex DC 18 half) to every
creature in its area. The use of this
breath weapon insfantly ends all of the
vial's effects. Otherwise, the benefits
last for 10 minutes.

Caster Level: 13th; Prerequisites:
Craft Wondrous ltem, air walk, freedom
of movement, water breathing; Market
Price: 4,012 gp; Cost to Creafe: 2,006
gp + 160 XP.

CREATURES

A few githzerai realized long ago that
certain natives of Limbo might prove
1o be useful allies. Although many of
the lawful githzerai scoffed af the
notion that they might need aid, others
found merit in the idea. One early
scouting party encountered the
gormeel slaadi, and a long-term alliance
was born. Many githzerai communities
now house at least a handful of their
slaadi parters.

Large Outsider (Lawful)

Hit Dice: 13d8+78 (136 hp)

Initiative: +2

Speed: 4o fi., fly 6o fi. (average)

AC: 26 (-1 size, +2 Dex, +15 natural),
touch n, flat-footed 24

Attacks: Bite +20 melee, 2 claws +17
melee

Damage: Bite 2d8+7, claw 1d6+3

Face/Reach: 5 ft. by 10 fi./10 ft.

Special Attacks: Breath weapon, spell-
like abilities, trample

Special Qualities: Alternate form, DR
15/+1, elemental affinity, fast healing
4, outsider traits, scent

Saves: Fort +14, Ref +10, Will +n

Abilities: Str 25, Dex 14, Con 22, Int 13,
Wis 16, Cha 17

Skills: Balance +13, Bluff +1g,
Concentration +22, Disguise +13,
Knowledge (the planes) +17, Listen
+21, Search +17, Spot +21

Feats: Aleriness, Multiattack, Power
Attack, Weapon Focus (bite)

WE'VE

TAKEN HUNDREDS

OF FEATS from dozens of

books and compiled them into

one location. Adding over 200
NEW FEATS and correcting existing
ones, this giant compendium is
everything you'll ever need on the

topic. From background, general,
spellcasting, to even infernal feats,
this book covers it all and brings
your d20 System™ campaign to life.
Arrives in stores this March.
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Climate/Terrain: Any land and under-
ground (Limbo)

Organization: Solitary, pair, gang (3-5),
or pack (6-10)

Challenge Rating: 10

Treasure: Standard

Alignment: Always lawful neutral

Advancement: 14-26 HD (Large); 22-39
HD (Huge)

A fluke breed of slaadi born from the
spawning stone, the gormeel are
mutants that slipped beneath the notice
of Ssendam and Ygorl, the slaad lords
of Limbo. Naturally lawful, they take
particular pleasure in battling their
slaadi cousins, reveling in the destruc-
tion of these chaofic natives of Limbo.
For their part, other slaadi are equally
fond of destroying any gormeel that
they can find. Gormeel exemplify one
of the strangest aspects of true chaos:
In a completely random environment,
even lawful behavior is a possiblity.

In its natural form, a gormeel resem-
bles a massive, four-legged reptile, with
skin varying in color from gray-green
to purple. Although its forelegs resem-
ble the knuckled, curled-under hands of
an ape, the creature walks exclusively
on all fours. The head of a gormeel
resembles that of a massive lizard,
including bony ridges over the eyes and
rows of razor-sharp teeth. A gormeel
has no wings, so it must rely on its nat-
ural buoyancy to stay aloft while flying.

Gormeel usually exhibit the serious
demeanor of their githzerai allies, but
occasionally their chaotic heritage
seeps through. Some gormeel have
even been known to play occasional
practical jokes. Gormeel often serve the
githzerai as mounts in combat, carrying
their allies into battle bareback or in
small, howdahlike baskets strapped to
their backs.

Combat

The gormeel is an infelligent combatant
that can fight equally well on land or in
the air. It always tries to use ifs breath
weapon and spell-like abilities to best
effect before closing to melee. In close
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EFFECT OF BREATH WEAPON
8d6 points of electricity damage

6d8 points of acid damage

sdio points of fire damage

10d4 points of cold damage

combat, it rears back on its bowed hind
legs and uncurls ifs front toes to reveal
long, crescent-shaped tfalons, with
which it lashes out at foes between
snaps of its wicked jaws.

Gormeels often alter their tactics to
accommodate the wishes of their githz-
erai allies or because the situation
demands a different strategy. They fre-
quently use their alternate form abilities
to appear as githzerai, revealing their
true, terrifying forms only after battle
has been joined.

Trample (Ex): As a standard action
during its turn each round, a gormeel
can trample oppenents at least one size
category smaller than itself. This attack
deals 1d8+10 points of bludgeoning
damage. A trampled opponent can
attempt either an attack of opportunity
at a -4 penalty or a Reflex save (DC
23) for half damage.

Alternate Form (Su): A gormeel can
shift between its natural form and that
of a githzerai at will, and it can remain
in githzerai form indefinitely. This ability
is otherwise similar to a polymorph self
spell (caster level gth). In its githzerai
form, the creature can use weapons
and other equipment meant for
humanoids. This ability allows gormeels
in the company of gith-attala to travel
incognito. Thus, many who have
encountered githzerai have also met

NATURALLY LAOFEL. ThE SORMECL TAKC
PARTICELAR PLCASERC Il BATTLINS
THCIR $LAADI COUSIILS.

Breath Weapon (Su): Once every 1d4
rounds, a gormeel can spew forth a
30-foot cone of raw Limbo material.
Any creature caught within its area is
subject to some of the effects of
uncontrolled Limbo. Roll 1d4 and consult
the table below to determine which ele-
ment is dominant at the time.

Any creature caught within the
breath weapon’s area takes the dam-
age that corresponds to the dominant
element on the table above (Reflex DC
22 half). In addition, a spellcaster who
fails his saving throw must make a
successful caster level check (DC 15 +
spell level) for each spell cast within 1
round of exposure. If the check fails,
consult Table 1-1: Wild Magic Effects in
the Manual of the Planes for the
results of the spell. (If you're not using
the Manual of the Planes, use the rod
of wonder effects from Chapter 8 of
the DUNGEON MASTER's Guide instead.)
A successful save negates this wild
magic effect.

Spell-Like Abilities: At will—detect
chaos, detect magic, dispel chaos, pro-
tection from chaos, see invisibility;
3/day—confusion, dimension door,
order’s wrath; 1/day—freedom of move-
ment, mislead, wo