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GAME ROOM

i Whrrm's Turn
Hald ofto yaur hatst Matt talks
ahout creating campaign weorlds.

g Scake Makl
QOur readers discuss dragons,
each other, and what we meaan
by Bracon Unleashed!”

O THE COVER

Howard Lyon shines some light
an the stealthy and sinister
Dark Ornes.

FiJRES

Fed Shagow's € t‘t""
See the !ughr on the Plane of
Shadow: Balefire, City of

Lanterns,:
33 ‘Whao's fraid of the Darid

Give your players (or af least
their characters) lygophohia with
these handy fricks,

30 Ecology o the Dark Ones
Dark ones have always bean
an enigma ., , unfil now.
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Collabarative Campalan
eiiiding

Put your players” idle hands to
wark in your workshop.

Shady Characters

Be a shadow of your Former self
with: these shadow-themed
classes.

stiicon Sorcery. |

“Patent Potables for 1ooo gp
please, Alex” Shadows of
Uindrentide’s poisen enhancers
put characters in jeopardy.

Sneaky Steaithy,
and Stylizh
Stutf for the skill-using ser,

Lord of Darkness

The horror! The horror! Find the
heart of darkness in the dread
god, Erebus.

Patierns of Shadow

and ilght

Show off how bright you are!
Drazzle your dim oppenents
with these spells of shimmer
and shade,

g8

The Heroes of the War of
the Spider Queen, Part 3
The third and final installment of
Richard Baker’s in-depth look
into the characrers of the
popular novel series.

Elminster's Giige
Meed-a dragon to slay? These

map merchants can show you

the sy

pBiether Hounds of
Kiaransales

Those who can't elude these
feral fiends join their deathless

hunt.

Beathstalicars of Bhaat
s the god of murder dead? His
clerics don't think so.

COMICS

B2 Zogonia
53 Dork Tower
52 Modwick

WIZARDS WORKSHOP

P65 Dumgeoncrait
Abbott and Costello, Laurel and
Hardy, Lidda and Krusk. Why
pairing up your NECs make them
better than the sum of their parts.

163 Dii's Toolbox
Haw to figure our what players
want when they don't tell you,

04 Sage Advice
Just how smart is-your characrer?
The Sage reveals this and more!

G Advertdser Index
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WYRM'S TURN

FROM THE EDITOR

IN THE BEGINNING THERE WAS DARKNESS

Likrs a lot of DEAD players, ['m tinkering with an idea for a new carmpaian world. And

like: marty new campaign worlds, my idea for a fantasy setting had its genesis in

frustrafion with the settings available. I's not that | don’r like the published serings,
I'm a diehard Forsorren Reaurs fan, and | find Eserron infriguing. | also love the older
seffings like SrecLaamer, Kara-Tur, Raveniort, and Au-Claom. The trouble | currently
find myself having with all of these seffings is two-fold: darkvision and monsters,

The monster problem is this; Most settings are largely sefiled and hold fittls room
for all the mansters thar make D&ID so much fun, Thus, in the campaign Im building,
various mansters rule much of the world, There's a labyrinthing city-state conrrolled
by minotaurs, a gloem-shrouded forest-nation that owes allegiance to dark Nagas, 4
kingdom lorded over by a great wyrm blue dragon and an incestuous dynasty of
half-dragon sorcerers, and so on. It might nof be everyone's ideal adventuring
grounds, but it sounds like a fun campaign to me,

The darkevision problem proves trickier, | like the idea of adventurers delving into
dungeons with torches and lanterns held high. It's a little detail thar provides a lof of
the sense of adventure | like to have when running a game or playing in one. Yet in
mast games I've played in, darkness rarely affects play, Someone in the party has
darkvision or casts a g spell, and everyone forgers that not every PC can see or
that the light scurce has a limited range. Players remember their torches only when
they need fo sel something on fire,

| could be more diligent about vision when | DM my campaign, but I'd rather not
describe each dungeon room differently for the human with a candle, the elf with
Sue No Evil low-light vision, and the half-orc with darkvision. It becomes even more bothersome
E:fh::'d'a”"l Tresca to worry about such things during combat when light sources are moving about and

: when all the players can see the map and miniatures. | could remove low-light wision
and darkvision from the Flayer’s Handbook races, but those benefits provide for play
balance, and players expect them when they make characters of those races,

Instead, | plan to limit the PG races to those without darkvision or low-light vision,
making other PC races rare. distant, or nonexistent. That leaves halflings, humans, and
-+~ well, not much. Of the creatures in the Monster Manual only halflings, lizardfolk,
and locathah lack some extraordinary ability to see in shadowy or dark conditions, |
like: the idea of lizardfolk PCs. Although lizardfolk have racial Hit Dice and a level
adjustment, the players can use the monster class progression provided in “Children
of Ka" from Oragow 318, Locathah won't work because they're aguatic, and | don'r
want fo accommodate water-breathing PCs. That leaves me with three PO races,

The preponderance of see-in-the-dark monsters in DED (and 1he lack of such
creafures as PC races in my campaign) makes using the DM advice in this issue's
el - “Wha's Afraid of the Dark” easy to employ, buf the lack of race options might dis-
dania courage some players. | plan to sobve that by letting them help design the campaign,
a tactic inspired by this issue’s “Collaborative Campaign Building”

OF course, F'm still a long way from having a whole setting m which to run games. To
make my campaign world, Il check our the campaign-creation advice soon fo be pub-
lished in Demvccon lin-issus g and beyend), incorporate the ideas and feadback from
potential players, steal berally from published setfings, borrow ideas from novels I've
read and electronic games ['ve played, and then [l put it all together—or not,

Like a lor of DEID players, I'm prone 1o creating new campaigns at the drop of a
hat. My grim, dark-fantasy world where monsters rule massive city-states might not
see the light of day, but it's fun to tinker with and a joy to talk about with others. Like
compulsively making new PCs, creating new worlds for DEMD games is a hobby
within the hobby, providing yet another reason to love this game.

Il certainly tinker more with my campaign idea, though. Of the campaign plans
I've made, it's my favorite, and | .., hang on— hear a hat dropping,

Marthew Sernett
Editor-im-Chief

foreuire about subsceiptons, emad subscriptiensapaira.com er cal lgEgl 28g-nofio. Suheerbe anline of preecem sl savn S For cUIGMEr SHvics soneeris, amail
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SCALE MAIL

READERS TALK BACK

COLORFUL DRAGONS, UNLEASHING
DRAGONS, AND DRAGON BIRTHDAYS

COLOR ME EVIL
| am a regular subscriber to Dragon
and have been collecting as many of
the grd edition and revised edirion
issues as | can, | received my Dracow
#320 in the mailbox yesterday, and |
was averjoyed and disappointed at the
same time. | have been waiting with
bated breath for dragons as PC
progressions, and | was pleased with
finally having the merallic dragon
progressions, Yer where are the
chromatics? |'d love to play a
chromatic dragon attempting to come
to terms with his narure, Can | expect
to see these in @ web enhancement or
in a future issue? | kind of felr like you
told only half the stary in the article,
Michael Magnus Wilson
Address withheld

Thanks for subscribing, Michael, If vou
need halp collecting old issues, please
check the back fssues section of our
website (www.paizo.com,” backissues)
for the (ssues you're missing.

As vou can tell From the article,
wiriting up all the chromatic dragons
in additton to the merallic dragons
would have occupied a larse portion
of the magazine. Thus, we chose fo
focus on the good dragons, as it
seemed that more DMs would alfow 2
good dragon 1o adventure in their
campalens. Assistant Editor Mike
MeArtor-did a fantastic job with the
article vou mentioned, and he might
be enticed to write up the chromartic
dragons as well we're just waiting ro
see if there’s enough inferest, If you'd
fike to see the chromatic dragons in
monster class format, send an email
fo scalemailizpaizo.com.

UMLEASHED?

Okay, spill it! What the heck do you
mean when you say Oracow is going
ro be “unleashed?” I you care ahout
my opinich, please remove the fiction.

suksermiions amail subscnplionsa paizeem or call Lgas) 28p-onio, Subscrbe enire ar poizocam ond save §0 Fer
sial cancerns ezl scalemaila vpaizo.cem. Letiers reprocliced i
rtruints -and the solunn o arars received] indridusl respenses ore ot obways prasitle,

 Phir i lg:]a I'es

Instead, please put in more
“Dungeoncraft,” “The Play's rhe
Thing," "Elminster's Guide to the
Realms," "Silicon Sorcery,” and just
more Fluff and crunch, Also, can vau
put in classes for the evil dragons like
you did with the good ones in issue
#3207 Keep up the good waork,
Btaysom
Address withheld

Mext issue, voull see a few changes fo
Dracon, if wou check ouwt Dunceon i,
youll see some changes there as weall
The first thing vou'll probably notice is
that the logos have changed o be more
readabie and newsstand-friendly, We're
afso giving Dracon & new interior
design, Youll sss some new columns
ang new names for ofd columns. Some
Drd-only articles are maving to
Dungeen, whersas Dracon wil offer
more utiity fo plavers than ( has
before. Dracon Js still going to be a
Di's go-to source for affl kinds of
D& content, but every (ssue will be
loaged with stuff every DEHD plaver
can use and enjov. { don'’t have room ro
spill the beans about everyvihing, but
You can check out our rnew writers'
guidelines at www.paizo.com/dragon
for maore hints abour what youll see in
the pext issue and these bevond,

WELCOME WINDS OF CHANGE
In regards to Matthew Sernett's
comments on the nature of gaming in
Wyrm's Turn,” | must totally agree,
My love of fantasy developed Further
with exposure to DD, but it was
there long before. Bverything must at
some point change or become stale
and boring. | was very much against
ard edition until, after much-arm-
twisting, | finally gave in and made a
character. The revised edition again
gave me pause, bul | was a little more
open-minded because | could sae
some of the problems with 5.0,

AMGmAr SOrvice CONCETTs, el
lsa et bar clariry 1r|IIr~r |I Al Feriers




The lang-winded point Fra teying 1o
make is that change artracts new
people, new ideas, and denerally
creates growih all around. For those
critics of Dracon who constantly
complain about content—rtoo much
this, not enough rhat, and so on—look
closely and vou will see the variery
that Dsaaow offers from menth to
month, 3o congrafs to all on another
excellent issue, and keep 'em coming!

Jason Rekker
Address withheld

DO YOU HAVE ANY
REFEREMCES?
Afrer reading "Scale Mail” in issue
#3220, | find mysell exiremely
annoyed at the person who wrote the
"Mot Playing Miche™ letter. Tony
assumes fthal arficles have o be aboul
things that occur frequently in a
campaign to be useful. My DM [she
also has a subscription fo De4gow] ran
an adweniure using the pirate
information frem that issue, and it
was one of the more memorable
faming sessions my group has had in
a long time. Also, the compsognathus
from that issue proved to be the
perfect Familiar for my wild elf
soreerer. He also stares that the
comics in that particular izsue were
excessive, bur he fails fo consider
that six pages out of one hundred and
eight is only about five percent of the
issue—not to mention the fact that it
was the April issue and therefore had
many more camics than usual.
However, | have a complaint about
issug #g20; Namely, all the references
to the raconomicon. In “Fostered
Dragons.” there were (wo references
to rules in the Oraconomicon without
reprinting the rules they referenced
lcanvincing a wyrmling to allow iself
to be fostered and convincing it ro be
a cohort), and M'm sure that there are
some | missed. Mow, while | normally
don't have a problem with articles that
are based on rules in a specific
product, | siill expect you 1o make sure
that the articles you print are useful
for those who don't own that product.
Owverall, yvou do a wonderful job. |
love the magazine, and the rest of rhe
issue was a wonderful read.

Ben Casner
Addrass withheld

Sarry about that, Ban, We try fo
avoid referencing rules from books
other than the three core rufehoofks,
Bt sometimes is unavoldable,
Heprinting those particular rufes from
the Draconomicon wow'd fave taken
up foa much space in the magazine,
bt it seemed we would be remiss iF
we didn't mention that Wizards of the
Coast has devised special rules for
that Interacition,

MNEVER STOP DREAMING
| don't think this is a typical letter to
the ediror. | want ro know what jobs
are available in the world of Dunceons
&t Dracons? I'm a typical 20-
somerhing who has no idea what he
wants to da with the resr of his life.
I've searched and searched, and the
only thing I've Tound that never fails
to bring me joy {and occupy most of
my spare time) is DEtD. | was just
curicus it thers was any need to
explore the roleplaying realm for a
career, or am | just living in a dream?
Keith Vaughn
Address withheld

I'd say that folks in the indusiry are
living the dream, hut without a doubt,
game production is an ingustry, Thera
are hundreds if not thousands of
differant kinds of jobs that halp D& 0
and other games come fo lght,
Besides authors, editors, and artists,
there are graphic dasigners, graphic
artists, sculptors, sales directors,
brand managers, marketing directors,
public refations managers,
distributors, ad sales reps, web
directors, technical support, customer
support=the fist goes on and on,

The key fo attaining a job in the
game indusiry s using the same
strategy vou would to ger a job in any
ather industry. Know vour interests,
know your skills, gain the education
vou need, gef the right expearience,
have a good artitude, and keep
plugaing away at it until you prevail
The fmpartant thing is fo have a goal
Think about what position in the
industry suits your skills and interests.
If vou don't have the right skills or
axperiance for the fob you want, make
getting thase skills or that experience
yaur gagl

IF you're interested in writing
Dumcrons & Dragons products, there's
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no befter way to get your fool in the
door than writing for Dracon or
Dungeon, Just ask Frank Brunner or
Stave Schubert, voull see products
from Wizards of the Coast with their
names on them sometime soon,
Authars whao consistently do good
work for the magazines atiract inferest
from Wizards of the Coast, and we
someatimes recommend authors when
thev're loaking for freclancers. IF you
want fo write for the magazines, check
out the magazine's writers” guidelines
at www.paizo.com/dragon and
www.palzo.com/dungeon. Good luck!

POSTER CHILD FOR DE&D
The zoth anniversary issue was great!
The article that presented dragons as
PCs without level adjustments is great
maferial for DM who want o run a
CouwciL oF WyrMs campaign. Also, the
short story setin ForcoTTEN REatms by
Richard Lee Byers was enjoyable.
Howewver, the real reason I'm writing
vou folks is the wondarful two-page
artwaork by Todd Lockwood, 've gof o
have it as a poster for my game room!
s there any chance of that happening?
Dean Siemsen
Address withheld

it’s funny vou showld ask that.
Wizards of the Coast is reproducing
the Image as high-end art prints fo
Live away at the Epic Leve! D&D
Farty celebrating the 3oth
anniversary of D& ar Gen Con, OF
course, Gen Con is this month, so if
you haven't made fravel plans
already, your fest bet might be eBay.

MOMSTER MASH

There's an Oriental campaign seting,
a Mesoamerican campaign setting
{Maznical, a plane-traveling campaign
sefting (PLanescape), and even an
undead PC campaign serting
(GHoaTwaLk). So why hasn't anyone
botherad fo create a setting where
agres can run banks and minataurs
can run for president? All Savace
Specizs has are a few lame
suggesiions on haw monsters might fil
into a campaign. | have been looking
for ages for a setting where, by law,
medusas must wear special masks,
where minotaurs get their horns
trimmed for security concerns, and

Tovingairn. soour subsceiprons, email subseripronsapaizncem or coll (gaa) sBg-oedio, Subsoribe cnire ar paizagam and save S For coseamer gereion cancerns, smai
custamerservaddpaizo.eom, To contact (i abour editorinl concerns. email scalemaileepaizocom. Lorters reproduced in rhe magazire may ke edived for slaing and leegibe Bl-enes
mustineluce yeur il mame and bome i Doe o fime censrrings and the solume of fetters receised, individus responses are rob alsays aosioke
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where giants need special
accommadations and can only go into
buildings that are “giant accessible.”
Instead, work gers started on a brand
new setting that, although interesting,
does nothing groundbreaking. Eserron
migtht combine things from other
worlds, but it deesn’t really have a
new feature (like GrosTwalk's play-
while-dead featurel. Why couldn’t
Wizards of the Ceasl star! work on
the setting | expected to see in
Savage Spacies?
lzaac Brooks
Address withheld

Becausa yuan-ii wouwld rule the world, and
then it would be a pretty boring place.

fioira seriously, | wouldn’t say that
Ereigon does nothing groundbreaking
or doesn’t have new features. In fact,
it has five monster nations: the
goblinoin-ruled land of Darguun, the
orc-inhabited Shadow Marches, the
Nzardfolt fands of Qbarra, the
rakshasa- and night hag-haunted
Demon Wastes, and the country of
Oroaarn, which is ruled by hags and
inhabited by alf mannar of monsters.
Alsg, Lrernon plays a lof looser with
afignments than any other setting
{such as good chromatic dragons and
evil meraflic ones), and even human
cities are fome fo some goblinoids
and orcs.

! wasn't entirely kidding abaut the
yuan-1, though. Check our the menital
stats for halfblocds and abominations.
Remember that those stats are for
average yuan-iil @

L

% Kingdomny Gaunyes
This issue’s
Riddle:

A pentle bend arching back,
To a single braid
Who'd expect this praceful mai
To ply such a deadly mrade?

Gt 8 new riddie ach week in
yaur email Sign up at:
riddibles cloudk ingsbom. com

Find tho nddle arswer in per other ad i ihis e

Need 50meﬂ}mg
more thap
“String or nothing™?

Riddle Books

FEach Riddle Book contains 75-80
riddles for use in role playing games
or to chalIf:ngc }fou and your friends.

Need a hreak
from
Hach &a blﬂf)h?

Riddle Rooms

Riddle Rooms are riddles and puzzles
presented as rooms that can be added
to any dungeon or adventure. Each
room has one or more illustrations,
Can be used w1ﬂ1 dn}' ayatem

For more riddles and games visit us at
www.cloudkingdom,com




by Phillip Larwood
illustrated by Ashley Wood &
Robert Lazzarett]
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BALEFIRE

nls Fineries 1%, The Lt
BALEFIRE,

THE CITY OF LANTERNS
Balefire is ane of the Few cities the Flane
of Shadow can exclusively call s own,

Balefire (Large Town): Mongtandard;
AL N; 5000 gplimit; Assers G3.000
o Popalation g2z 7 Imegrated (human
qa¥, drow go%e, shadar-kai® 155, mind
Flanger 7%, dark one® %, duergar 25,
other 2%, " These-crearres can be
feund i the Flend Folio)

Authority Figures: Furothil {NE
male drow ok wizard 18], Suprame
Dverseer of Balefire: Vargikd Kartath
ILM male human Fighter 12}, Commander
of the City Warch; Zaleid (LE male tief-
ling wizard 130, Grand Master of the
Shadowerafters,

Important Figures: Milluefar (LE male
drow wizard nb, Xurothil's apprenrice;
Sadrinel Thillonithar \CG - Female elf
rogua 12 owner of Sadrinals Fineries;
Rhinashal tM fernale shadar-8al ranger
BY head of the bescon moth breeders;
Memath Zarlinn (MG male human wizard
71, part gwner of the Purple Lantern
Tavern, Albara Starmbamimer (LN female
dwarf fightar 6], part awner of the
Purple Lantern Tavern; Hulkurn (CE male
hurman regue 4/ sercerer 41, owner of
the Emerald Kiss: Snorrak (M male lizard-
falk fighrer 31, famous lanrerneer.

HISTORY

Thousands of years ago, a terrible war
destroyad the drow city of Xanathalon.
While maost of the drow were killed,
a young drow shadewdancer named
Mcora=Shiin escaped. Acora-Shiln fled
1o the Flane of Shadow with a small
contingent of fallowers and apprentices
and founded a college there fo teach
athers what he knew. Owver the yvears,
the college grew in size, and other build-
ings were builft around it to cater o the
sfudents living wirhin, Lajandra, a gnome
artisan-and wizard of some skill. owned
one of these early buildings and from
il sold a variery of magic and mun-
dane lanterns. Lajandra’s lanterns soon
became famous throughout the Plane
of Shadow, and several shadowdanc-
ers were drawn to take up the cralt.
Lajandra took several apprentices, each
eventually earning the fitle of lanferneer,
Hundreds of vears passed and
the growing town became known as
Balefire. Lajandra’s legacy was evident
in the thousands of magic lanterns that
lit the town's streets, Unfortunately, the
light generated by the city awakenad
the nightcrawlers in the nearby canyon,
and as one they descended on Balefire
like a wave of darkness. Acora-Shiin

and countless others died in the result-
ing battle, bur a powerful drow wizard
named Xurothil saved the city.

Ire the: aftermath, Xurothil appointed
himmzelf Balefire's ruler and reconsirucred
the ruined college as a haven for spell-
casters wanting to study the Plane of
Shadow, renaming it Shadowcrafters
Hall, Mearwhile, 1o better guard the city
they defended, the Lanterneers built the
Citadel of Lanferns, a fowering spire,
half fortress and half craftsman's hall,
From their new seat of influence, the
Lanterneers sef about relighting the city,

Along with surprising growih, this
period of the city's reconstruction
saw the first appearance of Balefire’s
signature mounts, beacon maths, cre-
ared by a talentad young wizard named
Milluefar, Upen infroducing the crea-
tures 1o the city, he gained considerable
fame and a place as Xurothil's appren-
tice, a position likely to hold rule of
Balefire in its future if he outlives his
seemingly ageless masier.

In the century since its near destruc-
tion, ‘hordes of nightcrawlers and
undead from Nighrcrawler Canvon
have attacked Balefire again and again.
Altheugh damaged buildings are con-
tinually rebuilt, the psyches of the ciry's
residents have been scarred:
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Balefire is laid out in a haphazard pat-
tern, its tall buildings decorated with
Howing cornices, ornate pillars, and
monsirous statues resembling denizens
of the Plane of Shadow. The most
intimidating of these grim towers is
ungquestionably Shadowcrafters Hall,

a blot of darkness amid the glowing
lights of the city. From this edifice

of stone and adamantine the bulk of
the city's considerable magic frade
takes place, and the Shadowcrafters
(wizards and sorcerers specializing in
darkness- and shadow-related spells)
create the wondrous and unique magic
iterns for which the city is famous.
Mear Shadowcrafters Hall, the tower
of Xurothil the Overseer overlooks the
city. This slender structure rises like a
twisting serpent from the ground, lit by
eerie, circling orbs of blue flame. Within
the tower, Xurothil safeguards the

cily againzt dangers from the Plana of
Shadow and beyond, all the while per-
forming his own mysferious research.

The Citadel of Lanferns is an elegant
building of stained glass and shadow-
stuff on the opposite side of the city
from Shadowcrafters Hall. From here,
the Lanterneers toil with a passion
few can understarid, building lanterns
of every size, shape, and color as
they optimistically iy to stave off
the encroaching darkness. They are
also responsible for creafing numer-
ous kinds of magic lanterns, inchding
Lajandra’s fanterns.

Mot far from the center of Balefire
stands the Purple Lantern Tavern, a fall
building with an arched roof of wiolet
slate and large amethyst windows. Dozens
of giant mauve lanterns constantly lumi-
nate what most consider the best inn in
the city. Managed by a group of former
adventurers, it is no surprise that the
Purple Lantern is a popular watering hole
for travelers from across the planes,

Balefire's moth trainers rear and
frain the city's beacon moths from
a squat building on the edge of
Nightcrawler Canyon. The moth breed-
ers and frainers are extremely skilled
at their trades, and their moths are in
constant demand by both citizens and
members of the Ciry Warch. Across
from this building is the Gloomwood, a
dense woodland where the caterpillar
forms of the beacon moths feed and
grow before weaving their cocoons.,
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Ity the heart af the city, Sadrinal's
Fineries stands oul as a refuge of
culture and high fashion, Owned by
Sadrinal Thillanithar; a sassy female
elf, the shop sells the finest clothing
and rumors money can buy, Another
establishment with a fine name, buf a
shady reputation, is the Emerald Kiss.
Here, sinister cusiomers can hire
mercenaries, ather less reputabla ser-
vices, and all manner of juicy infor
mation, An obese sorcerer named
Hulkurn owns the Emerald Kiss, and
hig smell is legendary.

CITY LIFE

The almest claustrophebic gloom that
permeates the Plane of Shadow is

the most prominent Feature of life

in Balefire. Even with the presence
af 5o many lanterns, the shadows in
Balefire are lorger than they should
bie and seem to writhe away from the
light. In general, visitors and residents
cluster in the light provided by the
city's countless magic lanierns or
carry their own light sources. Matives
of the plane and visiters from simi-
larly dark places tend 1o cling fo the
amingus shadows instead.

Mighicrawler Canyon presents
another grim facel of life in Balefire
Unlike the shadows of the plane, the
canyon presents a very fangible threat
ta the safery of the city, one thal every
resident is aware of. At least twice a
year, a nightcrawler or two rises from
the camyon with a horde of undead to
menace the city. Mormally the undead
are kept at bay by the lantarns, but
sametimes they attack, and the City
Watch, Lanternaers, and Shadowcrafters
join forces to destroy them.

Residents of Balefire are a fatalistic
tot, but they have a sirong sense of
community despite their differences.
Thie nervous edge the residents have
ig released in imprempru celebrations
every time a nighterawler attack is
averted, It is a custem: among many in
the city to place bets predicting attacks,
and coins are clandestinely exchanged
during the parties that follow a night-
crawler's desrruction, The City ‘Watch
frowns on such betiing, but this does
nat stop it from happening.

When not celebrating, the residents
of Balefire quietly go aboul their lives,
This normally involves catering 1o the
needs of travelers passing through the

LAJANDRATS LANTERN

O oF-the first magic: lanterns craated

by Lajardra; and thereafer copied by

her apprentices, Lajandra s lanfiern is a
Eoe-zhaped iron lantern of unassuming
appearance, Thalantern can be used-and
fusbed like a normal Lintern, but it can also
Burm magic poficns, alls, elizirs, or int-
ments, When such items are poured into
the lantern, and fi s it the magic liguids
are immediately desiroved but the lptern's
flamne produces 3 gow like rhar created by
the dasfetiespell. In addition 1o the normal
effect of the spell, incorporeal creatures
meust make: a: DCag Will zave to enteran
area illaminated by this light. Those incoe-
poreal craatures that succead may move
thraugh the light's radius, but suffera -4
perally on-attacks, saves, and checks while
in the area. Light from a L asmdra s fanfarn
has & Bo-foel-radius [3o-feot-radius o

e Prang af Shadow), 1S light and magic is
blacked by any substence o structure that
hiacks normal light, and its magic and light
last For @ number of hours equal 1o the
goldrpivee value of the magic fiquid fueling
it-As such,-a poriomal cure leht wonds
used 1o Hehr & Latandra’s lantern keeps it it
for s hours, white s Full jar of Kecefiom s

aintment provides fuel for 4,000 hours. A
Lagandra s fanters can be blown out as a
nermal edern, requiting i 1o be refusled
and relii before o again produces ils magic
effacis. While @5 undir, the lanrern does
fied burn fuel, cither mundane or magical,

Fairt: Abjuration; CL 51h; Crafr
Waondrogs trem, maghe clrole againss e
Frice oooo gp; Weight o b,

city and scholars sfudying the myster-
ies of the Plane of Shadow, both using
the city as a relatively safe beachhead
for Further exploifs.

Balefire has gained a repufation as
a place whers magic can be boughi
and sold ar bargain prices, a qual-
ity thar attracts a sizable number of
black marketers dealing in the arcana
arts, OF course, even these secretive
dealers have to do business with the
Shadoweralters, who monopolize the
creation of most magic items in the city,

VISITORS HTID
CITIZENS

Before visitors can enter Balefire, the
City Watch employs various means

of magical derection fo deferming a
creature’s race, gender, and-alignmeni,
A5 a rule, fiends, destructive monsters,



and most undead are banned from

entering the city: Exceptions are rare
but have been made From time to fime,
either ar the reguest of some powerful
city authority or when it seems more
harm will come from trying to deny
the visitor enfrance than from merely
allowing it in,

When vigitors are allowed entry, they
are given an arcane mark, a magical far-
too that glows with bright blue light. It is
an offense to remove the mark and any
attempt to deface or erase one, such as
with an erase spell, resulis: in immedi-
ate banishment From the city if caught.
While it might be possible to remove the
arcare mark and move around the cify
magically disguised or by using other
means, the watch is surprisingly canny
in detecting such offences,

Afrer spending a vear in the city,
anyene wanling fo become a citizen
must travel to Xurothil's tower and sign
the Book of Census. Comman lore holds
that the book possesses extremely
powerful magic. Citizens do not speak
apenly about their fime in the rower
or about 1he book, but a few petition-
ing fo become citizens never return
from the tower or swiftly leave the ity
aiter their experience. Upon becom-

ing permanent residents of the town,
new citizens may join the ranks of the
Shadowcrafters or Lanterneers.

GLILOS A5
FRLCTIOINS

The Shadowcrafters are the richest
and mast influential group in Balefire.
From within Shadowcrafrer's Hall, they
direct the research and construction
of a wide variaty of magic items and
spells dealing with shadows and dark-
ness. The Shadoweralters require that
all members be citizens and prove
their talent for constructing magic
ilems. Although joining the guild is nof
cheap, members gain access to the
hall's vast laborarories, libraries, and
many powerful allies.

While the Shadowcrafters have
the most powerful guild in the city,
the Lanterneers are surely the mosk
beloved. There are (wo divisions of
Lanternaers, lantern makers and lan-
tern lighters, Joining the Lanterneers
is nof as difficulr as joining rthe
Shadowcrafters and only requires
members to be citizens and pay.a small
yearly fee. This is more than made up
for by the pay members of the guild

receive patrolling the city and keeping
its thousands of lanterns lir,

The City Watch is also a prominend
group within Balefire. These dedicated
men and women answer directly to
Vargild, a retired bounty hunter. The
City Watch upholds the law but has little
control over either the Shadowerafters
or the Lanterneers. A typical patrol of
watch members has six compelent war-
riors and spellcasters, usually mounted
on beacon moths.

SECBET SOCIETIES

Two mysterious groups, the
Mightshade Covenant and the Obsidian
Dancers, constantly vie for power
within Balefire,

The Mightshade Covenant is a group
of draw and shadar-kai allied with
the undead of Nightcrawler Canyon,
According to rumers, the covenant
wants o reduce Balefire 1o rubble and
extinguish its cursed lanterns, wip-
ing its stain of light from the Plane of
Shadow's perfect darkness. Whatewver
the truth, the covenant is outlawed, and
#urorhil himself magically inferrogates
suspecied members before they are
disposed of.
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[he Obsidian Dancers are
not outlawed, but several mem-
bers have been banished from
Balefire For various misdeeads.
This brotherhood of assas-
sing and shadowdancers holds a
centuries-old srudee against the
Shadowerafters and oppose their
work at every furn: Disguised as
enlertamers, the Chsidian Dancers
are rumared fo be gathering allies from
beyvond the city’s walls, preparing 1o
drive the residents: of Shadowerafter's
Hall from the city.

NMNeWw monsreERx

First seen in Balefire more than a cen-
ury ago, beacon moths have become
one of the city's most unique and rec-
odnizable featires,

Eeacon IMioth

Huge Magical Beast Hit Dice: 8dio+16
B hpl

Initiative: +4

Speed: g0 f1. (6 squares), climb 20 f1,
fly ga fr. laverage)

AC: 17 (-2 size, +4 Dex, +5 natural),
touch 1z, flat-footed 13

Base Artack/Grapple; +8/+1g

Attack: Bite +g meles (d6+4)

Full Attack: Bite +g meles (dfiq)
Space/Reach: 15 fr./10 fr.

Special Artacks: Dazzling wings
Special Qualities: Blindzense Go f, cold
resistance 10, darkvision 120 ff, daylight
aura, low-light vision

Saves: Fort +8, Ref +s0, Will +3
Abilities: Strz, Dex 1g, Con 14, Int 2,
Wis 1z, Cha 16

Skills: Climb +14, Listen +g, Spot +g
Feats: Dodge, Flyby Attack, Hover
Environment: Plane of Shadow or any
undergrourd

Organization: Solitary, wing (-6, or
squadron (7-12]

Challenge Rating: 5

Treasure: Mone

Alignment: Always neutral
Advancement: g-16 (Higel, 17-24
LGargantuan)

Crawling from the shadows is 3 mas-
sive math with a dull greern abdomen
and pale gray-grean wings. As vou
wateh, the moih takes Sieht, and its
wings and abdomen begin to glow with
a briliiant whire-green lght,
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Beacon

maths

are magi-

cal creatures

bred from a vari-

ety of finy maths by
Balefire's beacon moth breed-
ers, although some escaped moths
canbe found in the wilds of the Plane
of Shadow and on the Material Plane,
First creared by the wizard Milluefar,
the drow’s experiments gave the
moths their great size and transformed
them into meunts Favared by Balefire’s
citizenry and watch.

The average beacon meth s almost 15
feat long and has a wingspan of 50 feet,
Like most moths, a large pair of Furey
antennae juts from their foreheads,
granting them considerable perception.

Beacon moths are normally passive,
peaceful creatures, and they can eas-
ily be trained to careya rider. They
feed principally on carrion, but can ear
almost any erganic matter inchuding
wood, grnawing away at the material
with thieir powerful jaws.

Combat
While a beacon moth without a rider
nermally tlees from battle, cornered

specimens affack with their powerful

mandibles. Those with a rider can be
trained fo fight in-hattle like any ofher
mount, A beacon moth only uses ils
dazzling wings power if seriously out-
numbered, ordered to by a rider, or if
it has been gravely mjured,

Dazzling Wings (Sul: Once per hour,
as 4 standard action, a flying beacon
moth can rapidly beat its wings, pro-
ducing a 3o-foot-long cone of light.
Creatures within the cone must make a
D 17 Reflex save or be dazed For 1dy

roumnids:

Creatures who make

the save are nol dazed and are nstead
dazzled unfil the beacon moth's nesxr
turn. The save DC for this effect is
Charlsma based,

Daylight Aura (Su): As soon as a
beacon moth takes flight, it generates a
powerful glow that mimics the effect of
a daylicht spell.

Skills; A beacon moth gains @ +4
racial bonus on all Listén and Spor
checks and 2 +8 racial bonus on
Climb checks. Beacon moths can take
1 on Glimb checks, even if threat-
encd or distracted.

Training a Beacon Moth

Beacon moths require training befors
they can bear riders in combat,
Training requires six weeks of work
and & DC 2o Handle Animal check.
Riding a beacon moth reguires an
exotic saddle. A beacen maoth can fight
while carrying a-rider, bur the rider
cannol also attack unless he or she
succeeds on a Ride check.

Beacon moth eggs are worth 2,000
ap apiece on the open markel, while
young are worth 3,000 gp each.
Professional trainers charge 3,000 gp
to rear or frain @ beacon moth,

Carrying Capacity: A light load for
a beacen meth is up to 344 pounds, a
medium load is 345-688 pounds, and a
heavy load is 68g-1092 pounds. @
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Now they will know why they are afraid
of the dark. Now they learn why they
fear the night.

~Thulsa Doom, Canan the Barbarian

gar of the dark remains one of the

most common phobias. The fear

of what we cannot see drives us

to seek light—or shelter—in the
dark of nighr. In D&ID, many crea-
tures possess darkvision, blindsight,
and other means of deftecting prey in
lightless environs, giving those who
lack such senses even greater reason
ta fear the dark,

Adventurers routingly venture into
shadowed areas beneath the earth,
where those without darkvision must
swallow their fears of the unseen.
Many DMs simply note thal one of
the characters carries a torch or
lantern and forget about the dark
that surrounds the parly, missing oul
on an opportunity fo add fension to
the game.

This article presents advice and
ideas for bringing darkness 1o life in
a game session. It breaks down the
rules for illumination and provides you
with ideas Tor monsters, tricks, and
traps that take advantage of them. It
also presents ideas for how you can
run an adveniure in the dark so thar
it has a real affect on how the play-
ers approach problems and coordinate
their actions.

FLIMELING 111
DORARKINESS

Venturing into a darkened area offers
a combination of rules and practical
barriers that the characters—and their
foes—must overcome. This section
goes over the rules for vision and
light presented on page 164 of the
Playver's Handbook and provides a few
more details.

There are three types of illumina-
tion; bright, shadowy, and darkness,

Areas of bright illumination offer
enough light for characters to act nor-
mally, A forch casts light on an area
thar might not equal the sun in infen-
sity, butl the characters can see every-
thing in the area.

I areas of shadowy illumination,
creatures have concealment and they
can make Hide chacks to escape nofice,
A feeble light barely reveals objecis,
making it difficult to see anything in
the haze of shadow,
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Darkened areas render most crea-
tures effectively blind. They suffer a
50% miss chance on all arracks, lose
their Dexterity bonuses to AC, take
a -z penalty to AC, and suffer a -4
penalty on Search checks and most
Strength- and Dexterity-based skil
checks. Such a character loses the
ability 1o deal extra damage due 10
precision (such as a ranger's favored
enemy ability or a rogue’s sneak
attack), can only move at half speead,
and cannot use gare aftacks. On the
other hand, gaze artacks cannor affect
characters blinded by darkness.

Characters cannol larger oppo-
nents they cannot see. Ranged
attacks become nearly impossible:
Finpointing a creature’s square
requires a Listen check 1o baat the
distant character's Move Silently DC
by 20. Characters attempfing melse
attacks have il only marginally ber-
ter. They must fumble abour for a
rarget in the dark, making a touch
attack info Iwo adjacen! squares
using a standard action, Even if the
character guesses a square with an
oppenent in it, the character still
has a 50% chance of nol rauching
the opponent. A character in the
dark struck by an adjacent foe pin-
points the location of that foe (until
it mowves). Finally, the scent ability
pinpoints anyone within 5 feer of the
creature with scent,

Casting spells in the dark is tricky
business ar best. A player can describe
a general direction and distance she
wants to place a spell. Trace a line of
effect from the caster to the desirad
target spot, If this line intersects with
a wall, column, or similar obstacle that
would black it, the spell fails. Many
spells require line of sight or the ability
fo farge! a specilic crealure or crea-
tures; casting such a spell in the dark
without a discernible target also causes
the spell 1o Fail.

FPUTTIINNG THE
FAHTY 1N THE
DRRK

Before you can make greater use of
darkened areas in your game, you
might want to consider the variety of
ways that you can plunge the charac-
fers inte the dark, There are several
ways you can rob the characters of
their light seurces or introduce areas
where illumination Fails fo shine.
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OPTIONAL RULES

FOR THE DARK

To reflect the difficulties of operating in
the dark, consider these opfional rules,

Readying an Object: IF a characier
must recover anitem from a backpack
or pouch, it takes-a tull-round action
roe ready ir rather than @ move acion,
Fumisling through pockens and bags in
the dark is difficult ar best, a5 a char-
acter must raly on touch and seund e
Fin the flem he seeks A potion lying an
the betiom af a pack might ba obvious
by rarchiight but difficul fo &g out in
the dark.

Directing fy Darkvision: Darkvision
is useful in areas that fack illumina-
tion, buf i is by ne means a surefire
selution. Just because one charaeler
has darkvision doesn't mean that the
rest of the party can aee. A dwarf or
half=orc cousd bead the party through
a darkened area, but there's a chance
that a characier could smumble or
blunder inse danger, A charsster with
darkvision cannod ginpoint enemics for
hia Blind friends unless thay are arlfz-
cent fioan enemy, He can el thern tha
goenerat location of foes, but no verbal
description in the dark is so perfece
that it could rarrow down.a creature's
specific location, Even with the aid of
someone wha can see, a character stifl
suffars 2l the drawbacks of working in
the dark.

Eliminating Light Sources: Smar
maonaters might use the sundar or
disarm sctions againsr & character's
torch-or lantern, especially 5 wizard,
sorcerer, or similar character with a
poor-aftack bonus carries one. A splash
of water can douse g torch or other
exposed Flame with 2 successful touch
atrack, Gabling and arher humanoids
might keep water buckets handy fo
extinguish torches and lanterns, Since
ey mansters have darkvissan, they
can fight as normal whils the charac-
ters fumble about,

Mundane Light Sources: The easi-
est and most obvious way o introduce
darkened areas is to take away the
party's torches, lanterns, and other
light sources. This method can prove
heavy handed, but with the proper
justification, it is effective agains
low-level parties. At higher levels, the
characters probably have easy access
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fe continual fame and similar magic,

If the characters use torches and lan-
terns, make sure they keep track of
who is carrying them, Remember that a
character cannot carry a heavy shield
and something else in one hand ar the
same [ime, but he can gain full use of
a light shield and carry a torch or lan-
tern in the same hand.

Spells: IF the charactars use spells to
light their way, rheir enemies could use
dispel magic to remove them. Cunning
foes could sunder or disarm such items,
then pounce upon the dropped lighr
sources and hide them in bags or throw
them Far away Trom a battle. In this
case, the monsters can still plunge the
area into darkness and save their spells
for martial purposes.

One thing to keep in mind about
this tactic, and the ideas given for
dousing torches and lanterns, is that
they are best used as an gocasional
surprise or a featured strategy by
a specific group of clever foes, If
ewvery monster the party faces lashes
oul al light sources, combats in dark-
ness quickly become old, fired, and
boring, DESD is about adventure and
excilement, not sTD{:king up on doz-
ens of torches,

Magical Effects: In some dungeons
or wilderness regions, there might be
supernatural forces that cloak an area
in darkness. These places could resist
mundane and magical means to pierce
their gloom, making them a surefire
way to plunge the characiers into the
dark. Be careful aboul
using such areas too
often, though. They
utterly overwhelm the
parly’s ability to make
light, even with spells,
and might frusirate the
plavers if you make lib-
eral use of them.

Drarkvision: You
might be temptred 1o
use magic or some
ather explanation 1o
nullify a character's
darkvision but generally it's a bad
idea to simply nullify a PC's special
abilities. Mot only do you make: it dif-
Ficult for monsters with darkvision to
operate in the area, bul the players
might feel cheated. People choose
characters based on abilities they
want to use, and if vou take those
talents away, the game might be less
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fun for them. As mentioned abowve, a
character with darkvision has no abil-
ity o cenfer perfect descriptions of
the area to his allies, While a dwarf
or half-ore easily navigales a dark
cavern, the other races in the party
might still trip over their own feer,

IMOTNSTEHRS IT1

THE ITHRK

Az a rule of thumb, any creature thal
can sense others withoul the need
For light is a good choice for a dark-
ened area. Usually, darkness has an
equal effect on the characters and on
their opponents. Both sides are ren-
dered unable 1o see. and hoth suffer
the same drawbacks. If the monsters
yau use have blindsight, darkvision,
tremorsense, or similar abilities, only
the characters suffer the drawbacks
of lightless conditions. In addition, the
Blind-Fighi feat helps overcome the
drawback presented by concealment.
You can swap out one of a monster's
teats for it, perhaps reflecting the elite
fraining or traditions of a humanoid
tribe or a creature’s ability 1o adap! to
a darkened environmeni.

Given that it is relatively easy to find
monsters suited to darkened areas, the
real key lies in pairing that advantage
with special abilities and talents that
make the most of it

Burrewing: In the dark, a
burrowing creafure can easily con-
Fuse the party by digging through rhe
earth, attacking, and burrowing back

A character who falls into a darkened pit
might spend hours seeking a secret door
or similar exit, ufterly oblivious to the
rope ladder that hangs a few feet above

her head.

inta the ground. The characters might
never realize their enemy can burrow,
and finding such a creature by touch
might prove impossible. The charac-
ters might pinpoint ifs lecation, but

on irs next action, it can dive into the
ground and appear somewhere else,
3ince many burrowing monsiers have
tremorsense, they often operate with-

out penalty in the dark. Incorporeal
creafures can alse move in and out of
walls and the ground ar will, allowing
them similar tacrics,

Movement: Since the characters
have 1o blunder in the dark, any crea-
fure that can move unhindered in dark-
ness plays havoo with them. & drow
fighter with Spring Attack can dart in,
strike, and retreat. denying the charae-
ters the chance to locate him by touch.
Since characters who can't see move at
half speed, it's easy for monstars with
darkvision to cutpace them, Crearures
that can fly er climb have a huge
advantage, since they can ourmaneuver
the party or avoid coming into melee
range. With the PCs unable ta see, they
can't make effective ranged attacks
against such foes.

Ranged and Reach Attacks: Il the
maonsters den’t need to move close 1o
the characiers to attack them, they
gain a tremendous advantage in dark-
ened areas, With the PCs reduced
te finding their 1argets by hearing
or touch, an opponent who can keep
away from them has a big edge. The
characters can only slowly investigare
an area, and they might wasre plenty
of actions finding their enemies insread
of attacking them,

Sneak Attack: Characrers in dark-
ened areas lose their Dexterily bonus
o AC, making rhem wvulnerable ro
sneak attack damage. This is a lethal
combination, especially with ranged
artackers. A derro rogue could lurk
near the party, taking
aim from the cover of
darkness. The party
has little chance of
tinding the sniper,
since they must blun-
der forward and hope
to find him by hearing
or fouch, The derrec
could easily move a
safe distance away,
reload his weapon, and
fire again for sneak
attack damage. Fairing
this ability with flight, burrowing, or
other alternative movement modes is a
deadly recipe.

THRHRARPS FAIITD
OBSTRCLES

Forced to rely on their sense of reuch
and hearing, the characters might find
even the simplest terrain foo difficulr ro




navigare, The characters might mistake
a low wall for an impenerrable barrier,
as they can't see the gap above it. Pits
and crevices become deadly threats in
a dark area.

The characters might attempt o
navigate an area by tapping ahead
with a long pole or reaching info the
darkness ghead of them. In this case,
use your judgment to tell the char-
aclers what they discover, They can
easily discover pits in this manner,
but traps might not activate without a
minirum weight placed on a prassure
plate or Iripwire,

Going Up: Creatures blinded by
the dark suffer a
=4 penalty on Search
checks, which might
mean that unless they
spend a lor of fime
imvestigating a wall
they might never Find
the handheolds carved
inle it People have a
natural tendency 1o
think of terrain in two
dimensions, an inclination that dark-
ness can magnily.

Falling Down: Pits are nasty in the
dark, because not anly can the char-
acters blunder into them, but finding
a deadfall and rescuing a PC irapped
in one might be impossible in the dark,
I a fall knocks a PC unconscious or
otherwise unable to make noise, her
Friends might have frouble locating her.
A pil rap that seals shut, such as a
spring-loaded cover thal snaps closed
after it activates, could easily separae
the characters. The PCs left in the dark
might not have any chance of finding
their lost comrade even if she stood no
more than a few feet away when she
fell in.

Traps: Without visual cues to aid
them, the party might blunder into
traps with litile chance of finding and
disarming them. A pathway leading 1o a
gleaming silver idol is an obwvious place
for-a trap, but if the characters can't
see the idol, they might simply walk
into the trap. By the same token, the
party has no special reason to move
toward a trap in a large, dark area.

A will-o'-the-wisp, noises, and similar
lures can draw them to dangerous
spots. Ina darkened area, the party's
tendency might be o move loward any
beacon or feature that gives them 4
poinl of reference,

Since traps that make attack rolls
are machines designed to fire ar a
specific point, they shouldn't sutter
penalties for darkness or conceal:
ment. A crosshow map doesn't aim
when it attacks a PC. Instead, it
merely launches a boll ar the spet
directly above its trigger point. A
trap, like a monster with darkvision
or blindsight, gains 1he benefirs of
darkness but none of its drawbacks.
In addition, the characters might
mistake a trap for a lurking oppo-
nent. They have linle chance to tell
a spring-fired spear from a javelin
thrown by a gnoll,

Since traps that make attack rolls are
machines designed to fire at a specific
point, they shouldn’t suffer penalties for

darkness or concealment checks.

In general, all traps work better in
areas of darkness, The characters
have a harder fime avoiding them, and
their effects might lead the PCs 1o
mistake them for attacking monsters.
You can allow the characters a Listen
check to determine that a mechanical
or magical device discharged. IF the
trap has a sfrong visual compaonent,
such as a fube that launches a freball
the characters can probably see the
trap in the light its spell effect gives
off. Try using quiet and difficult-to-
notice spells and afracks to keep the
players off-balance. Subtle magic, such
as sfow or hald person can produce
more confusion and fear than a brute
force spell such as fehening boft. In
the dark, the characters might not
even realize thal a paralyzed ally is
still nearby, While their friend srands
motionless and quiet, the characters
panic and perhaps assume that some-
thing killad him or grabbed him and
carried him away, In general, spells
thal incapacitate or otherwise hinder a
character are more useful in darkness
than damaging spells.

ODOARKITIESS TRICKS
In practical terms, darkness adds
several complications to the charac-
tars’ elfforts, They can't see obstacles
and monsters they might otherwise

easily avoid, such as pits, gelatinous
cubes, stairs leading up or down,
and similar features. & character
whao falls inte a darkened pit might
spend hours seeking a secret door
or similar exit, utterly chlivious o
the rope ladder that hangs a few feet
above her head, Areas of darkness
cut down the information the play-
ers have about their environment,
increasing the fension in an adven-
ture and Turning simple encountfers
inta daunting obslacles.

Touch and Hearing Puzzles: In an
area of darkness, the party might
hawve to use their other senses fo
solve a problem. For
example, a wall might
have a map of the
entire dungeon carved
into it. If the charac-
rers trace the outline,
they might lind some
important clues. By
the same teken, you
CAN USE Noises as
clues. The characiers
might have to listen to hear sounds
coming from nearby monsfers, the
rush of water that points 1o the river
they need teo tollow in order to escape,
and so on. Perhaps the darkened area
has a sand or dirl floor, By touching
the ground, the characters might be
able to find areas where the packed
dirt or sand reveals paths frequently
used by creatures who move through
the area. By following these trails, the
characiers can make their way.

The characters could also use a siaff
or pole to investigate an object. A staff
sounds much different when it strikes
stone than when il sirikes wood or
brick. You can allow the characters 1o
make. Listen checks to defermine the
basic characteristics of a wall in this
manner. They could determine its rela-
live: thickness and the hardness of the
material, but nothing maore.

You can use touch and sound
clues to help give the characters
a sense of direction in a darkened
area. With so few clues o go by,
the players might follow anything
rhat breaks up the monoreny of the
endless dark. In addition, you should
consider the noises likely 1o echo
through the area and the Feel of any
items in a darkened place, You need
te describe the scene 1o the charac-
lers using those senses, so it pays




ta think about them as you design
an area. If you include plenty of
rich texturas and strange noises, a
darkened area can be as inferesiing
and memorable as any other richly
detailed scene. The added detail also
makes it more difficulr for the play-
ers lo seize on characteristics as
important or critical. For example,
if the characrers stumble through a
darkened area for a bit before com-
ing across a strangely grooved sec-
tiorn of floor, the players are much
more likely to think that the grooves
are an important Feature. Since vou
haven't added any special details

to the rest of the area, rthey could
assume that you mean for them to
investigate. As a rule of thumb, give
an area of darkness the same detail
in ferms of textures and sounds that
you would give to any other area of
the dungeon, That way, the players
can't read foo much
into your descrip-
lions, and you don't
hawe to worry about
the game coming 1o
a halt as yvou add
layers of detail to
an area,

Running in Circles:
Without visual cues,
the party can eas
ily walk over the same area again and
again or they could muddletheir image
of how an area is laid out, Picture
a donui-shaped chamber cloaked in
darkness. The characters might wander
around it for hours without realizing
their mistake. OF course, a characrer
wilh 5 ranks in Survival always knows
which direction is north.

An area of darkness could also
feature secret doors hidden on only
one side, The party could move
through a door info a darkened area
bur be unable to exit when they can'r
find the door through which they
entered. They expect 1o find the door
by touch, but since it is crafled 1o
blend in with stone walls, they might
not uncever it without good Search
checks, A guide who doesn’t want the
characters to know the specifics of
the area could use this trick o pre-
vent them from refracing their path
I¢ the surface or to whatever secretf
place he brings them.

This method can prove Ffun, bul
il you abuse it, the players might

. e,
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grow bored. Wandering in the dark
for hours is no one’s idea of a fun
game session. You can fast forward
through parts of rthe party’s journey,
telling them they've walked for four
hours without finding anything rather
than dragging out the trip minute

by minute. The players can merely
mark down the fime spent wandering
and move on with the game unless
they hawve a reason fo worry about
wasting time. If they do need ro
move quickly, they can make Search
checks with a -4 panaliy to discover
landmarks and possible paths toward
their destination.

Relocation: Teleporters, gates, and
other items that move the party are
mare difficulr to cope with in the dark.
In essence, these hazards are traps
that use fefeport to send the char-
ACTETS ON & one-way ITip to anather
region of the dungeon or to an alto-

As a rule of thumb, give an area of
darkness the same detail in terms of
fextures and sounds that you would give to
any other area of the dungeon.

gether different cave complex. This
rick serves o send explorers ofT
into unintended tangents. An evil wiz-
ard whe wants to be left alone while
he finishes his doomsday spell could
sow his lair with teleporters hidden

in darkness. While the heroes press
ahead to defeat him, they have no idea
that they have actually been sent to
4 maze hundreds of miles away from
their foe's lair,

This rick can prove frustrating for
the players, especially it they have no
way fo return fo their starfing point.
The adventure becomes a journey to
make it back home or escape from
their prison. This can be fun if the
place the characters are sent 1o s
inferesting fo explore or has challeng-
ing encounters. [f the PCs end up in
a maze, they might become frusirated
that rhey went from an interesting
adwventure to a dull side trek, Use this
methad fo send the characiers inlo
an adveniure, rather than as a detour
frem the fun parts of a game session.
It might make sense that a wizard

teleports his foes o a featureless
cave thal runs for hundreds of miles,
but it makes for a dull game.

RUMMNING AREAS OF
NDMRAHKNESS

Darkness is perhaps one of the mes!
difficult conditions ro present to the
players in a challenging way. The pala-
din Falls victim to a hold person spell
in a darkened area. bul the other play-
ers can see her miniature on the grid.
They know where she is, making it
difficult even For experienced gamers
to play dumb and act surprised or
nervous that their friend has suddenly
gone silent,

In the dark, the characters cant
see each other and have limited
information about each other's loca-
fion. To stari with, you might try
putfing away the miniatures and
combat grid. Keep track of the PCs
using a piece of
graph paper, or e
at least keep the : =
bartlemat hidden :
from the FCs, You ;
can describe the
direction and rough
distance of any
sounds they hear,
but the lack of a
visual aid plays up E
the hindrance offered by darkness,

If wou can physically separate the
playvers, you can really drive home the
feeling of being trapped in the dark.
The players can't consulr with each
other on decisions, and they have no
idea whal the rest of the party might
be doing. Unfortunately, this method
slows down the game and it might
prove impractical. If you can pull it
off, theugh, it injects a strong sense
of parancia and apprehension info
the players. You can also use notes to
communicate ta the plavers what their
characters hear and feel,

Turning down the lights in your
gaming area also enforces the idea
thal the characters are in a dark, alien
ervironment. Don’t make it difficull 1o
read character sheets or your notes,
but the dim lighting adds a fun ambi-
ence fo the session. @
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and stealing, Dark creepers live o be
about 5o years old, while dark sralkers
SOMetmes Surpass 75 years,

When a dark one dies, its body
decompaoses in a manner befiring this
strange race. Unless eaten or otherwise
prevented From normally decompos-
ing, the body deteriarares ar such a
rate that it vanishes within a month,
Fatient ohservers can see thin wisps of
shadowy smoke rising from a corpse,
although this opporiunity is rare, since
dark ones try to recover their dead
whenever they can, Many of the natural
vaults that serve as their tombs have
been used by countless generations.
“Born of the dark, we return to the
dark.” Is their simple prayer and hope.

PHYSIOLOGY

Dark stalkers and creepers share many
common traits owing to their sharad
heritage. Their eyes are quite disturb-
ing, appearing as sinister slits uni-
formly colored a dead shade of gray.
While they do have irises and pupils,
these features are well camoutlaged,
reminiscent of the sightless eves of
cavern-dwelling fish. Dark ones are
not blind, but neither do they pos-
sess darkvision. They rely on elevated
senses of smell and hearing to provide
them with an unmatched ability to
navigate in toral darkness.

Their soft voices remain so, even
when used in anger, Dark ones do not
50 much speak words as breathe them,
When they speak their dark rongue
it sounds like a series of punctuated
sighs, and they rely on subtle changes
in fone fo convey meaning, Even when
dark ones conwverse in other languages,
their voices sound like wind currents
lost in a tunnel.

Their hair ranges in color from stark
white to an inky black, and their skin
is cool fo the touch, Dark ones tend 1o
be light for their size and they move as
if they have no more substance than
shadows, They conceal themselves in
cloaks, masks, turbans, and wraps, pre-
ferring garb that covers their faces.

PSYCHOLOGY

Darkness ultimately defines all aspects
of dark one life, from the core beliefs
of each individual to their sociefy as a
whole. They believe nothing lasts for-
ever, except for the dark, and rhere-
fore fitle else really matters, This is not
a morbid or depressing cerlainty 1o

dark ones, but the basis for their free-
dom, which they value abhove all else.
They see no reason fo fie themselves to
the demands of land, industry, or con-
quest; neither do they have much use
for glory or honor. Dark ones believe
city walls and ideals were creared to
provide false security; city walls only
make it gasier for an enemy to find
wou, and moralistic ideals can only con-
vince you to dis for no reason at all.
Dark ones see the civilized races of the
world as pathetically clinging to ruinous
rraditions of self-deception, greed, and
hatred, and dark ones eagarly capital-
ize on these concells to fake what they
need, They think of themselves as wary
surwivors, while others call them cow-
ardly parasites.

While dark ones have a relaxed atti-
fude abour mary things, they have an
almost maniacal Fear and hatred of light
that goes bevond the physical pain il
causes them, They revile the sun as a
merciless enfity that maliciously blinds
thern and renders their survival skills
useless. Dark ones believe that earthly
fire and light-shedding magic were
weapons the sun bestowed upon the
world to help the brutish surface dwell-
ers hunt and destroy them, Because of
this, they refuse fo engage in any type
of metallurgy and rely solely on thefi
for their metal weapons, tools, and jew-
elry, Dark ones loathe blacksmiths due
to their connection to the sun's power,
even though they crave forged wares.

Dark ones often refuse to openly
communicate with other races as a
result of their paranoia. They learn the
languages of other races so they can
use the knowledde to better understand
and spy on their prey. Dark ones learn
languages either by secret obserwvation
or through tribal urors. To speak to
an outsider s taboo and should only
be done in cases of dire necessity,
Communicating with outsiders is too
close to sharing or accepling the ways
of those who might destroy the fribe,
Dark ones never teach their own lan-
guage 1o outsiders.

DIET

Dark ones are omnivoraus, but their
Underdark habitat and fear of fire
offten limits their diet to edible fungi and
insects, They have a limited tolerance
of raw meat and fish bur prefer them
cocked if they have access to a steam
vent or hot springs. Smoked mear and

baked goods are often priority rargets
during raids.

INDUSTRY AND THE ARTS

Dark ones obtain most necessities by
gathering what they need from nature
or hapless humanoids, but they do craft
same items for themselves. They excel
in preparing dyes from fungi, algas,
and sirange minerals, which allows

them fo darken rheir garments fo the
color of deepest shadeow, Other sub-
stances are used to cure monster hides,
enabling dark ones to make leather
armor, pouches, and helrs. They some-
times weave their own lunics, panis,
and cloaks, but they usually prefer to
maodify stolen irems.

Dark ones do not bake ceramic con-
tainers and instead chemically treat
and seal fungal spore pods {typically
the shape and size of large potatoes)
to create the organic equivalents of
ceramic flasks. While the podsking
have a number of mundane uses, they
are perfect for delivering dark ones’
diverse arsenal of alchemical weapons.

A tribe of dark ones offen has several
apothecaries who create poisons from
Underdark flora and harvest the poisons
and secretions of such creatures as
carrion crawlers, scorpions, and other
vermin. The apothecaries also special-
ize in shadow essence poison {see page
) of the Fiend Folio), which they make
by mixing a few inert ingredients with
drops of their own blood.

Dark one spellcasters use sto-
len masterwork weapons to fashion
magic items such as assassins dag-
giers, dageers of venom, and seeking
and wounding ammunition. They also
enchant rings and wondrous ilems,
especially bracers of armor, cloaks of
displacernant, and rings of invisibiliny.
With the aid of the tribe’s alchemists,
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porions and oils are also frequently
produced, usually potions of cat’s
grace, potions of invisibiiny, and ods of
darkness for their hunters.

Dark enes do not use written words
to record their history, religion, or
culture; rather, they know who they
are and whar they have suffered, and
that is.enough. Like city walls and fool-
ish bravery, wrilten records are the
fruits of vanity that can only help
your enemies, They are a race without
mythic heroes, and each generation
slips silently into the paaceful shadows,
confinuing the exodus begun long ago,
Their hushed chants and few poems are
imbued with an inspired solemnity.

RELIGION

Dark ones do not worship specific gods
as most other races do, and in fact find
the concept abharrent. Rather, they
revers darkness as an absiract force, a
destination after death, and a personal
ideal. How legitimate this religion is
remaing a matter of much debate, bul

the fact thar dark stalker clerics mysteri-
ously receive spells and that all dark ones
are inexarably claimed by shadows after
death lends credence 1o their beliefs.
Drark ones have few clerics and those
that exist are almost always dark stalkers.
These clerics most ofien have access 1o
the Darkness (From the Forsoren Reaums
Campaign Setting), Luck, Trickery, and
Underdark ifrom the Foraormen Reates
Campalgn Sefting) domains,

Alrhough no one can be sure, many
sages speculare thar dark ones' refusal
to waorship specific gods led them 1o
rheir current state. They might once
have been members of a culture thar
never came fo frust deities, or they
could be heretics who turned their back
on their gods. Another theory suggests
that the forebears of dark ones were
offered protection by the god of the
sun and, when they refused him, wers
forever cast from his sight, cursed with
their aversion for light, Whatever their
history and howewer it tigs to their
strange religion remains yet another of
dark ones’ countless mysteries,

SOCIETY

Dark stalkers have always been the lead-
ers and caretakers of dark ones. There is
no farmality to their rule, and authority
iz usually shared berween all of the com-
munity’s sfalkers. In a fear of governing
unheard of in nearly all other societies,

dark stalkers never flaunt their rule or
lord their authority over dark creepers,
showing an unaccustomed atfection for
and understanding of their underlings,
While the dark creepers are not servile,
they rarely dischey their leaders.

Cark cnes have no real laws, bul they
do have sirong taboos against harming
other members of the mibe. Murder is
almost as bad as teaching an outsider
their secref fongue, and either offense
is worthy of exile or death. Betraying
the tribe’s lair to enemies is unheard of
Stealing is not an issue in dark one soci-
ey as they are nol a particularly greedy
people. Thefts can enly lead to counter-
thefts in a ribe of pickpockers,

KILLER CREATURE COMBOS
Dark ones tend not 1o ally with many
races, but they find natural predators
very useful. Supreme opportunists,
they sometimes merely wait for pass-

‘ers-by to stumble in anafher monsrer's

lair; ar rhey purposely lead headsirong
enemies into its maw, While their prey
is busy handling another creature, they
rake advantage of the siluation fo pick
pockets and make atracks of their own.
Dark Creepers and a Cloaker: A
cloaker with two dark creeper min-
ions can be a considerable threat. By
positioning themselves at oppasite
sides of a cavern, the creatures can
attempl fo calch enemies between
them. The cloaker primarily uses
its nausea and stupor mean effects
{keeping dark ones outside the 3o-foat
range of most of its subsonic attacks)
s the creepers can easily make sneak
attacks. Two dark creepers and a
cloaker are an EL 7 encounter.

A Dark Creeper and Darkmantles: Dark
ones often lurk near small cluiches of
darkmantles, eagerly aiding the camou-
Hazed predators and looring the bodies of
their prey, By waiting uniil the darkmaniles
hawve used either their darkness or con-
stricl ability, the dark creepers can slink
close to targets and make sneak atlacks
while their apponents are either unaware
or grappled: One dark creeper and two
darkmantles are an EL4 encounter,

Dark Creepers and Shocker Lizards:
Dark ones are adepl al using unintellident
Underdark creatures in simple but elegant
ambushes. Whils twe creepers wair ar the
Far edge of a lair of four shocker lizards,
a third creeper, pursued by PCs, dashes
through the lair and sefs the lizards an
alert, When the PCs enter the lair, ranged
attacks from the dark creepers aggravate
the lizards into attacking the nearest
targefs, probably the PCs. While the four
shocker lizards deal 846 points of damage
with their lethal shaocks, dark ones make
sneak attacks. Even if they are exposed
to the lizards' electrical attacks, dark ones’
evasion ability gives them better-than-
average chances of surviving the attacks.
Three dark craepers
and four shocker
lizards make an
EL & encounter.
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A Dark Stalker and Rasts: Although
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A Dark Stalker and Troglodytes:

Dark stalkers have been known to fol-
low troglodyre hunters and steal their

prey. While a dar
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MEW ALCHEMICAL

Dtrk anes have:a peerlass understanding of 1Thealchemical nsas-of Fungi and segetaton nafive
to thi Lnderdark. Using the hundreds of strenge-and deadly plans that suereund them, dark
ones have creared o wide sariand of dissincive alehemical irems. Themajority of these items
are splash weapons, e riles for which are on page i58 of the Blavers Hasdboal,

BREOWN MOLD O

Brovem moid ail s ground brown mald nevimalized by a compousdiaf fme and algas: When

ﬁxpasﬂd 1 air, the tompaund turns aumimy and Inert, allnl.\mg the Broown ol te revive for

o to cause cold damags to any creaturedl rouches. A Nask o podskin of brown mokd oil has

a range-increment of 1o feet and 15 Osed 258 thrown: splash weapaon, & direct hir deals 2di paings

of nonlerhal cold damasge, while all creatires within: 5 feattake w6 paints af nonlethal cold damass

fram: he splash, Browes mokd all may be created with 2 successhil DE 25 Craf Lalcheni) check:
Costs s fmp Weights 1 b,

OIL OF NALISEA

Chiorous resing and slimes dre'used 1o creats oil ef nawsea. Flasks and podsking of the o heve a

range merament of io feer and are wsed as thrown splash weapon, Those dirscthy steuck Bay-oll

of nausen must make 8 sucgessful DG 15 Forfifude savig thiaw or b nausealsd For Wy rolnds,

wefiile fhose within the: s-foor-splash radias must make a DG 1o Forfitude save on be nausaarad

fiart 1 o, Bl of nausu may b created with a soccessful D5 Craft talohamy) check:
Cost-Go gp; Waighr: ¢ b

POISOMN-FRIEND POD
Thasa fungal spore pods. are chemically afrerad so that fhelr otherwise hapmiess ciouds causs
areafures fo be more susceptible 1o poisen. A poison-friend pod is a thrown weapon with a
rangeineranent af o feet. Upon striking-a creature or sguare, these fungi erupt in @ 1o-foat
cloud of spores hat disperses in 1 reund, Ansene caught in the closd must make-a successFul
DE 15 Fortifuds save or ake 8 -4 penalty on all saving throws agairst poisan made in the nest
10 minutes: Pomson-friend pods mey be craatad with & successful DS 25 Craft (alchemy! check,
Caosty 5o gm Weighi .

SHADOW HAZE DUST
Shadew haze duskis a porent eve irritgnt that chscures its wictims' vision with dark hazes, One
bag er podskin has @ rangs incrament of 1o feet and fille-a o-foot-radias cloud with the: dust,
These within the claud must make a DE 15 Fortinade save or suffer @ -6 penalty on-all Spot
checks for vhour . oruntil a gallonof warer-is sed to flush the charscter's eyes. Shadew haze
dust may: be craated with-a successil B0 ao Craft-(alchermy | check.

Costi 3o gee Weightt 1

SHADDW VEIL
Shadew vell s black dust created from finely powdered crystals that grow enly'in the deep-
el reaches of the Underdark. When stored in‘bags or podsking, rhis duss can ba thrown asa
splash weapon with'a range incrament of 1o feer, Upon swiking a creature or sguare, the dus
erupts in g wo-toel-radius clotd, Altheugh this claud has ng affect en living creatures, it reaces
witheall nonrmagical fras no farger than a campfice within the area, anuffing them oun Torches;
laritarns. candies, cooking Fires and the ke go cul instantly. bot magical five (zuch a2 a wall
of firespelll s unaffected, Althoush its effect is swift, a shadow veil dissipates guickly: and
extinguished Fres can be veliton the cound following its use. Bhadow well may be created with
a:succassful DG 2 Craft talohery ) check.

Coai: o gps Weldht: 1k,




initiates combat with ranged attacks and
another uses sneak atracks to finish off
dangerous enemies or pick their pockets.
Wizards and sorcerers are prime fargets
for pickpocketing, as wands, scroll tubes,
and potions are prized loot for dark one
rogues with the Use Magic Device skill,
Evasion: Dark ones abways have an
escape plan and typically break off an
encounter after anly a few rounds.
They slow down advenlurers by impair-
ing their wision, leading them through
difficulr or confusing terrain, or causing
them more damage. Examples of these
tactics include using a dark stalker’s
fog cloud abiliy at runnel junctions, and
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using pitfalls or underground streams
to force pursuers info making Climb
or 3wim checks, especially after the
adventurers have lost Strength due
1o shadow essence poison, Their evi-
sion tactics are offen designed 1o split
up their victims so they have another
chance ar executing a second ambush
on Fewer numbers,

VE. DARK OMES

Adventurers should expect short Fighrs
intended o relieve them of their frea-
sure and attempts to sericusly wound
or kil one of them. IF the party is
dedicated to wiping out dark ones, they

must prepare and execute a caulious
search and destroy mission,

Detection: Berween dark ones’ shadow
cloak abilities and bonuses to Hide and
Move Silently checks, odds are that PCs
will anly notice them when they make
sneak attacks. Having some kind of
light source is a prime way to provoke
therm into doing this, Spells such as
detect chaos, gitterdust, owl’s wisdom
ito increase a character's Spot check
bonus), and frue seeing are most ben-
eficial when trying fo detect dark anes,
Detect magic is useful if dark ones use
their shadow cloak ability.

Stealth and Trickery: Due ro the dark
ones’ blindsight, it is very difficult to
surprise them. Only a character affectad
by both frvisitility and sdence is likely
to force a dark cresper or dark stalker
to make a Spot check. The Disguise skill
might also werk in some cases, but the
best way to ger the drop on dark ones is
for a PC to disguise herself as something
harmless by using polvmorph or the
druid’s wild shape ability.

Vision And Light: If someone in the
party lacks darkvision, the PCs must
pratect their light sources from rhefr or
destruction, Locked gauntlets can secure
a light-shedding magic weapon or a
torch, but the PCs should have access fo
several essential spells, such as dancing
fights, daylight, and gt Daydight and
fight work best when cast on items that
dark ones cannot easily take, such as
breastplates and robes.

Protection: Although dark ones
hawve fo get close fo take valuables
from adventurers, PCs should expec
poisoned ranged atfacks. Spellcasters
should prepare protective spells that can
travel with their users, since most fights
with dark ones are quick and mobile.
Increase Fortitude saves with antiroxin,
the Great Fortitude feat, and spells such
as fear's endurance and protection from
chaos. Trealing paison using the Heal
skill is more likely 10 succeed when sup-
ported by a healer's kit, the feats Skill
Focus (Heal) and Self-Sufficient, and
if the caregiver is under the effects of
owls wisdom, Delay pofson and neutral-
ize poison are also highly recommendsd.

Use Charm: Due ro dark ones’ weak
Will saves, PC spellcasters have a good
chance to overwhelm them with charm
persen, color spray, command, hold per-
son, fullaby, and steep.

Ranged Attacks: The average dark
cregper does not have many hit points,




but it does benefit from its shadow
cloak's concealment, good Reflex saves,
and evasion. Dark stalkers are fougher,
but they are in the minority, and they
don't hawve the evasion ability (unless
theyre also rogues).

Magic missite is the best damage-
cauging spell 1o use against dark ones,
since it ignores anything less than tofal
concealment. Good secondary spells
are acid splash, chill fouch, flame arrow,
ghoul touch, poison, scorching ray, sear-
ing fight, and stinking cloud; these spells
either do not allow a saving throw or
are negated by a Fortitude saving throw,
which is a dark one's weakest save.
Spectral hand is almost a necessity for
delivering spells with a range of fouch,
If a spel allows a Reflex saving throw, it
is likely to be ineffective against a dark
creeper’s evasion ability,

Melee: A dark one’s shadow cloak
concealment negates roughly half of al
attacks directed at the dark one, 5o the
more attacks a PC can make, the berter.
While Two-Weapon Fighting is helpful,

a monk's flurry of blows ability paired
with the Sturming Fisl feat can offer
several attacks that require dark ones fo
make Fortitude saves.

Stick Together: Characrers should
avoid the temptation of leaving slow or
disabled parry members behind 1o chase
thieving dark ones, Lone PCs are prime
targets to these bandits,

DARIK ONES AS CHARACTERS
Mest dark enes find other humanoids
foo suspicious or confemprible fo join
their company for anything longer than
a short-term venfure, A cresper or
stalker who joins a group of outsid-

ers for an exrended period of time i3
exceptional, but if the character and his
new companions are able fo work out
their opposing views on light, they can
easily get along, These natural regues (i
in best with those they feel are kindred
spirits, such as bandits and spies. In
addition ro underground settings, dark
ones work well in nocturnal city adven-
tures as well as those that rake place in
dense woodlands and shadawy hills,

Dark Creepers

Hurnanoid

Dark creepers are known to be
naturally stealthy and prefer the cool
comfort of shadowy places. Spry and
sinister-looking creatures, these dark
ones’ activities are usually assumed to

have some nefarious purpose often Far
worse than their actual intent. Feared
in numbers and demonized alone, dark
creepers are able pilferers, but not
innately eyvil creatures. Their inferests
li in maintaining their own comfort and
the safety of their communities, regard-
less of the cost to other races.

Members of this class often focus on
skills and Feats that compliment their narural
agiliry and stealth. Although their shadow
cloaks defend them from many threats,
dark creepers fear relying on innate abilities
alone and develop their skills accordingly.

Racial Traits

= Small: & dark creeper gaing a -+ size
bonus to Armor Class, a +1 size bonus

on attack rolls, and a +4 bonus on Hide
checks, but they must use smaller weap-
ons than Medium crearures do, and their
litting and carrying limirs are three-quar-
ters of those of Medium creatures,

= Speed: Dark creeper base land speed is
g0 feet,

» Blindsight: Dark creepers can effec-
tively see Go feet without the nesd of
light. Invisibility, darkness, and most kinds
of concealment are irrelevant, although
the dark creeper mus! have line of effect
to the creafure or object 1o discern ¥, See
page qob of the Monster Manwal for a ful
description of blindsight,

= Light Sensitivity: Dark creepers are
subject 1o a -2 penalty on attacks, saves,
checks, and damage when they are
exposed to sunlight or light equivalent to a
dayfight spell

= Bkills; A dark creeper gains a +8 racial
bonus on Hide checks and a +4 racial
bonus on Move Silently checks when in
areas of darkness or shadowy illumination,
» Automatic Languages: Dark One and
Undercommaon.

« Favored Class: Dark creeper. The best
multiclassing choices for a dark creeper
are rogus and ranger.

Class Skills

The dark creeper's class skills tand the key
ahility for each skilll are Hide {Dex), Listen
{Wis), Move Silently (Dex), Sleight of
Hand {Dex). Spor (Wis), and Tumble (Dex),

Class Features

All of the follewing are class features of

the dark cresper monster class.
Weapon and Armor Proficiency:

Dark creepers are proficient with all

simple weapens and light armer, but

not with shields.

Feats: A dark creeper receives one
feat at 151 level. After sth level it gains
teats normally according fo character
lewvel, a5 shown on Table 3-2: Experience
and Level-Dependent Benefits in the
Flayer's Handbook,

Matural Armor: Dark creapers have
thick hides and gain a +1 natural armor
bonus to their armor class,

Shadew Cloak (Sul: Dark creepers can
conceal themselves in shadows the indi-
cated number of fimes per day. This. ability
provides concealment in bright light and
tetal conceatment in shadows, Darkevision
does not niegare (his concealment, but
creatures that can see in magical darkness
igriore this effect. Each use of this ability
lasts 10 minutes per Hit Die, but the dark
creeper can dismiss it an will.

Snieak Arrack (Ex): A dark creeper of 2nd
lewel or bigher can sneak artack, This abilivy

o they BC ol the vic
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Functions as the rogue ability of the same
name. Sneak attack bonuses gained fram
the rague class stack with those from dark
creeper levels:

Evasion (Ex]: Al 3rd level, a dark
creeper gains the evasion abiliny, which
functions as the 2nd-level rogue ability,

Dark Stallcers
Humanoid
Alool and decisive crea-
tures, dark statkers are
rarely seen. With a size and
shadowy grace Far beyond
that of their dark creeper
hrethren, those who see g
dark stalker often mistake
them for some breed of
IUnderdark elf or dark ey,
Mot caring what cursid-
ers suppaose of them, dark
stalkers strive 1o make their
communities as comfortable
and prosperous as possible,
all while avoiding the 1aint
of foreign ways of thinking
ar 1he accursed light,

The mystery and deadly
grace of dark stalkers is
reflecied in their class
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progression by their continually advane-
ing Dexterity and Charisma. While the
former is often augmented by ranks

in the srealthy and thieving skifls these
dark ones rely on, the latter is used fo
lead their dark craeper brethren, These
traits, in addition to their shadow cloak
ability, allow dark stalkers to remain hid-
den much of the time bur be command-
ing presences when they do appear,

Racial Traits

s Medium: As Medium creatures, dark
stalkers have no special bonuses or
penalfies due o their size.

« Speed: Dark sialker base land speed
is 30 feet,

= Blindsight: Dark stalkers can effec-
tively see Bo Feel without the nead of
light. Invisibility, darkness, and most
kinds of concealment are irrelevant,
although the dark creeper must have
line of effect to the creature or object
to discern it. See page q06 of the
Manster Manualfor a full description
of blindsight.

» Light Sensitivity: Dark stalkers are
subject to a -2 penalty on attacks,
saves, checks, and damage when they
are exposed to sunlight or lght equiva-
lent to a dawlisht spell

» Skills: A dark sralker gains a +8 racial
bonus on Hide checks and a +4 racial
bonus on Move Silently checks when in
darkness or shadowy illumination.

» Automatic Languages: Dark One and
Undercommoan.

= Favored Clazs: Dark stalker, The best
multiclassing choices for a dark stalker
are rogue and sorcerer,

Base Fort  Ref
Save Save
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Skill Paints

Class 5kills

The dark stalker’s class skills {and the key
ability for each skill) are Hide (Dex, Listen
{\wis), Move Silently (Dex}, Sleight of
Hand (Desx), Spot {Wis), and Tumble {Dex).

Class Features
All of the Tollowing are class faatures of
the dark stalker monster class,

Weapon and Armor Proficiency: Dark
stalkers are proficient with all simple
weapaons, shart swords, and all light
armers, but nat shields,

Feats: & dark stalker receives a feal
al sl level, and another ane ar 7th level.
After 8th level it gains Teats normally
according fo character level.

Shadow Cloak (Su); Dark stalkers
can conceal themselves in shadows the
indicated number of times per day. This
ability provides concealment in bright
light and total concealment in shadows.
Darkvision does not negate this conceal-
ment, but creatures that can see in magi-
cal darkness ignore this effect. Each use
aof this ability lasts 1o minutes per Hir Die,
but the dark stalker can dismiss it ar will.

Poison Use (Ex): At 3rd level, dark
stalkers are able ro unllize polsons without
accidentally poisoning themselves,

Sneak Artack (Ex): A dark stalker of
end level or higher can sneak attack, This
ability functions as the rogue ability of
the same name. Sneak attack bonuses
gained from the rogue class stack with
those from dark stalker levels,

Fog Cloud (Spl: At Bth level, a dark
stalker is able to cast fog cloud twice a
day a5 a sth-level sorcerar. @

CR Special

1
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Collalorafioe
Campaigy Riilding

IMMaking the Players lllork For It

tends to leok something like this;

The DM creates the setting, his-
tory, maps, MPCs, and villains; chooses
appropriate prestige classes; and sets
up the plot. The players make charac-
ters, plop them into the DM's game, and
stumble off in search of adventure,

Several disadvantages can make this
approach unattractive to players and
DMs alike, Greating an Interesting, viable
campaign world requires a great deal
of fime and energy. Whils the DM is
guite Familiar with the sefting once it's
vomplete, the players rypically aren't,
Worse, unlike with published settings, no
easily available resources exist to help
players become familiar with the setfing.
The players and DM might have very
different ideas of what makes an inter-
asting campaign, Nothing is worse than
spending hours building a campaign only
to have your players look at it and say,
"we'd rather play something else.”

You can avoid this problem by build-
ing your campaign world with your
players, Involving them in the campaign
building process from rthe beginning can
help ensure greater engagement from
everyone, and il gives vou a world rhat
everyone wants to play in.

The standard homebrew campaign

THE Bl HLILE:
COIMITIUINICATE!

The process of building a campaign
world is fun and exciting, but it takes

a lot of work, Most importantly, it
requires a great deal of communica-
ricn. Keep in touch with your players ar
all times throughout the world-building
process, and make sure they keep in
touch with you and each other as well,
The DM must facilirare conversation
between himself and the players.

Many different means of keeping in
contact with your players exist, includ-
ing emails, phone calls, websites, and
Internet message boards. You will likely
forget any idea not written down, so
written communication is the best way
to go. You can send emails to mulfiple
people or forward them as needed.
You could even sef up a special email
account just for discussing vour
campaign. A campaign website (see
Dagon #2g73) can prove useful, since
it can be updared and changed as the
campaign develops. Alternatively, gel
EYEFYONe 1'ﬂge1h&r on your regular
gaming night, order your pizza, and
discuss your ideas Face to face (make
sure o fake notesl. Keep recards,
preferably in multiple places. The great
idea you had the nighr before might
NEVED COTNE again.

GETTING STRARTEIL:
THE CHIMIPRIET
SUHRVEY

Once you hawve a communications sys-
tem, begin building your world with a
campaign survey. & campaign survey

by Jacob Steinman
illustrated by Nildas Janssen

USING PUBLISHED WORLDS

E iF this articie can be maodified

campeldn sur Idea of whar
parts of the wo

afed-thi

your playars
ar nan-

playar

armall: part of
Fame
vewhers thay llwe;

o aF e neiohborrand

invelves a short questionnaire designed
te give you a general idea of what your
plavers are locking for in their campaign
world. Don't look for details or worry

if the ideas are coherent for right now,
Just look to get a sense of what your
players want in the campaign.

When designing questions for your
survey, make your guestions open-
ended, nat multiple cheice, This func-
tions as a fool fo get everyvone's brains
gaoing, and multiple-choice questions
restrict people’s thought processes, Let
your players' imaginations run wild!

Every campaign survey should have
ar least these eight questions:

1. What races do vou want in the

world? What races don't you want?

2. What classes and prestige classes

do you want available? Are there
classes that shouldn't be available?
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5 What Flavor should the world have?
High tantasy (brave and hercich or
low Fantasy (grim and griry]?

4. What kind of cultures do wou wanr
to see? Any particular cultures we
should or shouldn't emulate?

5. Whe or what should be the
dominant race? (Mast worlds
assuma humans, but this doesn't
hawve 1o be frue, and it can be very
interesting if it's notl.

&. What should the terrain of the
world be like? Should it be like
Earth? A waier world, desert
waorld, forest world, or what?

7. what kind of role should gods and
religion play in the world?

8. How prevalent should arcane
magic be? How much of an mflu-
ence should it have on the world?

Orher possible questions or subjects
for questions include: Starting lewvels,
villainz they'd like to fight, the age of the
world, world-hopping, the role the PCs
should play, supplements they'd like fo
use, and so on, Put in a “further com-
ments” section, so people can pur down
theughts that den't fit inlo your survey,
Compile the results of your survey, and
send them oul To your players.

The number of choices available
From such open-ended questions
might overwhelm some players. To
prepare for this possibility, keep a
large series of choices for each ques-
tion [somewhere between ten and
thirty] on hand. Players who feel
overwhealmed by the open-ended
questions can instead select their
top three “most favorite” and “least
favorite” from each list, This axira
structure in the survey can help alle-
viate feelings of confusion, while still
giving your players a great deal of
creafive freedom.

For some real fun, distribute the
survey to people cutside af your game.
Give it to other gaming Friends, family,
or whomever else might show interes)
{not total strangers on the street), This
will give you a lot more material and
can produce interesting rasults; bul
remember that the opinions of you and
your players take priority. You have ro
play in this world, after all

&n exiended sample of this pro-
cess runs throughout the article.

In this first example, assume the
players have already filled our the
campaign survey, and the DM has
compiled the resulrs.
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Example: “Thanks fo everyvone for
taking the time o fill out the campalgn
survey. The results are prefty inferasi-
ing so far,

“Everyons ssems fo be inferesied
in high fantasy, Two people were
interasted in hall-orcs, and three of
vou were interasted in dwarves and
Znomes. Mo one wanted 1o see alves,
One person wanted fo see a Japanesa-
styie culfure, with ninjas in particular,
and fwo wanted some swashbuckling
pirate action. Theres a split on what the
dominant race should be, Two people
suggested humans, two suggested non-
humans, Theee of vou wanted fo do 3
waterworld, and evervone seems fo
feel that the gods should play a pretty
impartant role in the world There were
no sirong Feelings on arcane magic
either way.”

DL ITIFLET

The summary resulls should give vou

a pretty good idea of how the world

iz shaping up. Some things will likely
leap out al you: clear trends in what
your players want and ideas thatl you
feel are missing. Decide what ideas you
really like and which ones you dislike,
and srart to pur together a basic siruc-
ture for the world. Again, this doesn't
need much detail, and it might take you
a Few fries. You want something wvery
loose that fies together the basics of
what you've goifen out of the campaign
survey and yvour own ideas. |t shouldn’
take you mare than a paragraph or

twio To write up, S0 you can fry several
wvariations and eyven present-a coupls of
possibilities 1o your players,

Example: Looking at the results of
the survey, the DM decides fo make
the world dominated by non-humans,

a concept that intarests her more, A
few rough skerches eventually fead her
to this idear The last war-of the gods
fooded the world of Warerus. Now, the
Holy Armada of the gnome arfificers
and their dwarven marines rule the
waves, After the elves abandoned fhe
surface for undersea kingdoms. only

a rag-tag alliance of humans and ares
remained standing beftween the gnomes
and their conguest of the world,

ASSIET!

PLARYER DOUTILES

Send the oculline around to your play-
ers and gat some feedback. Once you
have chosen a basic world structure,

start to delve info it more deeply. As
DM, you should pass out duties to play-
ers so they work on things they have
skills in and find interesting. Possible
duties or roles to fill are as follows.

Map Maker: The map maker provides
many of the maps the campaign needs,
from world and regional maps down to
city and willage maps. This person can
help with other aspects of the project as
well, depending on how many maps (he
seting requires and how detailed they
need 1o be,

Class Collector: This plaver combs
through various supplements to find
classes (both core classes and prestige
classes) appropriate to the world, You
might have multiple people de this.

Race Cellector: Similar to the class
collector, this plaver looks through a
number of supplements to find suitable
PC races for the world. You might have
multiple people do 1his,

Culture/Country Designer: This
player or the race collector might
develop the culture of whichever races
are appropriate fo the warld,

Religion Designer: This player cre-
ates the main pantheons of the world,
what races or cullures worship which
gods and how the gods interact,

Let your players work on the things
that interest them. If two of them wani
the same assignment, draw straws, or
let them collaborate, Players with a real
yearning to use a cerlain race or class
are typically more than willing o do
the leg work on it, The guy whe really
wants 1o play a half-orc barbarian ninja
should be able to come up all sorts of
ideas about where half-orc barbarian
ninjas come from.

Similarly, it a player has a particular
talent for something, whether it's map-
making or monsler building, see if you
can get her to fake on that task. Do
not force your players to do something




they don't want to! Your friends are
not your employees, and this project
should be a joy, not a chore.

You can take on some tasks yourself,
of course. The DM of the sample cam-
paign migh! decide fo design the Gname
Empire, since gnomes serve as the pri-
mary villains of the upcoming campaign.

Finally, remember that not everyone
has the same amount of free fime.
Don't punish a player because he can-
not devore the same amount of time fo
world building as the others. Ler him
do what he can, and always keep his
input in mind.

ERING EVERY THITILE
TOGETHER
The DM now needs o help bring all of
the players’ ideas rogether. See whal
alements you can infegrate and which
ones you cannol, Don't fear changing
the players' ideas to make everything fil,
bur make sure you tell them when you
do. Offer-suggastions for change, rather
than just making changes outright,
Example: The refigion designer for
the campalgn creafes fwo separate
faiths, The gnomes follow a monatha-
istic faith, white the humans and orcs
take g pantheistic approach to religion.
This provides the source of refigious
conflict that occurs within e world
Looking back at the initial outline
reveals that the world was floodad
during the war of the gods. The player
interpreted this as a refigious conflict,
but the DM envisioned rhis as actual

war between diving forces, After sOme

discussion, the players and DM decid
fo go with the DMs infer,

they change things slightly, The gnome
god, a former member of the human
and orc panthecn, went mad during a
quest ta bring order to the universe.
He created his own sarvitors, whom
SOme gnomes Fevers as palron sainis
{miving the gromes a few options for
clerics of different types) One of the
players suggests that the dwarves
should have heir own religion as

wall, and the DM decides the dwarven
paniheon defiberately alfed with the
gname god, furning against the gods
whose worshippers had ruled the
world for so long, This approach satis-
fies evaryone and lays the foundation
for the campaign’s history,

Go ahead and add vour own ideas as
well this world belongs to you fool Just
cammunicate with your plavers when you
de, A word of caution: The DM already
holds a position of power, and some play-
ers might hesitate about speaking out
agains! your ideas. Let the players guide
the direction of the world, take their criti-
cisms politely and their ideas seriously.

As the process moves along, you will
start to fill in more details, Mot every
corner of the world needs definition.
I's berrer-if you leave some room for
expansion so your group can add new
ideas later on.

Show the final version to your play-
ers. |7 you need 1o make any last min-
ute adjustments, do so, but don’t spend
toe much fime on it At some point, |
buckle up and srart playina!

The ¢ ' h

input on the sorts of adventures they
want to goon, the directions they want
the campaign to move in, and how they
would like their characters o develop.

This sort of approach might maks
cerfain elements of the campalgn mora
explict [it's hard 1o keep secrets when
vour players contributed to the buitd-
ing of the campaign), but it ensures that
wour players become really engaged
with the world, You can always throw
in a few secrets about the world after
the collaborative process is finished. For
the ultimate collaborative campaign, fake
furns acting as DM, and give everyons
a chance to expand the story.

Building a collaborative campaign
world takes a grear deal of rime,
but everyone in your gaming group
becomes engaged in the world. The
process of building the warld can be
almost as fun as gaming in it Do not
rush it: Good ideas sometimes rake
time. Enjoy the creation process. Once
the campaign starts, vou and your
players can continue o develop the
world for as long as you want. Doing
this adds more depth to the world, and
it helps keep everyone inferested. This
sort of collaborative campaign often
lasts longer than a DM-generated
world and provides the sort of stories
you and your players will talk about
for years to come: @ ;
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keep @ sinister secref: that they too
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the base creature’s ECL by +1, Shadow
=h._1rJF- and umbral creature

|'-"JF'| IthP sum of racial HlT Dice and

SHADOW CRERTLURE
The Flane of Shadow is a warped
and indistinct realm, a dark retlec-
lion coexistent with the Material
Plane. Mortals travel there ar the
n peril, for it is all too easy for the
foolish and we ;
trapped insid ; native
the Plane of Shadow i :

and more of intan-

y =a| creature can bacaome a
shadow creature, T adow creature
template has a level adjustment of =2,

Shadow Creature

Clas=s FEatures

All af the Followi

af the shadow creature mo
Cold Resistance: At 15t e

uhara-;m-r' Hains

Tn

Luv.-' -light Vision:
re e

MDVF‘ SllF‘TIle Af st level, the
aracter becomes naturally skilled at
+2 racial bonus on

At and level, this

Mave Hllﬂnrl_.- che
bonus increases to +6.
Shadow Blend (Sul: At st I

g him o fade inte the shadows

SHADOW-THEMED CREATURES 3.5 UPDATE
T termplates used to-create the classes Here were fest printed Inseveral different prod
uets The shade ariginslly gppeared a5 2 playahie race in the Fosodr e BeaLts acessory
Racas of Fagrtn, and the umbral remplare was first printed: in- Savage Specips. The shadow
femplate orignally eppeared in-the Manwal of ffhe Slanes, but has since-been updared witn
the fallowing changes. The template grants 2 creature the exlzaplanar subtype, and does
nat change the creaturs’s Pype, The shadaw blend ability of all shadow ereatures now
arants etal concealment. The opfional supsrnatusal abllities mew. nelude: +2 lugk banus on
savids, 1day cause fear 25 & sth-level caster, damage redoction 5 magics evasion fa5 the
ropue class Teatire), 1/day mirdor fmage as @ sthe-leval caster, §iday plame shiff 353 151h-
level caster (o or from the Pland of Shadow anly), and fask healing 2. Shadow cosatures
Frave 4 level adfussment of =2,

Pare infarmatan on updared material s availenle tram the Sl s Accessany Lpdals,
which can be downlagded Trom the Dusceons Bt Dagcous pege of the \Wizards of the Coagl
wiihzile, wwwwizardscom,

ECL AND LA
A crealure's eifoctive charpcter lmvel (ECLEN S the dum of 118 racial Hir Cice, tevel
adjustrent, and class lvels, Use character lovel for mest game funeiions use BGL
for avearding wepericnge, désrmining starting equipment, and dateemining bow moch
G pRrienG e thn Characier neerds o gaina new ievel: Level adjustment (LAY S & measurs
ot haw much mere powerfola-creature (5 1han other creatures of is Hil Brice, A lavel
adjustmian prosides: & numenic oomparisen with ke seven standasd sacas drom fhe
Pl Hatedboal, shawing b much more: pewertul thal ereature is Hagone of fhe
standard races, in teoms of lovels:

For moeeintermaslon on ECL and LA, soo the Moasier Maneal glossary and Mansters as
Riaees on page e of the Dasesan Masree s Guide,: Savades Spechne sxplaing ECL LA, and
maonsier classns in chapter 4

MONSTER CLASS BASICS

Peenntir clissaed Nrsr appraced oo Sasane Spockes amd allow characioes oplay mons raus
eharacters fearm st lewel with ne level adjusimeant, Althaugh monster ciesses are tar th
e part preaanted as character clsses, there are seeeral signtficent difterenpes, Mast
nestalily eharacters whic fake levels g monster elass cannet mulliclass untll they haye
pompleted the full progrossion. ol the manster clags, This role Seegs charactees Fram
saiping the henefits of = mensters bept and then guickly ssirching o a standanl class,
Chracters whe fake il oo manater class do rpor gain FHr Rice, base airack progras-
o, last e Boous progession, sk, and Feas at every level, instead gining (hem
el wehiem (b s nated inc e clisy progression, Also, mansier classes aren Ikely o aler
chirraetee’s Fusdamenral form, atfecting B asbiline seores and sl grmar. A1 eve ey el
Atharacter g an absility acdjustment, s changr sfscks will alk presvings abslity scorn
adjustmen s Howeever, smljusiments opaiarml goman doneksack, Bar eamphere ralessamnd
e examplisol aronsier clanses e fppendie | of S Spnees

SHADOW CREATURE
Lewal CH  Spacial

it e e ressstanee, Towelighl sision, Move Slentby <20 shisdew Hend Doonce)
el |- sped inereade

Dearkyisinn Go-f1.; Move Siheny e, shadow bend [Yotal concaakment), super-
natural abilities: sxiraplanar sublype




ability grants him concealment in ary
ng conditions less than full daylight,
fificial ilumination, even a dghtar a
e fame spell, does not affect this

At znd level, the character’s shadow
Blend ability becomes more potent,

-~ improving to grant total concealment,

All anacks against it have a 50% miss
chance (instead of the previous 20% miss
chanced, and opponents cannot make
attacks of opportunity on the characrer.
Full daylight, a dawlighs spell, or darkwvision
negates this fotal concealmant.

Darkvision: A1 and level, the character
gains darkvision to a range of o feet,
Darkvision works like nermal vision,
except that he requires na fight to func-
fion, and vision is enly in black and whire.

Speed Increase: Al znd level, the
character's base land speed increases
by fo%.,

Supernatural Abilities (Su) M 2nd
lewvel, the character gains one or more
bonus supernatural abilifies from the list
below. The character may choose one
ahifiry, plus another far every 4 Hit Dice
he has: He can also later choose mors
ahilities if he gains enough Hir Dice.

« 42 Juck bonus on all saving throws

= Cause fear/day as a sth-level caster
» Damage reduction 5/magic
o Evasion (as the rogue class Feature)
= Mirror image1/day as a
sth-level caster

v FPlane shift 1/ day assth-level
caster {to or from the Plane
of Shadow only)

+ Fast healing 2

Extraplanar Subtype: Ar and level,
the character gains the extraplanar
subtype. The character is now consid-
ered native ta the Plane of Shadow.

SHHADE

Mot to be mistaken for an undead
creature, a shade is a humanoid wheose
soul has been tainted by the essence
of shadew, Such a transformation
might take place when creatures from
the Material Plane are exposed o

the strange energies of 1he Flane of
Shadow for an extended period of fime,
a process that usually fakes cenfuries
Hewever, whole cities and races thal
have physically immigrated fo the Plane
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of Shadow have been affecred by its
dark taint en masse, causing enfire
populations ro become shades,

Any humanoid can become a shade,
The shade remplate (found in the
foraorten Reaims Campajgn Setting)
has a level adjustment of +4,

Shade Class Foatures

All of the following are class Features of
the shade monster class. However, while
shades are in bright light, such as full
daylight, a well-lit room, ar a dayfishi
spell, none of the abilities of the shade
monster class function. A shade in.a
bright area refains the cutsider ype.

Shadesight {Sud: Al 131 level, rhe
character gains darkvision with a range
al Bo feer, Darkvision works like normal
wision, excepl that il requires no light
to function, and vision is only in black
and white. At and level, the character's
shadesight ability improves, allowing
her darkvision to penefrate even dark-
ness effects such as magical darkness.

Speed Increase: The character’s base
spead increases by 2o feel.

Invisibility [Spl: At st level, the char-
acter can use fmasibility once per day,
with a caster level egual fo her charac-
ter level At ard level, she can use this
ability once per round. The shade can
anly wse this ability on herself,

Controf Light (Spl: A shade can
decrease the levels of light within a
wo-feol radius of harself by a facror of
0% per character level. This decreases
the gverall effective range of wvision for
characters and creatures dependant on
light by the same percentage. For exam-
ple, a human can normally see zo Feet
by the light of a rerch. If a shade were
to diminish the lizht by so%: the human
could ses anly 10 feet,

Shade Abilities: Af 1st level, the
shade gains a +1 luck bonus on
saves, a +1 deflection bonus to AC,
+1 racial bonus on Listen and Spot
checks, and a +2 racial bonus on
Hide and Move Silently checks. A
each subsequent shade level, she
gains these abilities again, stacking
with the previous bonus, so that a

THE SHADE
Lavel R Special
(T

4th-level shade has a +4 bonus of
the appropriate Tvpes on saves, AC,
Listen and Spot checks, and a +8
honus on Hide and Move Silently
checks, Also, beginning at st level,
shades do not suffer skill check pen-
alties due to darkness.

Outsider Type: At st level, the char-
acter’s type changes to outsider (nafive),
Shades are not extraplanar on the
Material Plane and can be raised and res-
urreched normally. Creatures that wers
dlready outsiders do not have their types
changed when taking levels in this class,

Ability Score Increases: These changes
are applied as racial bonuses 1o the
character's abiliny scores, These bonuses
stack with any existing racial bonuses.

Attack/Damage Bonus: At and level,
the character learns to use the dark-
ness o her advantage in a fight, gaining
a +z competence bonus on atfack and
damage rolls.

Shadow fmage [Spl: This ability, use-
able three times per day, functions as
per a mirror image spell cast ar the
character's level, This creates 1y fig-
ments of the shade, +1 per three levels.

Fast Healing {Ex): A1 grd level, the
character gains Fast healing, allowing
her to regain 2 hit points per round.
Fast healing is just like normal heal-
ing though it does net restore hit
points lost fram starvation, thirst, or
suffocation, and it does nof allow a
creature to regrow or reattach lost
body parts,

Shadow Stride (Splk A shade of &
Hit Dice or more can vanish from her
current location and reappear in any
shadowy area within 00 faet, as a
mowve action, This ability is useable once
every 2 rounds.

Shadow Travel (Sp): Once per
day, a shade of 12 Hit Dice or more
can greater feleporf to a shadowy
locale on the same world or plane
shiff to the Plane of Shadow. These
abilities are as the spells casr al the
character’s level.

Spell Resistance: At 4th-level, the
character gains spell resistance equal 1o
1 plus her characrer level.

shadeabiities




ERAL CREATURE
it creature of pure darkness, the
ead shadow is Feared by common-
and favored by the dark necro-
cers who create them, Stories tell
entire nations wiped out by thess
atures, as their victims guickly rise
shadows themselves,

creature of the aberration, animal,
n, giant, humanoid, magical beast

' mensimous humanoid hypes with a
harisma score of af least 8 can become
ri umbral creature, The umbral creaturs
templare has a level adjusment of <5,

Limbral Creature

Class FeEatures
Al of the following are class Features of
the umbral creature class,

Darkvision: Af1st level, the character
gains darkevision Te a range of Bo feet,
Dartevision works like normal vision,
except that it requires no light to funcrion
and is only in black and whire,

Light Fortification (Ex: A1 151 level,
the character naturally gains the benefits
of the light fortification armor properny.
When a critical hit or sneak attack is
scorad on the character, there is a 25%
chance that the extra damage is negated,
and the damage is insfead rolled normally.
The character always benefits from this
ability, regardless of whether or not he is
WEATING Armor,

Maove Silently: Alsc al st level, the
character becomes more skilled at snealk-
ing, gaining a + 5 racial bonus on Move
Silently checks, At znd level, this bonus
increases 1o +io,

Ability Score Changes: These changes
are applied as racial adjustments to the
character's ability scores that stack with
any existing racial bonuses or penalties.
Where a penalry to an abiliy score is
applied, this is a permanent change and
cannol be removed by any spell or effect,

Maderate Fortification (Ex): At znd
level, the character naturally gains the
benefits of the moderate fortification
armor property. When a critical hit or
sneak attack is scored on the character,
there is @ 75% chance that the extra
damage is negated, and the damage is
instead rolled normally. The charac-
ter alwavs benefits from this ability,
regardless of whether or not he is
WeaTIng armar,

Fiy: At grd level, the character gains
a fly speed of 4o feet with perfect
maneuverability, :

‘Heavy Fortification (Ex): At qrd level,

the character naturally gains the benefirs

of the heavy fortification armer property.

When a critical hit or sneak attack is
scored on the character, there is a 100%
chance that the exira damage is negated,
and the damage is instead rolled normally,
The character always benefits from this
abiliry, regardless of whether or not he is
wearing armor.

Undead Type: At gth level, the char-
acter's iype changes ro undead. Hir Dice
fram previous levels are changad to
chzs and are rerolled. All Hit Dice gained
from this point on are also dizs, Do nol
recalculate base attack bonus, saves,
or skill points. The character also no
longer has a Constiturion score and rhus
no longer dains a bonus fo hil points,
Concentration skill checks, or Fortitude
saves. He is now unaffected by all
effects that would have reguired him 1o
make Fortitude saves [unless the effecr
also works on objects or is harmless).
Being undead, the character no longer
needs 1o breathe, eat, or sleep.

Turn Resistance {Ex): Also at 4th level,
the characrer is reated as having rwo
exctra Hit Dice for the purposes of being
turned or rebuked.

Create Spawn (Sul: At sth level,
the character gains the ability to raise
fallen foes as umbral creatures under
his control. Any aberration, animal,
dragon, giant, humanoid, magical beast,
or monsirous humansid reduced fo o
Strength by the character's incorporeal
touch affack rises as an umbral crearure
in 1d4 rounds. Spawn are under the
command of the characrer that creared
them and remain enslaved uniil their
master’s destruction, The characler can
confral a number of spawn equal to
double his HE. If the character creates
a new. umbral creature that causes him
to exceed this limit, the spawn longest
under his control is released.

Incorporeal Subtype: At gth level,
the character becomes a fully incorpo-
real creature, gaining all the qualities of
the incorporeal subtype. Most notably,
this includes the power to pass through
physical objects, a deflection bonus to-

the character's AC equal to his Charisma
bonus, and the ability to always Maove
Silenthy. From this point on, the char-
acter can onlfy be damaged by other
incorporeal creatures, spell-like abilities,
supernarural abilifies, and magic or magic
weapons. Even when hit by magic or
magic weapons from a corporeal source,
the character still has a 50% chance

fo ignore the damage—except for force
effects, such as magic missilz, or from a
ghost touch weapon.

Howewver, since characters can no
longer affect or be affected by physi-
cal objecrs, they can no fonger hold
or manipulam any Weapans, armor,
or irems they might possess. The only
exceptions fo this are weapons or
armor with the ghost touch ability, Also,
the umbral characler loses all the special
attacks of its race and class, inchuding
spellcasting ahility,

The character alsa gains an incorpo-
real touch attack. This is a natural attack
that ignores material armor, even magic
armor, unless it is made of force (such as
mage armoror bracers of armor) or has
the ghost tauch abiliny, Characters do not
gain multiple attacks with natural weapons
for having a high base atlack bonus. This
alfack does not deal damage o a target’s
hit paints, but rather deals Srrengrh dam-
age defermined by the character’s size.

Creatures killed by the character’s
incorporeat touch rise as umbral crea-
tures under his command {(see the create
spawn abiliy).

Sea the Dunceon Master's Guids, page
2p4 for a full description of the incorpo=

‘real subtype. ©



wizard Drogan, but in thefig
him with a poisoned blade, and
Er 18 rhdr curative mag

sented by
!lnﬁf a small |l'=u1
agic ql.hI.|ITIL‘h rhal can Enham,a ang,r poison,

ERELNING MAGIC POLSON
g & magic poison is similar fo creating a potion,




! its way info the victim's body. .
Once embedded, the victim cannot
recover from the damage the poison
dealt until purged of the venom.

P
day. Victims surviving this poison
Fain any: temporary damage at the
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anp:ng poisor dI:Fﬁers from most
~other qualities.in that it has degrees.
The number of aun*qessi‘ul Forhtuda
'aka in’ Qrdér

_sa\f@s th% vhrzﬂm I'nu

"Fa’ﬁtbmde save per day, and ance. he

- makes & number of successiul Fortitude
“saves equal to The poison’s Hripping
degrae, fie is Free of the effect and can
begin to heal normaly.

‘A polson may not have more than

five degrees in this quality. To determine
the cost of _enln_ang:ing A poison with
multipls degrees of this quality, simply
riultiphy the cost of the gripping poison
by the number of degrées desired.

Newtrafize poisan does nol automati-
cally remove a gripping poison from
the victim, but it does count as ane
successful Forfitudesave:

Faint transmutation; CL 3rd; Brew
Patior, bears endurance: Price § x poi-
son-cost per dose x number of degrees.

Mounting: Only a poison already
enhanced with the gripping property
can have the mounting property added
to it. Mounting poison inundates rhe
host bady just like gripping poison, but
it digs much deeper, seeping into the
bedy more tharoughly.

Treat mounting poisen as normal
gripping poison, except thal each failed
Fartiluda save adds +2 to the: DG for
future saves, 10 a maximum of double
the normal DC, :

Faint necromancy; CL ard; Brew

Potian, inflict moderare wounds Price 6

% poisen cost per dose.

Potent: Concentrated poison s
brawed for optimal effectiveness, but
its performance iz still limited by its
biase toxicity, Potent poison, magically
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&xpand& ﬂh its potential ?n,_
A pmenr pms;:n deals hﬁﬁ“_'

Faint necromanc

Potion, death knell Price 6 x poison
cost per dose..

‘Repeating;: This property can only
be added 1o poison- al_neady enhanced
with the. gﬂpplng PrOPErTy. Repeating

:pojsun daasnt just r‘esr in the body and
refuse ol

Ve it ontinues its dssalil
for as long as it manages to hold onfo
the wigtim.

Treal repeating poison as normal

gripping poison, except that repeafing

poison deals its secondary damage ach
day the victim fails his Fortitude saving
theaw fo evercome the: poisen:

Faint necremancys GL sthy Brew
Potion, infiict serlous wounds: Price 15
* poison cost per dose.

Spell Resistant: This dangerous paison
resma magu: mampulatmn I rebuffs
magic altempts o neutralize or slaww 1.

Spell rasistant peison has 2 spell
resistance score against all spells
that aftampl to slow or nautralize i1,
The poison’s spell resistance. is equal
fa the poison’s base Forfifude save
DEC. For example, a dose of spalt
resistant shadow essence has spell
resistance 17.

Epetlcasr&rs hoping to aid the pai-
son victim with magic must first bear
the poison’s spell resistance with a

“caster level check, jusf as if the poi-

SO0 WETE § creature.

Faint abjuration; CL sth; Brew:
Potion, dispel magic: Price 15 = poisen
cost per dose. &

FOR YOUR

CAMPAIGN

A plethera of poiscns

exatin O, and

whike ey all have dif-
Ferant effects. they all work thesarme way.
Imiaiging yeur players’ fright when they Face
a poisen that dossn't respond 1o magic and

doesn't Jo sy ol own, AT ENEMY
packing such a weapon nstantly bacomes a
merrorake Threar,

You can build entire organizations
around one particularly patent farm of
venom, This potent exiract is a guild
secrat given only 1o those who prove
skillful enough forbe worthy of using
it. The poigon could even serviz as ths
Aulkd's calling card, allowing vou to build
up barh the organizations—and the poi-
son’s=repufation befare confronting yaur
parky with gither.

Ancther option is to grant these
poisen enhancements to creatures, For
pxamphe, 4 geoup ol wywerns that v on
a small mountain:surreundad by a swamp
[..u'i'q 55 @ p.*rri-:'ulm-'-,- wirLdent |.1L.'-|*l::-|'| %]
Bring Frnrrl IIu. poison, but also Tessr any
miagic affempts at slowing o neutralizing
it, A reward might existfor the destroc-
tion of these beasts. bl the rumors of
fheir parent poisons keeps many would-
be adventurers al bay,

\\ FOR YOUR

CHARACTER

If seur character

opposes the use of
poisons, he has little
use for these enhanced
poisans. Howewar, that doesn't mean
vou - can't put-them to use in creating
your character.
rduch lika in Shadows of Uadrentids,
magically enhanced poisons cam seTvE as
the impetus for adventurs: Pechaps your
master suffered the same Fate as Drogan.
and wou hunt for-a cure hefore his fime
runs out, Mayvbe your mather suffers
fram a lingering poison that resists afl
magic and mundane neutraizing effects.
Ia frighrening twist, perhaps you suf-
Fer fram the effects of a poison whose
effects you cannot cvercome, anidl you
must venture forth in a weakened condi-
fion fio find @ cure,




CLAIRE?
\WHAT'S \WRONG?

IT'S..IT'S

HE'S HAVING AN
AFFAIR!

MAXMWELL. 1 THINK) .

rEGhShUR !

GAMES thJ EXPLANATION..

/1E'S BEEN COMING
HOME LATE. \WITH

i

THAT COULD
BE ANYTHING,
THOUGH...

EVERY WEEK?
AND HE'S BEING
SECRETIVE AND

GAMES, BUT WE
“MNEVER PLAY!

SAME NIGHTS

DISTANT. | EVEN TRY
AND BREAK OUT SOME J
BEER-AND-PRETZEL

AND
IT GETS WORSE!
\WHEN HE'S HOME, HE'S
NOT TAKING ANY INTEREST
IN HIS NINTH-LEVEL
MAGE ANYMORE...

HOLY COW! YOU'RE
RIGHT! HE'S GOT
TO BE CHEATING ON
YOUI HE'S.. HE'S...

SEEING ANOTHER

GAMING GROUP!

SOB on,
MAXMELL . MAXMWELL. ..
DON'T TAKE YOUR
DICE TO TOWN...

©2004 SHETLAND PRODUCTIONS

SOHNGKOVALIC.COM

WWW.DORKTOWER.COM

wwwpaizo.com/dragon 53



......

il . f.SS aS S Is S
migyinee R.u eS
IS and Bards

bym chard Farrese - Ilustrated b}rMII;ae nap; S

Amiler of Gaod Fortung ﬁ\;;i&@‘-“
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arhaps more than ary ofhér fis
characters, bards and rogues take

areat pride in their skills and abili-
ties. When it comes to using their skilis;
‘most of these heroes rely on what
they refer to as the fools of the trade:
“Whether they need to defend them-
selves, disarm a deadly trap, or charm

an audience, most professionals rely on

a number of fools 1o make a decent (or
indecent) fiving.

SArmors :
Most rogues prafer fot 1o wear
armor, allowing them to stay light on
their festand a5 nimble as possible,
but the dangers of the adventuring
life -eften incite them fo don protective
garments, The following irems both
provide protection and fit the ideals of
the stealthy professions.
Armor of the Woodland: The elves. ch
_ancient times constructed these armors
from the leaves and bark of birches,
caks, and maples. Few elven craftsmen
‘remenmber how te make these garmenits
today, and fawer still aerually Fashion
them. The origin of these strange and
supple armars Is unknown, but legends
hold that the elven gods revealed the
—seeref of their making fo their children.
Legends also say fhat the warriors of
the first elven armias wore such suifs
of ‘arrior and that they became known
Fnr their uncanny ability to ambush
any opponent who journeyad through
their forest homes, Whether these sto-
ries are frue or not, these light suits
cara extrasrdinarity well fashioned,
- -and many druids; rangers, and rogues
“cherish them.
Shaped in the form of a feather vesf,
a suit of armor of the woodland comes
=cqmpistf: with shoulder pads, elbow
_protectars, and greaves, The armor,
swhich s almost as light as a wiaiol shirt.
looks like a jumbled pile of crushed
Ie,&v#s breken branches, and thin
pieces of bark. The most common of
these suits are of a dark green colar,
bt shades can vary from bright reds
and oranges ta pale yellows and greens.
Armer of the woodland is a suit
of =7 feather armor. Whenever she
wearer of such a suit of armor fravels
through a forest, he adds 1o Fae_vl_ to his
base fand speed and gains the frackless
step ability of druids, The armor’s mosr
impressive power allows ifs wearer
to enter traes and magically Transport
From one fo another three times per

Armor of the Woodlend

day This

ability works

qust like the

tree stride spell -
as cast by a gih-
lewel draid.
Modarare conjuration;
CL geh; Craft Magic Arms and
Armor, woadiand stride abilisv or pass:

without trace, mee siride: Price: ;:5 ?55-_

2 Weightia Ib.

Bracers of Blocking: Fﬁrgeﬂ in fimes
Iong furduifen, thiese sturdy iron hrac-
ers come in various shapes and sizes,

: Usuall:,r faund in the burial nhambar&

il kmgs kmghh, and urher great war-
riors, these items appear as nothing
mere: ‘than well- crafred Bt bulky brac-

e, A ciuﬁer txammatmn however,

reveals @ pair of brar.:ers ‘of bfa::kfn
as unnal_ur_all_:.r light and carved with
the shape of a tiny shiald Inside gach
bracer: Wearers barely feel these
magic bracers, and they do not hiam-
per dexterity the way other pieces of
armor do. Llf,ua]ly Forded with Hold,
silver, or mithral nrﬂays mpr&sanﬂnﬁ
armared afmrnais, Iegendanf beasrs
knaown Fnr their mughness. ar coais of
arms, most bracers of bfackr?:g appeﬂr
i be very valuable.

Bracers of blocking provide a +2

_armor bonus 1o Armor Class. In addi-

tion, whenever the wearer fights
defensively or uses the 1otal defense
standard-agtion, he gains an additional
+2 dodge bonus fochis Armor Class.
Faint conjuration. and fransmutation;

ct 5Th Craft Wnndraus ltem, cat'’s

grace, mage. armar: P‘ruca paelsl Tk
Weight: 1 lb.

WEAPOMS
Many rogues, as53ssins,
bards: and dipit_urn ars

prefEF fo. use small
WRapons rhay can easily
hide. Whether they want ro
sneak a blade past the king’s
elite bodysuards or mmphﬂ wish fo
appear defenseless, a variaty of magi-

gal weapong-are Fashuaned especially

for: such situations..

Dagger of Torment: For'ged ir
the days of Rakaltha the Vile, one of
history’s most noforious assassins, an
unknown smith of a fallen empire cre-
ated these dark blades. In Rakaltha's
rimie, the thisves, thugs. and murderers
af the world seught sut and cherished
these daggers. Few of these blades
rémain, as many heroes of the past

- worked 1o destroy the ma;urrry of these

terrible weapons. Howeaver, 1 is pos-

-sible that a master smith has uncovered
-the secrefs behind the creation of these

blades, as they have receatly begun
appearing with 5rar'ﬂ‘n=f regularivy.
A dageer of torment has a long, thin

E-ISFrrmed blade made of an unknown
- ehon alloy. The w&ap{;n has no harid

Hudrd, but strips of blond-red Feaiher
wowen in a light pattern cover ﬂs
handle, Bath the metal

‘of the blade and

the leather

wrapped

arpund its

Bragger of Torment
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handle seem unaffected by time and
remain as beautiful today as the day of
the dagger's forgmg. The daggar fever
needls sharpening.

This weapon-atts as a + keen dae-
ger, but with every successful hir,

the victim must suceeed ata DC 16
Wil save or be afflicred by a dreadful
vision. This vision makes the wielder
of the blade appear-as an animared,
rotting corpse. often of semeane the
victim tares greatly about. The sishi
lasts only for a moment, and only the
wounded character percclw.n ihie ter-
rible image. The vision, hmver. 5=
powerful enough fo make the vicim
dazed for 1 round. This power is a
mind-aflecting llusion {phantasm}i
tear affect,

Cmice per day, the dagger’s

wielder gan curse a creature
dazed by it The wielder must
decide to activate the curse
ability aﬁe_,_r.he. has made &
successful it with the dag-
g and after b has defer-
mined if the daze effect
has affected the victim:
~ Victims of this curse are
plagued with flashbacks
of the wisions they
expenenced from the
dagmer, causing them _
lo take a -4 penalty.on |
all artack rofls, saving
thraws, ability checks,
and skill checks. The ciirse can be Flﬁa::i
as per bestow curse. Cr'eamm; Immung
o the dagser of forment’s daze ability are
also- immune 10 s bestow curse ability.

- Moderate illusion; CL zth; Craft
Magic Arms-and Armor, besfow clrse,
keen edge, phantasmal killer; Price:
10g,100 2 Weight: 1 lb

Rapier of Disarming: Narcil The
Bluﬁdrhnrsw, a legendary duelist who
became an ﬂxp&r‘f waapnnsmﬂh i hil
old age, fashioned these beautifully
crafted blades. Crafted for his chil-
dren—whom Narcll wanted to profect,
despire his momker—-mnsf of these
extraordinary rapiers were made of a°
special alloy compesed of white gold
mixed with iron; mithral, and yellow
gold. Strands of precious metals, like
a myriad of capillary veins, run along
the lengrh of these elegant blades,
Ironically, Narcil Is betier !mnwn mday‘
for the extraardmarlh-' beauhh.l[ WEEp-
oris e ﬁ}rgad than for his ability to-
wield such blades.
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of Diserming

Hapier

af & rapier of dis-
arming is a work

of art in itsalf, offen

composed of several
fragile-looking metaf

“sirands inferwoven

with one another in a
complex and almost cha-

ofic-manner. Rumors say
no two raplers of disarming
are exacily the same,

When used 1o attack a foe,
A rapier of disarming-acts as a
+2 rapier, When used to disarm

an opponent, however, this weapon
provides its wiglder with an addi-
tional +4 insight bonus on the roll. The
wislder of & rapier of disarming gains
the Use of the mproved Disarm féat,
aven iF she dossn'l meer the prerequi-
sites Foran
Maderate fransmufation; CL 12y
Combal Expertize, Craft Magic
Arms and Armor, Impreved
Bisarm; Price: 32320 gp0
Weight: 4 b,
Sap of Stunning: These
weapons date back 1o a fime
when vasl cify=staies dominated the
farel, As the cities srew, law enforce-
ment became a majer problem untilthe:

‘ruler of one such city-state commis=

stoned & group of artisans to create’
weapons that allowed city guards fo
capture criminals uninjured.

After The fall of the city- states, there
was a time when every guild master
of an unlawful organization—particu-

-|E1‘l}f ThiE'l.FE.S 5ur|d5*—purc.hased thess
“ihems hy the handful, Today, very few
'-prﬂfessmnal culprits fake as much care

net to harm their marks, but those who
hear about saps of sturning pay dearly:

“fo-acquire one

This ardinary: iao'kmg sap IS twice
a5 heawy as its mundane counter-
part. Usually made from a dark gray,

“brown, or black leather sack filled with

crushed rock, mest bounty hunters and

fawmen tasked to bring living prison-

ers lo justice censider saps of stunning

The basket hift

San-of
Stunning

priceless. Burzlars, thieves, and good-
hearted bandirs who prefer ro avoid
doing permanant harm 1g theirs vicims
also cherish these items,

A sap of stunning is a +2 & focus sap
that degls adf paints of ncnfﬂrhal damu
age with a successful hit.~

Moderate transmutation; CL grhy

Craft Magic Arms and Armor: Price:
32,301 6o Walghi: 5 lh;

Sword: of Murder: Alrhough many
believe Narcil the Bloodthirsty Fash-
ioned them, the dwarver smith Karmas

of the Jagged Hammer c:1ar- artuaily

invented these: vile wiapons for a rich

assassing gulld, Shortly after their mak-

ing, Karmas disappeared, and he was
never seer again, Some sagea hltl
that Karmas the Smith was murdered
by one of the dark blades he forged,
while others maintain that he escaped -
to avoid the authorities of the dwarven
king who suspected fis involvement
with the evil suild.

Massive bronze hilts in the shape
of a crescent moon identify these

elegantly crafted scimirars. Made from

bronze, silver, and iron, swords of
miurder are exiremely hard to find, and
the few smiths who know the secrer
of their making zealously suard i, The
blades of these swords are broad but
extremaby thin and sharp, as was the:
Fashion at the fime of theirereation.
The crescenr-shaped gaard is wide,
with many strange runes engraved

into the bronze al!uy The handle is
made of the same material as the rest

of the weapon, but dark blue or green



silkmost offer covers it &
The pommel holds 8 rear-
shaped:sapphire, which burns
hrightly every time the sword
of murder takes a life.
A sword of murderis a
+1 scimitar that gets its
name from its spe-::!al
ability. Whenever the
sword is used fo kill a
creature with at least a
3 Intelligence 1hat does
not view the wieliler as
an-enemy {the victim has
an-attitude of indiffar-
-ent or better toward the
wielder immediately prior
io the wislder's attack),
the aword deals an addi-
tional +adf points of damage
with every successful hit for
the riext 24 hours. The sword of
murder s wislder must complete a
murder within 1o rounds of making
his first affack against the unsuspeciing:

victim ta gain the benefit of the sword's

additlonal damage.

Moderate necromancy; CL grh Crafr
Magic Arms and Armor, death knell:
Price: 18,310 gp; Weight: 2. 1b

WONDROUS ITEMS

Whether they need 1o disarm a deadly:
frap, pick a loch, or charm an audience
with their musical talents, most profes-
sional scoundrels rely on a number of
instruments to-make a decent living:
The fellowing are examples of magic
items particulacly well suited 1o the
needs of such individuals,

Amulet of Good Fortune: These trin-
kets came From an ancient fribal people
who inhabited most of what folk now
consﬂﬂer Ci'l.-’lilszl'] Iands A tribe calimd
irself the Karalkara, which in its tongue
meant “Children of the Earth” helisved
that all living things were horn from
thie earth. #.Irhough it Is-not kniown
B these people ceased to exvist, a
sood number of relics survived their
decline and Fall The druids whe led the
Karalkata created some of the most
pawerful trinkets. and the amuists of
good fortune are one of the most.cher-
shed treasures handed down from the
ancient tribesmen,

These small wooden amulets come if
three distinct shapes: a brown bear, a
gray elephant, and 2 white owl: Each of
the three shapes demensirates a par-
ticular set of distinct abilities:

Brown Bear: The browi Bear amuist
-of good foriine provides a +4 luck
bonus on all Fortitude saving throws.
It alsp grants the wearer
low-light vision.
Gray Elephant:
The gray elephant
amulel of good fortung
gives its wearer a-+4 luck
bonus on all Will saving throws.
] The owner also gains the Blind-

LE] Fight feat a5 & bionus feat as

o lone as she wears the amulet,
k! Whire Gl The white owl
§ amuler of good fortune

i provides a +4 luck bonus
X on-all Reflex saving
b thraws, It-also grants
the wearer low-light
wiston .

Swardzaf Murder

Strong abyuration; CL ard: Crafy
Wondrous ltem, hesrs endurance
thrown bear), bull's sirength (gray
alephant) ﬁ'a'r'ﬁfgraf:e.'fvzhfr'e awli-Price:
27,000 gp: Weight: —,

foree them fo fravel i fhe dark.
A brogch of aleringss granis'its.
wearer a +4 insight bonus an all

Listen, Search, Spof, and Survival skil

checks. Asdong as ita owner: wears the
hrooch, she gains low-light vision and
tio-foor darkviston. ¢

Faint transmutafion; CL grd; Craft
Wandrous Item, Alertness, darkvision;
Price: 30.600 #p; Weight: =,

Drurn of the Shadow Hound: An
ancient people naw long fﬂrgu:}lfen Cre-
aled these heavy druma but the secral
of fashioning these insfruments sur-
wvivas ta this day. Traditionally, drums
of the shadow heund were carved From
the frunk of palm and acajou Irees
found in the lands of their original cre-
ation. Mare recently, arfisans fashioning

thiese magic ilems have used 1he wood

from oaks, olive fries, and thick maples.
The two othier elements rrqmmd for the
construction of a drum of the shadow
hound: however, Have not changed, Like:
the artisans of old, modern craftsmen
still Use the teeared skin of a shadow
mastiff as the head of the drom, a3
no other pelr will do. The drum’s most
impartant elerment, however, is the long
strands oft woven shadow mastiff vocal
cofds ust to fighten the skin upon the
drurm. Thase treated strands require

Brooch of Becachiat Mertmass a special alchemical solution
Alermess: These P o create, Onge freated,
simple-looking i ¥y 4 the ffem’s creatar must
brooches are i slowly streteh them
compased of ﬂ s | s, for at least one
& Ty VDY X ] manth bafore he
sculptire e a'i can use them for
sef within:a : : his pUrpose,
silver frame. % The bodyof
The scuiplure a drinn of the
depicts the ; shadow Aound

“ face of a human-

like fermale bearing
several animal features
such as finy horns, pointed
ears, and long fangs protruding from
an apen mouth, The figure's wide-open
eyes shing with a pale red light i dark-
ness. This sfrange: inner fight is not
strong enough-to illuminate an area.
Legend holds that an ancient deity of
nature who dled fong age gave these
strange jewels fo mankind. Some believe
the ivory on the brosch was actually
carved in the image of this god. Whether
or not these stories are true, brooches
of alertness are especially useful 1o those
who rely on their wits to survive, 48
well as 1o those whose professions offen

is usually dark
brown or black,
with occasional
hints of burgundy or
dark crange. The vocal
cords fightening the skin are Usually
deep purple in color and cover a good
portion of the side of the cylindrical
drum. The insfrument’s skin is always
pitch black with Hlecks of deep purple,
like: & shadow mashff's pelr. ;

To activate the power-of a drum of
fhe shadow hound. a character simply
hias to play it, using a stardard action
to do so. Regardless of how many
1aps on the drum are reguired to
activate an abilify, a tser can only use

‘one ability per round. By fapping the
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appropriate number of times upen if;
a drim of the shadow hound canfers
the fellowing powers.

Ene Tap—Deeper Darkness: This akbil-
Sty fumctions as the spell of the sams
name, with the area of effect centered
upon the drum. The drummer can end
this effect at any fime by fapping once
maore upen the drum. This power [s
usable upfo three fimes per day

Twe Taps—Shadow Blend: In any
conditians other than full davlight lor
the daviight spell), the shadow blend-
ing power grants the drum’s user the
;:_ffem of the greater mvisibiliny: spell,
Such bright conditions reveal the
drummer, although the effect does not
end,-and the drummer can become
invisible again simply by moving out
of the lighted ares. The drummer may
choose to cancel this power at any
time before it Expires by fapping twice
more upen the drum's skin. The shadow
blending ability may be activated hwice
each day.

Thres Taps=3ummen: Shadow
Mastiff: This abiliny, useable once per
day, funcfions as an-extended summon
manster ¥ apellas cast by an nth level
sOrcerer, excapt it only summons a
shadow mastiff, :

Four Taps—Fearful Baying: Tapping four
times upon tha skin activates the drom of
the shadow hounds dreatest power, Use-
atfe twice per day. The insfrument imitates
the terrible baying sound of a shadow
mastiff, creafing an effect thar functions
as the: foar spell, except that all evil
outsiders-and the drum's cwner
are immune to the effect. This
Is @ sonic; mlnd—affar"ﬁg.

Fear effect,
. Maoderate conjurafion,
CL grh; Craft Wandrous fram,
deeper darkness, fear, srearer
invisibility, summon monsrer ¥
Marker Price: 166,000 gp; Weight: £ |b.
Fey Flute: Created by the druids of
the Karalkata tribe, these magic flures
are carved from the bones of nixies,
nvmphs: pixies, or saryrs. Althoush
made thousands of years age and
exiremely rare, some of these instru-
ments are sfill in-use today,

The body of a fiay flure is slightly
eurved, 1inch in diameter; and approx-
imately 18 inches long. Many strange.
runes are carved upon the yellowad
hq_ng__ which holds twenty pipe holas,
When played, a delicate and sweet
sound emanares from the instrumant,
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A compefent performer can produce
wanderful melodies using such a flute

- Fep Autes come n four different vari-
efies and their powers vary according 1o
the type of creature from which they
were made, Al fai fures have the fol-
lowing abilities in common, howeyer. As

masterwark musical insiruments, these

flutes grant the usual +2 circumstance
banus on-Perform checks involving
their use, When somesne uses a fey
flure; He automatically gains an addi-
tional +5 insight bonus on all Perform
checks made with the instrument.
Nixfe Bone Flure: Fashioned from the

bone of 3 nixie, this fiute allows the

wielder 1o cast ¢harm person three
times per day. Creatures who succesd

3t a DG o Will save are unaffecred:

by the flute’s power, In addition, the
owner can also cast water breathing
once per day.

Faint fransmutation; CL sth; Craft
Wandrous ltem, Parform 7 ranks,

“charm persen, water braathing: Price:

17,335 £m Weight: 1 1b.
Nymph Bone Flure: A fey flute

carved from the bone of a nymph has
a number of powers. Three fimes par
day, the wielder can play the flure and

‘Cause a farget o become hlitid, as the-

biinciness deafness spell. The target
creature must succeed af a DC g
Farfittide save ta resist the effect. Once

Deumy of the Shadow: Hound

per day, the wislder can gainunearcthly:
grace as he plays, as if affected by the
eacle s splendar spell.

Faint mransmutation: CL 3rd; Craft
Waondrous liem, Perfoem 5 ranks,
hiindness/deafriess, eagle’s splendar;
Price: 13.557 gp; Weight 1 |h,

Fixie Bone Flute: Three times per
day. the user of & pile bone flute can
creafe a’ grearer invisibility eFfEr_r on
himself, as per the spell.

Maoderate transmutarion: CL zihy
Craft Wondrous irem, Perform g ranks,
greater invisibilit: Price: 34030 gp:
Weight: 1 15,

Saryr Bone Fute: Made From the
bone of a saryr, this fey flure bestows
great insight to the musician, whe
learna‘how o weave Impressive magi-
cal melodies with this instrument. When
he 5o chosses, the user of the satyr
Hone Hure may cast cause fear, charm
person, or sleep, as per the spalls. Each
of these affects may be used once
per day. Satyrs are unaffecred by the
flute’s power. These powers are sonic,
mind-affecting affecrs.

Faint transmutation; CL 3rd; Craft
Wandrous frem, Perform 4 ranks, cause

- fear, charm person, siesp; Price: 7,460

ap; Weight: 1 b, @

Craftsmen still
use the treated
skin of a
shadow mastiit
as the head of
the drum, as
no other
pelt will do.
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n the cracks between the floor-

boards, in the vast depths of the

Underdark, and in the nothing-
ness befween the stars, there exists
a lurking darkness, For many, this
tenebrous void is merely the absence
of light and a place not suitable for
narmal mortal life. Yel, those who
remember a time before creation
know that perpetual nothingness has
a face with eyes that jealously warch
the thriving world, and that face has
a name: Erebus,

THE HISTORY OF DARKMESS
Erebus is an ancient being—perhaps one
of the Tirst gads, It is knowr that his
realm was the Material Plane when il was
nothing bur a vast empriness, a realm of
endless void thar he exulted in, When the
other gods Fashionad the worlds, Erebus
took offense, as they decided to use his
realm as their foundation, effectively
ruining his empty paradise with their
creations. Relocating in disgust to the
newly formed Plane of Shadow, Erebus
walched the creations of the other gods
grow and flourish, spreading their fain|
of existence to all corners of the multi-
werse, Hateful of the other gods as much
as their works, he aspires to bring aboul
the fall of all other gods and every mor-
ral race and world, returning the planes
fo the empliness he once reveled in.

GOALS

Erebus is an ancient being and
flaunts his timelessness over younger
gods-and their creations, offer-

ing all other creartures nothing but
disdain. Even Erebus’s worshippers
are not immune to their god's scorn,
as he sees them as nothing mare
than rightfully willing slaves. The
Devourer of the Light seeks to regain
the cold comfort he enjoved when
the entire Material Plane was merely
a endless void. Although he real-
izes that the other gods would never
allow him to act directly against their
worlds, he sends legions of his ser-
vants and worshippers to sabotage
their work,

Prideful despite his cunning, Erebus
rarely tasks his worshippers with spe-
cific goals bur promises great rewards
to those who gain his Favor. As such,
his worshippers wage a subtle war
against the gods of light and each
other, Irying to oulsirip all orhers 1o
gain their god's attentions. Although

this leads to a great deal of infighting
among Erebus’s culfists, it also means
that only the most cunning and ruth-
less survive,

Erebus rarely takes direct action,
only doing so when an opporfunity to
plunge an entire race or world into
darkness arises, Such instances are of
course few and far between, bur great
urgency sametimes leaves morlals
vulnerable to the King of Shadows’
dark plors. A perfect example exists
in the shadar-kai, an entire race fhal
tried to utilize Erebus's power but
were ensnared by the specifics of
their bargain, The shadar-kai are now
afflicted by what they call the shadow
curse and are invariably being drawn
into the Flane of Shadow where
Lrebus has taken the entire race as his
favored slaves.

EREBUS'S SERVANTS

Mary monstrosities draw their power
From the darkness or at least partially
consist of living shadow, although

not all of these crealures are directly
related to Erebus or his wild machina-
tions, such creatures might find the
warship of the King of Shadows ben-
eficial fo their goals,

Dark Ones: Dark ones have always
revered the darkness and are mysteri-
ously claimed by it upon their deaths,
Although the secret of their strange
religion has long baffled sages, Erebus
could be the Face behind the dark
ones' nameless adoration. Dark ones
appear on page 37 of the fiend Folio,
See also the "Ecology of the Dark
Ones™ in this issue.

Darkweaver: Alien horrors cloaked
in darkness and with the power o
manipulare shadows, darkweavers
are among the most fearful and
cunning predators of the Plane of
Shadow. Although these aberrations
have little to gain from worship-
ping Erebus, the Lord of Darkness
and his worshipers might bargain
with these creatures to retain their
services as assassing and guardians.
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Darkweavers appear on page 3g of
the Fiend Folfo.

Nightshades: Among the mosi pow-
erful of all undead, nightshades of all
aspects offen share the same goals as

5 Favors

Erebus: Expand the realm of darkness
and slay the living. As such, Erebus’s
worshippers often ally themselves with
nightshades of all 1ypes, somelimes
even worshipping them as aspects of

EN REALME: Numerous FoasoTTen REALMS

5 Ere

Mulhorandl deity Set

and servants as Ere
The Qlympian Pantheon
warshippars sinmi
ng their ra
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to draw-attention 1o them-
ta their own ends, Tha

TGN amo
creatres

Erebus, Mightshades appear on page
ig5 of the Monster Manual,

Shadar-Kai: These shadow Fey
suffer from a debilitating curse that
gradually drags rhem into the Plane
of Shadow. Although only the sha
dar-kai know for sure, rumors sug-
gest that Erebus is the source of this
foul affliction, enforcing it upon the
entire race as payment for a cen-
turies-old bargain. As all shadar-kai
evenftually succumb to the shadow
curse and are drawn inte Erebug’
sarvice, the entire race hates the
ancient god of shadows for rricking
them. Shadar-kai are found on page
150 of the fiend Folio

Shades: Shades are mortals infused
wilh the vital essence of the Plane of
Shadow. With the darkness Crebus
holds dominion cver making up their
badies and coursing through their
weins, many shades pay homage ta the
Void Berween the 3tars. Shades appear
on page 314 of the Forcorren Reacms
Camperien Setting.

Shadows: Creatures of undead
darkness, shadows prey upon the
living. These two simple Iraits make
them appealing servants for Erebus,
and his worshippers employ shad-
ows mare than any other type of
undead. Shadows are on page 2z
of the Monster Manual,

Shadow Creatures: Countless crea
tures, both natural and unnatural,
are native to the Plane of Shadow
and thus fall under Erebus’s domin-
ion. Most nofable and dangerous are
the deadly shadow asps and Fearful
shadow mastitfs, but virtually any
creature can be infused with the
ezsence of shadow. Shadow asps can
be found on page 152 of the Fiend
Folie, shadow mastiffs appear on page
spp of the Monster Manual, and the
shadow creature template appears on
page o of the Manual of the Planes.

Shadow Demons: Perhaps
Erebus’s favored servants, these
are creatures of pure malicious-
ness and deepest shadow. Cunning,
stealthy, and destructive man-
sters, the Lord of Darkness coxes
as many of these demons from
the Abyss as possible. With their
propensity for gathering souls,
Erebus usually sends shadow
demoans fo track down those who
hawve wronged him or worshippers
who have fallen out of his favor,



Shadow demons appear on page
179 of the Book of Vile Darkness,
Shadow Dragons: Some of the
most cunning and powerful crearures
with ties to the Plane of Shadow,
shadow dragons sometimes hawve
schemes that parallel those of the
Lord of Darkness. Erebus and his
worshipers must deal with shadow
dragons on an individual basis, bur
when Erebus enlists these wyrms
to aid his plots, his minions become
nearly unstoppable. It is said that on
the few occasions that Erebus leaves
his palace, he is accompanied by a
great wyrm shadow dragon called
Mightfall, Shadow dragons appear on
page g1 of the Draconomicon.

SHADOW APOSTLES

Some beings are embraced by the
shadow. In the soothing darkness
come whispers promising their deep-
est desires, immortal gifrs offered
for a price of eternal loyvalty. For
the opportunity to work against the
world of light thar so scorns and
scorches them, it is a price mos
gladly pay. These creatures, beloved
and enslaved by the darkness, are
members of Erebus's shadowy Told.
Greatest among them are his shadow
apostles, spellcasters who have
learned ro harness the power of
darkness. Great power lies hidden in
darkness, waiting for those willing to
explore the dark road.

Class Features
All'the following are class fearures of
the shadow aposile presrige class.
Weapon and Armor Proficiency:
Shadow aposiles gain ne additional
proficiency with any weapon or armor.
Spells Per Day/Spells Known:
Every level of shadow apostle grants
new spells per day (and spells known,
it applicable) as if the character had
also gained a level in a spellcasting
class he belonged 1o before he added
the level of shadow apostle. He does

not, howewver, gain any other henefit
a character of that class would have
gained. This essentially means that he
adds the fevel of shadow apostle to
the level of some ofher spellcasting
class the characrer has, then derer-
mines spells per day, spells known,
and caster level accordingly.

Dark Spell Focus: At ist level,

a shadow apostle gains the abil-

ity te cast spells with the darkness
descriptor or of the shadow sub-
school as if he had the Spell Focus
feat applying ro those spells. Add +1
to the Difficulty Class for all spells
with the darkness descriptor or of
the shadow subschoal,

Summon Darkness Pseudo-
Elemental {Su}: Once per day, a
shadow apostle can summon a dark-
ness pseudo-elemental. The pseudo-
elemental cheys all of the shadow
aposile’s commands to the best of
its ability for a number of hours
equal to the characler's shadow
apostle level At st level, a shadow
apostle using this ability summaons
one small darkness pseudo-elemen
ral. At grd level, this ability becomes
more potent, summoning a medium
darkness pseudo-clemental. Ar gth
lewvel, this ability reaches its Full
strength, placing a large darkness
pseudo-elemental under the shadow
aposile's contraol.

Low-light ¥ision (Sul: At 2nd level,

a shadow apostle gains low-light vision,
allowing him lo see Iwice as far as a

human in starlight, moonlight, torchlight,

or similar conditions of poor illumina-
tioh. IF the character already has low-
light wision this ability grants him no
additional benefir.

Shadow Resistance (Ex): By 2nd
level, @ shadow apostle is infimately
Familiar with the workings of dark-
ness- and shadow-related spells, The
character now gaing a bonus equal 1o
his shadow apostle lavel on all saving
throws made to resist the effects of
spells with the darkness descriptor or

Skill Peints a1 Each Lesvel: 0 It moditier

from the shadow subschool,

Darkvision [Su): At qrd level, a
shadow apostle gains darkvision
up fo Go feet, Darkvision is black
and white only, but s otherwise
like normal sight, and allows the
character to function with no light
at all. Shadow aposiles thal already
have darkvision at the same or a
farther rarge gain no benefit from
this akility,

Shadow Blend (Sul: By gth level, a
shadow apostle has become artuned
ro the cool darkness of shadows,
Whenewver a shadow apostle is within
an area of shadowy illumination,
his Form blurs slightly into the sur-
rounding darkness, granting him foral
concealment. Darkvision foils this con-
cealment unless the shadowy illumina-
tion is from a magical or supernatural
source, such as the darkness spell.
True seeing also negares the benefit
of this abiliry.
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Darkness Pseudo-Elemental,
Small

Small Elerental
(Extraplanar, Incorporeal]

i {y hpl

*4

oy gqn f1 (parfect) (8
suares)

12 (41 size, +1 deflection},
touch 12, flat-footed 12

i

Incorporeal fouch +2 meles
{1y plus 1dg cold}

Incorporeal touch 2 meles
il plusadg cold)

5 fr./ 5 ft.

Shadow mastery, darkness
Blindsizht 6a Ft., blur,
elemental traits, incorporeal
Frais

Forl o, Ref +5, Will +o

2tr =, Dex 10, Con 1o,
Int: 4, Wis 1, Cha 13

Listen +2, Spol 43

Improved Initiative

Plane of Shadew
Salitary

4

None

Llsually neutral sl

3 HD: (Small)

Darkness Pseudo-Elemental,
Medium

Madium Elemental
{Extraplanar, Incorporeal
AR B (26 byl

)

Fly qo [t Aperfect) 18

LN

14 (+1 Dex, +3 deflaction}
touch 14, flat-foated 13

i :5_.'|l

Incorporeal tauch +4 melee
(16 plus 1d6 cold)

Incorporeal louch +4 melee
[yl b gelers A6 cold)

5 fris fr

Shadew maslery, darkness
Blindsieht 6o fr., blur,
elemental traits, incorporeal
trairs

Fart +3, Ref +5, Will +1

Sir =, Dex 12, Con 14,
Int 4, Wis n, Cha 17

Listen 43, Spot 44

Combat Reflexes,
Improved Infiative

Plare of Shadow
Solitary

5

Mone

Lsually meurral il

5-7 HD (Medium)

Darkness Pseudo-Elemental,
Large

Large Elemental
(Extraplanar, Incorporeal)
Hebfiog (Bo hpo

+f

iy e 11, (partoct) 1B
S

16 (-1 size, +2 Dex, +5
deflection), fouch 16,
flar-foared 14

it

Incorpereal fouch +7 melee
{zdfi plus 2d6 fireh

2 incorporeal ouches
ez meles [zdf plus 2df cold)

1o fr.fio

Shadaw mastery, darknass
Blindsight 6o Ft.; blur;
elemental fraits, incorporeal
fraits

Farl +5, Rel +8; Wil +z2

Str —, Dex 14, Con 16,
Int-6, Wis 11, Cha 21

Listen +7, Spot +&

Aleriness, Combat Reflexes,
Improved. Inifiative

Plane of Shadow
Solitary

i

MNaone

Isually neatral ewvil

g-15 HD {Large)




‘Worshippers of Erebus prefer-to o unseen:end conduct mest of their dealings in the dark-
ness. As such, they have created numeraus spells that-aid them in their-clandestine works and

give them power over shadows,

Mecromancy [Darkness]
Level: Sor/Wiz 4

Compenents: ¥, 3

Casting Timea: | standard action
Range: Tauch

Target: Cregture fouchad
Durarion: Farmanent

Baving Throw: Will negatas
Spell Resistance: ‘Yes

This spedl causes the target’s natural
healing process fe be halvad by ar infu-
sian of shadow essence, Upon casting
this spell, the next creature the caster
touches is afflicred with the: shadow
curse, Those se cursed suffer no immedi-
atn noticeably effecrs from the spell bur
soon find they no longer heel as narmal,
Creatures affecred by thisspell can only
heal marurally or be affecied by magic
healing while in an-area of bright illumina-
fion, 3palts that hesl damags fzil if cass
ugan the creafure In an area of shadowy
illumination or darkness ard natural heal=
ing does not eoour while In such aress:
This curse can be removed by the breas
anchdnfmant or ramove coree spells,

Necromancy [Darkness]

Lewvel: Sor/Wwiz 6

Compenents: ¥, 5, M

Casring Time; v standard: action

Range: Personal

Target: You

Duration! « raund/level

Saving Throw: Will negates. {5ee below]
Spell Reslstance: Yes (528 helow)

This: spell surrounds vou in a smoky
wreathe of flickering darkness thar blinds
any creature that attacks you in meles,

Any creature that strikes you with a
natural weapen, an unarmed affack. or &
relee weapon deals normal damage, bt
must make 2 Will save or be blinded far
a pumber of rounds egual to your caster
lewvel IF 1he arfacker. has-spell Fesistance; it
applies rootkis effect

Material Compensnt; A piace of
black paper.

when

on the Plane of Shadow. Although

it, it causes them

Ll

Servants of Erebus and other speficasrars
wha exuliin the shadows often summen
creamras infused with darkness 1o serve
them. Although thesa creatures can be
forcibdy bound or creared, some share a
mare infimate bond with their masters,
becoming Familiars,

DARKMNESS FAMILIAR [GEMERAL]
30 long 23 you are able fo acquire a new
Familiar, wau may choose a shadow chea-
ture from the fallewing nenstandard lise
a5 your new: familiar,

Prerequisires: Abliry o acgulre a new
Familiar, compatible algnment,

Benefit: \When choesing a Familiar, the
fellowing creatures are akso available 1o
wiel, You may choose a familiar with an
aligmment up fo-one step away on each
of the alignment axes Hawful through
chaatic, good through evill. The darkness
familiar is: magically linked fo its master
[uzr like & riormal Familiar, The:famifiar
usas the basic stalistics far @ creature of
it5 kind a5 given in 1he noted: ook, with
these exceptions;

Mt Poinrs: Ome-half the master’s toral
or the familiar's nermal tatal. whichewer
iz highar,

Attacks: Use the master’s bese affeck
bonus or the familize's base attack Bomus,
whichewer is hetter. Damage eguals thar
of # nermal creanere of irs-Kind,

Special Artgcks: The Famitiar has all the
spiecial atracks of-its king.

Special Cualities: Tre familiar has all
the special qualities of Irs kind,

Arcane Spelicasrar
Kind of Familiar Lavel Requirad
Cloaker 14th

Dark cresper® 1ofh

[Yarkerheast” 1zth

ls other o : [arkness peetdo-alerental; small  7th
ding his i Might hunter bat’ g1
ishing light Sinister bat” fith
Shadaw ath

Shadow asp”* fith

Shadow massiff 141h

‘Wraith 14th

“From Monsters of Fagron
“"From the Fend Folic

anted with a thr

Darks naeldo-g : a= ' ure,
ru i ado ' ; pseudo-elementa

tendrils of ab

ol fo

in the advantages

1

nus
ar blot out light sources with their on attack and damage ralls it both it
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Darkness Pseudo-Elemental,
Huge

Huge Elemental
{(Extraplanar, Incorporeal)
168+ 6q 1136 hpl

-+

Fly qo fL. (perfect] (8
squares)

19 =2 size, +4 Dex,
+7 deflection), fouch 1g,
flat-foated 15

2=

Incorpereal touch +15 meles
{2dB plus 2d8 cold)

2 Incorporeal touches

+15 melee (2d5 plus 2d8
cold)

10 fr.fio ft.

Shadow mastery, darkness
Blindsight o fr., blur,
elemental traits, incorporeal
frairs

Fori +g. Ref +16, Will =5

Str —, Dex 18, Coni8,
Int- B, Wis 1, Cha 25

Listen +11, Spob +12
Alertness, Cambat Reflexes,
Flyby Attack; Improyved
Initlative, Lightning
Reflexes, Weapon

Focus lincorporsal touch]
Flane of Shadaow

Solitary

4]

Mone

Usually neutral ewil

17-20 HD-(Huge)

Darkness Pseudo-Elemental,
Graarar :

Huge Elemental
(Exrraplanar, Incorporeal

21d8+84 178 hp)
#g

Fly 4o Fi. [perfect) (8
SOuares;

21 (=2 size, +c Dex
g 3

+8 deflection], touch 21,
flat-footed 15

i

F 5=

Incorporeal touch w15 meles
{2d8 plus 2d8 cold)

2 incorporeal touches

+1g melee {2d8 plus 2d8
cold)

1w Fro £

Shadow mastery, darkness
Blindsight fo fr.. blur,
elemerital traits, incorporeal
traifs

Fort +n, Ref +ig, Will +7

e =, Dex zo, C;r:m 18,
It 8; Wis n, Cha 27

Listen +14, Spot +14
Alertness, Combat Reflexes,
Dodge, Flvby Attack,
Iniproved Ini:ia'rwe,_Lighrning
Reflexes, Mobility, Weapon
Facus {incorporeal tatich)
Flana of Shadow

Solitary

1

None

Usually neutral evil

2223 HD [Huge)

Darkness Pseudo-Elemental,
Elder

Huge Elemeantal
(Extraplanar, Incorporeal)

2qdB+g6 {204 hpl
+10

Fly 40 ft. {perfect) {8
squares)

23 (-2 size, +6 Dex,

+g deflection], touch 23,
flat-foored 17

18—

Incorporeal fouch +23 meles
{=dB plus 2d8 cold)

2 incorporeal touches

+27 melee (248 plus 2d8
cold)

1o ftfio fr

Shadow mastery, darkness
Blindsight Go ., blur,
elemental fraits, Incorporeal
fraits

Fart +12, Ref +22, Will <10

Bir —, Dex 2z, Con 18,

_Int 10, Wis 11, Cha 2g

Listen +2g, Spot +2g

Alertness, Combat Reflexes,
Dodge, Flyby Attack,

Improwved Initiative, Iron Will,
Lizhtning Reflexes, Mobility,
Weapon Focus (incorporeal touch)
Flane of Shadow

Solitary

13

Mane

Usually neutral evil

25-48 HD (Huge)
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by Jason Melson
illustrated by Marc Sasso

affers

Same Coin,

J

Different Sides

My master has gone away, and now
Lam feft ta complere a task | would
never have chosen, verf ot of fove
and duty, Fwilt do e all the same. f

is my master's will thar his magical
rasearch be made available 1o any-
one=secrels no more, made plain for
every eye to see. He always said wiz-
ards keep oo many secrels, mwiting
irouble and suspicion upon themselves,
So much knowledge and innovation fo
advance the Art has been lost by the
secrecy of wizards, and their unwill-
ingness fo share. His fagdcy is fo be
the first lonefy candle to ifuminate a
brighrer furure of enlightened open-
ness. | sl don't apree with this misbe-
goften notion, The commaon folk would

rather not know the awiul secrefs we
st fearn in puesuli of the Art. He
rEht inspire others fo do fikewise, hut
fwander iFits really for the best, Now
hes gone and doesn 't have fo deal
with the consequences.
MNeverthaless, it is for fove thar | da tis.
He worked fong and hard ar his art,
and L wil work egually hard to fulfill my
oaths and his wishas, [hegin where |
always felt the most affinity: magics of
fight and darkness, radiance and shadow.,
fm sure he'd appreciate the frony of
that choice, shedding light into the dark
and shadowy secref places of magic.
—From the journal of lon Antonescu,
advisor and scribe, following the disap-
pearance of his ligge, a noted Loremaster,

LIGHT Ao
SHEDOW SPELLS

£ ASCASSIN SPELLS
@ o

end-Lavel Assassin Spells

Ebon Evies: Subject can see through magi-
cal darkness a5 darkvision,

gth-Level Assassin Spells

Shadtaw Fhase: Sublect becomes semis
incarporesl; granfing a ohange thar
attacks Fail o affect i,

#8lEs CLERIC SPELLS
@

znd-Level Cleric Spefls:

Elan Lyves: Bubject can see through magl-
cal darkness.

4th-Level Cleric Spells

Ligfiveall Credteﬁ a wall o light that
daziles crearires passing through ir.
Lucent Lance: Ray uses ambient light
tor deal varied amaunts of damagi: @nd
dazzle farget, : L
Fih-Level Cleric” Spelis

Fadiant Azsaulr: Light burst deals nonbes
thal demage and dazes creammes.




Aol e Li

agic af light and darkness repre-

sents a pair of opposed forces,

but in fact they share much in
cemmen. Both are concerned wirh
sight and wvision, in some cases to
improve it and-in others to obscure it
The: inability to seeisa crippling blow
in D&tD, depriving characrers of their
Dexterity bonus and rendering them
unable to threaren adjacent areas, wvul-
nerable 1o sneak attacks, and lhable 1o
wander off course when moving. Both
light and darkness can serve as tools
o incapacitate enemies in this way.

Spells using light and dark-

ness show up most commanly in
the school of evocation, which the
Flaver’s Handbook describes as spells

that “manipulare encrgy or tap an
unseen source of power.” Both also

have an affinity for illusian, with

light spells most commonly raking
the form of parterns or sometimes
figments, while darkness spells are
more often quasi-real shadow: mani-
festations. Light and darkness magic
is sometimes found in the schools of
conjuration and abjuration (norably
prismatic wall and prismaric sphere),
Thematic elements might link nec-
romancy with darkness, such as the
bolts of black energy that act as the
signature of spells like enervation
and energy drain, or in some tTans-
mirtation spells that address concerns
about light and darkness, such as

darkvision. Those similarities, how-
ever, are mostly a matter of style or
presentation, and it is rare to find
spells from these schools directly
concerned with light or darkness
lalthough a few such transmutations
do appear in this articlel,

The following spells draw on the
powers of light, darkness; or shadow,
and they allow characters to incorpo-
rate the themes of light or darkness
into their repertoire. Dungeon Masters
might want fo create presfige classes
focused on these themes or add these
spells as appropriate to the spell lists
of existing prestige classes whose
inferests seem congruent with these
flavors of magic.

@@ DRUID SPELLS

ath-Leved Druid Spells

Lucant Lance; Riry- usesambisnt Hght
fa deal varied amounts of damage and
dazzle rarget,

i, SORCERER
%% {WIZARDSPELLS

15t-Level Borcerer/Wizard Spalls
Lumiriaus Gaze Gra:ﬁrs o dazzling gare
atack that sheds light.

end-Level Sorcerer/Wizard Spells

Ehin Eyes: Subject can see through magi-
cal darkness: a5 darkvision.

Raimbow: HBeam Ray: deals a randem Fype
ol dlarage,

grd-Level Sorcerer/Wizard Spells
Faimbow Hlasr Line deals damage from
gach ype af energy

gth-Level Sorcerer/Wizard Spells
Cane of Oimness: Cona termporarily. con-
winces creatures that thay are blind,
Ligrhiwall Creares a wall of light thar
“dazzles creatures passing thraugh i,
Lowenr Lanoe Ray usas ambient ight
t deal varied amounts of damage and
dazzbe TEEEL

Shadow: Phase: Subject becomes semi-
inzerporsal,

wih-Level Sorcerer/Wizard Spells
fadfians Assault: Light burst deals nonle-
thal damage and dazes creatures;




Cone of Dimness

lusior (Phantasm) [Mind-Affecring]
Level: Sor/Wwiz 4

Compenents: ¥, 3

Casting Time: 1 standard action
Range: Go .

Area: Cone-shaped burst

Duration: 1 round/level

Saving Throw: Will negates; see text
Spell Resistance: Yes

This spell causes a translucent gray
cone to burst forth from the caster’s
outstretched hand, Creatures in the
cone must succeed at a Will save or
believe darkness has sngulfed them,
rendering them blind. & blind creature
rakes a -2 penally 1o Armor Class,
loses its Dexterity bonus to AC Lif
anyl, moves at half speed, and takes a
~4 penalry on Search checks and on
most Sirength- and Dexterity-based
skill checks. A creature that makes its
mitial Will save suffers no il effects,
A creature thar fails its initial save
can attempl a new saving throw each
round unfil it succeeds or-the spell
expires: Failing the subsequent saving
throws results in continued blindness.

Success means the creature feels its

vision beginning to clear, although its
visien remains dim and hazy for the
remainder of the spell, This results in
a zo% miss chance for any artack the
creature makes.

Ebon Eyes

Transmutation

Level: Assassin 2, Clr 2, Sor/Wiz 2
Components: V, 5, M

Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 1o min./level

Saving Throw: Mong

Spell Resistance: Yes [harmless)
The subject of this spell gains the abil-
ity to see normally in magical dark-
ness and magical shadowy condition,
although it dogs not otherwise improve
the subject’s ability to see in natural
dark or shadowy conditions. While the
spell is in effect, a jet-black film cov-
ers the subject’s eyes, a visual effect
that gives the spell its name,

Maierial Componenty A pinch of
powderad black gemstone of any type:

Eightweall

Evocation [Light]

Lewvel: Clr 4, Sor/Wiz 4
Components: ¥V, 3; M

Casfing Time: 1 standard action
Range: Close {25 Tt + 5 /2 levels)
Effect: Wall whose area is up to ong
10 ft. squareflevel or-a sphere or
hemisphere with a radius of up fo 1
fr.flevel

Duratien: 1 min./level (D]

Saving Throw: None

Spell Resistance: Yes: see text

This spell causes a wall of dazzling yel
low=whike light 1o come info being at any
point within range. A fehitwal sheds light
equivalent to a gayfishr spall. The wall

is opaque to all creatures except the
caster and so granis total congealment
fo any oreature behind it. The caster can
see through it without difficulry, A ghi-
waall has no physical substance and does
not otherwise hinder attacks, mavement,
or spells passing through ir.

A creature thar passes Ihrough a
figshiwall becomes dazzled for the dura-
tion of the spell [a dazzled creaturs
suffers a -1 penalty on artack ralls,

NODWICK & PS238™

FANTASY = HUMOR

SUPERHEROES * ADYENTURE * LEGENDS

If's the beginning
of a new chapter in
the Modwick saga as | |
Piffany gets a visit |
from the mysterious |
“Clergy in Black!”

_ Have our heroes gone
. too for in mucking up
 prophetic events? Is
_ the only solution to |
-- 'é.ka's"e:'n?'em‘ﬁ'nm the
universe? Pick up
Modwick 25 for thrills,
chills, ond extra |
helpings of fremch
toast!

Ask your local comic and gome store to carry your

R

miss it!

Buy these books and more online at www.nodwick.com and www.ps238.com!

| history reports are
| dull? Mot when
| they're about super-
_heroes! And this one
- is about the very first
‘superhers! Read
about the dawn of the
metahuman era and
how it all began with
“Mr. Extraordinary.”
This story has been
over eighty years in
the making, so don't

=4 AMAID

Faverite comics from Dork Storm Press!
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Search checks, and Spol checksk Spell
resistance applies when passing through
the wall. Sightless ereatures and those
dlready dazzled are not affected by
passing through the fightwall

Lightwall counters or dispels any
darkness spell of equal or lower level,
and any darkness spell of equal or
higher: level counters or dispels it

Marterial Componens; A pinch of
powdered sunstorie.

Lucent Lance

Transmutation [Light]

Level: Clr g, Drd 4, Sor/Wiz 4
Components: ¥, 5, F

Casting Time: 1 standard action
Range: Close (25 f1. + 5 fi./2 levels)
Effect: Ray

Duration: Instantaneaus

Saving Throw: None

Spell Resi stance: Yes [see beldw)

This gpell causes ambient light fo
coalesce around the spell focus in the
caster's hand and then srupf in a cor-
uscating beam of radiance that lashes
out af a singla creature or object
within range, requiring a ranged touch

OF E N'{,"'R\-ﬂ.:'l."\ ."I-h.']BlTth
Sashingien Posl

ICHAEL
00RCOCH

s DALIGHTER

attack. A creature struck is blinded for
1 round and dazzled tor 1 round per
level of the caster [a dazzled creaturs
suffers a -1 penalty on atfack rolls,
Search checks, and Spot checksl A
creature sensitive to bright light (such
as drow, duergar, or kuo-toa) suffers
penalties as if it had been exposed fo
Full daylight for 1 round i struck by
the bieam, even if i resists the spell's
ather effects.

In addition to-this dazzling effect,
fucent lance deals damage based on
the lewel of light available within the
caster’s square, In bright light, it deals
1d8 points of damage per caster level
maximum 1oda ). In shadowy: llumina-
tion, it deals 1dyq points of damage per
caster level (maximum 1od4). IF no light
iz present in the caster’s sguare, the
spell cannot be cast at all.

Focus: A clear glass or erystal rod.

Luminous Gaze

Evocation [Light]

Level: Sor/Wiz 1

Components: V, 3

Casting Time: 1 standard action
Range: Personal

Target: You

Duration: 1 round/lavel

Saving Throw: Forfinide negates; see text
Spell Resistance: Mo

This spell causes the caster’s eyes

1o glow with an unearthly radiance,
granting the caster a dazzling gaze
attack. The glow from the caster’s eyes
provides light as per the fight spell
Each creature within range of the

light (zo-foot diametert must attempt

a Fortitude saving throw each round
at the beginning of its 1urn, Failure
indicates the creature is dazzled for
the remainder of the spell's duration [a
dazzled crealure suffers a -1 penalty
an atfack rells, Search checks, and
Spot checks),

In-addition; the caster can concen-
trate his gaze upon a single creature
within range as an attack action, fore-
ing the targer of his concentrated
gaze to succeed 4l a Forfitude save or
become dazzled for the remainder of
the spell’s duration.

See page 204 of the Dunaeon
Master's Guide for a complete descrip=
tion of gaze aftacks.

The latest adventure in Michael Moorcoek’s mind-bending Elric saga—now in paperback!

“Brilliantly imagined...high
adventures fueled by human

passions.”

—Locus

The award-winning author of The Dreamthief’s Daughter
delivers a novel of breathtaking adventure that blends
history and legend with the infinite possibilities of the

Multiverse.

“The tale’s

power stems largely from the

astounding hyricism of the author's

priose.”

“Fascinating....

“Provocalive.”

Totally enthralling.”

CALSOAVATLABRLE:

Where Imagination Knows No Bounds

Riead an Excerpt Onling at werwctwhookmark.com

Warteer Blesk Ciroamp




Radiant Assault

Evocation [Light]

Level: Clr =, Sor/Wiz 7
Components: ¥, 5, F

Gasting Time: t standard action
Range: Long (400 1.+ 40 1. evel)
Area: zo [T radius burst

Duration: Insfantaneous

Saving Throw: Will partial

Spell Resistance: Yes

This spell releases energy in the form
of & mulliiude of rainbow-colored:
beamis that erupt in every direction
within the area designated by the
caster. This kalsidoscopic burst of
energy inflicts f points of nonlethal
damage per caster level imaximum
i5d6) and dazes all creatures withir the
burst for W rounds, Dazed creatures
can 1ake no actions but suffer no pen-
alfies when being attacked. Those whe
succeed af a Will save suffer only half
normal damage and are dazzled for 1d6
rounds instead {a dazzled creature suf-
fers a -1 penally on attack raolls, Search
checks, and Spot checks).

Undead within the area of effect suf-
fer normal damage rather than nonlethal
damage and are automarically dazzled
[never dazed) regardless of whether or
nat they succeed at their saving throw,

Focus: An eye frem any cutsider with
4 or more Hit Dice,

Rainbow Baam

Evacation [Light]

Lewvel: Sor/Wiz 2

Components: V, 5, M

Casting Time: 1 standard action
Range: Close (25 f1. + 5 f1./2 levels)
Etfect: Ray

Duration: |nstantaneous

Saving Throw: Nane

Spell Resistance: Yes

This spell fires a ray of swirling, mul-
tihued light draswn from radiant ener-
gies. IF the casfer succeads al a ranged
touch atfack, the target is dazzled for
minufte {a dazzled creature suffers a =i
penalty on-artack rolls; Search checks,
and Spot checks). The spell also deals
18 points of damage plus 1 point. per
caster level Imaximum of <20}, The
rainbow bearn deals a randem: type of

.Damag-:: Typa

acid

damage as determined by the following
table, IF two types of energy are indi-
cated, damage is nol doubled; instead,
rainbow beam deals half its damage
from each type of energy indicated.
Creatures apply energy resistance
separately fo each fype of damage.

Matarial Componant: A small clear gem
or crystal prism worth at least 1o gp

Rainbow Blast

Evoration [Light]

Level: Sor/Wiz 3

Components: ¥, 5, M

Casting Time; 1 standard action
Range: 120 f1.

Area; 120-t; line

Duration: |nstantansous

Saving Throw: Reflex half
Spell Resistance: Yes

This spell is a wide-spectrum blast of radi-
ant energy composed of all five enermy
hypes. Rainbow fias deals 8 points of
damage from each of the five energy
Iypas (acid, cold, slectricity, fire, and
sonic), for a fotal of 5df peints of damage.
Creatures apply energy resistance sepa-
rately 1o each type of damage. Creatures
within the area of effect who succeed ar a
Reflex save sulfer anly half damage.

Material Component: A small clear gem
or crystal prism worth ar least 5o g2p.

Shadow Phase

Transmulalion

Level: Assassin 4, Sor/Wiz 4
Components: ¥, 8

Casting Time: 1 standard action
Range: Touch

Target: Creature fouched
Duration: 1 round/level (D)
Saving Throw: Fortitude negates

Tharmiess)

Spell Resistance: Yes (harmless)

piercing damage due o force Garce sffact)

This spell causes the subject’s flesh

to take on a dark, wispy, insubstantial
appearance. This change is not merely
cosmetic however, as the spell fempo-
rarily fransposes some of the subject’s
tisale with shadow-stuff, making the
subject partially incorpareal. This par-
tially incorporeal state does not allow
the subject 1o pass through walls or
other solid objects.

This partially incorporeal stare
causes nonmagdical physical attacks
against the spell's subject to suffer a
so% chance fo fail. Magical attacks,
such as supernatural and spell-like
abilities, spells, and magic weapons,
suffer only a za% chance to fail ro
affact the subject of the spell, @
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by Richard Baker or befer
ilustrated by Brom & Flhan half a year, the drow have
James Ryman waited in vain for Lelth's Silence

to end, War, rebellion, and treach-
ery besiege the sinister cities of the
dark elves, and none have survived
unscathed, Loyal to their cruel and
seductive Spider GQueen for thousands
of years, even the most zealous of
drow harbors doubt and uncertainty
in her heart. Disaster s overtaking the
Underdark, and the very survival of
the dark elves now stands in question.

THE I AR OOF THE
SPIDER QUEET

R.A Salvatare's War of the Spider
Oueen series relares the story of Lolth’s
Silence and its repercussions among
the dark elves. Lolth has answered

ne prayers for many months, denying
her priestesses the divine magic they
formerly used 10 dominate the cities

of their kind, Five volumes of this epic
story are now complete: Oissolition,

by Richard Lee Byers; fnsurrection, by
Thomas Reid; Condemnation, by Richard
Baker; Extincrion. by Lisa Smedman;
and Annihiation, by Philip Athans.

For almost b years now, we've
followed the stories of several dark
heroes and even darker villaing
embroiled in the effart to understand
Lalth’s absence: Pharaun Mizzrym,

a Master of Sorcere; Ryld Argith, a
Master of Meloe-Magtheres; Quenthel
aenre, Mistress of Arach-Tinilith;
Jegered, her demonic kinsman;

Walas Hune, a captain of the Bregan
aerthe mercenary company; Halissira
n, a survivor of the razed city

H Masad; Danifas Yauniyrr,
stra’s maidservant; Gromph

. Archmage of Menzoberranzan;
he Lichdrow, master of House

L Dyrr; and Mimor Imphraezl, the
Blade of the assassin house
 he Jaezred Chaulssin,

r profiles for Pharaun,
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Gromph, Quenthel, and

Jegared were detailed in Deacon
#302, and Cyrr, Valas, Halisstra, and
Ryld appeared in Oracon 312, This,
the final arficle of the series, profiles
Halissira for a second time, Danifae,
and Mimor, Al three are original char-
acters created for the series, While
Halisstra has appeared previously, this
issue shows her after her conversion ro
the worship of Eillistrace.

The War of the Spider Queen series
confinues with Ressurreciion, the
sixth and final book in the series by
Paul 3. Kemp, an April zoos hard-
cover release,

Halisstra Melarn, First
Daughter of House
Mo
Formerly the eldest daughter of House
Melarn in Ched Masad, Halisstra is
now the sole survivar af her House,
Her mother reared her 1o be a furure
matren, alternately inflicting rerrible
cruelty on Halisstra and pampering
her with lavish gifts, Halissira stud-
iad the secret lore of the Bae'qeshel
Telphragzzar, the Whisperers of the
Dark Queen, fraining to honor Lalth
with the bard's art as well as the
cleric's devetion. This stood her in good
stead during Lolih's Silence, since the
magic of her bardic powers was not
lost when Lolth vanished.

The fall of House Melarn during
the destruction of Ched MNasad left
Halisstra houseless and vulnerable,
She fell in with Quenthel, Pharaun, and
the rest of the Menzoberranyr whe
arrived in Ched MNasad in the last days
of the city, and escaped its destruction
at their side. Halisstra's adventures
alongside Quenthel's company led her
across and below Faeran, as the dark
elves quested for an answer To Lalth's
Sitence, During the course of these
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travels she was captured by surface
elves in the iansT of Cormanthar,

priestess of Lillistrace.

Seyll offered Halissira Eillisiraee’s
message, asking her to give up her
evil ways and her worship of the
Spider Queen, Halisstra Feigned inter-
st just long enough to betray and
murder Seyll in order tomake her
escape from her surface elf captors,
Then something unexpected: happened.
Seyll's faith and the quist strengih of
her arquments planted a seed of doubl
in Halisstra, a sead thal flowered and
bore fruil when the quest to reach
Lolth in the Demonweb Pirs tailed and
broke Halissira's faith in the Spider
Cueen, Halisstra repudiated Lolih and
turned her heart 1o Eilistraee; hoping
that she might atone for Seyll’'s murdar
and show herself worthy of the Faith
Sevll had in her. Mow a servant of
Eilistraee, Halisstra hopes to turn her
former companions away from their
goal and share her newfound faith
with others of her race,

Halisstra is tall and slender for a
drow, Graceful and austere, she lacks
the sensuality of many nobleborn drow
women. She has lurned her back on
the cruelties and betrayvals of her kind.
She wears the armor she siripped from
the dying Seyll Auzkowyn, and carries
Seyll's sword in the hope that she wil
eventually be worthy of it

Halisstra Melarn, Female Drow Bard
8/Cleric of Eilistrace 10: CR 15, Medium
humanaid {elfl HD Bd6+8 plus 1odBe20;
hp 10g; Init +7; Spd 30 1 AC 2g (touch
16, flat-footed 25 Base Atk hg: Grp
+i; Atk iy melee dB+gf7-20, 12
keen holy longsword) or +z2 ranged
lid8sz/1g-20, +2 fight crassbowl; Full
Ak iz ivz melee bdB4a/i7-20, w2
keen holy longswordy, SA hardic music,
turn undead, spells, spell-like abilities; 50
bardic knowledge, drow traits, evasion;

_W|II -r.gq STr‘ 12, Dex 24, Con g

o oyl Aurkovya s

3R 2g AL CG; 8V Fort +15, Ref +a0,
s Init 1,

Concenration H-:] Deuphcl
s, Diplomacy +17, Disguise + (+8
acting], Heal +17, Hide +28, Intimidate
+8, Knowledge (religion) +13, Listen
rig, Move Silently 415, Perform [siring
instrument} +z24, Search +10, Sense
Mative «18, Spelleralt +1g, Spot «1g,
Swim =1, Tumble +7; Greater Spell
Penetration, Scribe Scroll, Spell Focus
tenchantment), Spell Penetration,
Stealthy, Weapon Focus (heavy macel,
Weapon Focus (longsword).

Languages Known: Abyssal,

Common, Drow Sign Language, Elven,
Undercommen,

Bardic Music: Halissira can use
inspire courage, counlersong, fascinafe,
inspire compelence, or suggestion a
total of & times per day.

Turn Undead: wo/day as ioth-level
cleric (+2 on check Tor Knowledge).

Bardic Knowledge: Halisstra may
make a bardic knowledge check at +n 1o
see whether she knows same relevant
infarmation about local notable people,
legendary ilems, or noteworthy places.

Dirow Traits: +2 racial bonus on ‘Wil
saves against spells and spell-like abili-
tiess, darkyision 120 ft., immune 1o sleep
effects, +2 racial bonus o saves v,
enchantment spelts or effects,

Evasion: Takes no damage on a suc-
cessful Reflex save against an effiect tha
allows a Reflex save for half damage,

Bard Spells Known {375/ 5/% save #
DC 16 + spell level or 17 + spell leve
for enchantment spellsh o—daze, defect
magic, light, mage hand, open/close,
read magic; 1sk—eharm person, cure
fight wounds, expeditious retreal, sient
image; end—cure moderate wounds,
invisibiliny, locate objeci, sound bursi;
ard—charm menster, dispel magic,
FEMOVE CLIFSE,

Cleric Spells
Prepared (BB 50 g
save DC 17 + spell level or 18 + spell
awel For enchammem spﬁils'] o—

mand, divine Favar p ‘gyb i
evil, sanciuary, shield of J‘am‘: and— S f‘fé
bufl's strength, hold person, lesser
rastoration, rasish energy, shatfer®,
silence, spirifual weapon; srd—day-
fight, dispel magic, magic circle against
law", prayer, searing fr&fhr witid wall:
qth—air walk, chaos hammer”, dis-
missal, divine power, summon monsier
Ve sth—charm monster”, fame strike,
tane shift, righteous might,
*Domain spell. Domains: Chaos
{chaos spells +1 caster level), Charm
{hoost Charisma 4 peints once per
day), The Charm domain appears
in the Forootren Realms
Campaizn Serring
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HALISSTRA‘S UNIQUE ITEMS

l; Hall" T3 h3|:|
consideral

Charizma and does not
Iadarate transmutation;-CE 8th; Crafi
plandary Price
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ealthto-have uniqu‘e MEgie

L anisarn-slol,

Spell-like Abilities: 1/day—danc-
ing lights, darkness, faerie fire,
Caster level 181th, The save DCs are
Charisma-based.

Possessions: «2 keen haly long-
sword”, +3 light steel shisid”, +4 efven
chain, gloves of dexterity +8, amulet
of heafth +8, headband of wisdom +os
Halisstra’s comb of Charisma +4, +2
ring of protection”, piwafwi of resis-
tance +4, +2 lght crossbow™, +2 bolts*
(501 boots of elvenkind, instrument
of the bards (CF hvrel, ring of evasion,
wand of greater invisibifity, wand of
cure serious wounds, Hewards handy
haversack, drow house insignia, back-
pack, bedrall, and routine supplies,

“These items formerly belonged
to the priesress of Eilistraee, Seyll;
Halisstra lost her own weapons and
armar when she was captured by the
surface elves in Condemnarion,

Danifaes Yauntyrr

Once a priestess of a high house in
Eryndlyn, Torces of House Melarn
captured Danifae during a skirmish
between the cities Eryndlyn and Ched
Masad. House Melarn captured and

enslaved her due to her striking beaury,

Matron Melarn gave Danifae fo her
eldest daughter Halisstra as a maidser-
vant and pet. Although Danifas abso-
lutely loathed her captors and deeply
resented her status, she was only a
single unarmed slave in the middia

of a streng house many hundreds of
miles from her home city. More 1a the
point, a magic locket around her neck

ensured her loyalty by preventing

Danifae from harming Halisstra,
Physically and magically deterrad
from any hope of escape, Darifae
glected to play a subtle waiting game,
slowly worming her way deeper into
Halissira's confidences with yvears of
Taithful service and clever advice, all
the while dreaming of the day when

she would exact vengeance for her
degrading situation. She reveled-in the
destruction of Ched Masad and fall of
House Melarn, although she was care-
ful not to show it; the power Halisstra
wiglded through the magic locket still
endured, and Danifae did not dare

fo ler Halissira know the depths of

her hate. Thus, as Halisstra accom-
panied Guenthel and the rest of the
Menzoberranyr in their flight from the
city's ruin and the continuation of heir
guest for Lolth, Danifae had no choice
bur fo accompany her mistress.

In the compary’s subsequent travels,
Danifae quickly realized thar Halisstra
lived only at Quenthel Baenre's suffer-
ance, Therefore, in order to gain power
over her misiress and to insure herself
against amy more reversals of fortune,
Danifae seduced Quenthel, while con-
wvincing Halisstra that she was doing so
only in order fo sirengthen Halisstra's
hand against the Menzcherranyr. At first,
Danifae considered only how she might
bring abour Halissta's destruction. As
she accompanied the Menzaberranyr all
the way 1o the depths of the Demonweh
Fits, however, and saw Halisstra fall by
the wayside, Danifae raalized that Lolth's
Silence offered not only a challenge 1o
thee drow, but an opportunity—an oppar-
tunity far more important than obtaining
vengeance against a former mistress,

Danifae is young (for a drow) and
strikingly beauriful. Her demure attitude
hides a cold, calculating, and purely evil
dark elf who understands rhat subtlery
and patience are weapons far more
deadly than mere steel and spell,

Danifae Yauntyrr, Female Drow
Rogue 2/Cleric 13/Blackguard 2: CR 18;
Medium humanoid (elf; HD 2d6+4 plus
13dBa26 plus zdiowg; hp no; Init +8
Spd 30 ft; AC 28 (touch 17, flat-footed
24k Base Atk <1z; Grp wi3; Atk w17
melee (1d8+4 plus 16 electricity, +7
shacking burst morningstar); Full Atk




screams. Reduced to
a mere handful of dragon-
bleoded sorcerers and assassins, the
surviving lords of Chaulssin founded
minor Houses and secret guilds of
assassins in other drow cities.

The Anointed Blade is traditionally
the single strongest, deadliesr, and most
clever assassin of the House, Nimor
believes that in order 10 “save” the dark
elves from the madness and tyranny of
Lolth, drow society must be shatterad.
If cities fall and thousands of drow die,
then it must be borne, since misery and
disaster will turn the drow away From
Lofth and te ather drow deifties. He's
willing 1o risk centuries of weakness,
enslavermnent, and untold suffering for
the drow in order to reot out Lolth's
power ower the race and raise the
Jacered Chaulssin as the secret masters
of a drow society shaped to their liking,

Mimeor uses a variety of guises,
most magical in origin. He most ofren
appears as a slender, almost boyish
drow male of striking good locks, with
the easy grace and blinding speed of a
professional duelist, He Favors the role
of a noble rake, and can pass himself
off as a highborn lad of a great House
with ease, He also cullivates practi:
cal identities, including that of a gem
merchant, in order fo move freely
and elude observation. Mimor is far
stronger than he appears (a trace of
hiz ancient draconic heritage, perhaps),
and he has mastered many of the dark
spells of the assassin's deadly trade,

Mimor Imphraezl, Male Drow Half-
Shadow Dragon Rogue 3/Fighter
4/ Assassin g; CR 19: Medium dragon;
HD 3d6+15 plus gdwo+zo plus gdb+qo;
hp 130; Init +12; Spd 30 Ft, Ay Go fr,
(average); AC 33 (touch 21, flat-footed
end Base Atk w1z Grp +21; Atk +28
melee (id6115/15-20 plus 1d6 or dio
cold, +g keen icy burst rapier) or +21
melee (dg+g, clawk Full Atk +24/ 10/
+14 melee OdBrs/i5-20 plus 1df or
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o cold, g keen icy burst rapier)
and +z2/ +17 melee (id4+7/17-20, «3
keen venomous dagger), or +21/+21
melee (1dq+g, claws) and 16 meles
(1d6+g, bitel; SA breath weapon, death
attack, sneak attack +7d6, spells, spell-
like abilities; S drow traits, evasion,
half-dragon traits, hide in plain sight,
improved uncanny dodge, poisan use;
SR 2y AL CE; 5V Fort +zo, Refl +28,
Will +15; Str 28, Dex 26, Con 21, Int g,
Wis 13, Cha 14,

Skills and Fears: Balance +if,
BIuff +17, Climb +1g, Diplomacy
+21, Disable Device +io, Disguise
11 (13 when acting), Hide +33,
Intimidate +8, Jump +1g, Listen +1z,
Move Silently +28, Open Lock +18,
Ride 12, Search +21, Sense Motive
+10; Spol w18, Swim +13, Tumble
#16; Blind-tight, Combat Reflexes,
Improved Critical (rapier), Improved
Initiative, Improved Two-Weapon
Fighting, lron Will, Two-Weapon
Fighting, Weapon Focus (rapier],
Weapon Specialization {rapier].

Languages Known: Abyssal, Common,

Draconic, Drow Sign Language, Clven,
Undercommon,

Breath Weapon: Once per day,
Mimor can breathe a 3o0-foot cone that
bestows 1dz negative lewvels. A success-
ful DC 15 Reflex save reduces this by
half. & DC 15 Fortilude save removes
the negative levels afrer 24 hours,

Death Attack: IF Mimor studies an
opponent for 3 rounds and then makes
a successful sneak attack with a melee
weapaon, he can kill or paralyze his foe
unless the victim succeeds al a DG a3
Fortitude save: even il this save is suc-
cesstul, the victim still suffers sneak
attack damage,

Drow Traits: +2 racial bonus on Wil
saves against spells and spell-like abili-
ties, darkvision 120 1., immune ro sleep
effects, +2 racial bonus 1o saves vs,
enchantment spells or etfects,

Half-Dragon Traifs:
Low-light wision Bo i, immune
to sleep, paralysis, and energy drain,

Hide in Plain Sight: Nimor can use the
Hide skill even while being observed.

Improved Uncanny Dodge: Retains
D bonus to AG when flat-footed or
attacked by an invisible foe, can no
longer be flanked except by a rogue of
16th level or higher.

Poison Use: Nimor is skilled in the
use of poisan and never risks acciden-
tally poisoning himselt when applying
poison to a blade,

Save Bonus Against Poison: Nimor's
assassin levels confer a +4 bonus on
SAVES AZainst poison,

Assassin Spells Known (4/4/4/1,
base save DC 14 + spell levell: mi—
disguise self, ghost sound, obscuring
mist, true strike; and=alter self, dark-
ness, imvisibility, pass withou! frace;
grd—deep sfumber, false life, misdi-
rection, nondetection; 4th—freedom of
movement, greater nvisibifity, peison.

Spell-like Abilities: 1/day—dancing
lizhts, darkness, faerie fire. Caster level
ibth. The save DCs are Charisma-based.

Possessions: +4 feen icy bursi
rapier, +3 keen venomous dagger, arms
af the Jaczred Chawlssin, belt of giant
sirengih +q, bracers of dexterity +8,
amulet of health +6, +3 ring of protec-
tion, piwalwi of resistance +4, ring
of shadows, boots of elvenkind, drow
house insignia. @




HALF-SHADOW DRAGOM
Theleaders of the Jaezrad Chaulssin are half-dragons, descendants:of the nobls
drow af the city of Chaulssin and fhe shadow dragons who rdled over fhat city
for centuries. Thess powerful ereatures eventually overthrew the ity's dracenic
masters, hut invso doing, they, braughr downa shadaw=cirse on their ciny thai frans-
ported the plack 18! The Plane of Shadaw. Nn‘ﬁe ‘af the cliy's commen draw or slave
races survived: only fhe half- dragons wha make up the assassin house kw85 the
Jaezred Chaulssin remain, i }
Half=shadove drazons share all the charssterlstics of the half-dragon remplate as
described in the Mansser Manual The brasth wespon of & hatf-shadow dragon isa 3o
| foot cone that bestaws iz negative levels (Reflaxhalfl save DC o« 1z raclal HD +
Oon modifise) Maff-shadow dragons are immune focenergy degin, Half-shadew dragans
are-often chaaticavik
An unozoal feanare of the Chaulssin half-dragon blocdline:ls that wings menifest in
half-dragans of Medium size or larger: instead of Largs size-ar larger, Chaulssin' falf-
‘dragans can fly-at twice. thiir hase land speed with average m-mw\rnmhuhry

NIMOR'SUNIQUE ITEMS
‘Az 8 high-ranking member of & powerful group,
‘Mimer can afford to equip himself with dnlqus-and
ol items:
Armis of the Jaczred Chaulssin: This excellent
ArmT 53 sl o e kel eshine: chaln shirt of
nintianess, The nimbleness property increases tha
milthral-chain shires maximum 'Demariw honus o
+3 he: Bluashine Properiy renders e armor ibut
nof necessarily the WEATER ) ifnmFe m acid and rist
attacks and confers 4 42 Sincumstande. lignus on-Hide checks. Finally, the searér of
the arms 6f the Jaezrei Chaulssin gains a =3 luck tionus: on alf saving throws.
Sirong transmutarion; L szth Craft Maglc Arma and Armor, cars grace, resis-
fance; 5 ranksdn Grair {alchermy Price: ga: 25a g Welght 1o [bs:
Ring of Shadows: An heitloom of the ruling hoise of Ghaulssin; Ciry of
\yrmshadaws: this sliny ehong band is made of & strangs Fermeof black platinum
nfusad with shadow essence: (o the hands:of any character ofher than an assassin
ot & shadowdarcer, it functlons.as g, ring of see dmeisdiity, When wern by an assas-
sl or shadewdancer, the ring of shadows alflows its bearer 1o shadow walk Pwice per
day ardl cast p.f.l'iuemm' Jacinr once-pat day,
Sfrang 'Trpn*s_mmallnn and llusion; GLagth; Farge Ring etfsreal i ses s
sl sl Prite: oouc gp
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7 UPON THE FORCES OF

GOODNESS AND HAPPY

PUPPIES TO UNMAME THS
NAUGHTY HORNED HAT. |
Y00-HOO? FORCES OF /

GOODNESS?

BiG "DISPEL MAGIL"
IT TOOK OUT THE
COMTINGUAL FLAME
SPELL N OUR
LANTERN,

000, THAT

HAVE A WHOLE LOT OF
OPTIONS HERE.
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"Heél& darkness, my old Friend...” - Simon & Garfunkel
| attack the darkmess?” -The Dead Alewives
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he fair ciry of Silverymoon
Tbr]sll&s with small, eccentric,

poorly publicized boutigues that
sell fascinating wares, Front parlors
host some of these, and many have no
streel sign, or only the mest discreer
advertising. One of the most Fascinating
of these shops is “the Wyrmworks,” an
esfablishment that's been open for
barely a year on Many Cars Lane in
Morthbank (the older part of the city
north of the River Rauvin).

The Wyrmworks specializes in sales
of dragon Fangs, scales, blood, and
preserved eyes, fails, talons, and pieces
of wing. Its proprietors also sell maps
to {and of) known dragon lairs and rent
out a magically preserved and animatad
red dragon head.

WHAT MEETS THE EYE

The shop is one of the more
spectacular in the ForcorTen REalMs,
The huge preserved wing of a blue
dragan dominates the windowless
chamber whose vaulted stone ceiling
wouldn't be out of place in a temple.
The wing sirefches oul in a grand
curve from the door to the stairs on
the right {a landing from which the
cellar stairs go down and the steps o
the living quarters of the owners and
their guards ascend) around the back
of the room to the door 1o the
workshops an the left,

Beneath the shelrering magnificence
of this great wing, the back wall of the
shop centains a dozen maps to dragon
lairs—colortul items of pure fancy
painted for their leoks, with small round
scenes of points along the way
superimposed on a verdant landscape
marked with the rrail 1o the lair. Smaller
copies of cach of these maps—sans
mest of the painting—are for sale,
stored in rothé-horn fubes in racks
beneath sach map. The top of each
rack supports a small, mirrored lamp
whose angled panes serve 1o reflect
and throw all of the lamplight up onto
the map abowve.

The back room haolds more expensive
and detailed maps, available only 1o
those who ask for them. Dragon blood
and organs are handied in the same
way. It should be noted that the seller
never leaves customers alone in the
shop and rings a bell to summon ofher
staff to Fetch such irems.

The central counter is surrounded
by an open aisleway that allows
customers to freely walk about and
view wares, a ring-shaped affair
whose wooden walls are split, just
below the countertops, by shallow glass
display cases confaining small pieces of
dragon remains (mainly fangs} and
trophies of rusty treasure and broken
weapoenty, skulls, and the like from
wvictims or failed adventurers brought

DRAGONS

back from dragon lairs. Any dragon
skulls available for sale hang suspended
from the ceiling (ke the lamps that
illuminate the shop), usually directly
above the central sales counter,

Considered frade secrers ar the
Wyrmworks, cleansers and preserva-
tives for dragon remains=mosily a
variety of plant cils—are never
offered for sale or identification. The
sales staff rells persistent customers
whao want fo know such rhings, “we
leave such malters to experts who
desire to keep their work a mystery,
and we dare nof offend them lest we
lose access to their services.”

Mhe usual centerpiece of the shop
display is Old Roaring Rage, the
famous preserved red dragon head. It's
usually mounted on its own glossy,
carved wooden stand off 1o one side
{the owners discoverad that placing it
front and center to confront buyers
caused a lot of folk fo promptly turn
around and leave). IF the dragon head
is rented ouf, the splendid snarling
head of some fanciful, unknown sort of
dragon, crafred of shining electrum by
Uraerik Thaurongol (a dwarven
craftsmith of Everlund), is displayed in
its place. Meither head is for sale, but
smaller and less ornate metal replicas
{made by lesser dwarven smiths of
Silverymoon) are sold for zoo 10 400
£p each, depending on size and
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appearance. They're kept in a back
room until requestead,

The: two floors of living quarters
above the shop sport balconies, bay
windows, and slate roofs. Levers al
various places in their floors allow
persons above to drop down
parteullislike bars to wall off all
doorways in the shop below—something
done at any time of night or day when
suspicious noises are heard from the
shop, during deliveries, or whenever
the shop is closed and the owners’
bodyguards are unavailable,

TRADE AT THE WYRMWORKS
Business at the shop began slowly—
prices for dragon remains tend to be
high, and the number of persons able
to use them for mere than decorative
arnaments is relatively low—but has
become so brisk in the last few months
that the owners are conlemplating
opening a branch office in Waterdeep,
Dragon remains are tare and
dangerous to oblain: There's the
rrifling matter of slaying a dragon, the
minot annoyance of butchering a
coftage-sized carcass before
something hungry comes along 1o
devaur it, and then transporting what
you've carved off before it rots—
usually through difficull lereain in
remote areas. Prices rise and Fall with
availabiliry of desired dragon parts,
but haggling determines all sale prices.
The owners of the Wyrmworks
sharply raise prices if they think a
potential buyer is apt fo become a
danger to them or the wider Realms
once furnished with dragon remains. A
Fed Wizard of Thay or member of the
Arcane Brotherhood is charged far
more than a mage of Silverymoon
whose character is known to the
sellers, for example. Scarcity in the
Face of demand also raises prices,
When buying such materials From
adventurers, the Wyrmworks typically
pays 50% to 75% of current sale
prices, with G0 being the norm.

RORYK AND DELGRATH
The owners of The Wyrmworks are two
white-haired, paunchy, gruft, and
successful old adventurers whe are
crazry about dragons. They love fo hear
tales of dragon sightings, hunts,
slayings, and hatles—and iry to keep
abreasr of which dragons are currently
lairing and hunting where. Constant

companions and firm business partners,
the two men live above the shop and
staff it in shifrs, their bodyguards
acting as ferch-and-carry assistants.
Roryk (CG male human Firg) is
slightly kinder and Delgrath [CN male
human Sorn) more irascible, but both
are worldwise velerans who keep
abreasr of news and possible perils.
Roryk and Delgrath employ a maid—a
trusted, sharp-tongued, and attentive
human woman named Alrue, This tall
and rangy, dusky-skinned beauty hails
from Calimshan, and assists “the Old
Boys” in preparation of materials,
seeing to customers, and keeping al
floors of the Wyrmworks clean. Ina
stainless steel flask, Alrue always
carries a potion of imvisibilify they ve
given her, and is under orders to use it
if she ever chserves a thefr or break-in
ito try to identify and follow the
culprits, and then report as soon as
poasible to Roryk and Delgrath),

OLD ROARING RAGE

During their adventuring days, the
owners of The Wyrmwerks found this
magically-presarved and animated red
dragen head among the furnishings of
an ahandoned wizard's rower, They
have no idea what magic powers keep
it supple and looking lifelike, and
couldn't repair or replace it it anything
happened to it Roryk gave the head its
present nickname,

Old Roaring Rage is about the size of
six human heads and appears 1o have
come From a young adull red dragon,
The head has the same features today
as when faund: its crafters and original
purpose remain mysteries,

Old Roaring Rage has been hollowed
out inside and fined with a headband and
shoulder-rest harness so a strong human
can wear it, The neck turns, and the
scales and skin shift when such move-
mients poeur, a3 if living muscles moved
bereath. The jaw articulates, the fongue
mowes and locks darmp, and the lips can
draw back from the teeth in an
expression of rage (although the nostrils
don'l flare), The dragon eyes are
artificial—although they look real—and
mcve in tandem to Tollow the direction of
the wearer's head or a lever,

Another lever works the jaws to move
in tirme with speech, Words said info. a
short speaking-tube inside the head are
magically deepened, amplified, and made
1o sound wet and hissing in characrer,

Two fainthy-glowing words are i
graven inside the head: "Raulithus” and  BEs=es
“Torthar.” Saying the former causes the ;_:ﬁ
head to seem awake and alive, even
when unattended. It appears to breathe,
it yawns slightly from time to time, it

turns from side to side and the eyes iy e
seem fo peer about—although of course B
it deesn’t respond fo events or Sl
mavements around if. Saying “Torthar” =
causes the head to seem asleap; the =i
eyes sag closed and stay that way, il - ‘
breathes slowly and deeply, and i T

occasionally growls softly in its throat
and shifts position slightly. Saying
either word a second fime ends its T ﬁ'}'
magical animation.

The Wyrmworks rents ouf Old l
Roaring Rage for 100 gp per day. i |

Faint illusion and necromancy; CL T
sih; Craft Wondrous lem, genrla
repose, major image; Price 2,600 gp;
Weight fio b,

ELMINSTER'S NOTES

Ah, the iranies of life pile switt and
deep when one falks of the Wyrm-
works! Know ye what Roryk and
Delgrath do not: that Alrue Crownshield
is no Calishite at all, but a song dragon!
iAn “adult” of that species, | believe.}

Although Alrue loves her employers,
she covertly works to foil depredations
against dragonkind by drawing
deliberarely incorrect dragon-fair maps,
which she sells (through intermediaries)
hack to her employers. Alrue’s maps
amit rraps and warning telliales she
knows of, or misdirect adventurers
following them into other perils along
the way. She's careful to employ
different styles of mapping, varying
inks and the materials she draws on,
and is careful never 1o supply foo
marry maps and so dominate the sfock
at the Wyrmworks,

We've spoken logether, and she told
me she's content with her life—when-
ever she grows restless or angry, she
takes dragon form when she can do so
unobserved and dives down fo give the
Old Boys from the shop a fright. Once,
desiring a litfle vacation, she inventad a
theft and spent some days wandering
Silverymaon "investigating it" (really
seeing who was in town, hearing gossip,
and looking at all the latest shops,
goods, goings-on, and fashions), @
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THE WYRMWORKS

1. The |owest reaches of the
roof have loose slares thar
dangle askew, These are
traps: If anyone or anything .
slides 2 slate out of the win
and redchies inta the revealed
cavity henaath, & wirk nogse
snaps about e fntruding
abjact, hand, er creaturs,
ringing 4 ball inside the
guardroom ahowve the shap.

Wire Alarm Trap: CR ila
mechanical; fauch rrigsen;
manual reset; Atk 10 melee
fouch atrack (fe ss1ablish
grapplel, grapple check +14
talarm saunds on successhl
hold anemprh Search B sa;
Disable Device DCAS, Maker
Fricesn,000 gp;

2. A foot-treadle alarm
biehind the central counter
rings-a small ball beside a
bench across the sfreet,
Yauths paid by the Cld-Boys
{niter thera: and follow amy
nen=wyrmseorks staff they
sei |eaving the shop after the
bell rings. Their arders are fo
see whers such persons go
and wehat they do (withous
being detecrad),

3. Tovdiscourage unauthorized:
&ty onte thesa stairs Land
give ignovant thieves
something worthless 1o steal),
Fatse “dragon claws™
Fashionad of rothé horn,
reptile skin, 2nd madeling clay
are pesitioned araund the
insides aF all doarframes
leading off the stalrs,

4. One step of the callar
gtairs lifts (when the correct
nearky wall-stone & ramowved
and-a revealsd lever iz pallsdl
e permit access to a hidden
coin storage cavity under the
steps. A DG 20 Search check
ravaals the sxistence of this
“RROrags area,
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nlike many gods of the

Forcorren Reaims who lord

over realms of death and the
undead, Kiaransales prides herself on
imagination, Rather than contenting
herself 1o rule over endless legions
of uniform, rotting terrors, the drow
Soddess appreciates original and
monsirously elegant servanis. Like a
mother with a newborn, Kiaransalee
Favors each infant variety of undead,
coddling and doling on new sirains
with perverse adoration. Thus,
Kiaransalee's current favor falls ro her
youngest and most promising children,
the augmented undead she's named
nether hounds.
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NETHER HOUNDS OF
KIARAMNSALEE
Kiaransalee, drow goddess of the undead
and vengeance, is credited with the
creation of nether hounds, slavering
undead empowerad 1o hunt down and
slay her enemies. The truth is perhaps
more complex, as other powers of
undeath have also been known 1o send
these fiendish undead after their foes, In
fact, Kiaransalee has shared the naturs
af the nether hounds' creation with her
allies—particularly those who have sided
with her against the demon lord Orcus.,

Might hag servitors of Kiaransales
throughout the Lower Planes care for
the goddesss packs of nether hounds,
The hags create, train, and hire our the
hounds 1o demon lords and other inter-
ested parfies wha have someone they
need hunted down and slain, The exact
process of how nether hounds are cre-
ated remains unknown, although it is
thought 1o reguire acts only Kiaransales
and her night hag minions are corrupt
enough ta perform,

Hee

by Thomas M. Costa

illustrated by Tom Fowler

Mether hounds are corporeal
undead infused with Kiaransales’s
godly lust for vengeance and granted
the power fo hunt down and slay
almost any guarry. They are perhaps
the most bestial of undead, slavering
and yowling as they hunt their prey,
often loping and scampering about
en their clawed hands and feet, Their
faces are distorted wrecks, their eves
weeping viscous black tears and their
mouths filled with wicked fangs that
drig a similarly grotesque spittle. More
aften than not, they are organized
into hunts of thirteen such monstrosi-
ties, usually made up of twelve nether
hound ghaouls led by a nether hound
ghast, The creatures relish their role
as hunters, relying on their senses and
skill to track down prey. Even if their
quarry escapes their grasp, they know
a single diseased claw will slow their
prey down for the final kill

The faithful of Kiaransalee and her
allies, such as Velsharoon, may enlist
nether hounds into their service by
using a planar ally spell to conract a
night hag in the service of the god-
dess. The cleric must then barter
with the hag for the service of one
or more nether hounds to carry
out the agresd-upon task, However,
those who command nether hounds
must always be wary, as the hounds
are first and Foremost the servants
of Kiaransales. As such, they always
carry out the will of their goddess
over the wishes of any other crea-
ture, even a more powerful deity,
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SAMPLE NETHER HOUND

A gauni creature hunches besiially
hefara vou, its filth-stained gray fesh
stvetched faur over profruding bones, fts
features might have once been human-
oidd, but now it is a thing of savagery
and decay, its hollow eyes and snarling
mouth weeping a wiscous black gore.

This example uses a ghast as the
base creafure,

Mether Hound Ghast

Medium Undead

Hit Dice: qdhe+y (2g hpl

Initiative: +7

Speed: 40 1. (8 squares), climb 20 fr,
AC: 21 {+5 Dex, +6 naturall, touch 15,
Hat-footed 1f

Base Artack/Grapple: +2/+7

Attack: Bite +7 melee idS+5 plus
paralysis and diseases)

Full Atack: Bite 17 melee [1d8+5 plus
paralysis and diseases) and 2 claws +5
melee Tidg+e plus paralysis and disease)

Space/Reach: 5 Fi./s A,

Special Attacks: Deman fever, ghoul fever,
paralysis, stench, sure striking, yowling
Special Qualities: Acid and fire resis-
tance 5, cold immunity, darkvision fo
ft., elactricity and sonic resistance o,
low-light wision, scent, +2 furn resis-
tance, undead

Saves: Fort w1, Rel +8 Wil +7
Abilities: St 21, Dex 21, Con —, Int 1,
Wis 16, Cha 18

Skills: Balance +g, Cimb 4y, Hide +io,
Jump +n, Listen +g, Move Silently 110,
Search +6, Spot +15, Survival +g
Feats: Improved Initiative, Mulriartack,
Run, Teughness, Track

Environment: Any

Organization: Solitary, team (2-3), pack
La-12), or hunt Di3-30 nether hounds).
Challenge Rating: 4

Treasure: Standard

Aligrment: Always chaotic evil
Advancement: 5-8 HD (Medium)

Level Adjusiment: —

Mether hound ghasts are commonly
pack leaders of hunts of lesser nether
hounds. Already being disgusting and
profane creatures, the iransformation
that makes them into nether hounds
only deepens their already consider-
able depravily.

Combat

Afflicting all their prey's senses al
once, nether hound ghasts Favor
charging into combat so their yowl-
ing and stench abilities take maxi-
mum effect. Once engaged, their
savagery takes hold and they rend
and maul their foes until they or
their enemies are destroyed.

Diseases {Ex): Merher hound ghasts
carry two diseases, demon Fever and
shoul fever. Characters hit by a bite
attack must make two separate saves
versus both diseases. Characrers hit
by a claw attack must make a save
only against deman fever.

Demeon fever—hire and claw,
Forfitude save DE 16, incubation
period 1 day; damage i femparary
Constitution. Cach day (herealter,
on a failed save the creaturs must
immediately succeed at another
Fortitude save or suffer 1 point of
permanent Constitution drain {see
page 2qz of the Duwseon Master's
Guide). This save is Charisma-based.

Ghaoul fever—hbite, Fortitude DC 16,
incubation period 1 day; damage 1d3

Faiths of Faeriin

Con and 1dg Dex. The save DC is
Charisma-based,

An afflicted humanoid who dies
of ghoul fever rises as a ghoul at
the next midnight, & humanaid who
becomes a ghoul in this way retains
none af the abilities it possessed in
life. It is not under the control of
any olher ghouls, but i1 hungers for
the flesh of the living and behaves
like a normal ghoul in all respects.
A humancid of 4 Hit Dice or more
rises as a ghast, nal g ghoul,

Paralysis [Ex): Those hit by a
nether hound ghast’s bite or claw
attack must succeed on a DC 16
Fortitude save or be paralyzed for
idq+1 rounds. Even elves can be
affected by this paralysis, The save
DL is Charisma-based.

Srench (Ex): The stink of death
and corruption surrounding these
creatures s overwhelming. Living
creaturas within 1o teet must suc-
ceed onoa DG 6 Fortitude save or
be sickened for wdB+q minutes, A
creatures that successfully saves
cannot be affected again by the
same nether hound ghast's stench
for 24 hours. A delay poison or
neutralize poison spell removes the
effect from a sickened creafure.
Creatures with immunity fo poisen
are unaffected, and creatures resis-
fant fo poison receive their normal
bonus on their saving throws, The
save DC is Charisma-based.

Sure Striking (Ex): Mether hound
attacks with natural or manufactured
weapons are Irealed as magic weap-
ons For the purpose of overcoming
damage reduction,

Yowling (Sul: All creatures
texcept evil outsiders and undead)
within 100 feer of a yowling nether
hound must succeed at a DC 6 Will
save or become shaken for as long
as they are within range of this
ability and can hear the gibbering
undead. If the save is successful, the
affected creature is immune 1o thal
nether hound's yowling for 24 hours,
Mether hounds yowl as a free-action
and do so almost constanily. This is
a sonic, mind-affecting, fear effecr,
he save is Charisma-based.

CREATING A NETHER HOUND
“Mether hound™ is an acquired template
that can be added o any corporeal
undeaad with an Intelligence of 5 or
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nent {referred to hereafter as

o feet 1o its I.jnd Hvaed
3| I'r~H |1' it di

AC: The base creature’s natural armor improves
Special Attacks: A nether hound refains all the

e |h+r haund
nether hound's
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rilly. This i
mind-affecting, fear eff
Special Qualities: A nether
F th

birrus to Climb o
Feats: Nether houni

y have rhah fE
Climate/Terrain: Any land,
Organization
(13-30 nether houn
Challenge Hatin
Alignment: |
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Level Adjustment: — @
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Deathstalker
of BEhaal

Murderers of a Dead God

by Thomas M. Costa « llustrated by Tom Fowler
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DEATHSTALKERS OF BHAAL
Deathstalkers are the murderous ser-
vants of Bhaal, the Lord of Murder,
Reduced to a scattered cult by their
god’s death and fervent persecurion
by worshippers of Cyric, this group of
priest-gssassing = making a name for
itself and reestablishing small femples
throughout Faerin,

These zealous killers are dedicated
to Bhaal and exhibit all of the powers
they lost in the wake of the Godswar.
However, it is unclear from where
their power comes. Those few aware
of the cult suspect the influence of Set
encroaching on the portfolio of the
mad Cyric, while athers believe their
powers o skem from Cyric himself,
Still athers point o recent troubles
with the Bhaalspawn and the whispered
rasurrection of the one, frue Bhaal.
Whatewer the origin of their abilities,
the deathstalkers are a fearsome and
dangeraus lof.

Deathstalkers believe rhat every
murder committed in his name
strengthens Bhaal, bringing closer his
unholy rebirth. As a result, they view
murder as both a pastime and a duty.
They are required to deal death once in
every tenday in the heart of the nighl.
If imprisonment or ofher constraining
circumstances make this impossible,
deathstalkers have to murder twice for
each murder missed. In accordance
with-the Lord of Murder's reachings,
deathstalkers strive fo ensure thal
before they die, murder victims know
who is killing them and that their death
iz in the name of Bhaal, infoning, "Bhaal
awaits thee, Bhaal embraces thes, none
escape Bhaal”

Mearly all deathstalkers are cler-
ics, although many are multiclassed
as rogues and a few are multiclassed
as barbarians, fighters, rangers. or
ofther classes.

Deathstalker Class Features
All the following are clags features of
thi dearhstalker of Bhaal.

Weapon and Armor Proficiency:
Deathstalkers are proficient with all sim-

ple weapons and light and medium armor,

Spells per Day: Deathstalkers con-
tinue and increase their devotion 1o
Bhaal, Ar each indicated deathsialker
level, the character gains new spells
per day as if he had alse gained a
niw level inoa divine spellcasting
class he belonged 1o before add-

Faiths of Faeriin

o

Base Fort  Ref Wil

Level Attack Bonus  Sawve  Save  Save
15l v +0 +0 +2
2nd 8] +0 +0 +4
ard 2 +| +| +3
4th +3 +l -l +
sih 3 il +| +4

DEATHSTALKER OF BHAAL ADYVANCEMENT

Special Spells per Day

Death attack # level of existing class
Sneak attack i -
Blocahust 1 level of existing class
Sneak attack +adfi -

Last breath of Bhaal 1 level of existing class

ing the prestige
class. He does not
however, gain any
other benefit a
character of that
class would have
gained {increased
turning abilities,
animal companion:
and so on}. This
means he adds the
deathsralker level
to the level of son
other spellcasting
class he has, then
determines spells |
per day and casfe
level accordingly.
{If the character
had more than ong
divine spellcasting
class before becon
ing a dearh stalker
he - must decide to
which class he adds each lewvel of
deathstalker for purposes of spells
per day).

Death Attack (Ex): Starting at 151
level, if the deathstalker studies his
vichim for 5 rounds and then makes
a sneak attack with a melee weapon
that successfully deals damage, the
sneak altack has the addirional effect
of possibly either paralyzing or killing
the target (deathstalker's chaicel. While
studying the viclim, the dearhstalker
can undertake other actions as long
as his attention stays focused on the
targel and the targer does not detect
the deathsialker or recognize him as an
enermy, If the victim of such an atlack
Fails her Fortitude saving throw (DC
10+ double the dearhstalker's level
+ the deathstalker's Charisma modi-
fier) against the kil effect, she dies.

IF the saving throw fails against the
paralysis effect, the victim's mind and
body become enervared, rendering her
completely helpless and unable to acr

¥

DEATHSTALKER REQUIREMENTS

To qualify te hecoms a deathstalker of Bhaal,

i e i ]

HIT DIE

D8

a charaeter mus Fulfill the fallowing criteria:

Patron Deity: Bhaal.

Alignment: Lawtul evil.

Bkills: Hide 5 ranks, Move Silently 5 ranks, Survival 2 ranks.

Feats: Quick Draw,

Spells: Ability to cast grd-level divine spells. Clerics mast have
aceass 1o the Death or Destruction dormain.

Special: Must bave murdered at least sixteen senfient creatures,
using sixteen differont weapons or methaods,

DEATHSTALKER CLASS SKILLS

The deathsialker's class skills {and the kesy ability for each skill) are
Bluff (Chal, Climb {Str), Concentratian [Cand, Gradt {Int), Diplomacy
iCha), Disguise {0hal, Fargery dnt), Gather Infarmation (Chal, Heal
Wizl Hide (Dexl, Intimidare (Cha), Knowledgr (religion) Unt), Listan
Mwis), Monee Silently (Dex), Sense Mative (wis), Spelleraft (ntl, Spot
Wizl Survival Pwis), and Uss Rope {Dex

Skill Points at Each Lewvel: 4 o+ Inl medifier,
S ——— et o g et e el

for 1dB rounds plus 2 rounds per level
of the deathstalker, If the victim’s sav-
ing throw succeeds, the attack is just a
normal sneak attack. Once the death-
stalker has complered the 5 rounds of
study, he must make the death atrack
within the next 3 rounds. If' a deaih
aftack is attempted and Fails (the vicrim
makes her savel or if the deathstalker
does not launch the attack within 3
rounds of completing the study, 3 new
rounds of study are reguired before he
can attempt anather death arrack.
Sneak Arrack (Ex): Upon taking the
and level of this class, a character gaing
the ability fo make sneak attacks as
a rogue (see page 50 of the Players
Handbeok), IF the deathstalker gets
a sneal attack bonus from another
source (such as previous rogue levels),
the bonuses to damage stack,
Bloodiust [Spl: At ard level, once
per day a deathstalker can evoke and
direct the harred of a living creature
within 20 Feel. The rarger of rthis abil-
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Heme Flane:
Aligriment:

Worshipers:
Cleric Alignimen

Domains:

must attack another creature w
10 {EH of them of the deaths Tnlt-'.f- ;

nplsion ef
Last Breath of Bhaal (Su):
hstalkers whe die after attaini

ad, the dﬂsﬂh* talker |mmf-»:i|a'r.
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deathsialk
dogma
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Dungeoncraft

by Monte Cook

interesting and well-developed NPCs. So Far,
in parts one and two of this series on charac-
terization, we've looked ar creating simple but memo-
rable nonplayver characlers, primarily through
assigning rthem distinctive physical and personality
traits. There are other means of defining NPCs as
well, Most of these invelve using the context of the
game—other NPCs, situations, or the PCs themselves.

N othing ensures a fun campaign more than

TW ARE MORE THAN ONE

Sometimes two separate individuals aren't as inter-
esting as a linked pair of individuals. As a duo, each
of the NPCs is not defined anly by his own rraits and
mannerisms, but how he interacrs with the other one,
This can be deflined by the interaction of two charac-
ters. Some relationships sug-
#est obvious infersections: a
master and an apprentice, a
husband and a wife, two sib-
lings, a parent and a child, a
suardian and a charge, an
admirer and the object of his
affections, and an employer
and an employes,

Some pairs are not defined
by their relationship, but by
ather characteristics: a smart
character and a stupid one (bul the smarter one
neads the other for some reason, such as a wizard
and his bodyguard), a character who owes his life o
another, a character who knows a secret and one
who does not, a character who knows a secret the
other wants fo learn, and two characters compering
for the same goal (bul nol as enemies).

Most of the time, since they are built as pairs,
these MPCs are encountered together. IF they stick

CHARACTERIZATION, PART 3
THE SUM IS GREATER
THAN ITS PARTS

around long enough in the campaign, the DM can use
them individually, but the playvers will always think of
them as one-half of a whaole. That's something the
[ can use fo his advantage, further developing the
MPC by the contrast of what he's like when he’s with
his “other halt” and when he is not.

The inverse, however, can also be frue. You can create
ety Fully Neshed-oul NPCs and introduce them to the
plavers separately. IF they are defined well enough, when |
they come fogether it should be no surprise 1o the play-
ers how they react to one ancther. IF they know a foppish
elf and a crude, ageressive half ore, the plavers aren't
surprised that these two NPCs, put together, do nol like
each other af all. OF course, the DM can sill throw the
players a curve by having these two very different char-
acters already know each other as old friends,

The Eleventh Rule of Dungeoncraft: NPCs
can be defined by how they interact with
others as effectively as they can be
defined as individuals.

An NPC defined in parrt by his feslings roward
another NPC or a group of NPCs can inferest play-
ers more than just the MPC by himself, such as a
dwart who hates the elf who killed his son. A halfling
with fire giants as his besr friends is even more
remarkable. Strong emotions, either positive or nega-
tive, imply a story. When you suggest that there's a
tale involved, the character suddenly has a past and
seems even more like a real person.




MPCS DEFINED BY OTHERS
The PCs notice that no one goes near a mysferious-
looking woman standing in the middie of a crowded
marketplace. Everyone notices her, but they give her
a wide berth. A few look startled 1o see her, as it she
was the lash person they expecied 1o see in the mar-
ketplace, and they are none too happy about it, The
bravest among them lock mare angry than Fearful.

In this situation, the PCs already know a great deal
aboul the woman withour ever having spoken 1o her
or spoken with anyone about her. She's someone who
many people recognize and fear or distrust, She's not
the kind of person who hangs around the market-
place—she's involved in something much more.

You can also use pre-existing MPCs fo reinforce
or create the charac-
terization you want 1o
dewvelop for anather
NPC, Obviously, the
easies! way is 1o have
one NPC tell the PCs
about the other NPC,
Stories of the mad
tyrant Velachor reach
the PCs' ears long
before they arrive in
his tiny kingdom, The best way to define the NPC is
te actually show the players how other MPCs react 1o
him. When the PCs travel 1o Velachor's kingdom,
they see the commoners cowering in their homes,
afraid of the tyrant's men. In his court, his servants
and wvassals treat him carefully and obsequiously.
They seem ready to take any mad proclamation wirh
a smile.

INBRIVIDUALS ARE A PART

OF SOMETHING LARGER

Of course, characters come from the societies and
races of which they are a part. No NPC is an island, 50
to speak. Think aboul our world, Even withou! getfing
into the realm of stereotypes, iI's often true that people
wha come from the same geographic area speak simi-
larly. It's somefimes true that people from large ciries
are less trusting than people from rural areas.

Apply this te your Fantasy campaign, Perhaps all
elves in your world speak wvery formally or they all
have a certain drawl, The people who come from a
certain large, bustling city are far more familiar
with spells and magic items than the folk who live
outside the city, All halflings hate being under-
ground, while goblins are superstitious and
extremely afraid of ghosts.

These traits can be based on standard fantasy
clichés (dwarves hate ores), they can be original
[dwarves hate gnolls}, or they can be reverse-clichés
Idwarves enjoy the company of orcsl, Whatever cul-
tural fraits you choose, players will learn these “rules”
of your world and act on them.

Whenever an NPC strikes an emotional
chord with the players, whether positive or
negative, the DM should allow the PCs’
actions to mold the NPC to a degree.

i
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When establishing your campaign, make
heawy use of such rules or stereotypes. If alves
are all bookish and Fascinated by ancient lore, the
players know where to go if they need information
about historical Fact. Mot every elf is going to know
something aboul ancient fore, but perhaps it makes
more sense 1o go fo the ehves than 1o the halllings.
You can do this with likes and dislikes, mannerisms,
and even things like mode of dress and favorite col-
ors. Elves like blue and silver, unless they're forest
elves, in which case they like green and gold. Both
types fike cloaks with hoods and wear many layers.
Dwarves like brown and gray, cloaks without hoods,
and simple dress made of thick materials like wool.
The folk from the city-state of Mavor wear hats with

feathers and pointed boots, Derails like these flesh
out a group and help provide a baseling for each
individual that is a part of the group,

BE AWARE OF CLICHES

Too much use of hackneyed clichés can ruin an oth-
grwise greal campaign, but you don’t have fo avaid
them altogether. The trick is knowing when to use
them and when not to use them—and the key there is
to understand the usefulness of a stereotype,

For example, the PCs hear an NPC ralking about a
terrible barbarian warlord who's causing rouble in
the next kingdom. With just tweo waords, “barbarian
warlord,”™ they've gol a picture in their minds: a hulk-
ing, hairy man, with a big axe, some crude hide
armor, maybe some scars, and prebably surrounded
by a horde of screaming berserkers faithfully Follow-
ing his every command. This kind of sherthand can
ke wery handy.

Mow, with this image placed in their imaginafions,
you can do one of fwo things as a DM, You can rely
on the cliché as a tool ro help them understand, or
you can play against this expectation and present the
terrible barbarian warlord as something very differ-
ent from the sterectype. When the PCs enter the
warlord's pavilion, they might find a female barbar-
ian, 8 wizard, or a well-groomed and well-mannered
chiefrain, Indeed, the warlord might be all three. It
could even be a tentacled aberration from beyond
time and space. Any of these breaks the obwious
cliché and keeps the players on their foes. As some-
thing Fresh and new, it keeps them from assuming
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they understand everything twhich in furn
encourages them to explore and investigare your
world, which is a good thing!

Breaking the sierealype every lime, however, is
dangerous. Stereotypes exist in the real world
because human nature tends to lump people into
groups with comman traits. T the campaign warld
never has common traits, or everyone clearly bucks
the srereotype, then no srerectype exists. For exam-

When the PCs enter the warlord’s pavilion,
they might find a female barbarian, a wizard, or
a well-groomed and well-mannered chieftain.

ple, it every dwarf in the campaign sidesteps the
stereatype of the gruff warrior who loves earth and
sfone, then this guickly stops being the stereotype.

IF everyone the PCs talk to seems to believe that
goblins are stupid, but the PCs only encounter very
smart goblins, the players might either begin to lose
their suspension of disbelief or they will start 10
beliave something strange is geing on.

The inverse is true aswell, IF you want to stress
that people in your campaign world don't make social
distinctions based on gender but every leader and
powerful character the PCs encounter is male, the
players aren’t going 1o buy it

GRACE UNDER PRESSURE—OR NOT

It's interesting to insert an NPC info the campaign
and see how the PCs react o him or her, roleplaying
with the DM back and Forth, learning some of the
MNFC's mannerisms and traits through conversation.
Just as informative for observant players is how the
MPC acts and reacts in various situations in the
game. Mathing is mare fun, for example, than to set
up expectations about the prowess and bravery of
an MPC as he speaks wilh the PCs (or as orhers
speak abouwl him], only to show them a very different
face once he meets with a real threat. As the dragon
lays him low or sends him scurrying off, the PCs
learn not 1o lake everyihing al face value.

A situational context dossn’t always have to be a
battle, either. The mighty wizard who suddenly
expresses a fear of heights becomes more inferesting
(iF a lirtle less impressive), The paladin who ignores
the starving children in the street as she rides by
reveals a chink in her rightecus armor. Meanwhile,
the greedy rogue who takes the time to buy them
some food shows a deeper parsonality more complax
than the clichéd facade,
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MPCS DEFINED BY THE PCS

The DM introduces a halfling NFC into the game who
sells scrolls. He speaks very Fast and with great enthu-
siasm for his wares. The plavers take to him immedi-
arely, laughing at what he says and extending rhe
encounter with him far mere than normally necessary
to just buy a couple of scrolfs of cure moderate
wornnds. Clearly, this NPC should return to center
sfage, 5o to speak, sometime in the future, A good DM
never lets cues from
the players like these
get past him.
Something about the
MNPC siruck a chord,
and the players will
almosi certainly enjoy
seeing him again,

Whenever an NPC
strikes an emotional chord wirh the players, whether
positive or negalive, the DM should allow the PCs'
actions to mold the NPC to a degres. A wvillain they
hate might decide to take a special interest in them. A
fownspersen they like decides to come o them when
in need. In other words, the NPC reacts 1o the PCs'
obvious impressions of him, and the DM reacts to the
players’ obvious impressions as well,

You could alse try 1o infreduce an NPC a PC knew
before the game ever started. These “hackground”
MFCs might be a part of the history the player esrab:
lished for the PC, or they might be whaolly yvour cre-
ation. An NPC rival of the instructor the PC had in his
background shows up ar the PC's doorstep. The DM
tells the player that the PC recognizes the MPC, and
rells him how she fits into her past. Now the player
instanily gets an idea of how to react to the MPC—wirh
wary distrust, perhaps, or cutright hosriliry. In rhis
way, the DM uses the PC's background 1o give an NPC
characteristics that immediately evoke a responze.

CHARACTERS MAKE THE DIFFERENCE

NPCs grow and change. The longer they stay in the
limelight of the campaign, the more they nesd to rise
abowve the couple of fraits you've given them and
flesh themselves out more like living, breathing peo-
ple. Players find it rewarding to win over the local
magistrate who did not trust them, Perhaps over the
course of the campaign, the magistrate aclually
hecomes a close ally,

Like the characters in any work of fiction can make
or break a story, NFCs can make or break a cam-
paign. Even though they are the main characrers in
their story, the PCs have no setting or plot withour
other characters for them to interact with, Withour
allies, villaing, and everyone in between, even the
most wonderfully craffed and imaginative serting
becomes just an empty stage. @
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DM’s Toolbox

FOR PLAYERS

by Marc Tassin

#ood DM possesses the ability to improvise
Adetaiis on the fly. A greal DM can come up

with details that not only fill aut the scene bul
alse make the game more fun for the players. It's a
fing distinction, but one thal can make a significant
difference in a game,
What difference exists betwaen details that simply
describe the scene and details that actually add ro
the enjoyment of the game? Let's look ar an example:
A player asks ahout the lighting in a ballroom, and
the DM, noting nething in the room’s description
about the ballraom's lighting, rhinks fast and says that
torches line the walls.
Although an acceptable answer, the DM didn't
really know why the player asked about lighting,
tMayhe the player wanted to make a dramatic
entrance by swinging across the room on a chande-
ligr. This would have creared a great scene and made
the game maore fun for the player (and probably the
O, Unfertunarely, the details the DM gave don't
facilitate this, and the game lost an oppeortunity o
having something fun added fo it,
& DM faces the challenge of figuring our whar the
players really wani and then making changes without
the players knowing how their actions led 1o the
changes, IF the players figurs out that the DM has
alrered the adventure based on their inpur, they
might feel like the DM has handed the adventure to
them. Even worse, it the changes make the encounter
more challenging for the players, they might teel like
the DM is working against them.
Fortunarely, you can improvise details and events
in & subtle manner, while still making the game more
fun rhan running it strictly as written, Some of this

READING BETWEEN THE LINES
FINDING OUT WHAT'S FUN

invalves making accurate inlerprerations of whar the
players look for in the adventure. The other half of
the process involves making the changes in such a
way that they don’t derail the adwventure's srory.

READING THE SIGNS

First, vou must figure oul whar makes a particular
situation more fun for the playvers. Unfartunately,
players afren don't say what would make an
encounter more fun for them. This means that in
order to get to the heart of their mativation, you
need to read between the lines of the comments
and choices the players make during the course of
an adwventure.

Flayers often give all sorts of signals about what
they enjoy in a game. An observant DM can pick up
these signals, whether obvious or not, and put them
to good use,

The player often prebes for additional defails
after you finish a description. This player probably
likes puzzles and problem solving. When faced with a
challenge, she comes up with a plan and rhen looks
fer the rools 1o implement i, Giving this player what
she needs to put her plans inlo action malkes the
game more enjoyabls for her since she won't feel
that only a limited number of “correct” answers to a
challenge exist. By working with her creativiry, you
reward her involvement and encourage the same
behavior in the Future,

The player always formulates a detailed battle plan
before combat,. This player really enjoys the challenge
of tactical combat, He looks for advantages, analyz-
ing the enemy, and he enjoys the process of seffing
up and executing a bartle plan, Although not every




bartle needs or warrants this level of involvement,
working with this player on some combal encounters
enhances the game experience for him.

Details such as the precise range of enemy unirs,
placement of potential cover, and other relevant com-
bat infarmation makes the game more fun for this
player, In addition. if the enemy has an equally detailad
battle plan, rhe plaver sees it as a true challenge of his
skills, enhancing the experience even more.

The player designs her character as a haughty elf who
hates goblins due to a past tragedy. This player probably
anjoys the story aspect of the game most of all. Deails
such as an NPC with a similar background with whom
she can discuss her past, gobling that personify the traits
her character hates about them, or telling her that the
current adventure bring back memaries of her tragedy
feed her imagination, This sort of co-storyteling adds a
great deal 1o the game for her,

These examplas show only a few of the hints players
might give you about what they consider fun, Warching
for these hints can be a great start and gives you a lot
to work with. However, 1o really do the job right, you
nead a little more infarmation,

GATHER
IMNFORMATION
Mo better way exists
ta Find oul what your
players enjoy than by
asking questions, If
you don'l, you might
end up making an incorrect assumption. Not only
does an error of interpretation fail o achiewve rhe
goal of making the game more fun for the players, it
might have the opposire effect.

For instance. look al the first of the previous exam-
ples, While it's safe to say the inlerprefation given
probably correctly gauges the player's intentions, the
possibility exists that somerhing else could mativale
her to ask so many questions. Perhaps her character,
a rogue, wanrs to “case the joint” for valuables,
Without asking guestions, the DM can't know for sure,

How the OB poses the questions proves the key to
geffing good information from the players. You don't
want to just come oul and ask, "So what should |
changs to make this scene more Fun?” This disrupts
the illusion of the characters struggling against objec-
tive forces ina real world,

Instead, you wanl ta gef the player fo tell you more
abour their thoughts and intentions. Make sure your
players can't answer your questions with a simple
“wes" ar “no,” Questions of this type seldom yield
useful information,

To illustrate this, the examples below show two
ways you could probe for more information in the
same situation.

The Wrong Way: “Are you locking for valuables?”
In this case, the player might answer with a quick
"wes” or "no,” leaving you where you started. If you

The DM faces the challenge
of figuring out what
the players really want.

Wizards Workshop

want to get information that lets you make the ¢
gama more fun for the players, you need fo ask the ®
question a little differently,

The Right Way: “What kind of things are you look-
ing for?" This sort of question gets to fhe core of the
matter, With a question like this, the player can
explain her purpose for asking for more infarmation.
[F she wants wealth, she likely says something like,
“I'm looking for anything | can sell when we get back
fo lown.” On the other hand, iF she neads tools to
implement a plan, she probably says something like;
“I'm locking for a rope that we can use to cross the
chasm.” With answers like these, you have the infor-
mation you need to craft a reply that rewards the
player for her creativity and makes the game more
Fun for her.

MAKING THE CHANGE
Once you know what the players really want, you can
tweak the adventure to better suit their inferests. You
must face the challenge thar most adventures, espe-
cially published adventures, cannot possibly predict a
particular set .of player motivatiens, This means that
in order to make use
af the knowledge you
hawve gathered, you
need to improvise.

Some minar adjusr-
ments consist of little
mare than adding the
right bit af description
to a scene. Other more significant adjustments
require such drastic changes as altering the entire
fecus of an encounter. Remember that while some
solid "truths” in an adventure need to remain in
place, sometimes you must change things to fit in with
what your players find entertaining, rather than to
stick rigidly to whai the adventure says.

An infinite number of ways todo this exist, but a
Few techninues work especially well, Each allows the
maodification of encounfers wirhout requiring a com-
plete owverhaul of the adveniure. The resulting game
subtly focuses on the things the players enjoy, rather
than the adventure designer’s definition of fun,

FILL IN THE BLANK
It's impossible to describe every aspect of every
encounter in an adventure. Yet, like any good story,
most adventures offer enough infarmation to shape
the scenes, and the players fill in the rest with their
imaginations, You need fo remember this because
when a player asks a question about a place,
encounter, or ather aspect of the adventure, he prob-
ably has his own idea of what he wants for an answer,
Knowing—or at leasi suspecting—what the players
have imagined proves invaluable to creating a game
they enjoy. When a player asks about something, a
response like, "Why do vou ask?” or "What does your
character think?” helps you ta reach the heart of the
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matter, Most of the time, a question like this
inspires an answer with all the information you nesd,
along with a lo of good ideas you might not have
thought of on your own.
Once you know what the player expected when ha
asked the question, you can make a good decision
about how to respond. In some cases, you can simply
reply with "As a matter of fact, you're right” This
gives the player a sense of accomplishment and com-
petence. I also encourages the kind of invelvement
in the game that led to the guestion in the first place,
On the other hand, knowing whar the players
expect gives you rthe oprion of presenting somathing
other than what the players hoped. Players who find
the opposite of what they expected find a clear and
exciting challenge For their characters to overcome.
Players who overcome such a challenge Feel oven
maore rewarded, since they succeeded in the face of
the opposite of what they hoped for!
Offering something similar 1o whar the player
hoped for, but not exactly, also works. For
instance, a player asks abour a room's confents, to
which you reply “Why do vou ask?" The player
goes on to explain
that he wants a rope
ta cross the chasm,
This player's ques-
tion actually tells
yvou that the chal-
lenge of getting
across the chasm
interests him. Instead of just giving the player a
rope, however, an answer that plays off his
desire to come up with a plan can creale an even
more enjoyable encounter.
For instance, vou might raspond, “MNo, there isn't a
rope, bul there's a crate of old sackcloth rags, a pul-
ley, and a barrel filled with long metal rods” The
process of brainstorming how this odd colleerion of
ilems could get the party across the chasm makes for
a great challenge. More importantly, the player can
feel Far more sarisfied with the final success than if
you had just given him a rope.

EXPANDING THE ENCOUNTER

Sometimes the plavers in your group discover exactly
the sort of encounters in an adventure that they enjoy,
Unfortunately, it the person who wrote the adventure
doesn’t enjoy this type of encounter, it might anly
appear as littlle more than a minor side event between
major scenes. IF this happens, don't hesitate to expand
the encounfer info semething more important, The
plavers come 1o your game |o have a good fime, and if
they like a particular encounter, you don't have to rele-
gaie it To obscurity just because the printed version of
the adventure does,

This sort of changs involves more improvisation
than merely Filling in the blanks. You might need o

You can emphasize
details and events

in a subtle manner.
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add characrers, expand the personalities of minor
MPCs, or quickly map areas not considered impor-
rant by the adventure's creator. At the same time,
you don't want your changes fo make if obvious thar
this section once held less imporiance in the adven-
ture, so the smoother the improvisation, the better.

In order to make this sort of change work, you
need 1o make sure you have extensively prepared
for the prospect of running such improvisation.
While always true when running a game, this rule
hecomes especially:
pertinent when doing
a major improvisa-
tion. Hawing stats for
various types of
MWPCs on hand, a
stack of maps for
commaon locations,
and similar rools and rables makes a change like this
far easier than it you have fo come up with an
encounter expansion off the cuff.

CHAMGE THE FOCUS

This technique, while the most complex, does the
mosi to shape an encounter info the type of scene
your players enjoy. Occasionally, when you present
an encounter, the players' idea of a fun way fo

TIPS FDR IMPRDVISING
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resolve il runs counter to what the advenfure
expects. When this happens. plowing forward with
the encounter as written can undermine the players’
enjoyment and leave them feeling as though their
ideas don’t really impact the game.

For instance, the adventure might have an
encounter presented as a complex balile with a
hand of lizardfolk, As vou finish laying oul the intro-
duction to the encounter, one player has his charac-
ter Frantically try 1o figure out how ro say, “We
come in peace” i Draconic, while another says his
character digs through his pack for potentfial rrade
goods. This behavior makes it clear the players pre-
fer 1o resolve the encounter through a spirited
round of roleplaying, not a complicated battle,

At this point, if you ignore their actions and
simply have everyone roll for initiative, you force
a type of encounter on the players in which
they've shown less interest. Worst of all, when-
ever the players meet a challenge, they become
less likely to get invalved in coming up with their
own way 1o address it Instead, they might simply
wail to see what the advenrure 1ells them to do,
since previous experience faught them their ideas
don’t have an impact.

A situation like this warrants a change of focus,
In this case, you might choose to change it from a
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combat encounter o a roleplaying encounter. This
might not make the scens any less challenging or
dangerous. Trying to barter with a band of lizard-
folk, for example, might not be a safe course of
action, and one wreng comment or an accidental
insult could end in violence, By changing the focus,
your willingress to work with the players rewards
their initiative.

A Tinal important note on changing focus: Keep
in mind the purpose of the encounter in the over-
all context of the adventure. If the adventure
intends the party fo fake a vital artifact from the
corpse of the lizardfolk leader, you need to make
sure that the same artifac) becomes available in
somme other way during the changed encounter,
Otharwise, the change could cause problems
down the line.

These lechniques provide just a few examples you
can employ 1o make an adventure more fun for the
players. Naturally, it's always good for the players 1o
face encounters not ideal for them, since this helps
create a challenging game. Knowing what sort of sit-
uations and challenges the players enjoy and making
subtle changes to support thal enjoyment makes the
experience more fun for everyone, and leads 1o a
greafr game. @

NEXT MONTH, A NEW ADVENTURE BECINS!

DfaS0n..
@

For years, Oragon and Dungeon magazines
have defined the cutting edpe by which four
million DunGeons & Dracons players
worldwide have sharpened their game. In
ane month, that cutting edge gets a lew
potent enhancements with new layouts,
new features, and new colurmns to halp you
get the most out of your DaD experience.

Through reader feedback and a long look at
each of the magazines by the teams wheo
work an them each month, Cragon and
Dungean have been rebuilt from the ground
up, honed into the best they can be with an
exclusive focus on DUNGESHS & DRACONS
material, Dan’t miss it.

DRAGON #323 « DUNGEON #114
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Sage Advice

DOWN BUT

0T OUT

ACTIVATING ITEMS,
FALLING DOWN, AND
TWO-WEAPON FIGHTING

by Skip Williams

This month, the Sage considers questions abour abil-
ity scores, feats, magic items, and being prone. You
can email the Sage with your guestions at sagead-
vice@ paizo.com.

I'd like 1o know just how intelligent-a human charac-
ter with an Intelligence score of 3 is. What is the
character’s approximate 107 |s the character consid-
erad mentally handicapped or just slow? Can he
carry a normal conversation, or does he have prob-
lems speaking?

A character with an Intelligence score of 3 is
smarter thal most animals, but only baraly. Ay
creature with an Infelligence score of 3 or higher
can understand af least one language (see page 7 in
the Manster Manwal. A human with an Intelligence
score of 3 can speak Common but does not have - a
good vocabulary (perhaps a few hundred one- and
two-syllable words), and rhe character doesn't have a
good grasp of syntax and grammar, The character
speaks and understands only simple subject-verb
sentences and probably has problems with things
such as past and future fense.

Intelligence also affects memory and reasoning, so the
example character doesn’t have much of a head For
Facts, nor will the character be very good at arithmetic.

Ten peints of 12 per poinl of Infelligence is a good
rule of thumb, so your example character has an 1
of about 0. How the example character is perceived
and treated depends on social conditions in the cam-
paign. Most cultures ina D80 world are pretty rol-
erant—they have to be just so they can get along in a
place that contains the wide variety of creatures that
inhabir most DERD worlds. In such culiures, rerms
such as “dull” and “slow™ probably don't get much
use, at least in respect 10 a person's mental capaciry.
When your own Intelligence is about average (o)
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you're “slow” compared 1o a dragon, behelder, mind
Fflayer, or other creature that might live right next
door or lurk beyond the next valley. Still, elitism and
a sense of superiorily can exist just about anywhere.
It is a good bet, howewver, that the example charac-
ters’ associates, relatives, and neighbors know the
character’s mental mitations, and rthat they adiust
their expectations for that characier accordingly,

Does a cloak of Charisma, an eagle’s splendor spell, or
other Charisma enhancements increase the saving throw
bonus from a paladin’a divine grace class feature?

Yes, Use the paladin's current Charisma modifier,
whatever it might be, Temporary Charisma increases
alsg increase the saving throw bonus fram divine
grace, On the ather hand, temperary Charisma
decreases reduce the saving throw bonus From
divine grace as well

How long does it rake fo acfivate a scroll with an iden-
fify spell on it? How about a scroll with any of the sum-
mon monster spells or a wand of summon monster?
This has been a serious debate for some of us. Page 213
of the Dncron Masren's Guide, under Using Magic
Irems, says “Activating a magic ifem is a standard action
unkess the jtem description indicates otherwise.
However, the casting fime of a spell is the time required
to activate the same power in an item, whether it's a
scroll, a wand, or a pair of boots, unless the item
description specifically states otherwise” Yet, the very
next section (spell completion items) states: “This is the
activation method for scralls. . . . Activating a spell com-
pletion item is a standard action and provakes attacks of
opportunity exactly as casting a spell does.” The
Flayers Handbook section on scrolls also says it's a
standard action, yer the Dunaeoy Master’s Guide spell
storing weapon ability on page 225 says “This special
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ahility is an exception to the general rule that casting a
spell From an ifem fakes af least as long as casting that
spell normally.” Which set of rules is correct?

Activating any magic item 15 a standard aclion,
unless the irem duplicates a spell effect that has a
longder casting time or unless the item description
specifies a differant casting time. The sections on
spell completion and spell trigger items should include
the caveal that activating the item rakes as long as
casting the stored spell would take. Thus, it takes 1
hour 1o activate a scroll with an jdentify spell on it A
scrall or a wand with any of the summen monster
spells in ir takes a full round 1o activate, just as casf-
ing a surmmen menster spell does.

A command word item rakes a standard acrion fo
activate, no matter what the casting time of the spel
it duplicates. In general, command word items don't
duplicate spells with long casting fimes.

Use-acrivated items typically don’t have any acfi-
wation fimes [because they function continually or
because you aclivate them auromatically as part of
the action vou take to use the item). Like command
word items, use-activatad items usually don't dupli-
cate spells with long casting times. Activating a scroll
lor any other spell completion ilem) is "like casting a
spell for purposes of arcane spell Failure (such as
from armor!” [see “Activation” on page 238 of the
Ounigeon Masren’s Geidel, An armored rogue whe
activates a scroll with Use Magic Device suffers the
normal arcane spell failure chance.

I'm trying to find out if my rogue, wearing leather
armor, can make a Use Magic Device check to Trig-
ger a wand containing an arcane spefl. What is the
DC for doing so? It appears from the rules that the
armor will cause g 10% chance of arcane spell fail-
ure if the spell being cast has a somatic {S} compo-
nent (Player’s Handbook page 122). Is it true that
casting a spell from a spell-1rigger item, such as a
wand, removes the requirement for the somatic
component, and thereby eliminates this 10% chance
of failure?

The Use Magic Devics skill is for using magic items
that you normally could nat otherwise acrivate,
Activating a wand has a DC of 2o, as shown on the
fable in the Use Magic Device skill description.
However, this assumes that you already know what
spell the wand stares, I you don't, you have o acti-
wvate the wand blindly (DG 25} If vou successfully
activate a wand blindly, you know what spell it con-
taing, and your subsequent attempts to activate that
particular wand are at DC 20

There’s no arcane spefl failure chance for actival-
ing a spell trigger irem, for a command ward item, or
for a use-activated item. There is an arcane spell fail-
ure chance for activaiing a scroll [a spell completion
item), provided rhe spell stored on the scroll has a
somatic component,

"

Given that being prone means you are bying on the-
ground (Flayer’s Handbook page 3n), who can be
prone? Can cozes be prone? What abour creatures with
ne limbs like snakes? What about incorporeal creatures?

Arnybody can be "prone.” Creatures that use limbs
for locomaotion can use a free action 1o drop prone
and must use a move action fo stand up again,
Something with na motive limbs, such as a snake, can
go prone or “stand up” as a free action, Such crea-
tures might want to become prone to gain an Armor
Class bonus against ranged attacks. (Although giving
something like a gelatinous cube that option defies
common sense and should not be allowed.) Officially,
there's an attack of opportunity anytime a creature
stands up. The Sage, however, heartily recommends
no attack of opportunity when a snake or similar
creature “stands up.”

Being tripped makes you prone. Who can be
tripped? Beholders? Gelatinous cubes? What effecr
does tripping have on these creafures? Can a prone
character be tripped again? What about flying and
swimming creatures? Many creatures have neither
legs nor any relationship to the ground or gravity,
How does tripping affect them?

Anything using limbs for locomotion can be tripped,
Things thal dor’t need limbs for locometion can't be
trippad. You can't frip a snake, a beholder, or a gelati-
nows cube, You won't find this in the rubes, bul then it
really doesn need to be in there—the rules can leave
some things to the DM's commen sense,

A crearure lying with wings can be “fripped,” in
which case the creature stalls {see Tactical Aerial
Mowement on page 2o of the Duwciow MasTers
Guidel. You can't make an incorpereal creature fall
down, You alse can't trip a prone creature,

Creafures canT be tripped when they're swimming
{the water holds them up). Likewise, a burrowing
creature is driving its body through a Fairly solid
medium that serves to held it up,

When = character gats up from prone, when does
the attack of opportunity take place? When he is il
prone? When he is standing? Can the attacker
choose when to attack? In one case, the atfacker can
get a +4 bonus to hit. In the other, he can make
another trip attack.

All attacks of opportunity happen before the
actions that trigger them [see Chapter & in the
FElavers Hanghook). When you make an attack of
opportunity against someone whao's geffing up, your
targer is effectively prone, and therefore cannet be
Iripped. You could ready an action to trip a prone
foe after he gets up, however,

Can prone characters move? The rules on crawling
would obviously apply here, but this guestion also
includes things like limbless creatures and cozes. Can
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a creature tumble while prone? Can ha tumble to get oul
of the threatened area? How fast would he move? You
can fumble as part of normal movemant. What is a
"normal move" anyway?

If a creature has no motive limbs, it moves at its nor-
mal speed when prone, otherwise it must crawl or tum-
ble. There's no game definition of the term “normal
mave” but the rules use it as shorthand for using a
mave aclion to travel up to your speed (as opposad 1o
using a skill such as Climb or Swim), Crawling isn't "nor-
mal movement,” but tumbling is the art of moving with
acrobatic skill, and there's no reason why a prone fum-
bler couldn't artfully roll away from a fos.

When Fighting with rwo weapons, does the Combat
Expertise feal apply to both weapons individually or
together? For example, do | take a -2 on attack rolls for
both weapens to add +2 Armor Class? Or do | take -2
on attack rolls for both weapons for a +4 bonus fo
Armor Class?

You ger the AC bonus once, The arrack penalty applies
to all arracks you make until your next furn. If you use
F'wo weapons |o make extra attacks, the penalty applies
to the attacks from both weapons. It also applies 1o any
attacks of apportunity wou make before your next furn.

Mormally, you have to use-a light weapon to benefir
from the Weapon Finesse feat. You can also use a rapier
or a spiked chain with Weapon Finesse. You cannot use
the Power Attack feat with a light weapon. Can vou use
a spiked chain or a rapier and benefir from both Weapon
Finasse and Power Attack at the same time?

Yes. A rapier or a spiked chain made for a creature of
your size is not a light weapon, even when you'ra using
the weapon with the Weapon Finesse Feat, If you have
both Teats and use a rapier or 8 spiked chain, you can
manage power and finesse in the same attack. Mote that
you must take both penalfies ro gain the benefits of both
feafs. For instance. iff you decide to rake a -1 penalty on
attack rolls, you can use Weapon Finesse or Fower
Artack, Whereas it wou take a -2 penalty on atrack rolls,
you can add =1 o your AC and +1 on your damage ralls,
or you can add +2 o your AC or your damage.

Just how fast can a dwarf barbarian, or other race with
a speed of 2o, move in medium armor? There are two
prevailing opinians on this: 25 feer (10 Feer more than
that of a typical dwarf in medium armor) or 2o feet (the
result of consulting table 7—6 for a creature with a
speed of o feet),

Table 7—6 uses base speeds, noi races. Always apply
any speed increases a character has before applying the
effects of armor [see page 147 in the Plaver’s
Handbook), A halfling or gnome barbarian in medium
armor has a speed of 2o feet. A dwarf barbarian in
medium armor has a speed of 30 feer because medium
or heawvy armor dossn't reduce a dwar's speed {see
page 14 in the Plaver’s Handbook), @




